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Abstract 

The current study aimed to investigate if there was a difference in self esteem of Swedish 
young adults when they were playing MMO (Massively Multiplayer Online Games) compared 
to when they were not playing. Moreover, the purpose was to explore whether any discrepancy 
in self esteem was associated with well-being and/or the amount of time spent gaming. The 
sample (N=75) was 19-30 year olds who regularly played MMO. The study consisted of an 
online survey including the Short Warwick-Edinburgh Mental Well-Being Scale, two versions 
of the Rosenberg Self Esteem Scale (one directed towards when playing and one towards 
when not playing) as well as questions concerning gaming habits. The results showed a 
significant difference in self esteem with a generally lower self esteem when playing 
compared to when not playing. The results indicated that MMO-playing functions as a 
separate context, where self esteem manifests differently from otherwise. The group reporting 
the lowest well-being showed a significant correlation between well-being and the 
discrepancy. This indicated that people with low well-being may have an increased sensitivity 
towards a discrepancy in self esteem where it tends to affect well-being negatively. The group 
that played the most showed a generally larger discrepancy compared to those who played the 
least. The patterns observed in the study motivate further research regarding why self esteem 
manifests differently in the MMO-playing context. 
Keywords: Gaming, MMO, young adults, self esteem, discrepancy, well-being 

Sammanfattning 

Studien ämnade att undersöka om det fanns en skillnad i självkänsla hos svenska unga vuxna 
då de spelande MMO(Massively Multiplayer Online Games) i relation till när de inte spelade. 
Vidare var syftet med studien att undersöka om någon diskrepans i självkänsla var associerat 
med välmående och/eller antal timmar de spelade. Urvalet (N=75) bestod av 19-30 åringar 
som regelbundet spelade MMO. Studien bestod av en online enkät med en Short Warwick-
Edinburgh Mental Well-Being Scale och två versioner av Rosenberg Self Esteem Scale (en 
riktad mot då de spelande och en riktad mot då de inte spelade). Vidare bestod enkäten av 
frågor gällande spelvanor. Resultatet visade på en signifikant skillnad i självkänsla med en 
lägre självkänsla då de spelade än då de inte spelade. Resultatet tyder på att MMO-spelande 
fungerar som ett kontext där självkänsla manifesteras annorlunda. Gruppen som rapporterade 
lägst välmående visade på en signifikant korrelation mellan välmående och diskrepans. Detta 
indikerar att människor med lågt välmående kan ha en ökad känslighet för diskrepans i 
självkänsla, där diskrepansen verkar påverka välmående negativt. Gruppen som spelade mest 
tenderade vidare att  generellt ha en större diskrepans i jämförelse med dom som spelade 
minst. De mönster som observerats i den aktuella studien motiverar framtida forskning 
gällande varför självkänsla manifesteras annorlunda i MMO-spelande kontext. 
 Nyckelord: Gaming, MMO, unga vuxna, självkänsla, diskrepans, välmående 
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I feel different when I play 
 A study of self esteem and well-being in MMO-playing young adults 

The Definition of Self Esteem 

What is self esteem (SE)? What impact could a high or low SE have on our quality of 
life? Is it possible for SE to differ depending on context or is it more stable? SE is arguably 
one of the oldest and widest concepts in psychology (Howard, 2017). Researchers have long 
tried to define what SE means theoretically and how it impacts people’s lives. It could be 
referred to as a subjective evaluation of one's own worth and be defined as the feeling of being 
good enough (Orth & Robins, 2014). Orth and Robins (2014) argued that SE does not 
primarily concern a person’s worth compared to other people. Thereby high SE is not 
necessarily synonymous with a feeling of superiority.  

Different perspectives on SE.  Rosenberg (1965) defined SE as a unidimensional 
concept, global self esteem. He described it as a global positive (high) or negative (low) 
attitude toward the self. This refers to a set of thoughts, attitudes and feelings about one’s own 
perception of self worth. The concept of global SE is an important concept in psychology and 
the Rosenberg Self Esteem Scale (RSES) is clearly the most widely used to assess it (Marsh, 
Scalas & Nagengast, 2010). Rosenberg developed RSES in 1965 and it has been extensively 
psychometrically analyzed and has received the most empirical validation (Robins, 2001).  

