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PREFACE 
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FOREWORD 
 
It is a historical fact that every new medium emerging has influenced people in many ways 
and has led to questions and issues about positivity, but also limitations of use (radio, 
television). However, the internet seems – at this time – different from all previous human 
innovations. It is a most fascinating way of communicating and expressing, also learning and 
having fun. There is constant feedback, no limitation to expressing oneself, total freedom in 
various activities. But there are two sides to the coin regarding the amazing power of the 
medium. While there is undoubtedly a positive side, but hazards may also be present. 
  
One must also take into consideration the vulnerability of young people to such an 
influence, as the developmental characteristics of adolescent years (neurobiological 
immaturity, curiosity, compulsivity, relative lack of critical judgment) lead to behavioural 
patterns that relate to loss of control and relative psychosocial impact. As young people are 
our capital for the future, the definition of “healthy” internet use is a priority in modern 
societies.  
 
Excessive use and addictive behaviour have been reported in individuals globally and 
research has focused on that phenomenon these last few years. Is it true addiction? Where 
does it lead? How does it begin? How can it be limited? Are there “addictive” activities?  
 
These are questions that the European Network for Addictive Behaviour (EU NET ADB) 
survey aims to answer and so cast light on the controversial and important for public health, 
area of internet use in the adolescent years.  
 
It is so evident that we are facing a dynamic phenomenon that will be changing rapidly from 
year to year, and the present findings can only represent one specific time point. However, 
we feel that it will be a significant contribution to the current literature. 
 
Artemis Tsitsika 
EU NET ADB Coordinator 
Lecturer in Pediatrics—Adolescent Medicine 
Head of the Adolescent Health Unit (AHU) 
University of Athens, Greece 
“P. & A. Kyriakou” Children’s Hospital 
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EXECUTIVE SUMMARY   
 
The EU NET ADB study  
This report presents the findings of the EU NET ADB study, funded by the European 
Commission’s Safer Internet Programme. The EU NET ADB research project aims to augment 
the knowledge base of the Internet addictive behaviour risk among adolescents in Europe. 
The participating countries are Greece, Spain, Poland, Germany, Romania, the Netherlands 
and Iceland. A representative sample of 13.284 adolescents aged 14-17 years who are in 
education, from these seven European countries, was surveyed between October 2011 and 
May 2012. The survey included questions regarding adolescents’ internet access and use; 
internet addictive behaviour; online communication and social networking; computer 
gaming and gambling; and other potentially risky as well as positive experiences.   
 
Internet access and use 
The internet plays an important part in many adolescents’ every day lives, with 64% being 
online six days per week or daily. The most common devices adolescents used to access the 
internet were their mobile phone (50%), desktop computer (48%) and laptop (46%). In 
terms of the location of use, the majority of adolescents accessed the internet from their 
own bedroom (68%), followed by the living room or other family shared room at home 
(37%). Fewer adolescents accessed the internet at school (13%). The average age at 
initiation of internet use for the younger adolescents (14-15) was nine years, whereas for 
the older ones (16-17) it was ten. Adolescents engaged in various activities online weekly or 
daily. The most popular online activities undertaken at least weekly was using social 
networking sites (85%) and watching videos/movies (83%), followed by instant messaging 
(65%), downloading music (59%), doing homework (56%), and e-mailing (48%).  
 
Internet addictive behaviour (IAB) and Dysfunctional internet behaviour  
About one percent (1.2%) of adolescents exhibited internet addictive behaviour (IAB) as 
measured by the Internet Addiction Test (IAT; Young 1998). On top of that, an additional 
12.7% was classified according to the same instrument as being at risk for IAB, meaning that 
they showed symptoms of IAB that cause problems and need attention, but whose 
behaviour is not largely characterized by serious addictive symptoms. Thus, in total, 13.9% 
had a dysfunctional way of using the internet, i.e. dysfunctional internet behaviour. The 
prevalence rate of dysfunctional internet behaviour was higher among boys than girls 
(15.2% vs. 12.7%) and it varied widely across countries. Overall, the prevalence rates were 
highest in Spain, while the lowest were in Iceland. Importantly, the study findings revealed 
that dysfunctional internet behavior was associated with notable emotional and 
psychosocial maladjustment among adolescents.   
 
Online communication and social networking 
Online communication was the most popular online activity among adolescents. Using 
Social Network Sites (SNS) constituted the most popular of all online activities among all 
adolescents (at least weekly 85%), while instant messaging (IM; 65%) was the third most 
popular activity, followed by e-mail (48%). 92% of all adolescents were members of at least 
one SNS. On a normal school day, 40% of adolescents spent more than two hours per day 
on SNS, whereas on a normal non-school day (weekends, holidays), 60% spent more than 
two hours per day. Heavier use of SNS (more than 2 hours per day) was associated with 
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lower competency scores (assessed across activities, academic performance), higher 
internalizing and externalizing problems, and higher rates of dysfunctional internet 
behaviour.   
 
Computer gaming 
Adolescents reported playing games on average one hour per weekday or weekend. As 
measured by the Assessment of Internet and Computer Gaming Addiction (AICA-S; Wölfling, 
Müller & Beutel, 2011) among adolescents who play games (61.8%), the large majority were 
“functional users” (89%), whereas a smaller percentage showed signs of “abuse” (8.2%) and 
“addiction” (2.6%). Adolescents who abused or were addicted to computer gaming reported 
notable emotional and psychosocial maladjustment. Among those who play games, 
displaying signs of abuse or computer gaming addiction was associated with dysfunctional 
internet behaviour.  
 
Internet gambling 
10.6% of adolescents had gambled in an on-site gambling venue and 5.9% through a 
gambling internet site in the past 12 months. Among adolescents who had gambled on-site 
or online, the proportion that was at risk or had a gambling problem was 28.1% (at risk for 
gambling problem 8.2%; gambling problem 19.9%). At risk or problem gambling was 
associated with internalizing and externalizing behaviour problems. The proportion of 
adolescents with dysfunctional internet behaviour increased as the problems with internet 
gambling increased.  
 
Potential risks and positive experiences in the context of internet use 
Almost 30% of adolescents reported that they had met offline with someone whom they 
first met on the web, which may constitute a potentially risky experience.  Perceived 
harmful experiences from such meetings accounted for a small proportion of adolescents 
(5.4% of the total sample). In addition, more than half of adolescents were exposed to 
online sexual material at least once in the previous year. Findings suggest that although in 
general more boys were exposed to pornography, more girls who had seen such material 
were bothered by it. Cyberbullying was found to be a problem of substantial scope, 
concerning more than one in five respondents to the survey. Additionally, the self-perceived 
feeling of being harmed by being bullied was reported by more than half of these 
respondents. In terms of websites with dangerous content, adolescents visited sites with 
hate messages (22%) and to a lesser extent sites with content on ways to be very thin (19%), 
on drugs (14%) or on how to harm oneself physically (12%). A smaller, yet important 
percentage of adolescents (8%) had encountered sites with suicidal content. 
 
In terms of positive experiences, the majority of adolescents (69%) stated that, compared to 
their parents, they possessed broader knowledge concerning the internet, whereas more 
than half (54%) claimed that they knew a lot about using the internet. Overall, adolescents 
reported that the internet has been useful to them in being in touch with friends (84%) and 
doing homework (81%), as well as in keeping up to date with the latest news (50%).  
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Implications 
The EU NET ADB findings facilitate the continuing monitoring of adolescents’ online 
behaviours across the studied European region and contribute to a further understanding of 
the underlying determinants of internet addictive behaviour in adolescents aged 14-17. The 
present report includes top line findings by standard demographic variables and by country. 
Recognising that many complex relations among variables, and more subtle categorisations 
of adolescents and of countries are important in interpreting the findings, these will be 
pursued in future reports. 
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1. INTRODUCTION 
 

A. CONTEXT 
The internet has revolutionized the flow of information and communication between 
people, changing the way we interact with others, gather and disseminate information, do 
business, and express and entertain ourselves. Just like the rest of the world, Europe has 
embraced the internet and a remarkable ongoing progress has been achieved in various 
domains (education, information, professional engagement, entertainment etc.). However, 
some problematic areas have also emerged (addictive behaviour and other hazards). 
Internet addictive behaviour has been studied in the past few years, but an extensive 
literature review revealed some flaws and gaps in the study designs: a) the variety and lack 
of validation of instruments used to measure internet addictive behaviour; b) the need to 
define internet addictive behaviour and set the limits of what is to be considered 
problematic use vis-à-vis healthy use; c) the lack of cross-cultural studies using common 
instruments. The above limitations prevented a robust picture of all aspects of the impact of 
internet use in Europe. Priority areas for research on internet use include defining functional 
versus dysfunctional internet use and identifying antecedents and outcomes of internet use 
in a cross-cultural sample. 
 

1.1  The EU NET ADB Study 
 
This quantitative report is part of a wider project carried out across seven European 
countries between October 2011 and May 2012 (see Annexes 1 and 2). The project was 
funded under the Safer Internet Programme (SI-2011--KEP-4101007), a multiannual 
Community Programme on promoting safer use of the internet and new online 
technologies. The project employed a mixed-method design, combining (1) a quantitative 
assessment of the prevalence and risk factors associated with internet addictive behaviour 
(IAB) in adolescence, presented in this report, and (2) a qualitative exploration of the 
development of addictive behaviour (presented in the EU NET ADB D5 Deliverable). We 
adopted a mixed-method design in order to develop a systematic representation both of 
adolescents’ self-reported behaviour (assessed through quantitative questionnaires) and of 
their lived experience (captured through personal detailed narrations). Our foremost aim 
was to delineate the phenomenon of internet addictive behaviour by integrating and 
complementing the two research paradigms.  
 

1.2 This Report 
 
This report presents the findings of the EU NET ADB Deliverable D6.2: Quantitative Analysis. 
The EU NET ADB project aims to strengthen the knowledge base, at a European level, of the 
internet addictive behaviour risk among adolescents through quantitative research on the 
intensity and prevalence factors of this phenomenon, in order to understand to what extent 



 

 

14 

internet addictive behaviour is an online risk among minors in Europe. Findings come from a 
survey conducted in seven participating countries (Figure 1).  
 

 
Figure 1. Participating countries 

 

1.3 Theoretical Framework 
 
A specific behavioural pattern has been observed with respect to internet use, leading to 
isolation and neglect of important everyday activities, other aspects of social life and even 
personal health in general. The phenomenon has received increasing research attention and 
various terms have been used to describe it, such as “excessive”, “problematic”, 
“pathological”, “addictive” use and others. The scientific community worldwide has not 
come to an agreement on what constitutes internet addiction, and whether this behavioural 
pattern actually constitutes an “addiction”; the American Psychiatric Association 
recommends additional research on this matter and does not include it in the Diagnostic 
and Statistical Manual of Mental Disorders (DSM-V) as an official diagnosis. 

 
We employ the term Internet addictive behaviour in this study, as other terms often do not 
describe the spectrum of symptoms that may express such a condition. For example 
“excessive” use may show the extreme amount of time dedicated to internet activity, yet it 
does not include the neglect of crucial parts of psychosocial life or the dysfunction that this 
may lead to. The term “problematic” may also imply other problems than simply addiction-
related problems, such as non-legal downloading, underage gambling, grooming etc., while 
“pathological” has a strong medical connotation and this is not yet established nor 
scientifically broadly approved. 

 
Internet addictive behaviour is defined as a behavioural pattern characterized by a loss of 
control over internet use. This behaviour potentially leads to isolation and neglect of social, 
academic, recreational activities or personal health. 

 
In addition, it is important to note that while the term internet addictive behaviour suggests 
that individuals become addicted to the internet medium, the actual behavioural pattern is 
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associated with particular online activities, mostly online gaming and the use of online 
communication activities or social networking sites (Van den Eijnden, Meerkerk, Vermulst, 
Spijkerman, & Engels, 2008; van Rooij, Schoenmakers, Van de Eijnden, & Van de Mheen, 
2010).  
 
While many researchers and clinicians recognize this pattern of uncontrolled behaviour, 
critics argue that not all criteria used to identify this behaviour (in accordance with 
pathological substance dependence or gambling) reflect core symptoms of the behaviour. 
They argue that some may reflect “normal” enthusiastic behaviour (i.e., tolerance, euphoria, 
cognitive salience) whereas others do reflect a pathological behaviour (i.e., conflict, 
behavioural salience, withdrawal, relapse; Charlton, 2002; Charlton & Danforth; 2007; 
Wood, 2008;). In addition, clinical experience and data from the qualitative material has 
revealed a self-correction behavioural pattern in some individuals who have stopped 
addictive use by themselves with no external intervention. This situation does not occur in 
cases of other addiction patterns (e.g. drug addiction) (Kormas, Critselis, Janikian, Kafetzis, & 
Tsitsika, 2011). Therefore, we do not wish to speak of addiction, but rather a behavioural 
pattern characterized by addiction-like symptoms.  

 
Minors and particularly adolescents in the middle chronological period (14 to 17 years old) 
appear especially vulnerable to such behaviour due to the developmental characteristics of 
this phase (Liu & Potenza, 2007). When it comes to acquiring knowledge, apart from 
theoretical education, trial and error seems to be the most frequent process of learning and 
deciding. Thus, adolescents are more exposed to various influences while they undergo an 
era of experimentation. In addition, they are by nature enthusiastic and unable to control 
activities that stimulate them, such as internet games. Continually escaping from real life to 
cyberspace has been associated with serious problems in adolescents’ daily life.  

 
The phenomenon of internet addictive behaviour in adolescence seems to be multifactorial. 
According to system theories (e.g., developmental contextualism, Lerner 1986, 1991; Lerner 
& Tubman 1991; ecological perspective, Bronfenbrenner 1979; Bronfenbrenner & Crouter 
1982), development is the result of the interaction between characteristics of the individual 
and his or her context. Therefore, the interaction between within-person variables 
(competencies and vulnerabilities), interpersonal variables (family, peer group and personal 
relationships) and extra-personal variables (socioeconomic and cultural) may provide 
varying levels of either risk or protection. Risk factors are defined as correlates that increase 
the likelihood of the onset or maintenance of a problem state (Bronfenbrenner 1979; Coie 
et al., 1993; Masten 2001), such as internet addictive behaviour. In contrast, protective 
factors, defined as “safeguards that enhance a person’s ability to resist stressful life events, 
risks, or hazards and promote adaptation and competence” (Small & Memmo, 2004, p. 3), 
may act as a buffer to dysfunction (Rutter, 1987; Sandler, 2001).  

 
European research on internet addictive behaviour has been conducted in recent years with 
various results (Batthyàny, Müller, Benker, & Wölfling, 2009; Durkee, et al., 2012; Ferraro, 
Casi, D’Amico, & Blasi, 2007; Johansson & Gotestam, 2004; Kaltiala-Heino, Lintonen, & 
Rimpela, 2004; Müller & Wölfling, 2010; Roe & Muijs, 1998; Van Rooij, et al., 2010; Van 
Rooij, Schoenmakers, & Van de Mheen, 2011; Zboralski, et al., 2009). However, tools for 
measuring this behaviour have not yet been clinically validated, the ages that have been 
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studied vary and cultural factors have not been taken fully into consideration. It is 
interesting that much less attention has been devoted to the potential benefits that the use 
of the internet may have for adolescents. Nevertheless, research has shown that internet 
use during adolescence has positive effects. For instance, the use of computer games and 
video games has been found to enhance visual processing and cognitive skills (Green & 
Bavelier, 2003; Green & Bavelier, 2007; Subrahmanyam, Greenfield, Kraut, & Gross, 2001). A 
study of Dutch adolescents also found that online communication was positively associated 
with reported closeness of friendships (among those who communicated online with 
existing friends) (Valkenburg & Peter, 2007). Although yet to be explored, it is also plausible 
that internet use may serve as a protective factor for some adolescents. That is, the use of 
the internet may “protect” some adolescents who are at an elevated risk of experiencing 
psychological problems. 
 
The healthy psychosocial development of young people is the key to producing happy, well-
functioning and healthy adults. Focusing on adolescent mental health will lead to personal, 
social and economic profit for all societies and it is of major public concern to investigate 
and finally give potential solutions to any problems that they face, in order to minimize any 
negative outcome. Especially as internet use is a major part of their lives and offers them 
great opportunities and possibilities, it is very crucial to obtain information on potential risk 
factors that this activity may lead to, in order to create a safe internet environment. 

 
The EU NET ADB project has generated a substantial body of new data rigorously collected 
and cross-nationally comparable in order to investigate prevalence and associated factors of 
internet addictive behavioural patterns.  
 

B. METHODOLOGY 
 
A cross-sectional school-based study was conducted in seven European countries, namely 
Greece, Spain, Poland, Germany, the Netherlands, Romania, and Iceland. A representative 
sample of 13.708 adolescents was selected. Details of the study’s methodology are 
provided in Annex 3, along with supplementary data tables.   

1.4  Sampling 
 
A random probability clustered sample was drawn. The secondary school class, namely 10th 
grade classes, was the primary sampling unit (PSU) for every country.  All students attending 
the selected classes participated in the procedure, thus the probability of selecting an 
adolescent for the sample was the same for all the adolescents in the class. The national 
official and complete school and class register was the sampling frame for each country.  
Every class was assigned a unique number. The register was provided by every partner, 
stratified according to region (NUTS system or other nationally appropriate system or 
regional classification) and population density. Adolescents in the school grade under study 
had equal probability of selection   (Probability Proportionate to Size (PPS) was used where 
we did not have a class list). From the stratified sampling frame of every country, a 
cumulative list was computed and the sampling interval for identifying PSUs was 
determined by dividing the total number of PSUs by the target number of clusters for every 
country. A random starting point was identified from the cumulative list of classes within 
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this interval using a random-number generator program. The sampling interval was added 
to this initial starting point to identify a class in the cumulative list. The class in which it 
appears was selected and this process was repeated until the required number of PSUs was 
achieved. If the participating country had a non class-based educational system, clusters 
were defined in every school using the current school structures with cluster size range from 
20-25 adolescents, and similar sampling procedure had been followed (see Annex 3 for 
description of sampling details per country). 

1.5 Research Instruments 
 
A 52-item Master Questionnaire including items pertaining to personal characteristics, 
family status, and internet use was administered. In addition, the following scales were also 
administered: the Internet Addiction Test (IAT; Young, 1998), the Assessment of Internet 
and Computer Gaming Addiction (AICA-S; Wölfling, Müller, & Beutel, 2011), the South Oaks 
Gambling Screen - Revised for Adolescents (SOGS-RA; Winters, Stinchfield, & Fulkerson, 
1993), and the Youth Self Report (YSR; Achenbach & Rescorla, 2001). For detailed 
description of the instruments, see Annex 3.  See Annex 4 for the Master Questionnaire in 
English.  

1.6  Procedure 
 
The general procedures and ethics of this study are described below, while the local 
divergences and implementation specifics are described in Annex 3.  
 
Ethics Permission  
The study protocol was approved by the respective Ethical Committees of each participant 
country. Upon finalization of the Master Questionnaire, each participating country was 
responsible for filing a petition for permission to administer the questionnaires with their 
local appropriate State agencies or Ministry or Education or other Ethics Committee as 
relevant to each context. Moreover, each participating country was bound to follow all 
ethical guidelines and restrictions applicable locally or separately to each State or region in 
their territory. Educational authorities were contacted for local restrictions. 
 
Informed Parental Consent 
Written informed consent was required from all eligible participants prior to participation in 
the study. Anonymity and confidentiality were mentioned on the cover of the questionnaire 
and also verbally noted by the researcher in class prior to the administration. The 
participants’ wellbeing was a first priority and adolescents were encouraged to work 
independently and to ask questions, during and after the administration. The school 
principals (or administrators) of the selected classes received the information letter 
addressing parents, the letter addressing the adolescents, and the informed consent forms 
(see Annex 5) at least one week prior to the planned date of administration. The principals 
were asked to solicit written parental consent and the records were kept in schools. On the 
day of the administration, the principals gave the researchers the consent data and 
arranged for all participants with parental consent to participate in the administration.  
Furthermore, the researchers solicited verbal adolescent assent on the day of 
administration.  
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Class Form  
Information on the class size, gender breakdown, and on the number of students that 
received/did not receive parental consent was requested from the school administrators 
and was documented on the Class Form by the researchers (see Annex 6). Absences on the 
day of administration were also documented on that form. 
 
Mode of completion and administration procedure 
Self-report anonymous questionnaires were administered in schools between October 2011 
and May 2012 in all countries. Questionnaires were administered in pencil-and-paper 
format during school hours in class, in the presence of one (or more) researcher(s) and in 
most cases an educator, as required by local or school rules. The self-completion mode was 
used among adolescents to help ensure confidentiality and to minimize the potential of a 
reporting bias. Adolescents were briefly informed of the nature and aims of the study and 
content of the questionnaire by the researchers and were given guidelines on the mode of 
completion. Adolescents were encouraged to ask question and details of how this could be 
done were explained; adolescents were told that prior to the start of administration general 
questions would be answered to the whole class, while after the start individual questions 
would be answered privately - to ensure privacy and avoid interrupting the whole class. 
Moreover, adolescents were informed of their right to withdraw from the procedure at any 
time. Withdrawals were noted on the Class Form by the researcher and also documented on 
the Class Form. The time of completion was typically one school hour, but the exact 
duration was noted on the Class Form. Completion by adolescents with special needs (e.g. 
learning difficulties) was facilitated as suggested by their educators. 
 

1.7 Limitations 
 
In interpreting the results of the study a number of research limitations should be kept in 
mind.  

 Sampling limits – As is typical of school-based surveys of adolescents, adolescents 
who do not attend school were not represented. Furthermore, data were collected 
during one school class period, so adolescents who were absent that day were also 
not represented.  

 Design— the data are cross-sectional, and so do not indicate the direction of 
relationships or provide information about preceding influences or long-term 
outcomes of internet addictive behaviour. 

 Questionnaire limits— Surveys of this magnitude must rely on self-report data, 
limiting the measurement of internet behaviour to individual perceptions. 

 Instrument limits— the use of the Internet Addiction Test takes as its point of 
departure a specific view on internet addictive behaviour which results in the 
systematic exclusion of adolescents with problematic behaviour which does not fit 
within that theoretical framework. Furthermore, this questionnaire has not yet been 
validated clinically in the participating countries. 

 Survey context – every effort was made to ensure anonymity and confidentiality 
within the classroom. We made sure that adolescents filled out the questionnaires 
by themselves in order not to be influenced by others. However, any survey takes 
place within some social context. Here, the fact that it was conducted in schools with 



 

 

19 

peers in the vicinity may have influenced the answers of some adolescents, meaning 
they may have given more ‘socially desirable’ answers. Thus we cannot rule out that 
despite our best efforts, some did not feel secure enough to be completely honest.  

 National data – the findings for countries combine different regions and urban and 
rural settings – in some countries these national averages might mask quite diverse 
patterns within the country. 

 Generalization – seven European countries participated in the EU NET ADB study; 
findings from this study may not be generalizable to Europe as a whole or to other 
parts of the world. 

 

C. INTERNET ACCESS AND USE 
 
Having access to the internet is of course a prerequisite for its use.  It might seem that the 
internet has been around for a very long time yet as late as 1991, a book written by leading 
figures in computing on the future of computing and communication made no references to 
the internet (Briggs & Burke, 2005). The question of access to information and 
communication technology has very much been understood in terms of diffusion theory 
(see Rogers, 1995) where over time the increase in use follows an S-shaped curve from 
introduction to saturation. Livingstone (2002) has shown that this pattern applies for a 
range of domestic media. The first decade of the 21st century was for most countries in 
Europe this period of vast increase in internet use with ever more people being connected 
by faster and better connections. The question of access for adolescents in Europe is not so 
much whether they have access or not, as most of them do have in some form (see Helsper, 
2012).  The important question is rather what kind of access they have as this has profound 
impact on their use, their activities and eventually their online experiences. Thus previous 
research has suggested that the more children and young people use the internet, the more 
opportunities they take up.  More use and a wider range of activities have then been shown 
to correlate with a higher likelihood of encountering risks (see Livingstone, Haddon, Görzig, 
& Ólafsson, 2011a). For this reason the questionnaire included a range of questions 
intended to measure the amount of use, the type of use and the conditions under which 
internet use takes place.  Many of these questions have been adapted from the 2010 EU 
Kids Online survey of European children aged 9-16 years (see: www.eukidsonline.net, 
Livingstone, Haddon, Görzig, & Ólafsson, 2011a; Livingstone, Haddon, Görzig & Ólafsson, 
2011b).  This was done to facilitate comparison between the two surveys. 
 

1.8  Devices used 
 
When the internet was introduced into the household it was mainly accessed through 
desktop computers. Key advice for parents at that time was to locate the computer in a 
room used in common by the family where the child’s internet use could be monitored and 
supervised.  But even in those early years children’s internet use was by no means limited to 
the home. Access was possible through schools, libraries and internet cafés. The latest 
development has been the spread of mobile and personalized devices. 
 
 

http://www.eukidsonline.net/
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Figure 2 shows the frequency of use of eight different types of devices for internet access.  
Across all of the participating countries, and looking at those devices that are used on a daily 
basis, mobile phones (50%), desktop computers (48%) and laptops that the adolescents can 
take to their room (46%) were the most commonly used devices. In contrast television sets, 
shared laptops and games consoles are devices used more rarely by adolescents.  
 
 

 
Figure 2. Devices used to access the internet (%). 

Question: During the past 12 months, how often have you used the following devices to go on the internet?  
(Multiple responses allowed). 

 
 
Looking at daily use, adolescents went online through mobile phones, desktop computers 
and laptops that they could take to their room.  The vast majority of adolescents were using 
more than one device on a regular basis.  What these devices have in common is that they 
belong to the adolescent personally.  Having an internet connected device that is their own 
allows the adolescents more flexibility both in terms of time spent online and in terms of 
online activities. 
 
The EU Kids Online survey of 2010 found that a shared PC was the device mentioned by 
most respondents aged 9-16 (see Livingstone, Haddon, Görzig, & Ólafsson, 2011a). Looking 
only at those respondents in the EU Kids Online study aged 15-16 years2 a shared PC was 
still the most commonly mentioned device but followed closely by one’s own PC and a 
mobile phone. 
 

1.9 Locations of use 
 
We have already seen in our study that the devices most used by adolescents were those 
allowing for private access to the internet.  Figure 3 shows how frequently adolescents use 
the internet from various locations (their own bedroom, living room at home, at school, 

                                                        
2 The raw data is available for downloading from the Economic and Social Data Service, see:  www.esds.ac.uk/  
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etc.).  In line with this the most frequently reported location of access was the adolescents’ 
bedroom with 68% of adolescents saying that they used the internet every day in their 
bedroom.  This is in line with the EU Kids Online survey of 2010 (see Livingstone, Haddon, 
Görzig, & Ólafsson, 2011a) where 67% of respondents aged 15-16 said that they used the 
internet in their own bedroom (though not limited to daily use but in general). For everyday 
use the second most reported location in the present survey was the living room at home.  
The least reported locations were internet cafés (78% never used the internet at such 
places) and libraries or other public places (70% said that they never used the internet at 
such places).  Only 11% said that they never used the internet in their own bedroom.  It is 
interesting to note that a fifth of adolescents said that they never used the internet at 
school and a further 35% said that this happens less than weekly.  This suggests that 
internet is not an integrated part of schools.  Few adolescents said that they never used the 
internet at a friend’s home but also few said that they did this on a daily basis. 
 

 
Figure 3. Places where adolescents use the internet (%). 

Question: During the past 12 months, how often have you been at the following locations when using the 
internet? (multiple responses allowed) 

 
 
As already indicated by the pattern of devices used to access the internet, adolescents used 
the internet in places where they had the possibility of using it with less parental 
supervision.  The spread of mobile and personalized devices is likely to change this situation 
even further. Although most adolescents use the internet at school they do not do so very 
often. It is not possible to judge from this data whether this limited use of the internet at 
school is due to a lack of the necessary devices at school, that the schools do not promote 
the use of the internet at school or even that the schools actively try to limit adolescents’ 
use of the internet at school. Overall, schools have the potential to educate all children in 
the use of the internet but unless internet use becomes an integrated part of school life the 
question remains as to the ability of the school to achieve this goal. 
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1.10  Age of first internet use  
 
The first decade of the 21st century was characterized by a steady increase in children’s use 
of the internet (see Livingstone & Haddon, 2009; Livingstone, Haddon, Görzig, & Ólafsson, 
2011a).  A part of this development was that the internet was being used by children of an 
ever earlier age.  The EU Kids Online study from 2010 found that across Europe children 
aged 15-16 were on average around 11 years old when they started to use the internet.  The 
9-10 year olds in that study were on average only 7 years old when they started using the 
internet, indicating a trend of younger and younger children using the internet (Livingstone, 
Haddon, Görzig, & Ólafsson, 2011a, p. 24). 
 
We measured the age when adolescents first go online using a similar question to that of 
the 2010 EU Kids Online study by asking the adolescents simply: “How old were you when 
you first started using the internet?” The mean age that adolescents first started using the 
internet was 9.6 years (SE 0.04).  The mean age that adolescents first started using the 
internet was lower for male respondents and for those aged less than 16 years. 
 
It is interesting to note that the 15-16 year olds surveyed in this study were on average 
around 1½ years younger when they started using the internet than the 15-16 year olds 
surveyed in the EU Kids Online study conducted in 2010 (approximately 1½ years earlier).  
Even for the very small age difference between the younger (14-15) and the older (16-17) 
group included in our study, a difference of around one year was observed in the mean age 
when internet use started.  Looking at these numbers from a different perspective we can 
see that both the younger and the older age group in our study started using the internet in 
about the year 2006.  It has to be kept in mind that the answers provided by the adolescents 
are bound to be a very rough approximation but this may indicate that 2006 was the year 
when internet use became widespread and regular for adolescents in the studied European 
countries.  The data indicates that this point was reached at different times in different 
countries. For the Icelandic children this point was in 2004 whereas for their Greek and 
Romanian counterparts it was as late as 2008. 
 

1.11  Online activities 
 
The internet offers a wide range of opportunities and activities. Livingstone and Helsper 
(2007) have proposed that children’s online activities can be understood in terms of a 
‘ladder of opportunities’.  This approach is based on the idea that children can be grouped 
according to the level of the activities they engage in from simple or ‘basic’ activities to 
more complex or advanced activities. Using this approach Hasebrink, Görzig, Haddon, 
Kalmus, and Livingstone (2011) analysed data from the 2010 EU Kids Online survey and 
grouped 17 activities into four stages. The first stage includes using the internet only for 
schoolwork and playing games on your own against the computer. Almost all children 
engage in these kinds of activities.  The next stage is watching video clips.  Stage 3 included 
communicative and news-related activities such as visiting social networking sites, use of 
instant messaging and sending and receiving emails, as well as watching the news online.  
The final stage involves activities like playing games against other people, downloading 
music or films, posting photos, using a webcam or posting messages on websites.  
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Pruulmann-Vengerfeldt and Runnel (2012) have proposed a slightly different classification 
that is based only on types of activities.  They propose splitting activities into three groups; 
content based, contact based (or communicative) and conduct based (including peer 
participation) activities. 
 
Children aged 15-16 can be expected to participate in a wide range of online activities.  
Using the ladder of opportunities approach (Livingstone & Helsper, 2007), the EU Kids 
Online study of 2010 found that within this age group some 31% of children in Europe had 
reached the highest step (advanced and creative) and a further 44% had reached the second 
highest step (playing, downloading and sharing) (Lobe, Livingstone, Ólafsson, & Vodeb, 
2011, p. 29). 
 
The adolescents in our survey were asked about their online activities in five sets of 
questions grouping the activities into socializing, playing, recreation, downloading and other 
activities. Response options ranged from “almost every day” to “never.” Table 1 shows the 
percentage of adolescents who said that they engaged in the activities listed in the survey at 
least on a weekly basis by gender, age and parental educational level. 
 
Table 1. Online activities engaged in at least weekly by gender, age and parental educational 
level 

Adolescents (%) who do the 
following at least weekly  

Gender Age Parental Education 

All Female Male 14-15 16-17 Low / Middle High 

Social networking (SNS) 85 88 82 85 86 83 86 

Watching videos or movies  83 79 87 83 83 80 85 

Instant messaging (IM) 65 66 64 64 67 65 64 

Downloading music 59 57 63 58 62 63 58 

Doing homework or research 56 60 52 55 58 56 57 

Hobbies 56 49 64 56 55 52 59 

e-mail 48 49 47 44 55 44 51 

News sites 38 33 43 39 36 34 41 

Chat rooms 38 34 42 37 39 40 37 

Downloading movies 30 22 39 29 32 34 29 

Shooter games 28 5 53 28 28 27 28 

Single player games 26 20 33 27 25 27 25 

Multiplayer role-playing games 23 8 41 24 22 22 24 

Internet forums 23 19 28 21 27 25 22 

Downloading software 19 10 30 16 24 20 19 

Downloading games 18 8 30 16 21 21 17 

Real time strategy games 15 5 28 15 16 17 15 

Sexual information 14 3 25 14 13 13 14 

Making personal web-sites or 
blogging 

11 12 10 11 12 11 11 

Purchasing goods 7 5 9 7 8 7 7 

Medical information 7 7 7 6 7 8 6 

Games with monetary awards 6 2 11 6 8 8 6 

Games of chance 3 1 6 3 4 4 3 
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In simplified terms it can be said that most adolescents use the internet to communicate 
with others (social networking, instant messaging, e-mail), for entertainment (watching 
videos or movies and downloading music) and to seek information (doing homework or 
research and visiting news sites).  It is difficult to label these activities as positive or negative 
without knowing more about, for example, who the adolescents are communicating with 
and what they are watching.  
 

1.12 Amount of internet use 
 
There are at least two aspects that matter for the question of how much adolescents use 
the internet. One is the question of frequency and the other is the question of duration. The 
EU Kids Online study of 2010 found that across Europe some 80% of children aged 15-16 use 
the internet on a daily (or almost daily) basis (Livingstone, Haddon, Görzig, & Ólafsson, 
2011a, p. 25).   
 
In our study we asked adolescents: During the past 12 months, how many days per week do 
you use the internet on average? Responses options ranged from “1 day per week “to “I use 
the internet but not every week”. The question used in our study has more response 
categories than the one used in the EU Kids Online study (eight compared to four) and this 
could contribute to the fact that a slightly lower percentage (64%) of the respondents were 
classified in our study as daily users (the combined group of 6 days a week and every day).  
A further 12% said that they used the internet 5 days a week. However, 6% of the 
respondents said that they did not use the internet every week. 
 
To measure the amount of time adolescents spend on the internet they were asked to 
estimate the time they spend online on a normal school day on the one hand and on the 
other hand on a normal non-school day. Response options ranged from “just a few minutes” 
to “none at all” (Q33, adapted from Q305 of the EU Kids Online II Child Questionnaire April 
2010). Table 2 shows the percentage of adolescents who chose each response option for 
schooldays and non-school days respectively. On a normal school day half of adolescents 
spent 1½ hours or more on the internet. On a normal non-school day half of the adolescents 
spend more than 2½ hours on the internet. Averaging the time spent online it can be 
estimated that adolescents spend around 2 hours and 12 minutes on the internet each day. 
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Table 2. Frequency (%) of using the internet  

 

 

School 
day 

Non-school 
day 

No use 4 2 

A few minutes 7 3 

Half an hour 11 5 

1 hour 16 9 

1.5 hour 13 9 

2 hours 14 13 

2.5 hours 8 9 

3 hours 9 11 

3.5 hours 4 6 

4 hours 5 10 

>4 hours 11 24 

 
 
 

 
 
Figure 4. Percentage of adolescents who spend at least 2 hours using the internet on a 
normal school day by gender, age and parental educational level. 
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Figure 5. Percentage of adolescents who spend at least 2 hours using the internet on a 
normal school day by country. 

 
 

 
Figure 6. Percentage of adolescents who spend at least 2 hours using the internet on a non- 
school day by gender, age and parental educational level. 
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Figure 7. Percentage of adolescents who spend at least 2 hours using the internet on a non- 
school day by country. 

 
The pattern of amount of time spent online by adolescents observed here is very much in 
line with that of the 2010 EU Kids Online study.  We see that boys spent slightly more time 
online than girls and this was the case both on school days and non-school days. The older 
age group spent more time online than the younger group. There were small differences by 
parent’s education (Figures 4 and 6). It is interesting to note that Iceland and the 
Netherlands, which had the highest use on school days, did not take that position for non-
school days (Figures 5 and 7).   
 
In summary, this cohort of children - also referred to as the Net Generation or the i-
Generation (Rosen, 2010) - started using the internet in middle childhood and have learned 
the digital way very early on, making then savvy users of computer-mediated technologies.  
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2. INTERNET ADDICTIVE BEHAVIOUR 
 
The internet has become one of the most widely accessible media and is a significant part of 
everyday life in adolescence, offering multiple choices and unique opportunities for 
communication, education and entertainment. However, uncontrolled excessive use of the 
internet may negatively impact academic performance, social and family relationships and 
the emotional health of adolescents. Vice versa, adolescents with poor emotional health 
may use the internet excessively to escape from everyday life. Because of the many 
similarities to behavioural addictions, we have labelled the uncontrolled excessive use of 
the internet, Internet addictive behaviour (IAB). Other terms are problematic, pathological, 
and compulsive internet use. 
 
Researchers and clinicians have identified symptoms of excessive internet use that 
correspond to psychiatric criteria for gambling addiction (e.g., Griffiths, & Davies, 2005; Tao, 
Huang, Wang, Zhang, Zhang, & Li, 2010; Young, 1998). These criteria are: conflict (with self, 
others, or important activities), preoccupation or salience (being occupied with the internet 
even when one is not online), withdrawal symptoms (unpleasant feelings or physical 
reactions to discontinued use), high risk for relapse after abstinence, tolerance (needing to 
use the internet more and more, or needing to do more exciting things on the internet), 
mood modification (as a consequence of using the internet: either a state of euphoria, or an 
escape from problems in real life), and concealing the extent of one’s involvement with the 
internet. Because research on this behaviour is too scarce to draw firm conclusions about 
the nature of the behaviour, the American Psychiatric Association will not be including IAB 
in their upcoming manual (DSM-V). However, many scholars and clinicians view IAB as a 
pathological problem, and psychological treatments have been developed for those who 
need it (e.g., Du, Jiang, & Vance, 2010; King, Delfabbro, Griffiths, & Gradisar, 2011; Shek, 
Tang, & Lo, 2009; Van Rooij, Schoenmakers, Van de Eijnden, & Van de Mheen, 2010; Young, 
2007).  

 
There are different types of IAB: specific and generalized IAB (Davis, 2001). Specific IAB 
means that one has problems with specific activities on the internet, such as communication 
applications, video games, or pornography. With generalized IAB, the internet as a whole is 
used compulsively, not one application in particular. It appears likely that IAB is an umbrella 
term for different types of pathological behaviour that are all characterized by an excessive, 
uncontrolled use of the internet.  
 
While this pattern of uncontrolled excessive behaviour is recognized by many researchers 
and clinicians, critics argue that not all criteria used to identify this behaviour reflect core 
symptoms of the behaviour. Some actually may merely reflect “normal”, enthusiastic 
behaviour (i.e., tolerance, euphoria, cognitive salience) whereas others do reflect a 
pathological behaviour (i.e., conflict, behavioural salience, withdrawal, relapse; Charlton, 
2002; Charlton & Danforth, 2007; Wood, 2008). Therefore, we do not speak of addiction per 
se, but rather of a behaviour characterized by addiction-like symptoms, i.e. addictive 
behaviour. The definition for IAB we use in this project is as follows: IAB is a behavioural 
pattern characterized by a loss of control over internet use. This behaviour potentially 
leads to isolation, and neglect of social, academic, or recreational activities or personal 
health. 
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2.1. Prevalence of internet addictive behaviour and dysfunctional internet 
behaviour 

 
Prevalence rates of IAB are difficult to establish since there is no consensus yet about the 
exact definition and criteria for IAB. In the scientific literature, estimates of the prevalence 
of IAB vary greatly among adolescents in European countries. For example, in Greek 
adolescents from Athens, IAB was estimated to be 1% (Tsitsika et al., 2008), whereas in the 
UK, it was estimated at 18% (Young, 2004). However, most estimates are within the lower 
range, between 1 and 6 percent (e.g., Batthyàny, Müller, Benker, & Wölfling, 2009; Ferraro, 
Casi, D’Amico, & Blasi, 2007; Johansson & Gotestam, 2004; Kaltiala-Heino, Lintonen, & 
Rimpela, 2004; Müller & Wölfling, 2010; Roe & Muijs, 1998; Van Rooij, et al., 2010; 
Zboralski, et al., 2009). IAB rates among adolescents seem to differ from country to country 
depending on the age group, cultural differences, and the assessment instruments used. In 
our study, we administered a questionnaire for IAB that has been used widely, and we used 
the same questionnaire for all countries. Furthermore, the questionnaire was modified for 
use with adolescents and its phrasing (from the late 1990’s) was updated. In this way, we 
could reliably establish prevalence rates in different countries and compare them. 
 
Measure 
In the current project prevalence rates are estimated for seven different European countries 
using one and the same definition and methodology, making it possible to compare IAB 
across Europe. The Internet Addiction Test (IAT; Young, 1998) was chosen to assess IAB (see 
Annex 3 for detailed description of the instrument). The IAT identifies four types of internet 
users by using their score on the questionnaire: people with no signs of IAB (scores 0-19), 
people with mild but unproblematic signs of IAB (scores 20-39), people at risk for IAB 
(scores 40-69), and people with IAB (scores 70-100). The latter two categories (scores >40) 
are viewed upon as dysfunctional internet behaviour. In the present chapter we are focus 
mainly on the dysfunctional internet users, in comparison to the functional users. 
 
Results:  

 The proportion of adolescents with internet addictive behaviour (IAB) was 1.2% 
(0.9% in girls, 1.6% in boys) and the proportion at risk for IAB was 12.7% (11.8% in 
girls. 13.6% in boys) (Table 3).  

 The proportion of adolescents with dysfunctional internet behaviour was 13.9% 
(Table 3).  

 Dysfunctional internet behaviour was more frequent in boys, in those aged over 15 
years and in those whose parents’ highest educational level was low or middle 
(Table 3). 

 The highest rate of dysfunctional internet behaviour was found in Spain (22.8%) and 
the lowest in Iceland (7.9%) (Table 4). 

 The highest proportions of IAB were found in Greece (1.7%), Romania (1.7%), Spain 
(1.5%) and Poland (1.3%), and the lowest proportions in Iceland (0.8%), the 
Netherlands (0.8%) and Germany (0.9%) (Table 4) 

 The highest proportions of at risk of IAB were found in Spain (21.3%) and Romania 
(16%) and the lowest in Iceland (7.2%) and Germany (9.7%) (Table 4).  
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 Dysfunctional internet behaviour was commoner in adolescents who visited chat 
rooms, instant messaging, social networking sites, e-mail and internet forums almost 
daily than in those who used these applications less often (Table 43 in Annex 3). 

 A high frequency of use of various types of online activities (i.e., single player games, 
massively multiplayer online role-playing games (MMORPG), shooter games, real 
time strategy games) was found to be associated with a greater proportion of 
dysfunctional internet behaviour (Table 44 in Annex 3). 

 Almost daily engagement in purchasing goods, games of chance, watching videos/ 
movies, making personal web-site/blogging (Table 45 in Annex 3) as well as 
downloading software, movies, music and games (Table 46 in Annex 3) was also 
associated with dysfunctional internet behaviour. 

 Dysfunctional internet behaviour was equally common in those who never used the 
internet for homework/research and in those who used the internet for 
homework/research every day (Table 47 in Annex 3). 

 Table 6 presents the results from a multiple logistic regression analysis with 
dysfunctional internet behaviour as dependent variable and the country, gender, 
age, highest educational level of the parents, age at first use of the internet, use of 
SNSs and gaming as the independent variables. 

 The multiple logistic regression analysis indicated that the country, highest 
educational level of the parents, age at first use of the internet, use of SNSs and 
gaming were independently associated with dysfunctional internet behaviour.  

 
Table 3. Percentage of adolescents with functional and dysfunctional internet behaviour by 
gender, age and parental educational level 

  
Functional Internet Behaviour 

Dysfunctional Internet 
Behaviour 

% Total 
Dysfunctional 

Internet 
Behaviour   

(95% CI) 

 

  

% No signs of IAB  
(95% CI) 

% Mild signs of IAB   
(95% CI) 

% At risk for IAB  
(95% CI) 

 % IAB   
(95% CI) 

P 

All Adolescents 
47.2  

(46.1 - 48.3) 
38.9  

(37.9 - 39.9) 
12.7  

(12.0 - 13.4) 
1.2  

(1.0 - 1.5) 
13.9  

(13.1 - 14.7) 
- 

Female 
48.5  

(47.1 - 50.0) 
38.8  

(37.4 - 40.1) 
11.8  

(11.0 - 12.7) 
0.9  

(0.7 - 1.2) 
12.7  

(11.8 - 13.6) 
<0.001 

Male 
45.7  

(44.3 - 47.2) 
39.0  

(37.7 - 40.3) 
13.6  

(12.7 - 14.6) 
1.6  

(1.3 - 2.0) 
15.2  

(14.2 - 16.3) 
 

14-15 yrs 
48.0  

(46.7 - 49.4) 
39  

(37.7 - 40.2) 
12  

(11.2 - 12.8) 
1.1  

(0.8 - 1.4) 
13.0  

(12.2 - 14.0) 
0.001 

16-17 yrs 
46.0  

(44.3 - 47.6) 
38.8  

(37.3 - 40.3) 
13.8  

(12.7 - 14.9) 
1.5  

(1.2 - 1.9) 
15.2  

(14.2 - 16.4) 
 

Low/Middle 
educational level 

45.3  
(43.4 - 47.1) 

38.4  
(36.7 - 40.1) 

14.9  
(13.6 - 16.3) 

1.4  
(1.1 - 1.9) 

16.3  
(14.9 - 17.8) 

<0.001 

High educational 
level 

47.4  
(46.0 - 48.9) 

39.9  
(38.6 - 41.3) 

11.6 
 (10.8 - 12.5) 

1.0  
(0.8 - 1.4) 

12.6  
(11.8 - 13.5) 
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Figure 8. Percentage of adolescents with dysfunctional internet behaviour by gender, age 
and parental educational level. 

 
Table 4. Percentage of adolescents with functional and dysfunctional internet behaviour by 
country 

  
Functional Internet Behaviour 

Dysfunctional Internet 
Behaviour 

% Total 
Dysfunctional 

Internet 
Behaviour   

(95% CI) 

 

  

% No signs of IAB  
(95% CI) 

% Mild signs of IAB  
(95% CI) 

% At risk for IAB  
(95% CI) 

 % IAB  
 (95% CI) 

P 

Greece 59.0  
(56.2 - 61.7) 

28.3  
(26.0 - 30.8) 

11.0  
(9.4 - 12.9) 

1.7  
(1.1 - 2.5) 

12.7  
(10.9 - 14.8) 

<0.001 

Spain 19.3  
(17.2 - 21.6) 

57.9  
(55.4 - 60.5) 

21.3  
(19.2 - 23.5) 

1.5  
(0.9 - 2.3) 

22.8  
(20.6 - 25.1) 

 

Romania 45.5  
(42.6 - 48.5) 

36.8  
(34.3 - 39.3) 

16.0  
(13.9 - 18.4) 

1.7  
(1.1 - 2.4) 

17.7  
(15.5 - 20.1) 

 

Poland 50.3  
(47.9 - 52.8) 

36.4  
(34.3 - 38.7) 

12.0  
(10.5 - 13.7) 

1.3  
(0.8 - 1.9) 

13.2  
(11.6 - 15.0) 

 

Germany 53.9  
(51.1 - 56.7) 

35.4  
(33.0 - 38.0) 

9.7  
(8.2 - 11.5) 

0.9  
(0.6 - 1.4) 

10.6  
(9.0 - 12.5) 

 

Netherlands 45.3  
(42.1 - 48.5) 

42.5  
(39.5 - 45.6) 

11.4  
(9.3 - 13.9) 

0.8  
(0.4 - 1.5) 

12.2  
10.0 - 14.7) 

 

Iceland 56.2  
(53.5 - 58.9) 

35.9  
(33.3 - 38.5) 

7.2  
(5.9 - 8.7) 

0.8  
(0.4 - 1.6) 

7.9  
(6.4 - 9.7) 
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Figure 9. Percentage of adolescents with dysfunctional internet behaviour by country. 

