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Abstract: Young people are more and more engrossed in interactive and creative media in the 

modern digital age, including gaming, animation, and digital storytelling. These platforms serve as 

important tools for coping, regulating, and emotional expression even if they are frequently connected 

to entertainment. This study looks at how these digital behaviors function as emotional coping 

strategies for young people between the ages of 15 and 25, who are frequently subjected to social 

constraints, scholastic pressures, and identity-related difficulties. 

Using a quantitative research approach, information was gathered via structured questionnaires in 

order to examine media consumption patterns and their psychological effects on emotional health. 

Key measures like stress reduction, mood enhancement, emotional expressiveness, and self-reflection 

are the focus of the study. According to the research, gaming offers players a sense of 

accomplishment and a brief reprieve from the stresses of real life. People can use animation as a 

creative medium to visually convey complicated emotions, especially those that are challenging to 

describe orally. Digital storytelling makes it easier to create narratives, which helps young people 

better express their feelings, digest their own experiences, and form their identities. 

Additionally, the data shows that better emotional coping skills are positively correlated with 

moderate use of digital media. The study does, however, also draw attention to possible dangers of 

excessive use, such as diminished social contact, digital reliance, and detrimental effects on one's 

physical and mental well-being. These results highlight how crucial it is to interact with digital 

platforms in a thoughtful and balanced manner. 

The study comes to the conclusion that, when used properly, gaming, animation, and digital 

storytelling can be useful emotional coping strategies. In order to improve youth emotional well-being 

and encourage responsible digital conduct, it suggests incorporating digital creative practices into 

educational curriculum and mental health therapies. 
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1. INTRODUCTION 

Over the past 20 years, the quick development of digital technology has significantly changed 

how young people communicate, learn, and express themselves. Young people are using 

interactive media like gaming, animation, and digital storytelling more frequently due to the 

widespread availability of smart phones, high-speed internet, and digital platforms. These 
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media are now an essential part of young culture, influencing social interactions, 

communication styles, and forms of self-expression, rather than being limited to amusement. 

As a result, their wider psychological and emotional relevance is starting to be acknowledged 

by academics and professionals. 

A crucial developmental stage marked by identity formation, emotional sensitivity, and the 

need for social connection occurs in youth between the ages of 15 and 25. People frequently 

encounter a variety of difficulties during this time, such as peer pressure, career uncertainties, 

academic pressure, and societal expectations. Increased stress, anxiety, and emotional 

instability might result from these causes. Conventional coping strategies, such social 

interaction or organized leisure activities, might not always be available or adequate. In this 

regard, digital media platforms provide different and frequently easier-to-access areas for 

coping, self-expression, and emotional engagement. 

While participating in goal-oriented and problem-solving activities, gamers can momentarily 

escape the stresses of the real world through immersive and interactive gaming worlds. Stress 

reduction and emotional management may be aided by this feeling of accomplishment and 

control. In a similar vein, animation is a potent creative tool that allows people to visually 

convey complicated emotions, particularly in situations where verbal communication is 

restricted. By allowing young people to create and share personal narratives, digital 

storytelling further improves this process by promoting introspection, identity formation, and 

emotional expression. 

Understanding digital media's function beyond entertainment is crucial given our growing 

reliance on them in daily life. The purpose of this project is to investigate how youth use 

gaming, animation, and digital storytelling as emotional coping strategies. In addition to 

finding potential for their constructive and responsible usage, the research aims to advance 

knowledge of the relationship between digital media practices and youth mental health by 

analyzing their effects on emotional regulation and psychological well-being. 

2. LITERATURE REVIEW 

Digital media has become an important part of youth life, influencing not only entertainment 

but also emotional and psychological development. Numerous studies demonstrate how 

gaming, animation, and digital storytelling improve young people's wellbeing. According to 

Granic et al. (2014), video games can boost emotional resilience, lower stress levels, and 
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increase cognitive abilities. Gaming provides an immersive environment where users 

experience achievement and control, which helps in managing emotions.  

