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Susresti nekoga koga mozemo smatrati geekom, odnosno stru¢njakom za neki interes vezan za pop kulturu ili
izmisljene svjetove kojim se intenzivno bavi, sve je ¢e$ca pojava. Uz geekove se vezu i negativni stereotipi koji impliciraju
da imaju problema s psihickim zdravljem zbog svojih aktivnosti, pretpostavka koju ovaj rad provjerava na dva nacina.
Prvo je usporedeno psihic¢ko zdravlje geekova i pripadnika opce populacije, ukljucujudi i psiholosku uznemirenost
i zadovoljstvo zivotom. Zatim su ispitani odnosi psihickog zdravlja i triju motivacija za geek-aktivnosti (potreba za
pripadanjem, aktivna uklju¢enost i migracija u izmisljeni svijet). Podatci su prikupljeni u Hrvatskoj online upitnikom
1219 pojedinaca ukljucenih u geek-aktivnosti. Geekovi su imali isto ili bolje psihi¢ko zdravlje u odnosu na uzorke iz opce
populacije iz drugih istrazivanja. Prihvacanje geek-aktivnosti od bliskih osoba te manje izrazen grandiozni narcizam
i osjecaj povlastenosti su ocekivano bili povezani s manje simptoma psihickih poremecaja i/ili ve¢im zadovoljstvom
zivotom, dok je visi stupanj uklju¢enosti u kreativne geek-aktivnosti neocekivano predvidao vise simptoma psihickih
poremecaja. Ovi rezultati impliciraju da je potreba za pripadanjem kao motivacija za geek-aktivnosti zastitni faktor, a
migracija u izmisljeni svijet kao motivacija za geek-aktivnosti faktor rizika za psihic¢ko zdravlje.

/ Being a geek, i.e., an expert heavily invested in an interest related to pop culture or invented worlds, is becoming more
common these days. There are negative stereotypes concerning geeks implying they might have mental health issues
due to their geek activities, the assumption this study explores. First, geeks are compared to the general population
on mental health - both the psychological distress and life satisfaction. Second, the relationships of mental health
to three motivations for geek activities (need for belongingness, desire for engagement and great fantasy migration)
are explored. The data were collected via an online questionnaire from 1219 Croatian individuals who patrticipate in
geek activities. Geeks had the same amount or less mental health issues compared to general population samples from
the previous studies. Acceptance of geek activities by others, lower grandiose narcissism and entitlement predicted
lower psychological distress and/or higher life satisfaction in geeks, as expected, while more engagement in creative
geek activities unexpectedly predicted higher psychological distress. This implies that the need for belongingness as a
motivation for geek activities is a protective factor and that the migration to the fantasy world as a motivation for geek
activities is a risk factor for mental health.
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UvOoD

Vjerojatnost da susretnemo osobu koju moze-
mo smatrati geekom nije tako mala, pogotovo s
obzirom na njihovu uéestalost u populaciji i po-
rast njihove popularnosti (1,2). Ako vjerujemo
medijima i stereotipima, vjerojatnost je prili¢-
no visoka da je taj geek osoba koju smo susreli
socijalno nesposobna i ima , psihi¢kih proble-
ma“ (3,4,5). Ovaj rad istrazuje pretpostavku da
geekovi imaju ugrozeno psihic¢ko zdravlje zbog
svojih geek-aktivnosti. Ali $to je to¢no geek i §to

ljudi misle da je geek?

Razli¢iti autori se uglavnom slazu da je geek
osoba koja se aktivno i intenzivno bavi inte-
resima vezanim za pop kulturu i izmisljene
svjetove i stru¢njak je u tom polju (3,4,6,7).
Ti interesi uklju¢uju neke opce kategorije kao
§to su znanstvena fantastika i fantastika, kao i
specifi¢ne aktivnosti poput igranja ra¢unalnih
igara i igranja uloga (engl. role-playing games).
Detaljniji popis ovih interesa nalazi se u radu
McCain i sur. (3), a popis prilagoden hrvatskom
kontekstu u radu Mikac i sur. (8). Cesto ne mo-
Zemo saznati je li netko geek tako da ga to izrav-
no pitamo, jer ljudi koje moZemo prema prije
navedenoj definiciji smatrati geekovima &esto o
sebi razmisljaju u terminima interesa koji im
je najizrazeniji (3,8). Na primjer, ako se netko
najvi$e bavi ra¢unalnim igrama, re¢i ¢e za sebe
da je igra¢ racunalnih igara (engl. gamer), aline
nuzno i da je geek. Drugi mogudi razlog zasto se
pojedinci ne poistovje¢uju s izrazom geek jest
§to se uz njega vezu neke negativne osobine

zbog mnogobrojnih negativnih stereotipa.

U proslosti se smatralo da su geekovi uglavnom
bijelci muskog roda, socijalno nesposobni i nes-
posobni razlikovati stvarno i izmisljeno, infan-
tilni i nezreli te neuspjedni u stvarnom Zivotu
(2,3,4,9). Postojali su i neki pozitivni stereotipi,
recimo da su inteligentni, tehnoloski napred-
ni i zainteresirani za uenje. U zadnje vrijeme,
stereotipi postaju sve viSe pozitivni i biti geek

je sve vise prihvaceno u drustvu (7,10). Jedan

INTRODUCTION

The probability of encountering a geek is not
so small, given their frequency in the popula-
tion and the rise in their popularity (1,2). If we
are to trust the media and the stereotypes, the
probability that the geek we encountered is so-
cially inept and has “psychological problems”
is also quite high (3,4,5). This paper explores
the assumption that geeks have mental health
issues due to their geek activities. But what ex-
actly is a geek, and what do people think a geek

is?

Different researchers mostly agree that a
geek is a person who is heavily and actively
invested in an interest related to pop culture
and invented worlds and is an expert in that
field (3,4,6,7). These interests include gener-
al categories, like science fiction and fantasy
genres, and specific activities, like computer
and role-playing games. An extensive list of
these interests can be found in McCain et al.
(3), and a list adapted to Croatian context in
Mikac et al. (8). It cannot always be determined
if someone is a geek by asking them, because
people who fit this definition do not necessarily
think of themselves as geeks (3,8). Such people
often think of themselves mainly in terms of
the geek interest that is more dominant than
others, e.g. they might consider themselves
computer gamers, but not geeks, if computer
games are their most prominent interest. An-
other possible reason for not identifying with
the label geek is that there are negative conno-
tations related to it due to multiple negative

stereotypes.

Until recently, geeks were considered to be
mostly white males, socially inept, unable to
discern reality from fantasy, infantile and im-
mature, and unsuccessful in real life (2,3,4,9).
There were also some positive stereotypes, like
geeks being intelligent, technologically ad-
vanced, and interested in learning. Recently,

the stereotypes have been changing to be gen-
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od pokazatelja toga je suvremeni modni trend
koji promice geek kulturu, tzv. geekchic (10), a
drugi su prikazi geekova u suvremenim medjiji-
ma u pozitivnom svjetlu, kao $to su serije The
Stranger things i The Big Bang Theory (1). Me-
dutim, ¢ak i u njima su jo$ uvijek prisutni neki
negativni stereotipi, kao na primjer socijalna

nesposobnost.

Buduéi da ni za jednu od ovih stereotipnih oso-
bina nije utvrdeno da je zajednicka svim geeko-
vima, te osobine nisu uklju¢ene u definiciju gee-
ka (3,4,6,7). Medutim, upucuju li ovi stereotipi
na to kakva je veéina geekova? Jesu li geekovi
skloniji neuspjehu i potesko¢ama u snalazenju
u zivotu, bilo socijalno, bilo na nekoj opéeniti-
joj razini? Ako je to zaista tako, onda mozemo
oclekivati da imaju snizenu kvalitetu Zivota i/
ili viSe simptoma psihi¢kih poremecaja, odno-
sno, stereotipi impliciraju da je psihi¢ko zdrav-
lje geekova ugrozeno samim time $to su geeko-
vi, odnosno preciznije, samim time $to se bave
geek-aktivnostima s obzirom da je, prema opce
prihvacenoj definiciji bavljenje aktivnostima
upravo ono $to nekog ¢ini geekom (3,4,6,7). No,
u podlozi uklju¢ivanja u geek aktivnosti mogu
biti razli¢ite motivacije (3), koje mogu biti na
razli¢ite na¢ine povezane s psihi¢kim zdravljem
zbog &ega i samo bavljenje geek-aktivnostima
moze biti razli¢ito povezano s psihi¢kim zdrav-
ljem. Iz toga slijedi da je za razumijevanje psi-
hickog zdravlja geekova vazno razmotriti i mo-
tivacije za uklju¢ivanje u geek interese, odnosno

u aktivnosti povezane s tim interesima.

McCain i sur. (3) predlazu tri glavne motivacije
za ukljucivanje u geek aktivnosti zasnovane na
njihovom pregledu antropologke, komunikacij-
ske i psihologijske literature. Prva od ovih mo-
tivacija je migracija u izmisljeni svijet. Ona se za-
sniva na pretpostavci da se pojedinci koji imaju
pretjerano pozitivnu sliku o sebi u odnosu na
stvarni svijet i prevelike razlike izmedu svojih
oc¢ekivanja i stvarnosti ponekad pokusavaju
ostvariti u izmi$ljenim svjetovima, npr. tako

da budu junak u igri. Na neki na¢in oni migri-

erally more positive and geeks are more accept-
ed in the society (7,10). One indication of this
is the modern fashion movement endorsing
the geek culture, so called geek chic (10), and
another are the instances in the modern media
that have multiple positive representations of
geeks, like Stranger Things and The Big Bang The-
ory series (1). However, even there, some of the
negative stereotypes often persist, e.g., social

ineptness.

As none of these stereotyped characteristics
has been found to be common to all geeks, they
were not included in the definition of what a
geek is (3,4,6,7). However, might these stereo-
types be indicative of what most geeks are like?
Are geeks more prone to not finding their way
in the world and being unsuccessful, either so-
cially, or on a more general level? If so, they
would be expected to have a lower life quality
and/or more symptoms of psychological dis-
tress. That is, the stereotypes seem to imply
that the mental health of geeks is lower simply
due to them being geeks, or more precise, due
to them engaging in geek activities, since this
engagement is what makes one a geek accord-
ing to the accepted definition (3,4,6,7). Howev-
er, the motivations for engaging in geek activ-
ities may differ, and these motivations can be
related differently to mental health, because of
which the engagement in geek activities can be
differently related to mental health. Therefore,
to understand the mental health of geeks, one
should take into account the motivation for en-
gaging in geek interests and activities related
to them.

McCain et al. (3) propose three main motiva-
tions for engaging in geek activities based on
their review of anthropological, communi-
cations and psychological literature. First of
these motivations is the great fantasy migration.
The idea is that individuals that have inflated
self-esteem cannot realize themselves in the
real world due to big differences between their

expectations and reality, so they try to accom-
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raju u izmisljeni svijet gdje mogu biti iznimno
uspjedni i ostvariti povlasteni status i hvalu
koju vjeruju da zasluzuju. Ako je to istina, onda
¢e pojedindi s izrazenijim narcizmom (u smislu
crte li¢nosti, ne poremecaja licnosti), odnosno
oni s izrazenijom grandioznom slikom o sebi i
izrazenijim osjeajem povlastenosti biti skloniji
migraciji u izmisljeni svijet. Ova pretpostavka
je ve¢ djelomi¢no potvrdena, odnosno pokaza-
lo se da se pojedinci s izrazenijim narcizmom
vise uklju¢uju u geek aktivnosti (3,11). Drugi
mogudi pokazatelji ove motivacije su sklonost
mastanju i manja predanost aktivnostima u
stvarnom Zivotu, koji takoder mogu biti pove-
zani s psihi¢kim zdravljem, no narcizam je od
njih najéesce istrazivan u kontekstu geek aktiv-
nosti, vjerojatno zbog teorijskog znacenja za

pretpostavljenu motivaciju (3,11).

