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ABSTRACT
In the year 2021 South Korean survival thriller drama Squid Game which has been released on Netflix during lockdown has more views of young adult audience than historical romance drama Bridgton which was released during 2020 previously because of the cathartic effect it produced. The writer of Squid Game is Hwang Dong Hyuk and was released on 17th September 2021. Within a month the show has received billions of views making it the most watched series on Netflix. Especially among young adults because of its violent nature. Watching violence is cathartic and it reduces extreme emotions of anger. Squid Game had overtaken the record of the historical romance drama Bridgton which was the most popular Netflix series in 2020. Both are of different genres, but instead of romance most people chose to watch violence. This series not only draws viewers into blood and violence but also to survival thriller plotline. The pandemic situation prevailing at the time also yielded this attention draw of the audience. People who experienced pandemic could easily relate to the series Squid Game whose survival was in Jeopardy. The people who have lost their friends and family during the pandemic, and that 

combined with fear and anxiety on various level, it does make people feel trapped like the characters in the show. On that context young adults cheering for the protagonist and feels satisfyingly cathartic .This paper further investigates the cathartic effect of the Netflix drama Squid Game on young adults.
Key words: Squid game, Netflix, Cathartic effects, Young adults, Pandemic, Bridgton, Survival, Violence.
 













CHAPTER 1
INTRODUCTION
This research article sought to determine whether the Netflix show Squid Game had any cathartic effects on young adults during the COVID 19 lockdown. This study also looks into how this drama captured the interest of viewers globally, particularly young adults, and climbed to the number one position on Netflix in terms of popularity by surpassing Bridgton, the most watched historical romance drama on Netflix in 2020. Nowadays, Netflix is the most popular platform among young adults, especially during the pandemic era when everyone was obliged to stay home. Young people then began to watch Netflix shows. After only a short while, the squid game gained widespread popularity and attracted views from numerous nations. Because of its suspenseful plot, the survival thriller series is popular among young adults. The primary feeling in the thriller is excitement. The tense and unpredictable plot of survival thrillers typically keeps the audience on the edge of their seats. These storyline’s intensity and excitement are appreciated by young adults. Humans have always been morbidly curious about and fascinated by violence and disaster. We naturally and invariably align ourselves on one side while watching crime fiction or survival thrillers. We identify with the series' characters. Our adrenaline is kept pumping by the survival thrillers' twists and turns, which also excite a section of our brains that isn't usually active. We experience pleasure as a result of these chemicals being released, which can be a highly addicting feeling. The audience has a real-life experience thanks to the viewers' exposure to risky situations, the story's twists and turns, and the edge-of-your-seat drama, which is similar to the thrill of a roller coaster ride. It's an exciting journey in and of itself to peek inside the minds of characters who are outright malevolent or, at best, morally dubious. Some people 

are interested in learning how to endure those challenging circumstances, and they unconsciously watch entertainment like this to do so since they imagine themselves in the position.

Characters who viewers can empathize with are common in survival thrillers. The protagonists and the audience develop an emotional bond as they strive to survive. Characters in survival thriller series frequently have to overcome hardships and tremendous obstacles in order to survive. Due to the viewers' ability to identify with and empathize with the characters' problems, the struggle for survival fosters an emotional bond between them and the characters. The struggle for survival primarily produces this emotional connection by appealing to our most fundamental instincts. The main characters in survival thriller programmes are frequently shown to be battling for their life in perilous situations because survival is a basic instinct. It's simple for viewers to place themselves in the characters' shoes and see their responses to similar situations. This was particularly true in the survival thriller Squid Game because of the Covid pandemic outbreak. It was let out while COVID 19 was under lockdown. The creation of likable and multifaceted characters is another method by which survival thrillers elicit an emotional response. The viewer becomes engaged in the characters' outcomes through delving into their motivations, anxieties, and weaknesses. Viewers become emotionally immersed in the protagonists' journey as they fight for survival, believing that they will prevail in spite of all the challenges. Additionally, the suspense and stress in survival thrillers can make viewers feel anxious, which can further strengthen the emotional connection. Viewers may experience dread and anxiety as they watch characters navigate risky and uncertain circumstances, which can increase their interest in the story. 


So the objective of the research is to investigate the reason for its popularity and the cathartic effect it produces among young adults. The relaxation and release of intense or suppressed emotions is known as catharsis, and it is a potent weapon in dramatic narrative. The cathartic result is the story's emotional foundation. Without catharsis, you run the risk of avoiding the emotional connection between the characters and the audience, which is necessary to increase the appeal of your movie to a wider audience. The release of tension and pent-up emotions that might happen when viewers see violent or aggressive content is referred to as the "cathartic effect" of violenceSome people may discover that watching violent material helps them release their anger, irritation, or hostility in a therapeutic way. According to the catharsis idea, watching violent material can be a way for viewers to let out their frustrations and aggressive urges, while some people may be badly impacted by exposure to such material. According to research, regular exposure to violent media might desensitize viewers to violence and increase their propensity to accept violent behavior as the usual. In some situations, watching violent media can make you feel more fearful or anxious. According to the social learning theory, people pick up new skills by watching and copying the actions of others. This idea contends that by serving as role models for aggressive behavior, exposure to violent media can enhance the risk of replicating violent behavior. Desensitization to violence is a harmful side effect of the cathartic effect. Viewers may become less sensitive to violent content over time as a result of repeated exposure to violent media. As a result, violence may come to be perceived as normal or acceptable behavior, leading to a distorted view of reality. As people are more likely to commit acts of violence themselves, this may result in an increase in aggressive behavior.



1.1 OBJECTIVES
The objective of my research is to investigate the reason for the popularity of the Netflix series squid game and the cathartic effect it produces among young adults especially during the Pandemic Crisis.
1.  To figure out the popularity of the series squid game and the emotional connections between Squid Game and young adults' motivations for engaging in it.
2. To find out the extent to which young people watched squid game during the COVID-19 Pandemic.
3. To investigate the extent to which Squid Game perpetuates a cathartic effect among young adults and how this effect varies across different demographic groups.
4.  To investigate any possible negative effects of viewing Squid Game, such as a desensitization to blood and gore, and how these effects might affect young people.
5. To explore how the portrayal of violence and gore in Squid Game may contribute to the normalization of violent behavior and attitudes.
6. To investigate how viewers who have gone through financial hardship, social isolation, and other challenges because of the pandemic could relate to the themes of survival, competition, and societal inequity in the series Squid Game.
7. To look at how Squid Game can cause viewers who are dealing with stress and worry during the pandemic to feel cathartic in an adverse manner.
8.  To find out whether today's young adults prefer the romance or survival thriller subgenres.
9. To determine whether the people's support for the characters' survival in the squid game series was influenced by the way they managed to survive the pandemic of Covid 19.
1.2 NEED FOR THE STUDY
Studying the influence of squid games in influencing the cathartic effect among young people is essential. Squid Game's graphic violence and gore may desensitize viewers to violent concepts and deeds. Exposure to such violence in the media has been linked to increased animosity and desensitization to violence in real life. Young people today are exposed to more violent content in the media and find it cathartic to watch it in a negative sense because they can relate to the characters portrayed there. People who suffered pandemics could easily relate to the series Squid Game, whose survival was in jeopardy, especially in that series. People do feel trapped like the show's characters because of the pandemic, the people who have lost friends and family, and varied levels of fear and worry. Characters in Squid Game are shown engaging in dangerous and potentially fatal behavior for money gain. This could normalize such conduct and motivate viewers to take similar chances, potentially endangering both themselves and other people. Desperation, helplessness, and betrayal are among topics that some viewers may find emotionally upsetting, especially if they already have mental health problems. We need to look into each of these aspects. This study is actually required for that. It's necessary to approach media consumption critically and with knowledge, as well as to be aware of any potential harmful effects.
1.3 STATEMENT OF THE RESEARCH PROBLEM
The research problem for the topic "Squid Game's negative influence among young adults during COVID-19" is to investigate the potential negative impacts of the show on the mental health and well-being of young adults during the pandemic. Squid Game has become quite popular among young adults, but viewers, especially those who are already dealing with this kind of situation especially during pandemic , may be adversely affected by its violent aggression and dark themes. Exploring how Squid Game can harm young adults during the pandemic, including how 

it might make people less sensitive to violence, set off unpleasant memories, normalize dangerous behavior, and have a negative influence on mental health outcomes. The popularity of the show must also be taken into account for its social effects, such as how it might change people's perspectives on violence or encourage a culture of sensationalism. Investigating the potential detrimental effects of Squid Game on the well-being of young adults is the research problem as a result. The popularity of the show must also be taken into account for its social and cultural effects, such as how it might change people's perspectives on violence or encourage a culture of sensationalism. As a result, the study challenge is to examine the detrimental effects of Squid Game on the mental health and wellbeing of young adults during the COVID-19 epidemic and to find effective countermeasures.
1.4 THEORY: THE USES AND GRATIFICATIONS THEORY
According to the Uses and Gratifications Theory, which is a communication theory, people actively consume media and choose to utilize it for particular ends in order to fulfill their wants or desires. According to the notion, people utilize media to satisfy a variety of needs, including amusement, socialization, information, and self-identification. This idea proposes that people are selective in their media intake and select the media that will give them the most satisfaction for their requirements. The notion contends that media is a tool that may be used to satisfy certain demands rather than just a passive influence on people. The Uses and Gratifications Theory can provide insight into why young adults may choose to consume media like "Squid Game”. The Uses and Gratifications Theory can be applied to understand the negative impact of the Netflix series "Squid Game" among young adults.  The theory contends that people consciously choose to consume media in order to fulfill their needs and desires. In the case of "Squid Game," it has 