Researchers have tried to expand Rosenbergs concept to include more than one 
singular dimension. One conceptual distinction made by researchers is the one between Global 
and specific SE. While global SE as previously mentioned refers to an overall evaluation of 
the self, specific SE is more focused on specific domains. (O’brien, 1985) For example, SE 
regarding academic achievement may differ from SE regarding other domains in a person’s 
life (Wylie, 1979). Rosenberg (1979) commented on the discussion on the concept of SE by 
stating that he did not regard the different interpretations as competitors but rather as 
complementary. “... both are legitimate and important areas of self-concept research … each 
can and should be studied in its own right.” (p. 20) 

 Diggory (1966) discussed a distinction of SE between the sense of personal 
competence and the sense of one’s social worth. This distinction differs between the objective 
evaluation of one's abilities versus the evaluation based on social acceptance and approval 
from others (Diggory, 1966; Tafarodi & Swann, 1995). 

Well-being and Self Esteem 

  Research on SE and its connection to psychological well-being is well established 
within psychological research. SE has been shown to have a positive correlation with well-
being (Odaci & Kinik, 2019). Moreover, high SE has shown to be a direct predictor of 
happiness. Low SE has been associated with negative affects such as shame and operates as a 
risk factor for depression. (Dellman, 2018; Cheng & Furnham, 2004; Orth, Robins, 
Trzesniewski, Maes & Schmitt, 2009).   

 It has been suggested that psychological well-being includes emotional responses as 
well as satisfaction and contentment (Diener, Suh, Lucas & Smith, 1999; Ryff, 1995). Ryff 
(1995) created the six factor-model of psychological well-being, which contains the factors: 
autonomy, environmental mastery, personal growth, positive relations with others, purpose in 
life and self-acceptance. Ryff (1995) suggested that all of the six factors contribute to an 
individual's well-being, contentment and happiness.  

Another aspect of SE that is believed to have an impact on well-being is the stability. 
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 The stability of SE, or rather the magnitude of fluctuations in different contexts, has 
shown to have an impact on well-being and psychological functioning (Paradise, 2002). 
Paradise (2002) suggested that individuals with an unstable SE have a larger fragility towards 
setbacks in everyday life as well as more vulnerable attitudes and feelings towards the self. He 
further argued that people with unstable SE might feel and act as though their self worth is 
constantly threatened. In contrast, people with stable SE are believed to have more consistent 
feelings and attitudes towards themselves (Paradise, 2002). 

Development of Self Esteem in a Digitalized World 

Young adulthood is considered a critical time regarding the formation of SE. This 
notion is largely due to the presumed challenges faced by individuals during this time in life. 
Young adulthood can be interpreted as a pathway leading from adolescence into adulthood. 
This transition poses substantial social as well as personal changes regarding role demands, 
relationships and rapid maturation (Orth, Robins & Trzesniewski, 2010). 

Young adults today have grown up in an increasingly digital world where a large part 
of their life is experienced online (Lin et al., 2016). In Sweden in 2018 94% of 18-24 year olds 
and 90% of 25-34 year olds stated that they use the internet several times per day (Statistiska 
centralbyrån, 2018). As young adulthood is a critical time for the development of SE and 
young adults spend a large amount of time online, the SE of young adults today is to an extent 
dependent on online experience. 

Researchers have investigated how presenting oneself in a virtual world might impact 
one’s perception of the self. Rooney (2015) described a virtual gaze, the way a person is both 
perceived and presented virtually. The gaze is complex in the fact that it can be both 
anonymous and identifiable. Moreover, the gaze can be in both real time and timeless. 
Interactions can happen here and now but also retroactively, as the viewer can perceive things 
online long after the presenter posted it. As young adults today spend a lot of time under the 
virtual gaze, it can be challenging to separate the virtual from the non-virtual experiences. 
Rooney (2015) argued that affects such as shame might be intensified through the virtual gaze. 
Furthermore, she argued that shame experienced under the gaze, might be more difficult to 
resolve as the virtual context has uncertain conditions, lacks boundaries and may resurface in 
the future. Furthermore, she argued that the way a person reacts under the virtual gaze might 
impact how they react in the non-virtual context. 

