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About the project

The results presented in this report are based on responses to an online survey developed by The Happiness Research Institute for
the purpose of evaluating and gaining insight into the impact of Bifrost activities & programs.

The evaluation focused on exploring the broader wellbeing effects of Bifrost activities. A key motivation was to understand
whether participation in this recreational community can foster inclusive social connections and help counteract isolation or
exclusion, especially among individuals who do not thrive in other communities due to, for instance, discrimination.
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4 About Bifrost

“ Bifrost is a national association that offers creative activities for young people
y A* including cosplay, roleplaying games, military simulations and much more.

' The activities are run by local programs all over Denmark.
bifrost y local prog

About the Happiness Research Institute

The Happiness Research Institute is an independent think tank specializing in
wellbeing, happiness and quality of life. The Institute's goal is to show how

measurements of people’'s wellbeing can be used inform programmatic, budgetary,
and/or policy decisions to improve population wellbeing.
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Recreational communities are powerful wellbeing
engines

*Particularly important for young people that face exclusion in traditional settings (such as
at school)

Participants report exceptionally high levels of
belonging and inclusion within the Bifrost community

*More so than in other recreational club/school settings

Participants feel that this inclusive environment fosters
real-world skill development

*By offering safe spaces to explore, participants report e.g., an increased sense of
confidence, greater comfort speaking in front of others, and social life improvements (to

name a few)
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Respondents were asked to complete an online survey centered
around themes of social connection, collaborative skill-building, self-
esteem, subjective wellbeing, and general experiences with local
programs.

Both Bifrost leaders and participants (8 years of age and older) were
eligible to respond to the survey, which was offered online in Danish
between December 2024 and September 2025.

These results are based on responses to a single timepoint survey.
*In light of a lower response rate, the findings reported should be viewed as
indicative of meaningful trends rather than statistically significant results.
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69 survey responses were collected

AT AGLANCE
As of September 15t* 2025




Demographics

32%

Leaders

Of the 69 respondents:
- 32% were leaders
- 68% were participants

The average age of the group was 21.4 years of age
- Leader respondents were, on average, 28.4 years of age
- Participant respondents were, on average, 18.2 years of age

In terms of gender identity:
- 54% of respondents were men
54% « 32% were women
Boy/Man - 14% did not identify with this binary
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Primary &
secondary
activities

Bifrost meetings involve, and often combine, a variety of
activities.

When asked about the primary activity of the local
organization they attend, most survey respondents reported

live roleplay (41%), followed by cosplay (17%), crafting (14%).

When asked whether they also take part in any secondary
activities during meetings, certain activities were more or
less likely to be reported together.

For instance, among participants that reported both primary

and secondary activities:

« 50% of tabletop role-players reported crafting as their
secondary activity, whereas the other 50% reported live
roleplay.
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% Reported Secondary Activity (Given Primary Activity)

Secondary Activity:

H 2nd: Wargaming
2nd: NERF
2nd: Live Roleplay
2nd: Crafting
2nd: Cosplay
2nd: Tabletop Roleplay

Tabletop
Roleplay

Cosplay Crafting Live Roleplay

Primary Activity
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Meeting structures e oL e e

Social recesses For instance, crafting groups were the most likely to report
. . . . . social recesses during meetings (86%), whereas live
Some Bifrost groups organise a social recess during meetings, roleplay groups were the least likely (35%).

wherein the group takes time to connect with and talk to others
outside of the organized game.
100%
o . % Reporting Social Recesses “Every Time”
» For the majority (55%), a x Primary Activity
social recess is part of every

meeting.
g 80% 86%

55%

Socidl « This is followed by 32% who
32% report having social recesses

Recess . . .
Sometimes durlng some meetlngs.

Every Time 60%

« Only 13% report never or
rarely having a social recess.

40%

When asked if they would prefer

: : 20%
more or less time to informally

socialize during meetings, 96%
nearly all participants reported would not change the
being content with the current current frequency of -
structure: social recesses _ .
Tabletop Cosplay Crafting Live NERF Other
96% of participants would not Roleplay Roleplay
change the current frequency
of social recesses (4% want more; 0% want less). * Happiness Research K
Institute
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Meeting structures

Regional & nhational meet-ups

“I like that there are a few big events to look

PeriOdiCO”y, Bifrost orgonizes Iarge-scale regional and national forward to many months in advance
events. without it taking up my week-to-week
weekdays.”

We asked older respondents (aged 16 years and older) if they had o
ever attended a large-scale event, of which the majority (79%) had. - Older participant (age 16+)

The survey results suggest
that these large-scale
events are greatly
appreciated by the
participants.