It has been stated that some young adults may be drawn to the program because of its violent and explicit material and to satisfy their desire for adrenaline and thrills.

The Research is conducted on 180 young adults in Ernakulam, Kerala ages between 18 to 30 years old who have watched all the episodes of the series Squid Game. This research paper collected data using the quantitative methods, where respondents were required to fill out the survey questions in the platform google forms and multiple choice questions. So, the original study goal is to discover the reason for what makes it so popular and why it has such a cathartic effect on young adults. The research focused on 150 young adults in Ernakulam, Kerala, who were between the ages of 18 and 30 and had seen every episode of the television show Squid Game. This study used quantitative approaches to gather data, requiring respondents to answer survey questions with multiple choices using the Google Forms platform. The Netflix original South Korean survival drama series Squid Game was created by Hwang Dong-hyuk. The show centers on a competition in which 456 participants, all of whom are experiencing extreme financial difficulties, put their lives in danger by participating in a series of children's games in an effort to win a prize of $45.6 billion. 
The children's game popular in Korea is where the series' name, "Squid Game," came from. The popular Netflix series "Squid Game" took its name from the traditional Korean game "Oheya" or "Oh Jak Doo." It is a kid-friendly game that resembles hopscotch or tag. Draw a wide circle on the ground or using a ready-made one, split it into various smaller portions, each numbered from one to five, and start playing. A player is then designated as "it," and they take a position in the center of the circle. The other players attempt to jump into the numbered portions while standing on the circle's periphery without being caught by the player in the center. As the other players 

jump into the areas, the player in the middle tries to tag them. When a player gets tagged, they take on the role of "it" and the game proceeds. The name "Squid Game" refers to the use of a fabric or paper object that is fashioned like a squid to play the game. Players must jump over the squid in this variation in order to avoid being tagged by the player in the middle. The classic children's game "squid game" is played in this manner. However, the basic game premise was combined with additional blood and brutality in the series. The games in the series are very different and more lethal than the original game, which is played by players hopping on one foot while attempting to knock their opponents over. The term "Squid Game" relates to a traditional game with a squid-shaped object, but in the series, players compete to push each other off a platform that is suspended over water. The games in the series are also significantly more violent and high-stakes, requiring players to risk their lives in order to win a significant quantity of money.  In general, the similarities between the traditional game and the series are limited to the fundamental idea of a kid's game that involves hopping and knocking over opponents, whereas the series takes the idea to a much darker and more dramatic level, which may be the reason for the series' greater global popularity than the traditional game.
It surpassed Bridgton and became Netflix's most watched series and became the most watched series in 94 countries. The Reason for this might be that the audience can relate to the series and the characters and they can feel the cathartic effect. Especially During the pandemic most people around the world were facing financial issues, depts, Health issues, lot of stress and seeing the death of their friends and families in front of them etc. and that is even more relatable especially to the young adults
The Covid- 19 pandemic caused a great deal of disruption in our way of life, including, at times, uncertainty, irregular daily schedules, financial strain, and social isolation. We might be 

concerned about getting sick, the duration of the pandemic, how long will it last or stressed about will we be able to get out of this era, the impact on our work or school, and about the future every minute. We experienced worry, anxiety, dread, sadness, and loneliness throughout the COVID-19 pandemic and mental health conditions like despair and anxiety. This attracted the audience's attention, which contributed to the popularity of the series Squid Game. Young people who had been affected by the pandemic could easily relate to the Squid Game series, whose characters' survival was in threat. So in this study I further investigate how the violence in the series influenced the young adults and does the violence encourage young individuals to engage in cathartic behavior?










CHAPTER 2 
LITERATURE REVIEW
2.1 ABOUT THE TELEVISION SERIES SQUID GAME 
In September 2021, the South Korean TV show "Squid Game" was made available on Netflix. A group of people who are in desperate need of money take part in a strange game on the show in the hopes of earning a substantial amount of money. There are six rounds in the game, and each has its own set of difficulties and regulations. Each participant is given a number for identification, and throughout these rounds, they must compete against one another, with those who don't meet the conditions being removed from the game and killed. Many viewers value the show's reflection on societal concerns and its capacity to keep them on the edge of their seats. 
The show centers around a covert competition in which 456 participants, all of whom are experiencing severe financial distress, put their lives in danger by participating in a series of lethal kiddie games in an effort to win a reward worth 45.6 billion (US$35 million, €33 million, or £29 million as of broadcast). The series' name is based on a kid's game with a similar name that is popular in Korea. Hwang had developed the concept in response to his own early-life financial hardships, the class divide in South Korea, and capitalism. Though he had first conceived of the idea in 2009, he was unable to secure funding for it until Netflix became interested in it in 2019 as part of their effort to broaden their selection of international programmesSquid Game was made available everywhere on September 17, 2021, to positive reviews and attention from all over the world. It surpassed Bridgeton to become the most watched show on Netflix, becoming the most watched programme in 94 countries, drawing more than 142 million member homes, and accruing 1.65 billion viewing hours in its first four weeks 

of release. Numerous awards have also been given to the series, including Lee Jung-jae winning the Screen Actors Guild Award for Outstanding Performance by a Male Actor in a Drama Series, HoYeon Jung winning the award for Outstanding Performance by a Female Actor in a Drama Series, and O Yeong-su winning the Golden Globe Award for Best Supporting Actor Series, Miniseries, or Television Film. All three actors made history as the first Korean actors to win these awards. The first season received 14 Primetime Emmy nominations, including for Best Drama, making it the first non-English language production to do so. Jung-jae also won Outstanding Lead Actor in a Drama Series, making him the first Asian actor to do so for a non-English production. The show received a second season renewal in June 2022, and it will air by the end of 2023 or the beginning of 2024. In addition, Netflix is creating a reality game show based on Squid Game that will pit 456 participants against each other for a sizable cash reward.
Another fact is that it has drawn criticism for its graphic violence and blood. The South Korean TV show "Squid Game" became highly popular. The show's horrific depictions of murder, suicide, and torture are among the factors that have attracted attention to it. Some claim that the painted violence, which frequently has vivid colors and exaggerated sound effects, can make it seem less unpleasant than it actually is. It's important to note that the program has a TV-MA ranking, meaning it's designed for young audiences and might not be appropriate for all viewers. Because of the show's violent content, some viewers, particularly young adults, have been drawn to it. Some people have criticized the brutality and violence in "Squid Game" for continuing a cathartic impact on young adults. This is in reference to the notion that viewing violent or upsetting material can act as a release or a channel for negative feelings like rage, irritation, or anxiety.


In "Squid Game," the protagonists are compelled to participate in a number of life-threatening games in order to win a sizable sum of money. The series included six Life threatening games namely tug of war, red light green light, honey comb, Glass stepping stones, Marbles and Squid Game. The characters in these games must use all of their cunning  And abilities to stay alive because the games are made to be brutal and inhumane. The characters' hardships in real life are also reflected in the games, as they are compelled to compete and battle one another in an effort to acquire what may be an impossibly unattainable reward.
2.1.1 Red light, Green light: Players in this game have to move towards the end point as a huge robot doll announces "red light" and "green light." The players have to stop walking when the doll says "red light." Following the doll's "red light" announcement, any who still move get caught and killed. A fictional children's game turned deadly, the Red light, Green light game in "Squid Game" requires players to halt progressing when the "red light" is called out and proceed forward when the "green light" is called out. The participants in the show take part in a survival game as contestants, and if they don't stop moving when the "red light" sounds, they are eliminated from the game, frequently by deadly means. The Red light, Green light game in "Squid Game" might be interpreted as a commentary on the social constraints and injustices that the game's competitors the majority of whom come from underprivileged backgrounds and are in dire need of financial security face. The fight for survival and ruthless rivalry that define contemporary civilization are metaphorically represented by the game. Overall, "Squid Game’s Red light, Green light game is a fictitious depiction of a well-liked kids' game that has been applied in a challenging and violent setting. It has led to discussion and criticism, it has also boosted the show's popularity.
 