 

 
Figure 10. Percentage of adolescents at risk for IAB or with IAB by country. 
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Figure 11. Percentage of 14-15 year old adolescents with dysfunctional internet behaviour 
by gender and country.  

 
 

Figure 12. Percentage of 16-17 year old adolescents with dysfunctional internet behaviour 
by gender and country.  

 
 
Table 5. Comparison of mean age at first internet use between adolescents with functional 
and dysfunctional internet behaviour   

  
Functional Internet 

Behaviour 
Dysfunctional Internet 

Behaviour 
 

  Mean SE Mean SE P 

How old were you when you 
first started using the 
internet?  

9.6 0.04 9.5 0.08 0.048 

 
 
 



 

 

39 

Table 6. Factors independently associated with dysfunctional internet behaviour in multiple 
logistic regression  
 

  OR (95% CI)‡ P 

   

  Iceland 1.00*  

  Greece  1.54 (1.12 - 2.11) 0.008 

  Spain  4.94 (3.71 - 6.58) <0.001 

  Romania  2.68 (1.94 – 3.70) <0.001 

  Poland  1.94 (1.43 - 2.61) <0.001 

  Germany  1.44 (1.04 - 1.99) 0.030 

  Netherlands  1.80 (1.25 - 2.59) 0.002 

   

Gender   

  Female 1.00  

  Male  0.95 (0.82 - 1.10) 0.486 

   

Age   

  14-15 yrs 1.00  

  16-17 yrs 1.01 (0.88 - 1.16) 0.889 

   

Highest educational level of the parents   

  Low/Middle Educational level 1.00  

  High  Educational level 0.85 (0.74 - 0.98) 0.028 

   

 Age at first use of the internet (years) 0.94 (0.91 - 0.98)** 0.001 

   

Daily use of SNSs   

  No use/ <2 hours 1.00  

  ≥2 hours/day  3.47 (3.05 - 3.94) <0.001 

   

Average hours of playing games per weekday   

  No gaming/ <2 hours 1.00  

  ≥2 hours/day  2.34 (1.99 - 2.75) <0.001 

‡Odds Ratio (95% Confidence Interval) 
*indicates reference category  
**for one year increase 
 
 
Discussion 
The overall prevalence of internet addictive behaviour (IAB) was 1.2%. In boys, it was 1.6% 
and in girls 0.9%. Prevalence rates of IAB were higher in the Southern and Eastern/Middle 
European countries from our sample, and lower in the Northern European Countries. The 
same holds for the total group with dysfunctional internet behaviour, which includes IAB as 
well as adolescents at risk for IAB. The country with the highest rate of dysfunctional 
internet behaviour was Spain. Spain had an almost three times higher rate (23%) than 
Iceland which had the lowest rate (8%). 
 
Since the number of adolescents with IAB in our sample was rather low for subgroup 
analyses, further analyses were restricted to dysfunctional internet behaviour. Adolescents 
with this behaviour scored relatively high on symptoms for IAB, and thus experience a 
significant number of problems related to their internet use. We found that in the group of 
people using the internet almost daily, the proportion of adolescents with dysfunctional 
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internet behaviour was higher than in the group of people using the internet less than that. 
This same pattern was found for all different online activities. 
 
Earlier studies have shown that SNS and gaming are the strongest predictors of IAB (Kormas, 
Critselis, Janikian, Kafetzis, & Tsitsika, 2011; Van Rooij, et al., 2010). Therefore, these were 
included in a multivariate analysis of dysfunctional internet behaviour. Results showed that 
dysfunctional internet behaviour was correlated somewhat stronger with SNS than with 
online gaming. In a Greek sample, Kormas et al. (2011) found a similar pattern, whereas in a 
Dutch sample Van Rooij et al. (2010) found that social online games where actually more 
predictive than social activities such as SNS, and also more than other types of online 
games. In the present analysis, however, social games and other online games were not 
distinguished, thereby possibly masking a stronger effect of social online games. In addition, 
the analysis showed that adolescents making dysfunctional use of the internet were 
slightly younger when they first started using the internet. A possible explanation might be 
that older adolescents have a more structured daily schedule compared to younger ones 
and do not become absorbed with the internet to the same extent. Another explanation 
may relate to the increased critical abilities of adolescents, who are more able than 
preadolescents to assess critically the amount and content of their online activities. Finally, 
fewer adolescents with a high socioeconomic status (indicated by their parents’ educational 
level) made dysfunctional use of the internet. 
 
A limitation in the research field of internet-related addictions is the lack of a gold standard 
to measure this behaviour. Different questionnaires are used by different research groups, 
therefore prevalence rates from different studies are difficult to compare. In our project, we 
used a questionnaire for IAB that has widely been used, and we administered the same 
questionnaire for all countries. Further, the questionnaire was modified for the use in 
adolescents and its phrasing (from late 1990’s) was updated. In a pilot study the 
questionnaire showed good validity and reliability (see Annex 8). Therefore, we believe the 
results in this chapter are reliable and valuable in comparing prevalence rates between 
countries and other demographic subgroups.  
 

2.2. What are the psychosocial correlates of internet addictive behaviour? 
 
Adolescent problematic behaviours, as a clinically relevant phenomenon, have been 
generally defined according to two dimensions, including the externalization and 
internalization of problems (Achenbach, 1966; 1991). Typical examples of externalizing 
problem behaviours include aggressiveness and juvenile delinquency. In contrast, 
internalizing behaviour problems may include social withdrawal, anxiety, depression and 
somatic complaints (Achenbach, 1991). Internet addictive behaviour has been associated 
with a plethora of internalizing co-morbid conditions, such as social isolation (Weiser, 2004), 
impaired social skills (Ghassemzadeh, Shahraray, & Moradi, 2008) and social adversities 
(Jackson et al., 2008), as well as anxiety, depression and suicidal ideation (Kim et al., 2005; 
Kraut et al., 2008; Sanders, Field, Diego, & Kaplan, 2000). Moreover, internet addictive 
behaviour among adolescents has been associated with externalizing co-morbid conditions, 
including conduct problems, aggressive and hostile behaviour, as well as consequent 
impaired peer relations (Yen, Ko, Chen, Chung, & Chen, 2008).  
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As already stated, IAB has been found to be related to the above mentioned internalizing 
behavioural problems. However, that does not necessarily mean that IAB causes these 
problems or vice versa. The literature so far actually suggests both directions of causality, 
although evidence is stronger for internalizing problems being an antecedent of IAB (e.g., Ko 
et al. 2009). Internalizing problems can make people vulnerable to developing IAB, because 
the internet can be especially rewarding to them (Kim, LaRose & Peng, 2009; Van den 
Eijnden, Meerkerk, Vermulst, Spijkerman, & Engels, 2008). The internet offers ways of 
dealing with difficulties encountered in the ‘offline’ world; people can cope with difficulties 
by escaping in the internet which is easier than facing the difficulties (Caplan, 2002; Davis, 
2001). Notwithstanding, there is some evidence that people with IAB develop mental health 
problems such as depression (Lam & Peng, 2010); pathological use of the internet may 
prevent young people from developing social skills and relationships outside the internet 
(Ng & Wiemer-Hastings, 2005). Most studies so far have focussed on a small selection of 
problems related to IAB. In the current project, we studied associations between IAB and a 
large range of internalizing and externalizing behavioural and psychological problems. 
 
Measure 
Adolescents were administered the IAT and the Youth Self Report (see Annex 3 for detailed 
description of the instruments). The findings below show the psychosocial correlates of 
functional and dysfunctional internet behaviour.  
 
Results 

 Adolescents with functional internet behaviour were observed to have higher scores 
in the Activities, Social, Academic Performance and Total Competence subscales 
compared to those with dysfunctional internet behaviour.  

 Adolescents with dysfunctional internet behaviour reported more symptoms in all 
syndrome scales including: Anxious/depressed, Withdrawn/depressed, Somatic 
Complaints, Social Problems, Thought Problems, Attention Problems, Rule-breaking 
(delinquent) Behaviour, Aggressive Behaviour, Internalizing Problems, Externalizing 
Problems and Total Problems subscales (Table 7).  

 In multiple logistic regression analysis with the presence of dysfunctional internet 
behaviour as dependent variable it was found that adolescents with higher scores in 
Internalizing and Externalizing Problems subscales had greater odds of 
dysfunctional internet behaviour, adjusted for age, gender, parental educational 
level and country (Table 8). 

 Multiple logistic regression analysis was conducted with the presence of 
dysfunctional internet behaviour as dependent variable, and including as 
independent variables Activities, Social, Academic Performance, Anxious/depressed, 
Withdrawn/depressed, Somatic Complaints, Social Problems, Thought Problems, 
Attention Problems, Rule-breaking (delinquent) Behaviour and Aggressive Behaviour 
subscale scores as well as age, gender, parental educational level and country. 
Adolescents with higher scores on the Activities and Academic Performance 
subscales had lower odds of dysfunctional internet behaviour. Adolescents with 
higher scores on the Anxious/depressed, Thought Problems, Attention Problems, 
Rule-breaking (delinquent) Behaviour and Aggressive Behaviour subscales had 
greater odds of dysfunctional internet behaviour (Table 9).  
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Table 7. Psychosocial correlates of functional and dysfunctional internet behaviour  

Psychosocial Problem Scale  

(score range) ▼ 

Functional Internet 
Behaviour 

Dysfunctional Internet 
Behaviour 

 

Mean SE Mean SE P 

Activities (0-18) 8.22 0.07 7.29 0.13 <0.001 

Social Competence (0-65) 7.78 0.04 7.41 0.08 <0.001 

Academic Performance (0-3) 2.19 0.01 2.03 0.02 <0.001 

Total Competence (0-45.5) 18.21 0.10 16.75 0.19 <0.001 

Anxious/depressed (0-55) 4.61 0.05 7.47 0.15 <0.001 

Withdrawn/depressed (0-16) 2.89 0.04 4.50 0.09 <0.001 

Somatic Complaints (0-65) 2.68 0.04 4.37 0.12 <0.001 

Social Problems (0-22) 2.77 0.03 4.92 0.11 <0.001 

Thought Problems (0-24) 2.93 0.04 5.49 0.13 <0.001 

Attention Problems (0-27) 4.94 0.05 7.68 0.10 <0.001 

Rule-breaking (delinquent) 
Behaviour (0-65) 

4.10 0.05 7.69 0.15 <0.001 

Aggressive Behaviour (0-90)  6.41 0.07 11.08 0.17 <0.001 

Internalizing Problems (0-79) 10.09 0.10 16.21 0.31 <0.001 

Externalizing Problems (0-133) 10.49 0.11 18.84 0.29 <0.001 

Total Problems (0-210) 33.12 0.32 57.03 0.88 <0.001 

 
 
Table 8. Multiple logistic regression analysis for the presence of dysfunctional internet 
behaviour in relation to YSR broad-band problem behaviour scale scores, adjusted for 
gender, age, parental education and country. 

  OR (95% CI)‡ P 

Internalizing Problems Score  1.04 (1.03 – 1.05) <0.001 
Externalizing Problems Score  1.08 (1.07 – 1.09) <0.001 

‡Odds Ratio (95% Confidence Interval) 

 

Table 9. Multiple logistic regression analysis for the presence of dysfunctional internet 
behaviour in relation to YSR competence scale scores and narrow-band problem behaviour 
scale scores, adjusted for gender, age, parental education and country.  

  OR (95% CI)‡ P 

Activities  0.94 (0.92 – 0.96) <0.001 

Social Competence 1.02 (0.99 – 1.05) 0.165 

Academic Performance  0.87 (0.77 – 0.99) 0.026 

Anxious/depressed  1.03 (1.01 – 1.05) 0.020 

Withdrawn/depressed  1.00 (0.97 – 1.04) 0.854 

Somatic Complaints  1.01 (0.98 – 1.04) 0.378 

Social Problems  1.02 (0.99 – 1.06) 0.246 

Thought Problems  1.06 (1.02 – 1.09) <0.001 

Attention Problems  1.10 (1.07 – 1.14) <0.001 

Rule-breaking (delinquent) Behaviour  1.04 (1.02 – 1.07) <0.001 

Aggressive Behaviour  1.06 (1.04 – 1.08) <0.001 

‡Odds Ratio (95% Confidence Interval) 
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Discussion 
With regard to the psychosocial implications of dysfunctional internet behaviour, including 
both IAB and being at risk for IAB, the study findings indicated that the probability of the 
presence of such behaviour is associated with the presence of both externalizing and 
internalizing problems. This evidence for the concomitant occurrence of externalizing 
problems and dysfunctional internet behaviour corroborates with related findings in the 
literature indicating that adolescents with dysfunctional internet behaviour tend to engage 
in more aggressive actions (Kim, Namkoong, Ku, & Kim, 2008). Moreover, previous findings 
have indicated that externalizing problems among adolescents with dysfunctional internet 
behaviour may be proximally associated with increased social isolation and impaired 
communication skills (Ghassemzadeh, et al., 2008). The present findings further revealed 
that adolescents with dysfunctional internet behaviour presented with increased 
internalizing problems, similar to those already established in the literature indicating that 
depressive and anxiety symptoms are associated with dysfunctional internet behaviour (Ha, 
Yoo, Cho, Chin, Shin, & Kim, 2006; Kratzer & Hegerl, 2008; Nannan & Haigen, 2005; 
Petersen, Weymann, Schelb, Thiel, & Thomasius, 2009; Young, 1998).  
 
Overall, the present study indicated that dysfunctional internet behaviour is associated 
with notable emotional and psychosocial maladjustment among adolescents. Such 
internet behaviour may constitute an escape mechanism for adolescents to relieve or 
escape temporarily from emotional and behavioural difficulties (Yang, 2001). Therefore, 
adolescents may use the internet excessively in order to cope with emotional turmoil. Vice 
versa, dysfunctional internet behaviour has been observed to lead to unsuccessful life-
coping mechanisms (Lin & Tsai, 2002). It is proposed that poorly adjusted adolescents may 
suffer more harmful effects following dysfunctional internet behaviour, thus creating a 
vicious cycle centered upon internet usage and psychosocial maladjustment. Consequently, 
dysfunctional internet behaviour may exacerbate pre-existing psychosocial symptomatology 
present among adolescents. 
 
Based on the results in the current cross-sectional study we cannot draw conclusions about 
the direction of any causal relation between dysfunctional internet behaviour and 
psychological or behavioural problems. Further research using longitudinal designs is 
needed to address issues of causality. Knowledge of co-morbid problems with dysfunctional 
internet behaviour is however interesting from a prevention and therapeutic point of view; 
it shows that the problem addressed often does not stand by itself but is accompanied and 
possibly exacerbated by other problems. 
 
SUMMARY 
 
A greater number of older adolescents exhibited dysfunctional internet behaviour  
(including internet addictive behaviour and at risk for internet addictive behaviour) 
compared to their younger peers. Interestingly, adolescents making dysfunctional use of the 
internet were slightly younger when they first started using the internet.  
 
The proportion of adolescents with dysfunctional internet behaviour (including internet 
addictive behaviour and at risk for internet addictive behaviour) was higher for boys. 
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However, gender was not a factor independently associated with dysfunctional internet 
behaviour in further analyses. Adolescents whose parents’ educational level was high had 
lower odds of dysfunctional internet behaviour compared to those whose parents’ 
educational level was low or middle. 
 
Finally, the study findings indicate that dysfunctional internet behaviour was associated 
with notable emotional and psychosocial maladjustment among adolescents. 
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3. ONLINE COMMUNICATION AND SOCIAL NETWORKING 
 
Dramatic changes have taken place in the way in which adolescents’ communication takes 
place. Online communication has gained prominence and has altered young people’s daily 
social practice.  Online communication takes place in platforms such as social networking 
sites (SNS), instant messaging (IM) platforms, chat rooms, blogs and forums – part of what is 
collectively known as social media, or else Web 2.0 tools.  
 
For over a decade now, these tools have been comprehensively embraced by youth serving 
important communication needs: to build and maintain social relationships 
(Subrahmanyam, Smahel, & Greenfield, 2006; Valkenburg & Peter, 2007a; Wolak, Mitchell, 
& Finkelhor, 2003), to communicate with existing friends (Boyd, 2007; Ito et al., 2009) and 
to share intimacy (Gross, 2004; Schouten, Valkenburg, & Peter, 2007b). 
 
With online communication thoroughly embedded in the lives of adolescents, public 
concern has risen over the impact that this type of communication may have on adolescent 
social functioning and development. This instigated a body of research examining the 
relationships and effects between online communication and adolescents’ psychosocial 
adjustment and development. Some cross-sectional studies were inconclusive (Gross, 2004; 
Mesch, 2001). However, evidence has been accumulating from recent longitudinal studies, 
suggesting that the use of online communication tools can have positive effects on 
adolescents’ sociability and on the quality of their friendships. More specifically, in research 
carried out in the Netherlands, instant messaging was shown to increase friendship quality 
(Valkenburg & Peter, 2009). Similarly, Desjarlais and Willoughby’s longitudinal study (2010) 
found that teens who engaged in online chatting benefited from increases in friendship 
quality over time. 
 
At the same time, excessive or heavy use of online communication tools has been 
associated with problematic internet use, and “addictive qualities” of SNS have been 
suggested (for a review see Kuss & Griffiths, 2011).  
 

3.1. Online communication tools in adolescence 
 
For adolescents a significant portion of social interaction takes place online through 
discussion tools; either text-based (IM, blogs) or voice-based (i.e. forums and SKYPE); 
operating in either synchronous (IM and chat), or asynchronous mode (blogs, email).  
Forums bring together groups sharing common interests, such as gamers, while blogs are a 
means of self-expression on topics such as health and social issues. Some tools are used for 
private communication (i.e. IM and email), while others are more public (chatting in public 
chat rooms or SNS with public profiles). 
 
Instant messaging (IM) and social network sites (SNS) were first introduced in the mid 1990s 
and were soon readily endorsed by youth. IM are simple applications in the form of text-
windows that enable text-based communication between “buddies”. SNS are multi-featured 
online platforms that allow people to create a self-descriptive profile and to build a network 
of social connections (Donath & Boyd, 2004). SNS integrate several online communication 
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tools; they allow users to display personal information, upload photos and videos (as in a 
blog), and communicate in person in synchronous text mode (as in IM) or asynchronous 
mode (as in email). The primary difference between IM and SNS is that IM is synchronous 
(real time) and private (often dyadic or based in small groups), while SNS are typically 
asynchronous and more public (although SNS do offer an embedded IM feature as well). It 
has been well documented that IM takes place between close friends (Gross, 2004; 
Valkenburg & Peter, 2007a) whereas communication in the context of SNS is often more 
public, since postings are typically directed to a wide list of friends or even to the wider 
public of users. 
 
Measure 
Adolescents were asked how often (during the past 12 months) they used each online 
communication tool within a given list (SNS, IM, chat rooms, e-mail and forum. Response 
options ranged from “never” to “almost every day.” (Q26A-E) and multiple responses were 
allowed. Comparisons between groups were made on the “almost every day” figures, for 
brevity referred to hereafter as daily. In online communication, daily rates were modal and 
as such, analyses were conducted on these rates.  
 
Results 

 SNS were by far the most popular online communication tool, with about 70% of all 
adolescents using SNS daily.  Only 7.5% of adolescents never use SNS.  Daily SNS use 
was significantly more common among girls (74.2%) than boys (64.7%) (Figure 13). 

 IM was the second most chosen online communication tool, used daily by about 
half of adolescents, with similar rates across genders (Figure 14). 

 Chat room use was the third most popular online communication tool and was more 
popular among boys (28.9%) than girls (24.5%) (Figure 15).  

 Although daily use of SNS was similar in the two age groups, older adolescents were 
shown to be more avid users of most other communication tools with average daily 
use rates significantly exceeding those of younger adolescents for IM (50.6% vs. 
44.5%, respectively; Figure 14) and email (27.5% vs. 16.8%; see Table 54 in Annex 3).  
All online communication tools were similarly popular across parental education 
groups with the exception of forum use, which was significantly more chosen among 
adolescent of lower parental education (Table 56 in Annex 3). 

 Substantial country differences were shown in endorsement rates across all 
communication categories suggesting that although social media use is unanimously 
embedded in the studied European adolescents’ daily practice, particular choices are 
governed by local habits and peer norms. Moreover, country-specific comparisons 
were made across the most recent European findings from EU Kids Online and this 
study, as shown in Table 10. A note on the two studies’ comparisons: although both 
studies used representative samples of adolescents, the methodological difference 
between the studies could have had an effect and should therefore be kept in mind 
while making comparisons. 

 Daily participation usage rates in SNS were over 60% in all countries.  The lowest 
daily rates were evidenced in Greece (61.2%) while Spain had the highest rates 
(77.7%). In SNS daily use the average of the seven countries (70%) was 14% higher 
than their average calculated from EU Kids data, indicating a continuously increasing 
trend (Table 10).  
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 In daily use of IM, marked variability between participating countries was shown, 
with lowest endorsement in Iceland (29.3%) and highest in the Netherlands (75.1%) 
(Table 51 in Annex 3).    

 Daily chat room use was by far lowest in Iceland (only 3.3%), while in Spain the rate 
was almost twentyfold (about 55%) (Table 53 in Annex 3).   

 Daily emailing showed significant variability, with lowest rates in Iceland (9.7%) and 
highest in the Netherlands (47.5%) (Table 55 in Annex 3).  

 For mean weekly use rates by online communication category for all adolescents and 
by country see Table 58 in Annex 3.  

 
Table 10. Mean daily use rates by online communication category for all adolescents and by 
country for our study and comparisons with EU Kids Online 

Communication 
Country ▼                  Category ►  

SNS 
(%) 

IM 
(%) 

Chat rooms 
(%) 

Email 
(%) 

Forums 
(%) 

      

Greece 61.2 35.4 34.4 30.3 10.5 

Spain 77.7 50.6 54.6 47.8 8.2 

Romania 65.6 49.4 22.2 65.9 21.8 

Poland 65.8 68.6 17.6 52.1 18.4 

Germany 71.2 32.0 30.4 38.8 8.5 

Netherlands 73.3 75.1 18.3 81.9 10.0 

Iceland 74.0 29.3  3.3 35.3 6.3 

EU NET ADB All adolescents 69.8 46.8 26.6 20.9 11.9 

Corresponding EU Kids Online 
figures * 

55.8 55.2 10.2 
   35.6 N.A. 

Difference between two studies +14 -8.4 +16.4 -14.7 - 
* EU Kids Online 2010 average for the seven participating countries (Iceland’s figures not available and 
substituted with Norway’s figures to generate the mean) for 15-16 years olds. 
 

 

 
Figure 13. Frequency of daily SNS use by gender, age and parental educational level.  
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Figure 14. Frequency of daily IM use by gender, age and parental educational level.  
 

 

 
 
Figure 15. Frequency of daily chat room use by gender, age and parental educational level.  

 
Discussion 
SNS is the most popular activity among all the online activities that adolescents undertake, 
as shown in an earlier part of this report, and the first choice among online communication 
tools with 7 in 10 adolescents social networking daily. The second most popular online 
communication tool is instant messaging, in daily use by half of the participants. Substantial 
country differences were shown in endorsement rates across all communication categories 
suggesting that although unanimously embedded in the studied European adolescents’ daily 
practice, particular choices are governed by local habits and peer norms.   
 
SNS and IM remain the top online communication choices among the studied European 
adolescents, consistent with previous findings (Livingston et al., 2011). The predominance of 
SNS among all communication tools was confirmed in five of seven participating countries. 
Distinctly, in the Netherlands and Poland IM was the most popular online tool, but with 
daily IM rates in close proximity to SNS rates. In the Netherlands IM endorsement was as 
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high as 75%, which is close to EU Kids figures from 2010 (70%). In Poland we found IM daily 
rate of about 69%, which was higher than EU Kids 2010 respective rate (57%). High rates of 
IM use was also confirmed in another study conducted in Poland in 2010, where 96% of 
youth aged 15-19 were using IM and it was the most popular communication tool in this 
group (World Internet Project Poland, 2010).  
 
In comparing this study’s SNS daily participation rates with EU Kids Online respective rates 
we note an increase of about 15% in SNS and chat room use in the 18 months that 
intervened between the two studies.3 In contrast, a decrease in IM and emailing was noted 
(8.4% and 14.7% respectively).  The latter could partially signify a shift of these written 
communication features onto SNS platforms. SNS and IM functions often overlap since SNS 
offer an IM feature, and over half of teens use IM within SNS (Lenhart, Purcell, Smith, & 
Zickuhr, 2010). It has been previously noted that for adolescents SNS use has displaced 
other online social media, snatching time from e-mailing and IM (Nielsen, 2010).  
 
Gender differences were revealed in all online communication categories, except instant 
messaging, which was equally prevalent in both genders. This is consistent with findings 
suggesting that boys and girls used IM similarly in a 10th grade population in the U.S.A. 
(Gross, 2004). We found that more girls than boys daily use SNS which is consistent with 
previous findings in U.S. adolescent populations (Lenhart, Madden, Macgill, & Smith, 2007), 
but which comes in contrast with recent EU Kids findings that found social networking is 
equally popular among adolescent boys and girls in Europe (Livingstone, Haddon, Görzig, & 
Ólafsson, 2011). In the U.S.A., a gender discrepancy in SNS use has been revealed starting in 
middle adolescence; 70% of girls 15-17 having created a profile while only 57% of boys of 
the same age have done so (Lenhart et al., 2007). Therefore, previous European findings (i.e. 
Livingston et al., 2011) may have missed this trend as they focused on children up to 16 
years, while we included 17 year olds. 
 

3.2. SNS preferences and “friending” practices 
 
In most countries the most popular SNS is Facebook In a few countries, such in Poland and 
the Netherlands, other social networks, typically local networks, have attracted audiences 
larger than Facebook, with Nasza-klasa.pl and Hyves respectively obtaining first place 
(Aquino & McCarthy, 2011). According to the same report in Spain Facebook recently 
reached the leading local social network (Tuenti.com).  
 
Within an SNS account users set up and maintain a network of online contacts (“friends”). 
Accumulating large numbers of friends is common practice for some youth (Ellison, 
Steinfield, & Lampe, 2007). On the contrary, European findings from 2010 suggest that half 
of children aged 9-16 years have fewer than 50 contacts in their preferred SNS, and only one 
in five had 100-300 contacts (Livingstone et al., 2011). In the same study, considerable 
country-specific variability was shown, with Greek youngsters reporting the largest network 
of online contacts: 20% of Greek participants claim having more than 300 contacts. A very 

                                                        
3 EU Kids Online data collection was in summer 2010, while in EU NET ADB data were collected in the winter of 

2011-12. 
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large number of friends may jeopardize the online safety of adolescents, by increasing to 
online contact risks (i.e. dangerous acquaintances), including exposure to predators, 
although the latter has not been empirically proven. For example, MySpace (a popular SNS 
for young users) has been vilified by the media as a heaven for predators (Patchin & 
Hinduja, 2010). 
 
Measure 
Adolescents were asked whether they are a member of at least one social networking site 
(Q21a). Adolescents who responded positively, were asked to name which SNS they used 
among the following choices: 1) Facebook; 2) their country-specific SNS, predefined local 
favorites listed in the questionnaire as follows: Greece and Romania: Hi5; Spain: Tuenti; 
Poland: nk.pl (Nasza Klasa); Germany: Wer-kennt-wen; the Netherlands: Hyves; and in 
Iceland: Twitter; 3) other SNS, an open-ended option to list other SNS used. 
 
Results 

 92% of all participants were members of at least one SNS. 

 Among adolescents who used SNS, 88.5% were members of Facebook, 38.7% were 
members of their country-specific SNS (see note above) and 23.2% were members of 
other SNS (Table 11). 

 The percentage of adolescents reporting membership of at least one SNS was 
highest among girls, as well as among adolescents of higher parental education. 
(Table 11).  

 The proportion of adolescents who are members of at least one SNS was highest in 
Spain and Iceland and lowest in Romania and Greece (Table 12). 

 Facebook uptake was highest in Iceland and Greece and lowest in Spain and Poland 
(Table 12).  

 Local SNS exceeded the participation rates of Facebook only in Spain, with high local 
SNS participation in Tuenti (87%)  (Table 12). 

 In terms of “friending” patterns, results showed that the median number of friends 
on Facebook was 300, while the median number of friends across all reported SNS 
was 400 (Table 13). 

 The median number of friends was similar across genders, age groups, and parental 
educational levels (Table 13).  

 The median number of friends on Facebook was highest in Greece and Romania 
(>400 “friends”) and lowest in Spain and Netherlands. Romania also attained the 
highest median across all SNS (Table 14). 
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Table 11. Percentage of adolescents who are members of at least one SNS, Facebook, a 
country specific SNS or other SNS by gender, age and parental educational level 

  

Member of 
at least 

one social 
networking 

site (%) 

P 

Among adolescents who are a member of SNS 

Member 
of 

Facebook 
(%) 

P 

Member 
of 

country 
specific 
SNS * 

(%) 

P 

Member 
of 

another 
SNS (%) 

P 

All Adolescents 91.8 - 88.5 - 38.7 - 23.2 - 

Female 93.1 <0.001 89.9 <0.001 39.9 0.024 24.7 0.001 

Male 90.4  86.8  37.3  21.5  

14-15 yrs 92.1 0.330 88.0 0.088 36.5 <0.001 22.4 0.024 

16-17 yrs 91.5  89.2  42.2  24.6  

Low/Middle educational 
level 

90.4 <0.001 86.8 <0.001 42.8 <0.001 21.3 0.003 

High educational level 93.1  90.2  35.3  24.6  

Note: * Greece and Romania: Hi5; Spain: Tuenti; Poland: nk.pl (Nasza Klasa); Germany: Wer-kennt-wen; the 
Netherlands: Hyves; and in Iceland: Twitter  

 
 
Table 12. Percentage of adolescents who are members of at least one SNS, Facebook, a 
country specific SNS or other SNS by country 

  

Member of at least 
one social 

networking site 
(%) 

Among adolescents who are a member of SNS 

Member of Facebook 
(%) 

 

Member of country- 
specific SNS (%) 

 

Member of another 
SNS (%) 

 

Greece 
87.7 

97.0 
 

5.8 
 

15.9 
 

Spain 97.2 70.0 87.0 42.8 

Romania 86.1 96.5 31.1 10.1 

Poland 89.8 78.3 74.8 18.4 

Germany 91.9 94.1 6.9 31.2 

Netherlands 94.8 84.4 80.5 46.2 

Iceland 96.1 98.8 0.3 0.9 

 
Table 13. Median number of “friends” on Facebook and across SNSs (Facebook, country-
specific and other) 

 
 
 
 
 

 
Median (25th – 75th  percentile) 

 

Friends on FB 
 

 
P 

Friends across all 
reported SNSs 

 

 
P 

All Adolescents 300 (150 - 500)  400 (206 – 670)  

Female 300 (180 - 500) 0.240 436 (250 - 700) <0.001 

Male 277 (141 - 496)  350 (200 – 600)  

14-15 yrs 300 (155 - 500) 0.633 388 (200 – 610) <0.001 

16-17 yrs 300 (150 - 500)  422 (220 - 750)  

Low/middle educational level 300 (150 - 505) 0.728 416 (216 – 700) 0.214 

High educational level 300 (170 - 500)  400 (220 – 676)  
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Table 14. Median number of “friends” on Facebook and across all SNS by country 

 
  

  

Median (25
th

 – 75
th

  percentile) 
 

Friends on FB 
Friends across all 

reported SNS 

Greece 458 (250 - 800) 450 (224 – 822) 

Spain 156 (80 - 300) 440 (250 – 630) 

Romania 440 (200 - 925) 500 (200 – 1215) 

Poland 210 (140 - 330) 420 (220 – 680) 

Germany 271 (150 - 400) 300 (150 – 450) 

Netherlands 200 (120 - 300) 470 (243 – 754) 

Iceland 384 (250 - 575) 384 (250 – 575) 

 
Discussion 
Our results confirm the almost unanimous acceptance of SNS among adolescents. Nine in 
ten adolescents reported having at least one SNS account. Having an account was unrelated 
to age, but was associated with gender: more girls than boys reported having at least one 
SNS account. Moreover, Facebook was for most countries the most popular SNS, which is in 
line with Facebook being the most popular site in the general population.  
 
Differences were revealed in SNS participation between the two parental educational levels. 
More adolescents with the highest parental education reported having a Facebook account, 
as compared to those with lower parental educational level. This is in accordance with the 
fact that Facebook originated from an educational environment and as such appeals to to 
youths with higher educational status. Moreover, Boyd (2007) offers an interpretation on 
adolescents’ SNS preferences, suggesting that each site has an orientation towards a social 
issue.  
 
In regards to adolescents’ online “friending” practices, it was shown that half of the 
adolescents have over 400 friends (across all SNS), which could be alarming in terms of 
exposure to wider networks of users. Posting personal information online is very common 
among adolescents and is not believed to put them at risk for victimization in by itself but 
rather can be tied with increased risk due to young people’s developmental vulnerabilities, 
such as immaturity, inexperience and impulsiveness (Wolak, Finkelhor, Mitchell, & Ybarra, 
2008). Awareness campaigns have shown to be effective in driving adolescents to be more 
selective when it comes to whom they share personal information with (Patchin & Hinduja, 
2010). 
   
Moreover, our results show that “friending” patterns are similar across genders, age groups 
and parental educational levels, but significantly different across countries. It seems that the 
median number of friends on Facebook is highest for Greece and Romania and lowest for 
Spain. Although fewer Romanian adolescents register on Facebook compared to the other 
countries, they report the highest number of friends on this site. Moreover, Greek 
adolescents have a large online network of friends; in fact, they have previously been shown 
to have one of highest number of friends in Europe (Livingston et al., 2011).  
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3.3. How much time do adolescents spend on SNS?  
 
Adolescents spend considerable amounts of time on SNS daily. Previous findings indicate 
that time spent on SNS ranges from almost an hour (Gross, 2004) to over four hours (Bicen 
& Cavus, 2011). For adolescents it is expected that time spent on SNS fluctuates according 
to school demands and available spare time, and as such patterns of SNS use may be linked 
to school schedules  – school day versus non-school day.  
 
Measure 
Adolescents were asked the frequency of using social networking sites on a normal school 
day and on a l non-school day during the past 12 months. Response options ranged from 
“none at all” to “more than four hours” (Q21d, adapted from Q305 of the EU Kids Online II 
Child Questionnaire April 2010). A measure integrating weekdays (5/7 of the week)  and 
non-weekdays days (2/7) was derived, which is thereafter referred to as daily. The findings 
presented here show the proportion of adolescents who spend at least 2 hours daily on 
SNS. . The response “2 hours per day” was the median response (splitting the distribution of 
use on a school day in half; see Table 59 in Annex 3) and as such was used to dichotomize 
the frequency of SNS use into two levels: moderate SNS use (< 2hours) and heavier SNS use 
(2 hours or more a day). The 2-hour daily use cutoff has been previously used in adolescent 
populations as a cutoff differentiating between regular/moderate internet use and heavier 
internet use (i.e. Bélanger, Akre, Berchtold, & Michaud, 2011).  
 
Results  

 The modal response for duration of SNS use was 4 hours daily on non- school days 
(18.5%) while for school days the mode was one hour daily (16.9%)  

 Four in ten adolescents spent two or more hours per day on SNS on school days, 
while six in ten spent two or more hours per day on SNS on non- school days (Tables 
60 and 62 in Annex 3). 

 Significantly more girls than boys spent more than 2 hours daily on SNS, and this 
applied both to school days and to non-school days (Table 15). 

 A significantly greater percentage of older adolescents than younger ones spent 
more than 2 hours daily on SNS, both on school days and non-school days (Table 15).  

 Significantly fewer adolescents whose parents had higher education spent more 
than 2 hours daily on SNS, as compared to their counterparts of lower parental 
education. This was true for school days and non-school days.  (Table 15) 

 On schools days, heavier SNS use was most prevalent in in Germany and Romania 
and lowest in Spain and Poland (Figure 16), whereas on non-school days heavier SNS 
use was most prevalent in Romania, Spain and Greece (65-69%) while in the 
Netherlands, Poland and Iceland it was evidenced in about half of adolescents  
(Figure 17). 

 In some countries, such as Greece, SNS heavy use rates almost doubled from school 
days to non-school days. 
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Table 15. Percentage of adolescents who spend at least 2 hours a day on SNS by gender, age 
and parental educational level 

   SNS daily use of 2 hours or more 

  

On a 
normal 
school 

day 

P 

On  
Non-

school 
day 

 
p 

All Adolescents 39.4 - 60.2 - 

Female 43.7 <0.001 66.7 <0.001 

Male 34.4  52.8  

14-15 yrs 37.4 <0.001 58.3 <0.001 

16-17 yrs 42.6  63.4  

Low/Middle 
educational level 

42.1 <0.001 64.8 <0.001 

High educational 
level 

37.4  57.9  

 
 
 

 
Figure 16. Percentage of adolescents who spend at least 2 hours on SNS on a normal school 
day by country.   
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Figure 17. Percentage of adolescents who spend at least 2 hours on SNS on a non-school day 
by country.  
 
 
Discussion 
We found that the frequency of SNS heavy use is substantially lower on school days than 
non-school days, with the most frequent length of SNS use on school days being one hour - 
consistent with previous findings (Gross, 2004) - while on non-schools days SNS use climbs 
to around four hours daily. The latter may indicate that social networking is one of 
predominant adolescent leisure activities. Four in ten adolescents are heavier users - use 
SNS over 2 hours daily - during school days, while six in ten do the same on a non-school 
day. Heavy SNS use (over 2 hours) was more frequent among female adolescents, older 
adolescents and adolescents with higher parental level of education.  
 
The highest percentage of heavy users on a normal school day is found in Germany and 
Romania, while for a non-school day, the highest rates are reported for Romania, Greece 
and Spain.  On non-school days SNS heavy use prevalence was much higher than on school 
days in all countries.  Most distinctly in Spain and Greece heavy SNS use almost doubles on 
non-school days. This may indicate demanding school systems and local norms of after-
school activities (sports or extra tuition) during the school week, which are prevalent in 
Greece and Spain. Parental mediation may also play a role in limiting heavy SNS use on 
school days. 
 

3.4. How is frequency of SNS use related to adolescents’ competencies? 
 
SNS offer unique opportunities to communicate online and to form and maintain networks 
and relations. Given the unanimous and avid use of online communication, there is growing 
concern that SNS may displace real-life (offline) activities important to adolescent 
development, such as physical activity and face-to-face social interaction. The effects of 
online communication on offline social functioning and development are still a matter of 
intense debate and investigation.   
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One early hypothesis – the displacement hypothesis - put forward in the context of the 
U.S.A. HomeNet longitudinal study of new online users, had suggested that for adolescents, 
time spent online displaces offline interaction (with friends and family) amplifying social 
isolation and adversely affecting adolescent well-being (Kraut et al., 1998). This study was 
widely reported by the media and spurred an unnecessary “scare” over internet use which 
was subsequently shown to be based on inadequate grounds, primarily due to design flaws 
(non-representative and non-random sampling, and lack of a control group) and to rough 
conclusions presented by the media (McKenna & Bargh, 2000). Moreover, in a follow-up 
study a few years later, the same authors revealed that negative psychological and social 
effects had disappeared, thereby revising their conclusions (Kraut et al., 2002). The 
displacement hypothesis has been largely renounced in the last decade but its basic tenet - 
that time is limited and thus online time might displace other offline activities - is intuitively 
obvious. 
 
The opposing, and more positive view, the stimulation hypothesis, posits that online 
communication increases social interaction and support. In particular, researchers 
examining the impact of dyadic and private online communication have suggested that they 
provide a ‘training ground’ for the development and consolidation of social skills (Morgan & 
Cotten, 2003; Valkenburg & Peter 2007a) and can enhance the quality of friendships 
(Subrahmanyam & Smahel, 2011; Valkenburg & Peter, 2009, 2011) and the sense of 
belonging and self-disclosure (Davis, 2012). Valkenburg and colleagues (2006) showed that 
SNS use stimulates the number of relationships formed online and provides adolescents 
with opportunities to enhance their self-esteem and well-being. Most recent research 
suggests that the relationship between online communication and wellbeing is moderated 
by the level of social anxiety (introversion-extroversion), resulting in the formulation of two 
opposing hypotheses: social compensation, relevant to socially anxious or introverted 
individuals, and rich-get-richer for less anxious and more extroverted individuals (Gross, 
Juvonen, & Gable, 2002; Kraut et al., 2002). The consensus is now that the social 
compensation and the rich-get-richer hypotheses are both valid.   
 
The relationship between online communication use and well-being may be mediated by 
the type of online relationships sought (existing vs. new friends) as well as by the content 
(casual vs. intimate exchange). Adolescent users with different psychological profiles may be 
motivated by different needs and select different communication modalities, exchanging 
different content with ensuing different impact. A more recent approach focuses on the 
interaction between features of online tools, users’ goals and needs, and the social context 
(Bargh & McKenna, 2004; McKenna & Bargh, 2000). It has been suggested that online 
communication is beneficial when pursued among existing friends (Valkenburg & Peter, 
2007a; 2007b). 
 
Moreover, online self-disclosure may be an important mediator in the relationship between 
online communication and adolescent social well-being. The latter is referred to as the self-
disclosure hypothesis (Valkenburg & Peter, 2007a, 2009) and suggests that self-disclosure 
may be an important underlying process moderating the relationship between online 
communication and psychological well-being in adolescence.  
 

 



 

 

62 

Measure 
Adolescents were administered the Youth Self Report Competence scales (see Annex 3 for 
detailed description of the instrument). In order to derive scores on the competence scales, 
they were asked to list sports, hobbies, and clubs they enjoy participating in, and to rate the 
time they allocate to these and their competency in them in comparison with their peers. 
They were also asked about the number of their close friends, the frequency of their weekly 
social interaction outside school hours, and about their academic performance (as 
compared to the class average). Four subscales of competence are scored: Activities, Social, 
Academic Performance and Total Competence. SNS frequency of use is defined in previous 
section (3.3). 
 
Results  

 Adolescents who spent two or more hours daily on SNS (heavier use) on average 
scored lower in Activities, Academic Performance and Total Competence than 
more moderate SNS users (Table 16).  

 Social Competence scores did not differ between the two SNS use groups, but most 
interestingly, a trend was shown for girls who use heavily to score slightly higher 
than more moderately using girls.  A similar trend was shown among older 
adolescents: heavier users scored higher on social competence than moderate users 
(Table 17). 

 For the consolidated indicator of Total Competence, subgroup analyses (per age, 
gender) revealed that for boys and our younger age group heavier users scored 
lower , as compared to their more moderately using counterparts; while for girls and 
younger adolescents Total Competence scores were similar across both SNS use 
groups (Table 18) 

 Adolescents in Romania and Poland who reported heavier SNS use scored higher in 
Social Competence, while the reverse trend was evident in Iceland.  No significant 
differences were shown in Greece, the Netherlands and Spain. (Table 19). 

 Lower mean scores on Total Competence were shown in Greece, Spain and Iceland 
among those who reported heavier SNS use, as compared to their counterparts who 
used more moderately. No differences between the two groups were found in 
Poland, the Netherlands and Romania (Table 20). 

 
 

Table 16. Mean Competence scores by level of SNS use 

 
SNS use► 

 Competence subscale▼                   

Daily duration of SNS use  
<2 hours/day 

(Moderate SNS use) 
≥2 hours/day  

(Heavier SNS use) 
 

Mean SE Mean SE P 
Activities  8.33 0.07 7.99 0.08 <0.001 
Social Competence 7.80 0.05 7.85 0.06 0.455 
Academic Performance  2.22 0.01 2.10 0.01 <0.001 
Total Competence  18.39 0.12 17.96 0.13 0.003 
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Table 17. Mean Social Competence scores by level of SNS use by gender and age 

Social Competence Score Daily duration of SNS use 
SNS use► 

 
Demographic group ▼                   

<2 hours 
(Moderate SNS users) 

≥2 hours/day 
(Heavier SNS users) 

 

Mean SE Mean SE P 
Female 7.52 0.07 7.69 0.07 0.032 
Male 8.07 0.06 8.08 0.09 0.945 
14-15 yrs 7.98 0.06 7.99 0.07 0.952 
16-17 yrs 7.45 0.07 7.65 0.08 0.048 

 
 

Table 18. Mean Total Competence scores by level of SNS use by gender, age and parental 
educational level  

Total Competence Score Daily duration of SNS use 
SNS use► 

  
 Demographic group ▼                   

<2 hours/day 
(Moderate SNS users) 

≥2 hours/day 
(Heavier SNS users) 

 

Mean SE Mean SE P 
Female 18.53 0.15 18.24 0.15 0.102 
Male 18.26 0.13 17.55 0.19 0.001 
14-15 yrs 18.94 0.14 18.44 0.16 0.005 
16-17 yrs 17.36 0.15 17.29 0.17 0.742 
Low/middle educational level 16.98 0.16 16.82 0.18 0.471 
High educational level 19.48 0.14 19.16 0.15 0.052 

 
 

Table 19. Mean Social Competence scores by level of SNS use and by country 

Social Competence Score Daily duration of SNS use  
                            SNS use► 

 
Country▼ 

<2 hours 
(Moderate SNS users) 

≥2 hours/day 
(Heavier SNS users) 

 

Mean SE Mean SE P 
Greece 8.00 0.09 7.85 0.10 0.221 
Spain 7.72 0.09 7.81 0.13 0.562 

Romania 6.71 0.10 7.05 0.10 0.017 
Poland 5.84 0.07 6.10 0.09 0.019 

Netherlands 8.54 0.09 8.38 0.10 0.247 
Iceland 10.01 0.07 9.72 0.10 0.008 
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Table 20. Mean Total Competence scores by level of SNS use and by country 

Total Competence Score Daily duration of SNS use  
 SNS use► 

  
 Country▼                   

<2 hours/day 
(Moderate SNS users) 

≥2 hours/day 
(Heavier SNS users) 

 

Mean SE Mean SE P 
Greece 18.63 0.20 18.06 0.26 0.034 
Spain 19.31 0.19 18.45 0.25 0.003 
Romania 15.94 0.25 16.05 0.28 0.721 
Poland 14.05 0.17 14.18 0.21 0.572 
Netherlands 18.57 0.23 18.17 0.27 0.194 
Iceland 23.17 0.21 22.01 0.27 <0.001 

 

Discussion 
The significantly lower Academic Performance and Activities scores among heavier SNS 
users may be seen as confirming the displacement hypothesis. Heavy SNS use may take 
significant amounts of time away from academic schoolwork and after-school activities thus 
leading to decreased academic performance and after-school engagement respectively. An 
alternative interpretation of this finding is that adolescents who are already disengaged 
from academics have more free time and spend more time on SNS. Moreover, increased 
time spent online possibly minimizes spare time availability and opportunities for after-
school activities. 
 
With regard to the adaptive indicator of Social Competence (offline measure), for boys we 
found no difference in mean scores between the two SNS use groups. In contrast, we found 
that girls that used SNS heavily scored slightly higher in social competence than girls who 
used SNS modestly (<2 hours). This may imply that girls use SNS in ways that enhance their 
sociability and is consistent with findings that suggest that girls are not only more avid users 
of SNS but also use these tools more often than not for the maintenance of close existing 
relationships (Lenhart & Maden, 2007) and often through self-disclosure (Valkenburg, 
Sumter, & Peter, 2011). On the contrary, boys use SNS to make new friends and engage in 
less online self-disclosure (Valkenburg, Sumter, & Peter, 2011). Due to the cross-sectional 
nature of our study, we are unable to conclude on these beneficial effects for girls. In 
considering the alternative direction of this positive association, one might infer that socially 
competent girls are drawn to SNS and are more active on these platforms, which would be 
consistent with the rich-get-richer hypothesis.   
 