Druga motivacija koju ovi autori predlazu je
osjecaj pripadanja. Prema ovoj hipotezi, geekovi
sudjeluju u geek aktivnostima jer to zadovoljava
njihovu potrebu za pripadanjem. PridruZivanje
skupini sa sli¢nim (geek) interesima utjece na
nase samopostovanje (12), koje ovisi o tome
kako su aktivnosti karakteristi¢ne za tu skupi-
nu prihvaéene od drugih (13). Dakle, bavljenje
geek aktivnostima stvara osjec¢aj da je osoba dio
geek skupine, a osjecaj da je osoba prihvac¢ena
jer se bavi tim aktivnostima utje¢e na samopo-
$tovanje, te se time ispunjava potreba za pripa-
danjem. Ovu hipotezu potvrduju psihologijska
i antropologka istrazivanja o tome kako nasta-
ju drustvene mreZze geekova i kako se odrzavaju
odnosi medu pripadnicima tih mreza, kao i na-
laz o tome da prihvacenost geek aktivnosti od

drugih dovodi do pozitivnih emocija (2,3,14).

Treca moguéa motivacija u podlozi bavljenja
geek aktivnostima je zelja za aktivnom ukljuce-
nosti. U podlozi te Zelje je potreba da se bude
aktivni sudionik medija, a ne samo pasivni po-
tro$ac tog velikog dijela suvremenog nacina Zi-
vota. Mnoge geek aktivnosti su kreativne [npr.,
pisanje, izrada kostima i raznih predmeta (3)],

$to je skladu s hipotezom o aktivnoj uklju¢eno-

plish their grandiose self in the fantasy worlds,
e.g., by being a hero in a game. In a way, they
migrate to the fantasy world where they can be
great and get the status and praise, they feel
entitled to. If this is true, the more narcissistic
individuals (in terms of personality traits, not
the personality disorder), characterized by hav-
ing a more grandiose sense of self and a sense
of entitlement, will be more prone to this mi-
gration into the fantasy. Indeed, more narcis-
sistic individuals have been shown to engage in
geek activities more (3,11). Other possible indi-
cators of this motivation are fantasy proneness
and less engagement in real life goals, which
could also be related to mental health. Howev-
er, narcissism is the most researched indicator
in the context of geek activities, probably due
to its theoretical relevance to the hypothesised

motivation (3,11).

The second motivation these authors propose
is the feeling of belongingness. According to this
hypothesis, geeks participate in geek activities
because it fulfils their need to belong. Joining
a group with similar (geek) interests defines
partly one’s self-esteem (12), and self-esteem
depends on how activities characteristic for
this group are accepted by others (13). There-
fore, doing geek activities makes one feel part
of a geek group and being accepted for doing
them defines one’s self-esteem, and thus fulfils
one’s need to belong. This hypothesis is sup-
ported by psychological and anthropological
studies showing how geek networks are formed
and relationships maintained, as well as how
acceptance of geek activities by others leads to

positive emotions (2,3,14).

The third possible motivation for geek activities
is the desire for engagement. This desire is char-
acterized by the need to be an active participant
in the media, as opposed to being just a pas-
sive consumer of this large part of modern life.
Many geek activities are creative (e.g., writing,
making costumes and accessories (3)), which

would be in accordance with the active partici-
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sti u sadrZaje povezane s medijima. McCain i
sur. (3) smatraju da bi ovakav aktivni pristup
trebao biti izrazeniji kod osoba s ve¢om potre-
bom za stimulacijom, §to su poduprli pokazavsi
da su osobe otvorenije k iskustvu vige ukljuce-
ne u geek aktivnosti. Isti autori pretpostavili su
druge korelate ove motivacije kao $to su traze-
nje uzbudenja i inteligencija, no njihovo istra-

Zivanje nije potvrdilo ta o¢ekivanja (3).

Ove motivacije mogu dovesti do razli¢itih is-
hoda 3$to se ti¢e psihitkog zdravlja. Ako su
geek aktivnosti motivirane potrebom za pri-
padanjem, $to je ta potreba vise zadovoljena
uklju¢ivanjem u geek aktivnosti, to ¢e psihicko
zdravlje biti bolje jer je vise zadovoljena jedna
od bazi¢nih ljudskih potreba (15). Sli¢no se
moze pretpostaviti i ako je motivacija za geek
aktivnosti aktivna uklju¢enost, iako potreba
za stimulacijom nije jedna od bazi¢nih potreba
(15). Za razliku od toga, ako su geek aktivnosti
uglavnom motivirane migracijom u izmislje-
ni svijet, to moze dovesti do vece psihologke-
uznemirenosti. Naime, iako je potreba za po-
stignué¢em zadovoljena u izmisljenom svijetu,
pojedinci se svejedno u jednom trenu moraju
vratiti u stvarni svijet gdje je ova potreba osu-
jecena, §to moze dovesti do javljanja simptoma

psihi¢kih poremecdaja (15).

Pri ispitivanju psihi¢kog zdravlja vazno je uzeti
u obzir da njega ¢ine dva povezana ali razli¢ita
aspekta, pozitivno psihi¢ko zdravlje i psihicki
poremecaji (16). Dugo je dominantan pristup
psihickom zdravlju pretpostavljao da se ono
moze opisati jednom bipolarnom dimenzijom
na ¢ijem se jednom kraju nalazi psihi¢ko zdrav-
lje, a na drugom psihicki poremecaji. Istraziva-
nja pokazuju da je psihic¢ko zdravlje bolje opisati
s dvije medusobno povezane dimenzije: pozitiv-
no psihicko zdravlje (engl. mental health ili positi-
ve mental health) koje opisuju subjektivna dobro-
bit, zadovoljstvo Zivotom i srodni konstrukti, te
psihicki poremecaji (engl. mental illness ili psy-
chological distress) koji se odnose na prisutnost

odnosno odsutnost psihi¢kih poremecaja. Pret-

pation in media related activities. McCain et al.
(3) propose that this active approach might be
more pronounced for those with a greater need
for stimulation, which they supported by show-
ing that individuals more open to experience
are more engaged in geek activities. The same
authors proposed other possible correlates of
this motivation, such as sensation seeking and
intelligence, however, their research did not

confirm the initial expectations (3).

These motivations may lead to different out-
comes regarding mental health. If geek activi-
ties are motivated by the need to belong, then
the more that need is fulfilled by being a geek,
the better one’s mental health will be because
one of the basic human needs is more fulfilled
(15). Similar might be valid if the motivation
for geek activities is the desire for engagement,
although the need for stimulation might not be
considered one of the basic needs (15). On the
contrary, if geek activities are mainly motivat-
ed by the great fantasy migration, this might
lead to more psychological distress. Namely, al-
though the need for accomplishment is fulfilled
in the fantasy world, eventually the individuals
must come back to the real world where this
need is thwarted, perhaps leading to a further

escalation of mental illness symptoms (15).

An important point to take into account when
examining mental health is that it is composed
of two interrelated but distinct aspects, posi-
tive mental health and psychological distress
(16). For a long time, the dominant approach
to mental health was based on the assumption
that mental health is a bipolar dimension, with
mental health on one end, and mental illness
on the other. However, research has shown that
it can be better described with two interrelated
dimensions: positive mental health (or mental
health) described by subjective wellbeing, life
satisfaction and similar constructs; and mental
illness (or psychological distress), which refers
to presence or absence of psychopathology.

That is, while assuming the bipolar dimension
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postavimo li bipolarnu dimenziju, mozemo ra-
zlikovati osobe kod kojih nisu prisutni psihicki
poremecaji i zadovoljni su Zivotom te osobe koje
imaju psihicke poremecaje i nisku kvalitetu Zivo-
ta, dok dvojni model pretpostavlja da postoje i
osobe koje imaju psihi¢ke poremecaje ali i osje-
Caj subjektivne dobrobiti, kao i oni koji nemaju
psihicke poremecaje, ali su nezadovoljni Zivo-
tom (16). Ove dvije dimenzije psihi¢kog zdravlja
imaju i razli¢ite prediktore i posljedice. Neki od
tih prediktora su i potrebe, odnosno ove dvije
dimenzije psihi¢kog zdravlja nisu na isti nacin
povezane sa zadovoljavanjem i osujeéivanjem
potreba (15). Zbog toga je pri ispitivanju pove-
zanosti psihi¢kog zdravlja geekova s njihovom
motivacijom za geek aktivnosti potrebno uzeti

u obzir obje ove dimenzije psihi¢kog zdravlja.

CILJ

Kako bi se istrazila pretpostavka koja proizla-
zi iz stereotipa da geekovi imaju losije psihi¢ko
zdravlje samim time $to su geekovi, odnosno
zbog geek aktivnosti kojima se bave i koje su
definiraju¢a osobina geekova, psihi¢ko zdravlje
geekova je usporedeno sa zdravljem opée popu-
lacije. To je ukljucivalo zadovoljstvo Zivotom
kao pokazatelja pozitivnog psihi¢kog zdravlja
i simptome depresije, anksioznosti i stresa kao
pokazatelje psihi¢kih poremecaja. S obzirom
da su podatci o psihi¢ckom zdravlju geekova pri-
kupljeni u specificnom kontekstu pandemije,
za usporedbu su kori$teni podatci iz drugih
istrazivanja o psihi¢kom zdravlju provedenih u
sli¢no vrijeme u Hrvatskoj (17,18). Zatim je is-
pitano moze li se, unutar skupine geekova, losije
psihi¢ko zdravlje objasniti razli¢itim motivaci-
jama za uklju¢ivanje u geek aktivnosti. Kako bi-
smo zahvatili razli¢ite motivacije, koriteni su
pokazatelji predlozeni kao relevantni za svaku
od pojedinaé¢nih motivacija u prija§njim istrazi-
vanjima (3,11). Kao pokazatelj intenziteta mi-
gracije u izmisljeni svijet kao motivacije za geek

aktivnosti koristen je narcizam kao osobina li¢-

meant that people can be thought of as either
not having a psychological disorder and being
satisfied with life, or as having a psychological
disorder and having a low quality of life, du-
al-factor model assumes there are people who
have a psychological disorder but have a sense
of wellbeing, as well as people who do not have
a psychological disorder, but are unsatisfied
with their life (16). These two dimensions of
mental health have different antecedents and
consequences. Some of these antecedents in-
cluded needs, that is, these two dimensions
are not related in the same way to need sat-
isfaction and thwarting (15). Therefore, both
of these dimensions need to be accounted for
when exploring the relations of mental health
of geeks to the motivations for engaging in

geek activities.

OBJECTIVE

In order to explore the assumption implied
by the stereotypes that geeks have mental
health issues due to them being geeks, i.e., due
to them engaging in geek activities, which is
their defining characteristic, first, the mental
health levels of geeks were compared to that
of a general population. This included the
positive mental health indicated by life satis-
faction, and psychological distress indicated
by depression, anxiety and stress symptoms.
Considering the data on geek mental health
was collected during the specific context of the
pandemic, data from other research on men-
tal health collected at a similar time in Croa-
tia was used for comparison (17,18). Second,
it was explored whether, among geeks, lower
mental health can be explained by the motiva-
tions for engaging in geek activities. To capture
the different motivations, indicators proposed
by previous research as relevant for each of the
motivations were used (3,11). The intensity of
great fantasy migration as a motivation was

indicated by narcissistic personality, the need
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nosti, kao pokazatelj potrebe za pripadanjem
koristena je percipirana razina prihvacenosti
pojedincevih geek aktivnosti, a kao pokazatelj
aktivne ukljucenosti koristena je razina uklju-

Cenosti u kreativne geek aktivnosti.