But not every impact is beneficial. Excessive gaming can result in addiction and decreased 

social engagement, according to Kuss and Griffiths (2012). This demonstrates that although 

gaming can be beneficial, excessive use can lead to issues. 

Digital art and animation are very helpful for expressing emotions. Malchiodi (2012) asserts 

that visual art enables people to convey emotions that are challenging to explain verbally. 

Animation is a useful coping strategy because it gives young people a creative way to express 

their feelings.  

Another effective medium is digital storytelling. According to Lambert (2013), narrative aids 

people in comprehending their feelings and experiences. Additionally, it enhances creativity 

and participation in educational settings, according to Robin (2008). 

Screen time is still a worry despite these advantages. Twenge (2019) discovered a connection 

between anxiety and depression and excessive usage of digital media. In a similar vein, 

Przybylski and Weinstein (2017) contend that while excessive or insufficient use may be 

detrimental, moderate use is advantageous. 

According to Valkenburg and Peter (2011), how digital media is used determines its 

influence. In order to comprehend how gaming, animation, and digital storytelling work 

together to assist young people manage their emotions, this study integrates these concepts. 

3. METHODOLOGY 

Quantitative Research 

The goal of quantitative research is to identify patterns, connections, or trends by gathering 

and evaluating numerical data. To get unbiased findings, it makes use of quantifiable data and 

statistical methods.  

This study uses a quantitative research methodology to investigate the connection between 

young people's emotional coping strategies and their use of digital media, particularly 

gaming, animation, and digital storytelling. In order to facilitate systematic measurement, 

statistical analysis, and objective interpretation of trends pertaining to digital engagement and 

psychological well-being, a quantitative design was used. 
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3.1 Research Design 

The current study uses a descriptive and correlational research approach to investigate the 

connection between young people's use of digital media and emotional coping. Because it 

enables the researcher to both explain current patterns and investigate correlations between 

variables without changing them, this combined strategy is suitable.  

Finding and summarizing patterns of interaction with digital media, particularly gaming, 

animation, and digital storytelling, is the study's descriptive component. It seeks to give a 

clear picture of how often young people use these platforms, what kinds of activities they 

partake in, and how they perceive their emotional reactions. The study provides an organized 

summary of the trends in digital media usage within the chosen group by utilizing descriptive 

data like frequency, percentage, mean, and standard deviation. 

The research's relational component aims to investigate the connection between different 

emotional coping outcomes and the level of digital media interaction. Stress reduction, mood 

improvement, emotional expression, and introspection are some of these results. To ascertain 

whether a statistical relationship between variables exists, as well as the direction and 

strength of that relationship, correlation analysis is utilized. This aids in determining whether 

greater use of digital media is linked to better emotional coping skills. 

It is crucial to remember that correlational research finds correlations between variables 

rather than proving causality. Therefore, the study does not suggest a direct cause-and-effect 

link, even though it may show an association between digital media usage and emotional 

well-being. 

All things considered, this research design offers a thorough framework for examining usage 

patterns and their psychological ramifications, making it appropriate for accomplishing the 

study's goals. 

3.2 Sample and Population  

The study's target sample consists of young people between the ages of 15 and 25, a critical 

developmental stage characterized by notable emotional, psychological, and social changes. 

In this phase, people actively form their identities, become more emotionally sensitive, and 

deal with a variety of difficulties like peer pressure, academic pressure, and societal 

expectations. This population is especially pertinent for studying emotional coping strategies 
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and the function of digital media in promoting psychological wellbeing because of these 

factors. 

A sample of roughly 120–150 people was chosen for the study from this population. The 

sample size was deemed sufficient to guarantee significant statistical analysis while 

preserving the viability of data administration and collecting. Participants were chosen using 

a convenience sample technique based on their availability and desire to take part. Given the 

study's time and resource limitations, this strategy was especially appropriate. 

A wide variety of educational backgrounds and experiences were captured by the sample, 

which comprised participants from schools, colleges, and universities. This diversity aids in 

gaining a more comprehensive understanding of how various youth segments use digital 

media and engage in emotional coping mechanisms. To improve the data's 

representativeness, an attempt was made to include people from a variety of academic 

streams and socio cultural situations.  