A trend was shown among older adolescents who used SNS heavily to score slightly higher 
in Social Competence than their counterparts who used moderately. This again agrees with 
findings that older adolescents more typically use SNS to maintain existing relationships and 
engage in more online self-disclosure than their younger counterparts (Valkenburg, Sumter, 
& Peter, 2011), thus supporting the self-disclosure hypothesis. 
 
In regards to contextual differences, heavier users score lowest in Total Competence in 
Spain and Iceland, both countries with the high rates of SNS daily use (>74% daily use), 
which is somewhat counter-intuitive. Given the high prevalence of SNS use in these two 
countries, online social networking might constitute the local peer norm and would be 
expected to be integrated into local peer practice. Nonetheless, it seems that in peer 
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contexts in which SNS daily use is normative, heavy use is associated with lower total offline 
competence.  Similarly, a trend in that direction was shown in Greece, a country with lower 
daily SNS uptake. The latter could be associated with a very high number of Facebook 
“friends” among Greek adolescent users indicating that for Greek adolescents 
communication on SNS may be more public and less intimate. 
 
An interesting finding is that in Iceland heavier SNS users scored on average higher in 
Social Competence than their moderately using counterparts, which could indicate similar 
effects to those inferred above for girls. Certain processes may be at play for youth in this 
context that may render SNS as facilitators of social functioning. Such contextual conditions 
may pertain to cultural, peer or educational norms and need to be closely studied. In some 
contexts SNS and blogs may constitute a new social arena and pivotal means of self-
expression for today’s adolescents, thus facilitating overall social functioning. As recently 
suggested by researchers in Iceland the adolescent blogosphere may constitute an 
“emergent digital adolescent society” (Bjarnason, Gudmundsson, & Ólafsson, 2012). 
 

3.5. What are the associated psychosocial problems of SNS use? 
 
Although online communication can be facilitative and helpful for some adolescents, 
excessive online interaction has been vilified, and has been suggested to be associated with 
psychosocial problems. As mentioned earlier, the first investigations in the context of the 
HomeNet longitudinal study of new users in the U.S.A. (Kraut et al., 1998) suggested that 
internet use can lead to a decrease in well-being, namely higher levels of depression and 
social anxiety, and to lower levels of family communication for new users (Kraut et al., 
1998). The authors explained this decrease as an outcome of the internet displacing offline 
relationships. However, in their follow-up investigation (Kraut et al., 2002) the researchers 
noted that these effects had disappeared across time and showed positive effects on 
communication, social involvement and overall well-being for new users based on their 
personality and social support received (Kraut et al., 2002). 
 
Since these early American studies, several researchers have investigated the relationship 
between internet use and psychosocial well-being (i.e. Gross, 2004), attaining mixed and 
inconclusive findings primarily due to the cross-sectional research design employed and to 
lack of theoretical grounding. Davis (2001) has introduced a cognitive-behavioural theory of 
pathological internet use, suggesting that pathological internet use is governed by distinct 
patterns of internet-based cognitions and behaviours. Davis suggested that some individuals 
develop problems due to the unique communicative context of the internet, and are drawn 
to online communication rather than face-to-face communication and suggests that 
maladaptive online behaviours are consequences, rather than causes of psychosocial 
problems (i.e. social anxiety and depression). The theory posits that pre-existing 
psychosocial problems predispose users to develop maladaptive cognitions and behaviours 
associated with internet use and to exhibit low self-regulation (Davis, 2001; Caplan, 2002, 
2007).  
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Taken together, evidence indicates that people with psychosocial problems are drawn to 
the online communication and interpersonal applications of the internet (Caplan, 2002, 
2007; Young, 1999; Young & Rogers, 1998). Recently, evidence has accumulated through a 
prospective longitudinal study conducted among Dutch adolescents, the first to examine the 
bi-directionality of the relationship between online communication and adolescents’ 
psychosocial well-being (Van den Eijnden, Meerkerk, Vermulst, Spijkerman, & Engels, 2008). 
The researchers found that IM predicted increased depression, six months later, but less 
loneliness, while the reverse (depression predicting IM use six months later) was not 
confirmed. Moreover and most interestingly, loneliness was negatively related to IM use six 
months later, indicating that lonely adolescents do not engage in frequent IM, but rather 
tend to avoid online communication. 
 
Measure 
The Youth Self Report Problem scales (see Annex 3 for detailed description of the 
instrument) were used for these analyses. For SNS use measure please refer to section 3.3 
measure. 
 
Results 

 Heavier SNS users scored higher on all YSR problem scales, in Internalizing and 
Externalizing problems clusters, as well as in the consolidated Total Problems scale, as 
compared to moderate SNS users (Table 21). 

 
Table 21. Mean psychosocial scale scores by level of SNS use  

SNS use► 
  
 Psychosocial problem scale ▼                   

Daily duration of SNS use  
<2 hours/day 
Moderate use 

≥2 hours/day 
Heavier use 

 

Mean SE Mean SE P 
Anxious/depressed  4.75 0.07 5.42 0.08 <0.001 
Withdrawn/depressed  2.96 0.05 3.22 0.06 <0.001 
Somatic complaints  2.66 0.04 3.40 0.07 <0.001 
Social problems  2.84 0.04 3.40 0.05 <0.001 
Thought problems  2.94 0.05 3.88 0.07 <0.001 
Attention problems  4.98 0.06 5.92 0.06 <0.001 
Rule-breaking (delinquent) behaviour  4.06 0.06 5.60 0.09 <0.001 
Aggressive behaviour  6.44 0.09 8.19 0.10 <0.001 
Internalizing Problems  10.26 0.13 11.98 0.17 <0.001 
Externalizing Problems  10.47 0.14 13.77 0.17 <0.001 
Total Problems  33.51 0.39 41.47 0.49 <0.001 

 
 
Discussion  
Heavy SNS users scored higher both in internalizing and in externalizing psychopathological 
indicators, as compared to moderate SNS users, suggesting that adolescents with 
psychosocial difficulties may be drawn to online communications sites, and end up spending 
excessive time on these platforms. This interpretation would be consistent with Davis’ 
theory (2001) of excessive internet use being a consequence of pre-existing vulnerabilities 
and maladaptive cognitions.  
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Consistent with our results, social anxiety among youth has been associated with online 
communication (Valkenburg & Peter, 2007). Moreover, in regards to the 
Withdrawn/depressed subscale, our results are consistent with Gross and colleagues’ 
findings (2002) indicating that adolescents who reported loneliness or social anxiety on a 
given day were more likely to communicate on that day via IM primarily with people they 
did not know well. Similarly, another adolescent survey has reported that adolescent with 
depressive symptoms were more likely than non-depressed adolescents to use online 
communications more frequently and to contact strangers online (Ybarra, Alexander, & 
Mitchell, 2005). 
 
Vulnerable adolescents, such as the socially anxious or depressed, may be using SNS as a 
medium to “escape” their difficulties, often undertaking heavy SNS use. This could lead to 
them developing a preference for online communication, as previously suggested (Caplan, 
2007; Davis, 2001), and to detaching themselves from offline encounters. The latter is a 
pivotal warning sign indicating dysfunctional use of online communication, and should be 
monitored closely. 
 

3.6. How is SNS use related to internet addictive behaviour? 
 
The use of SNS is often associated with excessive amount of time spent online, due to the 
various features for socialising (Van Rooij, Schoenmakers, Van de Eijnden, & Van de Mheen, 
2010). A Dutch longitudinal study reported that adolescents using instant messenger were 
more likely to present with compulsive internet use six months later (Van den Eijnden et al., 
2008). Similarly, in a study conducted in Greece, over 10% of SNS users had a moderate 
level of internet addiction and almost 1% were severely dependent. In the same study, 
frequent SNS users showed increased internet addictive behaviour in all domains of the 
Internet Addiction Test (IAT), i.e., salience, excessive use, neglecting work, anticipation, lack 
of control and neglecting social life (Tsitsika et al., 2011).  
 
Measure 
Adolescents were administered the Internet Addiction Test. They were also asked how 
many hours per day they spend on social networking sites during the past 12 months 
(Q21d). Response options ranged from “none at all” to “”more than four hours.” The 
findings presented here show the proportion of adolescents who use SNS for at least two 
hours daily.  
 
Results  

 The proportion of adolescents with dysfunctional internet behaviour (representing 
a score of over 40 points on the Internet Addiction Test, as defined in earlier section 
of this report) was greater among those who spent two or more hours per day on 
social networking sites (Table 22).  

 This held true in both boys and girls, in all age groups, in those whose parents’ 
highest educational level was high or low/middle (Table 22) and in all countries 
(Table 23).   
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Table 22. Percentage of adolescents exhibiting dysfunctional internet behaviour in 
association with level of daily SNS use by gender, age and parental educational level 

Dysfunctional Internet Behaviour  (%) 
Duration of daily use of SNS  

<2 hours ≥ 2 hours/day P 

All Adolescents 8.1 23.7 <0.001 

Female 5.6 22.7 <0.001 

Male 10.6 25.1 <0.001 

14-15 yrs 7.8 22.9 <0.001 

16-17 yrs 8.8 24.8 <0.001 

Low/Middle educational level 9.7 26.9 <0.001 

High educational level 7.7 21.8 <0.001 

 

Table 23. Percentage of adolescents exhibiting dysfunctional internet behaviour in 
association with level of daily SNS use by country 

Dysfunctional Internet Behaviour  (%) 
Daily use of SNS  

<2 hours ≥ 2 hours/day P 

Greece 5.8 24.6 <0.001 

Spain 13 39.2 <0.001 

Romania 13.1 25.9 <0.001 

Poland 8.4 23.8 <0.001 

Germany 5.7 17.1 <0.001 

Netherlands 7.3 20 <0.001 

Iceland 4 14.6 <0.001 

 
 
Discussion 
We found that about one in four heavy SNS users exhibited dysfunctional internet 
behaviour, while only 8% of moderate users showed such behaviour.  This association held 
across both genders, both age groups and both groups of parental education.  
 
The same association held in analyses at the country level, with significantly more heavy 
users exhibiting dysfunctional internet behaviour across all seven participating countries. 
This consistent association across contexts suggests a robust process, with no obvious inter-
cultural differences. It seems that the capacity for socializing plays a significant role and 
renders online communication applications “addictive” which is consistent with previous 
reports (Van Rooij et al., 2010). Similarly, in a study among Turkish college students, 
students classified as “internet addicted” used the internet more for social functions, when 
compared to “non-addicted” students (Kesici & Sahin, 2009).  As previously suggested, the 
maintenance of online networks and the need to stay connected are the key factors 
explaining increased attraction to SNS (Kuss & Griffiths, 2011). 
 
Noteworthy that in our analyses we compared adolescents using SNS for less than two 
hours per day with those using SNS for more than 2 hours, based on the modal score of SNS 
use duration and guided by this cut-off’s previous use. While dysfunctional internet 
behaviour was more prevalent in the second group, one may not conclude that two hours 
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per day is a threshold after which one is more susceptible to develop such behaviour; our 
analyses do not show what would be the optimal number of hours to use in identifying 
dysfunctional internet behavior. 
 
Further research is needed to uncover the underlying processes or characteristics that 
render some adolescents more vulnerable to SNS-associated dysfunctional internet 
behaviour, while for others SNS constitute an additional medium for communication and an 
opportune context to carry out daily communication and built on personal competences.   
 
SUMMARY 
 
Older adolescents daily use instant messaging, e-mail, and internet forums more often that 
the younger ones. No differences are noted in daily use rates of SNS, but spending two or 
more hours per day on SNS (both on school days and non-school days) is more frequent 
among 16-17 year olds than 14-15 year olds.  
 
Gender differences in daily use uptake are evident in all online communication categories, 
with the exception of instant messaging, which is equally prevalent for both girls and boys. 
A greater number of girls spend more than two hours per day on social networking sites 
(SNS) compared to boys, and this is true both for school days and non-school days. 
However, boys who engage in heavy SNS use score lower in Total Competence (YSR offline 
measure), while for girls there are no differences across use levels. Moreover, girls who use 
SNS heavily score slightly higher in social competence than girls who are moderate users (<2 
hours). This may imply that girls use SNS in ways that enhance their sociability and is 
consistent with findings that girls typically use SNS for the maintenance of close existing 
relationships, 
 
Parental educational level differences are evident in the daily use of most online 
communication categories, with more adolescents from low/middle backgrounds using 
internet forums, and more from higher educational backgrounds using social networking 
and e-mailing. Adolescents from higher educational backgrounds were more likely to be 
members of Facebook, whereas those from low/middle ones chose local SNS. Moreover, 
more adolescents from lower educational backgrounds used SNS heavily compared to their 
counterparts with higher educated parents.  
 
Finally, heavier use of SNS was related to lower activities and academic performance scores, 
and to more psychological problems as well as dysfunctional internet behaviour. 
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4. COMPUTER GAMING 
 
“Four years have passed since the mortal races banded together and stood united against 
the might of the Burning Legion. Though Azeroth was saved, the tenuous pact between the 
Horde and the Alliance has all but evaporated. The drums of war thunder once again”. This 
trailer for Word of Warcraft ©, one of the most popular Massively Multiplayer Online Role 
Playing Games (MMORPG), contains all the promises made by this unique gaming genre, 
that has been discussed heavily among scientists and clinicians in recent years. 
 
Although computer games already existed in the 1970s, the phenomenon of addictive use 
of computer games emerged just a few years ago as an issue of public health. Clinical 
research indicates that individuals who suffer from computer game addiction (CGA) display 
enormously elevated psychopathological symptoms such as depressive symptomatology 
and anxiety. Addressing the phenomenology of CGA, there is more and more consensus that 
CGA is a sub-type of internet addiction (Young, 1998). Indeed research has shown that CGA 
is most often related to online games, especially to MMORPG (Stetina, Kothgassner, 
Lehenbauer, & Kryspin-Exner, 2011). Furthermore, CGA seems to be one of the most 
common sub-types of internet addiction, on the basis of both epidemiological (Morrison & 
Gore, 2010) and clinical research (Beutel, Hoch, Wölfling & Müller, 2011). 
 
Although a growing number of scientific publications have appeared within the last few 
years, there is still no final agreement on the nosological classification of CGA. It is 
sometimes referred to as a merely secondary phenomenon accompanying a primary 
disorder such as depression, ADHD or social phobia, and sometimes it is regarded as an 
impulse control disorder. However, in the light of mostly neuroscientific approaches to 
classification, it becomes more and more reasonable to propose that CGA might be 
classified best as a non-substance-related addiction disorder, similar to the position of 
pathological gambling with respect to the upcoming revision of DSM (Holden, 2010).  
 
A further uncertainty is related to the stability of CGA in childhood and adolescence. Some 
experts believe that addictive gaming is a sole expression of adaptive processes that an 
individual is experiencing through difficult stages of transition and puberty. This sounds 
comprehensible from a developmental-psychological perspective, as it is proven that many 
deviant behaviours of adolescence vanish as soon as the developmental process has been 
successfully completed (Moffitt, 1993). However, there is still reason to assume that 
transient signs of CGA in adolescence might be regarded firstly as triggering a heightened 
risk of re-developing CGA at a later stage of life, with extraordinary stressors causing 
possible re-occurrence and re-initialization of this problematic behaviour. Secondly, 
following the model of Moffitt (1993), it has to be stated that not all adolescents with CGA – 
and maybe not even the majority of them – overcome this addictive behaviour during 
psychosocial development. One study from Asia supports the thesis of persisting addictive 
gaming in adolescents. Gentile and colleagues (2011) conducted a longitudinal study of 
2532 adolescents over a period of two years. The initial prevalence of CGA was 9.9% with a 
further 1.3% developing CGA during the observation period (incidence-rate). Most 
importantly, it was shown that approximately 84% of the adolescents who had suffered 
from CGA in the first survey period were still classified as gaming addicts two years later. 
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Thus the rate of spontaneous remission amounted to a mere 16%, indicating a remarkably 
high stability of CGA. 
 

4.1. Adolescents’ involvement with computer gaming 
 
Computer games are attractive to “modern” people in general and the development of 
target-group-specific games is a prospering branch of activity. Research shows that 
computer games are used with highest intensity in early adolescence (Holtz, 2010). There is 
also evidence from longitudinal studies indicating that the intensity of computer gaming 
behaviour increases from childhood up to 21% in early adolescence before declining in mid-
adolescence (Feierabend & Rathgeb, 2006). While there is evidence that computer gaming 
is related to a number of positive effects (Li & Atkins, 2004; Lu, Thompson, Baranowski, 
Buday & Baranowski, 2012) it has on the other hand also been shown that intense to 
excessive gaming has a negative impact. Beside somatic repercussions like headaches, dry 
eyes and flaws of the musculoskeletal system (Ha et al., 2008), there are findings that 
excessive gaming can lead to reduced peer contacts, to more pessimistic expectancy 
towards the future and in some cases to deteriorating academic achievement (Schulte-
Markwort, Plaß, & Barkmann, 2002; Van Schie & Wiegman, 1997).  
 
Measure  
Adolescents were asked the frequency of gaming on a normal school day and on a normal 
non-school day during the past 12 months. Specifically, they were asked “How many hours 
do you spend on average per weekday (Monday to Friday) playing computer games?” (Q49) 
and “How many hours do you spend on average per day playing computer games at the 
weekend/ on holiday/ on public holidays?” (Q50). Responses were open ended. 
 

Results  

 The median number of hours of gaming per weekday or weekend was higher in 
boys compared to girls.  

 Tables 24-27 present the median hours of gaming by gender, age, and country. 
 
Table 24. Median hours of computer gaming per day during the week and at the weekend by 
gender, age and parental educational level 

  

Median (25
th

 – 75
th

  percentile)  
hours of playing games 

  Weekday P Weekend P 

All Adolescents 1 (0 - 2) - 1 (0 - 3) - 

Female 0 (0 - 1) <0.001 0 (0 - 2) 0.005 

Male 2 (1 - 4)  3 (1 - 5)  

14-15 yrs 1 (0 - 2) 0.110 1 (0 - 3) 0.068 

16-17 yrs 1 (0 - 2)  1 (0 - 3)  

Low/Middle educational level 1 (0 - 2) 0.052 2 (0 - 3) 0.902 

High educational level 1 (0 - 2)  1 (0 - 3)  
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Table 25. Median hours of computer gaming per day during the week and at the weekend by 
country 

  

Median (25
th

 – 75
th

 percentile)  
hours of playing games 

  per weekday P per weekend P 

Greece 1 (0.3 - 3) <0.001 2 (1 - 4) 0.077 

Spain 0 (0 - 1)  0.5 (0 - 2)  

Romania 1 (0 - 3)  2 (1 - 3)  

Poland 1 (0 - 3)  2 (0 - 4)  

Germany 1 (0 - 2)  1 (0 - 3)  

Netherlands 1 (0 - 3)  1 (0 - 4)  

Iceland 1 (0 - 2)  1 (0 - 2)  

 
 
Table 26. Median hours of computer gaming per day during the week by age, gender and 
country 

  
Average hours 
of playing 
computer 
games on a  
weekday 

  

14-15 years 16-17 years 

Female Male Female Male 

Median 
 (25

th
 – 75

th
  

percentile) 
P 

Median  
(25

th
 – 75

th
  

percentile) 
P 

Median 
 (25

th
 – 75

th
  

percentile) 
P 

Median 
(25

th
 – 75

th
  

percentile) 
P 

Greece 1 (0 - 2) <0.001 2 (1 - 3) <0.001 1 (0 - 2) <0.001 2 (1 - 4) <0.001 

Spain 0 (0 - 0.5)  1 (0 - 2)  0 (0 - 0.5)  0.5 (0 - 2)  

Romania 1 (0 - 1)  2 (1 - 4)  1 (0 - 2)  2 (1 - 4)  

Poland 0 (0 - 1)  2 (1 - 3.8)  0 (0 - 1)  2 (1 - 4)  

Germany 0 (0 - 1)  2 (1 - 4)  0 (0 - 1)  2 (1 - 3)  

Netherlands 0 (0 - 1)  2 (1 - 5)  0 (0 - 1)  2 (1 - 4)  

Iceland 0 (0 - 1)  2 (1 - 4)  0 (0 - 1)  2 (1 - 4)  

 
 
Table 27. Median hours of computer gaming per day at the weekend by age, gender and 
country 

  
Average hours of playing 
games per day at the weekend 
  

14-15 years 16-17 years 

Female Male Female Male 

Median 
(25

th
 – 75

th
  

percentile) 
P 

Median 
(25

th
 – 75

th
  

percentile) 
P 

Median 
(25

th
 – 75

th
  

percentile) 
P 

Median 
(25

th
 – 75

th
  

percentile) 
P 

Greece 2 (0 - 3) 0.464 3 (2 - 5) 0.211 2 (0 - 3) <0.001 3 (1.3 - 5) 0.002 

Spain 0 (0 - 1)  1,5 (0 - 3)  0 (0 - 1)  1 (0 - 3)  

Romania 1 (0 - 2)  3 (2 - 5)  1 (0 - 2)  3 (2 - 5)  

Poland 1 (0 - 2)  3 (2 - 5)  1 (0 - 2)  3,3 (2 - 5)  

Germany 0 (0 - 1)  3 (1 - 5)  0 (0 - 1)  3 (1 - 5)  

Netherlands 0 (0 - 2)  4 (2 - 6)  0 (0 - 1)  3 (1 - 6)  

Iceland 0 (0 - 1)  2 (1 - 5)  0 (0 - 1)  2 (1 - 5)  
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Discussion 
Our results indicate that computer gaming is mainly an occupation of boys. The usage of 
computer games seems to be independent of age as well as level of parental education. The 
comparison across the participating countries reveals that gaming behaviour is nearly 
equally distributed. Greek adolescents spend more hours playing games at the weekend 
than Spanish adolescents. 
 
Overall, as described above, the use of computer games is a widespread activity among 
adolescents, with boys being significantly more engaged than girls. Interestingly, no major 
differences were found between adolescents from different countries. As earlier research 
has demonstrated, playing computer games can be regarded as a part of modern youth 
culture and it would be premature to conclude that the mere use of computer games 
should be treated as a danger sign for the development of computer game addiction. Of 
course, time spent playing games is a necessary but not a sufficient criterion for developing 
addicted gaming, as clinical experience and empirical research have already demonstrated 
(cf. Van Rooij, Schoenmakers, Vermulst, Van den Eijnden, & Van de Mheen, 2010). In the 
following sections a closer look will be taken at computer game addiction by taking into 
consideration further clinical indicators for addiction, such as craving, tolerance, withdrawal 
and loss of control. 
 

4.2. Prevalence of computer gaming abuse and addiction 
 
As mentioned earlier, engaging in computer games can have some positive effects in 
adolescents. However, research also reveals that adolescents are at risk of excessive and 
addictive gaming. While excessive gaming refers to spending a vast amount of time playing 
video games, addictive gaming relates to a severe psychopathological syndrome. CGA is 
defined by criteria similar to those proposed for internet addictive behaviour. This similarity 
is probably due to the fact that there is more and more consensus on diagnostic criteria for 
CGA - resembling those for substance-related addiction disorders and pathological gambling 
- as is also the case for the broader clinical concept of internet addiction. Accordingly, core 
criteria for CGA can be seen in excessive use (time and frequency of playing), tolerance 
(increasing amount of time spent playing), craving (recurrent thoughts about the game, 
strong urge to play), withdrawal symptoms (aversive physical and emotional events in case 
of impairment), loss of control (losing the sense of time while playing), and continued 
gaming behaviour despite facing negative consequences (conflicts with others, social 
isolation, lack of sleep, deteriorating achievement). For a detailed description of these 
criteria, see Kuss & Griffiths (2011). Comparable to other forms of addiction, abuse is 
characterised by the manifestation of first impairments because of the computer game 
behaviour as well as by the appearance of few symptoms of addiction. Thus, abuse 
describes a critical pattern of consumption that does not yet fulfil all the addiction criteria.  
 
As previous research has shown, adolescence correlates with an increased risk of developing 
CGA. Recent studies of the prevalence of CGA, taking the clinical criteria mentioned above 
as diagnostic markers for CGA, reveal that rates in Asia exceed those of Europe. For 
example, in China a rate of 10.3% was detected (Peng & Li, 2009) and in Taiwan 7.5% (Ko, 
Yen, Yen, Lin, & Yang, 2007). Gentile and colleagues (2011) published one of the first 
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longitudinal studies with three measurement points on CGA. Initially, a prevalence rate for 
CGA among the total sample of 2532 Chinese adolescents of 9.9% was reported with a 
remission rate of 16% after two years. The authors concluded that addictive gaming must 
not be reduced to a mere developmental crisis due to an overload of psychosocial 
adaptation processes. Rather, addictive gaming resembles a stable psychopathological 
phenomenon, correlating with heightened psychopathological strain. 
 
European studies on the prevalence of CGA also indicate that it has to be regarded as a 
serious health problem, although prevalence rates seem to be slightly lower here. For 
instance, in 2009 Batthyány, Müller, Benker and Wölfling showed that 2.7% of a total of 
1068 Austrian students aged 12 to 17 years met criteria for CGA, with boys being more 
often affected than girls. Additionally, results displayed that those fulfilling these criteria 
were more likely to avoid school more often and to suffer from different psychosomatic 
symptoms (headaches, general somatic malaise), have difficulty in concentrating in school 
and display signs of school phobia. Johansson and Götestam (2004) showed that 2.7% of 
Norwegian students should be regarded as gaming addicts. In a large-scale study in 
Germany, Rehbein, Kleimann and Mößle (2010) classified 3.0% of the boys and 0.3% of the 
girls as suffering from CGA. 
 
Measure 
Adolescents were administered the AICA-S (see Methods Section 3 for detailed description 
of the instrument).  
 
Results 

 Among all adolescents, the proportion of those who abuse or are addicted to 
gaming was 6.7% and it was highest in boys and in those whose parents’ 
educational level was low or middle (Figure 18). 

 Among all adolescents the proportion of those who abuse or are addicted to gaming 
was highest in Romania and Greece and lowest in Spain and Germany (Figure 19). 

 Among adolescents who play games, the proportion of those who abuse or are 
addicted to gaming was 10.9% and it was highest in boys and in those whose 
parents’ educational level was low or middle (Figure 18). 

 Among adolescents who play games, the proportion of those who abuse or are 
addicted to gaming was highest in Romania and Poland and lower in Spain (Figure 
19). 

 Those who abuse or are addicted to gaming had a lower mean age when they first 
started using the internet than older adolescents (Table 28).  

 The high frequency of use of various types of online games (i.e. single player games, 
MMORPG, shooter games, real time strategy games, monetary awards games, 
games of chance) was found to be associated with greater proportions of 
adolescents who abuse or are addicted to gaming (Table 69 in Annex 3). 
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Figure 18. Prevalence of computer gaming abuse and addiction among adolescents by 
gender, age and educational level. 

 
 

 
Figure 19. Prevalence of computer gaming abuse and addiction among adolescents by 
country. 
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Figure 20. Prevalence of computer gaming abuse and addiction among 14-15 year old 
adolescents by gender and country. 

 
 

 
Figure 21. Prevalence of computer gaming abuse and addiction among 16-17 year old 
adolescents by gender and country. 

 
Table 28. Comparison of mean age at first internet use between adolescents with 
gaming/normal gaming and those with abuse/addiction to gaming 

 

No gaming/ Normal 
Gaming 

Abuse / Addiction 
Gaming 

 

Mean SE Mean SE P 

How old were you when 
you first started using the 
internet?  

9.7 0.04 8.8 0.11 <0.001 
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Discussion 
The prevalence rate for computer game addiction in the total sample was 1.6% with a 
further 5.1% classified as abusive gamers. These rates increase to 2.6% addicted and 8.2% 
abusive gamers taking only regular computer gamers into consideration. Interestingly, no 
difference was found by age group: the prevalence rate was the same among the 14 to 15 
and the 16 to 17 years old adolescents. As expected, significantly more boys than girls are 
affected by CGA. Inspecting the level of education, it is interesting to note that while there is 
almost no difference between high and low level of parents´ education among addicted 
gamers, a higher proportion of abusive gamers reveals a low level of parental education. 
 
Looking at differences between participating countries it becomes evident that the highest 
rates of addicted gamers are to be found in Greece (2.6%) and Poland (2.1%). 
Comparatively low rates of affected adolescents are found in Spain (0.6%) and the 
Netherlands (1.1%). Across all countries, boys more often meet the criteria for CGA than 
girls. 
 
Further results reveal that CGA is associated with a younger age of first use of the internet. 
Analyses of preferred gaming genre show that CGA is related to an intense use of every 
genre asked for (single player games, MMORPG, shooter games, strategy games, monetary 
award games and games of chance).  
 
Overall, compared to previous studies, the prevalence rate of 1.6% addicted gamers is 
somewhat smaller. However, in this study it was found that in addition to the 1.6% of 
participants meeting full criteria for CGA, a further 5.1% can be regarded as showing the 
first signs of addictive gaming and therefore must be regarded as being in particular danger 
of progression to the full psychopathology of CGA. Consequently CGA must be taken 
seriously, as a significant percentage of adolescents is already affected by it or lies on the 
borderline. In agreement with earlier studies, significantly more male than female 
adolescents are suffering from CGA, a finding that shows up in every participating country. 
Among participating countries prevalence rates vary slightly. While in Spain the number of 
affected is comparably small, Greece and Poland exhibit rates that clearly exceed the 
average of 1.6%. The reason for this cannot be answered adequately by these data.  
 

4.3. What are the psychosocial correlates of computer gaming abuse and 
addiction? 

 
There is strong empirical evidence for a link between playing violent video games like first 
person shooters and other violent media, and aggression. This empirical evidence is based 
on experimental and correlational studies with different samples including children, 
adolescents and adults (e.g. Anderson, 2004; Anderson & Bushman, 2001; Anderson & Dill, 
2000; Barlett, Harris, & Baldassaro, 2007; Gentile et al., 2004; Krahé & Möller, 2004; Wei, 
2007). According to Anderson and colleagues’ ‘General Aggressiveness Model’ (GAM; 
Anderson & Bushman, 2002), violent media content desensitizes the media user to both 
real-life violence and media violence, which in turn makes aggressive behaviour more likely, 
as users of violent media develop stable patterns of aggressive cognitions, emotions and 
aggression-legitimizing attitudes over time. The internet may be a potential new transport 
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device for violent media content such as violent movie clips and violent video games (Funk, 
Baldacci, Pasold, & Baumgardner, 2004). 
 
Two previous studies have obtained self-report data from the YSR. In the study by Funk and 
colleagues (2002), externalizing problems were found to be unrelated to playing violent 
games. In fact, the delinquency subscale was even more elevated for boys with low violent 
game preference than for boys with high violent game preference. The results of Funk et al. 
(2002) are based on a small sample with 32 participants in total and eight adolescents with 
elevated problem behaviour. This may have led to a substantial Type II error. The Lohaus, 
Ball, Klein-Hessling, & Wild (2005) study did not differentiate between different kinds of 
computer use, thus potentially obscuring relevant relationships. Therefore we consider the 
results of both studies as preliminary. 
 
While there is a history of research on the cultivation of fear by TV violence (e.g. Gerbner, 
Gross, Signorielli, Morgan, & Jackson-Beeck, 1979) and on fright reactions following 
exposure to violent movies (cf. Cantor, 2009) the impact of violent video games on 
internalizing problems, including anxiety and social withdrawal, is less clear (Sparks, Sparks, 
& Sparks, 2009). In their study, Funk and colleagues (2002) found a trend that related 
violent video game play to substantial internalizing problem behaviour. Recently, the 
popularity of massively multiplayer online role-playing games (MMORPG) has given rise to 
the question of a link between playing fantasy games and internalizing problems (e.g. Funk, 
2009). These fantasy games are less gory than first-person shooter games, but some fighting 
and violence is included. A core feature of these fantasy games is slipping into the role of a 
virtual character. ‘Trying out’ a new identity during game play may have the potential to 
assist adolescent development, but it may also distract from real-world challenges and 
opportunities. 
 
Regarding online role-playing games, there is tentative evidence for detrimental effects 
from case studies in the field of psychiatry, which have linked the playing of internet-based 
fantasy games to internalizing problems such as anxiety and depression (Allison, von 
Wahlde, Shockley, & Gabbard, 2006; Mitchell, 2000; Salguero & Morán, 2002). In a first 
preliminary clinical study including patients aged between 8 to 17 years of a general 
adolescent psychiatry clinic in Germany, it was found that 11.3% met the criteria for 
internet addicted behaviour proposed by Tao et al. (2010) with most of them playing 
MMORPG in an addictive way (Müller, Ammerschläger, Freisleder, Beutel, & Wölfling, 
2012). Interestingly, internalizing problems, especially depression, anxiety and somatic 
complaints were most strongly related to addictive behaviour. To a lesser extent, delinquent 
behaviour was another correlate of CGA. 
 
Measure 
Adolescents were administered the Youth Self Report and the AICA-S (see Methods section 
in Annex 3 for detailed description of these instruments).  
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Results  

 In the total sample, adolescents who fell into the categories of gaming abuse or 
addiction did psychologically worse than other adolescents. They had lower scores 
than other adolescents on the Activities, Academic Performance and Total 
Competence subscales, and higher scores on the Anxious/depressed, 
Withdrawn/depressed, Somatic Complaints, Social Problems, Thought Problems, 
Attention Problems, Rule-breaking (delinquent) behaviour, Aggressive Behaviour, 
Internalizing Problems, Externalizing Problems and Total Problems subscales (Table 
29). The same findings apply to the analysis of the subsample of adolescents who 
play games (Table 30).   
 

Table 29. Psychosocial correlates of computer gaming abuse and addiction, in the total 
sample 

  
No gaming/ Normal 

Gaming 
Abuse/ Addiction 

Gaming 
 

Psychosocial problem 

scale (score range) ▼ 
Mean SE Mean SE P 

Activities (0-18) 8.15 0.07 6.78 0.17 <0.001 

Social Competence (0-65) 7.74 0.04 7.55 0.11 0.094 

Academic Performance (0-3) 2.18 0.01 2.00 0.03 <0.001 

Total Competence (0-45.5) 18.10 0.10 16.43 0.25 <0.001 

Anxious/depressed (0-55) 4.86 0.05 6.89 0.24 <0.001 

Withdrawn/depressed (0-16) 3.00 0.04 4.74 0.15 <0.001 

Somatic Complaints (0-65) 2.83 0.04 4.06 0.19 <0.001 

Social Problems (0-22) 2.93 0.03 4.96 0.19 <0.001 

Thought Problems (0-24) 3.13 0.04 5.50 0.21 <0.001 

Attention Problems (0-27) 5.16 0.05 7.24 0.16 <0.001 

Rule-breaking (delinquent) 
Behaviour (0-65) 

4.34 0.06 8.07 0.24 <0.001 

Aggressive Behaviour (0-90)  6.78 0.07 11.06 0.30 <0.001 

Internalizing Problems (0-79) 10.61 0.10 15.56 0.52 <0.001 

Externalizing Problems (0-133) 11.10 0.12 19.25 0.51 <0.001 

Total Problems (0-210) 35.08 0.33 55.09 1.52 <0.001 
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Table 30. Psychosocial correlates of computer gaming abuse and addiction, among 
adolescents who play games 

  Normal Gaming 
Abuse/ Addiction 

Gaming 
 

Psychosocial problem 

scale (score range) ▼ 
Mean SE Mean SE P 

Activities (0-18) 8.04 0.07 6.78 0.17 <0.001 

Social Competence (0-65) 7.81 0.05 7.55 0.11 0.015 

Academic Performance (0-3) 2.18 0.01 2.00 0.03 <0.001 

Total Competence (0-45.5) 18.09 0.11 16.43 0.25 <0.001 

Anxious/depressed (0-55) 4.44 0.06 6.89 0.24 <0.001 

Withdrawn/depressed (0-16) 2.90 0.04 4.74 0.15 <0.001 

Somatic Complaints (0-65) 2.57 0.04 4.06 0.19 <0.001 

Social Problems (0-22) 2.90 0.04 4.96 0.19 <0.001 

Thought Problems (0-24) 3.09 0.05 5.50 0.21 <0.001 

Attention Problems (0-27) 5.04 0.05 7.24 0.16 <0.001 

Rule-breaking (delinquent) 
Behaviour (0-65) 

4.43 0.06 8.07 0.24 <0.001 

Aggressive Behaviour (0-90)  6.71 0.08 11.06 0.30 <0.001 

Internalizing Problems (0-79) 9.85 0.12 15.56 0.52 <0.001 

Externalizing Problems (0-133) 11.11 0.13 19.25 0.51 <0.001 

Total Problems (0-210) 33.87 0.36 55.09 1.52 <0.001 

 
Discussion 
Our results show that addictive computer gaming is related to both increased psychosocial 
problems and psychopathological symptoms. As becomes evident from the data, 
adolescents who suffer from CGA have lower scores concerning recreational activities and 
social participation. Moreover academic performance is also significantly diminished among 
the CGA-group, indicating poorer achievement within scholastic contexts. Consequently, the 
Total Competence Score is lower if addictive computer gaming is present, indicating poorer 
level of psychosocial functioning. It becomes evident that adolescents with CGA show 
elevated scores in every subscale of the Youth Self Report from a clinical point of view. Both 
internalizing and externalizing problems are observable within the CGA group. Highest 
scores were obtained on the Aggressive Behaviour, Rule-breaking behaviour, Attention 
Problems andA“anxious / depressive subscales, indicating that CGA is related to a large 
variety of co-occurring mental problems. 
 
Overall, the statistical comparison between adolescents with different levels of addictive 
gaming behaviour reveals that CGA is related to increased psychosocial problems. Thus, 
these results can be regarded as supporting earlier findings. As mentioned above, CGA has 
been reported to lead to a number of individual and social restrictions, such as a contracting 
social network, social withdrawal, loneliness, deteriorating academic and occupational 
achievement, and narrowed exploration of alternative behaviours (cf. Beutel, Brähler et al., 
2011; Schulte-Markwort et al., 2002). In the Youth Self Report, CGA is related to significantly 
decreased scores on the competence scales. From a theoretical point of view, it seems 
possible that a vicious cycle may arise: adolescents with excessive computer gaming start to 
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neglect alternative recreational activities, hobbies and social contacts, spending more and 
more time in virtual fantasy worlds. As the amount of online time increases, possible 
(offline) events that could serve as a source of reward are experienced less often. In 
consequence the individual develops several attributional biases leading to a deepened 
retreat into the familiar and promising virtual worlds of online computer games. 
 
Apart from these psychosocial characteristics, the results show that CGA is accompanied by 
substantial psychopathological symptoms. High psychiatric burden has been found in 
previous investigations, mainly stemming from Asia. In particular, correlations between 
addicted computer gaming and ADHD, Major Depression, Social Phobia and further anxiety 
disorder have been reported (Fu, Chan, Wong & Yip, 2010; Stetina et al., 2011). In the 
present investigation it was found that CGA is related to increased symptoms in every 
subscale of the Youth Self Report and that both externalizing and internalizing symptoms 
were increased in CGA. This finding emphasizes that CGA may be regarded as a serious 
mental health problem co-occurring with psychosocial and psychiatric problems. The 
findings agree with a previous study in a clinical context by Müller et al. (2012). In the latter, 
heightened symptoms measured by the Youth Self Report were also found, especially 
concerning depression and anxiety. 
 
As this investigation used a cross-sectional design, it is not possible to give an answer to the 
question of whether heightened symptoms have to be understood as a trigger for 
developing CGA or if the occurrence of CGA causes further psychopathological strain 
including depression and anxiety. Looking at the latest longitudinal study from Asia, both 
causal pathways are probable. Gentile et al. (2011) found that depressive symptoms and 
social anxiety were decreasing in those adolescents who were able to stop addicted gaming 
behaviour. Likewise impulsivity was found to be a risk factor for CGA in that study. 
 

4.4. How is computer gaming related to internet addictive behaviour? 
 
Although most internet applications have a social nature, online gaming is the only example 
that combines a distinct reward structure, an open-ended design and a strong social 
component. This means that online games are likely to be more demanding or ‘‘addictive’’ 
than other internet applications (Van Rooij et al., 2010). We therefore hypothesize that 
compared to other applications addicted gaming will be most strongly correlated with 
online game playing among adolescents. 
 
Measure 
Adolescents were administered the IAT and the AICA-S (see Methods section in Annex 3 for 
detailed description of these instruments).  
 
Results 

 The proportion of adolescents with dysfunctional internet behaviour was greater 
in those who play games compared to those who do not (Table 31). 

 In the total sample, the proportion of adolescents with dysfunctional internet 
behaviour was greater in those falling into the gaming categories of abuse or 
addiction. The same holds true among adolescents who play games (Table 31).  
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Table 31. Association between computer gaming and dysfunctional internet behaviour 

  
Functional Internet 

Behaviour  
Dysfuntional 

Internet Behaviour 
  

  

No signs 
of IAB 

(%) 

Mild 
signs of 

IAB 
(%) 

At risk 
for IAB 

(%) 

IAB 
(%) 

Dysfunctional 
Internet 

Behaviour 
(%) 

P 

Gaming       

No  49.7 39.0 10.4 0.9 11.3 <0.001 

Yes 45.6 38.9 14.0 1.4 15.5  

 
Discussion 
As hypothesized, there are statistically significant relationships between gaming and 
dysfunctional internet behaviour. The data showed that more than 15.5% of adolescents 
who play games also show signs of dysfunctional internet behaviour, compared to about 
11% of the remaining adolescents.  
 
Overall, from a theoretical perspective computer gaming can be conceived as a major part 
of internet addictive behaviour. Also empirical research and clinical case studies indicate 
that the use of online computer games, especially of MMORPGs, is a major predictor for 
addictive internet use (Chappell, Eatough, Davies, & Griffiths, 2006; Lee et al., 2007; 
Morrison & Gore, 2010). 
 
The present study represents the first time that the relationship between internet addictive 
behaviour and computer gaming has been validated empirically by a large-scale 
representative investigation of representative samples from different cultural backgrounds. 
It was found that a significant proportion of computer gamers displayed also dysfunctional 
internet behaviour. It may be argued that the subgroup of internet addicts who play online 
games could be relabeled as ‘‘online game addicted’’ a concept examined in several survey 
studies (Ng & Wiemer-Hastings, 2005; Smahel, Blinka, & Ledabyl, 2008; Wan & Chiou, 2006).  
 
SUMMARY 
 
Results indicated no age differences in median hours of playing games or in the prevalence 
of gaming abuse/ addiction. Gender differences are apparent in gaming. Boys play computer 
games more frequently than girls. They are also more likely to abuse or become addicted to 
computer gaming. Young people from low/middle parental educational backgrounds are 
more likely to abuse or become addicted to computer gaming. Those who abuse games or 
are addicted to games show lower psychological health than those who do not. Finally, 
among those who play games, exhibiting signs of abuse or computer gaming addiction was 
associated with dysfunctional internet behaviour.  
 
 
 
  



 

 

88 

References 
 
Allison, A., von Wahlde, L., Shockley, T., & Gabbard, G. (2006). The development of the self 
in the era of the internet and role-playing fantasy games. American Journal of Psychiatry, 
163, 381–385 
 
Anderson, C. A. (2004). An update on the effects of playing violent video games. Journal of 
Adolescence, 27, 113-122. 
 
Anderson, C. A., & Bushman, B. J. (2001). Effects of violent games on aggressive behavior, 
aggressive cognition, aggressive affect, physiological arousal, and prosocial behavior: A 
meta-analytic review of the scientific literature. Psychological Science, 12, 353–359. 
 
Anderson, C., & Dill, K. (2000). Video games and aggressive thoughts, feelings, and behavior 
in the laboratory and in life. Journal of Personality and Social Psychology, 78, 772–790. 
 
Barlett, C. P., Harris, R. J., & Baldassaro, R. (2007). The longer you play the more hostile you 
feel: Examination of first person shooter video games and aggression during video game 
play. Aggressive Behavior, 33, 486–497. 
 
Batthyány, D., Müller, K. W., Benker, F., & Wölfling, K. (2009). Computer Game Playing: 
Clinical characteristics of dependence and abuse among adolescents. Wiener Klinische 
Wochenschrift, 121, 502-509. 
 
Beutel, M. E., Brähler, E., Glaesmer, H., Kuss, D.J., Wölfling, K., & Müller, K.W. (2011). 
Regular and problematic leisure-time Internet use in the community: Results from a German 
population-based survey. Cyberpsychology Behavior and Social Networking, 14(5), 291-296. 
 
Beutel, M. E., Hoch, C., Wölfling, K., & Müller, K. W. (2011). Clinical characteristics of 
computer game and internet addiction in persons seeking treatment in an outpatient clinic 
for computer game addiction. Zeitschrift für Psychosomatische Medizin und Psychotherapie, 
57, 77-90. 
 
Cantor, J. (2009). Fright reactions to mass media. In J. Bryant & M. B. Oliver (Eds.), Media 
effects: Advances in theory and research (3rd ed., pp. 287-303). New York, NY: Routledge. 
 
Chappell, D., Eatough, V., Davies, M. N. O., Griffiths, M. D. (2006). EverQuest—it’s just a 
computer game right? An interpretative phenomenological analysis of online gaming 
addiction. International Journal of Mental Health and Addiction, 4, 205–216. 
 
Feierabend, S., & Rathgeb, T. (2006). KIM Studie 2005. Stuttgart: Medienpädagogischer 
Forschungsverbund Südwest. 
 
Fu, K. W., Chan, W. S. C., Wong, P. W. C., & Yip, P. S. F. (2010). Internet addiction: 
prevalence, discriminant validity and correlates among adolescents in Hong Kong. The 
British Journal of Psychiatry, 196, 486-492. 
 



 

 

89 

Funk, J. B. (2009). Video games. In V. C. Strasburger, B. J. Wilson, & A. B. Jordan (Eds.), 
Children, adolescents, and the media (pp. 435–470). Thousand Oaks: Sage. 
 
Funk, J. B., Baldacci, H., Pasold, T., & Baumgardner, J. (2004). Violence exposure in real-life, 
videogames, television, movies, and the internet: Is there desensitization? Journal of 
Adolescence, 27, 23–39. 
 
Funk, J. B., Hagan, J., Schimming, J., Bullock,W. A., Buchman, D. D., & Myers, M. (2002). 
Aggression and psychopathology in adolescents with a preference for violent electronic 
games. Aggressive Behavior, 28, 134–144. 
 
Gentile, D. A., Choo, H., Liau, A., Sim, T., Li, D., Fung, D., & Khoo, A. (2011). Pathological 
video game use among youths: A two-year longitudinal study. Pediatrics, 127, 318-330. 
 
Gerbner, G., Gross, L., Signorielli, N., Morgan, M., & Jackson-Beeck, M. (1979). The 
Demonstration of Power: Violence Profile No. 10. Journal of Communication, 29, 177-196. 
 
Ha, J.H., Yoo, H.J., Cho, I.H., Chin, B., Shin, D., & Kim, J.H. (2006). Psychiatric comorbidity 
assessed in Korean Children and adolescents who screen positive for internet addiction. 
Journal of Clinical Psychiatry, 67, 821–826. 
 
Holden, C. (2010). Behavioral addictions debut in poroposed DSM-V. Science, 19, 770-771. 
 
Johansson, A. & Götestam, K. G. (2004). Internet addiction: Characteristics of a 
questionnaire and prevalence in Norwegian youth (12–18 years). Scandinavian Journal of 
Psychology, 45, 223–229. 
 
Ko, C. H., Yen, J. Y., Yen, C. F., Lin, H. C., & Yang, M. J. (2007). Factors predictive for incidence 
and remission of Internet addiction in young adolescents: a prospective study. 
Cyberpsychology Behavior and Social Networking, 10 (4), 545–551. 
 
