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Methods

Background
• The social theory of competition “interprets depression as an 

appeasement strategy inherited from our ancestors as a mechanism 
for yielding in competitive situations” (Kupferberg, et al., 2016)

• This theory posits that depression increases sensitivity to potentially 
damaging social interactions and eliminates the risk by altering how 
we perceive the situation; all of this being done unconsciously (Allen 
& Badcock, 2003)

• Depending on how we cope with stress, depression can increase our 
sensitivity to negative emotions and thus cause us to feel worse after 
losing a competition (Compare, et al., 2014)

Participants: Participants (N=126) were UMass Boston students 
recruited via email announcements and needed to be pre-screened 
through email by the research assistants to determine their eligibility in 
the study. The participants were compensated with either class credit or 
a $20 Amazon gift card.

Procedure: Participants completed the Beck Depression Inventory –
Short form (Furlanetto, Mendlowicz, & Bueno 2005) during a 
preliminary questionnaire. Next, the students were asked to play the 
first video game, and then move onto the last two video games with 
their respective questionnaires. 

Competing Hypothesis

Results Results

Conclusion
• Results of the study do not suggest that depression influences enjoyment 

after winning or losing a competition
• This study design was ideal for testing the two hypothesis, as experimenters 

had high control over the outcomes of each participant’s game 
• The null result is still compelling as it suggests other variables may 

influence the relationship between the two variables 
• Future research would benefit from studying a population of clinically 

depressed participants 
• Future research would benefit from having a more engaging competition, 

such as staging it outdoors, against another participant, or in a non-digital 
format
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• H1=  Participants with higher levels of depression will feel worse 
after losing compared to those with lower measures of 
depression

• H2= Participants with higher levels of depression will feel better 
after losing compared to those with lower measures of 
depression

Error bars are 95% CI’s for the means

Error bars are 95% CI’s for the means

Includes a jitter of 0.25

* p < .05, ** p < .01, *** p < .001

* p < .05, ** p < .01, *** p < .001

Regression Results for Enjoyment
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