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W DUR S ZELE&8% H Wolfers, L. N., & Schneider, F. M. (2021). Using media for coping: A scoping review.
Communication Research, 48(8), 1210-1234 - G HEE B TERER T3 » (25%)

Currently, there is an ongoing debate among communication scholars concerning the mediatization of
everyday life and how it might increase experienced stress, considering that it has led to phenomena like a
growing “fear of missing out,” technostress, information overload, and permanent communication
pressure. However, contrary to frequent discussions,in addition to causing stress, media can be easily
used for coping with stress in everyday life. In our media-saturated world, media use for coping might
have become even more prevalent..Social network sites, for instance, can be used for receiving social
support, computer games ean be used to recover from daily hassles, TV shows can be used to escape from
stressful life events, and blogs and health websites can be used for information seeking and problem
solving. The diffusion of smartphones further enhanced access to these services, especially for coping in
everyday life.

Studying stress—and especially coping—is an important aim as there is probably no society that does not
produce stress among its members. From an evolutionary perspective, stress is nothing negative per se as
it can cause adaption to the environment and enhance fitness. However, if we experience stress more
often over a period of time and, more importantly, if stress isnot coped with effectively, it can have

severe consequences for health and well-being.
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i:FﬁUIE L% B5$% 5 Lanxon, N. (2021, Nov 3). What the Metaverse Is, Who’s in It and Why It Matters. The
Washington Post. 3E#GILESEZ TEIEER F T - (25%)

The metaverse is a virtual world that blends aspects of digital technologies including video-conferencing,
games like Minecraft or Roblox, cryptocurrencies, email, virtual reality, social media and live-streaming.
Quite how these pieces will fit together is a work in progress, but investors are already interested in the
commercial potential. Facebook Inc. announced Oct. 28 that it had changed its name to Meta as part of a
change in emphasis.

What is the metaverse?

It’s hard to describe because it dg egasier to grasp the concept by first saying
what it isn’t: It’s not a sing o
it’s akin to a 3D worldswi Aa (16 quiiication tools are immersive
and interoperable. In .-" f
create a document i i ‘ ead on an iPad, items in the
holding their value and

A, say, should be

metaverse should be'a
function. A piece of
displayable on the digita

" o | EERRELEE RFHH -
B2 SRS -