Krahé, B., &  & Möller, I. (2004). Playing violent electronic games, hostile attributional style, 
and aggression-related norms in German adolescents. Journal of Adolescence, 27, 53–69. 
 
Kuss, D. J., & Griffiths, M.D. (2011). Internet Gaming Addiction: A Systematic Review of 
Empirical Research. International Journal of Mental Health and Addiction, 10, 278–296. 
 
Lee, M., Ko, Y. H., Song, H. S., Kwon, K. H., Lee, H. S., Nam, M. et al. (2007). Characteristics of 
internet use in relation to game genre in Korean adolescents. Cyberpsychology Behavior and 
Social Networking, 10, 278–85. 
 
Li, X., & Atkins, M. S. (2004). Early childhood computer experience and cognitive and motor 
development. Pediatrics, 113(6), 1715-1722. 
 
Lohaus, A., Ball, J., Klein-Hessling, J., & Wild, M. (2005). Relations between media use and 
self-reported symptomatology in young adolescents. Anxiety, Stress and Coping, 18, 333–
341. 



 

 

90 

Lu, A. S., Thompson, J., Baranowski, J., Buday, R., & Baranowski, T. (2012). Story immersion 
in a health video game for childhood obesity prevention. Games for Health, 1, 37-44. 
 
Mitchell, P. (2000). Internet addiction: Genuine diagnosis or not? The Lancet, 355, 632. 
 
Moffitt, T. E. (1993). Adolescent-limited and life-course persistent antisocial behavior: A 
developmental taxonomy. Psychological Review, 100 (4), 674-701. 
 
Morrison, C. M. & Gore, H. (2010). The relationship between excessive internet use and 
depression: a questionnaire-based study of 1,319 young people and adults. 
Psychopathology, 43, 121-126. 
 
Müller, K.W., Ammerschläger, M., Freisleder, F.J., Beutel, M.E. & Wölfling, K. (2012). 
Suchtartige Internetnutzung als komorbide Störung im jugendpsychiatrischen setting: 
Prävalenz und psychopathologische Symptombelastung. Zeitschrift für Kinder- und 
Jugendpsychiatrie und Psychotherapie, 40 (5), 331–339. 
 
Ng, B. D., & Wiemer-Hastings, P. (2005). Addiction to the Internet and online gaming. 
CyberPsychology & Behavior, 8, 110–113. 
 
Peng, L. H., & Li, X. (2009). A survey of Chinese college students addicted to video games. 
China Education Innovation Herald, 28, 111–112. 
 
Rehbein, F., Kleimann, M., & Mößle, T. (2010). Prevalence and risk factors of video game 
dependency in adolescence: Results of a German nationwide study. Cyberpsychology 
Behavior and Social Networking, 13, 269-277. 
 
Salguero, R. A. T., & Morán, R. M. B. (2002). Measuring problem video game playing in 
adolescents. Addiction, 97, 1601–1606. 
 
Schulte-Markwort, M., Plaß, A., & Barkmann, C. (2002). Internet und familiäre Beziehungen. 
In W. Hantel-Quitmann & P. Kastner (Eds.), Die Globalisierung der Intimität. Gießen, 
Germany: Psychosozial-Verlag. 
 
Smahel, D., Blinka, L., & Ledabyl, O. (2008). Playing MMORPGs: Connections between 
addiction and identifying with a character. CyberPsychology & Behavior, 11, 1–4. 
 
Sparks, G. G., Sparks, C.W., & Sparks, E. A. (2009). Media violence. In J. Bryant, & M. B. 
Oliver (Eds.), Media effects. Advances in theory and research. New York: Routledge. 
 
Stetina, B. U., Kothgassner, O. D., Lehenbauer, M., & Kryspin-Exner, I. (2011). Beyond the 
fascination of online-games: Probing addictive behavior and depression in the world of 
online-gaming. Computers in Human Behavior, 27, 473-479. 
 
Tao, R., Huang, X., Wang, J., Zhang, H., Zhang, Y,  & Li, M. (2010). Proposed  diagnostic 
criteria for internet addiction. Addiction, 105 (3), 556-564. 
 



 

 

91 

Van Rooij, A. J., Schoenmakers, T. M., Vermulst, A. A., Van den Eijnden, R. J. J. M., & Van de 
Mheen, D. (2010). Online video game addiction: Identification of addicted adolescent 
gamers. Addiction, 106, 205-212. 
 
Van Schie, E. G. M., & Wiegman, O. (1997). Children and videogames: Leisure activities, 
aggression, social integration, and school performance. Journal of Applied Social Psychology, 
27, 1175–1194. 
 
Wan, C., & Chiou, W. (2006). Why are adolescents addicted to online gaming? An interview 
study in Taiwan. CyberPsychology & Behavior, 9, 762–766. 
 
Wei, R. (2007). Effects of playing violent videogames on Chinese adolescents’ pro-violence 
attitudes, attitudes toward others, and aggressive behavior. Cyberpsychology, Behavavior 
and Social Networking, 10, 371–380. 
 
Young, K. S. (1998). Internet addiction: The emergence of a new clinical disorder. 
Cyberpsychology Behavior and Social Networking, 1, 237-244. 
 

 
   



 

 

92 

5 
 

 

 

 

CHAPTER 5 
INTERNET GAMBLING 

  



 

 

93 

5. INTERNET GAMBLING 
 
Adolescents have an elevated likelihood of developing addictive behavioural patterns, 
including problematic gambling and internet addictive behaviour (Dickson, Derevensky, & 
Gupta, 2008). Particularly among adolescent boys (Gerdner & Svensson, 2003), the 
development of addictive behaviour is attributed mainly to adolescents’ impulsiveness 
(Goodman, 1999) and diminished appreciation of the adverse effects of such activities 
(Griffiths, 2003), including overall psychological maladjustment (Griffiths, Wardle, Orford, 
Sproston, & Erens, 2009), poor peer relations (Griffiths & Parke, 2010) and conduct 
problems (Hardoon, Gupta, & Derevensky, 2004). Since the risk of multiple addictive 
disorders among adolescents is increased (Dickson et al., 2008), the likelihood of developing 
problematic gambling behaviour and internet addictive behaviour (Hopley, & Nicki, 2010) is 
amplified (King, Delfabbro, & Griffiths, 2010; Ko, Yen, Liu, Huang, & Yen, 2009). Thus, 
adolescent internet gambling practices are of particular concern (Dowling & Brown, 2010; 
LaRose, Mastro, & Eastin, 2001) because adolescents are potentially at risk of developing 
concomitant addictive behaviours (Messerlian, Derevensky, & Gupta, 2005). To date, the 
association between utilizing the internet as a means for satisfying problematic behavioural 
patterns, such as gambling (Molde, Pallesen, Bartone, Hystad, & Johnsen, 2009), and the 
development of internet addictive behaviour has not been elucidated (Billieux, Gay, Rochat, 
Van der Linder, 2010).   
 
The present study assessed the prevalence of internet gambling practices, as well as its 
impact upon psychosocial development, among adolescents. In addition, the study 
evaluated the association between the frequency of gambling practices and development of 
internet addictive behaviour among teenagers.  
 

5.1. Adolescents’ involvement with on-site and online gambling 
 
Adolescent gambling practices in on-site venues range between 1.9% (Barnes, 2005) and 
15.1% (Beutel et al., 2011). However, the circumvention of related legal prohibitions and 
engagement in gambling through the internet has increased dramatically during recent 
years (Billieux et al., 2010). The frequency of gambling, as opposed to monetary sums 
gambled, is an essential determinant of problematic gambling (Brezing, Derevensky, & 
Potenza, 2010). The internet allows both readily accessible and unlimited opportunities for 
children and adolescents to participate in gambling practices (Delfabbro, Lahn, & Grabosky, 
2006). Hence, internet gambling may be initiated during childhood and potentially augment 
both the likelihood and severity of problematic gambling during adolescence (Dickson et al., 
2008; Dowling & Brown, 2010).  
 

Measure 
Adolescents were asked if they had gambled during the previous 12 months in a real life 
venue and through a gambling internet site. Upon positive answers they were administered 
the South Oaks Gambling Screen - Revised for Adolescents: SOGS-RA (see Methods section 
in Annex 3 for detailed description of the instrument).  
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Results 

 During the past 12 months, 10.6% of adolescents had gambled in an on-site 
gambling venue and 5.9% through a gambling internet site.  

 More boys participated in gambling, either on-site or online, compared to girls.   

 Older adolescents were also more frequent gamblers at either venue than younger 
ones (Figure 22).  

 Greece had the highest proportion of adolescents who had gambled on-site, 
whereas Romania had the highest proportion of online gambling. In contrast, 
adolescents in Spain reported the lowest frequencies in gambling via both media 
(Figure 23).  

 A higher proportion of 14-15 year old girls had gambled during the past 12 months in 
an on-site gambling venue in Greece and Germany and a lower one in Spain and 
Netherlands. Within the same age group, more boys had gambled in Greece and 
Romania compared to Spain (Table 72 in Annex 3). 

 Within the older age group (16-17) more girls had gambled in an on-site gambling 
venue in Greece and Germany compared to Spain and Netherlands. More boys of 
the same age group had gambled in Greece and Romania compared to Spain (Table 
73 in Annex 3). 

 Among girls aged 14 to 15 years the proportion of those who had gambled on the 
internet in the past year was higher in Poland, Romania and Greece and lower in 
Spain and Iceland. Within the same age group, boys had gambled more frequently in 
Romania and Greece and less in Spain and Iceland (Table 72 in Annex 3). 

 Among girls aged 16 to 17 years the proportion that had gambled online was higher 
in Romania and lower in Spain. Within the same age group, among boys the 
proportion that had gambled online was higher in Romania, Greece and Poland and 
lower in Spain and Iceland (Table 73 in Annex 3). 

 

 
Figure 22. Percentage of adolescents who had gambled on-site or online in the past 12 
months by gender, age and parental educational level. 
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Figure 23. Percentage of adolescents who had gambled on-site or online in the past 12 
months by country. 

 
Discussion 
The main study findings indicated that the overall prevalence of gambling in real life 
venues was 10.6%. This is within the range of previous reports (Barnes, Welte, Hoffman, & 
Dintcheff, 2005; Beutel et al., 2011). Moreover, the study findings indicated that adolescent 
gambling practices in real life venues occur more frequently among boys, and particularly 
those aged older than 16 years. Previous reports (Barnes et al., 2005; Gerdner, & Svensson, 
2003; Messerlian et al., 2005; Shapira, Goldsmith, Keck, Khosia, & McElroy, 2000) indicated 
that adolescent boys are particularly prone to developing problematic gambling behaviour 
since they are more likely to present with impulsivity (Goodman, 1999) and diminished 
appreciation for the adverse effects of such activities (Griffiths, 2003).  
 
In addition, the observed frequency of internet gambling practices adopted by the 
examined study population was 5.9%.  This rate is lower than those previously reported in 
the participating countries. Reported rates of internet gambling were observed in Greece 
and Romania among both female and male adolescents. The infiltration of internet 
gambling among these aforementioned populations may be attributed to the local 
sociocultural and legislative settings which allow for gambling in real life venues. 
 
It is important to note that the SOGS-RA is a screening measure and may overestimate the 
prevalence rates of problematic gambling (Ladouceur, Ferland, Poulin, Vitaro, & Wiebe 
2005; Derevensky, Gupta, & Winters, 2003). However, it is the most commonly used 
instrument in epidemiological research and is specifically designed and validated to be 
administered to adolescents.  
 
Overall, approximately one tenth of adolescents participate in real life gambling.  Moreover, 
approximately 6% of adolescents participate in internet gambling. Such practices more 
frequently occur among adolescent boys of older age (>16 years old). Among the study 
population examined, the penetration of both real life and internet gambling practices is 
observed to be greatest in Greece and Romania. 
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5.2. Prevalence of at risk and problematic gambling 
 
Although there is no absolute agreement, commonly ‘problematic gambling’ is used as a 
general term to describe all of the patterns of gambling behaviour that compromise, disrupt 
or damage personal, family or vocational pursuits (Cox, Lesieur, Rosenthal, & Volberg, 
1997). This report follows this precedent, employing the use of the term “problematic 
gambling” to refer to the broad spectrum of gambling-related problems. “At risk” gamblers 
are those whose difficulties are less severe but who nonetheless appear to have substantial 
troubles related to their gambling.  
 
The observed prevalence of internet gambling is noteworthy in adolescent populations 
(Barnes et al., 2005; Beutel et al., 2011, Potenza et al., 2011). It is of note that the observed 
elevated online gambling rates may be attributed to socio-cultural factors characterizing the 
study population. In particular, gambling practices among adults are legally permissible in 
the examined region and may thus diminish social barriers among adolescents for 
participating in such practices both in real-life and cyber venues.  
 
Previous reports indicated that both infrequent and frequent internet gambling were more 
often adopted by male adolescents (Barnes et al., 2005; Gerdner, & Svensson, 2003; 
Messerlian et al., 2005; Shapira et al., 2000). Moreover, adolescents participating in 
gambling patterns are more likely to utilize the internet extensively both during the 
weekdays and weekends. The observed preference of male adolescents to engage in 
internet gambling may be confounded by the fact that female adolescents are less likely to 
utilize the internet frequently, particularly for purposes other than social communication 
(Moodie, & Finnigan 2006), and may thus access gambling sites less often (Shapira et al., 
2000.  
 
Measure 
Adolescents were administered the SOGS-RA (see Methods section in Annex 3 for detailed 
description of the instrument).  
 
Results 

 Among all adolescents the proportion of those being either at risk or having a 
problem with gambling was 3.6%. It was higher among boys, in those aged more 
than 15 years and in those whose parents’ educational level was either low or 
middle (Figure 24). 

 Among all adolescents the proportion of those at risk or having a problem with 
gambling was higher in Romania, Greece and lower in Spain and Iceland (Figure 25). 

 Among adolescents who gamble the proportion at risk or having a problem with 
gambling was 28.1%. It was higher in boys, in those aged more than 15 years and in 
those whose parents’ highest educational level was low or middle (Figure 24). 

 Among adolescents who gamble the proportion at risk or having a problem with 
gambling was higher in Romania, Netherlands and Poland and lower in Germany and 
Greece (Figure 25). 

 Among all adolescents the proportion at risk or having a problem with gambling was 
higher in those who use the internet 6 or 7 days per week (Figure 26). 
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 Among girls aged 14 to 15 years the proportion at risk or having a problem with 
gambling was higher in Poland and lower in Spain. Within the same age group, the 
proportion of boys at risk or having a problem with gambling was higher in Romania 
and Greece and lower in Germany and Spain (Figure 27). 

 Among girls aged 16 to 17 years the same proportion was higher in Iceland and 
Romania and lower in Spain, whereas among boys it was higher in Romania and 
Greece and lower in Spain and Iceland (Figure 28). 

 The mean age of internet initiation was slightly lower among adolescents at risk or 
having a problem with gambling (Table 32). 

 
 

 
Figure 24. Percentage of adolescents who are at risk/problem gamblers by gender, age and 
parental educational level.  

 
 

 
Figure 25. Percentage of adolescents who are at risk/problem gamblers by country. 
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Figure 26. Percentage of adolescents who are at risk/problem gamblers by weekly internet 
use. 

 
Table 32. Comparison of mean age at first internet use between at risk/problem gamblers, in 
the total sample 

  Gambling (SOGS-RA)  

  Non-gamblers* No problem  At risk  Problem  
At risk/ 

Problem   
 

  Mean SE Mean SE Mean SE Mean SE Mean SE P 

How old were you 
when you first 
started using the 
internet?  

9.65 0.04 9.37 0.10 8.98 0.26 9.39 0.18 9.26 0.15 0.001 

*Adolescents who answered “no” to both Q64 (During the past 12 months have you ever gambled in 
a real life gambling venue?) and Q65 (During the past 12 months have you ever gambled through a 
gambling internet site?)  

 
 
 

 
Figure 27. Percentage of 14-15 year old adolescents who are at risk/problem gamblers by 
gender and country.  
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Figure 28. Percentage of 16-17 year old adolescents who are at risk/problem gamblers by 
gender and country.  

 
Discussion 
Overall, the occurrence of at risk and problematic gambling among the adolescent 
population examined was 3.6%. This is higher than those previously reported in 
adolescent populations (Barnes et al., 2005; Beutel et al., 2011; Potenza et al., 2011), but 
may be attributed to the combined assessment of at risk and problematic gambling in the 
present study. Particularly elevated rates of at risk and problematic gambling were observed 
in Greece and Romania, and may be attributed to socio-cultural factors characterizing these 
adolescent populations. Thus, sociocultural barriers to adopting gambling behaviours in 
these particular sites may be diminished.  
 
Approximately 28.1% of adolescents who participated in gambling were classified as being 
either at risk or having problematic gambling behaviours. This was commonest among 
adolescent boys. This observation is in concordance with previous reports indicating that 
boys are particularly prone to developing problematic gambling behaviours (Barnes et al., 
2005; Gerdner & Svensson, 2003; Messerlian et al., 2005; Shapira et al., 2000). For those 
participating in internet gambling, the observed gender differential in gambling practices 
may be partly confounded by the dissimilar scope of internet sites accessed by male and 
female adolescents. 
 
Overall, approximately 3.6% of adolescents report either at risk or problematic gambling. 
Such behaviours are particularly notable among boys. Moreover, among adolescent 
gamblers, in excess of one fourth of young people report at risk or problematic gambling. 
The occurrence of such risk behaviours is most prominent in adolescents residing in 
Romania, the Netherlands, and Poland. 
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5.3. What are the psychosocial correlates of at risk and problematic gambling? 
 
Frequent internet gambling is associated with the development of adverse emotional 
symptoms among adolescents. Negative mood states, including anxiety, depression and 
suicidal ideation, have previously been correlated with gambling practices among 
adolescents (Sun et al., 2009; Tsitsika et al., 2009). It is inferred that augmentation in the 
frequency of gambling is associated with the development of emotional symptoms, which 
may subsequently adversely affect adolescents’ functioning and performance within both 
their academic and social environments (Dowling & Brown, 2010; Griffiths, 2003).    
 
Moreover, frequent engagement in internet gambling is significantly associated with 
marked conduct problems and impaired peer relations. The frequency of gambling 
behaviour among adolescents is positively correlated with the risk of developing conduct 
problems. Adolescents who engage in internet gambling are more likely to display 
aggressive behaviour (Potenza et al., 2011; Tsitsika et al., 2011). Furthermore, internet 
gambling among adolescents is associated with notable peer problems, particularly among 
those engaging in frequent internet gambling. While an etiological association has not been 
established, adolescent gambling has been associated with introversion, social isolation, and 
consequently restricted social networks (Sun, Chen, Ma, Zhang, Fu, & Zhang, 2009; Tsitsika 
et al., 2009). 
 
Measure 
Adolescents were administered the Youth Self Report and the SOGS-RA (see Methods 
section in Annex 3 for detailed description of these instruments).  
 
Results  

 Adolescents at risk or having a problem with gambling had lower scores in the 
Activities, Social Competence, Academic Performance and Total Competence 
subscales of the YSR (Table 33). 

 Also, adolescents at risk or having a problem with gambling had higher score on all 
problem scales: Anxious/depressed, Withdrawn/depressed, Somatic Complaints, 
Social Problems, Thought Problems, Attention Problems, Rule-breaking (delinquent) 
behaviour, Aggressive Behaviour, Internalizing Problems, Externalizing Problems and 
Total Problems (Table 33). 
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Table 33. Psychosocial correlates of gambling 

 
  Gambling (SOGS-RA)  

Non-gamblers No problem At risk  
Problem At risk/ 

Problem 
 

Psychosocial problem scale 

(score range) ▼ 
Mean SE Mean SE Mean SE Mean SE Mean SE P 

Activities (0-18) 8.24 0.07 7.87 0.14 7.89 0.43 5.74 0.31 6.33 0.27 <0.001 

Social Competence (0-65) 7.73 0.05 8.14 0.09 7.85 0.26 7.31 0.18 7.46 0.16 <0.001 

Academic Performance (0-3) 2.19 0.01 2.18 0.02 1.98 0.07 1.87 0.05 1.90 0.04 <0.001 

Total Competence (0-45.5) 18.16 0.10 18.29 0.21 17.82 0.64 15.17 0.46 15.93 0.40 <0.001 

Anxious/depressed (0-55) 4.90 0.06 4.79 0.17 5.50 0.49 6.98 0.40 6.58 0.32 <0.001 

Withdrawn/depressed (0-16) 3.04 0.04 3.04 0.12 3.13 0.31 4.58 0.23 4.19 0.19 <0.001 

Somatic Complaints (0-65) 2.84 0.04 2.83 0.12 3.32 0.42 4.04 0.30 3.84 0.24 <0.001 

Social Problems (0-22) 2.92 0.03 3.21 0.13 3.67 0.32 5.36 0.31 4.90 0.25 <0.001 

Thought Problems (0-24) 3.06 0.04 4.01 0.14 4.50 0.40 5.84 0.34 5.48 0.28 <0.001 

Attention Problems (0-27) 5.17 0.05 5.76 0.14 6.15 0.31 6.87 0.26 6.68 0.21 <0.001 

Rule-breaking (delinquent) 
Behaviour (0-65) 

4.09 0.05 6.58 0.20 8.25 0.47 9.80 0.42 9.38 0.33 <0.001 

Aggressive Behaviour (0-90)  6.59 0.07 8.90 0.25 9.85 0.55 11.76 0.51 11.24 0.40 <0.001 

Internalizing Problems (0-79) 10.70 0.11 10.56 0.37 11.86 1.04 15.49 0.86 14.51 0.68 <0.001 

Externalizing Problems (0-133) 10.66 0.11 15.47 0.42 18.11 0.93 21.68 0.89 20.71 0.69 <0.001 

Total Problems (0-210) 34.52 0.33 41.68 1.13 46.60 2.50 58.84 2.65 55.53 2.07 <0.001 

 
 
Discussion 
Adolescents at risk or having problematic gambling behaviours had lower scores regarding 
social and academic activities. Engagement in internet gambling is associated with marked 
psychosocial and emotional maladjustment, including anxiety, depression and suicidal 
ideation (Sun et al., 2009; Tsitsika et al., 2009). It is possible that frequent engagement in 
gambling practices is related to adolescents’ functioning and performance within both their 
academic and social environments (Dowling, & Brown, 2010; Griffiths, 2003). This is 
corroborated by the present study findings, which indicate that adolescents with either at 
risk or problematic gambling behaviours had lower scores on the Activities, Social 
Competence, Academic Performance and Total Competence subscales. 
 
In addition, the present study findings indicated that adolescents having either risk or 
problematic gambling behaviours had higher scores with respect to anxiety, depression, 
aggressiveness, and either social or conduct problems. Previous reports indicate that 
adolescents who engage in gambling are more likely to display aggressive behaviour 
(Potenza et al., 2011; Tsitsika, Critselis, Janikian, Kormas, & Kafetzis, 2011). Moreover, the 
present findings corroborate previous reports indicating that problematic gambling 
behaviours among adolescents are proximally associated with social isolation and 
dysfunctional peer relations (Sun et al., 2009; Tsitsika et al., 2011). Finally, engagement in 
internet gambling practices has been associated with conduct problems and impaired peer 
relations (Tsitsika et al., 2011).  
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Overall, adolescents at risk or having problematic gambling behaviours had lower scores 
regarding social and academic activities. Specifically, the present study findings indicate that 
adolescents with either at risk or problematic gambling behaviours had lower scores 
regarding Activities, Social, Academic performance and Total competence subscales. It is 
purported that frequent engagement in gambling practices is related with adolescents’ 
functionality and performance within both their academic and social environments. In 
addition, the present study findings indicated that adolescents having either risk or 
problematic gambling behaviours had higher scores with respect to anxiety, depression, 
aggressiveness, and either social or conduct problems.  
 

5.4. How is gambling related to internet addictive behaviour? 
 
The likelihood of internet addiction among adolescents who participate in internet gambling 
is increased. While internet gambling may predispose the development and manifestation 
of problematic gambling behaviours (Villella et al., 2011; Young, 1998), the association 
between internet gambling and internet addiction has not been clarified (Gerdner, & 
Svensson, 2003; Ko et al., 2009; Siomos et al., 2012).  
 
It is maintained that the internet may provide a readily accessible medium for adopting 
gambling patterns (Delfabbro et al., 2006), and potentially developing and exhibiting 
impulsive or addictive behavioural patterns, such as problematic gambling (Molde et al., 
2009), among adolescents. Moreover, it is plausible that the sustainment of such behaviours 
through this medium may in turn lead to the development of internet addictive behaviour 
(Gerdner, & Svensson, 2003; King et al., 2010). Thus, adolescents who participate even 
infrequently in internet gambling have an increased likelihood of presenting with internet 
addiction. However, additional longitudinal studies are necessary in order to clarify whether 
adolescents who participate in internet gambling and concomitantly present with internet 
addiction exhibit multiple independent addictive behaviour (Dickson et al., 2008; Griffiths, 
2003) or whether internet addictive behaviour constitutes a result of problematic internet 
gambling behaviours. 
 
Measure 
Adolescents were administered the IAT and the SOGS-RA (see Methods section in Annex 3 
for detailed description of these instruments).  
 
Results  

 The proportion of adolescents with dysfunctional internet behaviour is correlated 
with the degree of problematic gambling behaviour. Specifically, dysfunctional 
internet behaviour is present in 38.4% of those at risk or having a problem with 
gambling, as opposed to 17.6% of those who gamble without having a problem and 
11.8% of non-gamblers (Table 34). 
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Table 34. Association between gambling and dysfunctional internet behaviour 

  
Dysfunctional 

Internet Behaviour 
(%) 

P 

 Non-gamblers 11.8  

Gambling  
(SOGS-RA) 

Non-problem 
problem gamblers 

17.6  

At risk gamblers 33.3  

Problem gamblers 40.5  

At risk / Problem 
gamblers 

38.4 <0.001 

 
 
Discussion 
The present findings indicate that the degree of problematic internet gambling is positively 
associated with the occurrence of dysfunctional internet behaviour. Specifically, the 
occurrence of dysfunctional internet behaviour was more than twice as large among at-
risk and problematic gamblers as among their non-gambling peers. Internet gambling may 
predispose to the development and manifestation of problematic gambling behaviours 
(Villella et al., 2011; Young 1998). It is plausible that adolescents utilizing the internet as a 
readily accessible medium to satisfy their gambling practices may potentially develop 
problematic gambling behaviours (Molde et al., 2009). The sustainment of such behaviours 
may lead to dysfunctional internet behaviour (Gerdner & Svensson 2003; King et al., 2010).  
 
Overall, the study findings indicated that the degree of problematic internet gambling was 
positively associated with the occurrence of dysfunctional internet behaviour. Specifically, 
the occurrence of dysfunctional internet behaviour was in excess of twice greater than 
among their non-gambling peers.  
 
SUMMARY 
 
Age-related differences for internet gambling are consistent. A greater number of older 
adolescents have gambled online and are at risk of having problem with gambling compared 
to their younger peers. Moreover, the proportion of adolescents who gamble online is 
higher among boys compared to girls. Along the same line, more boys engage in at-risk or 
problematic gambling practices. More young people from low/middle parental educational 
backgrounds are at risk of or display problematic gambling behaviour. At risk or problem 
gambling is associated with internalizing and externalizing behaviour problems. Finally, the 
proportion of adolescents with dysfunctional internet behaviour increase as the problems 
with internet gambling increase.  
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6. POTENTIAL RISKS AND POSITIVE EXPERIENCES IN THE CONTEXT 
OF INTERNET USE 

 
In addition to internet addictive behaviour, computer gaming addiction and problem 
gambling, there are a number of other potential online risks that are further explored in the 
study; these include having face-to-face meetings, coming into contact with pornographic 
material, cyberbullying and accessing websites with dangerous content. This chapter 
discusses these risks in the context of internet use, and also addresses positive online 
experiences reported by adolescents.  

A. POTENTIAL RISKS  
 
As the internet became widely used by children and adolescents, it soon turned out that - 
apart from positive outcomes – internet use can also generate many risks for young users. 
In the last decade, adolescents’ safety online became a public issue and is the subject of 
interest of many governmental and non-governmental agencies. Concurrently, new 
developments in internet technology may generate new risks. For example, social 
networking sites provide new tools of harassment for online bullying (Jones, Mitchell, & 
Finkelhor, 2012). 
 
The scope and scale of harmful and potentially risky experiences of European children and 
adolescents were examined in 2010 in the EU Kids Online survey (Livingstone, Haddon, 
Görzig, & Ólafsson, 2011). In the context of that project, a classification of risks related to 
internet use was developed, distinguishing three types of risks: 
 

 Contact risks – making dangerous acquaintances 

 Content risks – receiving or being exposed to dangerous content, 

 Conduct risks – engaging in harmful peer-to-peer relations 
 
In our study, we followed this classification and asked participants to report on three 
potentially harmful experiences: face-to-face meetings with strangers (contact risks), 
exposure to pornography (content risk) and cyberbullying (conduct risks). Findings 
concerning these risks are presented below in separate subsections. 
 
The measurement of harmful experiences among adolescents is challenging and provides a 
series of methodological and ethical issues. One major methodological concern is that it is 
often hard to compare studies that have used different concepts and terms in relation to 
harmful experiences. These considerations led to the decision to use in the EU NET ADB 
study questions that were developed within the EU Kids Online project. This decision 
brought several benefits. Firstly, using the same questions ensured that the results from this 
section can be compared with previous European findings from the EU Kids Online study. 
However, one should bear in mind that there are substantial methodological differences 
between the two studies and consequently any comparison should be made cautiously. The 
main differences between the two projects include different geographical ranges, sampling 
processes and completion modes. The EU Kids Online study was based on face-to-face 
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interviews conducted individually in homes, with questionnaires combining self-completion 
and read-aloud sections, and had a stratified random sample of children in households in 25 
European countries. The EU NET ADB study was carried out in school classrooms with 
entirely self-completed questionnaires and had a stratified random sample of children 
attending schools in seven European countries. 
 
Other advantages of using EU Kids questions included high quality cultural adaptation and 
translation, as the questions were already available in all national languages of participating 
countries. Another methodological strength of the EU Kids Online framing of the questions 
is that they not only ask about the mere occurrence of potentially dangerous acts but also 
inquire if the adolescent felt harmed in any way. 
 

6.1. Face-to-face meetings 
 
Web 2.0 tools provide youngsters with opportunities to make friends on the internet (chat 
rooms, social networking sites, instant messaging, gaming sites, etc.). Online contacts with 
people not previously met face-to-face can be perceived as dangerous not only because of 
the risk of being abused online, but also because of the potential for subsequent offline 
encounters. This kind of situation can result in physical, sexual and emotional harm.  
 
EU Kids findings revealed that, although young children are less likely to go on to face-to-
face meetings with strangers first met online, as compared to teenagers, they are more 
likely to be bothered by such meetings. However, adolescents are more eager to have 
online contact with unknown people as well as to go on to meet them in real life than 
younger children (Livingstone et al., 2011, p.85). Another study showed that risk of harm 
from persons met online is relatively low, nevertheless underage adolescents are more 
often victims of internet-initiated sex crimes than younger children. Because of factors such 
as immaturity, inexperience and impulsiveness, adolescents are more prone to get involved 
in risky behaviours (Wolak, Finkelhor, Mitchell, & Ybarra, 2008). 
 
Meeting online contacts offline 
This subsection focuses on the practice of making new friends on the internet, subsequent 
face-to-face meetings and risk of subjective harm to adolescents aged 14-17 years. 
 
Measure 
Adolescents were asked whether they had ever had contact on the internet with someone 
whom they had not met face-to-face before (Q37a, adapted from Q147 of the EU Kids 
Online II Self-Completion Child 11-16 April 2010) and whether they had ever gone on to 
meet anyone face-to-face whom they first met on the internet (Q37b, adapted from Q148 
of the EU Kids Online II Self-Completion Child 11-16 April 2010). Response options were 
“yes”, “no”, and “do not know, prefer not to say.”  
 
Results  

 63% of the adolescents have had contact on the internet with someone whom they 
had not previously met face-to-face (Figure 29).  
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 Having contact online with someone whom they had not met face-to-face before 
was equally common among boys and girls, but more prevalent among older 
adolescents (aged from 16 to 17 years) compared to younger ones (14 to 15 years) 
(Figure 29) 

 The percentage was greater in Romania and Poland and lower in Greece and Spain 
(Figure 30).  

 The proportion of adolescents who had ever gone on to meet face-to-face 
someone whom they first met on the internet was 28.4% in the total sample and 
45.7% among those having had online contact with someone whom they had not 
already met face-to-face (Figure 31). 

 This proportion was greater for boys compared to girls and for adolescents aged 
from 16 to 17 years compared to those aged from 14 to 15 years.  

 Furthermore, it was greater for those whose parents highest educational level was 
low/middle compared to those whose parents’ educational level was high. 

 Meeting face-to-face with someone whom they first met online was most common 
in Romania and Germany (>50%) and least so in Spain and Iceland (33%). In the total 
sample, it was greater for Romania and lower for Greece (Figure 32). 

 

 
Figure 29. Percentage of adolescents who had contact on the internet with someone whom 
they had not met face-to-face before by gender, age and parental educational level. 
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Figure 30. Percentage of adolescents who had contact on the internet with someone whom 
they had not met face-to-face before by country. 

 
 

 
Figure 31. Percentage of adolescents who had gone on to meet face-to-face someone whom 
they first met on the internet by gender, age and parental educational level. 

 



 

 

112 

 
Figure 32. Percentage of adolescents who had gone on to meet face-to-face someone whom 
they first met on the internet by country. 

 
Discussion 
About two in three adolescents (63%) reported having interacted online with people they 
had not met face-to-face before, and less than half of them had met online contacts in 
person. 
 
Older adolescents (aged 16-17 years) more often interacted online with unknown people 
and got together with online contacts in person than adolescents aged 14-15 years. These 
results indicate that age may affect the likelihood of communicating with strangers online 
and engaging in later real-life meetings with them. This may be associated with diminished 
parental supervision and increased independence in the older age group. However, 
compared to findings from EU Kids Online II (which employed different methodology), our 
study found a higher percentage of adolescents who admitted contact with someone they 
had not met face-to-face, as well as of adolescents who had interacted offline with online 
contacts (taking into consideration adolescents aged 15-16 years old in the EU Kids sample). 
 
Our research also confirmed previous findings (Van den Heuvel, Van den Eijnden, Van Rooij 
& Van de Mheen, 2012) that boys were more likely to go on to offline meeting with 
someone not previously met face-to-face compared to girls. Apart from differences by age 
and gender, we can observe higher prevalence of this kind of behaviour among Romanian 
adolescents. It is also apparent that Spanish and Icelandic adolescents were less likely to 
meet face-to-face with their online contacts than adolescents from other countries. 
 
Perceived harm from meeting online contacts 
Engaging in face-to-face encounters with people first met on the internet can bring about 
harmful or unpleasant situations for adolescents, including sexual abuse, verbal aggression 
and physical violence. Although it is difficult to measure harmful experiences, we were 
interested whether adolescents were bothered by meeting individuals not met face-to-face 
before. ‘Bothered’ was defined as something that “made you feel uncomfortable, upset, or 
feel that you shouldn’t have been there”.  
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Measure 
Adolescents were introduced to this part of the questionnaire in the following way: “Face-
to-face meetings with people that you first met on the internet may be fine or not fine. In 
the PAST 12 MONTHS have you gone to a meeting with someone you met in this way that 
bothered you? For example, made you feel uncomfortable, upset, or feel that you shouldn’t 
have been there" (Livingstone et al., 2011). Response options were “yes”, “no”, and “do not 
know, prefer not to say” (Q38, adapted from Q152 of the EU Kids Online II Self-Completion 
Child 11-16 April 2010). The findings below present the proportion of adolescents who 
replied ”yes.”  
 
Results  

 The proportion of the adolescents that had gone to a meeting with someone they 
met through the internet and were bothered was 5.4% in the total sample and 
9.3% among those having had contact on the internet with someone they had not 
met face-to-face before (Figure 33). 

 Furthermore, in both the total sample and among those who had had contact on the 
internet with someone they had not met face-to-face before, the proportion was 
greater for boys compared to girls and for adolescents aged from 16 to 17 years 
compared to those aged from 14 to 15 years. Also, it was greater for those whose 
parents highest educational level was low/middle compared to those whose parents’ 
educational level was high (Figure 33). 

 The proportion of adolescents that had gone to a meeting with someone they met 
through the internet and were bothered was greater for Romania, Germany and 
Greece and lower for Spain and Iceland. In the total sample, it was greater for 
Romania and lower for Spain and Iceland (Figure 34). 

 

 
Figure 33. Percentage of adolescents who in the past 12 months have gone to a meeting 
with someone they met on the internet that bothered them by gender, age and parental 
educational level. 
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Figure 34. Percentage of adolescents who in the past 12 months have gone to a meeting 
with someone they met on the internet that bothered them by country. 

 
Discussion 
Although almost 3 out of 10 adolescents (28.4%) have gone to a face-to-face meeting with 
online contact, only about 9% of them have been bothered by this situation (5.4% in the 
total sample), which confirms previous findings that perceived harm is relatively low. 
 
Current findings suggested that a greater number of 16-17 years old adolescents were 
bothered by someone they met on the internet than younger adolescents. Boys and 
adolescents whose parents’ educational level is low or middle were at greater risk for being 
bothered by face-to-face meetings with online contacts compared to those whose parents 
educational level is high.  
 
Moreover, important difference can be observed between Romania and the other countries 
that took part in the research. The percentage of adolescents from Romania who have met 
with contacts known only from the internet and have been bothered by this situation (in the 
total sample) was more than twice as high as in the sample from all countries. 
 
Overall, data suggested that although almost 30% of adolescents report that they had gone 
on to meet face-to-face someone whom they had first met on the internet, harmful 
experiences account for a small proportion of adolescents (5.4% in total sample). 
Adolescents from Romania, Germany, Greece and Poland were more prone to be bothered 
by such meetings than adolescents from Spain or Iceland. Further analysis should help 
explain differences between countries. 
 

6.2. Pornography 
 
Exposure to pornography is widely presented as one of the major online hazards for 
children and adolescents (Dombrowski, Gischlar, & Durst, 2007). As pornographic material is 
ubiquitous on the internet, there is substantial risk of being exposed to pornographic 
content (both willingly and unwillingly). The exact boundaries of the term “pornography” 
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itself are fluent and range from any material with sexual context to illegal material penalized 
by law (Livingstone et al., 2011). In this study a broad definition was adopted treating 
pornography as any visual material, which is “obviously sexual”.  
 
Adolescents’ exposure to pornographic material may be voluntary or involuntary. Voluntary 
exposure is facilitated by certain features of online sexual content. These are described as 
“triple A”: easy accessibility, anonymity of the viewer and affordability (Peter & Valkenburg, 
2006). Involuntary exposure occurs when internet users are confronted with sexual content 
which they neither sought nor wanted. This is common as pornographic websites use 
aggressive and deceptive marketing strategies to promote their material (e.g. through spam 
messages, pop-up windows or misleading URLs). In fact, studies have shown that more 
teenagers are exposed to pornography unwillingly than willingly (Wolak, Mithell, & 
Finkelhor, 2007).  
 
Encounters with online pornography may constitute potential harm for young people 
especially bearing in mind that adolescents are in the phase of puberty and sexual 
development, which is a complex and dynamic process (Ybarra & Mitchel, 2005). Although 
the adolescents themselves tend to deny any impact of online sexual content on their 
psychical well-being (Cameron et al., 2005), there is some scientific evidence that exposure 
to pornography may have a long-term effect on adolescents. Those studies suggest that 
contact with online pornography may affect attitudes towards sex (Lo & Wei, 2005; Peter & 
Valkenburg, 2006). 
 
Adolescents’ exposure to sexual images online 
Adolescents were asked about their contact with “obviously sexual” material in the past 12 
months. As with other questions in the harms and risks section of EU NET ADB study, this 
question was extracted from the EU Kids Online questionnaire.  
 
Measure 
Adolescents were provided with a comprehensive introduction, which was added to ensure 
that respondents understand the item correctly. The introduction specified types of visual 
material that adolescents could encounter as well as giving examples of the sexual content: 
“In the past 12 months, you will have seen lots of different images—pictures, photos, videos. 
Sometimes these might be obviously sexual—for example, showing people naked or people 
having sex. You might never have seen anything like this, or you may have seen something 
like this on the internet.” Adolescents were asked whether they had seen anything of this 
kind on the internet in the past 12 months (Q39, adapted from Q128 of the EU Kids Online II 
Self-Completion Child 11-16 April 2010). An additional follow-up question was introduced to 
specify the frequency of viewing sexual content, with the intention of differentiating 
between frequent and occasional contact. Response options ranged from “every day or 
almost every day” to “less often” (Q40, adapted from Q129 of the EU Kids Online II Self-
Completion Child 11-16 April 2010). The findings presented here show the proportion of 
adolescents who had seen sexual images online at any time in the past 12 months, and at 
least once per week.  
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Results  

 58.8% of the adolescents had been exposed to internet pornographic material in 
the past 12 months. The proportion was greater for boys compared to girls and 
similar for the two age groups. The proportion of adolescents who had seen internet 
pornographic material was lower among those whose parents’ educational level was 
low/middle compared to those whose parents’ educational level was high (Figure 
35). 

 The proportion of adolescents who had ever seen internet pornographic material in 
the past 12 months was greater in Poland and Iceland and lower in Romania and 
Spain (Figure 36). 

 The proportion of the adolescents who had seen sexual images online at least once 
per week during the past twelve months was 23.7% in the total sample (Figure 37). 

 Furthermore, both in the total sample and among those who had seen pornographic 
material, this proportion was greater for boys compared to girls and similar for the 
two age groups. Also, it was greater for those whose parents educational level was 
high compared to those whose parents’ educational level was low/middle (Figure 
37). 

 The proportion of adolescents who had seen pornographic material at least once per 
week during the past twelve months among those that had seen any pornographic 
material was greater for Greece and Germany and lower for Netherlands and 
Iceland. In the total sample, it was greater for Greece and Poland and lower for 
Romania and Netherlands (Figure 38). 

 

 
Figure 35. Percentage of adolescents who have seen sexual images in the past 12 months by 
gender, age and parental educational level. 
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Figure 36. Percentage of adolescents who have seen sexual images in the past 12 months by 
country. 

 
 
 

 
Figure 37. Percentage of adolescents who had seen sexual images at least once a week by 
gender, age and parental educational level. 
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Figure 38. Percentage of adolescents who had seen sexual images at least once a week, by 
country. 

 
Discussion 
This study revealed that more than half of these adolescents have come into contact with 
sexual materials during the previous year. One serious limitation of the study was that the 
questionnaire did not differentiate between wanted and unwanted viewing of pornography. 
Nevertheless, the EU Kids Online study from 2010, which used a similar question and also 
did not make this distinction, revealed much lower rates of contact with pornography (only 
25% of teenagers aged 15 to 16 declared contact with online pornography) (Livingstone et 
al., 2011). This may possibly be explained by methodological differences between the two 
projects. 
 
Gender was significantly associated with exposure to sexual content; boys exhibited greater 
contact with pornography, which is consistent with results of other studies (Wolak, et al., 
2007). Also, the frequency of contact with sexual content was higher for boys, more than 
half of whom had contact at least once per week. This proportion was more than twice as 
high as for girls. 
 
The highest contact rates, exceeding 60%, were observed in Poland and Iceland. These 
figures correspond well with the fact that in the EU Kids Online study Scandinavian and 
Eastern European countries revealed high rates of contact with pornography, although 
specifically Poland had a much lower rate in that study. Rates from other countries were 
rather similar to each other and ranged between 51.5% and 58.8%. 
 
Perceived harm from sexual images online 
Viewing sexual images online may be perceived as harmful by some adolescents. Again, 
although it is difficult to measure harmful experiences, we were interested in whether 
adolescents were bothered by viewing pornographic material online. ‘Bothered’ was 
defined as something that “made you feel uncomfortable, upset, or feel that you shouldn’t 
have been there.”  
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Measure 
Adolescents who had seen sexual images in the past 12 months were asked if they 
perceived any harm from their online experiences (Q41, adapted from Q134 of the EU Kids 
Online II Self-Completion Child 11-16 April 2010). Adolescents who had been bothered by 
online pornography were additionally asked how upset they felt by their experience. 
Response options ranged from “very upset” to “not at all upset” (Q42, adapted from Q135 
of the EU Kids Online II Self-Completion Child 11-16 April 2010). The findings here show the 
proportion of adolescents who had been bothered by seeing sexual images online, and also 
the proportion of adolescents who were fairly or very upset after having seen sexual images 
online and feeling bothered by it.  
 
Results  

 The proportion of adolescents that had been bothered by seeing sexual images 
online was 18.4% in the total sample and 32.8% among those who had seen 
pornographic material (Figure 39). 

 Among those who had seen pornographic material, more girls were bothered than 
boys, more older adolescents than younger ones, and more whose parents 
educational level was low/middle compared to those whose parents’ educational 
level was high. In the total sample the proportion of adolescents who had been 
bothered by seeing sexual images online was lower for girls and greater for older 
adolescents (Figure 39). 

 The proportion of adolescents who had been bothered by seeing sexual images was 
greater for Romania, Poland and Spain and lower for the Netherlands and Iceland 
(Figure 40).  

 The proportion of adolescents who had been fairly or very upset was 42.1% among 
those who had seen pornographic material and felt bothered by this experience 
(Figure 41). 

 Furthermore, having been fairly or very upset by seeing sexual images was more 
frequent for girls (45.2% vs. 39% for boys) and younger adolescents (45.2% vs. 
37.7% for older ones) (Figure 41) 

 Among adolescents who had seen pornographic material and had been bothered, 
the proportion fairly or very upset was greater for Iceland, Greece and Germany and 
lower for the Netherlands (Figure 42). 
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Figure 39. Percentage of adolescents who had been bothered by seeing sexual images in the 
past 12 months by gender, age and parental educational level. 

 
 

 
Figure 40. Percentage of adolescents who had been bothered by seeing sexual images in the 
past 12 months by country. 
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Figure 41. Percentage of adolescents who had been fairly/very upset by seeing sexual 
images in the past 12 months, among those who had been bothered by seeing sexual 
images by gender, age and parental educational level. 

 

 
Figure 42. Percentage of adolescents who had been fairly/very upset by seeing sexual 
images in the past 12 months, among those who had been bothered by seeing sexual 
images by country. 

 
Discussion 
There was a noticeable difference between the proportions of male and female adolescents 
who had seen online pornography and had been reportedly upset by it. A greater 
proportion of girls reported being bothered by sexual images online than boys. A similar 
association was observed among adolescents who reported being fairly or very upset. This 
phenomenon can be explained by findings from previous research (Ybarra & Mitchell, 2005), 
which showed that girls in general are less likely to seek out online pornography than boys. 
We can assume that unintentional exposure to sexual material online can be more 
frequently reported as upsetting. 
 
Although adolescents aged 14-15 years seem to be slightly less bothered by online 
pornography than adolescents aged 16-17 years, they are more often bothered by this 
exposure than older adolescents. 
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Current findings also show that about twice as many Romanian adolescents were bothered 
by online pornography compared to Dutch ones (among adolescents who have seen 
pornographic material and also in the total sample). Four times more Icelandic adolescents 
were “fairly or very upset” than Dutch ones. Almost half of Greek (49.6%) and German 
(46.5%) adolescents who had seen online pornography and were bothered by it, reported 
being fairly or very upset as a result of such experience. Two possible explanations for this 
fact may include cultural differences in perceiving pornography or exposure to different 
kinds of sexual images online. 
 
Overall, results from current studies show that more than half of adolescents were exposed 
to online sexual material at least once in the previous year. Findings suggest that although 
in general more boys were exposed to pornography, more girls who had seen such images 
were bothered by what happened. There were considerable differences in perception of 
sexual material between countries. It seems that a greater number of Polish and Icelandic 
adolescents saw sexual images online. However, more Romanian adolescents were 
bothered by such materials and Icelanders were the most upset. 
 