2.1.2 Tug of War:  Teams of players must attempt to drag the opposing team over a line by tugging on a rope. The losing squad dies after falling off the edge. Another difficulty in the survival game that the competitors must play in "Squid Game" is the tug-of-war game. The participants in this game are split into teams and engaged in a classic tug-of-war, with the loser team plummeting to their deaths. The brutal and graphic nature of the tug-of-war game in "Squid Game" has also generated debate and criticism, with some individuals contending that it goes too far in its depiction of cruelty and violence. Others contend that the game is a statement on how competition reduces individuals and the lengths people would go to in order to survive. It is another fictitious version of a classic game that has been featured in the show "Squid Game" in a contentious and violent setting as the game of tug of war.
2.1.3 HoneyComb: A piece of honeycomb candy must be etched into a precise form with a needle without destroying it. Those who fail to succeed are terminated and killed. Another obstacle in the survival game that the competitors must overcome in "Squid Game '' is the Honeycomb game. The players are each given a needle and a huge confection in the form of a honeycomb, each cell of which has a different shape. Then they are told to take the candy's shape out without damaging it. A player is eliminated from the game, frequently by using deadly force, if they shatter the shape or are unable to remove it in the allotted amount of time. The game has also drawn controversy and criticism due to its violent and graphic content, with some people claiming that it portrays cruelty and brutality in an excessively extreme way. Others contend that the game is a statement on how competition dehumanizes individuals and the lengths people would go to in order to survive. "Squid Game’s Honeycomb game is a fictionalized version of a classic game that has previously been played in a contentious and violent setting.The Honeycomb game in "Squid Game'' has received accolades for using a straightforward game in a unique and inventive way to build suspense and tension. It has also received appreciation for how it portrays the competitors' creativity and resourcefulness as they work to figure out the problem.
2.1.4 Glass stepping stones: A bridge consisting of windows must be gone over by players. There are tempered and untempered glass panes. Stepping on an untempered pane causes a person to trip down and be killed. Another obstacle in the survival game that the competitors must overcome in "Squid Game" is the Glass Stepping Stones game. The players in this game are positioned on a platform above a room strewn with shattered glass, and they must navigate the space by walking on glass panels. Contestants must remember the sequence in which the panels are lit up at random and only step on those lit panels in order to avoid falling through and losing the round. It has also drawn criticism for its intense and graphic violence, with some viewers claiming that it portrays cruelty and brutality in an excessively exaggerated manner. The game also acts as a metaphor for how society drives people to survive in a risky and uncertain world, frequently without clear direction or guidance. The hardships that many individuals have when attempting to find their way through life, with all its uncertainties and barriers, are reflected in the participants' battle to move through the glass panels. The Glass Stepping Stones game in "Squid Game" is a fictitious depiction of a classic game that has previously been featured in the programme in a violent and contentious setting.
2.1.5 Marbles: Players are split with one another and forced to compete in a game of marbles. The game's winner gets to decide whether they or their companion is going to be evicted and murdered. Another task in the survival game that the competitors must do in "Squid Game" is the Marbles game. The participants in this game are paired off and must play a game of marbles. The objective of the game is for one player to take all the marbles from their opponent. The rules of the game differ depending on the pair. Losers are eliminated from the game, frequently using deadly force. For its emotional impact and examination of the issues of trust and betrayal, the Marbles game in "Squid Game" has received high appreciation. The game often pushes the participant pairs, who are frequently lifelong friends or family members, to turn against one another in order to survive. The game has also drawn criticism for its graphic violence, with some players claiming that it portrays cruelty and brutality in an excessively extreme way. Others contend that the game is a statement on how competition dehumanizes individuals and the lengths people would go to in order to survive. The Marbles game in "Squid Game" is another fictitious version of a classic game that has been utilized in a contentious and violent setting in the programme.
2.1.6 Squid Game: In the last match, the remainder of the participants will engage in a wrestling-and-tag hybrid game called Squid Game. The prize money belongs to the game's victor. The last confrontation between the remaining competitors and the enigmatic game's organizers takes place in the final installment of the "Squid Game" series. The participants in this game are led to a sizable outdoor arena where they must engage in a game of "Squid Game." Two teams participate in the game, each consisting of a "Squid" player and a number of "Soldiers." The goal is for the Squid player to mount the back of the opposing team and ride them to the other side of the pitch. By pulling them down or tackling them, the Soldiers must attempt to halt the Squid player. The game in the series differs from the others in that it is not a basic one-on-one challenge. Instead, it is a cooperative game with mutable alliances and tactics. The "Squid Game" series' concluding game is a dramatic and suspenseful conclusion of the themes and concepts covered throughout the programme, without giving away too many spoilers. It tests the competitors' stamina on the physical and mental levels, as well as their interpersonal skills in a risky and time-sensitive environment. Overall, the "Squid Game" series' last installment is a perfect way to wrap up the investigation of the worst aspects of human nature and the effects of greed, rivalry, and survival.

2.2 ADVERSE EFFECTS OF OTT SERIES
In a study, Erick Erickson and his theory of psychosocial changes place an intense focus on the reliability of young adults between the ages of 18 and 25. This study aims to concentrate on the shows and series that young learners enjoy watching on OTT platforms and their screen-time preferences. The research is based on data gathered from a survey of young adults' personal values that was conducted as part of a pilot project, with a particular emphasis on questions based on Erick Erickson's psychosocial stages of development. The study focuses on how young individuals who are inspired by the series/shows/movies being published on prominent OTT platforms regard intimacy, relationships, and other moral qualities. Young adults place as much importance on their interpersonal and social lives as they do on their online personas. The impact that popular Netflix shows like Money Heist and other K-Drama have on young adults tends to have a negative impact on their lives. The goal of the study is to determine how much time they spend watching television and how these shows have affected their opinions and way of life both before and after the pandemic lockdown in 2020. Examining the collected data demonstrated that OTT and other internet streaming platforms had a negative impact on society's youth, particularly following the lockdown and epidemic. We ought to inform them of these negative effects. If left unchecked, these repercussions can even serve as justification for criminal behavior, as was the case with the crimes associated with PubG games. This can be done by teaching young people how to use OTTs and how much time they spend engaging in these online activities.
Paul Duncum in his study ‘Attractions to Violence and the Limits of Education’ says that “There can be no doubt that violence which is defined as involving intentional physical harm is highly popular in mass media entertainment and is increasingly gory”. His article answers three queries. Mainly First, what is it about violent acts that makes them so alluring? Where is the enjoyment in witnessing people's bodies explode? Where is the joy in witnessing grotesque torture, murder, and death? In particular, television, film, video, and computer games are the main sources of violence in today's popular media entertainment. Violence is not appealing to everyone, and the majority of popular entertainment is not violent. The most popular video games are violent, yet comedy and nonviolent content outnumber violent stuff by a large margin. The majority of media content is violent, nevertheless. Studies undertaken in the middle to late 1990s came to the conclusion that 60% of American television programs had violence, 40% of which was presented as comical. A child who is eighteen years old has watched almost 200,000 violent events on television, including 40,000 homicides.
Dr. Arun Kumar in his study ‘Inclination of Indian Youth towards Video Streaming Platforms’ identified the causes of the influence of video streaming platforms on Indian youth. For this investigation, a questionnaire-based survey approach comprising 15 items was used. He looked into how online streaming video platforms are a source of inspiration for crime among young 

people in India, from kidnapping to murder. There is evidence in some occasions that young people committed crimes after acquiring ideas from these OTT platforms. The youth's close observation of the content also increased because they are already addicted to technology. Many people experienced psychological harm due to a prolonged period of remaining at home and not knowing when things would get better.  In such a psychological state, viewers are more susceptible to being persuaded by the media they consume. The information presented on video streaming websites may potentially have a negative impact on how individuals think. The findings indicated that it is important to monitor the content being streamed on these sites. Negatively charged or psychologically depressing information might make subscribers depressed, which can cause long-term problems among future-oriented young people. The pandemic has had a significant impact on OTT platform viewership as well.

