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Meaning making through meaningful entertainment? An intensive longitudinal study
on the prospective effects of entertainment use on meaning-coping

When facing adverse situations, people apply different coping strategies (Lazarus &
Folkman, 1984). Research shows that people regularly turn to media entertainment for coping
with stressful life events (Wolfers & Schneider, 2021). We address the longitudinal
relationships of entertainment use and meaning-focused coping, a deliberate meaning making
process, in which the situational meaning of a stressor, is (positively) reappraised (Park,
2010). When triggered by an event, meaning-focused coping occurs, e.g., by realigning
priorities or finding benefits such as growing from it as a person (Park & Folkman, 1997).
Meaning making is crucial for adaptive mental health outcomes and a key resilience factor
(Park, 2017). Media entertainment is an important source of meaningful experiences (Oliver
& Raney, 2011), yet little is known about the longitudinal relationship between entertainment
use and meaning-focused coping.

Building on two-factor models of media entertainment (Vorderer & Reinecke, 2015),
we propose that entertaining media can prospectively strengthen individual’s meaning
making capabilities: Entertainment often features narratives surrounding adversity and
overcoming hardships (de Graaf & Das, 2022). This may provide media users with vicarious
experiences of adversity and role models for adaptive coping(Slater et al., 2016).
Entertainment also frequently elicits positive affect (Vorderer & Reinecke, 2015), which is
vital in building personal resources (Fredrickson, 2001). We therefore argue that both hedonic
and eudaimonic entertainment are positively related to meaning making. Escapist media use,
however, may hamper meaning making by distracting from mentally engaging with adversity.

To test our assumptions, we conducted a weekly and daily diary survey over one

winter term among N = 609 university students. The design and sampling plan was
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preregistered prior to data collection, is available on the OSF and features detailed
information on our measures.

Several multilevel regressions revealed positive within- and between person
relationships between eudaimonic as well as hedonic entertainment exposure and meaning
making, and negative relationships between escapism and meaning making. Table 1 shows
the results of our multilevel models.

Our findings indicate that media entertainment provides valuable resources that can
strengthen meaning-coping tendencies in everyday life. Notably, this applies to hedonic and
eudaimonic entertainment alike. Though our study is limited by its homogenous student
sample and self-reported entertainment exposure, which is likely biased, we contribute by
providing one of the first studies assessing prospective longitudinal effects of entertainment

use on meaning making.
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Table 1

Results of multilevel regressions.
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Note: Based on nqg = 594 with 6030 observations; nw = 607 with 5077 observations. IVs were
centered around their person-mean (within) and grand mean centered person-means
(between). Models include varying intercepts, fixed within- and between-person effects and
varying within-person effects (slopes).