6.3. Cyberbullying 
 
As more and more everyday activity of adolescents is shifted online, it is not surprising that 
the phenomenon of bullying, which was always present in schools and other youth 
environments, has also shifted online. The term cyberbullying has been coined. Media 
coverage of the problem was followed by large-scale studies, e.g. EU Kids Online in Europe 
(Livingstone et al., 2011) or YISS in USA (Jones et al., 2012), as well as many others, which 
have revealed the significant scale of the problem. 
 
Although cyberbullying has received much attention in recent years, its exact definition and 
boundaries are still under discussion. Tokunaga (2010) elaborated a meta-synthesis of 
research on cyberbullying victimization, which aimed at providing a composite definition of 
the phenomenon considering existing convergence and divergence in literature. In effect, 
the following definition was provided: 
 

“Cyberbullying is any behaviour performed through electronic or digital media by 
individuals or groups that repeatedly communicate hostile or aggressive messages 
intended to inflict harm or discomfort on others.” (Tokunaga, 2010, p. 278) 
 

This definition unites all the aspects that most researchers find crucial for the concept of 
cyberbullying. Firstly, cyberbullying is defined by the medium used, namely various internet 
applications (e-mails, chats, instant messengers, social networking sites and others), which 
is the basic conceptual difference from traditional bullying. Secondly, cyberbullying has to 
include hostile behaviour that is perpetrated intentionally and repeatedly (Tokunaga, 2010). 
Some definitions also include the aspect of “imbalance of power”, i.e. that perpetrators are 
stronger than the victims (Gradinger, Strohmeier, & Spiel, 2010; Grigg, 2010) although this 
aspect of cyberbullying is difficult to measure in scientific studies (Dooley, Pyżalski, & Cross, 
2009).  
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Anonymity of the offender is another issue frequently debated in the context of 
cyberbullying but it cannot be treated as distinctive as the online offender may also be well 
known to the victims (Nocentini et al., 2010). 
 
Specific forms of cyberbullying may vary. The aggression may be direct (e.g. sending 
insulting messages) or indirect (e.g. spreading rumours or excluding from the online peer 
group) (Dooley et al., 2009). Other classifications may include textual or verbal versus visual 
harassment (compromising photos or videos). Another specific form of cyberbullying is 
impersonation in which the offenders “steal identity” from their victim and send messages 
in his or her name or destroy their account in an online service (Nocentini et al., 2010). 
 
Adolescents bullied online 
Measurement of the scope of the problem creates a serious methodological issue. Methods 
of measurement have a strong impact on estimation of the prevalence of the phenomenon. 
For example, global questions tend to underestimate the scale of the problem in 
comparison to specific questions (Gradinger et al., 2010). 
 
The term cyberbullying itself was not used in the question as it is not explicitly understood 
by most respondents and a translated equivalent does not even exist in some languages 
(Nocentini et al., 2010). Instead, the EU Kids Online approach was applied, by inserting a 
comprehensive introduction to the question, which served as explanation for young 
respondents. The introduction included all characteristics of cyberbullying (hostility, 
repetitiveness, the use of internet medium) put in simple language, and also provided 
examples of such behaviour, which was helpful to facilitate the answers.  
 
Measure 
Adolescents were asked if they were victims of the described behaviour in the past 12 
months. Specifically, the section was introduced with the following: “Sometimes children or 
teenagers can do hurtful or nasty things to someone and this can often be quite a few times 
on different days over a period of time, for example. This can include: teasing someone in a 
way this person does not like; spreading false/malicious rumours; sending someone mean 
or threatening messages; systematically excluding, ignoring, and isolating. When people are 
hurtful or nasty to someone in this way, it can happen on the internet (e-mail, instant 
messaging, social networking, chat rooms).” The question that followed asked, “Has 
someone acted in this kind of hurtful or nasty way to you in the past 12 months on the 
Internet?” Response options were “no”, “yes” and “do not know/prefer not to say” (Q43, 
adapted from Q112 of the EU Kids Online II Self-Completion Child 11-16 April 2010).  
 
Results  

 21.9% of the adolescents had been bullied on the internet. The proportion was 
greater for girls than boys, for the older age group compared to the younger one, 
and among those whose parents’ educational level was low/middle compared to 
those whose parents’ educational level was high (Figure 43). 

 The proportion of adolescents who had ever been bullied on the internet was 
highest in Romania and lowest in Spain, Iceland and Spain (Figure 44).  
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Figure 43. Percentage of adolescents who have been bullied on the internet in the past 12 
months by gender, age and parental educational level. 

 
 

 
Figure 44. Percentage of adolescents who have been bullied on the internet in the past 12 
months by country. 

 
Discussion 
Generally, more than one in five adolescents had fallen victim to cyberbullying. This rate of 
victimization is higher than in EU Kids Online II study and may be an indicator of a growing 
trend. This trend is observed in longitudinal USA studies where the number of children 
victims of cyberbullying has been constantly increasing in the period 2000-2010 (Jones et al., 
2012). 
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We found a significant gender difference with more girls than boys affected by 
cyberbullying: the problem concerned nearly a quarter of girls. This discrepancy is 
consistent with other studies that have found gender differences in cyberbulling (Tokunaga, 
2010). However, it is at odds with what is known of traditional bullying which affects boys 
more than girls. One explanation is that girls are more prone to psychological rather than 
physical tormenting and online harassment is mostly of a psychological nature (Tokunaga, 
2010). 
 
Age was significantly associated with cyberbullying and the problem was more prevalent 
in the older group. This is also consistent with many studies on cyberbullying (Jones et al., 
2012; Tokunaga 2010). Parental education was also significantly associated. The higher 
prevalence in the lower education group can be interpreted in the context of the “power 
imbalance” theory (Dooley, Pyżalski, & Cross, 2009). Adolescents from families with less 
educated parents may be more exposed to cyberbullying as they have possibly less power in 
peer relations. 
 
Country differences place the participating nations basically in three subgroups. Romania 
was characterized as having very high prevalence rate of cyberbullying (>37%). Greece, 
Germany and Poland had average or slightly above average rates   while the Netherlands, 
Iceland and Spain had the lowest prevalence rates. These results are basically consistent 
with EU Kids Online studies. Only the case of Greece is out of line as in that study it had 
been in the group of low prevalence nations. 
 
Perceived harm from being bullied online 
Following the scheme applied in EU Kids Online, adolescents were not only asked about the 
mere occurrence of the online harassment but also about perceived harm. The acts of cyber 
aggression can have different impact on different individuals depending on many factors 
such as personal characteristics, the context of the situation and the victim-aggressor 
relation.  
 
Measure 
The question about how upsetting was the experience was only asked of respondents who 
reported being a victim of cyberbullying in the past 12 months. Specifically, adolescents 
were asked, “Thinking now about the last time this happened to you, how upset were you 
about what happened (if at all)”? Participants could choose answers from a four-point scale 
ranging from “not at all upset” to “very upset” (Q44, adapted from Q118 of the EU Kids 
Online II Self-Completion Child 11-16 April 2010).  The findings presented here show the 
proportion of adolescents who reported being fairly or very upset.  
 
Results  

 The proportion of the adolescents who had been fairly or very upset by being 
bullied online was 53.5% among adolescents who had been bullied and 11.2% in 
the total sample (Figure 45). 

 Furthermore, among those who had had been bullied, the proportion who had been 
fairly or very upset was greater for girls than boys. In the total sample, the 
proportion was greater for girls, the older age group and those whose parents’ 
educational level was low/middle (Figure 45). 
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 Among adolescents who had been bullied the proportion of those who had been 
fairly or very upset was greater for Germany and Iceland and lower for the 
Netherlands and Greece. In the total sample it was greater for Romania and 
Germany and lower for Netherlands and Spain (Figure 46). 

 

 
Figure 45. Percentage of adolescents who had been fairly/very upset the last time they had 
been bullied on the internet by gender, age and parental educational level. 

 

 
Figure 46. Percentage of adolescents who had been fairly/very upset the last time they had 
been bullied on the internet, by country. 

 
Discussion 
More than half of all victims of cyberbullying declared negative impact on their feelings, and 
a quarter said that they were “very upset”. These figures suggest that adolescents 
perceived cyberbullying as a more serious problem than meetings with unknown online 
contacts or seeing pornography. 
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Gender differences in prevalence were observed. More girls reported being victims of 
cyberbullying and feeling upset as a result. In effect a substantial proportion (about 14%) of 
all girls participating in the study had been harmed as a result of cyberbullying. 
 
Unlike gender, age and level of parents’ education did not appreciably differentiate 
between adolescents who did and did not feel upset. Bearing in mind the previous results, 
we might conclude that although age or family education may affect the occurrence of 
falling victim to cyberbullying, it has no impact on incurred perceived harm. 
 
Interestingly, the percentage of adolescents that felt bothered varied greatly in different 
countries and was not directly connected with the prevalence rates of the problem in the 
given countries. The highest proportion of those who felt upset was observed in Iceland, 
which might suggest that in countries where the phenomenon is less widespread the victims 
feel more harmed. This would also be relevant for Spain but does not apply to the 
Netherlands where both prevalence and perceived harm rates were low. Such a theory 
would also not explain the situation in Romania where the phenomenon is most common 
but also the perception of harm is relatively high. The findings suggest that perception of 
cyberbullying may vary locally and be connected with additional nation-specific factors. 
 
Overall, cyberbullying was found to be a problem of substantial extent, concerning more 
than one in five of the studied European adolescents. Additionally, the self-perceived feeling 
of being harmed by such attacks was noted by more than half of respondents concerned. 
These data place cyberbullying as more potentially harmful (at least in the eyes of 
adolescents themselves) than contact with people met online or exposure to pornography. 
Our data suggest that the problem concerns girls to a greater extent than boys. The 
phenomenon is also differentiated internationally both in terms of prevalence and the 
consequent harm perception, and this needs to be examined in future studies. Findings 
support the conclusion that strong action against cyberbullying ought to be taken. Policy 
planning should be aimed at prevention and intervention in the cases of cyberbullying. 
 

6.4. Websites with dangerous content 
 
The internet is a great source of information, which allows anyone to publish all kinds of 
content which becomes accessible to many people. This feature a priori is a great 
advantage, but can become a problem if the contents that are published are potentially 
harmful and especially for minors, who may be adversely affected. Despite the importance 
of the issue, the potentially harmful contents for adolescents have so far received little 
attention from researchers.  
 
Potentially harmful content  
The internet is nowadays the main source of information among young people. The variety 
and quantity of content that is accessible is such that no library in the world could contain it. 
Everyday more adolescents access the internet and therefore turn into potential users of all 
these contents. To ask adolescents about their patterns of internet use is always a relatively 
complicated task and this is even more difficult when the issue to be addressed is their 
access to inappropriate content. It is difficult to ask adolescents whether they viewed 
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harmful content on purpose. It is likely that adolescents visited websites of this kind when 
looking for information on different topics.  
 
Measure 
Adolescents were asked if they had come across websites with potentially harmful content 
(Livingstone et al., 2011). Specifically, they were asked “In the past 12 months, have you 
seen websites where people discuss…?” (Q46A-E, adapted from Q142 of the EU Kids Online 
II Self-Completion Child 11-16 April 2010). The findings presented here show the proportion 
of adolescents who replied yes.  
 
Results  

 Adolescents visited web sites with hate messages/content (22.4%) more than they 
did those with eating disorders (19%), drugs (14%) or physical harm/hurt (12.2%) 
contents. A smaller but important percentage of adolescents (7.6%) has encountered 
sites with suicidal content (Table 35).  

 A greater proportion of girls had visited sites with physical harm/hurt, suicidal and 
eating disorders content, while a greater proportion of boys had visited sites with 
drug content (Table 35).  

 Older adolescents visited sites with drug content more frequently, compared to 
younger ones who visited sites with eating disorders more frequently.  

 Furthermore, sites with physical harm/hurt, eating disorders and hate messages 
content were visited more frequently by adolescents whose parents’ educational 
level is low or middle (Table 35). 

 Table 36 shows these findings by country, indicating cross-cultural variation in 
adolescents’ exposure to potentially harmful content. In Poland, adolescents had the 
highest percentages for visiting 4 out of the 5 types asked about. In Iceland and 
Romania exposure was lower to most types.  

 
 
Table 35. Percentage of adolescents who have seen websites with dangerous content by 
gender, age and parental educational level 

  Have you ever visited sites with (%) 

  

physical 
harm/hurt 

content 
P 

suicidical  
content 

P 
eatings 

disorders 
content 

P 
hate 

messages  
content 

P 
drug   

content 
P 

All adolescents  12.2 - 7.6 - 19.0 - 22.4 - 14.0 - 

Female 13.3 <0.001 8.4 0.002 26.8 <0.001 22.7 0.394 13.2 0.014 

Male 10.9  6.7  10.2  22.0  14.8  

14-15 years old 12.1 0.769 7.7 0.731 19.9 0.005 22.8 0.223 13.0 0.001 

16-17 years old 12.3  7.5  17.7  21.7  15.5  

Low/ Middle  
educational level 

14.3 <0.001 8.2 0.064 20.9 0.002 25.4 <0.001 14.3 0.820 

High educational level 10.8  7.1  18.3  21.3  14.1  
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Table 36. Percentage of adolescents who have seen websites with dangerous content by 
country 

  Have you ever visited sites with (%) 

  

physical 
harm/hurt 

content 
P 

suicidical  
content 

P 
eating 

disorders 
content 

P 
hate 

messages  
content 

P 
drug   

content 
P 

Greece 14.1 <0.001 10.0 <0.001 28.9 <0.001 36.5 <0.001 16.1 <0.001 

Spain 11.1  5.7  16.3  22.0  13.8  

Romania 6.8  2.8  8.6  11.5  8.0  

Poland 22.3  15.6  28.6  40.1  24.1  

Germany 10.8  6.6  19.2  17.0  14.6  

Netherlands 13.1  7.5  13.2  18.9  16.2  

Iceland 6.8  4.4  15.2  9.1  4.9  

 
 
Discussion 
The dangerous content sites most visited by adolescents were hate messages (22.4%), 
followed by eating disorders (19%) and drugs (14%). A small but striking percentage (7.6%) 
reported visiting websites with suicidal content. There was a notable difference between 
boys and girls. More boys visited sites with hate messages content whereas more girls 
visited sites with eating disorders contents. Adolescents from Poland reported the highest 
rates of visiting sites with dangerous content, followed by adolescents from Greece.  
 
Overall, it seems that a number of adolescents access websites with dangerous content.  It 
was not easy to decipher through this survey whether these are sites that provide 
information, e.g. about prevention of drugs or eating disorders, or encourage adolescents to 
engage in unhealthy and potentially harmful behaviours. Future studies are needed to 
investigate this topic in more detail.    
 
SUMMARY 
 
The prevalence of encountering potentially risky situations seems to increase between ages 
14 and 17.  Specifically, a greater percentage of older adolescents report having had contact 
on the internet with someone they had not previously met face to face, as well as meeting 
an online contact in person. More younger adolescents report having been bothered by 
these experiences than older ones. The older group more frequently reports being bullied 
on the internet and being fairly or very upset by it. Interestingly, there are no significant 
variations in viewing pornographic material between the two age subgroups, which are 
equally high across ages (approximately 60%). It is not possible to differentiate between 
wanted and unwanted viewing of pornography. However, a greater number of older 
adolescents reported being bothered by sexual images compared to the younger ones. In 
terms of visiting websites with dangerous content, more older adolescents visit sites with 
drug content, compared to younger ones who reported visiting sites with eating disorders 
more frequently.  
 
No clear gender differences exists in contacting individuals online whom adolescents have 
not met face-to-face in the past. However, more boys report meeting someone offline that 
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they had not met in person previously, and boys frequently report being bothered by those 
meetings. Boys tend to be more exposed to pornographic material online, but more girls 
who have seen sexual images report being bothered by sexual images, compared to boys. 
More girls state being the victims of bullying on the internet and feel fairly or very upset by 
it compared to boys. A greater proportion of girls visit sites with physical harm/hurt, suicidal 
and eating disorders content, while a greater proportion of boys visit sites with drug 
content.  
 
Finally, harmful and potentially risky experiences are significantly associated with 
low/middle parental educational level. Specifically, more adolescents with lower parental 
education reported meeting people they met through the internet, seeing pornographic 
content online, and being bullied online. 

B. POSITIVE EXPERIENCES  
 
The positive effects of internet use upon adolescent psychosocial development and 
behaviour are primarily signified by the fact that the internet has come to serve as an 
interface for creating an entire social context of its own among members of this age group. 
Chapter 3 highlighted some of the key positive aspects of online social networking. The 
following section will address the adolescents’ perceived competence in the context of 
internet use as well as the areas that they find most useful.   
 

6.5. How competent do adolescents feel? 
 
Time spent using technologies such as computers can benefit adolescents’ development and 
increase their sense of online competence. There are a number of activities that one can 
engage in online, such as communicating via e-mail or instant messaging, retrieving 
information and creating content that allows one to contribute to material available on the 
web. Many of these activities are contingent upon the ability to find different types of 
resources (e.g., necessary software, access to relevant communities). That is, even if a user’s 
primary interest is in communicating with people who share similar interests, the user must 
have the know-how to find such communities. Finding information on the web — whether 
mailing lists, online stores, or the latest news — can involve a myriad of actions from the 
use of search engines to typing web addresses in the location bar of the browser or clicking 
on directory listings on a portal site (Hargittai, 2004). Users may possess very different levels 
of knowledge. As they grow older and gain increasing experience, adolescents usually 
become more competent in their use of the internet. Adolescents who use the internet for 
longer periods of time and for more activities develop more internet-related skills and 
literacies. Growing up with technology, they usually adapt to computers much more readily 
compared to adults. 
 
Measure 
Adolescents were asked how true it is for them that they know more about the internet 
than their parents and that they “know lots of things about using the internet” (Q24; 
adapted from Q319 of the EU Kids Online II Child Questionnaire April 2010). Response 
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options ranged from “not true” to “very true.” The findings presented here show the 
proportions of adolescents who gave each response by gender, age, parental educational 
level and country.   
 
Results 

 Over two thirds of all adolescents fully agreed  (responded “very true”) that they 
know more about the internet than their parents (69.4%), while only 6.8% 
disagreed (responded “not true”)   (Figure 47). 

 More boys (74.8%) than girls (64.7%) fully agreed that they know more than their 
parents (Figure 47).   

 More older adolescents fully agreed that they know more than their parents, 
compared to the younger group  (Figure 47)  

 More adolescents whose parental educational level was low/middle fully agreed on 
being more knowledgeable than their parents as compared to their counterparts 
with higher parental education (Figure 47).  

 The percentage of adolescents who know more than their parents was higher in 
Poland and Romania and lower in Germany and Iceland (Figure 48). 

 Only 4.4% of all adolescents disagreed on knowing a lot about the internet (Figure 
49). 

 The percentage of adolescents who claim to know a lot about the internet was 
higher in boys, in those aged less than 16 years and in those whose parents’ 
educational level was high (Figure 49). 

 The percentage of adolescents who know a lot about the internet was higher in 
Poland and Greece and lower in Spain, Germany and Romania (Figure 50). 

 

 
Figure 47. Percentage of adolescents who know more than their parents by gender, age and 
parental educational level. 
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Figure 48. Percentage of adolescents who know more than their parents by country. 

 
 

 
Figure 49. Adolescents who know a lot about the internet by gender, age and parental 
educational level. 
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Figure 50. Percentage of adolescents who know a lot about the internet by country. 

 
Discussion 
The majority of adolescents seemed to be confident that they know more about the 
internet compared to their parents. Less girls than boys relayed this confidence. Our 
findings are consistent with previous studies (Correll, 2001) indicating that women are less 
likely to perceive themselves as having adequate online skills. Similarly, another study 
(Hargittai & Shafer, 2006) found that girls tend to rate their online abilities lower than boys 
do. Girls’ lower self-assessment in internet-use skills may affect the extent of their 
behaviours online. Furthermore, older adolescents also considered themselves more 
knowledgeable compared to the younger ones. It is possible that the more online 
experiences they gain through the years, the more their confidence increases. Adolescents 
from families with lower/middle educational background had more confidence that they 
know more about the internet than those from higher backgrounds. These adolescents may 
feel more capable from others, or they could be over-confident in their knowledge. Another 
explanation may be comparative self-efficacy, meaning that in a context of lower parental 
education they see themselves in a more competent way.  
 
How much parents actually know about the internet compared to their children has 
implications in terms of their regulatory role. Lack of parental knowledge may hinder 
implementation of parental mediation at home (Livingstone & Bober, 2006). Still, regulating 
adolescents’ media use brings forth several challenges, especially considering the growing 
complexities of communication technologies.     
 

6.6. In what ways do adolescents perceive the internet to be useful? 
 
The internet is potentially a very useful tool as it offers easy access to a variety of sources 
and functions, falling into the main categories of entertainment, communication, 
information and transactions. When a person is online the search engines open a portal to 
entertainment such as games, movies, series, music and videos, to communication through 
chat rooms, instant messaging, social groups and blogs and e-mailing, to all kinds of news 
and information through newspaper sites, forums, informative and educational sites and 
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classifieds, and to a variety of transactions such as online shopping, bank transactions, 
online applications and online payments. Several studies have explored the main uses of the 
internet by adolescents and reveal that the internet is used particularly for e-mailing, chat 
rooms, education, surfing (Sun et al., 2005), blogs, instant messaging, bulletin boards, 
games (Subrahmanyam & Lin, 2007), downloading music and software, research for 
homework (Gross, 2004) and social networking (Gregussova, Tomkova, & Balazova, 2011). A 
common characteristic among all studies is that communication is one of the most 
important reasons for adolescent internet use (Gross, 2004), meaning that teenagers use 
the internet to connect with peers and to explore typical adolescent issues such as sexuality, 
identity and partner selection (Subrahmanyam & Lin, 2007). Research tends to suggest too 
that internet communication is employed in order to keep up existing friendships and not so 
much to make new acquaintances (Valkenburg & Peter, 2007).  
 
Several studies within Europe identify the applications used most commonly by European 
adolescents. More specifically, a study in Italy indicated that children and young people 
between the ages 12 of 20 years use the internet mostly for entertainment and 
telecom/internet services (Bricolo, Gentile, Smelser, & Serpelloni, 2007). Research in the 
Slovak Republic showed that adolescents use the net mostly for chatting and downloading 
(Gregussova et al., 2011). In the Netherlands, adolescents spend an average of two hours 
and 11 minutes per day on instant messaging (Valkenburg & Peter, 2007).  
 
As far as gender differences are concerned, boys seem to spend more time gaming than 
girls (Subrahmanyam & Lin, 2007). More specifically, a study of Turkish adolescents showed 
that boys act mostly through the information-gathering and entertainment functions of 
internet use, such as web-surfing and games, whereas girls act through the communication 
motive such as e-mailing and messages (Erdogan, 2008). However, all studies suggest that 
these differences are tending to disappear as internet gaming has decreased significantly 
and boys are using the internet more and more for communication. Differences have also 
been found between adolescents from the countryside and smaller municipalities and those 
from bigger cities. Swedish teenage boys who live in the countryside use e-mail more than 
boys living in cities (Sjoberg, 1999). Additionally, in the Slovak Republic it was found that 
children from smaller municipalities use e-mail more frequently, as well as shopping online 
(Gregussova et al., 2011). It is suggested that these differences occur due to the need to 
socialize more in the countryside as well as to the limited shopping resources.  
 
Teenagers may use various processes at once; for example, they may be mainly chatting but 
simultaneously they are downloading as well as doing research for homework. This indicates 
that many adolescents feel quite comfortable with the web portal and possess excellent 
computing and multi-tasking skills.  
 
Measure 
Adolescents were asked in which areas the internet has been useful for them. They were 
asked to mark all that apply out of a list of activities (Q47). The findings presented here 
show the different activities that adolescents said that they find useful.   
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Results  

 The majority of adolescents (84.1%) reported that keeping contact with friends or 
relatives via the internet was useful for them and a large percentage (80.6%) that it 
was helpful in their homework assignments. Half (50%) indicated that the internet 
was useful for keeping up to date with the latest news.  Almost a quarter (24.3%) 
stated that they used the internet to make new friends and one fifth (20.7%) for 
learning new skills. Fewer reported that the internet was useful for preventing 
loneliness (17.3%) or creating or taking part in new groups and social movements 
(9.1%) (Table 37). 

 Girls were more likely to report the internet’s usefulness in doing homework and 
keeping in touch with friends compared to boys. On the other hand, boys said that 
the internet helped them more with making new friends, learning new skills, keeping 
up to date with news and taking part in new groups (Table 37).  

 Younger adolescents were more likely than older ones to find the internet useful in 
all areas, with the exception of socializing (keeping in contact, making new friends 
and participating in new groups) which was reported at a similar level in both age 
groups (Table 37).  

 Adolescents whose parental educational level was higher reported greater 
usefulness in four of the seven areas asked. Only making friends via the internet was 
reported more commonly by adolescents whose parents had achieved lower/middle 
educational level (Table 37).  

 Table 38 shows these findings by country, revealing cross-cultural variations in the 
different areas that adolescents found the internet useful for them.  

 
Table 37. Percentage of adolescents who find the internet useful, by gender, age and 
parental educational level 

 
doing 

homework 
(%)  

P 
keeping 
contact 

(%) 
P 

not 
feeling 
lonely 

(%) 

P 

making 
new 

friends 
(%) 

P 
learning 

new 
skills (%) 

P 
keeping 

up to 
date (%) 

P 

taking 
part in 

new 
groups 

(%) 

P 

All Adol 80.6 - 84.1 - 17.3 - 24.3 - 20.7 - 50.0 - 9.1 - 

Female 85.6 <0.001 87.6 <0.001 17.0 0.264 23.2 0.004 16.4 <0.001 48.8 0.020 7.5 <0.001 

Male 74.9  80.2  17.8  25.5  25.5  51.4  10.9  

14-15 yrs 81.9 0.001 84.2 0.819 18.1 0.007 24.5 0.543 21.6 0.005 53.5 <0.001 8.8 0.161 

16-17 yrs 78.4  84.0  16.1  23.9  19.4  44.5  9.6  

Low/ 
Middle 

edu level 
76.2 <0.001 81.1 <0.001 17.3 0.733 27.2 <0.001 15.7 <0.001 43.3 <0.001 7.9 <0.001 

High edu 
level 

84.1  86.5  17.5  22.4  24.8  55.7  10.6  
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Table 38. Percentage of adolescents who find the internet useful, by country 

  

doing 
homework 

(%) 
P 

keeping 
contact 

(%) 
P 

not 
feeling 
lonely 

(%) 

P 

making 
new 

friends 
(%) 

P 
learning 

new 
skills (%) 

P 
keeping 

up to 
date (%) 

P 

taking 
part in 

new 
groups 

(%) 

P 

Greece 70.4 <0.001 71.1 <0.001 17.4 <0.001 18.7 <0.001 10.0 <0.001 44.3 <0.001 6.1 <0.001 

Spain 89.2  91.4  12.7  25.2  19.1  56.4  8.2  

Romania 72.0  77.2  19.8  39.0  22.5  36.4  14.0  

Poland 91.0  84.9  18.3  42.7  20.8  63.8  9.5  

Germany 77.6  88.8  8.6  6.5  17.4  30.7  5.6  

Netherlands 81.7  87.2  12.9  11.2  16.4  51.0  7.4  

Iceland 82.6  88.3  32.7  28.8  38.5  72.6  13.5  

 
Discussion 
The present study verified that the internet is a valuable tool to enable adolescents to 
keep in contact with each other. Keeping contact with existing acquaintances was reported 
much more frequently than making new friends. It was interesting to explore the attitudes 
of adolescents towards using the internet for doing homework, which appeared to be one 
of the most popular activities. Furthermore, it was interesting to find that while girls have a 
higher percentage of using the internet for doing homework, boys have a higher percentage 
of using the internet to keep up to date and learning new skills. Adolescents aged less than 
16 years old use various functions of the internet more than older adolescents, and it could 
be assumed that newer generations have a better understanding of how to use the internet 
for their benefit in a variety of areas. As far as differences between countries are concerned, 
adolescents residing in Romania seem to use the positive functions of the internet less than 
adolescents residing in other European countries. Overall, although several differences were 
found, the percentages did not differ dramatically. It would be interesting for future studies 
to examine the mediation of parents and other factors contributing to the positive 
experiences of adolescents online.  
 
SUMMARY 
 
Age differences are marked in the positive experiences reported by adolescents. Specifically, 
older adolescents express more confidence than younger ones in their knowledge of the 
internet compared to their parents. Still, a greater number of younger adolescents believe 
that they know a lot about the internet, and find the internet useful in a number of areas 
(e.g. keeping in contact, making new friends and participating in new groups) compared to 
older ones.  
 
Overall, boys consistently report increased confidence over their knowledge of the internet 
overall and compared to their parents. Girls report greater usefulness in doing homework 
and keeping in touch with friends compared to boys. On the other hand, boys say that the 
internet helps them more with making new friends, learning new skills and keeping up to 
date with news, as well as taking part in new groups. Finally, young people whose parents 
have low/middle educational attainment report that they know more about the internet 
than their parents. At the same time, high parental educational level is associated with 
increased knowledge of the internet and enhanced perceived usefulness in a number of the 
areas assessed.   
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7. CONCLUSIONS 
 

As the internet has become an essential part of adolescents’ daily lives for academic use, 
communication and recreation, public concern over dysfunctional internet use has spurred. 
This report presents the main findings of the EU NET ADB study. It provides a wealth of 
information about internet behaviours of 13.284 adolescents aged 14-17, living in seven 
European countries (Greece, Spain, Poland, Germany, Romania, the Netherlands, and 
Iceland). This chapter outlines key information from the seven countries and an up-to-date 
picture of the online behaviours of adolescents in the studied European region, according to 
age, gender and parental educational level. We focus mainly on internet addictive 
behaviour, which is defined as a behavioural pattern characterized by a loss of control over 
internet use potentially leading to isolation and neglect of social, academic, or recreational 
activities or personal health. 
 
Our results show that multiple online activities are deeply embedded in adolescents’ daily 
routine and social practice and suggest that today’s adolescents primarily use the internet 
for communication and entertainment. This generation of children - also referred to as the 
Net Generation (Kelsey, 2007) or the i-Generation (Rosen, 2010) - started using the internet 
in middle childhood as confirmed by our sample’s mean age of online initiation of 9.6 years. 
These children learned the digital way early on and have grown into avid and sometimes 
“heavy” users of certain internet applications, - with four in ten adolescents being “heavier 
users” of SNS on school days (defined in this study as use of 2 hours or more, as compared 
to “moderate users” who used less than 2 hours daily). Most importantly, our study findings 
indicate that 1.2% of adolescents exhibit internet addictive behaviour (IAB), whereas 12.7% 
are at risk for IAB, meaning that they show symptoms of IAB that cause problems and need 
attention, but whose behaviour is not largely characterized by serious addictive symptoms. 
Taken together, a total of one in seven adolescents (13.9%) exhibit a dysfunctional way of 
using the internet, i.e. dysfunctional internet behaviour, which is associated with 
noteworthy emotional and psychosocial problems. Other research has suggested that the 
internet may be a way to cope with those problems, but at the same time may also 
exacerbate them. 
 
Importantly, while the term internet addictive behaviour suggests that individuals become 
addicted to the internet – the medium- it was shown that some online communication 
applications may be addictive in nature, as previously suggested (e.g., Van den Eijnden, 
Meerkerk, Vermulst, Spijkerman, & Engels, 2008; Van Rooij, Schoenmakers, Van de Eijnden, 
& Van de Mheen, 2010).  The addictive potential of online communication was confirmed in 
our study, with significantly more heavy daily SNS users (using at least 2 hours daily) 
exhibiting dysfunctional internet behaviour (about one in four) as compared to more 
moderate users (8%). This finding must be considered in conjunction with the fact that the 
most popular online activity among adolescents is social networking sites (SNS) use - an 
online communication application. With seven in ten adolescents using SNS daily, and half 
of them using IM daily, our results suggest that online communication constitutes 
normative adolescent social practice and a new social context for adolescent social 
functioning and development. Similarly, our results showed that online gaming may have 
addictive potential for adolescents as indicated by the proportion of adolescents with 
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dysfunctional internet behaviour, which was greater among those who play games (15.5%) 
compared to those who do not (11.3%). 
 
With regard to the impact that heavy internet use may have on adolescent psychosocial 
functioning, our findings indicate that heavy use of SNS (over 2 hours daily) is associated 
with declines in academic performance and other important activities, possibly by 
displacing time from these activities. On the other hand, heavy use of SNS appears to be 
positively associated with social competence for girls and older adolescents, possibly by 
providing unique opportunities for exercising social skills and maintaining existing social ties. 
Similar positive associations have been suggested previously; SNS use has been shown to 
build and maintain social relationships (Lenhart, Madden, Macgill, & Smith, 2007; 
Livingstone & Brake, 2010; Subrahmanyam, Smahel, & Greenfield, 2006; Valkenburg & 
Peter, 2007) and to provide a means of sharing intimacy between close friends (Gross, 2004; 
Schouten, Valkenburg, & Peter, 2007).   
 
Online entertainment was shown to be just as popular as online networking use, attaining 
the ranking of second and fourth most popular online activities, with watching videos and 
downloading was undertaken at least weekly by 83% and about 60% of all participants 
respectively. Doing homework came in fifth in popularity with more than half of adolescents 
reporting at least weekly use of the internet for this purpose. All five top online activities 
can constitute positive online experiences and opportunities, serving important 
adolescent needs, such as belonging, entertainment and learning among others.  
 
AGE 
 
The EU NET ADB study includes 14-17 year olds, covering the stage of middle adolescent 
development, a period of rapid changes in multiple domains (Papalia & Feldman, 2010). 
Adolescents undergo rapid growth in physical development. They further expand their 
intellectual interests, develop deeper moral thinking and exhibit growing capacity for 
abstract thought. In terms of their socio-emotional domain, adolescents in this stage 
struggle with their sense of identity, and encounter increased conflict with their parents as 
well as expressing a desire for independence. They tend to test limits and place great 
importance on their peer groups. It is a time of opportunities and risks (Rice & Dolgin, 2002). 
This section describes age differences in internet related behaviours. Information on 
associations with age is important in designing age-appropriate interventions for healthy 
internet use. 
 
Young people seem to be utilizing the internet frequently for a number of purposes, 
primarily for communication and entertainment. Adolescents generally pursue increased 
independence and autonomy, which is evident in our results on the extensive use of 
personal communication devices, such as the laptop or mobile phone. It is thus increasingly 
difficult for adults to monitor and set limits to the internet usage of adolescents. Older 
adolescents are confident that they know more about the internet than their parents, and 
compared to their younger counterparts perceive less parental limitation and control of 
their online use.  
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Internet-related behaviours in our study show variability in terms of age, with fewer 
younger adolescents (13% of 14-15 years old) showing signs of dysfunctional internet 
behaviour than older adolescents (15.2% of 16-17 years old). These results raise the 
question of how much of this variability is moderated by within-person variables 
(competencies and vulnerabilities), interpersonal variables (family, peer group and personal 
relationships) and extra-personal variables (socioeconomic and cultural). The question of 
cohort effects should also be taken into consideration, as the younger adolescents are 
shown to have started using technology slightly earlier than the older ones.  
 
Adolescents making dysfunctional use of the internet are found to have been slightly 
younger when they first started using the internet. As with other behavioural presentations 
(Burge, Pietrzak, Molina, & Petry, 2004; Burge, Pietrzak, & Petry, 2006), young people who 
display early-onset of problematic behaviours are at greater risk for persistent difficulties. 
Hence, preventing internet addictive behaviour from an early age, by means of 
interventions that aim to provide adolescents with opportunities for healthy online 
behaviour, is crucial. 
 
Older adolescents are the more avid users of IM, email and forums, suggesting that they use 
more personal modes of communication, as previously documented. No differences in SNS 
use appear between our study’s two age groups. Nonetheless, age differences may exist in 
how SNS are used and in their function for each age group, as suggested by different 
associations of social competence with the intensity of SNS use between the two age 
groups. Namely, a trend was shown for older adolescents who heavily used SNS to score 
slightly higher on average in social competence, as compared to their younger counterparts 
(who scored similarly across SNS frequency groups). This comes in agreement with findings 
that for older adolescents SNS may function to maintain existing relationships and engage in 
more online self-disclosure than their younger counterparts (Valkenburg, Sumter & Peter, 
2011).  
 
In terms of computer gaming and internet gambling, no age differences emerge in computer 
gaming abuse and addiction, but a greater number of older adolescents exhibit at-risk or 
problematic gambling behaviour online. The circumvention of legal prohibitions on 
gambling and the engagement in gambling through the internet have increased during 
recent years.  Easy access makes it easier for adolescents to participate in gambling and this 
early initiation may increase the likelihood and severity of problematic gambling in later 
years (Griffiths 1995; Winters, Stinchfield, & Fulkerson, 1993). Addressing access to 
gambling at this age is of crucial importance in preventing problem gambling (Wynne, 
Smith, & Jacobs, 1996).  
 
Young people seek new experiences, particularly with older adolescents engaging in more 
activities online. However, as older adolescents engage more frequently in these activities 
compared to their younger peers, they are more vulnerable to being exposed to potentially 
risky situations. For example, older adolescents are more frequently victims of online 
bullying. Overall, it seems that older adolescents are more likely to encounter potentially 
risky situations compared to their younger counterparts and also to be harmed. 
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GENDER 
 
From a constructionist perspective, the behaviours of girls and boys are largely influenced 
by the concepts about femininity and masculinity that they acquire from their cultural 
context (Pleck, Sonenstein, & Ku, 1994). Gender is “a set of socially constructed 
relationships which are produced and reproduced through people's actions” (Gerson & 
Peiss, 1985, p. 327). Most importantly, gender does not reside in the person, but rather in 
social transactions defined as gendered (Bohan, 1993; Crawford, 1995). From this 
perspective, gender is viewed as a dynamic, social structure, which may also play a role in 
the development of internet-related behaviours among others. This section presents the 
gender differences found in the EU NET ADB study, which can be used to inform prevention 
and intervention strategies.  
 
Boys report accessing the internet more privately than girls. Similarly to previous findings, 
our results indicate that boys tend to start using the internet at an earlier age. Thus it is 
probable that boys have had more opportunities to use the Internet and for a longer time 
than girls (Kraut et al., 1998). Exploring adolescent perception and attitudes toward the 
internet, research indicates that boys regard the internet as a “toy”, whereas girls are more 
inclined to view it as a tool for achieving a task (Tsai & Lin, 2004). In keeping with this view, 
more girls use the internet for social networking and homework assignments, while more 
boys watch movies/videos or download music. Communication (i.e. using IM) is still 
important for both genders, pointing towards their desire for fulfilling their need for 
connectedness.   
 
Boys tend to be more likely to exhibit dysfunctional internet behaviour (15.2%) compared 
to girls (12.7%). Similar gender differences concerning the nature of internet use have been 
reported elsewhere (Rees & Noyes, 2007). The observed gender differences may be 
attributed to the potential confounding effect of the differential frequency of internet 
utilization between genders. Specifically, since boys utilize the internet both more 
frequently and more extensively than girls (Tsitsika et al, 2009), the average weekly hours of 
internet use may serve as a potential confounder for the development of dysfunctional 
internet behaviour. 
 
A clear gender pattern is evident in social networking, with girls being more frequent users 
of online communications tools than boys. More girls use SNS and email, while more boys 
use chat and forums. Girls’ preference for SNS has been documented in the U.S. among 
adolescent samples (Lenhart et al., 2007), whereas recent European findings suggest that 
social networking is equally popular among both genders (Livingstone, Haddon, Görzig, & 
Ólafsson, 2011). Both boys and girls are likely to use instant messaging with similar 
frequencies, which is consistent with previous findings (Gross, 2004). 
 
In regards to the adaptive or maladaptive effects of online communication, both for boys 
and girls, heavier SNS use (i.e. more than two hours per day) is significantly associated with 
dysfunctional internet behaviour. Boys who use SNS heavily tend to display lower offline 
total competency levels compared to their counterparts who use SNS moderately. The same 
is not true for heavy SNS-using girls, whose total competence is similar to that of moderate 
SNS users. In fact, and most interestingly, girls who use SND heavily have slightly higher 
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social competence scores indicating that girls may be using SNS in ways, which enhance 
their sociability rather than jeopardize it. Thus, the internet can serve different functions for 
different people based on their characteristics and motives for participation. Gender 
differences in SNS motives and patterns have been documented previously and it has been 
suggested that girls communicate more often online to maintain relationships and to share 
feelings and plans, an adaptive function serving important developmental needs. Boys, on 
the other hand, communicate more about online games with same-sex friends. Most 
notably, boys also communicate more than girls with people whom they have not met 
before, which may of lesser “value” in a developmental sense. Such gendered patterns in 
reported behavioural issues necessitate careful consideration in designing intervention 
programs.  
 
Boys tend to play games more frequently than girls and are at greater risk of abusing or 
becoming addicted to gaming. Research confirms that boys are the most excessive users of 
video games (Griffiths, 1991, 1993, 1997), and this parallels many other addictions among 
youngsters (Griffiths, 1995). It is not clear why boys play games significantly more than girls. 
Griffiths and Davies (2005) suggests a few explanations, including the game contents, 
socialization reasons, and gender differences in visual and perceptual skills, such as hand-
eye coordination.   
 
Boys seem to be engaging in gambling practices more frequently than girls and are more 
liable to at-risk or problematic gambling behaviours. Previous research (Barnes, Welte, 
Hoffman, & Dintcheff, 2005; Gerdner & Svensson, 2003; Messerlian, Derevensky, & Gupta, 
2005; Shapira, Goldsmith, Keck, Khosia, & McElroy, 2000) shows that boys are particularly 
vulnerable to developing problematic gambling behaviours since they are more likely to 
present with impulsivity (Goodman, 1999) and diminished appreciation for the adverse 
effects of such activities (Griffiths, 2003). Gender differences among gamblers are well 
documented, with boys beginning to gamble at an earlier age, gambling more often, and 
spending more time and money on gambling (Griffiths & Wood, 2000; Hardoon & 
Derevensky, 2002; Jacobs, 2000). In addition, the observed preference of boys for engaging 
in internet gambling may be confounded by the fact that girls are less likely to utilize the 
internet frequently (Tsitsika et al., 2009a), particularly for purposes other than social 
communication (Tsitsika et al., 2009b), and may thus access gambling sites less often 
(Tsitsika, Critselis, Janikian, Kormas, & Kafetzis, 2011). 
 
Gender differences are marked in the exposure of adolescents to sexual content. More boys 
are exposed to pornography, consistent with prior studies (Wolak, Mitchell, & Finkelhor, 
2007). This difference can be explained by the fact that the level of unwanted exposure is 
equal for both genders, but wanted exposure is greater for boys. Accordingly, more girls 
report being bothered by online pornographic material. This phenomenon can be explained 
by studies which showed that girls in general are less likely to purposefully seek out online 
pornography than boys (Ybarra & Mitchell, 2005). It seems that unintentional exposure to 
sexual material online can be more frequently perceived as upsetting. 
 
Bullying victimization is generally prevalent among young people. In the EU NET ADB study, 
girls are found to be victims of cyberbullying to a greater extent than boys. Prior research 
reveals that boys are commonly victims (as well as perpetrators) of direct bullying, whereas 
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girls suffer from indirect bullying, such as relational violence, social isolation (Varjas, 
Henrich, & Meyers, 2009). However, recent studies have found that there are small gender 
differences in relational aggression (Card, Stucky, Sawalani, & Little, 2008; Goldstein, Young, 
& Boyd, 2008). It is important to proceed with caution when interpreting gender differences 
in bullying victimization (Espelage, Mebane, & Swearer, 2004). 
 
Girls seem to be more interested in sites relating to eating disorders. Girls in middle 
adolescence tend to show particular concern about their body image. On the other hand, 
more boys tend to visit drug-content sites. Although it is not apparent whether these are 
sites that provide information, e.g. about prevention of drugs or eating disorders, or sites 
that encourage adolescents to engage in unhealthy and potentially harmful behaviours, 
these gender differences are striking. It is possible that these behaviours can be gendered, 
with adolescents behaving in accordance with dominant norms of masculinity and 
femininity: drugs among boys, for example, and weight control among girls (Courtenay, 
2000).  
 
The observed gender differences need to be taken into consideration when designing 
prevention efforts for promoting healthy internet use. Prevention and intervention 
programs for at-risk adolescents should be tailored according to their gender with greater 
attention placed on boys, as they, albeit in small percentages, report higher levels of 
problematic behaviours, such as dysfunctional internet use, computer gaming and internet 
gambling addiction.  
 
PARENTAL EDUCATIONAL LEVEL 
 
It is clear that the internet constitutes a unique ecological and social environment, which 
interacts dynamically with adolescent personal characteristics as well as the general cultural 
and socioeconomic context in which he or she is embedded. Specifically, parental 
educational attainment, a significant part of family socioeconomic status (SES), has been 
found to be associated with adolescents’ computer access and usage (Attewell, 2001; 
Looker & Thiessen, 2003). Higher educational attainment is generally related to positive 
outcomes in young people. This section presents the parental educational level differences 
in adolescents’ internet related behaviours found in the EU NET ADB study.   
 
Parental educational attainment has been identified as an influential factor affecting young 
people’s involvement with the internet. According to Attewell (2001), adolescents’ 
utilization of the internet is influenced by “the social envelope” consisting of the ‘‘attitudes, 
competencies, and involvement of parents and siblings’’ (p.257). Parents’ educational level 
as well as occupational status is critical in determining this ‘‘social envelope’’ within a family 
(Attewell, 2001).  
 
Our results indicate that high educational level is associated with a slightly higher frequency 
of computer use. Observed relationships between parental educational attainment and 
internet use are consistent with previous studies (Looker & Thiessen, 2003). With increased 
use, adolescents from high parental educational backgrounds are more likely to take 
advantage of online information, communication and participation (Beutel et al., 2011). 
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Thus, targeting underprivileged groups may foster the utilization of the multiple 
opportunities offered by the internet (Beutel et al., 2011). 
 
A greater number of adolescents whose parents’ educational level is low/middle exhibit 
dysfunctional internet behaviour (16.3%) compared to those whose parents’ educational 
level is high (12.6%). These findings are in accord with studies showing that dysfunctional 
Internet use is significantly associated with lower parental educational attainment (Kim et 
al., 2010). A possible pathway, which may partly account for these differences between low 
and high parental educational attainment in dysfunctional internet behaviour may be 
parental involvement. Lower levels of parental engagement have been correlated with 
various negative behavioural outcomes in adolescents such as poorer academic 
performance and delinquency (Barnes & Farrell, 1992; Hickman, Greenwood, & Miller, 
1995).  
 
Daily SNS use and emailing are more prevalent among adolescent whose parents have 
higher educational background, while forums are accessed more frequently by adolescents 
with lower educational background. Moreover, more young people from higher educational 
backgrounds are members of Facebook, whereas more adolescents from low/middle ones 
are members of country-specific SNS. Boyd (2007) offers an interpretation of adolescents’ 
SNS preferences, suggesting that each site has an orientation towards a social issue. No 
differences seem to exist in regards to online “friending” practices across the two parental 
educational groups. 
 
Our results show no differences in relation to parental educational attainment in the 
average number of hours that adolescents engage in computer gaming. These results 
contradict previous research that has lent support to the finding that children of parents 
with less education are more likely to play computer games (Buckingham, Scanlon, & 
Sefton-Green, 2001). Our finding that SES bears no relationship to gaming frequency may 
indicate that computer gaming is widely prevalent overall, particularly among adolescent 
boys and are not restricted to any particular socioeconomic class (Barnes et al., 2005). 
Nevertheless, a larger number of adolescents from low/middle parental educational 
backgrounds abuse or become addicted to computer gaming.  
 