“We are unique in how divided we are so
seeing everyone is a good idea.”

32%

would not change .
689 the current - Of those who previously
(o]

frequency attended a regional or
national Bifrost event:

- Older participant (age 16+)

would like

to see more
large-scale

events 68% reported wanting to see “[The large-scale events are] fun and
more large-scale events in they give me some freedom.”
R - Older participant (age 16+)
(32% are content with the

current frequency;

0% would like to see less).
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Attendance

How long have participants been
attending meetings?

- 37%

300/ have been attending Bifrost
O meetings for less than 1 year

33 have been attending Bifrost
(- meetings for 1-2 years

have been attending Bifrost
meetings for 3 or more years

How often do participants attend Bifrost
meetings?
We asked respondents how many times they
had attended a Bifrost meeting over the past 2
months: 22%
1-2 times 34%
 Most (44%) reported attending a meeting 3-5 times
« 6 or more times over the past 2 months
(roughly once a week)

« This was followed by 34% reporting
attendance 3-5 times over the past 2
months (roughly once every 2 weeks)

“How often have you
attended a Bifrost meeting
over the past 2 months?”

 Lastly, 22% reported going 1-2 times over
the past 2 months (roughly monthly)

What about other recreational activities?

We asked respondents about their involvement in other recreational
clubs/orgcmized leisure activities (i.e., arts, sports, e-sports, or other clubs).
On average 71% of the sample attends at least 1 other club/leisure activity.

This means that for 29% of participants, Bifrost is the only organized
recreational community they are a part of.

Among those that attend at least 1 other recreational activity, the frequency of
attendance was similar (i.e., 43% attend their other activity at least once a

week).
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Recreation & wellbeing

Why do participants attend Bifrost meetings?
Here are the top 3 reasons:

1. BELONGING 2. FUN 3. CREATIVITY
¢ ; LY
e g~
+
88% 87% 73%
“..because | feel like | “.. because of the fun “..to be
belong here” activities we do” creative”

Studies indicate that engaging in leisure activities, ranging from sports to arts
and social clubs, is associated with: reductions in stress and depressive
symptoms, fewer behaviour difficulties, and stronger overall wellbeing.'”

Looking to young Danish populations specifically:
« Young people active in associations report higher life satisfaction.®

- Participation is also linked to reduced loneliness.”

This observed relationship, wherein recreational club participation is linked to
better life outcomes, served as a key motivation for this project evaluation.

Leversen, |. et al. (2012). Basic psychological need satisfaction in leisure activities and adolescents’ life satisfaction. Journal of Youth and Adolescence.

Trainor, S. et al. (2010). Leisure activities and adolescent psychological wellbeing. Journal of Adolescence.
DUF (2023). Unges deltagelse i foreningslivet. p.4.
LEGO Foundation (2023). Barns trivsel i fritidsaktiviteter. p.49.

As a first look: we indeed see evidence of the relationship
between club engagement and wellbeing in our sample:
Bifrost participants reporting higher meeting attendance
over the past 2 months (1-2 times vs. 3-5 times vs. 6 or
more times) were more likely to report above-average
life satisfaction.

% of Participants with Above-Average Wellbeing
X Bifrost Attendance Frequency

50%

45%

40%

35%

30%
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15%

10%
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0%
% % %

Attended 1-2 timesin 3-5 times 6+ times

past 2 months
m Above-average wellbeing
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Pathway to wellbeing

Theory: How might recreation enhance life outcomes? “Becoming a part of Bifrost has

exposed me to many people who

. . . . . . i have supported me through
Multiple pathways link participation in recreational clulbs to better life outcomes. difficult times.”

Wellbeing research tells us that this can be attributed to the fulfilment of basic social and - Older participant (age 16+)
psychological needs, such as connection, competence, and autonomy.

1 Social network “I am happier and more positive
and have more valuable things in

my life. This means | see people
more consistently than before.”

- Older participant (age 16+)

Recreational
club

Improved

participation wellbeing

“[Participating has] made me
more confident and helped
with my anxiety.”

* Positive emotions

W t Sense of belonging
.63%95

- Older participant (age 16+)

0y .
<0 1 Confidence

-
-
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the past 2 month, while 32% reported sometimes or often
discrimination:

experiencing discrimination.
A critical factor in the pathway

Have you experienced discrimination

. .. ) . i . o in the past 2 months?
As introduced, participating in organised recreational activities can

broadly support wellbeing through social connection and skill-

building. 399,

The nature of Bifrost’s activities introduces another important layer res

to this pathway: cosplay and roleplay offer controlled

environments for practicing social interaction. In these settings,

rules and expectations for behaviour are clearer and more

predictable.