2.3 VIOLENCE AS A MEAN OF CATHARSIS
The emotional root of your story is the cathartic effect. Without catharsis in the screenplay for films or television shows, you run the risk of avoiding the emotional connection between the characters and the viewer, which is essential for increasing the appeal of your movie to a larger audience. Character descriptions and plot arcs should be written first. Violence, blood, and death have always attracted attention. In the Coliseum, ancient Romans flocked to witness slaughter. Public executions were a huge box office draw in subsequent decades. According to film director Quentin Tarantino, violence is fashionable in today's culture. I enjoy it. It seems that most of us concur with him. 90% of high-grossing films contained a violent scene involving the lead character, according to research. Additionally, the majority of us adore horror films and watch them frequently. Additionally, several psychological factors are linked to preferring violent 

media. Violent films are more popular among extroverts, thrill-seekers, and those who are more receptive to aesthetic stimuli. According to one hypothesis, witnessing violent acts helps us release our pent-up fury. Anger tends to increase when people see violent material.
People encounter difficult situations in their daily lives, which might result in violent behaviors. This decodes the mechanism of the catharsis effect. Through fictitious involvement in violent and aggressive activities depicted on television, the catharsis offers release from these frustrations. (Maria Florea - Social and Behavioral Sciences (2013) - 350.
Video games are the most current example of violent entertainment. What draws people to play violent games? Many gamers assert in polls that playing violent games allows them to "let their anger out." (Kutner and Olson, 2008). Catharsis, which means to cleanse or purge in Greek, is the word for this effect. Acting aggressively or simply witnessing violence purges angry emotions and violent impulses into healthy channels, claims the catharsis idea. Sadly for the  Catharsis argument, research indicates that playing violent video games makes people more aggressive. (Anderson, 2010).
Brad J. Bushman's study explored the possibility that playing violent video games is more appealing when one believes in catharsis, especially for those looking to vent their anger. He made advantage of test results. Analysis was done on the participants who wanted to play violent video games. Wanted to play violent video games, as expected.





CHAPTER 3
RESEARCH METHODOLOGY

The television show "Squid Game" has attracted a lot of attention and appeal, especially among young adults. The show depicts a future society where people play dangerous games to try and earn big money. "Squid Game" has sparked questions about its potential impact in perpetuating cathartic effects among young people due to its strong and emotional plot. This study attempts to examine how "Squid Game" affects catharsis among members of this particular group. The term "catharsis," which has its roots in ancient Greek play, refers to the letting go or purging of emotions, which frequently brings about a feeling of emotional relief or satisfaction. It is hypothesized that engaging with particular media content can result in cathartic experiences. Previous studies have only focused on the function of media, such as films, television shows, and video games, in evoking cathartic effects. The impact of "Squid Game" and its potential to inspire catharsis among young people, however, has received relatively little attention from study. By looking into this occurrence, we can learn more about how the series affects the feelings of the young people.
3.1 RESEARCH DESIGN
This study uses a descriptive methodological approach to evaluate how young adults' catharsis experiences have changed as a result of exposure to "Squid Game." We seek to document participants' initial emotional states and any subsequent changes in catharsis by giving those questionnaires right away after watching the series. The surveys will gauge many aspects of catharsis, including emotional release, satisfaction, character identification, and emotional engagement. The primary goal of the study is to examine how the violence in the squid game series affected young adults during the epidemic era. Through a Google Forms survey, a quantitative methodology was applied in the study. These quantitative replies will give a more thorough understanding of participants' individualized experiences and throw insight on particular elements of the "Squid Game" that support the induction of catharsis. The study examined respondents' responses to demographic variables like age and gender. The analysis focused on the young adults' attitudes, behaviors, emotional release, and character engagement as a result of the Netflix K-Drama.
3.2 VARIABLES USED IN THE STUDY

Independent Variables and their Distribution
	SI NO
	Independent variables
	Levels

	1.
	Age 

	10-20,20-30,30-35

	2.
	Gender 

	Male, Female, other/non-Binary





Dependent variables 

	SI.NO.
	Dependent variables

	1.
	Series cathartic effect

	2.
	Pandemic relatable






3.3 SAMPLE SELECTION 
Young people who have watched "Squid Game" and are familiar with its themes make up the study's target demographic. Through a Google form, 180 samples were gathered for the study from various locations, and the respondents' ages range from 10 to 55. Because internet recruitment allows for accessing a wider audience through platforms like social media, forums, or online communities, the respondents were asked to complete a google form that had been developed by the researcher and delivered to the respondents online. The survey's opening statement provided clear and concise information so that the respondents could comprehend its purpose. A Google Form survey was created with pertinent inquiries about cathartic effects, emotional reactions, character identification, demographic data, and other elements. The study primarily examined the effects of the Netflix K-drama on the young people' views, behaviors, emotional release, and character engagement. The primary data came from a series of google form questionnaires, and the secondary data came from reviews, websites, and research articles.
3.4 DATA COLLECTION TOOLS
The data for the topic “Squid Game Influence in Perpetuating Cathartic Effects among Young Adults" is collected through a questionnaire via google form. The Google Form consists of a series of questions regarding demographics, "Squid Game" viewing experience, emotional responses, cathartic effects, identification with characters, and how it influenced adults during the pandemic era.
3.5 INSTRUMENTS USED FOR THE STUDY 
Through the use of a google form, information on the subject of "Squid Game Influence in Perpetuating Cathartic Effects among Young Adults" was gathered. The demographics, "Squid Game" viewing experience, emotional reactions, cathartic effects, character identification, and how it affected adults during the pandemic era are all covered in the Google Form's series of questions. Age and gender are among the demographic questions in the poll. It also covered ten closed-ended questionnaire questions and an additional ten statement questions. The analysis primarily focuses on the impact the Netflix K-drama had on the young adults' views, actions, emotional release, and character engagement. The responses were recorded in order of the degree of agreement to the degree of disagreement on a four-point Likert scale.. In this study, the researcher mainly used two instruments, which are the cathartic effect of the series and it can be relatable to pandemic.
3.6 DISTRIBUTION OF SAMPLES 
The researcher used 180 samples for this study. The samples were distributed based on demographic variables such as 'Age' and 'Gender'.

Frequency distribution of respondents and their age   
	Age of respondents 
	Frequency

	10-17
	7.2

	18-30
	90.0

	31-45
	2.2

	46-55
	.6

	total
	100.0






Frequency Distribution of respondents and their Gender

	Gender of respondents
	Frequency 

	Male
	48.3

	Female
	51.7

	Total
	100.0




3.7 HYPOTHESIS
H01: There will be no significant association between Men and Women and the influence of the series Squid Game.
H02: There will be no significant association between men and women and their Cathartic Effect.
H03: There will be no significant influence of squid game series based on the Age of young adults.
H04: There will be no significant difference between the age of the respondents and the Cathartic impact while watching violence
3.8 DATA ANALYSIS
The data collection was completed in a week. The frequency of the information collected from 180 respondents for this study was determined using the Statistical Package for Social Science (SPSS) version 26. There are four age groups among the 180 respondents: 10–17, 17–30, 31–45, and 46–55. Among the 180 responders, there were 95 females and 85 males, showing a nearly equal distribution of the sexes. 162 respondents were aged between 18 and 30; 13 were aged 

between 10 and 17; 4 were aged between 31 and 45; and 1 was aged between 46 and 55. The data for this study was collected using a Google Form, which provided clear and concise information for the respondents to comprehend the purpose of the survey. The analysis largely focuses on how Netflix K-dramas changed young adults' attitudes, behaviors, emotional release, and character engagement. Of the 180 respondents, 101 strongly agreed that the Squid Game Series is violent, while 57 others agreed. According to a review of data from 180 respondents, many respondents were motivated by the violence depicted in the Squid game series because it was particularly relevant to them at the time it was released, which was during the Covid-19 outbreak. This was supported by 87 respondents who also highly agreed, 68 respondents who also agreed, 23 respondents who disagreed, and 2 respondents who severely disagreed. The study's findings, based on information from 180 participants, strongly suggest that the Squid game series is violent and has a cathartic effect on young adults. Do they think the squid game emphasizes violence, I asked them. A majority, or 156 out of 180 respondents, chose "Yes," with only 24 choosing "No."