METODE

Sudionici i postupak istrazivanja

Poziv za sudjelovanje u istraZivanju provede-
nom putem online upitnika upuden je u lipnju
i srpnju 2020. preko e-poste, facebook grupa i
plakata raznim organizacijama i pojedincima
koji su uklju¢eni u geek aktivnosti (npr. orga-
nizatorima geek konvencija, ljubiteljima drus-
tvenih igara, obozavateljima Harryja Pottera).
Popis geek aktivnosti koristen za odredivanje
ovih kontakata nastao je prilagodbom popisa
iz istrazivanja McCain i sur. hrvatskom kon-
tekstu (3,8). Svi sudionici su dali informirani
pristanak prije pocetka ispunjavanja upitnika.
U skladu s definicijom da je geek osoba koja se
aktivno bavi interesima vezanim za pop kultu-
ru i izmisljene svjetove, sudionici su smatrani
geekovima ako su oznacili da se aktivno bave
barem jednom od aktivnosti koje su klasificira-
ne kao specifi¢ne za geekove (3,8), a popis kojih
je prezentiran sudionicima u sklopu Ljestvice
ukljucenosti u geek zajednicu. Od 1318 osoba
koje su pristupile upitniku, 99 nije izjavilo da
su ukljuceni u jjednu geek aktivnost te ih nismo
mogli smatrati geekovima prema utvrdenoj de-
finiciji zbog ¢ega njihovi podatci nisu koristeni
u daljnjim obradama. IstraZivanje je odobrilo
Eti¢ko povjerenstvo Odsjeka za psihologiju Fi-

lozofskog fakulteta Sveucili$ta u Zagrebu.

Osnovni uzorak je sa¢injavalo 1219 osoba, od
kojih su 52,3 % muskarci, a 46,5 % Zene. Pro-
sje¢na dob je bila 30,8 (SD=7,94) godina. Ka-
rakteristike uzorka prikazane su u tablici 1. Dio
obrada podataka je napravljen na ¢itavom uzor-
ku (povezanost motivacija i psihi¢kog zdravlja)

koriste¢i metodu maksimalne vjerojatnosti

for belongingness by the perceived level of ac-
ceptance of one’s geek activities, and the desire
for engagement by the level of engagement in

creative geek activities.

METHODS

Participants and procedure

The invitation to participate in the study by
taking an online questionnaire was distributed
in June and July of 2020 via emails, Facebook
groups and posters to various organizations
and individuals involved in geek activities (e.g.,
geek convention organisers, board game enthu-
siasts, Harry Potter fans). The list of geek activ-
ities used to identify contacts was adapted to
Croatian context from McCain et al. (3,8). All
participants gave an informed consent before
starting the questionnaire. In accordance with
the geek being defined as a person actively in-
vested in an interest related to pop culture and
invented worlds, the participants were consid-
ered to be geeks if they stated they are actively
engaged in at least one of the activities classi-
fied as specific to geeks (3,8), the list of which
was presented to participants as part of the
Geek Culture Engagement Scale. Out of 1318
individuals who started the questionnaire, 99
did not indicate they were involved in any of
the geek activities and could not therefore be
considered geeks according to the used defini-
tion and were excluded from further analyses.
This study was approved by the Ethical Com-
mittee of the Department of Psychology, Fac-
ulty of Humanities and Social Sciences of the

University of Zagreb.

The main sample consisted of 1219 individuals,
52.3% of which were men, and 46.5% women.
The mean age was 30.8 (SD = 7.94). The char-
acteristics of this sample are shown in Table
1. Part of the analyses was done on this sam-
ple (the relations of motivations and mental

health) with full information maximum likeli-
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sa svim informacijama (engl. full information
maximum likelihood) kao metodu postupanja s
podatcima koji nedostaju (19). Analize razina
psihi¢kog zdravlja su pak radene na poduzorku.
Naime, kod usporedbe s drugim istraZivanjima
bilo je bitno provjeriti usporedivost uzoraka
prema sociodemografskim karakteristikama te
su stoga te analize radene na poduzorku od 725
sudionika koji su imali podatke na relevantnim
varijablama. Njihova prosje¢na dob bila je 31,8
(SD = 7,81) godina, u prosjeku 2,5 godine visa
od sudionika ¢iji podatci nisu bili ukljuéeni u
te analize [t(1214) = 5.94, p < .001]. Ova dva
poduzorka su usporedena y* testom i prema
drugim sociodemografskim karakteristikama
(tablica 1). S obzirom na osjetljivost ovog te-
sta na velike uzorke, pri interpretaciji razlika
koristen je i Cramerov V za procjenu veli¢ine
uc¢inka (20,21,22). Poduzorak koristen za ana-
lize razina psihi¢kog zdravlja imao je manje su-
dionika sa srednjoskolskim obrazovanjem, vise
zaposlenih i manje studenata nego poduzorak
koji nije kori$ten u analizama. Razlike u statu-
su veze vjerojatno nisu bile od prakti¢nog zna-
¢enja (s obzirom na malu veli¢inu u¢inka), dok
u drugim sociodemografskim karakteristikama

nije bilo statisticki znacajnih razlika (tablica 1).

Mjerni instrumenti i koristene
mjere

Online upitnik je ukljuéivao vise razli¢itih mjera

od kojih smo u ovom radu koristili sljedece:

Od sociodemografskih podataka prikupljeni su
podatci o rodu, dobi, razini obrazovanja, sta-
tusu romanti¢ne veze i roditeljstva na pocetku
upitnika, te o radnom statusu, mjestu prebiva-
lista i subjektivnom socioekonomskom statusu

na kraju upitnika.

Geek aktivnosti smo mjerili pomocu hrvatske
adaptacije Ljestvice ukljuc¢enosti u geek zajednicu
(engl. Geek Culture Engagement Scale)(3,8). Ova
ljestvica sadrzava popis 17 aktivnosti prepozna-

tih kao karakteristi¢ne za geekove od McCain i

hood as missing data treatment method (19).
The analyses of mental health levels were per-
formed on a subsample. Specifically, when com-
paring with other research, comparability of
samples regarding the sociodemographic char-
acteristics needed to be established, so these
analyses were performed on a subsample of
725 participants that had the data on relevant
variables. Their mean age was 31.8 (SD = 7.81),
on average 2.5 years older than the participants
whose data was not used in these analyses,
t(1214) = 5.94, p < .001. These two subsamples
were further compared with chi square tests on
other sociodemographic characteristics (Table
1). Given the sensitivity of this test to large
samples, the effect size, as indicated by Cram-
er’s V, was also taken into account when judg-
ing the relevance of the difference (20,21,22).
The subsample used in the mental health levels
analyses had less participants with high school
as education attainment, more of them em-
ployed and less students than the subsample
not used in these analyses. The differences in
relationship status were probably not of prac-
tical relevance (as indicated by the small effect
size) and there were no statistically significant
differences in other sociodemographic charac-
teristics (Table 1).

Instruments and measures

The online questionnaire included multiple
measures, out of which the following were used

in this study:

Sociodemographic data collected included gen-
der, age, educational attainment, status of ro-
mantic relationship and parenthood at the be-
ginning of the questionnaire, and working sta-
tus, place of residence and subjective socioeco-

nomic status at the end of the questionnaire.

Geek activities were measured by the Croatian
adaptation of the Geek Culture Engagement
Scale (3,8). This scale includes a list of 17 activ-

ities recognized as characteristic for geeks by
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TABLICA 1. Sociodemografske karakteristike Citavog uzorka (N = 1219) i poduzorka koristenog u analizama razina psihickog 279
zdravlja (n = 725) u usporedbi s poduzorkom koji nije koristen

TABLE 1. Sociodemographic characteristics of the whole sample (N = 1219) and the subsample used in the analyses of mental

health levels (n = 725) compared to the subsample not used

Karakteristika Kategorija Citav uzorak Poduzorak Usporedba
/ Characteristic / Category /Whole sample / Subsample / Comparison®

x2(df) Cramer v

p

Rod Muskarci/ Men 1217 524 539 1.93(2) .04
/ Gender .38

Zene/ Women 46.6 452

Drugo / Other 1.0 0.8
Razina obrazovanja Osnovna skola / Elementary 1216 1.4 0.8 46.32 (4) 2
/ Educational attainment school <.001

Srednja 3kola / High school 299 24.0

Preddiplomski studij/ Bachelor’s 223 229

degree

Diplomski studij / Master’s 374 40.3

degree

Poslijediplomski studij / 9.0 12.0

Postgraduate studies
Status romanti¢ne veze Ne u vezi / No relationship 1217 379 339 14.26 (2) Al
/ Romantic relationship .001

Veza bez zajednickog 19.8 19.7

Zivota/ Relationship without
cohabitation

Veza ukljucujuci zajednicki 423 46.3
Zivot / Relationship including
cohabitation

Predskolska ili skolska djeca Da/Yes 1217 18.7 17.9 0.62 (1) .02
/ Preschool or school children 433

Ne /No 81.3 82.1
Radni status Zaposlen / Employed 777 60.5 63.2 50.42 (4) .25
/Working status <.001

Privremeno zaposlen / 35 37

Temporary position

Nezaposlen / Unemployed 84 8.0

Student ili u¢enik / Student or 238 211

pupil

Umirovljenik / Retired 3.9 4.0
Mjesto prebivalista >500 000 778 425 42,6 4.81(3) .08
/ Place of residence .186

100 000-500 000 10.4 9.9

10 000-100 000 24.7 244

<10000 224 23.0
Subjektivni socioekonomski status Izrazito lako / Very easy 733 15.8 16.0 8.24(5) 1
/ Subjective socioeconomic status® 143

Prili¢no lako / Quite easy 26.6 26.8

Lako / Easy 29.5 29.4

Malo teze / A bit hard 225 225

Prili¢no tesko / Quite hard 52 5.0

Izrazito tesko / Very hard 0.4 0.4

Legenda. *Veli¢ine uzoraka razlikuju se zbog podataka koji nedostaju i polozaja pitanja u upitniku (na poetku/ na kraju); ®"Usporedba izmedu poduzoraka koji jesu i nisu
ukljuceni u analize kojima se usporeduju razine psihickog zdravlja geekova s onima iz drugih istrazivanja; Kako izlazite na kraj s troskovima Zivota?

/Note. * The sample size varies due to missing data and placement at the start/end of the questionnaire; "Comparison between the subsamples used and not used in
analyses comparing mental health levels of geeks to that in other studies; <How easy it is for you to cope with living expenses?
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sur. (3) te hrvatskih geekova (8), kao §to su znan-
stvena fantastika ili ra¢unalne igre. Za svaku ak-
tivnost sudionici procjenjuju koliko se ¢esto bave
njome na ljestvici od 1 (nimalo) do 5 (mnogo).
Odgovori sudionika na ovaj upitnik su u ovom
radu koristeni na tri nacina. Prvo, koristeni su
za isklju¢ivanje sudionika koji nisu odgovorili
vise od 1 na ijednu od aktivnosti, §to zna¢i da
nisu aktivno ukljuéeni ni u jednu geek aktivnost

te se zbog toga ne mogu smatrati geekovima.

Drugo, pokazatelj ukljucenosti u kreativne geek
aktivnosti je izrazen kao zbroj odgovora za tri
aktivnosti koje se mogu smatrati kreativnima:
Cosplay (izrada i nosenje kostima likova iz igranih
i animiranih filmova, serija, stripova itd.), Krea-
tivno pisanje (prozne fikcije, poezije itd.) i Crafts
(kreativni ruéni rad, npr. crtanje, izrada nakita i
oruzja, bojenje minijatura). Ova mjera je poka-
zala jednofaktorsku strukturu kojom je objas-
njeno 32 % ukupne varijance te pouzdanost
McDonald’s o = .55 / Cronbach o = .52.