Online Gaming and MMO 

One popular way of experiencing the digital world is through online gaming. One of 
the most popular genres of online games is Massively multiplayer online games (MMO). 
MMO is an umbrella term for online games in 3D environments that enable large numbers of 
users to interact with one another via the Internet (Hsu, Wen & Wu, 2009). MMO was first 
launched in Korea in 1995 and has since then expanded significantly worldwide. Specific 
characteristics of MMO is that players assume a role that they desire, increase in skill and 
level, collaborate with others, make friends and accomplish missions of a more or less 
aggressive nature (Kim, Namkoong, Ku & Kim, 2008; Statens medieråd, 2012). Time is 
constantly ongoing, which means that even though the player goes offline the time continues 
to pass in the game. To get access to a MMO-game the player often needs to pay a monthly 
fee. (Statens medieråd, 2012) One of the most popular games in the genre is World of 
Warcraft which in 2014 had more than 10 million subscribers worldwide (Blizzard 
Entertainment, 2014).  
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In 2019 Internetstiftelsen reported that barely one in four of people over 16 that play 
online games considered it to be time well spent. Moreover, 56 % of the participants 
considered online games to not be a meaningful use of their time. (Svenskarna och internet, 
2019) The majority of research on online gaming has focused on the negative aspects such as 
addiction and social isolation (Stetina, Kothgassner, Lehenbauer, & Kryspin-Exner, 2011; 
Kardefelt-Winther, 2014; Hsu et al., 2009; Peters & Malesky, 2008). Some research has 
suggested that the amount of time spent playing may be connected to mental well-being. 
Excessive gaming habits combined with low SE have been linked to negative outcomes 
regarding mental health. These studies suggested that in the presence of mental health issues 
(for example depression), online gaming might be used excessively in order to escape reality 
(Stetina et al., 2011; Kardefelt-Winther, 2014). 
 Recent studies however have tried to investigate the motives for participating in online 
gaming rather than trying to determine whether it is harmful or beneficial in its nature. 
(Demetrovics et al., 2011) Demetrovics et al. (2011) suggested that the attraction to online 
gaming could be explained through its function of fulfilling basic human needs in the 
increasingly digitalized world. Their research identified seven motivational factors: social, 
escape, competition, coping, skill development, fantasy and recreation. Their research further 
suggested that the least common motivational factor was escape which is associated with 
isolation and escape of reality. The motivational factor of coping turned out to be far more 
common amongst the participants. Coping is, contrary to escape, a way of dealing with reality 
rather than running from it (Demetrovics et al., 2011). This suggests people may use gaming 
as a tool to manage their struggles rather than trying to ignore them.  

Taken together, both the stability and the strength of SE has shown to have a strong 
effect on psychological well-being. Online gaming is today a large part of the lives of many 
young adults. It has become advanced enough to resemble actual life and fulfill basic needs of 
human interaction. Therefore, it is interesting to investigate how SE manifests in an MMO-
playing context in order to see if it differs from the SE off screen, and if so - why? From now 
on the term on screen will be used when referring to when playing MMO and off screen when 
referring to when not playing MMO. 

Purpose and Research Questions 

The purpose of the present study is to compare the SE of gaming young adults on 
screen with off screen. Furthermore, the aim is to investigate how it may be associated with 
time spent playing MMO, and general well-being. In this study we aim to answer the 
following questions: 

- Is there a significant difference between perceived SE on screen and perceived SE off 
screen?  
- Is the discrepancy between SE on screen and SE off screen associated with general 
well-being?  
- Is the discrepancy between SE on screen and SE off screen associated with the 
amount of time spent playing?  
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Method 

Participants 

The research participants were primarily recruited at Umeå University. In the 
recruitment the aim was to get participants from different lines of education. The conditions 
for participating in the study were: born between 1989 and 2000, participates in MMO at least 
once a week and to be fluent in English. 77 participants were originally recruited, however two 
were excluded for not reaching the conditions for participation. 75 participants were selected 
(N=75). 69 of the participants were men, five were women and one was other. The year of 
birth of the participants ranged from 1989 to 2000. 39 of the participants were students, 34 
were working and two were unemployed. Table 1 shows the distribution of number of hours 
spent playing MMO per week among the participants.  