More young people from low/middle parental educational backgrounds are at risk of 
problematic gambling behaviour or already display it. The relationship between SES and 
gambling is unclear in the literature. Some studies report that low parental education or 
occupational status is associated with problem gambling in adolescents (Shaffer & Korn, 
2002; Turchi & Derevensky, 2006; Welte, Barnes, Wieczorek, Tidwell, & Parker, 2008; 
Wilson, Gilliland, Ross, Derevensky, & Gupta, 2006), while other research suggests no 
association for parent education (Molde, Pallesen, Bartone, Hystad, & Johnsen, 2009) or 
financial security (Delfabbro, Lahn, & Grabosky, 2006). Studies conducted with adult 
samples provide evidence to support the relationship we observed. Low income (El-Guebaly 
et al., 2006) and an income/education/occupation composite score (Welte, Barnes, 
Wieczorek, Tidwell, & Parker, 2004) predict more frequent gambling in adults (Molde et al., 
2009; Shaffer, LaBrie, LaPlante, Nelson, & Stanton, 2004). It could be that individuals who 
are less advantaged in society compare themselves to those who are more advantaged, 
generating stress that manifests in maladaptive coping strategies and behavioural effects 
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(Wilkinson & Pickett, 2007), such as problematic gambling. 
 
It further seems that adolescents whose parents’ educational level is low or middle are at 
greater risk for a number of potentially risky experiences, such as face-to-face meetings with 
online contacts, being exposed to pornographic material and becoming victims of online 
bullying. The higher prevalence of bullying in this group could be interpreted in the context 
of the power imbalance theory, as imbalances in power distribution between adolescents 
may contribute to instances of aggression.  
 
Interestingly, adolescents from families of low/middle educational background feel more 
confident about their knowledge of the internet compared to their parents. There seems to 
be an increased tendency for young people to be ‘‘computer-literate’’ in families from lower 
educational backgrounds. This finding seems to be in accord with the digital empowerment 
theory, arguing that underprivileged groups can use the internet to improve their lives 
(Amichai-Hamburger, McKenna, & Tal, 2008). Research confirms existing disparities in the 
quality of information-seeking (Hansen, Derry, Resnick, & Richardson, 2003; Harvey, Brown, 
Crawford, Macfarlane, & McPherson, 2007). Offering media literacy (Eysenbach, 2008) 
educational classes at schools may help young people from lower educational backgrounds 
enhance effective exploration and critical evaluation of the internet.  
 
These findings suggest that adolescents benefit differently from Internet uses depending on 
parental educational attainment. Future research should go beyond descriptive statistics to 
examine the family dynamics of adolescents’ engagement in online activities, and beyond 
the current digital divide debate to look for ways of empowering young users of the 
internet, particularly those from low income, low education, and minority families. 
 
On a final cautionary note, the EU NET ADB study’s reliance on a single indicator of SES 
presents a potential limitation. SES is a multidimensional construct (Liberatos, Link, & 
Kelsey, 1988) and a more thorough understanding might be obtained if multiple indicators 
were available.  
 
Directions for further research 
 
Based on the different chapters we have identified relevant new directions  for future 
research. Chapter 2 showed that that the country, highest educational level of the parents, 
age at first use of the internet, use of SNSs and gaming were independently associated with 
dysfunctional internet behaviour. Future research should focus on the explanation of these 
associations. Further, we found clear associations between dysfunctional internet behaviour 
and several behavioural and emotional problems. However, based on this cross-sectional 
study we cannot draw conclusions about the direction of any causal relation between these 
factors. Further research using longitudinal designs is needed to address issues of causality. 
In addition, we recommend for the whole research field to work towards a general measure 
of internet addictive behaviour; too many different measures are currently used, making 
between study comparisons of prevalence impossible and between study comparisons of 
relationships between IAB and other psychological and behavioural constructs problematic.  
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As for the use of SNS as presented in chapter 3, it would be interesting if further research 
could identify gender differences in the nature of SNS use and motivations for SNS use, and 
to test mediating effects of those gender differences on competences and internalizing 
problems. 
 
As chapter 5 showed, adolescents from families of low/middle educational background feel 
more confident about their knowledge of the internet compared to their parents. There 
seems to be an increased tendency for young people to be ‘‘computer-literate’’ in families 
from lower educational backgrounds. These findings suggest that adolescents benefit 
differently from Internet uses depending on parental educational attainment. Future 
research should go beyond descriptive statistics to examine the family dynamics of 
adolescents’ engagement in online activities, and beyond the current digital divide debate 
to look for ways of empowering young users of the internet, particularly those from low 
income, low education, and minority families. 
 
Cyberbullying (chapter 6) was found to be a problem of substantial extent, concerning more 
than one in five of the studied European adolescents. The phenomenon is also 
differentiated internationally both in terms of prevalence and the consequent harm 
perception, and this needs to be examined in future studies. Further, it seems that a 
number of adolescents access websites with dangerous content.  It was not easy to decipher 
through this survey whether these are sites that provide information, e.g. about prevention 
of drugs or eating disorders, or encourage adolescents to engage in unhealthy and 
potentially harmful behaviours. Future studies are needed to investigate this topic in more 
detail. In terms of positive experiences, we concluded that it would be interesting for future 
studies to examine the mediation of parents and other factors contributing to the positive 
experiences of adolescents online.  
 
On a more general note, future research should explore the notion of IAB in depth, with 
qualitative investigations focused on the experiences and personal effects of adolescents 
who report IAB symptoms. Moreover, improvement of the assessment instruments could be 
guided by qualitative investigations.  
 
Implications for policy and practice 
 
Middle adolescence signifies a period in which young people have attained increased 
independence over their online behaviours. Age-related differences in internet related 
behaviours reported in the EU NET ADB study emphasize the importance of designing age-
appropriate interventions to enhance adolescents’ well-being. These interventions need to 
be sensitive to the interaction between the specific adolescent developmental stage and 
contextual influences.   
 
Our conclusive recommendations will not only address internet addictive behavioural 
patterns, but also focus on applications whose use was shown to be associated with 
addictive behaviour.  Social networking was found to be used by 7 in 10 adolescent daily 
and to be significantly associated with internet addictive behaviour. Moreover, online 
gaming was undertaken by much fewer adolescents but was as well shown to be associated 
with addictive online behaviour.   
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Finally, with the explosion of internet use and social media (Web 2.0 tools), there is growing 
concern among parents, teachers and policy makers regarding adolescents’ safety on these 
sites.   
 
Framing and Directions of Recommendations 
Our recommendations are framed within the pivotal integrative policy-making efforts 
undertaken within the European Commission’s Safer Internet Programme (SIP)4 which aims 
to empower and protect children and young people online by raising their awareness and by 
fighting illegal and harmful online content and conduct. SIP initiatives include INSAFE 
Awareness Centers and INHOPE hotlines, as well as EU initiatives on industry regulation. Our 
recommendations focus on the following directions for action: 

 Awareness campaigns aimed primarily at adolescents and their parents 

 Education in schools 

 Training for counselors and mental health professionals 

 Industry’s responsibility  

 State level initiatives 

Awareness campaigns aimed at adolescents and their parents 
The EU NET ADB study can be helpful both in terms of specifying the target audience of 
awareness campaigns and determining the content of these campaigns. Thus our findings 
provide useful information for actions aimed at raising awareness among adolescents and 
their parents, such as the following: 
 
Include both Online Benefits and Dangers. Many adolescents use the internet in ways that 
may compromise their safety, such as meeting online contacts as shown in our study. Some 
problems associated with online safety stem from profile content and privacy settings, 
which in adolescence are no longer subject to parental control. Adolescents’ relative 
immaturity and their need to make their voices heard can be problematic when expressed 
online. Social networking use has been vilified with primary focus on how minors’ privacy 
and safety are compromised.  The latter has not been empirically proven and this age group 
has been shown to carry out important developmental tasks on SNS platforms- such as 
intimacy development and relationship maintenance (Dreier et al, 2013).  We found that the 
heavy use of SNS can be associated with positive outcomes (social competence for girls) and 
negative ones (addictive behaviour for both genders). Adolescents are mature enough to 
comprehend the risks and benefits and both sides should be presented in awareness 
initiatives. 
 
Target behaviours – not online activities or platforms. It may be more effective to target 
specific problematic online behaviours carried out on certain platforms, (i.e. SNS), such as 
contacting strangers online and friending a large number of contacts,  rather than target the 
use of SNS or vilify the platforms as problematic venues.   
 
Raising awareness among young people concerning the problem of internet abuse may be 
challenging in this age for several reasons. It is easy to disseminate “phobic” messages that 
imply that the World Wide Web is in itself a threat and danger, especially because the 

                                                        
4 http://ec.europa.eu/information_society/activities/sip/index_en.htm 
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internet is highly valued by adolescents and is a vital part of their everyday reality.  Some 
guidelines towards presenting the internet in developmentally- and cohort-appropriate 
way would include:  

 Start with the positive (internet affordances) and proceed with explaining what 
could constitute the problem, how internet usage may become dysfunctional, while 
underlying that the problem affects a minority of internet users. 

 Point to the psychosocial correlates of dysfunctional online behaviour with 
developmentally appropriate terms. These may add to adolescents awareness  of 
the processes that may be associated with dysfunctional online behaviours and 
increase self-awareness. 

 Shift the responsibility of good practice to the adolescents themselves, relaying the 
message that as they mature and attain more independence online, likewise they 
need to take on more responsibility of their online behaviour. 

 Encourage self-monitoring, and suggest how to undertake this and how to compare 
with local figures of use.  

 Introduce terms such as “heavy” use and point to research findings on this pattern 
of use. Explain why “heavy” use may be maladaptive in terms of foregone offline 
alternatives.  

 Disseminate age-appropriate non-phobic “warning signs” of dysfunctional internet 
behaviour.   

 Individualize awareness on users of applications that are associated with 
dysfunctional online behaviour targeting users at risk- social networkers or gamers 
for example. 

 Reach adolescents online – in frequented online platforms such as SNS platforms, 
tailored to each county’s online preferences. 

 Implement interactive techniques such as asking questions, which is an appropriate 
way to generate discussion during small-scale awareness initiatives. For example, 
associations between addictive behaviour and adolescent well-being can be 
discussed and interpreted. For older adolescents these may be linked to scientific 
terms, such as topics of “causality” vs. “association.” 

Raising awareness among parents also represents a challenge, as on the one hand they are 
primary caregivers who are able to prevent and react in case of abuse, but on the other 
hand, they are often not aware of the specifics of online behaviours. According to 
adolescents’ reports from the current study, their parents have very little knowledge of 
what their adolescents do online. Therefore, parental awareness programs should focus on: 
1) Increasing parental awareness of what their children do online.  Although parental 
monitoring decreases in adolescence, parents need to remain aware of their children’s 
online behaviors and preferences (i.e. activities) and Internet use patterns (hours and times 
of use), and sustain a developmentally appropriate level of control, especially in matters 
that pertain to safeguarding their children’s health, such as risky online behaviors.    
2) Increasing parental awareness of what constitutes risky behaviors and what could 
constitute signs of maladaptive online behaviors. Educational initiatives should include 
information of risky behaviors and of signs and applications associated with IAB. As our 
study confirmed adolescents whose parents have middle or low education level are more 
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prone to online risks, it is recommended that messages to parents should be formulated in 
a way that would be easily understandable also for people with lower educational capital. 
 
The study can also help to determine in which countries the problem is more substantial 
and which of them need more action. It reveals that in different countries, different 
problems are significant. For example, in some countries (e.g. Greece, Romania) gambling 
rates are intensified whereas in others (e.g. Iceland) gambling among adolescents hardly 
exists, yet extensive gaming (e.g. Greece, Poland) or online pornography (e.g. Poland, 
Iceland) may be an important issue. These country-specific needs will be addressed in 
separate national reports forthcoming.  
 
 
 
Actions in schools: Education in schools and use of online platforms in education 
 
Governments should ensure that school curricula reflect current online practices and the 
age of children’s initiation online. A trend of continuously earlier initiation, as evidenced in 
this report’s finding of mean age of first use of the internet 9.6 years,should guide the shift 
of e-safety to younger ages- namely early primary school. Local norm and technological 
acceptance rates should guide local curriculum implementation.   
 
Moreover, adolescents’ online preferences need to be considered in the light of local 
educational systems and how these systems can serve this new generation of 
technologically savvy youth. There is a need to integrate new technologies into teaching 
methods in order to enhance learning and motivate children through their preferred 
applications. Educational practices and tools must be updated for this new generation of 
learners (Oblinger & Oblinger, 2005). 
 
The internet is a means through which educators can approach adolescents, and it can be a 
powerful educational tool. Given our findings suggesting that seven in ten adolescents use 
SNS daily, these platforms can be used as classroom resources and educational tools to 
support learning. Moreover, good practice guidelines of social media use can be integrated 
into school curricula, thereby empowering adolescents to maximize communication benefits 
while minimizing online contact risks. Nonetheless, developmental criteria should be 
considered when implementing social media as educational tools. In countries where age-
restrictions are not yet implemented nationally in schools, these should be introduced.  
 
National level recommendations:  
 
In Greece, where primary school libraries do not block social media platforms, age 
restrictions should be implemented by the Pedagogical Institute. 
 
Training  counselors and mental health professionals 
 
Counselors working with adolescents need to be updated about projects such as the present 
one, and be familiar with adolescents’ online preferences and daily online practices.  As our 
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findings indicate, many social conduct issues and problems, which previously took place in 
the schoolyard have now shifted online, as in the case of cyberbullying.  
 
School counselors are in a unique position to assist in the prevention and intervention of 
online victimization; they should be trained towards this end and in particular to be able to 
handle peer relational issues, both offline and online. Counselors’ training could include 
developing skills on: 
 
Safety issues 

 Implementing internet- related and internet-based problem-solving, including 
information on prevention and reporting features on social media platforms. 

 Teaching coping skills online- in the cases of inappropriate conduct.   

 Disseminating good practice guidelines with regard to social media use- the creation 
and maintenance of SNS profiles, such as the use of settings ensuring privacy and on 
good practice “friending” practices. Evidence on local typical “friending” practices 
can be useful information for adolescents and a topic for discussion.  

 Promoting discussion on how “friending” online can facilitate or hinder wellbeing. 

 Promoting the critical evaluation of online resources and safeguarding against risks. 

 
 
Internet addictive behaviour 

 Identifying signs of addictive behaviour – guided by evidence-based lists of 
“common symptoms.” 

 Identifying adolescents at increased risks – guided by factors associated with 
increased prevalence of such behaviour, such as revealed in our study: boys, older 
adolescents and those adolescents coming from lower educational backgrounds.  

Overall, counseling skills need to be adjusted to accommodate evolving social practices. 
Counselors should seek training opportunities, such as in the context of Safer Internet local 
initiatives and local governmental agencies.   Countries that do not offer counseling services 
in school should consider a top priority the building of a network of counselors who can 
address online safety and IAB issues . Train-the–trainers initiatives are one excellent way to 
build professional networks.  
 
National Level reccomendations: 
In Greece, such an initiative is the Ariadne program5  that targets the education of 
professionals (counselors, teachers and doctors) on issues of online safety and internet 
addictive behaviors. 
 
 
Industry’s responsibility 
 
The  EU Safer Internet Programme is committed to initiatives such as the Safer Social 
Networking Principles for the EU6  with a common goal to which include seven principles 

                                                        
5 http://ariadni.med.uoa.gr/ 
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signed originally by 14  SNS providers in 2009, subsequent monitoring by the EU (Staksrud & 
Lobe, 2010; Donoso, 2011). In regards to addictive behaviour industry, future version of 
such initiatives could include campaigns of dysfunctional internet behaviour dangers.  
 
Counties where high-risk behaviors were most prevalent need to strengthen theirs local 
mechanisms of safeguarding younger children.   
 
 
State level initiatives 
 
These initiatives need to be tailored to local conditions of existing mechanisms and will be 
presented for each participating country in the respective national reports. Local 
governments and public bodies need to be informed and guided by current challenges in 
adolescents use of online technologies and in the associated implications on a state level.   

                                                                                                                                                                            
6
 European Commission (2009) Safer Social Networking Principles for the EU. Luxembourg: European Commission, Safer 

Internet Programme, Luxembourg. Available from: http://ec.europa.eu/information_society/activities/social_networking/ 

docs/sn_principles.pdf 
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Annex 1: EU NET ADB PROJECT  
 
Overview 
The EU NET ADB project is funded from 2010-2012 by the EC’s Safer Internet Programme. 
The project aims to enhance knowledge of the studied European adolescents’ experiences 
regarding functional and dysfunctional internet use. The EU NET ADB project has conducted 
a survey of adolescents’ experiences of internet behaviour in seven European countries. It 
generated a substantial body of data rigorously collected and cross nationally comparable in 
order to investigate prevalence, associated factors and consequences of internet addictive 
behavioural patterns. The findings will be disseminated through a series of reports and 
presentations during 2012-13. 
 
Objectives 

1. To evaluate the prevalence and determinants of internet addictive behaviour among 
the studied European adolescents;  

2. To increase awareness among associated stakeholders and the public;  
3. To enhance the knowledge base required for the development of public health 

strategies, fully relating to the EC’s call and objectives. 
 
Work Packages 
Six work packages have been designed to meet these objectives:  

 WP1: Project Management 

 WP2: Project Assessment and Evaluation 

 WP3: Dissemination of Project Results 

 WP4: Methodology of the Research Requirements Specification 

 WP5: Qualitative Assessment of the Determinants and Development associated with 
Addictive Internet Use among European Adolescents 

 WP6: Quantitative Evaluation of the Prevalence and Risk Factors of Internet 
Addictive Behaviour among European Adolescents 

 
International Advisory Panel  

 Griffiths Mark, Ph.D., School of Social Sciences, Nottingham Trent University, UK. 

 Helsper Ellen, Ph.D., Department of Media and Communications, London School of 
Economics, UK.  

 Kokkevi Anna, Ph.D., Section of Epidemiology Research and Prevention in the fields 
of Drug Abuse and Psychosocial Health Promotion of the University Mental Health 
Research Institute (UMHRI), Athens, Greece. 

 Merrick Joav, MD, MMedSci, DMSc, Department of Pediatrics, Hadassah-Hebrew 
University Medical Center, Mount Scopus Campus, Jerusalem, Israel. 

 Panagiotakos Demosthenes, Ph.D., DrMedSc, Department of Nutrition and Dietetics, 
Harokopio University, Athens, Greece. 

 Richardson Clive, D.Phil., Panteion University of Social & Political Sciences, Athens, 
Greece. 
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 Reinhold Jäger, D.Phil., Centre for Educational Research of the University of Koblenz-
Landau, Landau in der Pfalz, Germany.  

 Shahtahmasebi Said, Ph.D., Centre for Health and Social Practice at Waikato Institue 
of Technology, Hamilton, New Zealand.  

 Shek Daniel Tan-lei, PhD, BBS, JP, Department of Applied Social Sciences Faculty of 
Health and Social Sciences, the Hong Kong Polytechnic University, Hong Kong.  
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Annex 2: EU NET ADB PROJECT MEMBERS 
 
 

 Country Institution Team Members 
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Artemis Tsitsika info@youth-health.gr 
Mari Janikian mjanikian@acg.edu 
Eleni Tzavela etzavela@med.uoa.gr 
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Madrid,  Spain 
 

 
Ana Luiza Rotta Soares 

Ana Oliaga San Atilano 

Melissa Gómez Seago 
 

3 Poland 

Szymon Wójcik szymon.wojcik@fdn.pl 
Katarzyna Makaruk katarzyna.makaruk@fdn.pl 
Nobody’s Children Foundation (NCF),  
31 Katowicka Street 03-932  
Warsaw, Poland 

 
Szymon Wójcik 

Katarzyna Makaruk 

Joanna Włodarczyk 

Zofia Włodarczyk 

 
 

4 Germany 

 
Peter Behrens behrens@lmk-online.de 
Sebastian Holtz hotlz@lmk-online.de 
The Central Authority for Media and Communication 
in Rhineland Palatinate (LMK), 
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Peter Behrens 

Sebastian Holtz 

Isabell Tatsch  

Thomas Rathgeb 
 

5 Germany 

 
Kai W. Müller muellka@uni-mainz.de 
Michael Dreier michael.dreier@uni-mainz.de 
Klaus Wölfling woelfling@uni-mainz.de 
Outpatient Clinic for Computer Game and Internet 
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University Mainz (UMC-Mainz), 
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Annex 3: METHODOLOGY AND SUPPLEMENTARY DATA TABLES 
 
METHODOLOGY 

Study design 
For the quantitative study, a cross-sectional design was applied in seven European 
countries, including Spain, Poland, Germany, the Netherlands, Romania, Iceland and Greece 
serving as the scientific coordinating centre.   
 
Sample characteristics  
A representative random sample of 13.708 adolescents was selected from the seven 
European countries. Due to missing data in age, gender and out of range age, 424 
participants were excluded. This resulted in a total sample of 13.284 adolescents (F/M: 
7000/6284; aged at least 14 but less than 18 years; mean age of first use of the internet 9.6 
years) included in the analyses (see Tables 38 and 39).   
 
Table 39. Sample per country  

 Country 
Total 
sample 

Final 
sample* 

Greece 2047 1967 

Spain 2010 1980 

Romania 1848 1830 

Poland 2045 1978 

Germany 2410 2354 

Netherlands 1310 1249 

Iceland 2038 1926 

Total 13708 13284 

* Omitting respondents with unknown age or gender, aged 18 years or above, or younger than 14 
years. 
 
 

Table 40. Sample by gender, age, parental educational level and country   

  
All 

Adolescents 
Greece Spain Romania Poland Germany Netherlands Iceland 

  N (%) N (%) N (%) N (%) N (%) N (%) N (%) N (%) 

Female 7000 (52.7) 1010 (51.3) 1024 (51.7) 1021 (55.8) 1030 (52.1) 1281 (54.4) 625 (50) 1009 (52.4) 

Male 6284 (47.3) 957 (48.7) 956 (48.3) 809 (44.2) 948 (47.9) 1073 (45.6) 624 (50) 917 (47.6) 

14-15 yrs 8156 (61.4) 1375 (69.9) 1296 (65.5) 486 (26.6) 1468 (74.2) 1351 (57.4) 480 (38.4) 1700 (88.3) 

16-17 yrs 5128 (38.6) 592 (30.1) 684 (34.5) 1344 (73.4) 510 (25.8) 1003 (42.6) 769 (61.6) 226 (11.7) 

Low/Middle  
edu 

4165 (37.3) 819 (44.4) 713 (40.5) 775 (48.6) 767 (50) 575 (30.4) 188 (19.8) 328 (20.5) 

High edu 7007 (62.7) 1024 (55.6) 1046 (59.5) 820 (51.4) 766 (50) 1319 (69.6) 763 (80.2) 1269 (79.5) 
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Sampling in Greece 

In Greece the sampling procedure followed in WP6 was in line with guidelines provided. The 
participants were randomly sampled according to that procedure, from the sampling frame 
of the complete State School registry. In Greece, one hundred 10th grade classes in General 
and Technical Lyceums were selected to participate in this study (through the sampling 
procedure described in section 1.4.2). Relevant information was sent to selected schools, 
including the study’s aims, procedure, questionnaire and a copy of the relevant Ethics 
approval. Of 100 invited schools 95 agreed to participate in our study while the remaining 
five declined due to time restrictions or other research taking place in the school.  The 
classes were spread proportionally over 13 regional administrative divisions (NUTS II; 
Periferies). 
 

Sampling in Spain  
Spain is divided into 17 Autonomous Communities plus two Autonomous cities, each one of 
them with responsibility for the educational system. Protegeles got in contact with them to 
obtain a list with all of the educational centre that included the 10th grade. There were 
difficulties in obtaining the data as in some Autonomous Communities the  authorization of 
the director of the relevant agency was needed. All of them, except for the Autonomous 
Community of Canary Islands, eventually provided a list of the schools. 183 schools were 
contacted of which 94 accepted to participate in the study. The total number of 
questionnaires collected was 2.010. 
 

Sampling in Poland 
In Poland the sampling procedure followed in WP4 was in line with guidelines provided. A 
nationally representative sample of 2.631 adolescents was drawn. They were students of 
124 classes of 124 schools, which were randomly selected according to above-mentioned 
procedure, from the sampling frame of the complete State School registry that included 
both public and private schools. The class size range was 9-32 students and the classes were 
spread in all 16 regional administrative divisions (NUTS level 2; województwa – voivodships - 
Polish provinces). Out of this sample, 107 schools agreed to participate in the study (86% 
response rate), which resulted in the final sample of 2.052 adolescents.  
 

Sampling in Germany 
In Germany, school education is not subject to the Federal Republic of Germany nationwide. 
It is subject to each federal state of Germany (Bundesland) separately and independently. 
Thus, a national school register does not exist. Every federal state publishes its own register, 
which leads to 16 registers as there are 16 federal states in Germany. As a first step, the 
school registers of each federal state were collected. Secondly, the following schools were 
deleted:  
 

 that did not have 9th or 10th school grade (e.g. primary schools, senior secondary 
schools),  

 special schools (e.g. for pupils with special educational needs, foreign language 
schools), 

 professional schools and evening schools (that normally do not have homogeneous 
age structures in the classes). 
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Thirdly, all adjusted registers were merged to one national register. This register contained 
10.553 schools. However, information regarding the number and structure of school classes 
was not available within the school registers due to the fact that there is no information on 
the number of students of the 9th and 10th grade in each of the schools. To obtain the 
number of classes or the number of students of the 9th and 10th grade in each of the schools 
in the register would have required contacting each of the 10.533 schools and asking them 
for this information. The efforts would not have been economically justifiable. Thus, schools 
were used as PSUs regardless of the number of classes of the 9th and 10th grade in each of 
them. For each school within the sample, LMK asked for the number of classes of the 9th and 
10th grade and select one of them by random. 
 
LMK sampled schools with equal probabilities and selected one class of the 9th and 10th 
grade within each school at random. Although smaller schools had the same probability of 
entering the sample as larger schools, LMK expected that a small school would normally 
have smaller classes, and therefore provide fewer questionnaires than a large school. LMK 
made the assumption that up to 120 schools would be needed to achieve 2.000 interviews. 
To get a sample of 120 out of 10.533 schools, LMK used the sampling interval of 87 and 
included every 87th school in the sample. In case that any of the randomly selected schools 
declined to participate in general or was not able to participate within the fieldwork period 
of this research, LMK replaced it by another school in the same federal state of the same 
school type.7 

 
Sampling in Romania 

In Romania the sampling generally followed the guidelines already described. Since the 
national school register includes only the number of children (by region, grade and school), 
but not the number of classrooms (total or by school), we used a cluster-based sampling 
procedure.  From the national data set, 100 schools were contacted of which 75 accepted to 
participate in the study, resulting in a representative sample of over 2.000 (10th grade) 
adolescents. After sending the research package, five schools decide to withdraw from the 
study despite their initial approval. The total number of questionnaires collected was 1.848. 
 

Sampling in the Netherlands 
In The Netherlands, the procedure as described could not be followed. Schools in the 
Netherlands are asked to participate in research projects very often and choose in which 
they want to participate and in which not. The participation rate of schools was expected to 
be very low, and asking one school at a time to participate would therefore be very time-
consuming. Therefore the Dutch research team approached all schools in Netherlands by e-
mail and postal mail to invite them to participate in the study. Of the total of n = 1.133 

                                                        
7 German secondary education includes several types of school with relevance for 15-16 year old pupils. The “Gymnasium” 

is designed to prepare pupils for university education and finishes with the final examination called “Abitur”. The 
“Realschule” has a broader range of emphasis for intermediate pupils and finishes with the final examination “Mittlere 
Reife”; the “Hauptschule” prepares pupils for vocational education and finishes with the final examination 
“Hauptschulabschluss”. In addition, there are school types like “Gesamtschule” and “Förder-/Sonderschulen” following 
different pedagogical models.  For more detailed information on the German school system, see the publication 
“European Commission: National system overview on education systems in Europe and on going reforms, 2011 edition” 
available as download: 
http://eacea.ec.europa.eu/education/eurydice/documents/eurybase/national_summary_sheets/047_DE_EN.pdf  

http://eacea.ec.europa.eu/education/eurydice/documents/eurybase/national_summary_sheets/047_DE_EN.pdf
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schools invited, n = 61 agreed to participate (participation rate 5.4%), and were included in 
the study. A total of 1.310 adolescents completed the questionnaire.  
 
To investigate whether the procedure approach caused selection bias, we examined 
whether there were meaningful differences in characteristics between schools, which did, 
and schools, which did not participate in the study. We checked if school type, region, 
number of students, population of the city and population density each related with 
participation of this research. No relationship was found, and we can therefore conclude 
that there is no bias in the sample of participating schools and classes as compared to the 
total group of schools and classes in the Netherlands.  
 

Sampling in Iceland  
In Iceland, the procedure as described was not followed. Due to the small national 
population in Iceland it was agreed at the 2nd physical meeting in Athens on November 20th, 
2012 that the study would be conducted nationwide and encompass students both in 9th 
and 10th grades.  For the school year 2011-2012, 4.421 students were registered in the 10th 
grade and 4.289 students in the 9th grade. In the Icelandic school system students are split 
into grades almost exclusively based on their year of birth so the vast majority of students 
registered in the 9th and 10th grades were born in 1996 and 1997 respectively.  In the winter 
of 2011 to 2012 a total of 147 schools had any students attending either the 9th or the 10th 
grade but only 106 of these had more than 20 students combined.  These 106 schools have 
more than 95% of all students enrolled in the 9th and 10th grade. All 106 schools were 
contacted and invited to participate and 50 schools agreed to participate which resulted in 
the final sample of 2.036 adolescents.  In general it can be assumed that the results for 
Iceland are representative of the overall population of adolescents.  Compared to many 
other countries there is little cultural or social diversity between geographical areas in 
Iceland and almost everyone who lives in Iceland speaks the same language, Icelandic, of 
which there are no dialects.  In the international PISA surveys in 2003 and 2006 Iceland was 
found to have very low between-schools variance when student performance was 
measured.  In general less than 10% of the difference between students could be traced 
back to the schools, compared to the OECD average of 34% (Halldorsson, Ólafsson, & 
Bjornsson, 2007).  The same was apparent in a survey conducted in 1997 which focused on 
smoking, drinking and the use of cannabis amongst 14-15 year old students in Iceland where 
difference between geographical areas could account for only a small proportion of the 
variance between individuals (Thorlindsson, Ólafsson, Halldorsson, & Sigfusdottir, 2000). 
 
Response rates  
Comparing response rates across countries in the EU NET ADB study and interpreting 
differences is problematic for a number of reasons. First, there is variability in the primary 
sampling unit (PSU) between countries, with some selecting classes and others schools, 
depending on the availability of a class-based sampling frame. Second, country size and 
differences in the volume of school-based research may impact on school/class level 
response rates, with the burden on schools and likelihood of taking part varying between 
participating countries. Third, countries differ in the way that they deal with non-response, 
some oversampling, some pre-selecting replacement schools or a combination of both 
approaches. Fourth, information is not always available on pupil non-attendance on the day 
that fieldwork takes place, meaning that pupil level response rates cannot be calculated or 
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have to be approximated. With these caveats in mind, data suggest that school/class and 
pupil level response rates exceeded 86 % in the majority of countries and reached up to 92% 
(see Table 3).  Iceland is an exception.  The main reason for a lower response rate in Iceland 
than in the other participating countries is that adolescents had not received parental 
consent for participation in the study.  Due to restrictions placed on the study by the 
Icelandic bioethics committee the procedure for gaining parental consent had to rely on the 
willingness of school personnel to remind parents to hand in the written consent.  The 
researchers were not allowed to intervene in this process.  Comparing schools with high and 
low response rates did not suggest a systematic bias related to key variables like time spent 
online and IAT score. 
 
Table 41. Response rate (%) by country  

 
Reason for non-response 

 

 

% 
adolescents 
not in class 

% 
adolescents 

did not 
receive 
parental 
consent 

% 
adolescents 
themselves 

did not agree 
to participate 

%  
adolescents 

themselves did 
not agree - to 
participate for 
other reasons 

Response 
rate (%) 

Greece 6.05 0.54 0.81 0.23 92.37 

Spain 4.57 1.59 0.05 0.00 93.79 

Romania 12.27 0.00 0.00 1.49 86.23 

Poland 11.84 0.04 0.04 0.00 88.07 

Germany 9.38 2,41 1.04 0.61 86.57 

Netherlands 8.65 0.07 1.16 0.89 89.24 

Iceland 13.66 20.77 2.44 5.38 57.75 

 

Instrument 
 
Development and Pilot Study 
Adolescent Health Unit (AHU), project coordinator, which had been implemented in the 
Attica (2007-2008) and Panhellenic (2009-2010) epidemiological studies, served as the 
starting point for the development of the Master Questionnaire of the present study. The 
Master Questionnaire was further adjusted by the project coordinator with guidance and 
input from all partners and members of the Advisory Board according to the objectives 
specified in the Description of Work. All partners agreed to the development, additions, and 
changes of the assessment tools prior to conducting the pilot methodology. The 
questionnaire was then tested and refined through a process of focus groups (cognitive 
interviewing) and pilot testing. 
 

 The Master Questionnaire was translated and back translated by experienced 
bilingual translators into seven languages (German, Greek, Icelandic, Polish, 
Romanian, Spanish, and Dutch).  

 The developed questionnaires were then cognitively tested by means of focus 
groups, consisting of 3-20 participants each, among a total of 155 adolescents across 
seven countries. Findings and feedback from the focus groups were then applied to 
amend the final master questionnaire. 
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 Prior to the implementation of WP6, a pilot study was conducted in each 

participating country so as to evaluate the developed Master Questionnaire and 
assess the reliability of the applied measurement tools. The pilot study was carried 
out across all seven countries: Greece, Romania, Poland, Germany, Iceland, Spain 
and the Netherlands. 

 The pilot study was used to assess the efficacy of fieldwork materials, 
communication strategies regarding the study implementation, acquisition of 
informed consent from eligible participants, and extrapolation of expected response 
rates. As a result of the pilot, a number of modifications were made to the 
questionnaire, based on feedback received from partners during the first consortium 
meeting as well as during the second web conference. Refinements were made to 
the questionnaire formatting to make it user-friendlier for participants. The Internet 
Addiction Test (IAT) was adapted to rephrase eight questions in a more 
developmentally appropriate way. The resulting Master Questionnaire was used in a 
small-scale pilot, after which the consortium recommended a number of 
modifications and changes. The culmination of the pilot study was the final Master 
Questionnaire (see Annex 4). 

 
Master Questionnaire  
A 52-item questionnaire, including items pertaining to personal characteristics, family 
status, and information regarding the nature and extent of internet and computer use.  

 
The Internet Addiction Test (IAT; Young, 1998), a 20-item scale which evaluates the degree 
of preoccupation, compulsive use, behavioural problems, emotional changes, and impact 
upon functionality consequent to internet utilization. In a pilot study within this project, we 
modified the phrasing of Young’s Internet Addiction Test (1998; Widyanto & McMurran, 
2004) for adolescents and contemporary internet use and cross-validated it with a different 
questionnaire (Internet Addiction Scale; Nichols & Nicki, 2004). The questionnaire showed a 
high reliability  (Cronbach’s alpha = 0.92) (see Annex 8). Young (1998) has linked internet 
addiction most closely to pathological gambling, an impulse control disorder according to 
the Diagnostic and Statistical Manual of Mental Disorders - Text Revision (DSM-IV TR, 4th 
ed., American Psychiatric Association, 2000). Originally, the IAT was designed based on 
symptoms for impulse control disorder, and was used as a one-factor scale. Later, Widyanto 
and McMurran (2004) supported the reliability and validity of this test and identified six 
subscales of the test. However, items in some of these subscales seem not to be coherent in 
their meaning, and the scales have not been clinically validated. Therefore we chose to 
utilize the IAT as one construct and not report on different subscales. The IAT provides item 
response scores ranging from 1 to 5, where a score of 1 is defined as ‘‘rarely’’ and a score of 
5 as ‘‘always’’, respectively. A score of ‘0’ was defined for responses of “never/not 
applicable”. The total IAT score may range from 0 to 100, according to which higher scores 
reflect a greater tendency for problematic internet use. In order to assess internet addictive 
behaviour the following cutoff scores were applied: a) 0-20: no signs of internet addictive 
behaviour; b) 20-39: mild but unproblematic signs of internet addictive behaviour; c) 40-69: 
at risk for internet addictive behaviour; d) 70-100: internet addictive behaviour. The first 
two categories are viewed as functional internet behaviour, the latter two as dysfunctional 
forms of internet behaviour.  
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The Assessment of Internet and Computer Game Addiction (AICA-S; Wölfling, Müller, & 
Beutel, 2011), a 15-item measure on online gaming (the most common subtype of 
problematic internet behaviour in minors). AICA-S is an empirically and statistically validated 
questionnaire for German adolescents aged between 13 and 18 years (Wölfling, Müller & 
Beutel, 2011). The sum score of AICA-S allows discrimination between normal, problematic 
and addictive internet and computer game behaviour. The AICA-S showed acceptable internal 

consistency in our study (Cronbach’s alpha = 0.74). The maximum attainable total points are 27. 
The following cutoff scores were applied: a) 7-13: abuse; b) >13: addiction.  
 
The South Oaks Gambling Screen- Revised for Adolescents (SOGS-RA; Winters, Stinchfield, & 
Fulkerson, 1993), a 16-item measure on gambling, of which all 12 scored items were 
included. It varies from the original SOGS by changes in some response options and in the 
wording of some items. The SOG-RA showed good internal consistency in our study (Cronbach’s 

alpha = 0.86). Poulin (2002) produced further evidence of its reliability and validity. The 
following cutoff scores were applied: a) 0-1: “no problem” gambling; b) 2-3 “at risk” 
gambling; c) >4: “problem” gambling.  
 
The Youth Self-Report (YSR; Achenbach & Rescorla, 2001) is an empirically derived, well 
established, and widely used 112-item, self-report instrument with excellent psychometric 
properties for adolescents 11-18 years of age (Abad, Forns, & Gómez, 2002; Muris, 
Meesters, & Van der Berg 2003; Rönnlund & Karlsson, 2006; ter Bogt et al., 2006; Vierhaus 
& Lohaus, 2008). The Youth Self Report (YSR) is used in both clinical and school settings in 
assessing adolescent's behavioural and emotional problems. . Adolescents rate themselves 
in how true each item is (now or within the past 6 months) using a three-point scale 
0=absent, 1=occurs sometimes, 2=occurs often). The YSR generates scores of competences 
and problem behaviours, the latter cluster in broadband internalizing and externalizing 
problems. Specifically, the YSR generates a total of 25 scale and sub-scale output scores that 
are organized into three groups as follows: a) Competence scales: (Activities, Social, 
Academic Performance, Total Competence); and b) Syndrome scales (empirically based): 
(Anxious/depressed, Withdrawn/depressed, Somatic Complaints, Social Problems, Thought 
Problems, Attention Problems, Rule-breaking (delinquent) behaviour, Aggressive Behaviour, 
Internalizing Problems, Externalizing Problems, Total Problems). For our analyses, we 
focused on both the competence and syndrome scales. Respondents were required to 
indicate whether each of 112 statements was ”not true”, ”somewhat true”, or ”very true” at 
present or within the past six months. For the analyses of his report raw scores were used. 
Higher scores indicated more problems (in the problems scales) or greater competence (in 
the competence scales).  

Procedure 
The local divergences from the general procedure described in Section 1.4 and 
implementation specifics are described below.  
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Procedure in Greece 
In Greece, one hundred 10th grade classes in General and Technical Lyceums were selected 
to participate in this study through the sampling procedure described in Section 1.4. 
Relevant information was sent to selected schools, including the study’s aims, procedure, 
questionnaire and a copy of the relevant Ethics approval. Of 100 invited schools 95 agreed 
to participate in our study while the remaining five declined due to time restrictions or 
other research taking place in the school. For schools that agreed to participate, parental 
consent forms were sent to the school principals requesting that they be distributed to the 
selected classes and collected by the date of planned administration.  Additionally, verbal 
assent from the adolescents was solicited by the researchers on the day of administration. 
The nature of the study was explained to all children and it was stressed that participation 
was voluntary and questionnaires were anonymous. It was clarified that they could 
withdraw at any time during the administration.  On the day of administration, the 
researchers distributed the questionnaire only to children who had returned the parental 
consent forms and who personally agreed to participate. Questionnaires were filled out in 
class during school hours. The administration was coordinated by a researcher (in 88 
schools), or by affiliated educators (in 7 schools located in remote areas of Greece). 
Instructions were provided orally prior to the administration and children were encouraged 
to ask questions throughout the administration. Children with learning disabilities were 
offered assistance or individual administration. Upon conclusion, children were offered 
informational leaflets and were provided with information on the IPOSTIRIZW Helpline 
number and links to relevant services.  Finally, class forms were filled out by the 
coordinators-researchers. 
 

Procedure in Spain  
Protegeles sent to the selected schools a letter inviting them to participate in the EU NET 
ADB project. In that letter the aim of the project was explained. It was further 
communicated that within a few days Protegeles would get in contact with them to confirm 
their participation in the study. In the schools that agreed to participate, Portegeles got in 
contact by telephone with the person for supervising research conducted in school (school 
counselor or director of studies). That person had been informed in detail of the procedure 
that should be followed. The following material was provided to each school: a) Thank you 
participation letter, with address and person of contact; b) questionnaires and 
questionnaires instructions; c) Class Form; d) postage paid envelope to send back filled out 
questionnaires. The selected students filled out the questionnaires during class hours. 
Students were briefly informed about the project. It was emphasized that questionnaires 
were anonymous and the responses would remain strictly confidential. The questionnaires 
were sent back to Protegeles along with the Class Form. 
 

Procedure in Poland 
Invitation letters with a short description of the EU NET ADB project were sent to 124 
previously selected schools from 16 Polish provinces (voivodeships). After one week, school 
principals were contacted directly via phone and informed about the project and research 
procedure. Those who agreed to take part (106 schools) were sent printed questionnaires 
and other materials (instructions for the administration of the EU NET ADB questionnaire, 
Class Form and materials about internet safety). Each school principal assigned one person 
(teacher, tutor or psychologist) whose responsibility was to take care of research conducted 
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in school. They were precisely informed by phone and email about the research procedure. 
The questionnaires were filled out in class during school hours. Students from selected 
classes were briefly informed about the aim and nature of study. It was explained that 
questionnaires were going to be distributed for each one to fill in individually. It was also 
emphasized that questionnaires were anonymous and that all participants’ responses would 
remain strictly confidential. Students were informed that in case they had any questions or 
difficulties teacher (or pedagogue) would be most willing to provide any necessary 
information or help. After filling in the questionnaire students were given materials about 
internet safety. Questionnaires were collected by the assigned person and send back 
together with the Class Form to Nobody’s Children Foundation. 
 

Procedure in Germany 
A research institute was contracted to carry out the data collection in Germany. In parallel, 
LMK sent invitation letters to the selected schools introducing the EU NET ADB project. The 
respective schools were contacted by the research institute to arrange individual 
appointments to conduct the quantitative data collection and to answer all detailed 
questions from school authorities. Researchers conducted the survey on site and distributed 
the questionnaires during school hours. All scales were administered with the exception of 
the YRS. Due to the clinical character of the YSR questionnaire LMK would have had to apply 
for the permission to use the YSR at each of the 16 ministries of education and the 
respective 16 data-protection offices in the “Länder.” However, LMK decided that the 
benefit from this bears no relation to the efforts involved in terms of time and expenditures 
 The students from the selected classes were informed about the scope of the study and 
notified that confidentiality and anonymity was guaranteed. The researchers stayed 
available for the students and gave answer to questions raised if necessary. After the 
completion of the survey, the questionnaires were collected and brought back to the 
institute in order to be coded. 
 

Procedure in Romania 
Following approval by the Ministry of Education and Research, invitation letters with a short 
description of the EU NET ADB project were sent to 100 schools sampled nationwide, in 41 
departments from 7 historical regions.  Later, school principals were contacted directly by 
email or phone and asked for their agreement to participation to the study. Those who 
agreed to take part (75 schools) were sent printed questionnaires and other materials 
(instructions for the administration of the EU NET ADB questionnaire, Class Form, Informed 
Consent and materials about internet safety). In most cases, school principals assigned the 
school counselor the responsibility of supervising research conducted in school. They were 
briefed with details about research procedure, and instructed to distribute the informed 
consent form to the parents of the student from the designated (sampled) classroom.  Soon 
after the informed consent was collected, the questionnaires were filled out in class during 
school hours with emphasis on their voluntary participation. Also, students were informed 
about the aim and nature of study, including anonymity and confidentiality. Students were 
informed that in case they had any questions or difficulties the person distributing the 
questionnaires would be most willing to provide any necessary information or help. After 
filling in the questionnaire students were given materials about internet safety. 
Questionnaires were collected by the assigned person and sent to the research team 
together with the Class Form and the signed Informed Consent.  
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Procedure in the Netherlands 

Invitation letters with a short description of the EU NET ADB project were sent to all 1.133 
Dutch secondary schools both by mail and e-mail. If schools did not reply to the first letter, 
they were sent a reminder two weeks after the first letter. Schools who agreed to 
participate (n = 61) were contacted by telephone and informed about the project and 
research procedure. They were then sent printed questionnaires, detailed instructions for 
administration and a class form with details on the administration procedure to be filled out 
by the administrator. All parents of children in participating classes were sent a letter to 
inform them about the contents of the questionnaire. Their consent was asked passively, 
meaning that in the event that they disagreed with their child’s participation, they would 
inform the school, and the child would not be given a questionnaire. 
 
Questionnaires were filled out in classes during school hours, supervised by a teacher who 
had received instructions. It was explained that questionnaires were going to be distributed 
for each one to fill in individually. It was also emphasized that questionnaires were 
anonymous and that all participants’ responses would remain strictly confidential. No 
student names were written on the questionnaires. Students were informed that in case 
they had any questions or difficulties the administrator would provide any necessary 
information or help. Questionnaires were collected by the administrator and sent to a 
bureau that scanned the questionnaires into a digital format. 
 

Procedure in Iceland  
Permissions for conducting the study was applied for and granted by the Icelandic bio-
ethical committee (11-063-V1). The Data Protection Authority (notification S5289/2011) was 
notified of the study and did not object to it being carried out.  In addition, permission was 
granted by local school authorities for the participating schools. For the 50 schools, which 
upon invitation by email and subsequent follow-up agreed to participate, a team consisting 
of a designated contact person for each school and a representative from the research 
group at the University of Akureyri research centre (RHA) was formed. The school contact, 
in collaboration with head master and teachers, supervised the administration and 
gathering of consent at each school locally. RHA provided necessary and detailed 
instructions to each school contact for planning and preparation prior to administration. 
This included suggested time frames for gathering parental consent and reminders. The 
national bio-ethics committee imposed the condition that any student participating in the 
study must have written parental consent. A study description and consent form in an 
envelope addressing the parents was sent home with students 7-10 days before the 
planned administration time. An email briefly informing about the study and the need to 
return the consent form with the student to school was also sent to parents. In addition 1-2 
reminders were sent by e-mail to parents. Administration was carried out during October 
2011 to January 2012 during school hours. It was emphasized to the students that 
questionnaires were anonymous and on a voluntary basis and students could withdraw at 
any time point. At the time of administration the class form was filled out by the survey 
administrator. Questionnaires were collected by the administrator and sent to RHA where 
they were scanned into a digital format. 
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Data analysis 
 
Continuous variables are presented with mean and standard error (SE) or with median and 
quartiles (25th -75th percentile). Categorical variables are presented with relative frequencies 
and 95% confidence intervals (95% CI). All statistical tests, standard errors and confidence 
intervals were corrected for the complex sample design with countries as strata and classes 
as cluster. 
 
Educational attainment of parents was used as a proxy measure of SES. Specifically, 
educational attainment was measured by the highest qualification earned by either one of 
the parents. Two categories were created, low/middle (primary and/or secondary school) 
and high (post-secondary and/or tertiary education) educational level.    
 