Trece, rjeSavacu su prikazane geek aktivnosti za
koje je dao najvise odgovore te je njegov zada-
tak bio izabrati tri najvaZnije i poredati ih po
vaznosti od najvaznije do najmanje vazne. Ova

informacija je koristena u sljedec¢oj mjeri:

Prihvacenost geek aktivnosti izmjerena je pomo-
¢u tri pitanja. Zadatak rjesavaca bio je proci-
jeniti kako njima bliski ljudi reagiraju kad se
rje$ava¢ ukljuéi u odredenu geek aktivnost na
Jjestvici od 1 (mnogi me ljudi odbacuju ili izbje-
gavaju) do 5 (mnogi me ljudi prihvacéaju). Ovo
pitanje je postavljeno za svaku od tri aktivno-
sti koje je rjedava¢ prethodno izabrao kao naj-
vaznije. Ukupni rezultat je izraZzen kao prosjek
odgovora na ova tri pitanja. Mjera je pokazala
jednofaktorsku strukturu kojom je objasnjeno

59 % varijance i pouzdanost o/o = .81.

Upitnik narcisoidne licnosti (engl. The Narcissistic
Personality Inventory, NPI-16) (23) [hrvatski
prijevod iz (8)] je upitnik koji mjeri narcizam
kao osobinu li¢nosti koja se normalno distribu-

ira u neklini¢koj populaciji. Sastoji se od 16 pari

McCain et al. (3) and Croatian geeks (8), e.g.,
science fiction, computer games. For each activi-
ty the participants have to rate how often they
engage in them on a scale from 1 (Not at all)
to 5 (A lot). The responses on this scale were
used in three ways in this study. First, they
were used to exclude participants that did not
have an answer higher than 1 on any activities,
indicating they are not actively invested in any
geek interest, and therefore cannot be consid-

ered geeks.

Second, the indicator of engagement in creative
geek activities was formed as the sum of re-
sponses to three activities that can be consid-
ered creative, i.e., Cosplaying (making and wear-
ing costumes of characters from movies, cartoons,
TV series, comics, etc.), Creative Writing (fiction,
poetry, etc.), and Crafts (creative handwork; e.g.,
drawing, crafting jewellery and weapons, minia-
tures). This measure showed a one-factor struc-
ture with 32% of the variance common and re-
liability of McDonald’s ® = .55 / Cronbach o =
52,

Third, geek activities for which the participants
had the highest responses were presented to
the participant and they had to choose the
three most important ones and order them
from least to most important. This information

was used in the following measure.

The acceptance of one’s geek activities by others
was measured by three questions. The partici-
pants had to rate how the people close to them
react when the participants engage in a certain
geek activity on a scale from 1 (many people re-
ject or avoid me) to 5 (many people accept me).
This question was asked for each of the three
activities chosen as most important ones previ-
ously. The score was expressed as an average of
response to these three questions. This measure
showed a one-factor structure with 59% of the

variance common and reliability of w/a = .81.

The Narcissistic Personality Inventory (NPI-16)
(23) [Croatian translation by (8)] is a question-
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tvrdnji i zadatak rjesavaca je u svakom paru iza-
brati tvrdnju koja ga bolje opisuje. Upitnik nije
pokazao jasnu faktorsku strukturu pri ¢emu
je paralelna analiza ukazivala na pet faktora, a
scree prikaz nije bio jednoznacan. Zadrzano je
najinterpretabilnije rje$enje, trofaktorsko koje
su predlozili i autori upitnika, ¢ime je objasnje-
no 25 % varijance. Ukupni rezultati su izrazeni
kao prosjeci na tri podljestvice: Grandiozni (k
=4, w/a = .53/.67) i Ranjivi narcizam (k = 4,
/o = .38/.52), te Osjecaj povlastenosti (engl.
entitlement; k = 8, /0. = .51/.51) pri ¢emu visi

rezultati upucuju na visi narcizam.

Ljestvica depresivnosti, anksioznosti i stresa
(engl. Depression Anxiety Stress Scales, DASS-
21) (24,25) je upitnik namijenjen mjerenju
simptoma u neklini¢kim i klini¢kim uzorcima.
Rjesavaci procjenjuju svoje slaganje s jednom
od 21 ¢estice na ljestvici od 0 (uopce se nije
odnosilo na mene) do 3 (gotovo u potpunosti ili
vecinu vremena se odnosilo na mene). Utvrdena
je o¢ekivana trofaktorska struktura, pri éemu
je objasnjeno 62 % varijance, kao i o¢ekivane
razine pouzdanosti (o = .84-.91, a = .85-.90).
Ukupni rezultati su izraZeni kao prosjeci na tri
podljestvice: Depresija (k = 7), Anksioznost (k =
7) i Stres (k = 7) pri ¢emu visi rezultati upuéuju

na vise razine psiholoske uznemirenosti.

Zadovoljstvo zZivotom je jednoclesticna mjera
subjektivne dobrobiti i pozitivnog psihickog
zdravlja, koja je u prethodnim istrazivanjima
pokazala zadovoljavajué¢u pouzdanost i valja-
nost (26). Zadatak rjesavaca je procijeniti koli-
ko su zadovoljni Zivotom na ljestvici od 0 (pot-

puno nezadovoljan) do 10 (potpuno zadovoljan).

REZULTATI

Obrade podataka napravljene su pomocu racu-
nalnih programa IBM SPSS Statistics 25, Excel
20131 R 4.0.2 (paketi lavaan, psych, MVN).

Kako bismo usporedili razine psihi¢kog zdrav-

lja geekova s onima pripadnika opée populacije,

naire that measures narcissism as a personality
trait normally distributed in the non-clinical
population. It is composed of 16 pairs of state-
ments and the respondents have to choose the
one that better describes them. The factor solu-
tion was inconclusive, with parallel analyses
indicating five factors and scree plot being un-
clear. The most interpretable solution was the
three-factor solution suggested by the authors
of the instrument, in which 25% of the variance
was explained. The scores were expressed as av-
erages on three subscales: Grandiose (k = 4, o/a
=.53/.67) and Vulnerable narcissism (k = 4, o/a
=.38/.52), and Entitlement (k = 8, /0. = .51/.51),

with higher results indicating higher narcissism.

Depression Anxiety Stress Scales (DASS-21)
(24,25) is a questionnaire aimed at measuring
symptoms in non-clinical and clinical samples.
The respondents rate their agreement with one
of the 21 items on a scale from 0 (Did not ap-
ply to me at all) to 3 (Applied to me very much,
or most of the time). The expected three-factor
structure was established with 62% of the vari-
ance explained, as well as expected levels of re-
liability (o = .84-.91, a = .85-.90). The results
were expressed as averages on three subscales,
depression (k = 7), anxiety (k = 7) and stress (k
= 7), with higher results indicating higher lev-
els of psychological distress.

Life satisfaction is a one-item measure of sub-
jective well-being and positive mental health,
which showed good reliability and validity (26).
The respondents’ task is to rate how satisfied
they are with life on a scale from 0 (completely
unsatisfied) to 10 (completely satisfied).

RESULTS

The analyses were performed with IBM SPSS
Statistics 25, Excel 2013 and R 4.0.2 (packages
lavaan, psych, MVN).

To compare the levels of mental health of geeks

to that of a general population, we compared
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usporedili smo psihi¢ko zdravlje ovog uzorka s
psihi¢kim zdravljem dva uzorka za koje su po-
datci prikupljeni u sli¢nom kontekstu (tablica
2). Ajdukovic i sur. (17) imali su nacionalno re-
prezentativan uzorak, medutim uzorak geekova
razlikovao se od njihovog prema svim sociode-
mografskim karakteristikama osim po rodu,
x*(1) = 1.2, p = .268, Cramerov V = .02. U geek
uzorku sudionici su bili uglavnom mladi (*(5) =
554.8,p < .001, Cramerov V = .47), visih razina
obrazovanja (*(3) = 93.9, p < .001, Cramerov
V =.19), manje ekstremnih prihoda (i visokih
i niskih, ¥*(4) = 144.4, p < .001, Cramerov V
=.27), Cesce su bili studenti (x*(4) = 79.8, p <
.001, Cramerov V = .2), te su rjede Zivjeli s par-
tnerom (¥*(2) = 125.2, p < .001, Cramerov V =
.22), a Eeéce u velikom gradu (x*(2) = 241.9, p <
.001, Cramerov V = .35) pri ¢emu su sve velidi-
ne uéinka bile srednje do velike (20,21). Uzorak
geekova imao je jednake razine anksioznosti kao
iuzorak opisan u Ajdukovi¢ i sur. (17), no imao
je statisti¢ki znac¢ajno manje simptoma depre-
sije i stresa, iako je veli¢ina u¢inka bila relativno
mala, te viSe zadovoljstvo Zivotom, pri emu je

veli¢ina u¢inka bila srednja do velika (tablica 2).

Geek uzorak razlikovao se prema sociodemograf-
skim karakteristikama i od sudionika u istrazi-
vanju Joki¢-Begic i sur. (18). Geekovi su bili mla-
di (¢(3747) = 6.57, p < .001), bilo je manje zena
(x*(1) = 493.8, p < .001, Cramerov V = .35) i vise
sudionika vi$eg socioekonomskog statusa (3°(5)

the mental health of our sample to the men-
tal health of two samples for which the data
was collected in a similar context (Table 2).
Ajdukovi¢ et al. (17) used a nationally repre-
sentative sample, however our sample differed
from it on all measured sociodemographic
characteristics except gender, °(1) = 1.2, p =
.268, Cramer’s V = .02. The participants in our
sample were mostly younger (x*(5) = 554.8, p <
.001, Cramer’s V = .47), with higher education
attainment (x*(3) = 93.9, p < .001, Cramer’s V
=.19), had less extreme income (both low and
high, ¥*(4) = 144.4, p < .001, Cramer’s V = .27),
were more often students (x*(4) = 79.8, p <
.001, Cramer’s V = .2), less often in cohabita-
tion with their partner (}*(2) = 125.2, p < .001,
Cramer’s V = .22), and more often living in a
large city (x*(2) = 241.9, p < .001, Cramer’s V =
.35), with all of these effect considered medium
to large (20,21).The geek sample had the same
levels of anxiety symptoms as the sample in Aj-
dukovié et al. (17), but statistically significant-
ly fewer symptoms of depression and stress,
although the effect size was quite small, and
higher satisfaction with life, with medium to
large effect size (Table 2).