Table 1. Distribution of number of hours per week spent playing MMO. 
Number of hours played 
MMO/week Frequency Percent 

5 or less 13 17.3 
6-10 17 22.7 
11-15 23 30.7 
16-20 7 9.3 
More than 21 15 20.0 

Material 

Online survey.  The questionnaire was created using the online survey program Web 
survey. The survey included a mental Well-being Scale and two Self Esteem Scales. Moreover 
the survey included demographic information such as if the participant played MMO at least 
once a week, how many hours per week they played, their gender, age and main occupation. 
As a final question, participants were given the opportunity to elaborate on any of the previous 
question or write down comments before finishing. The following scales were included in the 
survey. 

The Rosenberg Self Esteem Scale.  To investigate SE the scale RSES was used. It is a 
ten-item scale measuring global self worth. Five of the items are positively formulated and 
five are negatively formulated. The response scale ranges from Strongly Agree, Agree, 
Disagree and Strongly Disagree (Rosenberg, 1965). The participants filled out two versions of 
the RSES. One of which targeted the SE off screen and one which targeted SE on screen. The 
scale for SE on screen had items directed towards gaming, for example At times, I think I am 
no good at all when I am gaming (see appendix). This method of reformulating items has been 
successfully used in previous studies aiming to capture differences between behaviors on 
screen and off screen (Mancini & Sibilla, 2017). The scale concerning SE off screen was not 
altered. RSES has shown to have a high internal consistency, Cronbach’s alpha α =.91 
(Sinclair et al., 2010). Furthermore it has shown a high validity where the correlations between 
the items has indicated a unidimensionality of the scale (Martín-Albo et al., 2007). 

Short Warwick-Edinurgh Mental Well-being Scale.  To investigate general well-
being, the Short Warwick-Edinburgh Mental Well-being Scale (SWEMWBS) was used. The 
SWEMWBS is the shortened version of the original Warwick-Edinburgh Mental Well-being 
Scale. The SWEMWBS is a seven-item scale measuring mental well-being. The items are 
scored on a 1-5 response scale ranging from none of the time, rarely, some of the time, often 
and all of the time (Stewart-Brown et al., 2009). The SWEMWBS has shown to have a high 
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internal consistency α = 0.85. Furthermore it has proven to be strictly unidimensional 
(Stewart-Brown et al., 2009). British norm values are available for clinical as well as non-
clinical popultions (Ng Fat, Scholes, Boniface, Mindell & Stewart-Brown, 2017; Shah, Cader, 
Wijesekera, Andrews & Stewart-Brown, 2018). 

Procedure 

Flyers with information on the study as well as contact information (email address and 
the names of the researchers) were placed on several notice boards around Umeå University. 
The flyers included a scannable QR-code that lead participants directly to the online survey. 
Participants could also choose to email the researchers in order to get the link to the survey. 

Moreover, active recruitment was conducted. This was done by face-to-face interaction 
with students at Umeå University. Recruitment was also conducted on Facebook by posting 
the flyer on the researchers’ profile pages and in Swedish Facebook-groups.  

After the recruitment, the collected data was analyzed through SPSS. 

Ethical Considerations 

All participants received an information letter including information about the nature 
of the study. The letter informed participants that they could terminate their participation at 
any time. Moreover they were informed about their anonymity. The study did not collect any 
identifiable information, only what is necessary for participating in the study such as age, 
gender and education. The data was only used for the study and no unauthorized access to it 
was allowed. All participants were over 18 years old, no minors participated in the study. 

Results 

Difference in Self Esteem Mean On Screen and Off Screen 

A paired-sample t-test was conducted to compare the difference in mean of SE on 
screen and SE off screen. There was a significant difference. Furthermore, the mean score of 
SE off screen was higher than the mean score of SE on screen.  

Table 2. Paired sample t-test investigating the difference in mean between SE on screen and 
SE off screen. 
 n Mean SD t df p   
SE on 
screen 

75 21.97 2.48 -4.216 74 .000   

SE off 
screen 

75 23.13 1.93      

 

Self Esteem Discrepancy Score  

Furthermore, the discrepancy between scores in SE on screen and SE off screen was 
investigated (discrepancy score SE). In other words, a mean discrepancy was calculated based 
on the score difference in SE on screen and SE off screen for each individual case.  

Figure 1 shows the direction of the discrepancy between SE on screen and SE off 
screen. The majority of cases had a positive discrepancy score (higher SE off screen than SE 
on screen). 
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Figure 1. Directions of discrepancy scores. 