As such, participation in Bifrost activities % (Sl (16 (ETE 6

may be particularly enticing to, and community where we

supportive of, people who face higher practice playing, , , . ,
instances of social exclusion in more because it feels like To examine whether Bifrost participants are more likely to
mainstream settings we're also practicing face discrimination or exclusion compared to their peers,
(such as at school, work, or other being with each other in we restricted our sample to match the age ranges reported
recreational clubs) due to factors such o e Wy, e e in an external sample of school-aged Danish children.® We
as neurodivergence.'? same time. then compared the proportion of participants experiencing

~ Bifrost Participant discrimination to that of this age-matched subsample.

This informs another key motivation for this

evaluation: exploring whether groups that are at * The percentages were very similar, suggesting that
higher risk of social exclusion (such as those that Bifrost participants do not necessarily experience higher
experience discrimination), differ in terms of levels of discrimination.

program engagement and the benefits derived.

. . Happiness Research

1. Visuri, | (2024). Autistic re-creation: Live action role-play as a safe and brave space for social learning. Thinking Skills and Creativity. *Note: Due to small sample size, this comparison should be F)_p A

2. Cross, Letal. (2025). Game changed: Exploring the role of board games in the lives of autistic people. Journal of Autism and Developmental Disorders. interpreted as a preliminary insight indicative of a trend, Instrtute | 4 A
3. Bgrnesundhedsprofilen 2023. (2023). Kgbenhavn. Kgbenhavns Kommune. rather than a statistically rigourous comparison. blfFOST



Primary Activity
X Experienced Discrimination

m No discrimination Experiences discrimination
100%
14% 70% 44% 21% 33%

80%
Interestingly, comparing

79%
57% propo.rtions across oct.ivity types,
e participants experiencing
- discrimination were more likely
to report cosplaying as their
primary activity (70%).

Tabletop Cosplay Crafting Live Roleplay NERF
Roleplay

60%

40%

20%

0%

Type of Discrimination

61% 61%
56%
e Among those that reported
% 0 i
44% some form of discrimination
over the past 2 months,
20% 28% appearance (61%) was the most
reported single reason.
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Experiences discrimination Feeling After Bifrost Meeting (% Selected)

M No discrimination X Experienced Discrimination

7%
Included :

73%
68%

Supported by others

73%
Happy
86%

A47%
43%

Like | did a good job

40%
38%

Confident

: 20%
Challenged (in a good way)

35%

%

7
Like | could've done better I
3%

0%
0%

No change

%

0
Frustrated
B

0% 20% 40% 60% 80%

100%

Participation may help
reduce the harms of
discrimination

Participants who experience discrimination tend to report
poorer wellbeing overall. Among Bifrost participants, this was
evident: those who reported experiencing discrimination were
nearly 3 times less likely to report coping well at home
(compared to reporting either coping "okay" or "poorly”).

In a similar vein, when asked how they feel after attending a

meeting, participants who experiencing discrimination were
less likely to report feeling happy (73% vs. 86%, respectively).

On the other hand, they were

more likely to report feeling “Great emphasis is
included at Bifrost meetings placed on communities
(87% vs. 70%, respectively) that everyone can

participate in, regardless

— a key factor on the pathway . N s

linking recreational activity

participation and higher e
wellbeing. - Older participant
(age 16+)

This highlights the potential of
Bifrost activities to buffer
against the social exclusion that

discrimination can cause. _ y
Happiness Research A*
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Who/where: Feeling part of a community

Participants were asked where they most feel part of a good community, and
could make up to three selections from the following options: friends, family, Where do you most feel part of a good community?
work, school, free-time activities, online communities, or never.

To explore whether similarly aged Danish youth report the same patterns, we Friends 85%
matched our sample (16—29 years) to an external comparison group.!