Our participants were also significantly differ-
ent in sociodemographic characteristics from
participants in Joki¢-Begi¢ et al. (18). They
were younger (t(3747) = 6.57, p < .001), there
were less women (y*(1) = 493.8, p < .001, Cra-

TABLICA 2. Razlike u psihickom zdravlju izmedu geekova i uzoraka koji predstavljaju opc¢u populaciju
TABLE 2. Differences in mental health between geeks and samples representing the general population

Pokazatelj psihickog zdravlja Geekovi | Geeks®

/ Mental health indicator

Ajdukovi¢ et al. (16)°

Joki¢-Begic et al. (17)¢

Depresija / Depression 0.81
(0.75)
Anksioznost / Anxiety 0.57
(0.64)
Stres / Stress 1.03
(0.78)
Zadovoljstvo zivotom / Life satisfaction 7.16
(1.98)

0.97
(1.22)

0.57
(0.99)

1.19
(1.3)

5.6
(2.19)

3.6 (1978) 0.159 0.90 8.8(1,1405) .006
<.001 (0.87) .003
0.04 (1987) 0.002 0.55 0.4 (1, 1406) .000
969 (0.69) .528
3.3(1973) 0.145 1.05 1.5 (1, 1406) .001
<.001 (0.85) 217
16.7 (1884) 0.747 6.75 6.7 (1,1394) .005
<.001 (2.09) .010

Legenda. Rezultati razli¢itih istraZivanja svedeni su na istu ljestvicu u svrhu lakse usporedbe. N = 787-827.°N = 1201. °N = 686-701.
/ Note. Results from different studies were transformed to the same scale to ease comparison.?N = 787-827.°N = 1201. N = 686-701.
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=135.5, p <.001, Cramerov V = .22). Postojale su
i statisticki znacdajne razlike u razini obrazovanja
(x*(4) =27.3,p < .001, Cramerov V = .08) i statu-
su romanti¢ne veze (3*(2) = 68.7, p < .001, Cra-
merov V =.14), no uzmemo li u obzir osjetljivost
y* testa kod velikih uzoraka i ostvarenu malu ve-
li¢inu uéinka (20,21), ove razlike vjerojatno nisu
bile od prakti¢ne vaZznosti. U radnom statusu
nije bilo znacajnih razlika (x*(4) = 6.2, p = .188,
Cramerov V =.04). Osobnom korespondencijom
s autorima (18) dobiveni su podatci na kojima su
provedene sekundarne analize kojima smo po-
kusali statisticki kontrolirati postojece razlike.
U svrhu usporedbe uzoraka iz ovog i prijasnjeg
istrazivanja provedene su analize kovarijance,
jedna za svaki od pokazatelja psihi¢kog zdrav-
lja, pri ¢emu je istraZivanje bilo glavna nezavisna
varijabla, a psihi¢ko zdravlje zavisna varijabla.
Rod, dob i socioekonomski status su statisticki
kontrolirani. Kako bismo ostvarili sli¢ne veli¢ine
podgrupa, $to je preduvjet za provedbu analize
kovarijance, ujednadili smo proporcije sudioni-
ka prema rodu tako da smo po sluéaju izbrisali
podatke za dio Zena u uzorku Joki¢-Begic i sur.
(18), sto je metoda koju preporu¢uju Tabachnik
i Fidell (27). Preliminarne analize su pokazale da
dob pokazuje homogenost regresije te ju je bilo
moguce ukljuditi u analize kao kovarijatu (28).
Medutim, povezanost socioekonomskog statusa
i psihi¢kog zdravlja nije bila podjednaka u svim
podgrupama te je stoga nismo mogli ukljuditi
kao kovarijatu. Zbog toga smo sudionike po-
dijelili prema socioekonomskom statusu u tri
skupine podjednake veli¢ine i ukljuéili tu varija-
blu u analize kovarijance kao dodatni nezavisni
faktor, na isti nac¢in kako smo ukljudili i rod, u
skladu s preporukama Tabachnik i Fidell (27).
Dakle, ukratko, provedene su ¢etiri analize kova-
rijance s Cetiri pokazatelja psihickog zdravlja kao
zavisnim varijablama, s istraZivanjem, rodom i
socioekonomskim statusom kao nezavisnim va-
rijablama, i s dobi kao kovarijatom na uzorku
od 1426 sudionika [725 iz geek uzorka i 701 iz
uzorka Joki¢-Begi¢ i sur. (18)]. Pretpostavke za

provedbe analize kovarijance su uglavnom bile

mer’s V = .35) and more participants with a
higher socioeconomic status (x*(5) = 135.5, p
< .001, Cramer’s V = .22).There were also sta-
tistically significant differences in education
attainment (x*(4) = 27.3, p < .001, Cramer’s V
=.08) and relationship status (x*(2) = 68.7, p <
.001, Cramer’s V = .14), but giving the sensitiv-
ity of y* test to large samples and small effect
size (20,21), they were probably not practically
relevant. There were no significant differenc-
es in the working status (x*(4) = 6.2, p = .188,
Cramer’s V = .04). In personal correspondence
with the authors (18), we obtained the data for
secondary analysis in which we tried to con-
trol these differences. To compare the samples
from the previous and the present study, the
analyses of covariance were performed, one
for each of the mental health indicators, with
study being the main independent factor and
mental health being the dependent variable.
Gender, age, and socioeconomic status were
statistically controlled. In order to achieve
similar sample sizes, a prerequisite for analy-
sis of covariance, the gender proportions were
equalized in two data sets by random deletion
of women in Joki¢-Begi¢ et al. (18), a technique
recommended by Tabachnik and Fidell (27).
Preliminary analyses indicated age showed
homogeneity of regression and was therefore
included as a covariate (28). However, the re-
lationship of socioeconomic status and mental
health indicators was not the same in all of the
groups, and therefore the socioeconomic status
could not be included as a covariate. We there-
fore categorized participants in three groups of
similar size regarding their socioeconomic sta-
tus and included it in the analysis of covariance
as an additional independent factor together
with gender, as recommended by Tabachnik
and Fidell (27). To summarize, we performed
four analyses of covariance with four men-
tal health indicators as dependent variables;
study, gender, and socioeconomic status as
independent variables; and age as a covariate

on sample of 1426 [725 from our sample, and
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zadovoljene: podatci su u odredenoj mjeri odstu-
pali od normalne distribucije (na $to su ukaziva-
li znacajni Shapiro-Wilk testovi), ali ne previse
i na sli¢an nacin u svim podskupinama (3to je
bilo vidljivo u Q-Q prikazima); omjer najvece i
najmanje varijance u podskupinama je bio manji
od 4; i kovarijata i zavisna varijabla su pokazale
linearnu povezanost homogenu po podskupina-
ma (29).

Ove analize kovarijance pokazale su da geek
uzorak ima jednake razine anksioznosti i stresa
kao i uzorak Joki¢-Begic¢ i sur. (18), te statistic¢-
ki zna¢ajno manje simptoma depresije i vise
zadovoljstvo Zivotom, iako su veli¢ine u¢inka
(? bile vrlo male (tablica 2). Postojali su i zna-
¢ajni efekti roda, dobi i socioekonomskog sta-
tusa za veéinu pokazatelja psihi¢kog zdravlja,
no nece biti predstavljeni jer nisu relevantni za
ovo istrazivanje. Nijedna interakcija nije bila
znalajna osim interakcije istrazivanja i socio-
ekonomskog statusa za depresiju, F(2, 1405)
= 5.7, p =.003, n* = .008. Kod osoba visokog
i srednjeg socioekonomskog statusa nije bilo
razlika medu uzorcima, dok su kod osoba ni-
skog socioekonomskog statusa sudionici iz geek
uzorka imali manje simptoma depresije nego

sudionici iz drugog istrazivanja.

Drugi dio cilja istraZivanja bio je ispitati od-
nose motivacija za geek aktivnosti i psihi¢kog
zdravlja. U tu svrhu provedena je analiza traga
pomocu robusne metode maksimalne vjerojat-
nosti sa svim informacijama (engl. ful informa-
tion maximum likelihood), koja je bila izabrana
zbog odstupanja distribucija od normalnih
(Henze-Zirkler test multivarijatnog normalite-
ta = 1.46, p < .001) i postojanja podataka koji
nedostaju (30,31). Cetiri pokazatelja psihitkog
zdravlja bili su zavisne varijable koje su pred-
vidali Prihvacenost geek aktivnosti od drugih
ljudi kao pokazatelj potrebe za pripadanjem,
Uklju¢enost u kreativne geek aktivnosti kao
pokazatelj aktivne uklju¢enosti te Grandiozni i
Ranjivi narcizam i Osjeéaj povlastenosti kao po-

kazatelji migracije u izmisljeni svijet (slika 1).

701 from the Joki¢-Begi¢ et al. sample (18)].
The assumptions for analysis of covariance
were mostly met: the data deviated from nor-
mal distribution (as indicated by Shapiro-Wilk
test) but not a lot and in a similar way in all
groups (as indicated by Q-Q plots); the ratio of
largest to smallest variance was smaller than
4; and the covariate and dependent variables
had a linear relationship homogenous across

groups (29).

These analyses indicated that the geek sample
had the same anxiety and stress levels as the
one in Joki¢-Begi¢ et al. (18), and statistically
significantly fewer depression symptoms and
higher life satisfaction, although the effect siz-
es (n%) were very small (Table 2). There were
also significant main effects of gender, age and
socioeconomic status for most mental health
indicators, but they will not be presented as
they are not relevant for this study. No inter-
action was significant, except that of sample
and socioeconomic status for depression, F(2,
1405) = 5.7, p = .003, n* = .008. For those of
high and middle socioeconomic status, there
were no differences between the samples, while
for those with low socioeconomic status, the
geek sample showed fewer depression symp-

toms than the other sample.

The second part of the objective was exploring
the relationships of motivations for geek activ-
ities and mental health. A path analysis mod-
el was estimated with robust full information
maximum likelihood due to the non-normal
distributions (Henze-Zirkler test of multivar-
iate normality = 1.46, p < .001), and missing
data (30,31). Four mental health indicators
were dependent variables predicted by Accep-
tance by others to one’s geek activities as an
indicator of need for belongingness, Engage-
ment in creative geek activities as an indicator
of desire for engagement, and Grandiose and
Vulnerable narcissism and Entitlement as in-
dicators of great fantasy migration motivation
(Figure 1).
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Creative activities

-
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Grandiose narcissism
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184 A Depresija/
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Anksioznost/
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o 1‘3 5 .047
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Stres/
Stress

- 072 Zadovoljstvo Zivotom/
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Entitlement

1 Life satisfaction

A
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SLIKA 1. Odnosi pokazatelja razlicitih geek motivacija s pokazateljima psihi¢kog zdravlja (N = 1217). Standardizirani znacajni

putevi prikazani su crnom bojom, a neznacajni (p > .05) sivom. Zakrivljene strjelice oznacuju postotak objasnjene varijance.

Kovarijance nisu prikazane zbog jasnijeg prikaza.

FIGURE 1. Relations of indicators of different geek motivations with mental health indicators (N = 1217). Standardized

significant paths are displayed in black and non-significant paths (p > .05) in grey. Curved arrows indicate percent of variance

explained. Covariances omitted for clarity.

Prihvacenost od drugih bila je povezana s ma-
njim brojem simptoma na svim DASS ljestvica-
ma (B od -.08 do -.18) i s vis§im zadovoljstvom
Zivotom, za koje je bila najsnazniji prediktor (8
=.21). Uklju¢enost u kreativne aktivnosti bila
je najsnazniji prediktor za veé¢inu DASS ljestvi-
ca, ali u neo¢ekivanom smjeru: viga uklju¢enost
predvidala je viSe rezultate na DASS ljestvicama
(B od .17 do .23). Grandiozni narcizam i Osjecaj
povlastenosti predvidali su zadovoljstvo Zivo-
tom (B = -.16/-.07), a Grandiozni narcizam pred-
vidao je i depresiju (B = .10), dok Ranjivi nar-

cizam nije bio povezan s psihi¢kim zdravljem.

RASPRAVA

Stereotipovi o geekovima impliciraju da imaju
poteskocéa u prilagodbi Zivotnim zahtjevima
(2,3,4,9), $to bi moglo dovesti do loseg psihi¢-
kog zdravlja, te je to pretpostavka istrazena u
ovom radu. U svrhu njene provjere razine psihi¢-
kog zdravlja geekova usporedene su s psihickim

zdravljem opce populacije te je ispitano moze li

Acceptance by others was related to fewer
symptoms on all DASS scales (B from -.08 to
-.18), and to higher life satisfaction, for which
it was the strongest predictor (f =.21). Engage-
ment in creative activities was the strongest
predictor of most DASS subscale scores, but in
an unexpected direction: higher engagement
was related to higher DASS scores (B from .17
to .23). Grandiose narcissism and Entitlement
predicted life satisfaction (§ = -.16/-.07), and
Grandiose narcissism predicted depression (B
=.10), while Vulnerable narcissism was not re-
lated to mental health.