Mean Well-being Score 

The mean well-being score of the sample was higher than the British male non-clinical 
sample, but within one standard deviation. The mean well-being score of the sample was more 
than one standard deviation higher than the British clinical sample (Ng Fat, et al., 2017; Shah 
et al., 2018).  

Table 3. Mean and standard deviation for SWEMWBS in the present study and norm values 
based on British non-clinical male sample and British clinical sample. 
 n Mean SD 

Sample of present study 75 25.17 4.5 

British non clinical male 
sample 11,948 23.67 3.92 

British clinical sample 167 19.28 3.92 

Relationship Between Well-being and Self Esteem Discrepancy Score 

A bivariate correlation was conducted to see if there was a relationship between well-
being and discrepancy score SE. There were no significant correlations. 

Comparison between lowest and highest well-being scores.  The wide spread in 
scores of well-being, motivated a separation into smaller samples. The 20 cases with the 
highest well-being scores and the 20 cases with the lowest well-being scores were separated 
into two groups. A bivariate correlation was conducted to investigate how the lowest 20 scores 
of well-being was correlated with discrepancy score SE (see Table 4). The analysis showed a 
significant moderate negative correlation, r(73)=-.50, p=.02.  
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Table 4. The 20 lowest well-being scores correlation with the discrepancy score SE. 
 Wellbeing low-scores Discrepancy score SE 
Wellbeing low-scores - -.502* 
Discrepancy score SE -.502* - 
*	Correlation	is	significant	at	the	0.05	level	(2-tailed).	

Furthermore, a bivariate correlation was conducted to investigate how the highest 20 scores of 
well-being correlated with discrepancy score SE. The analysis showed no significant 
correlation.  

Relationship Between Time Spent Playing and Well-being 

A bivariate correlation showed no significant correlation between well-being and the amount 
of time spent playing MMO. Furthermore, an independent samples t-test was conducted in 
order to investigate if there was a difference in well-being between those who played the most 
(16 or more h/week) (M=25.36, SD=3.13) and those who played the least (10 or less h/week) 
(M=25.50, SD=6.10). There was no significant difference between the two groups in relation 
to well-being.  

Relationship Between Time Spent Playing and Self Esteem Discrepancy Score 

An independent sample t-test was conducted in order to investigate if there was a 
significant difference in the discrepancy score of SE between those who played the most (16 
or more h/week) and those who played the least (10 or less h/week)(see Table 5). The result 
showed a significant difference with a medium to large effect size, where those who played the 
most showed a larger mean discrepancy than those who played the least. 

Table 5. Independent samples t-test investigating the difference between those who played the 
least and those who played the most in their relationship with discrepancy in SE. 
 n Mean SD t df p Cohen’s 

d 
        
10 or less 
hours/week 

30 1.57 1.57 -2.223 50 .031 .62 

16 or more 
hours/week 

22 2.59 1.74     

	

Discussion 

Self Esteem On Screen and Off Screen 

The result showed a difference in SE between on screen and off screen. This shows 
that there is a difference in how one perceives oneself when one is playing from when one is 
not playing. Young adults of today spend a big part of their life online, which one could 
assume would make the SE on screen and off screen more intertwined. One might assume that 
on screen experience would erase the dividing line between virtual and non-virtual. However, 
the results suggest that the virtual context examined within the research, is separated from the 
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non-virtual context when it comes to measuring global SE. The result is arguably in line with 
O’brien’s (1985) theoretical standpoint of SE being both global and specific, meaning that SE 
differs between separated contexts. One can argue that playing MMO functions as a specific 
context in regard to SE.  

Rosenberg’s view of SE as a unidimensional concept might therefore be called into 
question. However, Rosenberg did not claim SE to be altogether global and never specific. 
Instead he argued for the utility of both viewpoints when discussing and investigating self-
image. Considering the results of this research, MMO-gaming should arguably be treated as a 
separate dimension in regards to SE in future research.  