Missing values for an item arose when the respondent did not tick any of the response 
options or ticked “Don’t know/prefer not to say” if this option was available. For the IAT 
scale (20 items) two missing value per subject were permitted and were replaced with the 
country specific median. For the gambling scale (12 items) one missing value per subject 
was permitted and was replaced with the country specific median. The prevalence of having 
problem with gambling or gaming was calculated both in the total sample and among those 
who gamble or play games, respectively. 
 
For the comparison of proportions Pearson’s chi square tests of independence were used. 
For group mean comparisons one-way analysis of variance was used. Log-transformations 
were performed for non–normal variables. Multiple logistic regression analyses were used 
in order to find independent factors associated with dysfunctional internet behaviour. The 
independent variables entered into the model were gender, age, highest educational level 
of the parents, age at first use of the internet, use of SNSs and computer gaming. For the 
latter two, in order to distinguish lighter from heavy users, we used dichotomous variables: 
namely using those applications more or less than two hours per day. Adjusted odds ratios 
with 95% confidence intervals are shown from the results of the logistic regression analyses. 
All p values reported are two-tailed. As already indicated, all tests were carried out taking 
into account the clustered sample design. Analyses were conducted using SPSS statistical 
software (version 18.0). 
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SUPPLEMENTARY DATA TABLES 
 

Chapter 2. Internet Addictive Behaviour 
 
 
Table 42 (by figures 11, 12) Percentage of adolescents 14-15 and 16-17 years old with 

dysfunctional internet behaviour by gender and country.  
Table 43  Percentage of adolescents with dysfunctional internet 

behaviour by their online activities regarding their socialization. 
Table 44  Percentage of adolescents with dysfunctional internet 

behaviour by their online activities regarding gaming.  
Table 45 Percentage of adolescents with dysfunctional internet 

behaviour by their online activities regarding recreation. 
Table 46  Percentage of adolescents with dysfunctional internet 

behaviour by their online activities regarding downloading. 
Table 47  Percentage of adolescents with dysfunctional internet 

behaviour by their other online activities. 
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Table 42 (by figures 11, 12). Percentage of adolescents 14-15 and 16-17 years old with 
dysfunctional internet behaviour by gender and country  

  Total Dysfunctional Internet Behaviour (%) 

  14-15 years 16-17 years 

  Female P Male P Female P Male P 

Greece 11.3 <0.001 14.1 <0.001 13.0 <0.001 12.6 <0.001 

Spain 22.9  19.1  27.8  24.1  

Romania 12.9  22.7  15.0  21.4  

Poland 11.7  13.4  13.1  18.1  

Germany 9.1  15.4  5.9  12.6  

Netherlands 11.6  10.7  11.0  14.6  

Iceland 7.3  8.5  8.2  8.8  

 
Table 43. Percentage of adolescents with dysfunctional internet behaviour by their online 
activities regarding their socialization 

  

Dysfunctional 
Internet 

Behaviour 
(%) 

P 

Chat room (e.g., chat box, 
chatting in a site) 

Never 8.1 <0.001 

Less than once per week 12.9  

Weekly 13.5  

Almost Every day 23.5  

Instant Messaging (e.g. 
MSN, ping, What’s up) 

Never 7.1 <0.001 

Less than once per week 9.1  

Weekly 11.1  

Almost Every day 18.9  

Social networking sites (e.g, 
Facebook, COUNTRY 
SPECIFIC) 

Never 6.0 <0.001 

Less than once per week 11.1  

Weekly 8.2  

Almost Every day 16.1  

E-mail Never 9.7 <0.001 

Less than once per week 11.5  

Weekly 13.0  

Almost Every day 21.3  

Internet forums Never 8.8 <0.001 

Less than once per week 14.1  

Weekly 19.9  

Almost Every day 29.9  
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Table 44. Percentage of adolescents with dysfunctional internet behaviour by their online 
activities regarding gaming 

    

Dysfunctional 
Internet 

Behaviour (%) 
P 

Single player games (e.g., 
solitaire, backgammon) 

Never 12.1 <0.001 

Less than once per week 13.1  

Weekly 13.4  

Almost Every day 23.7  

MMORPG (e.g., War Craft) 

Never 10.6 <0.001 

Less than once per week 14.0  

Weekly 15.2  

Almost Every day 25.0  

Shooter games 

Never 10.9 <0.001 

Less than once per week 13.2  

Weekly 12.7  

Almost Every day 24.3  

Real time strategy games 

Never 10.6 <0.001 

Less than once per week 16.2  

Weekly 18.5  

Almost Every day 29.1  

Monetary awards games 

Never 11.6 <0.001 

Less than once per week 21.2  

Weekly 23.5  

Almost Every day 37.3  

 
Table 45. Percentage of adolescents with dysfunctional internet behaviour by their online 
activities regarding recreation 

    

Dysfunctional 
Internet 

Behaviour (%) 
P 

Purchasing goods  

Never 12.1 <0.001 

Less than once per week 13.5  

Weekly 21.7  

Almost Every day 38.8  

Games of chance 

Never 12.3 <0.001 

Less than once per week 25.6  

Weekly 28.3  

Almost Every day 41.3  

Watching videos/ movies  

Never 13.8 <0.001 

Less than once per week 9.1  

Weekly 9.0  

Almost Every day 17.8  

Making personal web-site/ 
blogging 

Never 10.5 <0.001 

Less than once per week 18.2  

Weekly 21.6  

Almost Every day 31.3  
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Table 46. Percentage of adolescents with dysfunctional internet behaviour by their online 
activities regarding downloading 

Downloading:    

Dysfunctional 
Internet 

Behaviour (%) 
P 

Software 

Never 9.1 <0.001 

Less than once per week 13.0  

Weekly 19.5  

Almost Every day 32.2  

Movies 

Never 8.4 <0.001 

Less than once per week 12.7  

Weekly 16.8  

Almost Every day 27.0  

Music 

Never 7.4 <0.001 

Less than once per week 8.5  

Weekly 12.2  

Almost Every day 22.5  

Games 

Never 9.7 <0.001 

Less than once per week 13.6  

Weekly 19.6  

Almost Every day 30.8  

 
Table 47. Percentage of adolescents with dysfunctional internet behaviour by their other 
online activities  

    

Dysfunctional 
Internet 

Behaviour (%) 
P 

Doing homework/ research 

Never 18.6 <0.001 

Less than once per week 11.8  

Weekly 12.5  

Almost Every day 18.6  

Hobbies 

Never 10.6 <0.001 

Less than once per week 10.8  

Weekly 11.8  

Almost Every day 19.8  

News sites 

Never 10.5 <0.001 

Less than once per week 12.6  

Weekly 14.5  

Almost Every day 20.2  

Sexual information   

Never 9.8 <0.001 

Less than once per week 15.8  

Weekly 23.7  

Almost Every day 32.9  

Medical information 

Never 10.6 <0.001 

Less than once per week 15.5  

Weekly 24.4  

Almost Every day 37.5  



 

 

191 

 

Chapter 3.  Online Communication and Social Networking 
 
Table 48  (by figure 13) Frequency of SNS use by gender, age and parental educational 

level. 
Table 49  Frequency of SNS use by country 
Table 50  (by figure 14) Frequency of IM use by gender, age and parental educational 

level. 
Table 51  Frequency of IM use by country.  
Table 52 (by figure 15) Frequency of chat room use by gender, age and parental 

educational level.  
Table 53 Frequency of chat room use by country. 
Table 54 Frequency of e-mail use by gender, age and parental 

educational level.  
Table 55 Frequency of e-mail use by country. 
Table 56  Frequency of internet forum use by gender, age and parental 

educational level. 
Table 57 Frequency of internet forum use by country. 
Table 58 Mean weekly use rates by online communication category for 

all adolescents and by country 
Figure 51 (by table 11) Percentage of adolescents who are members of at least one 

SNS, Facebook, a country specific SNS or other SNS by gender, 
age and parental educational level. 

Figure 52 (by table 12) Percentage of adolescents who are members of at least one 
SNS, Facebook, a country specific SNS or other SNS by country. 

Table 59 (by table 15) Distribution (%) of time spent by adolescents on SNS on a 
normal school day by gender, age and parental educational 
level. 

Table 60 (by figure 16) Distribution (%) of time spent by adolescents on SNS on a 
normal school day by country. 

Table 61 (by table 15) Distribution (%) of time spent by adolescents on SNS on a non-
school day by gender, age and parental educational level. 

Table 62 (by figure 17) Distribution (%) of time spent by adolescents on SNS on a non-
school day by country. 
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Table 48 (by figure 13). Frequency of SNS use by gender, age and parental educational level 

  Use of social networking sites   

  

Never 
(%) 

Few 
times 
(%) 

Once or 
twice/ 
month 

(%) 

Once/ 
week 
(%) 

Every 
day 
(%) 

P 

All Adolescents 7.5 3.2 4.5 15.1 69.8 - 

Female 6.2 2.4 3.7 13.5 74.2 <0.001 

Male 8.9 4.0 5.5 16.9 64.7  

14-15.9 yrs 7.5 3.5 4.6 15.5 69.0 0.028 

16-17.9 yrs 7.4 2.7 4.4 14.4 71.0  

Low/Middle educational level 8.1 3.6 5.0 14.3 69.0 0.057 

High educational level 6.7 2.8 4.2 15.5 70.8  

 
Table 49. Frequency of SNS use by country 

  Use of social networking sites   

  

Never 
(%) 

Few 
times 
(%) 

Once or 
twice/ 
Month 

(%) 

Once/ 
week 
(%) 

Every day 
(%) 

P 

Greece 11.2 4.8 5.0 17.8 61.2 <0.001 

Spain 3.1 2.6 2.6 14.0 77.7  

Romania 10.3 2.2 5.3 16.5 65.6  

Poland 9.4 5.7 6.0 13.2 65.8  

Germany 8.4 2.0 3.7 14.8 71.2  

Netherlands 4.8 2.6 5.2 14.0 73.3  

Iceland 4.1 2.3 4.3 15.3 74.0  

 
 
Table 50 (by figure 14). Frequency of IM use by gender, age and parental educational level 

  Use of instant messaging   

  

Never 
(%) 

Few 
times 
(%) 

Once or 
twice/ 
month 

(%) 

Once/ 
week 
(%) 

Every 
day 
(%) 

P 

All Adolescents 14.4 9.2 11.3 18.2 46.8 - 

Female 14.0 9.1 11.2 17.9 47.7 0.080 

Male 14.8 9.3 11.5 18.5 45.8  

14-15.9 yrs 14.2 10.0 12.3 19.1 44.5 <0.001 

16-17.9 yrs 14.8 8.0 9.8 16.7 50.6  

Low/Middle educational level 15.9 9.1 10.3 17.2 47.5 0.054 

High educational level 13.6 9.6 12.6 18.9 45.3  

 
 
 
 
 
 
 



 

 

193 

Table 51. Frequency of IM use by country  

  Use of instant messaging   

  

Never 
(%) 

Few 
times 
(%) 

Once or 
twice/ 
month 

(%) 

Once/ 
week (%) 

Every day 
(%) 

P 

Greece 16.7 13.5 14.2 20.2 35.4 <0.001 

Spain 12.1 8.4 9.0 19.9 50.6  

Romania 22.1 5.9 7.8 14.9 49.4  

Poland 5.8 6.6 7.3 11.7 68.6  

Germany 22.0 12.0 14.2 19.8 32.0  

Netherlands 4.7 2.0 4.4 13.8 75.1  

Iceland 13.9 12.6 19.2 25.1 29.3  

 
Table 52 (by figure 15).Frequency of chat room use by gender, age and parental educational 
level  

  Use of chat room   

  

Never 
(%) 

Few 
times 
(%) 

Once or 
twice/ month 

(%) 

Once/ 
week 
(%) 

Every 
day (%) 

P 

All Adolescents 40.0 14.6 7.8 11.0 26.6 - 

Female 42.8 15.7 7.5 9.5 24.5 <0.001 

Male 36.9 13.4 8.2 12.6 28.9  

14-15.9 yrs 39.8 15.9 7.6 10.7 26.0 0.099 

16-17.9 yrs 40.4 12.4 8.2 11.4 27.5  

Low/Middle educational level 38.8 14.0 7.6 11.3 28.3 0.089 

High educational level 40.1 14.7 7.9 10.8 26.5  

 
Table 53. Frequency of chat room use by country 

  Use of chat room   

  

Never 
(%) 

Few 
times 
(%) 

Once or 
twice/ 

month (%) 

Once/ 
week 
(%) 

Every 
day  
(%) 

P 

Greece 31.6 12.3 7.3 14.5 34.4 <0.001 

Spain 22.8 5.5 4.3 12.7 54.6  

Romania 43.6 11.4 9.7 13.1 22.2  

Poland 37.2 25.0 10.7 9.5 17.6  

Germany 41.9 8.9 6.0 12.8 30.4  

Netherlands 53.4 10.4 7.7 10.1 18.3  

Iceland 55.5 28.2 9.5 3.4 3.3  
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Table 54. Frequency of e-mail use by gender, age and parental educational level 

  Use of e-mail  

  

Never 
(%) 

Few 
times 
(%) 

Once or 
twice/ 
month  

(%) 

Once/ 
week 
(%) 

Every 
day 
(%) 

P 

All Adolescents 15.7 15.2 21.1 27.2 20.9 - 

Female 14.3 14.9 21.7 28.3 20.7 0.689 

Male 17.2 15.5 20.4 25.8 21.1  

14-15.9 yrs 16.6 17.2 22.6 26.9 16.8 <0.001 

16-17.9 yrs 14.2 12.0 18.6 27.7 27.5  

Low/Middle educational level 18.7 16.2 20.7 24.2 20.1 0.167 

High educational level 13.2 15.0 21.3 29.2 21.3  

 
Table 55. Frequency of e-mail use by country 

  Use of e-mail  

  

Never 
(%) 

Few 
times 
(%) 

Once or 
twice/ 
month  

(%) 

Once/ 
week 
(%) 

Every 
day  
(%) 

P 

Greece 29.2 22.0 18.6 18.2 12.0 <0.001 

Spain 11.9 16.3 24.0 31.3 16.5  

Romania 12.2 7.7 14.1 27.1 38.8  

Poland 7.1 15.0 25.8 30.7 21.4  

Germany 19.4 16.6 25.2 25.4 13.4  

Netherlands 4.7 3.3 10.2 34.4 47.5  

Iceland 20.6 20.2 24.0 25.6 9.7  

 
Table 56. Frequency of internet forum use by gender, age and parental educational level  

  Use of internet forums  

  

Never 
(%) 

Few 
times 
(%) 

Once or 
twice/ 
month  

(%) 

Once/ 
week 
(%) 

Every 
day 
(%) 

P 

All Adolescents 49.6 14.7 12.4 11.4 11.9 - 

Female 55.2 14.7 11.5 9.7 9.0 <0.001 

Male 43.5 14.8 13.3 13.3 15.1  

14-15.9 yrs 51.8 15.0 12.2 9.8 11.2 0.008 

16-17.9 yrs 46.0 14.3 12.8 13.9 13.1  

Low/Middle educational level 48.6 14.5 12.2 11.4 13.3 <0.001 

High educational level 49.8 15.2 12.8 11.5 10.8  
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Table 57. Frequency of internet forum use by country 

  Use of internet forums  

  

Never 
(%) 

Few 
times 
(%) 

Once or 
twice/ 
month  

(%) 

Once/ 
week 
(%) 

Every 
day  
(%) 

P 

Greece 55.7 13.9 11.0 9.0 10.5 <0.001 

Spain 55.3 15.0 11.4 10.1 8.2  

Romania 30.7 12.7 17.2 17.5 21.8  

Poland 26.4 21.3 18.6 15.4 18.4  

Germany 58.0 14.1 9.4 10.0 8.5  

Netherlands 55.4 11.7 10.4 12.5 10.0  

Iceland 66.5 12.8 8.5 5.9 6.3  

 
Table 58. Mean weekly use rates by online communication category for all adolescents and 
by country 

 At least weekly use* 

Communication 
Country ▼                  Category ►  

SNS 
(%) 

IM 
(%) 

Chat rooms 
(%) 

Email 
(%) 

Forums 
(%) 

      

Greece 79.0 55.6 48.9 30.3 19.5 

Spain 91.6 70.5 67.4 47.8 18.3 

Romania 82.2 64.3 35.3 65.9 39.3 

Poland 79.0 80.3 27.1 52.1 33.8 

Germany 85.9 51.8 43.2 38.8 18.6 

Netherlands 87.3 88.9 28.4 81.9 22.5 

Iceland 89.3 54.3 6.7 35.3 12.2 

EU NET ADB All adolescents 84.8 65.0 37.6 48.1 23.3 

Corresponding EU Kids Online 
figures ** 

77.4 76.7 20.5     68.7 N.A. 

Difference between two studies +7.4 -11.7 +17.0 -20.6 - 

* At least weekly denotes the cumulative percentage of at least once week plus daily use 
** EU Kids Online 2010 average for the seven participating countries (Iceland’s figures not 
available and substituted with Norway’s figures to generate the mean) for 15-16 years olds. 
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Figure 51 (by table 11). Percentage of adolescents who are members of at least one SNS, 
Facebook, a country specific SNS or other SNS by gender, age and parental educational 
level.  

 
 

 
Figure 52 (by table 12). Percentage of adolescents who are members of at least one SNS, 
Facebook, a country specific SNS or other SNS by country.  
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Table 59 (by table 15). Distribution (%) of time spent by adolescents on SNS on a normal 
school day by gender, age and parental educational level 

  
During the past 12 months, about how long do you spend on social networking sites on a 

normal school day? (%) 
  

  

No 
use 

Few 
minutes 

Half 
an 

hour 
1 hour 

1.5 
hour 

2 
hours 

2.5 
hours 

3 
hours 

3.5 
hours 

4 
hours 

>4 hours 
≥  2 

hours/day 
P 

All 
Adolescents 

4.6 12.2 15.3 16.9 11.6 12.3 5.8 6.8 2.5 3.7 8.3 39.4 - 

Female 4.3 9.3 13.4 16.3 13.0 13.8 7.0 7.5 3.1 4.5 8.0 43.7 <0.001 

Male 4.9 15.5 17.5 17.6 10.1 10.7 4.4 5.9 1.7 2.9 8.7 34.4  

14-15 yrs 4.9 13.3 15.7 17.1 11.6 11.9 5.6 6.6 2.4 3.5 7.3 37.4 <0.001 

16-17 yrs 4.0 10.4 14.8 16.6 11.6 13.0 6.0 6.9 2.6 4.1 10.0 42.6  

Low/Middle 
educational 
level 

5.3 10.7 14.1 16.5 11.4 12.3 6.5 7.4 2.5 4.6 8.7 42.1 <0.001 

High 
educational 
level 

3.8 12.7 16.6 17.5 12.0 12.2 5.6 6.4 2.5 3.2 7.5 37.4  

 
Table 60 (by figure 16). Distribution (%) of time spent by adolescents on SNS on a normal 
school day by country 

  
During the past 12 months, about how long do you spend on social networking sites on a normal 

school day? (%) 
  

  

No 
use 

Few 
minutes 

Half 
an 

hour 
1 hour 

1.5 
hour 

2 
hours 

2.5 
hours 

3 
hours 

3.5 
hours 

4 
hours 

>4 hours 
≥ 2 

hours/day 
P 

Greece 6.3 10.4 14.3 19.0 12.0 12.1 5.2 5.9 2.2 4.0 8.6 38.1 <0.001 

Spain 5.2 10.8 14.8 18.7 14.8 12.3 6.3 5.8 2.4 3.3 5.6 35.7  

Romania 6.4 11.2 14.5 13.9 9.8 12.3 5.0 8.6 2.3 5.1 10.7 44.1  

Poland 9.0 17.7 14.2 17.8 9.4 10.1 4.1 7.1 1.8 3.4 5.5 32.0  

Germany 2.0 11.2 15.3 15.2 10.3 15.1 6.1 7.5 2.4 3.8 11.0 46.0  

Netherlands 1.8 12.0 18.7 16.7 10.7 13.5 5.4 6.1 2.1 2.4 10.6 40.0  

Iceland 0.9 12.1 16.6 17.0 13.7 10.8 7.9 6.1 3.9 3.9 7.1 39.7  

 
 
Table 61 (by table 15). Distribution (%) of time spent by adolescents on SNS on a non-school 
day by gender, age and parental educational level.  

  
During the past 12 months, about how long do you spend on social networking sites on a 

non-normal school day? (%) 
  

  

No 
use 

Few 
minutes 

Half 
an 

hour 

1 
hour 

1.5 
hour 

2 
hours 

2.5 
hours 

3 
hours 

3.5 
hours 

4 
hours 

>4 
hours 

≥ 2 
hours/day 

P 

All Adolescents 1.8 7.7 9.4 12.2 8.7 13.2 7.0 9.6 4.6 7.3 18.5 60.2 - 

Female 1.3 4.7 7.8 11.1 8.4 14.3 8.0 10.8 5.6 8.2 19.8 66.7 <0.001 

Male 2.3 11.1 11.3 13.5 9.0 11.9 5.9 8.1 3.5 6.3 17.0 52.8  

14-15 yrs 1.8 8.5 10.0 12.6 8.9 13.3 7.2 9.5 4.8 6.8 16.7 58.3 <0.001 

16-17 yrs 1.6 6.5 8.5 11.6 8.4 12.9 6.8 9.7 4.3 8.2 21.4 63.4  

Low/Middle 
educational level 

1.8 5.7 8.5 10.9 8.4 13.8 6.8 9.8 4.8 8.5 21.1 64.8 <0.001 

High educational 
level 

1.7 8.2 10.0 13.1 9.1 13.2 7.3 9.5 4.6 7.1 16.3 57.9  
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Table 62 (by figure 17). Distribution (%) of time spent by adolescents on SNS on a non-school 
day by country.  

  
During the past 12 months, about how long do you spend on social networking sites on a non-

normal school day? (%) 
  

  
No 
use 

Few 
minutes 

Half an 
hour 

1 
hour 

1.5 
hour 

2 
hours 

2.5 
hours 

3 
hours 

3.5 
hours 

4 
hours 

>4 
hours 

≥ 2 
hours/day 

P 

Greece 2.0 3.8 6.3 12.5 10.5 15.2 9.8 10.0 4.7 7.8 17.5 65.0 <0.001 

Spain 1.3 4.9 7.1 11.5 9.6 14.5 8.5 10.3 6.6 7.5 18.2 65.6  

Romania 2.1 5.4 8.2 9.3 5.7 10.9 7.1 9.0 4.2 9.8 28.2 69.3  

Poland 3.2 13.1 9.8 11.8 8.8 13.4 6.3 8.1 3.5 7.0 15.0 53.3  

Germany 0.9 7.4 10.4 12.3 7.1 12.6 5.3 11.3 4.1 7.8 20.8 61.9  

Netherlands 1.3 10.0 12.9 12.3 8.6 11.4 5.7 10.3 3.5 5.6 18.3 54.8  

Iceland 1.6 10.0 12.2 15.3 10.1 13.3 6.3 7.9 5.2 5.5 12.4 50.7  
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Chapter 4.  Computer Gaming 
 
Table 63 (by figure 18) Percentage of computer gaming abuse and addiction in the 

total sample by gender, age, and parental educational level. 
Table 64 (by figure 18) Percentage of computer gaming abuse and addiction among 

those who play games by gender, age, and parental 
educational level. 

Table 65 (by figure 19) Percentage of computer gaming abuse and addiction in the 
total sample by country. 

Table 66 (by figure 19) Percentage of computer gaming abuse and addiction among 
those who play games by country. 

Table 67 (by figure 20) Percentage of computer gaming abuse and addiction among 
14-15 year old adolescents by gender and country. 

Table 68 (by figure 21) Percentage of computer gaming abuse and addiction among 
16-17 year old adolescents by gender and country. 

Table 69 Percentage of adolescents with gaming abuse and addiction, by 
their online activities regarding specific games 
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Table 63 (by figure 18). Percentage of computer gaming abuse and addiction in the total 
sample by gender, age, and parental educational level 

  
No gaming (%) 

Computer Gaming   

  
Normal (%) Abuse (%) Addiction (%) 

Abuse/ 
Addiction (%) 

P 

All Adolescents 38.2 (37.1 - 39.3) 55.1 (54.1 - 56.2) 5.1 (4.7 - 5.5) 1.6 (1.4 - 1.9) 6.7 (6.2 - 7.2) - 

Female 57.7 (56.3 - 59.1) 40.7 (39.4 - 42.1) 1.2 (1.0 - 1.5) 0.3 (0.2 - 0.5) 1.5 (1.3 - 1.9) <0.001 

Male 16.2 (15.2 - 17.3) 71.3 (70.0 - 72.5) 9.5 (8.7 - 10.3) 3.1 (2.6 - 3.6) 12.5 (11.6 - 13.5)  

14-15 yrs 37.3 (36.1 - 38.6) 55.9 (54.7 - 57.2) 5.1 (4.6 - 5.7) 1.6 (1.4 - 2.0) 6.7 (6.1 - 7.4) 0.704 

16-17 yrs 39.5 (37.7 - 41.3) 53.8 (52.2 - 55.5) 5.1 (4.5 - 5.8) 1.6 (1.3 - 2.0) 6.7 (5.9 - 7.5)  

Low/Middle 
educational level 

37.3 (35.7 - 39.0) 55.3 (53.7 - 57.0) 6.0 (5.2 - 6.8) 1.4 (1.1 - 1.8) 7.4 (6.5 - 8.3) 0.020 

High educational level 39.0 (37.6 - 40.4) 55.0 (53.6 - 56.3) 4.3 (3.8 - 4.9) 1.7 (1.4 - 2.1) 6.0 (5.4 - 6.7)  

 
 
Table 64 (by figure 18). Percentage of computer gaming abuse and addiction among those 
who play games by gender, age, and parental educational level 

  Gaming   

  
Normal (%) Abuse (%) Addiction (%) 

Abuse/ Addiction 
(%) 

P 

All Adolescents 89.1 (88.3 - 89.9) 8.2 (7.6 - 8.9) 2.6 (2.3 - 3.0) 10.9 (10.1 - 11.7) - 

Female 96.3 (95.6 - 97.0) 2.9 (2.3 - 3.5) 0.8 (0.5 - 1.2) 3.7 (3.0 - 4.4) <0.001 

Male 85.1 (83.9 - 86.1) 11.3 (10.4 - 12.3) 3.6 (3.1 - 4.2) 14.9 (13.9 - 16.1)  

14-15 yrs 89.2 (88.3 - 90.2) 8.2 (7.4 - 9.5) 2.6 (2.1 - 3.3) 10.8 (9.8 - 11.7) 0.902 

16-17 yrs 89.0 (87.7 - 90.1) 8.4 (7.4 - 9.5) 2.6 (2.1 - 3.3) 11.0 (9.9 - 12.3)  

Low/Middle educational level 88.2 (86.8 - 89.6) 9.5 (8.3 - 10.8) 2.3 (1.7 - 2.9) 11.8 (10.4 - 13.2) 0.008 

High educational level 90.1 (89.1 - 91.0) 7.1 (6.3 - 7.9) 2.8 (2.3 - 3.4) 9.9 (9.0 - 10.9)  

 
 

Table 65 (by figure 19). Percentage of computer gaming abuse and addiction in the total 
sample by country 

  
No gaming (%) 

Gaming   

  
Normal (%) Abuse (%) Addiction (%) 

Abuse/ 
Addiction (%) 

P 

Greece 27.4 (25.2 - 29.7) 64.5 (61.9 - 67.0) 5.6 (4.5 - 6.9) 2.6 (1.9 - 3.5) 8.2 (6.7 - 9.9) <0.001 

Spain 56.2 (53.4 - 58.9) 40.7 (38.0 - 43.5) 2.5 (1.8 - 3.3) 0.6 (0.3 - 1.2) 3.1 (2.4 - 4.1)  

Romania 33.2 (30.2 - 36.5) 57.6 (54.8 - 60.4) 7.8 (6.5 - 9.3) 1.3 (0.9 - 2.1) 9.2 (7.7 - 10.9)  

Poland 37.5 (35.0 - 40.0) 54.8 (52.2 - 57.3) 5.7 (4.7 - 6.8) 2.1 (1.5 - 2.9) 7.8 (6.6 - 9.2)  

Germany 41.4 (38.4 - 44.4) 52.7 (49.8 - 55.5) 4.4 (3.5 - 5.5) 1.6 (1.1 - 2.2) 6.0 (4.9 - 7.3)  

Netherlands 38.4 (34.7 - 42.2) 55.2 (51.7 - 58.7) 5.3 (4.0 - 7.0) 1.1 (0.6 - 1.9) 6.4 (4.9 - 8.4)  

Iceland 32.0 (29.2 - 34.9) 61.3 (58.7 - 63.9) 4.9 (3.9 - 6.2) 1.8 (1.3 - 2.5) 6.7 (5.6 - 8.1)  
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Table 66 (by figure 19). Percentage of computer gaming abuse and addiction among those 
who play games by country 

  Gaming   

  
Normal (%) Abuse (%) Addiction (%) 

Abuse/ Addiction 
(%) 

P 

Greece 88.8 (86.4 - 90.7) 7.7 (6.2 - 9.5) 3.6 (2.6 - 4.8) 11.2 (9.3 - 13.6) 0.002 

Spain 92.9 (90.8 - 94.6) 5.7 (4.2 - 7.6) 1.4 (0.7 - 2.7) 7.1 (5.4 - 9.2)  

Romania 86.3 (84.0 - 88.3) 11.7 (9.9 - 13.8) 2 (1.3 - 3.0) 13.7 (11.7 - 16.0)  

Poland 87.6 (85.4 - 89.5) 9.0 (7.6 - 10.8) 3.4 (2.4 - 4.6) 12.4 (10.5 - 14.6)  

Germany 89.8 (87.7 - 89.5) 7.4 (6.0 - 9.3) 2.7 (2.0 - 3.8) 10.2 (8.4 - 12.3)  

Netherlands 89.6 (86.7 - 92.0) 8.6 (6.6 - 11.2) 1.8 (1.1 - 3.0) 10.4 (8.0 - 13.3)  

Iceland 90.1 (88.3 - 91.7) 7.3 (5.8 - 9.0) 2.6 (1.8 - 3.6) 9.9 (8.3 - 11.7)  

 

Table 67 (by figure 20). Percentage of computer gaming abuse and addiction among 14-15 
year old adolescents by gender and country 

 Adolescents aged 14-15 years 

  Female  Male 

   Gaming   Gaming  

  
No 

gaming 
Normal Abuse Addiction 

Abuse/ 
Addiction 

P 
No 

gaming 
Normal Abuse Addiction 

Abuse/ 
Addiction 

P 

Greece 39.0 58.0 2.0 1.0 3.1 0.002 12.8 73.0 10.0 4.2 14.2 <0.001 

Spain 75.8 23.7 0.5 0.0 0.5  34.2 59.7 4.5 1.7 6.1  

Romania 49.1 49.5 1.5 0.0 1.5  11.8 65.2 20.6 2.5 23.0  

Poland 60.5 37.6 1.4 0.6 1.9  12.5 74.2 9.7 3.7 13.4  

Germany 61.1 37.8 1.0 0.1 1.1  13.5 73.9 9.5 3.2 12.6  

Netherlands 65.0 32.9 2.1 0.0 2.1  3.7 83.2 12.1 0.9 13.1  

Iceland 53.2 45.6 1.0 0.2 1.2  8.2 79.3 9.0 3.5 12.5  

 
Table 68 (by figure 21). Percentage of computer gaming abuse and addiction among 16-17 
year old adolescents by gender and country 

 Adolescents aged 16-17 years 

  Female  Males  

   Gaming   Gaming  

  
No 

gaming 
Normal Abuse Addiction 

Abuse/ 
Addiction 

P 
No 

gaming 
Normal Abuse Addiction 

Abuse/ 
Addiction 

P 

Greece 46.2 52.1 1.7 0.0 1.7 0.439 12.5 73.8 8.1 5.5 13.7 <0.001 

Spain 68.8 30.3 0.6 0.3 0.9  43.7 51.1 4.9 0.3 5.2  

Romania 50.5 47.2 2.2 0.1 2.3  11.4 72.0 13.5 3.1 16.6  

Poland 60.3 38.5 0.4 0.8 1.1  11.7 70.7 13.5 4.1 17.6  

Germany 62.0 37.0 0.4 0.6 0.9  22.6 66.7 7.7 3.1 10.7  

Netherlands 67.9 31.0 0.8 0.3 1.1  13.0 76.6 7.7 2.7 10.4  

Iceland 50.9 46.4 1.8 0.9 2.7  13.3 73.5 10.6 2.7 13.3  
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Table 69. Percentage of adolescents with gaming abuse and addiction, by their online 
activities regarding specific games in the total sample 

    

No 
gaming/ 
Normal 
Gaming 

Abuse/ 
Addiction 
Gaming 

P 

Single player games (e.g., solitaire, 
backgammon) 

Never 95.1 4.9 <0.001 

Less than once per week 95.4 4.6  

Weekly 94.0 6.0  

Every day 78.2 21.8  

MMORPG (e.g., War Craft) 

Never 98.0 2.0 <0.001 

Less than once per week 95.6 4.4  

Weekly 91.3 8.7  

Every day 72.8 27.2  

Shooter games 

Never 98.5 1.5 <0.001 

Less than once per week 95.7 4.3  

Weekly 91.2 8.8  

Every day 75.1 24.9  

Real time strategy games 

Never 97.2 2.8 <0.001 

Less than once per week 92.7 7.3  

Weekly 88.3 11.7  

Every day 69.5 30.5  

Monetary awards games 

Never 95.2 4.8 <0.001 

Less than once per week 89.9 10.1  

Weekly 82.0 18.0  

Every day 68.9 31.1  

Games of chance 

Never 94.5 5.5 <0.001 

Less than once per week 87.6 12.4  

Weekly 81.3 18.7  

Every day 62.4 37.6  
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Chapter 5.  Internet Gambling 
 
Table 70  (by figure 22) Percentage of adolescents who had gambled on-site or online 

in the past 12 months by gender, age and parental educational 
level. 

Table 71  (by figure 22) Percentage of adolescents who had gambled on-site or online 
in the past 12 months by country. 

Table 72   Percentage of 14-15 year old adolescents who had gambled on-
site or online in the past 12 months by gender and country. 

Table 73   Percentage of 16-17 year old adolescents who had gambled on-
site or online in the past 12 months by gender and country. 

Table 74  (by figure 24) Percentage of adolescents who are at risk/ problem gamblers 
in the total sample by gender, age and parental educational 
level.  

Table 75  (by figure 24) Percentage of adolescents who are at risk/ problem gamblers 
among those who gamble by gender, age and parental 
educational level.  

Table 76  (by figure 25) Percentage of adolescents who are at risk/ problem gamblers 
in the total sample by country. 

Table 77  (by figure 25) Percentage of adolescents who are at risk/ problem gamblers 
among those who gamble by country.  

Table 78  (by figure 26) Percentage of adolescents who are at risk/problem gamblers 
by weekly internet use, in the total sample. 

Table 79  (by figure 26) Percentage of adolescents who are at risk/problem gamblers 
by weekly internet use, among those who gamble. 

Table 80  (by figure 27) Percentage of 14-15 year old adolescents who are at 
risk/problem gamblers by gender and country  

Table 81  (by figure 28) Percentage of 16-17 year old adolescents who are at 
risk/problem gamblers by gender and country  
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Table 70 (by figure 22). Percentage of adolescents who had gambled on-site or online in the 
past 12 months by gender, age and parental educational level 

  

During the past 12 months 
have you ever gambled in a 

real life gambling venue? 
(%) 

P 

During the past 12 months 
have you ever gambled 

through a gambling internet 
site? (%) 

P 

All Adolescents 10.6 - 5.9 - 

Female 4.8 <0.001 2.3 <0.001 

Male 17.3  10.1  

14-15 yrs 10.1 0.016 4.9 <0.001 

16-17 yrs 11.5  7.6  

Low/Middle educational level 11.3 0.628 7.0 0.063 

High educational level 11.0  6.0  

 
Table 71 (by figure 22). Percentage of adolescents who had gambled on-site or online in the 
past 12 months by country 

  

During the past 12 months 
have you ever gambled in a 

real life gambling venue? 
(%) 

P 

During the past 12 
months have you ever 

gambled through a 
gambling internet site? 

(%) 

P 

Greece 21.8 <0.001 7.9 <0.001 

Spain 4.9  2.5  

Romania 13.5  12.9  

Poland 9.7  6.3  

Germany 8.6  4.1  

Netherlands 6.9  5.7  

Iceland 8.8  3.1  

 
Table 72. Percentage of 14-15 year old adolescents who had gambled on-site or online in the 
past 12 months by gender and country 

 

  Adolescents aged 14-15 years 

  Female Male 

  

During the past 
12 months have 

you ever gambled 
in a real life 

gambling venue? 
(%) 

P 

During the past 
12 months have 

you ever 
gambled 
through a 
gambling 

internet site? 
(%) 

P 

During the 
past 12 

months have 
you ever 

gambled in a 
real life 

gambling 
venue? (%) 

P 

During the 
past 12 

months have 
you ever 
gambled 
through a 
gambling 

internet site? 
(%) 

P 

Greece 8.1 <0.001 2.3 0.395 35.7 <0.001 13.2 <0.001 

Spain 1.6  1.2  8.2  4.6  

Romania 3.1  2.3  23.6  21.7  

Poland 3.8  2.5  15.1  9.8  

Germany 5.6  1.5  9.7  6.6  

Netherlands 2.6  1.7  9.7  7.9  

Iceland 3.2  1.2  15.3  5.0  
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Table 73. Percentage of 16-17 year old adolescents who had gambled on-site or online in the 
past 12 months by gender and country 

  Adolescents aged 16-17 years 

  Female Male 

  

During the past 
12 months have 

you ever gambled 
in a real life 

gambling venue? 
(%) 

P 

During the past 12 
months have you 

ever gambled 
through a 

gambling internet 
site? (%) 

P 

During the past 
12 months have 

you ever gambled 
in a real life 

gambling venue? 
(%) 

P 

During the past 
12 months have 

you ever 
gambled 
through a 
gambling 

internet site? 
(%) 

P 

Greece 10.9 <0.001 3.3 0.014 34.9 <0.001 14.8 <0.001 

Spain 2.1  0.3  9.0  3.9  

Romania 5.8  5.2  25.2  25.1  

Poland 5.3  2.1  18.3  14.1  

Germany 7.1  2.5  13.7  6.9  

Netherlands 3.2  3.2  11.6  9.4  

Iceland 4.6  2.9  13.0  4.7  

 
Table 74 (by figure 24). Percentage of adolescents who are at risk/ problem gamblers in the 
total sample by gender, age and parental educational level 

   Gambling (SOGS-RA)  

  

% Non-gamblers* 
(95%CI) 

% No problems 
(95%CI) 

 

% At risk 
(95%CI) 

% Problem  
(95%CI) 

% At risk/ 
Problem (95%CI) 

P 

All Adolescents 87.2 (86.4 - 87.9) 9.2 (8.6 - 9.9) 1.1 (0.9 - 1.3) 2.6 (2.2 - 2.9) 3.6 (3.2 - 4.0) - 

Female 94.1 (93.5 - 94.7) 4.8 (4.3 - 5.4) 0.3 (0.2 - 0.4) 0.8 (0.6 - 1.0) 1.0 (0.8 - 1.4) <0.001 

Male 79.2 (77.9 - 80.4) 14.3 (13.2 - 15.4) 2.0 (1.6 - 2.4) 4.6 (4.0 - 5.3) 6.6 (5.9 - 7.3)  

14-15 yrs 88.1 (87.2 - 88.9) 8.9 (8.1 - 9.7) 0.9 (0.7 - 1.2) 2.1 (1.8 - 2.5) 3.0 (2.6 - 3.5) <0.001 

16-17 yrs 85.7 (84.5 - 86.8) 9.8 (8.9 - 10.7) 1.3 (1.0 - 1.7) 3.3 (2.7 - 3.9) 4.5 (3.9 - 5.3)  

Low/Middle educational level 86.0 (84.7 - 87.2) 9.4 (8.5 - 10.5) 1.2 (0.9 - 1.7) 3.4 (2.7 - 4.1) 4.6 (3.9 - 5.4) 0.008 

High educational level 86.8 (85.8 - 87.7) 9.9 (9.1 - 10.8) 1.1 (0.8 - 1.4) 2.2 (1.9 - 2.7) 3.3 (2.9 - 3.8)  

*Adolescents who answered “no” to both Q64 (During the past 12 months have you ever gambled in 
a real life gambling venue?) and Q65 (During the past 12 months have you ever gambled through a 
gambling internet site?)  
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Table 75 (by figure 24). Percentage of adolescents who are at risk/ problem gamblers among 
those who gamble by gender, age and parental educational level 

  Gambling* (SOGS-RA)  

  
% No problem 

(95%CI) 
% At risk 
(95%CI)  

% Problem  
(95%CI)  

% At risk/ Problem 
(95%CI) 

P 

All Adolescents 71.9 (69.2 - 74.4) 8.2 (6.9 - 9.7) 19.9 (17.7 - 22.4) 28.1 (25.6 - 30.8) - 

Female 82.3 (77.6 - 86.2) 4.5 (2.7 - 7.2) 13.2 (10.0 - 17.2) 17.7 (13.8 - 22.4) <0.001 

Male 68.5 (65.4 - 71.5) 9.4 (7.8 - 11.3) 22.1 (19.4 - 25.0) 31.5 (28.5 - 34.6)  

14-15 yrs 74.5 (71.2 - 77.6) 7.7 (6.0 - 9.7) 17.8 (15.2 - 20.8) 25.5 (22.4 - 28.8) 0.018 

16-17 yrs 68.3 (64.1 - 72.3) 8.9 (6.9 - 11.4) 22.8 (19.2 - 26.8) 31.7 (27.7 - 35.9)  
Low/Middle educational 
level 

67.3 (62.7 - 71.6) 8.7 (6.5 - 11.6) 24.0 (19.9 - 28.5) 32.7 (28.4 - 37.3) 0.004 

High educational level 74.9 (71.6 - 77.8) 8.2 (6.5 - 10.3) 17.0 (14.4 - 19.9) 25.1 (22.2 - 28.4)  

*Among adolescents who gamble on-site or online 

 
Table 76 (by figure 25). Percentage of adolescents who are at risk/ problem gamblers in the 
total sample by country 

   Gambling (SOGS-RA)  

  
% Non-gamblers* (95%CI) 

% No problem 
(95%CI) 

% At risk 
(95%CI)  

% Problem  
(95%CI)  

% At risk/ 
Problem (95%CI) 

P 

Greece 75.9 (73.4 - 78.1) 19.2 (17.1 - 21.3) 0.8 (0.5 - 1.4) 4.2 (3.1 - 5.5) 5.0 (3.8 - 6.5) <0.001 
Spain 94.1 (92.8 - 95.2) 4.6 (3.6 - 5.80 0.3 (0.1 - 0.6) 1.0 (0.6 - 1.6) 1.3 (0.9 - 2.0)  
Romania 83.0 (80.5 - 85.2) 8.2 (6.7 - 10.0) 2.9 (2.1 - 3.9) 6.0 (4.6 - 7.6) 8.8 (7.3 - 10.6)  

Poland 87.9 (86.2 - 89.4) 8.7 (7.4 - 10.2) 0.8 (0.5 - 1.3) 2.6 (1.9 - 3.6) 3.4 (2.6 - 4.5)  
Germany 89.1 (87.3 - 90.6) 8.7 (7.3 - 10.2) 1.0 (0.7 - 1.6) 1.2 (0.8 - 1.8) 2.2 (1.6 - 3.1)  
Netherlands 89.4 (87.0 - 91.3) 7.6 (5.9 - 9.7) 0.7 (0.3 - 1.5) 2.3 (1.5 - 3.6) 3.0 (2.1 - 4.5)  

Iceland 90.2 (88.3 - 91.9) 7.6 (6.2 - 9.4) 0.9 (0.5 - 1.5) 1.2 (0.8 - 1.9) 2.1 (1.5 - 3.0)  

*Adolescents who answered “no” to both Q64 (During the past 12 months have you ever gambled in 
a real life gambling venue?) and Q65 (During the past 12 months have you ever gambled through a 
gambling internet site?)  

 
Table 77 (by figure 25). Percentage of adolescents who are at risk/ problem gamblers among 
those who gamble by country 

  Gambling* (SOGS-RA)  

  
% No problem 

(95%CI) 
% At risk (95%CI)  % Problem  (95%CI)  

% At risk/ Problem 
(95%CI) 

P 

Greece 79.3 (74.1 - 83.7) 3.4 (2.0 - 5.5) 17.3 (13.3 - 22.2) 20.7 (16.3 - 25.9) <0,001 
Spain 77.8 (67.8 - 85.3) 4.6 (2.0 - 10.5) 17.6 (11.1 - 26.8) 22.2 (14.7 - 32.2)  
Romania 48.2 (41.8 - 54.7) 16.8 (12.8 - 21.8) 35.0 (28.1 - 42.6) 51.8 (45.3 - 58.2)  

Poland 71.8 (64.9 - 77.8) 6.7 (4.1 - 10.8) 21.5 (15.8 - 28.6) 28.2 (22.2 - 35.1)  
Germany 79.4 (73.2 - 84.5) 9.5 (6.2 - 14.2) 11.1 (7.6 - 15.9) 20.6 (15.5 - 26.8)  
Netherlands 71.4 (61.2 - 79.9) 6.7 (3.2 - 13.7) 21.8 (14.7 - 31.2) 28.6 (20.1 - 38.8)  

Iceland 78.3 (71.0 - 84.2) 9.1 (5.6 - 14.5) 12.6 (8.2 - 18.8) 21.7 (15.8 - 29.0)  

*Among adolescents who gamble on-site or online 
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Table 78 (by figure 26). Percentage of adolescents who are at risk/problem gamblers by 
weekly internet use, in the total sample 

 During the past 12 months, 

how many days per week do 
you use the internet on 
average? 

 Gambling (SOGS-RA)  

Non-gamblers* (%) No problem (%) At risk (%)  
Problem  

(%)  

At risk/ 
Problem  

(%) 
P 

<6 days/week 89.9 7.3 0.6 2.2 2.8 <0.001 
6-7 days/week 85.5 10.5 1.3 2.8 4.0  

*Adolescents who answered “no” to both Q64 (During the past 12 months have you ever gambled in 
a real life gambling venue?) and Q65 (During the past 12 months have you ever gambled through a 
gambling internet site?)  

 
Table 79 (by figure 26). Percentage of adolescents who are at risk/problem gamblers by 
weekly internet use, among those who gamble 

 Gambling* (SOGS-RA)  

During the past 12 months, how 
many days per week do you use the 
internet on average? 