DISCUSSION

The stereotypes about geeks imply they have
problems adapting to life demands (2,3,4,9),
which might lead to mental health issues, an
assumption we explored in this study. To test
this, the mental health levels of geeks were
compared to that of general population, and

it was explored if mental health of geeks can
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se psihi¢ko zdravlje geekova objasniti razli¢itim

motivacijama u pozadini geek aktivnosti.

Razine psihickog zdravlja

Podatci o psihi¢kom zdravlju geekova prikuplje-
ni su tijekom pandemije COVID-19 te je zbog
toga bilo vaZno nadi uzorak koji je usporediv s
obzirom da je pandemija utjecala na psihi¢ko
zdravlje (17,32). U sklopu dvaju istrazivanja
prikupljeni su podatci o psihi¢kom zdravlju u
Hrvatskoj u sli¢énom razdoblju [svibanj (18) i
srpanj 2020 (17)], ¢ime je ostvarena sli¢nost u
fazi pandemije i kulturalnom kontekstu, odno-
sno u dva faktora za koje je utvrdeno da su vaz-
ne odrednice psihi¢kog zdravlja tijekom pande-
mije (17,32). Ajdukovi¢ i sur. (17) su koristili
probabilisti¢ko stratificirano kvotno uzorkova-
nje kako bi ostvarili nacionalno reprezentativ-
ni uzorak prema osnovnim sociodemografskim
karakteristikama. U usporedbi s takvim uzor-
kom, geekovi su imali sli¢no ili ¢ak bolje psihicko
zdravlje (tablica 2). Za Depresiju i Stres veli¢ina
uéinka za dobivenu razliku bila je mala, te su
aritmeticke sredine u oba uzorka bile 1 (na lje-
stvici 0-3 mogucih odgovora), odnosno, iako su
razlike bile statisticki znacajne, vjerojatno zbog
veli¢ine uzorka, uzorci se &ine vrlo sli¢ni pre-
ma pokazateljima psihologke uznemirenosti.
Za zadovoljstvo zivotom veli¢ina uc¢inka je bila
relativno velika (d = 0.75). Medutim, s obzirom
da su se uzorci razlikovali prema sociodemo-
grafskim karakteristikama, moguce je da su ove
razlike u psihickom zdravlju, a mozda ¢ak i ne-
dostatak razlika, rezultat razlika u sociodemo-
grafskim karakteristikama, a ne rezultat nekih
osobina specifi¢nih za geekove. U uzorku geeko-
va bilo je manje pojedinaca s niskim prihodima,
§to je povezano s vi$im zadovoljstvom Zivotom
tijekom pandemije (33), odnosno zbog toga je
zadovoljstvo zivotom u uzorku geekova moglo
biti vece. Medutim, u tom je uzorku takoder
bilo i vi$e mladih sudionika, $to je pak povezano
s nizim zadovoljstvom Zivotom tijekom pande-

mije (34,35). Implikacije prijasnjih istraZivanja

be explained by different motivations for geek

activities.

Mental health levels

The data on mental health of geeks was col-
lected during the COVID-19 pandemic so it
was important to find a comparable sample,
since the pandemic affected mental health
(17,32). Two studies collected the data on men-
tal health in Croatia at a similar point in time
(May (18) and July 2020 (17)), thus assuring
the comparability of the phase of the pandemic
and cultural context, which are both important
determinants of mental health in the pandemic
(17,32). Ajdukovic et al. (17) used probabilistic
stratified quota sampling as to achieve a na-
tionally representative sample regarding basic
sociodemographic characteristics. Compared
to such a sample, geeks had the same amount
or even less of mental health issues (Table 2).
However, for Depression and Stress the effect
size was small, and means indicate that both
samples on average have an answer 1 (on a 0-3
scale of possible responses). Thus, although
statistically significant, probably due to large
sample size, the samples could be considered
very similar regarding the psychological dis-
tress indicators. For life satisfaction the effect
size was quite large (d = 0.75). However, since
the samples differed in sociodemographic char-
acteristics (Table 1), these differences in mental
health, and maybe even the lack of differences,
might be better explained by these sociodemo-
graphic differences than by some geek-specific
characteristics. The geek sample had less indi-
viduals with low income, characteristic that is
related to higher life satisfaction during the
pandemic (33), so this might be the reason
why life satisfaction in the geek sample was
higher. However, it also had more participants
of younger age, which is related to lower life
satisfaction during the pandemic (34,35). The
implications are inconsistent for psychological

distress also: younger age of the geek sample
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za zaklju¢ivanje o psihologkoj uznemirenosti
su takoder proturje¢ne: mlada dob u uzorku
geekova implicira da su mozda imali viSe razine
simptoma psihi¢kih poremeéaja, no manje su-
dionika s osnovnom §kolom i niskim prihodom
implicira da su mozda u prosjeku imali manje
simptoma. Zbog toga je za valjano zakljuéivanje
o razlikama u psihi¢kom zdravlju bila potrebna

kontrola sociodemografskih karakteristika.

Kontrola razlika u sociodemografskim karakte-
ristikama ostvarena je sekundarnim analizama
podataka iz istrazivanja Joki¢-Begi¢ i sur. (18)
zajedno s podatcima prikupljenima u ovom istra-
Zivanju geekova. Analize koje su uzele ove razlike
u obzir upuéivale su na sli¢ne zakljucke — ponovo
nisu postojale razlike medu uzorcima u anksio-
znosti, ali ovaj put nisu bile znacajne ni razlike
u stresu. Za depresiju veli¢ina uc¢inka je ponovo
bila vrlo mala (tablica 2), i upucivala je da, iako
razlika postoji, u suprotnosti je sa stereotipovi-
ma — geekovi su imali manje simptoma depresije.
Takoder je ponovo postojala razlika u zadovolj-
stvu Zivotom pri ¢emu su geekovi imali vi$e zado-
voljstvo nego sudionici drugog istrazivanja. Me-
dutim, ovaj put je veli¢ina ucinka bila vrlo mala
(n* = .01), a oba uzorka imala su u prosjeku isti
odgovor 7 (na ljestvici 0-10 mogucih odgovora).
Na temelju toga mozemo zakljuciti da je psihicko
zdravlje ovog uzorka geekova sli¢no onom sudio-

nika istrazivanja Joki¢-Begi¢ i sur. (18).

Pri generalizaciji sli¢nosti izmedu uzoraka u
istrazivanju geekova i u istraZivanju Joki¢-Begi¢
isur. (18) na sli¢nost geekova i opée populacije
treba uzeti u obzir da su oba istrazivanja imala
prigodne uzorke $to moze dovesti do pristra-
nosti. Medutim, pozivi za ova dva istrazivanja
bili su dosta razli¢iti - istrazivanje Joki¢-Begi¢
i sur. (18) zapocinjalo je pozivom sudionicima
da saznaju kako se nose s pandemijom, a u
istraZivanju geekova poziv je bio upuéen onima
koji se smatraju geekovima da pomognu istrazi-
vacima otkriti nesto o geekovima u Hrvatskoj.
Zbog toga nije vrlo vjerojatno da su uzorci bili

pristrani na slican nacin, odnosno da su privukli

implies it could have more mental health is-
sues, but less participants with primary edu-
cation and low income imply it might have less
mental health issues. Therefore, the control of
sociodemographic characteristics was required

in order to enable valid conclusions.

The control of differences in sociodemographic
characteristics was achieved by secondary anal-
yses of data used in Joki¢-Begi¢ et al. (18) to-
gether with the data collected in this study on
geeks. This led to similar conclusions - again,
there were no differences between samples in
anxiety, but this time neither in stress. For de-
pression the effect size was again quite small
(Table 2), and indicated that if there is any
difference, it is contrary to the stereotypes -
geeks had fewer depression symptoms. There
was again a difference in life satisfaction, with
geeks having higher levels than the other sam-
ple. However, this time, the effect size was
quite small (n? = .01), with both samples hav-
ing the same average response 7 on the scale
0-10. Based on this, we can conclude the men-
tal health of this geek sample is similar to that
of participants in the study of Joki¢-Begi¢ et
al. (18).

When generalizing the similarity between this
sample of geeks and the sample in Joki¢-Begi¢
et al. (18) to similarity between geeks and gen-
eral population, it should be taken into account
that both studies used convenience sampling
that might lead to bias. However, the invita-
tions for these two studies were quite different
— the research presented in Joki¢-Begic et al.
(18) begun with an invitation for participants
to find out how they cope with the pandemic,
and the research on geeks invited those who
consider them geeks to help the researchers
find out something about geeks in Croatia.
Therefore, it does not sound probable that
they were biased in the same way in terms
of attracting participants of certain levels of
mental health. Another methodological issue

to take into account when interpreting these
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sudionike odredenih razina psihi¢kog zdravlja.
Jos jedan metodoloski aspekt koji je vazno uzeti
u obzir pri interpretaciji ovih rezultata jest §to
su ove analize provedene na poduzorku geekova.
Tesko je s velikom to¢noséu ustvrditi bi li psihié-
ko zdravlje ¢itavog uzorka bilo razli¢ito od tog
poduzorka da smo imali sve podatke. Ne znamo
je li razlika u dobi (2,5 godine) i manji broj za-
poslenih sudionika u poduzorku onih koji nisu
ukljuceni u analize dovoljno da psihic¢ko zdrav-
lje, ako bi se gledao ¢itav uzorak, bude nize,
pogotovo zato jer su proporcije nezaposlenih
i sudionika s osnovnom $kolom, $to su oboje
izraZzeniji rizi¢ni faktori za psihitko zdravlje tije-
kom pandemije (34,35), sli¢ne u oba poduzorka.
Cini se da geekovi nemaju visu psiholosku uzne-
mirenost niti nize zadovoljstvo Zivotom nego
pojedinci iz opce populacije, odnosno ¢ini se
da se ne razlikuju ni na jednoj od dimenzija
psihickog zdravlja pretpostavljenih dvojnim
modelom. Prema na$im saznanjima, ovo je
prvo istrazivanje koje je na taj nacin istrazivalo
psihic¢ko zdravlje ove skupine. Ako pogledamo
definiciju geeka, ovo nije toliko iznenadujuce -
u nju nije uklju¢ena ni jedna osobina koju bi
opcenito mogli smatrati bilo adaptivnom bilo
neadaptivnom (3,4,6,7). Stereotipi koji implici-
raju lodu snalazljivost geekova u stvarnom Zivo-
tu (2,3,4,9) vjerojatno proizlaze iz povijesnog
razvoja izraza geek, a ne njihovih karakteristi-
ka u danasnje vrijeme. Ovaj izraz u poletku se
koristio za pojedince koji su vrlo inteligentni i
snalaze se s tehnologijom, ali se ne snalaze u
drustvu, uglavnom kao suprotnost ,cool” po-
jedincima koji su bili usredotoéeni na fizicke
aktivnosti i popularni u drustvu (7). Kako je
tehnologija postojala sve znaéajniji dio svako-
dnevnog Zivota, tako je stru¢nost u tehnologiji
bila sve manje povezana s nizim dru$tvenim
statusom (7), to je vjerojatno dovelo do toga
da drustveni aspekt prestane biti dio definici-
je geekova. Istovremeno, ¢&ini se da se definici-
ja prosirila u smislu da uklju¢uje i stru¢nost u

drugim podrudjima osim tehnologije, §to se

results is that these analyses were performed
on a subsample of geeks. It is hard to ascertain
if the mental health of the whole sample would
be different from that of the subsample used if
we had all the data. We do not know if the age
difference (2.5 years) and the smaller number
of employed participants (in the sample not
included in the analyses) are sufficient to de-
crease the mental health of the sample as a
whole, especially because proportions of those
unemployed and with primary school educa-
tion, as the more pronounced risk factors for
mental health during the pandemic (34,35), are

similar in both samples.