Discrepancy and Well-being 

The group reporting the lowest well-being showed a negative correlation 
between well-being and the discrepancy that was statistically significant. When their 
difference in SE on and off screen increased, their well-being decreased and vice versa. 
However, the group as a whole,  particularly those with the highest well-being, did not seem to 
be affected by their difference in SE on and off screen in regards to well-being and vice versa. 
This indicates that people with low well-being have an increased sensitivity towards 
discrepancies in SE, where the discrepancy seem to affect well-being negatively. A high 
discrepancy can be interpreted as a more unstable SE, where the SE varies between the two 
contexts. Research has shown that an unstable SE increases emotional fragility and affects 
psychological functioning negatively. This in turn is believed to affect well-being negatively 
(Paradise, 2002). The results of the present study showed that the group with the lowest well-
being displayed patterns that are consistent with Paradise’s (2002) research. As this pattern 
was only observed in the group with the lowest well-being, the result indicates that an unstable 
SE is associated with lowered well-being, when well-being is already low. 

Discrepancy and Time Spent Playing  

There was a significant difference between those who played the least and those who 
played the most, where those who played the most had a larger discrepancy between SE on 
and off screen. In other words, those who played the most displayed signs of a more unstable 
SE. One might argue that the difference indicates that the amount of time spent playing has an 
effect on the stability of SE. However, on the whole sample there was no significant 
correlation between the discrepancy between SE on and off screen and the amount of time 
spent playing.  

In a comparison between the groups who play the least and the most, no significant 
difference was shown in their mean well-being scores. This means that those who play the 
most, do have a larger discrepancy than those who play the least but they do not report lower 
well-being. Some research has suggested that there is a connection between the amount of 
time spent playing and well-being (Stetina et al., 2011). These studies suggest that online 
gaming may be used excessively in the presence of mental health issues (Kardefelt-Winther, 
2014). The fact that the results showed that those who play more have a larger discrepancy 
than those who play less, but did not score lower on well-being, contradicts previous research. 
It is important to consider that the participants of the present study are not a clinical sample 
and presumably do not have excessive gaming habits. The well-being mean is fairly similar to 
the mean of a non-clinical sample of british males (Ng Fat et al., 2017), see table 3. However, 
as is shown in table 3, the well-being of the sample is noticeably higher than that of a clinical 
british sample (Shah et al., 2018).  This arguably makes the sample of the present study quite 
different from the clinical sample used in previous research. Furthermore, the vast majority of 
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the participants had a stable occupation either in academics or work. This might arguably limit 
the risk of them gaming excessively, as other obligations restrict the time they can practically 
spend on gaming.   

However the contradiction between the results of the present study and previous 
research could also be discussed in relation to motives for playing. Demetrovics et al. (2011) 
suggested that different motives for playing might result in different effects on well-being. He 
argued that gaming is often used to cope with reality rather than escaping it. In cases where 
gaming is used for coping, a high amount of time spent playing would be assumed to have a 
positive effect on well-being. While escaping as a motive might suggest that a high amount of 
time spent playing would impair well-being. 

Lower Self Esteem On Screen 

The results showed that the SE generally was lower when one was playing than when 
one was not playing. In the survey section further comments, participants reported that the 
nature of the game sometimes induces feelings of temporary uselessness. Participants stated 
that the game sometimes puts them in a position where they are objectively non-performing. 
Further, the participants stated this feeling of uselessness within the game did not affect their 
SE off screen. From these statements, one might argue that the feeling of uselessness might 
manifest itself differently in online gaming from otherwise. Previous studies suggest emotions 
experienced under the virtual gaze may be intensified due to the uncertain nature of the virtual 
context (Rooney, 2015). This might explain why the aspects of SE related to the feeling of 
utility might be manifested differently and perhaps more intensely on screen.  

However, other participants described the feeling of a gaming induced hangover where 
they experienced negative feelings about themselves after having ended a lengthy gaming 
session. Research has suggested that the majority of people who play games online do not 
consider their gaming as time well spent. Nor do they consider it meaningful (Svenskarna och 
internet, 2019). One might argue that spending time on activities that you do not consider 
useful or meaningful, could induce feelings of shame and consequently have a negative impact 
on your SE on screen. The comments concerning negative feelings about the self in relation to 
gaming sessions, suggests that some participants may have negative attitudes toward their 
gaming habits. These attitudes may in turn have influenced their answers and consequently 
resulted in them scoring lower for SE on screen. 