DATA ANALYSIS AND INTERPRETATION
This data analysis investigates the influence of the widely popular Netflix series, Squid Game, in perpetuating a cathartic effect among young adults. The aim of the study is to understand how Squid Game, a South Korean dystopian thriller, affects the emotional release of young adults and its potential implications on their psychological well-being. To conduct this analysis, a total of 180 participants responded to a survey regarding their experience with Squid Game. The participants were categorized based on their age, with 13 respondents falling in the 10-17 age group, 162 in the 18-30 age group, 4 in the 31-45 age group, and 1 in the 46-55 age group. By analyzing the survey responses and synthesizing the data, valuable insights were obtained. The findings indicate that Squid Game has gained significant popularity among young adults, with the majority of respondents falling in the 18-30 age group. The age distribution of the respondents reflects the show's appeal to a predominantly young adult audience. 


4.1 Figure 1[image: ]
The analysis revealed that Squid Game generates a strong emotional engagement among young adult viewers. The intense and emotionally charged content of the series often leads to a cathartic effect, providing viewers with a means to release pent-up emotions. This emotional release is particularly notable among young adults in the 18-30 age group. Additionally, the study found that young adult viewers often identify with the characters in Squid Game. The relatable struggles and vulnerabilities depicted in the series create an empathetic connection, enhancing the cathartic effect experienced by the viewers. While Squid Game offers a cathartic release for many young adults, it is important to consider the potential impact on their psychological well-being. The intense nature of the show may evoke heightened anxiety, stress, or negative emotions, especially among individuals who lack appropriate coping mechanisms or social support.
4.2  Figure 2 [image: ]


This data analysis examines the influence of the immensely popular Netflix series, Squid Game, in perpetuating a cathartic effect among young adults. The research focuses on understanding how Squid Game affects the emotional release of young adults and its potential implications on their psychological well-being. A total of 180 participants responded to a survey, providing valuable insights on the topic. The survey collected data on participants' gender, with 85 identifying as male and 95 as female. There were no participants who identified as "other." The findings reveal that Squid Game has garnered significant interest among young adults, with both males and females responding to the survey in relatively equal numbers. This indicates that the show appeals to a diverse audience, irrespective of gender. The analysis demonstrates that Squid Game elicits a strong emotional engagement among young adult viewers, regardless of their gender. The intense and emotionally charged content of the series serves as a catalyst for catharsis, allowing viewers to release pent-up emotions and experience a sense of emotional relief. Furthermore, the study indicates that young adult viewers, regardless of their gender, tend to establish a deep connection with the characters in Squid Game. The relatable struggles and vulnerabilities portrayed in the series contribute to this connection, intensifying the cathartic effect experienced by the viewers.
4.3 Figure 3[image: ]
This data analysis focuses on exploring the influence of the popular TV show Squid Game in perpetuating a cathartic effect among young adults. The research question addressed is whether young adults have seen the TV show Squid Game or not, and the potential implications it has on their emotional release. A total of 180 participants were included in the analysis, with 174 respondents (96.7%)confirming that they have seen the TV show Squid Game, while 6 respondents indicated that they have not seen it. The findings reveal that Squid Game has gained significant viewership among young adults, as the majority of respondents have seen the TV show. This indicates a widespread exposure and interest in the series among the target audience.
4.4 Figure 4[image: ]
This data analysis focuses on investigating the influence of the popular TV show Squid Game in perpetuating a cathartic effect among young adults. The research question explores whether young adults find watching Squid Game to be cathartic or not, and the implications this has on their emotional release. A total of 180 participants responded to the survey, providing valuable insights on their experience with Squid Game. Among the respondents, 153 individuals (85%) reported finding the show cathartic, while 27 individuals did not. The findings suggest that Squid Game has a significant impact on young adult viewers, with a majority of respondents finding the show to be cathartic. This indicates that Squid Game provides an outlet for emotional release and allows viewers to experience a sense of relief through the show's intense and emotionally charged content. The analysis further indicates that Squid Game's ability to elicit a cathartic effect is influenced by various factors such as the relatability of the struggles depicted in the show, the emotional connection with the characters, and the gripping narrative that captures viewers' attention. These elements contribute to the emotional engagement experienced by young adult viewers, enhancing the cathartic effect. It is noteworthy that a portion of the respondents did not find Squid Game to be cathartic. This could be due to individual differences in preferences, emotional responses, or personal factors that may influence their viewing experience.
4.5 Figure 5[image: ]


This data analysis aims to explore the influence of the popular TV show Squid Game in perpetuating a cathartic effect among young adults. Specifically, the research question investigates the particular features of Squid Game that give viewers a cathartic experience. The analysis focuses on respondents' perspectives regarding the themes of competitiveness and survival, the portrayal of inequality in society and the economy, as well as the depiction of blood and violence. A total of 180 participants responded to the survey, providing valuable insights on their cathartic experience while watching Squid Game. Among the respondents, 61 individuals identified the theme of competitiveness and survival as a significant factor in their cathartic experience. This suggests that the intense and high-stakes nature of the games depicted in Squid Game allows viewers to release pent-up emotions and experience a sense of catharsis. Furthermore, 21 respondents mentioned that the portrayal of inequality in society and the economy played a crucial role in their cathartic experience. Squid Game's exploration of societal disparities and the desperation of the characters resonated with these viewers, offering an emotional release and potentially providing a sense of catharsis by highlighting real-world issues. Additionally, a significant number of respondents, 98 individuals (54.4%) found the 

portrayal of blood and violence in Squid Game to be a key factor in their cathartic experience. The visceral and graphic depiction of the games, including the brutal consequences faced by the characters, may have allowed viewers to vicariously experience and release their own emotions through the show's intense visuals. The analysis reveals that Squid Game's themes of competitiveness and survival, the depiction of inequality, and the portrayal of blood and violence contribute to the cathartic experience reported by young adult viewers. These elements allow viewers to engage emotionally with the show, providing a platform for emotional release and potentially facilitating a sense of catharsis. Understanding the specific features of Squid Game that contribute to the cathartic experience is crucial for comprehending the show's impact on viewers. This analysis highlights the significance of themes, visual elements, and societal portrayals in fostering catharsis among young adult viewers.
4.6 Figure 6[image: ]


This data analysis examines the influence of the popular TV show Squid Game in perpetuating a cathartic effect among young adults. The research question investigates the emotional responses of viewers after watching the first murder in the series. The analysis focuses on the range of 

emotions reported by participants, including feeling scared, interested, stressed, and excited. A total of 180 participants responded to the survey, providing valuable insights on their emotional reactions to the first murder depicted in Squid Game. Among the respondents, 50 individuals reported feeling scared, indicating the intense and suspenseful nature of the scene and its ability to evoke fear. Furthermore, 60 participants found the first murder scene interesting, suggesting a fascination with the show's dark and captivating storyline. The intriguing narrative and unexpected twists likely contributed to their engagement and emotional response. In addition, 55 respondents reported feeling stressed after witnessing the first murder. The tension and uncertainty surrounding the characters' fate may have induced a heightened sense of anxiety and concern among viewers. Interestingly, a smaller group of participants, 15 individuals, mentioned feeling excited after watching the first murder. The adrenaline-inducing nature of the scene, combined with the anticipation of what would unfold next, likely contributed to their excitement and engagement. The analysis reveals a diverse range of emotional responses among young adult viewers after witnessing the first murder in Squid Game. These responses encompass fear, interest, stress, and excitement, highlighting the show's ability to elicit intense emotional reactions and engage viewers on multiple levels. Understanding these emotional responses is crucial for comprehending the cathartic effect of Squid Game on young adult viewers. The show's ability to evoke such a wide range of emotions contributes to the emotional release and potential catharsis experienced by viewers.
4.7 Figure 7[image: ]
This data analysis explores the influence of the popular TV show Squid Game in perpetuating a cathartic effect among young adults, specifically examining whether viewers believe the show effectively depicts the realities of modern society, particularly during a pandemic. The research question addresses respondents' perspectives on the show's portrayal of societal realities. A total of 180 participants responded to the survey, providing insights into their opinions on Squid Game's depiction of modern society. Among the respondents, 159 individuals expressed that the show effectively captures the realities of modern society for young adults, while 21 individuals disagreed. The findings suggest that the majority of viewers perceive Squid Game as an accurate portrayal of the challenges faced by young adults in contemporary society, especially during the context of a pandemic. The show's themes of economic inequality, societal pressures, and the desperation of the characters resonate with these viewers, reflecting the struggles and uncertainties prevalent in their own lives. Moreover, Squid Game's depiction of the characters' dire circumstances, their struggles to survive, and the ruthless competition for limited resources may serve as a reflection of the heightened tensions and uncertainties experienced by young adults during the pandemic. The show's ability to capture these realities resonates with viewers, potentially providing a cathartic experience as they navigate their own challenges. However, it is worth noting that a minority of respondents expressed disagreement with Squid Game effectively portraying modern society's realities for young adults. These individuals may have differing perspectives on the accuracy or relevance of the show's depiction, which could be influenced by their personal experiences or perceptions of societal issues. The analysis highlights the significance of Squid Game's portrayal of modern society in fostering a cathartic effect among young adult viewers. The show's ability to reflect relatable and challenging aspects of contemporary life, particularly during a pandemic, allows viewers to connect with the characters and storylines, providing a platform for emotional release and potential catharsis.
4.8 Figure 8[image: ]