It seems geeks do not experience more psycho-
logical distress nor lower life satisfaction than
the general population, i.e., they do not differ
in any of the dimensions of mental health sug-
gested by the dual-factor model. To our knowl-
edge, this is the first research to explore the
mental health of this group in this way. If we
go back to the definition of the geek, this is
not surprising — it does not include any char-
acteristic that could be considered either gen-
erally adaptive or maladaptive (3,4,6,7). The
stereotypes regarding the low functionality of
geeks in real life (2,3,4,9) probably stem from
the historical evolution of the term, and not
their characteristics nowadays. The term geek
was at first used to describe individuals who
are highly intelligent and good with technolo-
gy, but socially awkward, mostly as a contrast
to “cool” individuals focused on physical activ-
ities and popular (7). As technology became
a bigger part of everyday life, proficiency in
using technology was less and less related
with lower social status (7), which probably
led to the social aspect being dropped from
the definition of what a geek is. At the same
time, it seems that the definition has widened
to include proficiency in other fields besides
technology, which is probably related to close
relationships of technology and science fiction

and the historical development of the science
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vjerojatno moZe objasniti blisko§¢u tehnolo-
gije i znanstvene fantastike i s tim povezanim
povijesnim razvojem zanrova znanstvene fan-

tastike i fantastike i geek konvencija (9,36).

Psihicko zdravlje i motivacija za
geek aktivnosti

Pokazano je da, u prosjeku, geekovi nemaju losije
psihi¢ko zdravlje. Medutim, to ne zna¢i da ne po-
stoje geekovi koji nemaju slabije psihi¢ko zdrav-
lje, bilo da je to manje zadovoljstvo Zivotom, vi§e
simptoma psihic¢kih poremecaja ili oboje. Sljede-
e je provjereno postoje li neke karakteristike
geek aktivnosti koje moZemo smatrati rizi¢nim
ili zagtitnim faktorom za psihi¢ko zdravlje, kon-
kretnije, motivacije za geek aktivnosti. U skladu
s ocekivanjima, $to su geekovi osjecali da su nji-
hove geek aktivnosti prihvacenije, to su osjecali
manju uznemirenost i vise zadovoljstvo. Ovo bi
moglo ukazivati da je njihova potreba za pripa-
danjem zadovoljena uklju¢ivanjem u geek aktiv-
nosti (3), $to onda dovodi do boljeg psihickog
zdravlja, posebice do vedeg zadovoljstva zivotom.
Nasa ocekivanja su djelomi¢no potvrdena i za
narcizam s obzirom da su grandiozni narcizam i
osjecaj povlastenosti bili povezani s viSom depre-
sijom i niZzim zadovoljstvom Zivotom. Medutim,
nisu predvidali anksioznost i stres. Brailovskaia
isur. (37) su ve¢ ranije utvrdili da narcizam ne-
doslijedno korelira s depresijom, anksiozno$éu i
stresom u neklini¢kim uzorcima te mozda posto-
janje tih korelacija ovisi o0 uzorku o kojem je rije¢.
Rezultati na ovom uzorku geekova su u skladu s
hipotezom migracije u izmisljeni svijet po kojoj
su razlozi za migraciju grandiozna slika o sebi i
povlasteni status koji osoba smatra da zasluzuje.
Oni takoder pokazuju da osujecenost potrebe za
postignuéem u stvarnom svijetu dovodi do sni-
Zenog raspoloZenja, ali ne nuzno i do anksiozno-
stii stresa, $to bi mogao biti pokazatelj osjecaja

bespomoc¢nosti u vezi stvarnog svijeta.

IzraZenija ukljucenost u kreativne aktivnosti

neocekivano je bila povezana s vi$im razinama

fiction and fantasy genre and geek conventions
(9,36).

Mental health and motivations for
geek activities

We have shown that, on average, geeks do not
have worse mental health. However, that does
not mean that there are no geeks with men-
tal health issues, whether it is low satisfaction
with life, more psychological distress, or both.
What we wanted to see next is if there were
some aspects of geek activities that could be
considered as risk or protective factors for
mental health, namely the motivations for
geek activities. As expected, the more accepted
the geeks feel in their geek activity, the less dis-
tress and more life satisfaction they feel. This
could indicate that their need for belonging is
fulfilled by engagement in geek activities (3),
which leads to better mental health, and es-
pecially to greater life satisfaction. Our expec-
tations were partly confirmed for narcissism,
with grandiose narcissism and entitlement
being related to higher depression and lower
life satisfaction. However, they were not pre-
dictive for anxiety and stress. Brailovskaia et
al. (37) found inconsistent relations between
narcissism and depression, anxiety, and stress
scores in non-clinical samples, so maybe the ex-
istence of these relations depends on the sam-
ple in question. The results in the geek sample
are in accordance with the great fantasy migra-
tion hypothesis - the suggested reasons for the
migration are the grandiose sense of self and
the praise individuals think themselves enti-
tled to. It also indicates that the thwarting of
the need for accomplishment in the real world
leads to lower mood, but not necessarily a rise
in anxiety and stress, which might be indica-
tive of the feeling of helplessness concerning

the real world.

Most surprisingly, higher engagement in cre-

ative activities was related to higher psycho-
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psihologke uznemirenosti. Ako su kreativne ak-
tivnosti pokazatelj aktivne ukljucenosti, to bi
znadilo da je psihologka uznemirenost to visa
$to je zelja za aktivnom ukljucenosti ja¢a. U tom
slucaju ocekivali bismo da su i drugi konstrukti
koji bi trebali biti indikativni za ovu Zelju, kao
$to su trazenje uzbudenja, potreba za kognicijom
i otvorenost k iskustvu (3), takoder povezani s
psihi¢kim zdravljem. Prema nagim saznanjima,
ne postoje podatci o geekovima, ali u uzorcima
pojedinaca koji nisu geekovi povezanosti ovih
konstrukata i psihi¢kog zdravlja variraju od po-
zitivnih do negativnih, uklju¢ujudi i neznacajne
(38,39,40), 3to ni podrzava ni osporava hipote-
zu o povezanosti zelje za aktivnom ukljucenosti
i psihi¢kog zdravlja. Takoder je moguce da kre-
ativne aktivnosti nisu dobar pokazatelj Zelje za
aktivnom uklju¢enosti. Vrstu kreativnosti koja je
izmjerena u ovom istraZivanju istraZivaci naziva-
jumala-k ili svakodnevna kreativnost (41), i ona
u prosjeku ima neznacajnu povezanost s psiho-
patologijom prema meta-analizi Paek i sur. (42).
U toj meta-analizi je takoder pokazano da pove-
zanost kreativnosti i psihopatologije varira od
pozitivne do negativne ovisno o razli¢itim fakto-
rima, uklju¢ujuéi vrstu i stupanj izrazenosti psi-
hopatologije te nacin na koji su psihopatologija i
kreativnost mjereni. Autori su pretpostavili da tu
heterogenost djelomi¢no mogu objasniti modeli
koji pretpostavljaju da je ta povezanost nelinear-
na pri ¢emu umjerene razine odredenih simpto-
ma odgovaraju najvi§im razinama kreativnosti.
Ovo bi moglo objasniti i nalaze ovog istrazivanja
geekova s obzirom da psiholoska uznemirenost
u ovom istrazivanju uglavnom varira od uobi¢a-
jene do umjerene. Takoder je zanimljivo uzeti u
obzir i razli¢ite motive u podlozi kreativnosti - to
su uzivanje, izraZzavanje, izazov, suoavanje, pro-
socijalnost, dru$tveni motivi, materijalni moti-
vi, prepoznatost i obaveza, pri ¢emu je uzivanje
obi¢no najizraZeniji motiv (43). Medutim, ako
je sudionicima u ovom istraZivanju glavni mo-
tiv bio suocavanje, onda bi kreativne aktivnosti
mogle biti pokazatelj izloZenosti stresu, koji bi

onda mogao dovesti do psiholoske uznemireno-

logical distress. If creative activities are an
indicator of the desire for engagement, this
would mean that the stronger the desire for
engagement, the more psychological distress
one experiences. If so, we would expect other
constructs that should be indicative of this de-
sire, like sensation seeking, need for cognition,
and openness to experience (3), to be related
to mental health as well. There are no data on
geeks (to my knowledge), but in non-geek sam-
ples the correlations of these constructs and
mental health varied from positive to negative,
including non-significant (38,39,40), which
neither supports nor disapproves the rela-
tion of the desire for engagement and mental
health. It might also be that creative activities
are not a good indicator of desire for engage-
ment. The type of creativity measured here is
what researchers define as little-c or everyday
creativity (41), which on average has a non-sig-
nificant correlation with psychopathology, as
established in the meta-analysis by Paek et
al.(42). The same study also established that
this correlation of creativity and psychopathol-
ogy varies from positive to negative, depend-
ing on multiple factors, like type and severity
of mental illness, and the way psychopathol-
ogy and creativity are measured. The authors
proposed that this heterogeneity could be
partly explained by models that suppose that
this relationship is non-linear, with moderate
levels of certain symptoms corresponding to
highest creativity. This might be the case in
our sample, given that distress levels in our
sample mostly vary from normal to moderate.
It is also interesting to take into account the
possible motives for creativity - enjoyment,
expression, challenge, coping, prosocial, so-
cial, material, recognition, and duty - out of
which enjoyment is usually the strongest (43).
However, if for our participants the motive
was coping, then creative activities might also
be an indicator of individuals being exposed
to stress, which could lead to psychological

distress, if the coping is not effective. This is
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sti, ako suocavanje nije uspjesno. Ovu hipotezu
podrzava to §to je najjaca povezanost kreativnih
aktivnosti bila upravo sa stresom. Ove hipoteze
je potrebno dalje provjeriti. Medutim, ¢ak i ako
su to¢ne, nejasno je jesu li geekovi koristili krea-
tivne aktivnosti kao metodu suolavanja sa stre-
sorima povezanim s pandemijom u ¢emu su bili
neuspjesni zbog pandemije, ili je to njihov uobi-

¢ajeni (ne)uspjesni nadin suo¢avanja sa stresom.

Dakle, ako je motivacija za uklju¢enost u geek
aktivnosti potreba za pripadanjem, geek aktiv-
nosti mogu biti zastitni faktor, pogotovo za
zadovoljstvo zivotom. Medutim, ako je motiva-
cija migracija u izmisljeni svijet, geek aktivnosti
mogu biti faktor rizika za oba aspekta mental-
nog zdravlja. Sli¢no mozda vrijedi i za kreativne
aktivnosti i aktivnu uklju¢enost, no to nije sa-
svim razjagnjeno u ovom istrazivanju. Koli¢ina
objasnjene varijance nije bila velika ni za jedan
od pokazatelja psihitkog zdravlja, $to ukazuje da
geek aktivnosti doprinose psihickom zdravlju, ali
ne previge. Ovo nije iznenadujude s obzirom na
sloZenu prirodu psihi¢kog zdravlja, a pogotovo
s obzirom na kontekst pandemije u kojem su
prikupljani podatci koji je ve¢ sam po sebi imao

veliki utjecaj na psihi¢ko zdravlje (17,32).