Respondents were made aware of the goal of the study, and participation was completely 

optional. Confidentiality and anonymity were two ethical principles that were rigorously 

upheld. Convenience sampling offers important insights into the patterns and connections 

within the chosen group, even though it may restrict the generalizability of the results. 

3.3 Data Collection Tool  

A systematic questionnaire was used to gather data in order to evaluate:  

How often and what kind of digital media are used Emotional reactions linked to media 

consumption The perceived efficacy of storytelling, animation, and gaming as coping 

strategies  

Likert-scale items (strongly agree to strongly disagree), multiple-choice questions, and 

demographic factors made up the questionnaire. To guarantee validity, reliability, and clarity, 

the instrument underwent pre-testing. 

3.4 Data Collection Procedure 

In order to ensure participant comfort and accessibility, the data for this study was gathered 

via a structured online survey that was given utilizing tools like Google Forms. The online 

method of data collecting allowed for effective dissemination and response gathering in a 
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constrained amount of time, and it was especially well-suited for addressing a youth audience 

that was tech-savvy.  

Through digital channels like email, messaging apps, and academic networks, participants 

were recruited to participate in the study. Prior to answering the questionnaire, participants 

received a brief explanation of the study's goals and purpose as well as detailed instructions 

on how to fill it out. Respondents were under no obligation to continue, and participation was 

entirely voluntary. 

Throughout the whole data collection procedure, ethical considerations were given top 

importance. Participants were guaranteed anonymity and secrecy, which means that no 

personally identifiable information was gathered or shared. Prior to their involvement, all 

participants gave their informed consent, guaranteeing that they understood their rights and 

how the data would be used. These steps promoted truthful and objective responses and aided 

in preserving the integrity of the study. 

3.5 Methods of Data Analysis  

To accomplish the study's goals, a combination of descriptive and inferential statistical 

methods were used to examine the gathered data. The data was summarized using descriptive 

statistics, such as frequency, percentage, mean, and standard deviation, to give an overview 

of participant emotional reactions and digital media consumption patterns.  

Inferential statistical techniques, specifically correlation analysis, were used to investigate the 

connection between emotional coping and digital media involvement. The strength and 

direction of correlations between variables, such as usage frequency and emotional well-

being markers, were determined with the aid of this study. 

Tables, bar charts, and pie charts were used to methodically show the results, which 

improved clarity and made it simpler to interpret the results. These graphic depictions 

facilitated a deeper comprehension of the data's trends and patterns. 

4. DATA ANALYSIS 

Both descriptive and inferential statistical techniques were used to evaluate the data obtained 

from the structured questionnaire in order to look at trends in young people's use of digital 

media and how they relate to emotional coping. The investigation sought to pinpoint 



 Journal of Advances and Scholarly Research In Allied Education 
Vol.23, Issue No. 3  June 2026, ISSN 2230-7540 

 

 

Dr. Bharat Jadhav  www.ignited.in 973 

important patterns, gauge emotional reactions, and assess how well digital storytelling, 

animation, and gaming work as coping strategies.  

Gaming was the most popular platform (50%), followed by animation (30%) and digital 

storytelling (20%), according to descriptive analysis, suggesting a significant affinity for 

immersive and interactive media. Digital media may help with emotional regulation, as 

indicated by the moderate to high levels of emotional relief, relaxation, and mood 

enhancement experienced by participants. 

Additionally, inferential analysis revealed a moderately positive connection (r = 0.5) between 

the use of digital media and emotional coping. This implies that better emotional well-being, 

especially in terms of stress reduction and emotional expressiveness, is linked to higher 

involvement. The investigation did, however, also point to a weak correlation between heavy 

use and unfavorable consequences such reliance, decreased physical activity, and little social 

interaction.  

Overall, the results imply that digital media has two effects: it can be very beneficial when 

used sparingly, but it can also be dangerous when used excessively. These findings highlight 

how crucial it is to interact with digital platforms in a thoughtful and balanced manner. 