This data analysis examines the influence of the popular TV show Squid Game in perpetuating a cathartic effect among young adults, focusing on whether viewers believe the show emphasizes violence. The research question explores respondents' perspectives on the level of violence depicted in Squid Game.A total of 180 participants responded to the survey, providing valuable insights into their opinions regarding the show's emphasis on violence. Among the respondents, 156 individuals expressed the belief that Squid Game indeed emphasizes violence, while 24 individuals disagreed. The findings indicate that a significant majority of viewers perceive Squid Game as a show that places considerable emphasis on violence. The show's depiction of intense and graphic scenes, including the portrayal of bloodshed and physical harm, likely contributes to this perception. The violent nature of the games and the brutal consequences faced by the characters provide viewers with a gripping and emotionally charged experience. However, it is important to note that a minority of respondents expressed a different viewpoint, suggesting that Squid Game does not emphasize violence. These individuals may have a more nuanced interpretation of the show, focusing on other aspects such as the social commentary, character development, or underlying themes of survival and inequality.
4.9 Figure 9[image: ]

This data analysis examines the emotional impact of the popular TV show Squid Game on young adults and its potential to perpetuate a cathartic effect. The research question explores respondents' personal experiences with the show and whether it evoked an emotional response. A total of 180 participants responded to the survey, providing valuable insights into their emotional engagement with Squid Game. Among the respondents, 154 individuals reported that the show had indeed had an emotional impact on them, while 26 individuals indicated otherwise. The findings suggest that a significant majority of viewers were emotionally affected by Squid Game. The show's intense and suspenseful storyline, coupled with its graphic depiction of violence and themes of survival and inequality, likely contributed to the emotional response reported by viewers. The emotional impact may manifest in various ways, such as feeling fear, excitement, empathy, or even a sense of catharsis. On the other hand, a minority of respondents did not experience an emotional impact from Squid Game. These individuals may have had different expectations, personal preferences, or emotional dispositions that made them less susceptible to the show's emotional resonance.
4.10 Figure 10[image: ]

This data analysis explores the emotional impact of the popular TV show Squid Game on young adults, particularly during the context of a pandemic. The research question examines respondents' emotional experiences while watching the show and their ability to connect with its themes and characters. A total of 180 participants responded to the survey, providing valuable insights into their emotional engagement with Squid Game during the pandemic. Among the respondents, 33 individuals expressed that the show's themes resonated with them on a personal level. This suggests that Squid Game struck a chord with viewers, potentially reflecting their own experiences with societal inequalities, competition, or the struggles faced during challenging times. Furthermore, 52 participants found the plot of Squid Game to be compelling, indicating that the storyline and its twists and turns captured their attention and created an emotional investment. The show's ability to generate suspense, surprise, and tension likely contributed to their emotional engagement. Moreover, a significant majority of respondents, 95 individuals, reported being able to connect with the characters in Squid Game. This suggests that viewers found the characters relatable or empathize with their struggles, creating an emotional bond and investment in their narratives. This connection with the characters may have heightened the emotional impact of the show, making it more cathartic for viewers.
4.11 Figure 11[image: ]

This data analysis examines the perception of violence in the Netflix TV series Squid Game among young adults and its potential influence on perpetuating a cathartic effect. The research question explores respondents' beliefs regarding the level of violence depicted in the show. A total of 180 participants responded to the survey, providing insights into their perceptions of Squid Game's violence. Among the respondents, 101 individuals strongly agreed that the show is violent, while 57 individuals agreed with this statement. On the other hand, 18 individuals disagreed, and only 4 individuals strongly disagreed. The findings highlight a significant majority of respondents perceiving Squid Game as a violent series. The portrayal of intense and graphic scenes, along with the show's depiction of life-or-death competitions and the ruthless nature of the games, likely contribute to this perception. The violence depicted in Squid Game may create a sense of shock, tension, and emotional engagement for viewers. However, a minority of respondents disagreed with the statement, suggesting a different perspective on the show's violence. These individuals may have varying interpretations or may place more emphasis on other aspects of the series, such as its social commentary or character development. The analysis underscores the significance of violence in Squid Game and its potential impact on the cathartic experience of young adult viewers. The show's explicit depiction of violence may evoke strong emotional responses and provide an avenue for emotional release and potential catharsis.
4.12 Figure 12[image: ]

This data analysis examines the belief among young adults that the graphic depiction of extreme violence and blood in the TV series Squid Game actually enhances its cathartic effect. The research question explores respondents' perspectives on the relationship between the show's violence and its potential for catharsis. A total of 180 participants responded to the survey, providing valuable insights into their beliefs regarding Squid Game's violent content and its impact on catharsis. Among the respondents, 93 individuals strongly agreed that the show's graphic depiction of extreme violence and blood makes it more cathartic for young people, while 66 individuals agreed with this statement. Conversely, 16 individuals disagreed, and only 5 individuals strongly disagreed. The findings suggest a significant majority of respondents perceiving a link between Squid Game's violence and its cathartic effect. The explicit portrayal of extreme violence and bloodshed in the show likely intensifies the emotional experience for viewers, potentially leading to a heightened sense of release and catharsis. The graphic nature of the violence may serve as an emotional outlet, allowing viewers to process and release their own emotions vicariously through the characters and their experiences. However, it is worth noting that a minority of respondents disagreed with the statement, indicating a different perspective on the relationship between violence and catharsis in Squid Game. These individuals may have varying interpretations or place more emphasis on other elements of the show, such as the psychological suspense, social commentary, or character development. The analysis highlights the significance of Squid Game's graphic violence in potentially enhancing the cathartic experience for young adult viewers. The explicit depiction of extreme violence and bloodshed creates a heightened emotional engagement, offering viewers a channel to release pent-up emotions and potentially experience a sense of emotional release and catharsis.
4.13 Figure 13[image: ]


This data analysis explores the belief among young adults that the TV series Squid Game reflects current social problems that contribute to their need for catharsis through entertainment. The research question examines respondents' perspectives on the show's portrayal of societal issues and its connection to the viewers' desire for emotional release. A total of 180 participants responded to the survey, providing valuable insights into their beliefs regarding Squid Game's reflection of social problems and its potential to fulfill the need for catharsis. Among the respondents, 82 individuals strongly agreed that the show effectively reflects current social problems leading to young adults' need for catharsis through entertainment, while 76 individuals agreed with this statement. On the other hand, 18 individuals disagreed, and only 4 individuals strongly disagreed. The findings suggest a significant majority of respondents recognizing the connection between Squid Game and contemporary social issues. The show's portrayal of societal problems, such as inequality, competition, and the impact of economic disparities, resonates with young adult viewers. It serves as a reflection of the challenges and struggles they face in their own lives, contributing to their need for catharsis through engaging entertainment. However, it is important to acknowledge that a minority of respondents held a different perspective, disagreeing with the statement. These individuals may have varying interpretations of the show's societal reflection or may not perceive a direct link between social problems and the need for catharsis through entertainment. The analysis highlights the significance of Squid Game in addressing and reflecting upon current social issues that impact young adults. The show's exploration of inequality, competition, and the consequences of economic disparities resonates with viewers, potentially providing them with a means of emotional release and catharsis. It offers a platform for viewers to confront and process their own experiences and emotions in relation to the societal problems depicted.