Free-time activities

Among Bifrost participants aged 16-
29 years, the top 3 most commonly
selected communities were:

. Online

1. Friends (85%)

2. Free-time activities (70%)

3. Online communities (41%) Work

In comparison, the top communities Family

reported by the extermal group (a

representative sample of Danish ‘I have never experienced a
adolescents aged 16 to 29 years of age) Never better community. This is where

were:* my friends are and where |
1. Friends develop as a person.”
“[I have made] new close friends

g' e mllly that I love and trust. They have el | oo - Older participant (age 16+)
- Wor helped me love myself and learn to 7%
push boundaries.”
0% 20% 40% 60% 80% 100%

- Younger Participant (age 8-15)

. &
S Happiness Research
'DUF (2023). Unges deltagelse i foreningslivet. p.4. g y
*Note: Due to small sample size, this comparison should be interpreted as a preliminary Institute

insight indicative of a trend, rather than a statistically rigourous comparison. b 'HCFOSJ[




Setting : Bifrost Other school
CO m pq.rlso n: Recreational Clubs
belonging &

accepiance

In a similar fashion, participants
were asked to indicate their level of
agreement with statements
concerning their sense of belonging
and acceptance across 3 settings:

(i) Bifrost,
(“) Other recreational clubs, "People here allow more likely to more likely to
(iii) school. me to bewho lam.” strongly agree strongly agree
for the setting for the setting
Responses were captured on a 5- VS. VS,
point agreement scale from
‘strongly agree” to "strongly
disagree.”
. . o o a4
lglee gteeghgagig?;gg?ergf :‘E))?’?r:z PeOple here make more likely to more likely to
H /4
given statement in the Bifrost me feel like | belOng- foriLrgngly ags':,;n fors;tr]rgngly qgsre?c?in
setting versus either the school or Vs J vs J

other recreation settings
are reported on the right.
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Who/where: Feeling confident

Once again, prompted with a statement, respondents were asked to select up
to three choices among: friends, family, work, school, free-time activities,
online communities, or never.

This time, the prompt asked where they feel most confident.

Among Bifrost participants of all ages (8+), the top 3 most commonly selected
communities were:

1. Friends (72%)
2. Free-time activities (64%)
3. Family (52%)

Where do you most feel most confident?

Free-time activities

School

Never

0% 20% 40% 60% 80% 100%
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Setting
comparison:
confidence &
speaking

Participants were also asked to indicate a
frequency for a given behaviour, across 3
settings:

(i) Bifrost,

(ii) other recreational clubs,

(iii) school.

Responses were captured on a frequency
scale ranging from "always” to "never.”

The likelihoods that participants selected
“always” for the given statement in the Bifrost
setting versus either the school or other
recreation settings are reported on the right.

Other
Recreational Clubs

Bifrost

“How often do you
join in on group Uk
discussions?” for the setting

VS.

“How often do you
feel comfortable

more likely to
select “always”

speaking in frontof ;- setting

others?” vs.

School

more likely to
select “always”
for the setting
VS.

more likely to
select “always”
for the setting
VS.

Happiness Research A‘L«VA
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have Bifrost
articipants

What skills, if anc}l,
meetings helped p
develop?

Talking to others/making new friends

N%

Being creative °

J S0 “I have learned to be more
spontaneous and that trying new
56% things is not as dangerous as |
thought, this has opened up many

new experiences and friends.”

Feeling more positive/less stressed

Solving problems on my own 55% - Older participant (age 16+)

Trying new things 53%

Speaking up in front of others °
P g up 49% “It has made me more

courageous and

Working with others 47% helped me be proud of
who | am.”
Feeling better about my self 35% - Yo U?Qer %Oggfipant
age 8-

Asking for help 24%

0

X

10% 20% 30% 40% 50% 60% 70% 80%
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Participant
recommendations

Finally, we asked participants
what they would like to to see
more of or less of during

More role playing

"More role-playing. There is often time pressure

More rules explanation
“Better at including newcomers in the game.”

“More explanation for players on how to play
well.”

“I would like us to do more knowledge sharing
in connection with game mechanics and
experiences.”

meetings. e
for regular activities. “listen to
Here are the most common S g le—blaving in th those who
themes that came up: ore hygge anhd more rele=pidying In the speak softly.”
camps.
“Less rule riding and more focus on the role MO EnEngE
play itself” ) S .,
Everything is amazing.
“I think it's just fine the way it is.”
More combat SceneS/novelty ”Nothing. It's perfect."

"New campaigns.”

“Fighting games.”

“I think it works really well the way it is
right now, it doesn't need to be changed.”

“Times where our characters
are put in a bit of danger.” "Good as it is now.”
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Highlights
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Recreational communities are powerful wellbeing
engines

*Particularly important for young people that face exclusion in traditional settings
(such as at school)

Participants report exceptionally high levels of
belonging and inclusion within the Bifrost community

*More so than in other recreational club/school settings

Participants feel that this inclusive environment
fosters real-world skill development

*By offering safe spaces to explore, participants report e.g., an increased sense of
confidence, greater comfort speaking in front of others, and social life improvements
(to name a few)
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Contact:

study @happinessresearchinstitute.com

www.happinessresearchinstitute.com
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