Takoder je zanimljivo primijetiti da prihvace-
nost najvise doprinosi zadovoljstvu Zivotom,
dok kreativne aktivnosti najvie doprinose
psiholoskoj uznemirenosti, $to ukazuje na to
da razli¢ite motivacije za geek aktivnosti razli-
¢ito doprinose razlic¢itim aspektima psihickog
zdravlja, odnosno i kvaliteti Zivota i prisutnosti
odnosno odsutnosti simptoma psihi¢kih pore-
mecaja. Nasi rezultati tako daju daljnju potporu
dvojnom modelu psihi¢kog zdravlja potvrdujuci
dvije njegove pretpostavke. S jedne strane po-
tvrduju da su predloZene dimenzije djelomi¢no
preklapajuce s obzirom da su neki prediktori za-
jednicki (prihvacenost i grandiozni narcizam).
S druge strane, potvrduju da se ove dimenzije
opravdano razdvajaju s obzirom da su neki pre-
diktori jedinstveni za pojedine dimenzije (krea-

tivne aktivnosti i osjecaj povlastenosti).

supported by our data that indicate that the
strongest relation is with stress. These hypoth-
eses need further verification. However, even
if they were true, it is unclear whether geeks
used creative activities as a coping mechanism
to deal with the pandemic-related stressors
and were unsuccessful due to the pandemic,
or if they are their usual (un)successful coping

mechanism.

Therefore, if the motivation for geek engage-
ment is the need for belongingness, geek ac-
tivities may be a protective factor, especially
regarding life satisfaction. However, if the
motivation is the migration into the fantasy
world, geek activities can be a risk factor for
both aspects of mental health. Similar might
be valid for creative activities and desire for
engagement, but this remained unclear in our
data. The amount of variance explained was
not large for any of the mental health indica-
tors, indicating that geek activities contribute
to mental health, but not strongly. This is not
surprising, given the complexity of mental
health, and even more so given the pandem-
ic context that itself had a great influence on
mental health (17,32).

It is also interesting to note that acceptance
contributes most strongly to life satisfaction,
while creative activities contribute most to
psychological distress, indicating that differ-
ent motivations for geek activities contribute
to different aspect of mental health, i.e., both
to quality of life and (absence of) mental illness
symptoms. Our results thus support the du-
al-factor model of mental health by endorsing
two of its assumptions. First, the existence of
common predictors (acceptance and grandiose
narcissism supports the assumption that the
suggested dimensions of mental health partly
overlap. On the other hand, the existence of
predictors unique for each of the dimensions
(creative activities and entitlement, Figure
1) support the assumption that these mental

health dimensions are separate constructs.
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Ogranicenja i implikacije

S obzirom na specifi¢ni kontekst pandemije
moguce je da je opceprisutno pogorsanje psi-
hi¢kog zdravlja (35) prikrilo razlike koje inace
postoje izmedu geekova i ostalih. Medutim, to
bi bilo proturje¢no nalazima istrazivanja koji
pokazuju da je kod osoba kod kojih je psihié-
ko zdravlje bilo losije prije pandemije poveca-
na vjerojatnost daljnjeg pogorsanja psihi¢kog
zdravlja zbog pandemije (33). U tom slucaju ne
bismo ocekivali da razlike nestanu veé¢ da posta-
nu jo§ izraZenije. Neke od tipi¢nih geek aktiv-
nosti bile su dostupne tijekom pandemije, kao
§to su rac¢unalne igre, te je prilika da se tijekom
pandemije u vecoj mjeri bave njima vaznim ak-
tivnostima kod dijela geekova mogla dovesti do
vi$ih razina mentalnog zdravlja u obliku pove-
¢anja kvalitete Zivota, ili djelovati kao zastitni
faktor te umanjiti psiholosku uznemirenost.
No u nekim od geek aktivnosti, kao $to su drus-
tvene igre i igre igranja uloga (RPG), geekovi su
bili sprijeceni sudjelovati. Moguce je da zbog
toga nije doslo do razlikovanja od opce popula-
cije, u kojoj su vjerojatno takoder postojali po-
jedinci kojima su aktivnosti koje su mogle do-
prinijeti psihi¢ckom zdravlju bile dostupne, kao
i oni kojima nisu bile dostupne. No takoder je
mogude da je mogucnost bavljenja Zeljenim in-
teresima kod geekova prikrila razliku koja inace
postoji izmedu geekova i opce populacije. Stoga
bi ipak zakljucke ovog istraZivanja o sli¢nosti
trebalo provjeriti izvan konteksta pandemije te
uzeti u obzir tip aktivnosti. Iako nase istraziva-
nje ukazuje da geekovi nisu skloniji psiholoskoj
uznemirenosti, nasi zakljucci su ograniceni iz-
borom mjera simptoma psihickih poremecaja.
S obzirom na uobicajene stereotipe o geekovima
mozda bi trebalo detaljnije istraziti socijalnu
anksioznost kao mogudi izvor razlika u psihi¢-
kom zdravlju izmedu geekova i opce populacije,
$to bi svakako trebalo detaljnije istraZiti. Me-
dutim, s obzirom na visoki komorbiditet soci-
jalne anksioznosti s depresijom i anksioznogéu

(44), ocekivali bismo da u slu¢aju da je socijalna

Limitations and implications

Because of the specific context of the pan-
demic, there is a possibility that the general
degradation in mental health (35) has hidden
the usually existing differences between geeks
and others. However, this would be in contra-
diction with the research indicating that those
with previous mental health problems are at a
special risk for mental health issues because of
the pandemic (33). In that case, we would not
expect the difference to disappear, but maybe
even get larger. Some of the typical geek activ-
ities were available during the pandemic, such
as computer games, so maybe the pandemic
enabled some of the participants to engage
in activities they find important more than
usual, thus leading to greater quality of life
and higher positive mental health during the
pandemic or acting as a protective factor and
lowering psychological distress. On the other
hand, some of the geek activities, like board
games and role-playing games (RPG), were
not available due to the pandemic. This might
have led to the similarity between the geeks
and the general population, since the general
population also probably included individuals
to whom the activities that they find beneficial
to their mental health were available during
the pandemic, and individuals to whom they
were not available. However, it is also possi-
ble that the possibility of geeks to engage in
preferred activities decreased the otherwise
existing difference in mental health between
geeks and general population to non-signif-
icant. Therefore, the presented conclusions
on the similarity should be tested outside the
context of the pandemic while taking into ac-
count the type of activity. While our research
indicates geeks are not more prone to psy-
chological distress, our data is limited by the
choice of measures of psychological distress.
Given the stereotypes regarding geeks, maybe
social anxiety would be another candidate for

discerning geeks from general population in
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anksioznost stvarno ¢e$c¢a kod geekova, razlike
u odnosu na opc¢u populaciju dobijemo ve¢ u

mjerama koristenim u ovom istrazivanju.

U ovom istraZivanju kao pokazatelj svake od
predlozenih motivacija za geek aktivnosti ko-
risten je jedan konstrukt. U bududim istraZiva-
njima bilo bi korisno provjeriti konvergiraju li
mjere razli¢itih konstrukata, pogotovo uzevsi
u obzir da su ove hipoteze o geek motivaciji re-
lativno nove i ne previse provjerene (3). Ovo
istraZivanje pokazuje da je to posebno bitno za
aktivnu uklju¢enost s obzirom da je jedno od
mogucih objasnjenja neocekivanih rezultata u
vezi kreativnih aktivnosti to da one nisu dobar
pokazatelj Zelje za aktivnom uklju¢enosti. Nasi
zakljulci su osim toga ograniceni i niskom po-
uzdano$¢u nekih od ovih pokazatelja, odnosno
u bududim istraZivanjima bilo bi dobro koristiti
druge mjere s boljim psihometrijskim karakte-

ristikama.

Ovo istrazivanje pokazuje da pojedinci koji se
intenzivno bave izmisljenim svjetovima i dru-
gim interesima vezanim za pop kulturu nemaju
nuzno vi$e simptoma psihickih poremedéaja ili
manje zadovoljstvo Zivotom. Stoga, pri komu-
nikaciji s takvim pojedincima, bilo u profesio-
nalnom ili svakodnevnom okruzenju, treba biti
osjetljiv na vlastite pristranosti koje bi mogle
biti rezultat stereotipa. Ako smo pak u prilici
pomoci geekovima koji traze pomo¢ u vezi svog
psihi¢kog zdravlja, raspitivanje o njihovim geek
aktivnostima mozZe biti korisno pri pruzanju
podrske (45). Ako se Zelimo usmjeriti na po-
boljsanje kvalitete zivota moZemo im predloZiti
da potraze druge pojedince sa sli¢nim interesi-
ma koji bi ih prihvatili ¢ime bismo ih potaknuli
na zadovoljenje potrebe za pripadanjem. Me-
dutim, ako postoje naznake grandiozne slike o
sebi ili osjecaja povlastenosti ili neki drugi po-
kazatelj da su geek aktivnosti neki oblik eska-
pizma, takve pojedince bilo bi dobro potaknuti
na suocavanje s problemima u stvarnom svije-
tu. Njihov interes za izmi$ljene svjetove moze

pomodi pri ostvarivanju kontakta i suo¢avanju

terms of mental health. This should be further
explored. However, given the high comorbidity
of social anxiety with depression and anxiety
(44), if social anxiety had a higher prevalence
among geeks, we would expect some differ-
ences even in the measures of psychological

distress we used.

In this study, each of the suggested motiva-
tions for geek activities was indicated by only
one construct. Future research would profit in
testing the convergence of multiple indicators,
especially given the novelty of these hypothe-
ses of geek motivation (3). Our study indicates
this issue is particularly relevant for the desire
for engagement, since one of the reasons for
unexpected findings regarding creative activi-
ties could be that they are not a good indicator
of desire for engagement. Our conclusions are
further limited by low reliability of some of
these indicators, so other measures with bet-
ter psychometric qualities are needed in future

research.

This study has shown that individuals who are
heavily invested in invented words and other
pop culture related interests do not necessari-
ly have more mental health issues or lower life
satisfaction. Therefore, when interacting with
them, either professionally or personally, one
should be careful not to be biased by the stereo-
types. However, if one encounters a geek seek-
ing support regarding their mental health, fur-
ther inquiry about their geek activities might
be informative in assisting them (45). In order
to strengthen the quality of life, finding others
with similar interests who would accept them
could be suggested, thus helping them satisfy
their need for belongingness. However, if there
are symptoms of grandiose sense of self or en-
titlement, or other indicators that geek activi-
ties might be a form of escapism, they should
be supported in coping with problems outside
the fantasy world. Their interest in the invent-
ed worlds might be used to help them deal with

real-life issues and they might be prone to ac-
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s izazovima stvarnog svijeta te bi mozda bili
skloni prihvatiti terapijske pristupe kao $to su

superherojska ili geek terapija (46,47,48).

ZAKLJUCCI

Ovo istrazivanje pokazalo je da geekovi u us-
poredbi s opéom populacijom imaju jednake
ili nesto niZe razine psiholoske uznemirenosti
i jednako ili nesto vise zadovoljstvo Zivotom.
Psiholoska uznemirenost geekova je niza, a za-
dovoljstvo zivotom vise, ako imaju osjecaj da
bliske osobe prihvacaju njihove geek aktivnosti
i ako imaju niZe razine grandioznog narcizma i
osjecaja povladtenosti, a psihologka uznemire-
nost je visa, ako su vise ukljuceni u kreativne
geek aktivnosti. Ovo implicira da je potreba za
pripadanjem kao motivacija za geek aktivnosti
za$titni faktor, a da je migracija u izmisljeni
svijet kao motivacija za geek aktivnosti faktor

rizika za psihic¢ko zdravlje.
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cepting therapeutical approaches like superhe-
ro or geek therapy (46,47,48).

CONCLUSION

This study indicates that geeks, compared
to the general population, have the same or
slightly lower levels of psychological distress
and the same or slightly higher life satisfaction.
Psychological distress of geeks is lower and life
satisfaction higher if they feel those close to
them accept their geek activities and if they
have lower levels of grandiose narcissism and
entitlement, and psychological distress higher
if they engage in more creative geek activities.
This implies that the need for belongingness as
a motivation for geek activities is a protective
factor and that the migration to the fantasy
world as a motivation for geek activities is a

risk factor for mental health.
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