4.14 Figure 14[image: ]
This data analysis investigates the belief among young adults that storytellers leverage the cathartic effect of Squid Game to create more compelling and significant storytelling experiences for their audience. The research question explores respondents' perspectives on the utilization of catharsis by storytellers in the context of the TV series. A total of 180 participants responded to the survey, providing valuable insights into their beliefs regarding the use of catharsis in Squid Game and its impact on storytelling. Among the respondents, 83 individuals strongly agreed that storytellers make use of the cathartic effect of the show to create more compelling and significant storytelling experiences for young adult audiences. Additionally, 76 individuals agreed with this statement. Conversely, 18 individuals disagreed, and only 3 individuals strongly disagreed. The findings indicate a significant majority of respondents recognizing the intentional use of catharsis by storytellers in Squid Game. The show's creators employ emotional release and catharsis as narrative tools, allowing viewers to engage more deeply with the story and characters. By eliciting strong emotional responses, the storytellers create a more immersive and impactful storytelling experience for young adult audiences. However, it is important to acknowledge the dissenting opinions among a minority of respondents who disagreed with the statement. These individuals may have different interpretations of the show's storytelling techniques or may not perceive the deliberate utilization of catharsis in Squid Game. 

4.15 Figure 15[image: ]
This data analysis explores the willingness of young adults to participate in a series of games for a chance to win money, similar to the premise of Squid Game, and their confidence in their ability to survive. The research question examines respondents' perspectives on their own readiness to engage in such a scenario and their belief in their chances of survival. A total of 180 participants responded to the survey, providing valuable insights into their attitudes towards participating in high-stakes games and their confidence in their survival abilities. Among the respondents, 79 individuals strongly agreed that they would participate in a series of games to win money and believe they would survive. Additionally, 46 individuals agreed with this statement. However, there were also 30 individuals who disagreed and 25 individuals who strongly disagreed. The findings suggest a mixed response among the respondents regarding their willingness to participate in high-stakes games and their perceived chances of survival. A significant portion of the participants expressed a readiness to engage in such a scenario and exhibited confidence in their abilities to survive, aligning with the competitive nature of Squid Game. These individuals likely feel equipped with the skills, determination, or strategic thinking required to navigate challenging situations successfully. However, it is crucial to recognize that a substantial number of respondents disagreed or strongly disagreed with the statement, indicating a reluctance to participate or doubt in their survival capabilities. These individuals may prioritize their safety, value their well-being over financial gain, or possess a more cautious approach towards risk-taking activities.
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  4.16 Fig 16

The research topic focuses on examining the influence of the popular television series "Squid Game" in perpetuating a cathartic effect among young adults. The series revolves around a survival storyline, where contestants participate in deadly games for a chance to win a substantial amount of money. Interestingly, this premise bears similarities to the real-life crisis of the COVID-19 pandemic. When analyzing the responses received from the survey, it is evident that a significant number of participants, specifically 87 individuals, strongly agree with the notion that the survival storyline in "Squid Game" shares commonalities with the pandemic crisis. Additionally, 68 respondents agree with this perspective, further emphasizing the resonance between the series and the real-world situation. On the other hand, 23 participants disagreed, indicating a differing opinion on the connection between the two narratives. Only a minimal number of respondents, two individuals, strongly disagreed with the statement, suggesting a minority viewpoint. Overall, the findings suggest that the majority of young adults perceive a correlation between the survival storyline in "Squid Game" and the pandemic crisis. This association may contribute to the show's appeal, as it offers a cathartic release for viewers, enabling them to vicariously experience and process their own emotions and anxieties in a controlled fictional setting.
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   4.17 Fig 17
The research topic delves into exploring the influence of the widely acclaimed television series "Squid Game" in perpetuating a cathartic effect among young adults. One specific aspect of the series under investigation is the portrayal of violence and gore, and its impact on the level of engagement experienced by viewers. Analyzing the data obtained from the survey responses, it becomes apparent that a substantial number of participants, precisely 90 individuals, strongly agree that the violence and gore in "Squid Game" made the series more engaging. Moreover, 75 respondents express agreement with this viewpoint, further reinforcing the notion that these elements heightened the level of engagement within the show. In contrast, a minority of participants, only 14 individuals, disagreed with the statement, suggesting a differing perspective on the effect of violence and gore in enhancing engagement. Additionally, a mere one respondent strongly disagreed with the notion, indicating an extreme minority viewpoint. The data analysis reveals that the overwhelming majority of young adult viewers perceive the violence and gore in "Squid Game" as a significant factor that contributed to the heightened engagement of the series. These intense and graphic depictions likely intensified the suspense, tension, and emotional impact of the show, capturing the attention and interest of the audience. However, it is essential to consider the perspectives of those who disagreed or strongly disagreed, as their contrasting viewpoints may stem from personal preferences, sensitivities, or a desire for alternative forms of engagement.[image: ]






4.18 FIGURE 18
The research topic focuses on investigating the influence of the popular television series "Squid Game" in perpetuating a cathartic effect among young adults. One aspect of interest is examining the similarities between the isolation and desperation experienced by the contestants in the show and the isolation and desperation encountered by young individuals during the COVID-19 pandemic. Analyzing the data obtained from the survey responses, it becomes evident that a significant number of participants, specifically 86 individuals, strongly agree that the isolation and desperation depicted in "Squid Game" can be compared to the isolation and desperation experienced by youngsters during the pandemic. Furthermore, 80 respondents agree with this perspective, reinforcing the notion of parallel experiences between the two contexts. In contrast, a minority of participants, only 13 individuals, expressed disagreement with the statement, suggesting a differing viewpoint on the comparison. Additionally, a single respondent strongly disagreed, indicating an extreme minority perspective. The data analysis reveals that the majority of young adults perceive a resemblance between the isolation and desperation portrayed in "Squid Game" and the real-life experiences of youngsters during the pandemic. The intense and life-threatening circumstances faced by the contestants in the show mirror the sense of isolation and helplessness felt by individuals during periods of lockdown and social distancing. These similarities likely contribute to the show's resonance and the cathartic effect it elicits from viewers, as it provides a fictional outlet to process and understand their own emotional struggles. interpretations of the comparison or may not relate to the experiences portrayed in the show.[image: ]








  4.19 Fig 19
The research topic delves into examining the influence of the popular television series "Squid Game" in perpetuating a cathartic effect among young adults. One specific aspect under investigation is the depiction of distrust and conflict in the series, and its correlation with the realities of the world during the pandemic.Analysing the data collected from the survey responses, it becomes evident that a significant number of participants, precisely 87 individuals, strongly agree that the depiction of distrust and conflict in "Squid Game" aligns with the reality of our world during the pandemic. Additionally, 76 respondents express agreement with this viewpoint, further supporting the notion that the series reflects the environment of distrust and conflict prevalent during the pandemic. In contrast, a minority of participants, only 17 individuals, disagreed with the statement, suggesting a differing perspective on the association between the series and real-world circumstances. Remarkably, there were no respondents who strongly disagreed with the statement. The data analysis indicates that a majority of young adults perceive a resonance between the depiction of distrust and conflict in "Squid Game" and the realities of our world during the pandemic. The social, economic, and political turmoil experienced during the global health crisis likely contributed to an atmosphere of heightened distrust and conflict. The series serves as a platform for viewers to explore and potentially process these emotions, offering a cathartic release through its storytelling.[image: ]






  4.20 Fig 20
[bookmark: _heading=h.gjdgxs]The research topic explores the influence of the popular television series "Squid Game" in perpetuating a cathartic effect among young adults. A specific aspect of interest is examining the difference in following between "Squid Game" and another well-known series, "Bridgerton," with a particular focus on their respective plot elements.Upon analysing the data collected from the survey responses, it becomes evident that a significant majority of the participants, specifically 98 individuals, strongly agree that "Squid Game" has gained a considerably larger following than "Bridgerton" due to its survival thriller plot. Furthermore, 72 respondents express agreement with this viewpoint, providing additional support for the notion that the intense and suspenseful nature of "Squid Game" played a significant role in its widespread popularity. In contrast, a relatively small number of participants, just 8 individuals, disagreed with the statement, suggesting a differing opinion regarding the impact of plot elements. Moreover, a mere 2 respondents strongly disagreed, representing an extreme minority perspective. The data analysis reveals a clear trend, showcasing that the overwhelming majority of young adult viewers attribute the massive following of "Squid Game" to its survival thriller plot in comparison to "Bridgerton." The captivating and suspenseful nature of the series, combined with the high-stakes circumstances, likely captured the attention and fascination of the audience, thus contributing to its substantial popularity. Conversely, while "Bridgerton" may have its own appeal and following, the respondents predominantly associate the disparity in popularity to the specific plot elements found in "Squid Game."