4.1 Analysis of Descriptive Data  

The frequency and distribution of digital media engagement were summarized using 

descriptive statistics. According to the analysis, the most popular platform is gaming (50%), 

followed by digital storytelling (20%) and animation (30%). This distribution shows that 

young people strongly favor immersive and interactive digital settings, with gaming emerging 

as the most popular type of involvement.  

The majority of participants reported moderate to high levels of emotional relief, relaxation, 

and mood enhancement through their use of digital media, according to additional analysis of 

Likert-scale replies. In example, gaming has been linked to stress relief and diversion from 

personal and academic demands. Digital storytelling promoted introspection and emotional 

articulation, whereas animation encouraged creative expression by allowing participants to 

convey their feelings graphically. 
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4.2 Signs of Emotional Coping  

According to the comments, digital media platforms are useful instruments for managing 

emotions. A sizable percentage of participants concurred that participating in these activities 

improved their mood, gave them a sense of control and fulfillment, and helped them manage 

negative emotions. According to the mean scores for emotional coping characteristics, people 

usually view digital media as a helpful tool for psychological well-being. 

4.3 Analysis via Inference  

Correlation analysis was used to look at the connection between using digital media and 

emotional coping. The findings showed a somewhat favorable connection (r = 0.5), indicating 

that better emotional coping skills are linked to more gaming, animation, and digital 

storytelling participation. This suggests that digital media can be beneficial in assisting young 

people in controlling their emotions and stress.  

The investigation did, however, also find a marginally positive correlation between overuse 

and adverse consequences, including reliance, a decline in in-person social engagement, and 

a decrease in physical activity. These effects show the possible dangers of overuse even if 

they were not highly connected. 

4.4 Interpretation  

Overall, the results show that youth emotional well-being is impacted by digital media use in 

two ways. While intentional and moderate participation helps with emotional coping, 

excessive use can have negative behavioral and psychological effects. These findings 

highlight how crucial it is to continue using digital media in a balanced manner. 

5. FINDINGS AND DISCUSSION 

The results show that youth's emotional coping is significantly influenced by digital media, 

especially gaming, animation, and digital storytelling. These platforms serve as instruments 

for self-expression, psychological engagement, and emotional control in addition to being 

entertainment.  

It has been discovered that gaming is a very powerful tool for escapism and stress reduction, 

giving users a sense of accomplishment and control. For people who have trouble 

communicating verbally, animation is a creative way to visually express complicated 
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feelings. By allowing people to consider and discuss their experiences, digital storytelling 

promotes identity development and emotional processing. 

The study does, however, also draw attention to the dangers of excessive use, such as 

diminished social interaction, decreased physical exercise, and potential mental health issues. 

These results provide credence to the notion that although digital media can have advantages, 

excessive use can have unfavorable effects.  

In general, digital media is a two-edged sword whose effects vary depending on how it is 

used. To optimize its advantages while lowering hazards, involvement must be balanced and 

thoughtful. 

6. CONCLUSION 

The study's conclusions show that among young people in the digital age, gaming, animation, 

and digital storytelling are significant emotional coping strategies. By offering areas for 

identity exploration, stress relief, and emotional expression, these platforms go beyond 

simple entertainment. While animation allows for the creative visual depiction of emotions, 

gaming provides immersive, goal-oriented experiences that can lower stress. Through the 

creation of narratives, digital storytelling facilitates introspection and emotional expression. 

However, the degree of consumption determines the advantages of digital media. While 

excessive use can have detrimental effects including reliance and decreased social contact, 

moderate and intentional participation promotes emotional well-being. Thus, encouraging 

thoughtful and balanced use of digital platforms is crucial. These technologies' beneficial 

effects on young people's wellbeing can be further increased by incorporating them into 

educational and mental health procedures. 

7. RECOMMENDATIONS 

• Include digital arts in curricula.  

• Increase awareness of digital well-being  

• Utilize digital media when providing counseling.  

• Promote imaginative involvement  

• Create secure online spaces 
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