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Abstract
The purpose of this study is to determine relationship between Psychological Well-
being and Escapism through the video games. And also find the differences between
players of video games and non- players Psychological well-being. There is opinion
that, who have low well-being is tend to Escapism. In order to find answers between
two variables I used Carol Ryff’s Psychological well-being 42 item scale version, wich
encompasses 6 dimensions: Autonomy, Environmental Mastery, Personal Growth,
Positive Relations, Purpose of life, and Self-Acceptance. For measure to Escapism I
used John Demetrovic’s video-games questionnaire. Participants of the research were
80, half of them were players and others non-players. The sdudy shows us that there is
no differences between players and non- players psychological well-being and also the

relationship between escapism and Psychological well-being is too weak.

Key words: Psychological well-being, Escapism, Video-games