CHAPTER 5
FINDINGS AND CONCLUSION

5.1 RESEARCH FINDINGS
1. The survey gathered responses from 180 participants, providing insights into the age demographics of individuals engaged with the show. Among the respondents, the largest age group consisted of young adults between the ages of 18 and 30, comprising a significant majority of 162 participants. This age range demonstrates a strong engagement with the show.
2. A total of 180 participants responded to the survey, providing insights into the gender demographics of individuals engaged with the show. Among the respondents, there was a relatively balanced representation of genders. The data revealed that 85 participants identified as male, while 95 participants identified as female. These findings indicate that Squid Game attracts viewers from both male and female demographics.
3.  Based on the research findings, it seems that a majority of the respondents (79 out of 180) strongly agree that if given a chance to participate in a series of games to win money, they would participate and believe they would survive. Additionally, 46 respondents agree, 30 disagree, and 25 strongly disagree with this statement. These findings indicate that a significant portion of the participants express a willingness to participate in such games and have confidence in their ability to survive.
4.  Based on the research findings, it appears that the majority of the respondents (174 out of 180) have seen the TV show Squid Game, while only 6 respondents have not seen it. These findings indicate that the majority of the participants in the research study have watched Squid Game, suggesting a significant level of familiarity with the show among the surveyed population.
5.  Based on the research findings, it appears that a majority of the respondents (153 out of 180) found watching Squid Game to be cathartic. On the other hand, 27 respondents reported not finding it cathartic. These findings suggest that a significant portion of the participants in the research study experienced a sense of catharsis while watching Squid Game, indicating that the show may have influenced a cathartic effect among young adults.
6. Based on the research findings, it appears that among the respondents who found Squid Game to be cathartic, the particular features that contributed to their cathartic experience varied. Among the given options, the highest number of respondents (98 out of 180) attributed their cathartic experience to the portrayal of blood and violence in the show. Additionally, 61 respondents mentioned competitiveness and survival as a theme as a factor contributing to their cathartic experience. Lastly, 21 respondents mentioned inequality in society and the economy as a feature that gave them a cathartic experience while watching Squid Game. These findings suggest that different elements of the show, such as its portrayal of violence, themes of competition and survival, and social inequality, played a role in eliciting a cathartic response among young adults.

7. Based on the research findings, it appears that a majority of the respondents (159 out of 180) believe that Squid Game effectively depicts modern society's realities for young adults, particularly during a pandemic. On the other hand, 21 respondents disagreed with this statement. These findings suggest that a significant portion of the participants perceive the show as an effective representation of the realities faced by young adults, especially in the context of a pandemic.

8. Based on the research findings, it seems that among the respondents who watched Squid Game during the pandemic, the emotional impact varied. Among the given options, the highest number of respondents (95 out of 180) mentioned that they could connect with the characters, indicating a strong emotional connection to the show. Additionally, 52 respondents found the plot compelling, suggesting that the storyline had an impact on their emotions. Furthermore, 33 respondents mentioned that the theme of the show resonated with them, indicating a personal connection to the themes explored in Squid Game. These findings suggest that the show had a range of emotional impacts on young adults, including a strong sense of connection with the characters, engagement with the plot, and resonance with the themes portrayed.

10. Based on the research findings, it seems that the majority of respondents (101 out of 180) strongly agree that the Netflix TV series Squid Game is violent. Additionally, 57 respondents agree, 18 disagree, and only 4 strongly disagree with this statement. These findings indicate a significant portion of the participants perceive the show as violent.

11. Based on the research findings, it appears that a majority of the respondents (93 out of 180) strongly agree that the graphic depiction of extreme violence and blood in Squid Game actually 
Makes it more cathartic for young people. Additionally, 66 respondents agree, 16 disagree, and 5 strongly disagree with this statement. These findings suggest that a significant portion of the participants believe that the intense violence portrayed in the show contributes to a cathartic effect among young adults.

12. Based on the research findings, it seems that a majority of the respondents (86 out of 180) strongly agree that the isolation and desperation experienced by the contestants in Squid Game can be compared to the isolation and desperation experienced by youngsters during the pandemic. Additionally, 80 respondents agree, 13 disagree, and only 1 strongly disagrees with this statement. These findings indicate that a significant portion of the participants perceive parallels between the experiences depicted in Squid Game and the challenges faced by young individuals during the pandemic, highlighting potential similarities in feelings of isolation and desperation.

13. Based on the research findings, it appears that a majority of the respondents (87 out of 180) strongly agree that the depiction of distrust and conflict in Squid Game reflects the reality of our world during the pandemic. Additionally, 76 respondents agree, 17 disagree, and no one strongly disagrees with this statement. These findings suggest that a significant portion of the participants believe that the portrayal of distrust and conflict in the series aligns with the experiences and realities of our world during the pandemic

5.2 CONCLUSION
The research on the influence of Squid Game in perpetuating a cathartic effect among young adults has yielded several significant findings. The study examined various aspects, including viewership, emotional impact, perception of societal realities, portrayal of violence, and connection with characters. Out of the 180 participants surveyed, an overwhelming majority of 174 individuals reported having watched Squid Game. This high viewership indicates the widespread popularity and engagement with the show among the surveyed young adults. The gender distribution among the respondents revealed a relatively balanced representation, with 95 females and 85 males. This suggests that Squid Game appeals to viewers across genders, highlighting its broad appeal and ability to resonate with diverse audiences. The age group between 18 and 30 emerged as the predominant demographic, with 162 out of 180 participants falling within this range. This finding indicates that Squid Game holds particular relevance and captivates a significant majority of young adults. The themes and content portrayed in the series likely align with the experiences and interests of this age group. A significant portion of respondents, 153 out of 180, found watching Squid Game to be a cathartic experience. This suggests that the show effectively elicits emotional responses and provides a sense of emotional release or satisfaction for viewers. The intense and thought-provoking narrative of Squid Game likely contributes to this cathartic effect. Furthermore, a majority of 159 participants believed that Squid Game effectively depicts modern society's realities for young adults, especially during a pandemic. This finding suggests that viewers perceive the show as relevant and reflective of the challenges and issues faced by young adults in contemporary society. In terms of the portrayal of violence, 156 out of 180 participants agreed that Squid Game emphasizes violence. This indicates that the show's graphic depiction of violent acts is recognized by viewers and contributes to the overall impact and tone of the series. A notable 95 out of 180 participants reported feeling a connection with the characters in Squid Game. This finding highlights the show's ability to create relatable and compelling characters that resonate with viewers on an emotional level.
[bookmark: _heading=h.30j0zll]The research on the influence of Squid Game in perpetuating a cathartic effect among young adults has yielded significant findings regarding the viewers' perceptions of violence, the graphic depiction of extreme violence, the relevance of the survival storyline to the pandemic crisis, and the connection between the isolation and desperation experienced by characters in Squid Game and the experiences of young adults during the pandemic.

A substantial majority of 101 out of 180 participants strongly agreed that the Netflix TV series Squid Game is violent. This finding confirms the recognition of the show's violent nature by the surveyed young adults.

Furthermore, 93 participants strongly agreed and 66 participants agreed that the graphic depiction of extreme violence and blood in Squid Game actually made the show more cathartic for young people. This indicates that the intense and graphic portrayal of violence in the series contributes to its ability to evoke strong emotional responses and provide a cathartic experience for viewers.

In terms of the relevance to the pandemic crisis, a significant majority of 97 participants strongly agreed that the survival storyline in Squid Game had a lot in common with the pandemic crisis. This suggests that viewers perceive similarities between the challenges faced by the characters in the show and the real-life experiences of young adults during the pandemic. Regarding engagement, 90 participants strongly agreed and 75 participants agreed that the violence and gore in Squid Game made the series more engaging. This finding implies that the explicit depiction of violence adds to the overall appeal and captivation of the show for young adult viewers. Additionally, 86 participants strongly agreed that the isolation and desperation experienced by the contestants in Squid Game can be compared to the isolation and desperation experienced by youngsters during the pandemic. This highlights the viewers' ability to relate the struggles depicted in the series to their own experiences, creating a deeper emotional connection with the show. These findings indicate that Squid Game successfully engages young adult viewers through its violent content, the relevance of its survival storyline to real-world crises like the pandemic, and the ability to create a sense of connection between the fictional characters and the viewers' own experiences. It is important to note that the research findings are specific to the surveyed participants and may not be representative of the entire population. However, they provide valuable insights into the impact of Squid Game on young adults and its role in perpetuating a cathartic effect by utilizing themes of violence, survival, and relatability to real-world challenges. 

Overall, the research findings underscore the significant influence of Squid Game in perpetuating a cathartic effect among young adults. The show's popularity, emotional impact, depiction of societal realities, emphasis on violence, and character connection contribute to its appeal and ability to captivate viewers. These insights provide a deeper understanding of Squid Game's influence on young adult audiences and its contribution to the realm of entertainment and storytelling.
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