Summary 

The purpose of the present study was to compare the SE of gaming young adults on 
screen and off screen. The results showed that there was a difference in how one perceives 
oneself, with a generally lower SE when one played MMO. Furthermore, the aim of the study 
was to investigate how a discrepancy in SE was associated with general well-being. The result 
showed that for those with an already low well-being, an unstable SE could have a negative 
impact and risk further decreases in well-being. At last, this study aimed to investigate if the 
amount of time spent gaming had an association with the discrepancy in SE. The results 
showed that those who played the most had a larger discrepancy on and off screen compared 
to those who played the least. However they did not report a lower well-being. This awakes 
questions on what role the discrepancy in SE more specifically has, and if there could be other 
mediators that have an impact on the relationship between well-being and time spent gaming. 
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 Further Research and Limitations 

The present study found a significant negative correlation between discrepancy of SE 
and well-being in the group with the lowest well-being. Previous research (Paradise, 2002) has 
suggested that an unstable SE causes decreases in well-being. For further research it would be 
interesting to investigate the causality of the relationship, as it may provide more information 
on the effects of stability of SE in an MMO-playing context. 

This research investigated young adults from 18 years old. It would be interesting to 
investigate the discrepancy in SE when gaming in even younger individuals. Previous research 
has suggested that the formation of SE is largely dependent on role demands. Arguably role 
demands differ between adolescents and young adults, which might impact how SE on and off 
screen manifests and consequently affects the stability of SE. 

Demetrovics et al. (2011) argued that different motives for playing would affect well-
being and SE differently. In the present study no mediator was investigated that could explain 
the varying relationships between discrepancy, well-being and time spent playing MMO. For 
future research it would be interesting to investigate if the motives for playing might be that 
mediator. As previous research has suggested that the outcomes of gaming might be affected 
by motives, this might explain why the SE and well-being of individuals is affected differently 
by time spent playing. 

The primary aim of this study was to answer if SE differed between on and off screen, 
not to answer questions on why it differed the way it does. The results of the study however, 
showed that SE was generally reported lower on screen, which awoke questions as to why that 
might be. The participants made comments that suggested that the very nature of the game 
impacted on the way SE was manifested when playing. For future research it would be 
interesting to further investigate which elements of the game might impact how SE is 
manifested on screen.   

The present study could be improved by a larger sample as it might increase the 
statistical power of the results. Some of the results as previously mentioned are contradictory 
to previous research and it would be interesting to see if the results would be more in line with 
previous research if the sample was bigger. However, the narrow criteria for participating in  
the study as well as the time limit arguably constrained the sample size.  

The choice of using a global SE-scale (RSES) when investigating SE on and off    
screen, could be regarded as a limitation of the study. Considering the results of this research, 
MMO-gaming should arguably be treated as a separate dimension in regards to SE. However, 
presently no specific SE measurement aimed towards gaming or online activity exists. 
Moreover, RSES is the most widely used and most statistically validated measurement of SE. 
For further research it would be interesting to develop a SE scale targeted towards online 
gaming as the on screen context is a large part of the life of young adults today. 
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Appendix 

Modified RSES directed toward when playing MMO 
	

Below is a list of statements dealing with your general feelings about yourself when you are 
gaming. Please indicate how strongly you agree or disagree with each statement. 
 

1. On the whole, I am satisfied with myself when I am gaming. 

 Strongly Agree   Agree   Disagree   Strongly Disagree  

 

 2. At times when I am gaming I think I am no good at all. 

 Strongly Agree   Agree   Disagree   Strongly Disagree  

 

 3. I feel that when I am gaming I have a number of good qualities. 

 Strongly Agree   Agree   Disagree   Strongly Disagree  

 

4. When I am gaming I am able to do things as well as most other people. 

 Strongly Agree   Agree   Disagree   Strongly Disagree  

 

 5. When I am gaming, I feel I do not have much to be proud of. 

 Strongly Agree   Agree   Disagree  Strongly Disagree  

 

6. When I am gaming I certainly feel useless at times. 

Strongly Agree   Agree   Disagree   Strongly Disagree  

 

7. When I am gaming I feel that I'm a person of worth, at least on an equal plane with others.  

Strongly Agree   Agree   Disagree   Strongly Disagree  

 

8. I wish I could have more respect for myself when I am gaming. 

Strongly Agree   Agree   Disagree   Strongly Disagree  

 

9. All in all, I am inclined to feel that I am a failure when I am gaming. 

Strongly Agree   Agree                         Disagree        Strongly Disagree   

 

10. When I am gaming I take a positive attitude toward myself. 

Strongly Agree   Agree   Disagree   Strongly Disagree  