No 
problem 

(%) 

At risk 
(%)  

Problem  
(%)  

At risk/ 
Problem  

(%) 
P 

<6 days/week 72.2 6.4 21.5 27.8 0.972 
6-7 days/week 72.3 8.7 19.0 27.7  

*Among adolescents who gamble on-site or online 

 
Table 80 (by figure 27). Percentage of 14-15 year old adolescents who are at risk/problem 
gamblers by gender and country  

 Adolescents aged 14-15 years 

 Female Male 

  Gambling (SOGS-RA)   Gambling (SOGS-RA)  

 
Non-

gamblers 
No 

problems 
At 

risk 
Problem 

At risk/ 
Problem 

P 
Non-

gamblers 
No 

problems 
At 

risk 
Problem 

At risk/ 
Problem 

P 

Greece 90.5 8.6 0.2 0.8 1.0 <0.001 62.0 28.5 1.5 7.9 9.5 <0.001 

Spain 97.5 2.2 0.0 0.3 0.3  90.6 6.4 0.5 2.5 3.0  

Romania 96.1 3.5 0.0 0.4 0.4  69.4 12.0 6.6 12.0 18.6  

Poland 94.7 4.0 0.4 0.9 1.3  81.4 12.9 1.5 4.3 5.8  

Germany 93.7 5.5 0.6 0.3 0.8  86.2 11.0 1.6 1.2 2.8  

Netherlands 96.0 3.1 0.4 0.4 0.9  84.7 10.9 1.0 3.5 4.5  

Iceland 96.7 2.4 0.2 0.7 1.0  83.1 13.6 1.7 1.6 3.4  

 
 
 
 
 
 
 
 
 
 



 

 

208 

Table 81 (by figure 28). Percentage of 16-17 year old adolescents who are at risk/problem 
gamblers by gender and country  

 
 Adolescents aged 16-17 years 

 Female  Male  

  Gambling (SOGS-RA)   Gambling (SOGS-RA)  

 
Non-

gamblers 
No 

problems 
At 

risk 
Problem 

At risk/ 
Problem 

P 
Non-

gamblers 
No 

problems 
At 

risk 
Problem 

At risk/ 
Problem 

P 

Greece 86.7 12.5 0.0 0.8 0.8 <0.001 59.5 31.2 1.7 7.6 9.3 <0.001 

Spain 97.9 1.8 0.3 0.0 0.3  89.6 9.1 0.3 1.0 1.3  

Romania 92.7 5.3 0.4 1.6 2.0  68.7 13.0 6.1 12.2 18.3  

Poland 94.2 4.6 0.0 1.2 1.2  76.5 17.3 1.0 5.1 6.1  

Germany 91.2 7.6 0.0 1.2 1.2  82.9 12.0 2.3 2.8 5.1  

Netherlands 94.7 4.1 0.3 0.9 1.2  82.5 12.0 1.1 4.3 5.4  

Iceland 94.2 2.9 1.0 1.9 2.9  85.7 12.4 0.0 1.9 1.9  
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Chapter 6. Potential Risks and Positive Experiences in the Context of Internet Use 
A. Potential Risks 
 
Table 82 (by figure 29) Percentage of adolescents who had contact on the internet 

with someone whom they had not met face-to-face before by 
gender, age and parental educational level. 

Table 83 (by figure 30) Percentage of adolescents who had contact on the internet 
with someone whom they had not met face-to-face before by 
country 

Table 84 (by figure 31) Percentage of adolescents who had gone on to meet face-to-
face someone whom they first met on the internet by gender, 
age and parental educational level. 

Table 85 (by figure 32) Percentage of adolescents who had gone on to meet face-to-
face someone whom they first met on the internet by country. 

Table 86 (by figure 33) Percentage of adolescents who in the past 12 months have 
gone to a meeting with someone they met on the internet that 
bothered them by gender, age and parental educational level. 

Table 87 (by figure 34) Percentage of adolescents who in the past 12 months have 
gone to a meeting with someone they met on the internet that 
bothered them by country. 

Table 88 (by figure 35) Percentage of adolescents who have seen sexual images in the 
past 12 months by gender, age and parental educational level. 

Table 89 (by figure 36) Percentage of adolescents who have seen sexual images in the 
past 12 months by country. 

Table 90 (by figure 37) Frequency of exposure to sexual images by gender, age and 
parental educational level. 

Table 91 (by figure 38) Frequency of exposure to sexual images by country 
Table 92 (by figure39) Percentage of adolescents who had been bothered by seeing 

sexual images in the past 12 months by gender, age and 
parental educational level. 

Table 93 (by figure 40) Percentage of adolescents who had been bothered by seeing 
sexual images in the past 12 months by country. 

Table 94 (by figure 41) Percentage of adolescents who had been fairly/very upset by 
seeing sexual images in the past 12 months, among those who 
had been bothered by seeing sexual images by gender, age and 
parental educational level. 

Table 95 (by figure 42) Percentage of adolescents who had been fairly/very upset by 
seeing sexual images in the past 12 months, among those who 
had been bothered by seeing sexual images by country. 

Table 96 (by figure 43) Percentage of adolescents who have been bullied on the 
internet in the past 12 months by gender, age and parental 
educational level. 

Table 97 (by figure 44) Percentage of adolescents who have been bullied on the 
internet in the past 12 months by country. 

Table 98 (by figure 45) Percentage of adolescents who had been fairly/very upset the 
last time they had been bullied on the internet by gender, age 
and parental educational level. 
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Table 99 (by figure 46) Percentage of adolescents who had been fairly/very upset the 
last time they had been bullied on the internet by country. 
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Table 82 (by figure 29). Percentage of adolescents who had contact on the internet with 
someone whom they had not met face-to-face before by gender, age and parental 
educational level 

  

Have you ever had contact on the internet with 
someone you have not met face-to-face before? 

(%) 
P 

All adolescents  63.0 - 

Female 62.3 0.122 

Male 63.8  

14-15 years old 60.1 <0.001 

16-17 years old 67.5  

Low/Middle educational level 62.7 0.463 

High educational level 63.5  

 
 
Table 83 (by figure 30). Percentage of adolescents who had contact on the internet with 
someone whom they had not met face-to-face before by country 

  

Have you ever had contact on the 
internet with someone you have not 

met face-to-face before? (%) 
P 

Greece 47.8 <0.001 

Spain 59.7  

Germany 61.2  

Netherlands 62.1  

Iceland 65.0  

Poland 68.6  

Romania 77.9  

 
 
Table 84 (by figure 31). Percentage of adolescents who had gone on to meet face-to-face 
someone whom they first met on the internet by gender, age and parental educational level 

  
Have you ever gone on to meet anyone face-to-face  
that you first met on the internet in this way ? (%) 

  

% among adolescents who had contact on the 
internet with someone they had not  

met face-to-face before 
P 

% In the 
total 

sample 
P 

All adolescents  45.7 - 28.4 - 

Female 42.4 <0.001 26.0 <0.001 

Male 49.4  31.1  

14-15 years old 40.0 <0.001 23.7 <0.001 

16-17 years old 53.9  36.0  

Low/Middle educational level 48.8 0.001 30.2 0.013 

High educational level 43.8  27.5  
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Table 85 (by figure 32). Percentage of adolescents who had gone on to meet face-to-face 
someone whom they first met on the internet by country 

  
Have you ever gone on to meet anyone face-to-face  

that you first met on the internet in this way? (%)  

  

% among adolescents who had contact on the 
internet with someone they had not met face 

to face before 
P 

% in the 
total 

sample 
P 

Greece 40.8 <0.001 18.8 <0.001 

Spain 32.8  19.4  

Iceland 32.7  21.1  

Netherlands 36.3  22.4  

Poland 45.5  30.8  

Germany 53.2  32.1  

Romania 69.9  54.1  

 
 
Table 86 (by figure 33). Percentage of adolescents who in the past 12 months have gone to a 
meeting with someone they met on the internet that bothered them by gender, age and 
parental educational level 

  
In the past 12 months have you gone to a meeting with someone  

you met in this way that bothered you? (%) 

  

% among adolescents who had contact on 
the internet with someone they had not 

met face-to-face before 
P 

% in total 
sample 

P 

All adolescents  9.3 - 5.4 - 

Female 8.1 0.001 4.6 <0.001 

Male 10.6  6.2  

14-15 years old 8.3 0.001 4.5 <0.001 

16-17 years old 10.8  6.7  

Low/Middle educational level 12.0 <0.001 7.0 <0.001 

High educational level 7.6  4.5  

 
 
Table 87 (by figure 34). Percentage of adolescents who in the past 12 months have gone to a 
meeting with someone they met on the internet that bothered them by country 

  
In the past 12 months have you gone to a meeting with someone  

you met in this way that bothered you? (%) 

  

% among adolescents who had 
contact on the internet with 

someone they had not met face to 
face before 

P 
% in the 

total 
sample 

P 

Spain 5.0 <0.001 2.9 <0.001 

Iceland 6.0  3.8  

Netherlands 7.3  4.2  

Greece 11.0  4.9  

Germany 11.8  4.9  

Poland 9.2  5.9  

Romania 15.3  11.5  

 
 



 

 

213 

Table 88 (by figure 35). Percentage of adolescents who have seen sexual images in the past 
12 months by gender, age and parental educational level 

  
Have you seen internet pornographic 
material in the past 12 months? (%) P 

All adolescents  58.8 - 

Female 43.7 <0.001 

Male 75.9  

14-15 years old 58.3 0.221 

16-17 years old 59.7  

Low/Middle educational level 56.2 <0.001 

High educational level 61.5  

 
Table 89 (by figure 36). Percentage of adolescents who have seen sexual images in the past 
12 months by country 

  
Have you seen internet pornographic 
material in the past 12 months? (%) P 

Romania 51.5 <0.001 

Spain 53.5  

Netherlands 57.0  

Greece 57.2  

Germany 58.8  

Iceland 65.0  

Poland 67.3  

 
Table 90 (by figure 37). Frequency of exposure to sexual images by gender, age and parental 
educational level 

  
How often have you seen these things on any websites  

in the past 12 months? (%) 
 

  Every day 1-2/week 1-2/month <1/month 
At least 

once/week 
P 

% among adolescents who have seen 
pornographic material 

      

All adolescents  15.7 26.8 22.5 35.1 42.5 - 

Female 6.8 16.4 22.5 54.2 23.2 <0.001 

Male 21.2 33.3 22.4 23.1 54.5  

14-15 years old 15.7 26.9 21.8 35.6 42.6 0.824 

16-17 years old 15.6 26.6 23.5 34.2 42.2  

Low/Middle educational level 15.3 24.7 22.8 37.2 40.0 0.028 

High educational level 15.7 27.5 22.7 34.1 43.2  

% in total sample       

All adolescents  8.8 15.0 12.5 19.6 23.7 - 

Female 2.7 6.6 9.0 21.8 9.3 <0.001 

Male 15.7 24.6 16.6 17.1 40.3  

14-15 years old 8.7 14.9 12.0 19.7 23.6 0.604 

16-17 years old 8.9 15.1 13.3 19.4 24.0  

Low/Middle educational level 8.2 13.2 12.1 19.8 21.4 <0.001 

High educational level 9.2 16.2 13.4 20.1 25.4  
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Table 91 (by figure 38). Frequency of exposure to sexual images by country 

 
How often have you seen these things on any websites in the past 12 

months?(%) 
 

 
Every 
day 

1-2/week 1-2/month <1/month 
At least 

once/week 
P 

% among adolescents 
who have seen porn 

      

Greece 23.6 25.4 21.4 29.6 49.0 0.001 

Spain 15.5 27.4 23.2 33.8 42.9  

Romania 11.1 29.0 21.7 38.2 40.1  

Poland 17.8 23.2 20.1 38.9 41.0  

Germany 16.8 28.2 23.2 31.8 45.0  

Netherlands 11.1 25.6 25.5 37.8 36.7  

Iceland 10.0 29.3 23.5 37.2 39.3  

% in total sample      

Greece 13.0 14.0 11.8 16.3 27.0 <0.001 

Spain 7.9 14.0 11.8 17.2 21.9  

Romania 5.3 13.9 10.3 18.2 19.2  

Poland 11.6 15.1 13.1 25.4 26.7  

Germany 9.3 15.6 12.8 17.6 24.9  

Netherlands 6.0 13.8 13.7 20.3 19.8  

Iceland 6.1 17.9 14.4 22.7 24.0  

 
Table 92 (by figure 39). Percentage of adolescents who had been bothered by seeing sexual 
images in the past 12 months by gender, age and parental educational level 

  
In the past 12 months have you seen any things like this  

that have bothered you in any way? (%) 

  
% among adolescents who have 

seen pornographic material 
P 

% in total 
sample 

P 

All adolescents  32.8 - 18.4 - 

Female 42.9 <0.001 17.2 0.004 

Male 26.6  19.7  

14-15 years old 31.3 0.005 17.4 0.004 

16-17 years old 35.3  20.0  

Low/Middle educational level 36.2 0.003 19.3 0.574 

High educational level 31.9  18.8  

 
Table 93 (by figure 40). Percentage of adolescents who had been bothered by seeing sexual 
images in the past 12 months by country 

  
In the past 12 months have you seen any things like this  

that have bothered you in any way? (%) 

  
% among adolescents who have 

seen pornographic material 
P 

% in total 
sample 

P 

Netherlands 23.6 <0.001 12.8 <0.001 

Iceland 24.3  15.1  

Germany 27.6  15.4  

Greece 29.0  16.1  

Spain 35.8  18.4  

Poland 37.4  23.8  

Romania 57.6  26.9  
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Table 94 (by figure 41). Percentage of adolescents who had been upset by seeing sexual 
images in the past 12 months among those who had been bothered by seeing sexual images 
by gender, age and parental educational level 

  
Thinking now about the last time this happened to you,  

how upset were you about what happened (if at all)? (%) 
 

  Not at all upset 
A bit 
upset 

Fairly 
upset 

Very 
upset 

Fairly/Very 
upset 

P 

% among adolescents who have 
seen pornographic material and 
been bothered 

      

All adolescents  15.1 42.8 28.7 13.4 42.1 - 

Female 12.5 42.3 31.0 14.2 45.2 0.009 

Male 17.6 43.4 26.5 12.5 39.0  

14-15 years old 14.2 40.6 30.5 14.7 45.2 0.003 

16-17 years old 16.3 46.0 26.2 11.5 37.7  

Low/Middle educational level 15.1 42.2 29.4 13.3 42.7 0.652 

High educational level 14.4 44.1 28.9 12.6 41.5  

 
 
Table 95 (by figure 42). Percentage of adolescents who had been upset by seeing sexual 
images in the past 12 months, among those who had been bothered by seeing sexual images 
by country 

 

Thinking now about the last time this happened to you, 
how upset were you about what happened (if at all)? 

(%) 
 

  

Not at all 
upset 

A bit 
upset 

Fairly 
upset 

Very 
upset 

Fairly/Very 
upset 

P 

% among adolescents who have seen pornographic 
material and been bothered 

      

Greece 7.3 43.1 34.7 15.0 49.6 <0.001 

Spain 9.1 54.7 20.8 15.4 36.2  

Romania 14.4 45.9 30.3 9.5 39.8  

Poland 22.2 38.9 29.9 9.0 38.9  

Germany 9.4 44.1 28.1 18.4 46.5  

Netherlands 49.6 34.1 7.3 8.9 16.3  

Iceland 12.2 31.5 39.9 16.4 56.3  

 
Table 96 (by figure 43). Percentage of adolescents who have been bullied on the internet in 
the past 12 months by gender, age and parental educational level 

  Have you ever been bullied on internet? (%) P 

All adolescents  21.9 - 

Female 24.1 <0.001 

Male 19.5  

14-15 years old 20.5 <0.001 

16-17 years old 24.2  

Low/Middle educational level 24.2 0.001 

High educational level 21.2  
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Table 97 (by figure 44). Percentage of adolescents who have been bullied on the internet in 
the past 12 months by country 

  
Have you ever been bullied 

on internet? (%) 
P 

Spain 13.3 <0.001 

Iceland 13.5  

Netherlands 15.5  

Poland 21.5  

Germany 24.3  

Greece 26.8  

Romania 37.3  

 
 

Table 98 (by figure 45). Percentage of adolescents who had been upset the last time they 
had been bullied on the internet by gender, age and parental educational level 

  

Thinking now about the last time this happened to you, how 
upset were you about what happened (if at all)? (%) 

 

  

Not at all 
upset 

A bit 
upset 

Fairly 
upset 

Very 
upset 

Fairly/Very 
upset 

P 

% among adolescents who had been 
bullied 

      

All adolescents  16.7 29.8 27.5 26.0 53.5 - 

Female 11.2 27.5 30.4 30.9 61.3 <0.001 

Male 24.5 33.2 23.4 18.9 42.3  

14-15 years old 17.6 28.5 27.1 26.8 53.9 0.629 

16-17 years old 15.4 31.6 28.1 24.8 52.9  

Low/Middle educational level 15.6 30.4 26.6 27.4 54.0 0.826 

High educational level 17.0 29.5 28.6 25.0 53.6  

% in the total sample       

All adolescents  3.5 6.2 5.7 5.4 11.2 - 

Female 2.6 6.3 7.0 7.1 14.1 <0.001 

Male 4.5 6.1 4.3 3.5 7.8  

14-15 years old 3.4 5.6 5.3 5.2 10.5 0.009 

16-17 years old 3.6 7.3 6.5 5.7 12.2  

Low/Middle educational level 3.6 7.0 6.1 6.3 12.4 0.042 

High educational level 3.5 6.0 5.8 5.1 10.9  
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Table 99 (by figure 46). Percentage of adolescents who were upset the last time they had 
been bullied on the internet by country 

  
Thinking now about the last time this happened to you, how 

upset were you about what happened (if at all)? (%) 
 

  

Not at all 
upset 

A bit 
upset 

Fairly 
upset 

Very 
upset 

Fairly/Very 
upset 

P 

% among adolescents 
who have been bullied 

      

Greece 27.3 29.0 23.0 20.6 43.6 <0.001 

Spain 15.7 26.0 26.9 31.4 58.3  

Romania 5.0 41.7 32.4 20.9 53.3  

Poland 24.5 25.3 29.1 21.0 50.1  

Germany 9.7 26.7 25.0 38.6 63.6  

Netherlands 36.2 31.6 19.5 12.6 32.1  

Iceland 12.6 18.9 34.7 33.8 68.5  

% in the total sample       

Greece 6.9 7.3 5.8 5.2 11.0 <0.001 

Spain 2.0 3.4 3.5 4.1 7.6  

Romania 1.8 14.9 11.6 7.4 19.0  

Poland 5.0 5.2 5.9 4.3 10.2  

Germany 2.3 6.3 5.9 9.2 15.1  

Netherlands 5.4 4.7 2.9 1.9 4.8  

Iceland 1.6 2.4 4.4 4.2 8.6  
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B. Positive Experiences  
 
Table 100 (by figure 47) Percentage of adolescents who know more than their parents 

by gender, age and parental educational level. 
Table 101 (by figure 48) Percentage of adolescents who know more than their parents 

by country. 
Table 102 (by figure 49) Adolescents know a lot about the internet by gender, age and 

parental educational level. 
Table 103 (by figure 50) Percentage of adolescents who know a lot about the internet 

by country. 
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Table 100 (by figure 47). Percentage of adolescents who know more than their parents by 
gender, age and parental educational level 

  Know more than Parents (%)  

  not true a bit true very true P 

All Adolescents 6.8 23.8 69.4 - 

Female 7.4 27.9 64.7 <0.001 

Male 6.1 19.1 74.8  

14-15 yrs 7.2 25.2 67.6 <0.001 

16-17 yrs 6.1 21.5 72.4  

Low/Middle educational level 6.2 18.1 75.7 <0.001 

High educational level 7.2 26.7 66.1  

 
Table 101 (by figure 48). Percentage of adolescents who know more than their parents by 
country 

  Know more than Parents (%)  

  not true a bit true very true P 

Greece 6.1 19.9 73.9 <0.001 

Spain 9.0 16.8 74.3  

Romania 4.5 18.7 76.8  

Poland 2.2 14.4 83.4  

Germany 8.8 32.8 58.4  

Netherlands 6.6 27.4 66.0  

Iceland 9.8 36.2 54.0  

 
Table 102 (by figure 49). Adolescents know a lot about the internet by gender, age and 
parental educational level 

  Know a lot of things about internet (%)  

  not true a bit true very true P 

All Adolescents 4.4 41.6 53.9 - 

Female 5.1 49.2 45.6 <0.001 

Male 3.7 33.1 63.2  

14-15 yrs 4.4 40.4 55.2 0.004 

16-17 yrs 4.5 43.6 51.8  

Low/Middle educational level 4.7 43.2 52.1 0.001 

High educational level 4.0 40.4 55.6  

 
Table 103 (by figure 50). Percentage of adolescents who know a lot of about the internet by 
country 

  Know a lot of things about internet (%)  

  not true a bit true very true P 

Greece 1.2 33.9 64.9 <0.001 

Spain 7.1 46.0 47.0  

Romania 5.2 51.5 43.3  

Poland 2.1 30.7 67.2  

Germany 7.0 47.6 45.4  

Netherlands 4.0 42.6 53.4  

Iceland 4.0 39.7 56.3  
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Annex 4: MASTER QUESTIONNAIRE 
 

Country: 
Class Code:  
Participant ID:  
Researcher ID: 

 
 

 

 

 

EU NET ADB* 
EUROPEAN RESEARCH ON INTERNET USE BY 

YOUNG PEOPLE 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
*The project is funded by the Safer Internet programme of the European Commission  
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Read this first please!8 
 

 

This questionnaire is part of an international study on internet use among 
European students. It will be answered by more than 10,000 students in 7 
countries. The study is called EU NET ADB. 
 
This is a totally anonymous questionnaire. You should not state your name or 
any other information which identifies you.  
 
Your class has been randomly selected to take part in this study. In [COUNTRY] 
the survey is carried out by [ORGANISATION].  
 
It is voluntary to take part.  
 
If there is any question you find objectionable for any reason, just leave it 
blank. It is important that you answer as thoughtfully and frankly as possible. 
 
The results will not be presented by single classes and remember your answers 
are totally anonymous. 
 
If you do not find an answer that fits exactly, indicate the one that comes 
closest.  
 
Please, mark the appropriate answer to each question by making an "X" in the 
circle.  
 
If you have a question, please raise your hand and your [TEACHER/SURVEY 
LEADER] will assist you.  
 
 
 

Thank you in advance for your participation! Please begin. 
 
 
 
 
 
 

                                                        
8 Modified from ESPAD Questionnaire 2011 (http://www.espad.org/document) 
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The first questions ask for some background information about you. 
 

 
1. 

 
Are you boy or a girl? 

 Boy 
 Girl 

 
2. When were you born?  

Year 19    
 

 
 

 

Month*  
  *optional 
 

 
(Mark 01 for January, 02 for  February …and  
12 for  December)                     

3.  Your weight is_____________ kilos  Do not know / prefer not to say 
 
 

4. Your height is______________cm  Do not know / prefer not to say 
 
 

5. a) Were you born in [Greece]? 
 Yes 
 No  

 
 
 

 
 
b) I was born in_______________  

(note country) 
 
c) How many years have you attended the 
[Greek] educational system? 

 More than 3 years 
 Less than 3 years 
 Do not know / Prefer not to say 

 
6. What was your overall academic performance (grade point average) during the 

PREVIOUS academic year (2010-2011)? 
 [18-20] 
 [15-17.9] 
 [12-14.9] 
 [10- 11.9] 
 [1-9] 
 Do not know / prefer not to say 
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The following questions ask about your family. 

 
 

All families are different (for example, not everyone lives with both their parents, sometimes 
people live with just one parent, or they have two homes or live with two families) and we 

would like to know about yours. Please answer the questions relevant to your family.9 

 
7. 

 
1. What is the marital/relationship status of your parents? (Mark one) 

 Married 
 Living together 
 Separated 
 Divorced 

 One parent family 
 Death of a parent 
 Death of both parents 
 Do not know / Prefer not to say 

 
8. 

 
What is your father’s age? _________ 

 
 Do not know / Prefer not to say 

 
9. a) Was your father born in [Greece]? 

 Yes 
 No   
 Do not know / prefer not to say 

 

 
 
b) He was born in______________ (note 
country) 

 Do not know / prefer not to say 
 

10. Your father is currently...: (Mark one) 
 Employed 
 Unemployed 
 Retired      
 Home maker 

 
 Student 
 Other (Please specify :___________) 
 Do not know / Prefer not to say 

 
 

11. If your father is employed, what does he do for a living? 
______________________________________________ 

 Do not know / Prefer not to say 
 

12.  2. What is the highest educational level which your father has completed? (Mark one) 
 None     
 Primary education  
 Secondary education   
 Post-secondary -- pre-vocational or vocational education 
 Tertiary education – undergraduate level/graduate level 
 Other (Please specify :___________)  
 Do not know / Prefer not to say 

 
13. 3. What is your mother’s age? ________  Do not know / Prefer not to say 

 
14. a) Was your mother born in [Greece]? 

 Yes 
 No  
 Do not know / prefer not to say  

 
 
b) She was born in_____________ (note 
country) 

 Do not know / prefer not to say 

                                                        
9 2009/10 HBSC International Mandatory Questionnaire (MQ33) 
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15. Your mother is currently...: (Mark one) 
 Employed 
 Unemployed 
 Retired      
 Home maker 

 
 Student 
 Other (Please specify :___________) 
 Do not know / Prefer not to say 

 
 

16. If your mother is employed, what does she do for a living? 
______________________________________________ 

 Do not know / Prefer not to say 
 

17.  4. What is the highest educational level which your mother has completed? (Mark one) 
 None     
 Primary education  
 Secondary education   
 Post-secondary -- pre-vocational or vocational education 
 Tertiary education – undergraduate level/graduate level 
 Other (Please specify :___________)  
 Do not know / Prefer not to say 

 
18. 5. How many people are currently living in your household (including you)? (Mark one) 

 2 people  
 3 people   
 4 people   
 5 people   
 6 people    
 7 people or more   

6.  
19. 7. a) Do you have any siblings?  

 No 
 Yes   

8.  

 
 
b) How many siblings do you have? ______ (note 

number) 
 I am the oldest 
 I am the youngest 
 I have older and younger siblings 

 

 
The following questions ask about your internet use. 

 
 
20. 

 
How old were you when you first started using the internet? _______ (mark age) 

 I do not remember 
 

21. a) Are you a member of at least one 
social networking site (e.g. Facebook)?  

 No 
 Yes   

 

 
 
 
b) In which social network are you a 
member of?  

(Mark all that apply) 
 Facebook 
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 [ONE COUNTRY-SPECIFIC CHOICE] 
 Other (Please specify :___________) 

c) How many friends do you have on..?  
 Facebook___________ (note number) 

 [ONE COUNTRY-SPECIFIC CHOICE]______ 

(note number) 
 Other ______________(note number) 

 
 9. d) During the past 12 months, about how long do you spend on social networking sites 

(e.g., Facebook)? 10 
10.  (Mark one answer for normal school day and one for normal non-school day) 
11.  

ON A NORMAL SCHOOL DAY ON A NORMAL NON-SCHOOL DAY 
(EXAMPLES TO BE ADAPTED TO COUNTRY: 
weekend, holidays) 

 Just a few minutes 
 About half an hour 
 About an hour 
 About an hour and a half 
 About two hours 
 About two hours and a half 
 About three hours 
 About three hours and a half 
 About four hours 
 More than four hours 
 None at all 

 Do not know/Prefer not to say 
 

 Just a few minutes 
 About half an hour 
 About an hour 
 About an hour and a half 
 About two hours 
 About two hours and a half 
 About three hours 
 About three hours and a half 
 About four hours 
 More than four hours 
 None at all 

 Do not know/prefer not to say 
 

   

The following questions ask about where and how you access the internet. 

22. During the past 12 months, how often have you used the following devices to go on the 
internet 

  Never 
A few 

times a 
year 

Once or 
twice a 
month 

At least 
once a 
week 

Almost 
every 

day 

Do not 
know/ 
Prefer 
not to 

say 

A Your own PC (desktop 
computer)       

B Your own laptop that you 
mainly use and can take to 
your own room 

      

C A PC shared with other 
members of your family       

                                                        
10 EU Kids Online II Child Questionnaire April 2010 (Q305) 
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D A laptop shared with other 
members of your family and 
that you cannot take to your 
room 

      

E A mobile phone       

F A games console such as 
PlayStation       

G A television set (TV)       

H Other handheld portable 
devices (e.g. iPod touch, 
iPhone or Blackberry) 

      

        

23. During the past 12 months, how often have you been at the following locations when 
using the internet? 

  Never A few 
times a 

year 

Once or 
twice a 
month 

At least 
once a 
week 

Almost 
every 
day 

Do not 
know/ 
Prefer 
not to 

say 

A Your own bedroom       

B Living room (or other public 
room) at home       

C At school        

D In an internet café 
(cybercafé)       

E In a public library or other 
public place       

F At a friend’s home       

G At a relative’s home       

H When ‘out and about’ (e.g. 
via a mobile phone, iPod 
touch, blackberry etc.) 

      

        

 
The following questions ask about your competencies on the internet. 

 
  

24. Some people are good at doing all kinds of things on the internet. Other people find it a 
bit harder to use the internet. How true are these of you? 11 

                                                        
11 EU Kids Online II Child Questionnaire April 2010 (Q319) 
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 Not true A bit true Very true Do not know/ 
Prefer not to say 

A I know more about the 
internet than my parents 
 

    

B I know lots of things about 
using the internet 
 

    

C There are lots of things on 
the internet that are good 
for children of my age 
 

    

      
25. Which of these things do you know how to do on the internet? Please mark yes or no to 

each of the following.  If you don’t know what something is or what it means, don’t 
worry, just say you don’t know.12 
 Yes No Do not know/ 

Prefer not to say 
A Compare different websites to decide if 

information is true 
   

B Change filter preferences (e.g., change the 
way that  your computer or internet browser 
filters or selects which websites you can or 
cannot see) 
 

   

C Bookmark a website (add to Favorites) 
 

   

D Block unwanted adverts or junk mail/spam 
 

   

 
The following questions ask about what you like to do on the internet. 

 
  

26. During the past 12 months, how often do you access the internet for SOCIALIZING? 
 

  Never A few times 
a year 

Once or 
twice a 
month 

At least 
once a 
week 

Almost 
every 
day 

Do not 
know/ 
Prefer not 
to say 

A Chat room (e.g., 
chat box, chatting 
in a site) 
 

      

B Instant Messaging 
(e.g. MSN, ping, 
What’s up) 
 
 

      

                                                        
12 EU Kids Online II Child Questionnaire April 2010 (Q320) 
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C Social networking 
sites (e.g, 
Facebook, 
COUNTRY 
SPECIFIC) 
 

      

D E-mail       
        
27. During the past 12 months, how often do you access the internet for PLAYING? 

 
  Never A few times 

a year 
Once or 
twice a 
month 

At least 
once a 
week 

Almost 
every 
day 

Do not 
know/ 
Prefer not 
to say 

A Single player 
games (e.g., 
solitaire, 
backgammon) 
 

      

B Interactive games 
(e.g., War Craft) 
 

      

C Role-playing 
games (e.g., 
Dungeons and 
Dragons) 
 

      

D Games with 
monetary awards 
on the internet 
 
 

      

28. During the past 12 months, how often do you access the internet for RECREATION? 
 

  Never A few times 
a year 

Once or 
twice a 
month 

At least 
once a 
week 

Almost 
every 
day 

Do not 
know/ 
Prefer not 
to say 

A Purchasing goods 
(e.g., from 
Amazon, E-bay) 
 

      

B Gambling (e.g., 
lottery, betting, 
casino) 
 

      

C Watching videos/ 
movies (e.g., you 
tube) 
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D Making personal 
web-site/ 
blogging 
 
 

      

29. During the past 12 months, how often do you access the internet for DOWLOADING? 
 

  Never A few times 
a year 

Once or 
twice a 
month 

At least 
once a 
week 

Almost 
every 
day 

Do not 
know/ 
Prefer not 
to say 

A Software 
 

      

B Movies 
 

      

C Music 
 

      

D Games 
 
 

      

30. During the past 12 months, how often do you access the internet for OTHER REASONS? 
 

  Never A few times 
a year 

Once or 
twice a 
month 

At least 
once a 
week 

Almost 
every 
day 

Do not 
know/ 
Prefer not 
to say 

A Doing homework/ 
research 
 

      

B  Hobbies 
 

      

C  News sites 
 

      

D  Sexual 
information   
         

      

E Medical 
information 
(e.g., pregnancy 
prevention) 

      

        

 
The following questions ask a bit more about your internet use. 

 
 
31. 

 
My parents allow me to visit every website that I want. 
 

 Absolutely true  True  Sometimes 
true/ 
sometimes not 
true 

 Not true  Absolutely not true 
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32. During the past 12 months, how many days per week do you use the internet on 
average? 
 

 1 day per week   
 2 days per week  
 3 days per week  
 4 days per week   
 5 days per week 

 

 6 days per week  
 7 days per week    
 I use the internet but not every week  
 Do not know/ prefer not to say 

33. 12. During the past 12 months, about how long do you spend using the internet ON A 
NORMAL SCHOOL DAY? 13   

13. (Mark one answer for normal school day and one for normal non-school day) 
14.  

ON A NORMAL SCHOOL DAY ON A NORMAL NON-SCHOOL DAY 
(EXAMPLES TO BE ADAPTED TO COUNTRY: 
weekend, holidays) 

 Just a few minutes 
 About half an hour 
 About an hour 
 About an hour and a half 
 About two hours 
 About two hours and a half 
 About three hours 
 About three hours and a half 
 About four hours 
 More than four hours 
 None at all 

 Do not know/Prefer not to say 
 

 Just a few minutes 
 About half an hour 
 About an hour 
 About an hour and a half 
 About two hours 
 About two hours and a half 
 About three hours 
 About three hours and a half 
 About four hours 
 More than four hours 
 None at all 

 Do not know/prefer not to say 
 

   

34. How often do your parents say that you are only allowed to go on the 
internet until a certain time? 

 Never  Seldom  Sometimes 
 

 Quite often 
 

 Very often 
 
 

35. 15. During the past 12 months, have you used the internet excessively to the extent of 
neglecting other activities?  

 No  Yes  Do not know/Prefer not to say 
 
 
 
 
 
 
 
 

                                                        
13 EU Kids Online II Child Questionnaire April 2010 (Q305) 
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36. a) During the past 12 
months, did you ever try to 
reduce the hours of 
internet use? 

 No 
 Yes  

16.  Do not know/ 
17. Prefer not to say 

 
 

 
 
 

b) Why did you try to cut back in the hours of internet 
use? (Mark all that apply) 

 Internet use was no longer interesting for me 
 

 Damage and/or-internet connection disconnected at 
home  
 

 My friends were interested in other activities (athletics, 
outings) and they encouraged me to decrease internet 
use  
 

 Increased responsibilities with academic performance  
 

 Creation and/or engagement with new relationships 
offline  
 

 My parents, teachers, or other adults encouraged me 
to decrease internet use 
 

 Other reason (Please specify:____________________) 
 

PLEASE READ: Next are some questions about the contact you might have had with 
people you have met online. Remember to think about ANY WAY of using the internet 
(e.g. on a computer or mobile phone) and ANY PLACE where you use the internet (e.g. at 
home or school or somewhere else).  
 
37. a) Have you ever had contact on 

the internet with someone you 
have not met face to face 
before? (This could have been by 
email, chat rooms, social 
networking sites, instant 
messaging or gaming sites)14 

 No 
 Yes  

18.  Do not know/ 
19. Prefer not to say 

 
 
 
 

 
 
 
 
b) And have you ever gone on to meet anyone face 
to face that you first met on the internet in this 
way?15 

 No 
 Yes  
 Do not know/Prefer not to say 

 
 

                                                        
14 EU Kids Online II Self-Completion Child 11-16 April 2010 (Q147) 

15 EU Kids Online II Self-Completion Child 11-16 April 2010  (Q148) 
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38. Face to face meetings with people that you first meet on the internet may be fine or not 
fine.  In the LAST 12 MONTHS have you gone to a meeting with someone you met in this 
way that bothered you? For example, made you feel uncomfortable, upset, or feel that 
you shouldn’t have been there? 16 

 No  Yes  Do not know/Prefer not to say 
 

 
PLEASE READ: In the past 12 months, you will have seen lots of different images—
pictures, photos, videos. Sometimes these might be obviously sexual—for example, 
showing people naked or people having sex. You might never have seen anything like 
this, or you may have seen something like this on the internet.  
 
  

39. Have you seen ANYTHING of this kind in the PAST 12 MONTHS? 17 
 No  Yes  Do not know/Prefer not to say 

 

40. How often have you seen these things on any websites in the PAST 12 MONTHS? 18 
 Every day or almost every day 
 Once or twice a week 
 Once or twice a month 
 Less often 
 Do not know/Prefer not to say 

 
41. Seeing sexual images on the internet may be fine or may not be fine. In the LAST 12 

MONTHS have you seen any things like this that have bothered you in any way? For 
example, made you feel uncomfortable, upset, or feel that you shouldn’t have seen 
them. 19 

 No  Yes  Do not know/Prefer not to say 
 
 

42. Thinking now about the LAST TIME this happened to you, how upset were you about 
what happened (if at all)? 20 

 Very upset 
 Fairly upset 
 A bit upset 
 Not at all upset 
 Don’t know 

 
 
 
 
 
 
 

                                                        
16 EU Kids Online II Self-Completion Child 11-16 April 2010 (Q152) 

17 EU Kids Online II Self-Completion Child 11-16 April 2010 (Q128) 

18 EU Kids Online II Self-Completion Child 11-16 April 2010 (Q129) 

19 EU Kids Online II Self-Completion Child 11-16 April 2010 (Q134) 

20 EU Kids Online II Self-Completion Child 11-16 April 2010 (Q135) 
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PLEASE READ: Sometimes children or teenagers can do hurtful or nasty things to someone and 
this can often be quite a few times on different days over a period of time, for example. This can 
include: 

 teasing someone in a way this person does not like 

 hitting, kicking or pushing someone around 

 leaving someone out of things 
 
When people are hurtful or nasty to someone in this way, it can happen on the internet (e-mail, 
instant messaging, social networking, chat rooms).  

 
  

43. Has someone acted in this kind of hurtful or nasty way to you in the PAST 12 MONTHS 
on the Internet?21 

 No  Yes  Do not know/Prefer not to say 
 

44. Thinking now about the LAST TIME this happened to you, how upset were you about 
what happened (if at all)?22 

 Very upset 
 Fairly upset 
 A bit upset 
 Not at all upset 
 Don’t know 

 
45. a) Have you acted in a way that 

might have felt hurtful or nasty 
to someone else in the PAST 12 
MONTHS?23 

 No 
 Yes  

20.  Do not know/ 
21. Prefer not to say 

 
 
 
 

 
b) How often have you acted in this kind of way in 
the PAST 12 MONTHS?24 

 Every day or almost every day 
 Once or twice a week 
 Once or twice a month 
 Less often 
 Do not know/Prefer not to say 

 
 
 
 
 
 
 
 

 

                                                        
21 EU Kids Online II Self-Completion Child 11-16 April 2010 (Q112) 

22 EU Kids Online II Self-Completion Child 11-16 April 2010 (Q118) 

23 EU Kids Online II Self-Completion Child 11-16 April 2010 (Q125) 

24 EU Kids Online II Self-Completion Child 11-16 April 2010 (Q126) 
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46. In the PAST 12 MONTHS, have you seen websites where people discuss …25 
 

  Yes No Do not know/  
Prefer not to say 

 
 

A ways of physically harming or 
hurting themselves 
 

    

B ways of committing suicide 
 

    

C ways to be very thin (such as 
being anorexic or bulimic) 
 

    

D hate messages that attack 
certain groups or individuals 
 

    

E talk about or share their 
experiences of taking drugs 
 

    

      

47. Overall, in which areas has the internet been USEFUL for you? (Mark all that apply) 

 doing homework 
 keeping contact with friends or relatives 
 not feeling lonely 
 making new friends in real life 

 learning new skills 
 keeping up to date with the latest news 
 creating or taking part in new groups or 

social movements 
 
 

 
The following questions ask about offline situations. 

 
48. After reading each statement please select the response which best describes you. The 

statements refer to offline situations unless otherwise specified.  
**ATTENTION: THE SCALE WILL CHANGE IN THE FOLLOWING QUESTIONS** 
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(01) How often do you find that you stay on-line longer than 
you intended? 
 

       

(02) How often do you neglect household chores to spend 
more time on-line? 
 

       

(03) How often do you prefer the excitement of the Internet 
to intimacy with your partner? 
 

       

                                                        
25 EU Kids Online II Self-Completion Child 11-16 April 2010 (Q142) 
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(04) How often do you form new relationships with fellow 
on-line users? 
 

       

(05) How often do others in your life complain to you about 
the amount of time you spend on-line? 
 

       

(06) How often do your grades or schoolwork suffer because 
of the amount of time you spend online?  
 

       

(07) How often do you check your e-mail before something 
else that you need to do? 
 

       

(08) How often does your job performance or productivity 
suffer because of the Internet? 
 

       

(09) How often do you become defensive or secretive when 
anyone asks you what you do online? 
 

       

(10) How often do you block out disturbing thoughts about 
your life with soothing thoughts of the Internet? 
 

       

(11) How often do you find yourself anticipating when you 
will go on-line again? 
 

       

(12) How often do you fear that life without the Internet 
would be boring, empty, and joyless? 
 

       

(13) How often do you snap, yell, or act annoyed if someone 
bothers you while you are on-line? 

       

(14) How often do you lose sleep due to late-night log-ins? 
 

       

(15) How often do you feel preoccupied with the Internet 
when off-line, or fantasize about being online? 
 

       

(16) How often do you find yourself saying "just a few more 
minutes" when on-line? 
 

       

(17) How often do you try to cut down the amount of time 
you spend on-line and fail? 
 

       

(18) How often do you try to hide how long you've been on-
line? 
 

       

(19) How often do you choose to spend more time on-line 
over going out with others? 
 

       



 

 

236 

(20) How often do you feel depressed, moody or nervous 
when you are off-line, which goes away once you are 
back on-line? 

       

         

 
The following questions ask about your thoughts and feelings. 

 

 
[INSERT YSR HERE]  

 
 

The following questions ask about gaming. 
 

 
In the following you will find a number of questions about how you generally deal with computer 
games. Please answer the questions as honestly and completely as possible. Please remember 
that there are no “right” or “wrong” answers. So, do not think too long when answering the 
individual questions, simply place a cross in the box for the answer which you spontaneously 
regard as being most appropriate. 
 
49. How many hours do you spend on average per weekday (Monday to Friday) playing 

computer games? __________ hours.  
 

50. How many hours do you spend on average per day playing computer games at the 
weekend/ on holiday/ on public holidays? __________ hours.  
 

51. 22. How often are you playing computer games? 
 every day  
 2-3 times per week  
 once per week   
 once per month  
 less than once per month  
 never  

 
If you checked “NEVER” or “LESS THAN ONCE PER MONTH” on 65 

SKIP to Question 64 
 
52. 

23.  
24. How long are you playing computer games? 

 less than 1 hour  
 1-2 hours   
 2-4 hours    
 4-6 hours  
 more than 6 hours   

 
53. How strongly are your thoughts involved with playing computer games? 

 not at all  somewhat  perceptibly 
 

 strongly 
 

 very  
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54. How often do you play computer games, although you resolved not to do so or did you 
play more often or respectively, longer than you had intended? 

 never  seldom  sometimes 
 

 often 
 

 very often  

55. Do you feel unwell when you cannot play computer games? 

 never  seldom  sometimes 
 

 often 
 

 very often  

56. Have you noticed that you have to play computer games more often or longer to enable 
you to feel good again or to feel relaxed? 

 never  seldom  sometimes 
 

 often 
 

 very often  

57. How strong is your average craving for playing computer games? 

 never  seldom  sometimes 
 

 often 
 

 very often  

58. How often does your craving for computer games appear so overpowering that you 
cannot resist it? 

 never  seldom  sometimes 
 

 often 
 

 very often  

59. How often do you avoid negative feelings (e.g., annoyance, boredom, frustration, 
sadness) by playing computer games? 

 never  seldom  sometimes 
 

 often 
 

 very often  
 

60. a) How often have you tried to give up or, respectively, to limit playing computer 
games? 

 never  seldom  sometimes 
 

 often 
 

 very often  

 b) …if you have previously tried to change your online behavior concerning playing 
computer games: were you successful? 

 no  yes 
 

61. How often have you forgotten something important (e.g., at work, school or training) 
because you have spent the whole time playing computer games? 

 never  seldom  sometimes 
 

 often 
 

 very often  

62. How often have you had the feeling that you were playing computer games too much or 
too long? 

 never  seldom  sometimes 
 

 often 
 

 very often  
 
 
 
 

63. Have any negative consequences or problems arisen in the following sectors as a result 
of your computer game playing behaviour? 

  yes no  

A Problems at work, in training or at school  
(e.g., poorer assessment) 
 

  

B Problems with the family/ partner or, respectively, with friends 
(e.g., quarrels) 
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C Financial problems  
(e.g., debts) 
 

  

D Neglecting other leisure activities  
 

  

E Neglecting friends/ partner 
 

  

F Problems with health  
(e.g., too little sleep, nutrition) 
  

  

 
The following questions ask about gambling. 

 
  

64. During the past 12 months have you ever gambled in a real life gambling venue? 

 No  Yes  Do not know/Prefer not to say 
 

65. During the past 12 months have you ever gambled through a gambling internet site? 

 No  Yes  Do not know/Prefer not to say 
 
 

If you checked “NO” or “DO NOT KNOW/PREFER NOT TO SAY” on BOTH 64 and 65 
SKIP to Question 78 

 
66. 

 
In the past 12 months, how often have you gone back another day to try to win back 
money you lost? 
 

 Every time  Most of the time  Some of the time 
 

 Never 
 

  Yes No 

67. In the past 12 months when you were betting, have you ever told 
others you were winning when you really weren’t winning? 
 

  

68. Has your betting money, in the past 12 months, ever caused any 
problems for you such as arguments with family and friends, or 
problems at school or at work? 
 

  

69. In the past 12 months, have you ever gambled more than you had 
planned to? 
 

  

70. In the past 12 months, has anyone criticized your betting or told 
you that you had a gambling problem, regardless of whether you 
thought it was true or not? 
 

  

71. In the past 12 months, have you ever felt bad about the amount 
you bet, or about what happens when you bet money? 
 

  

72. Have you ever felt, in the past 12 months, that you would like to 
stop betting money but didn’t think you could? 
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73. In the past 12 months, have you ever hidden from family or friends 
any betting slips, IOUs, lottery tickets, money that you’ve won, or 
other signs of gambling? 
 

  

74. In the past 12 months, have you had money arguments with family 
or friends that centered on gambling? 
 

  

75. In the past 12 months, have you borrowed money to bet and not 
paid it back? 
 

  

76. In the past 12 months, have you ever skipped or been absent from 
school or work due to betting activities? 
 

  

77. Have you borrowed money or stolen something in order to bet or 
to cover gambling debts in the last 12 months? 
 

  

 
One last question! 

 
78.  How satisfied are you currently with the following aspects of your life?26 

 
  Very 

satisfied 
Satisfied Neither 

satisfied 
nor 

dissatisfied 

Dissatisfied Very 
dissatisfied 

Prefer 
not to 

say 

A Your school 
achievements 
 

      

B How much fun 
you have 
 

      

C Your family 
 

      

D Your friends 
 

      

E Your spare time 
activities/ 
hobbies 
 

      

F Life in general 
 

      

THANK YOU VERY MUCH FOR PARTICIPATING! 
 

 

                                                        
26 SAFT Survey Norway 2006; Pen and paper survey questionnaire (English) for children (Q110) 
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Annex 5: INFORMED CONSENT FORM 
 

ΧΡΗΣΗ ΤΟΥ ΔΙΑΔΙΚΤΥΟΥ: 

ΠΡΟΓΡΑΜΜΑ ΕΡΕΥΝΑΣ ΚΑΙ ΕΝΗΜΕΡΩΣΗΣ ΣΕ ΣΧΟΛΙΚΟ ΠΛΗΘΥΣΜΟ 

ΕΛΛΗΝΩΝ ΕΦΗΒΩΝ 
 

ΜΟΝΑΔΑ ΕΦΗΒΙΚΗΣ ΥΓΕΙΑΣ (Μ.Ε.Υ.) 
Β'  Παιδιατρική Κλινική Πανεπιστημίου Αθηνών 

Νοσοκομείο Παίδων «Π. & Α. Κυριακού» 
Διευθύντρια: Καθηγήτρια Χ. Τζουμάκα-Μπακούλα 

 

Αγαπητοί γονείς, 

Η Μονάδα Εφηβικής Υγείας (Μ.Ε.Υ.) λειτουργεί υπό την αιγίδα της Β'  Παιδιατρικής 

Κλινικής του Πανεπιστημίου Αθηνών και παρέχει υπηρεσίες πρόληψης και υγείας στους 

εφήβους. 

Στα πλαίσια Έρευνας για το Ασφαλές Διαδίκτυο (SAFER INTERNET) θα διερευνηθεί 

η Χρήση του Διαδικτύου σε εφήβους 15-16 ετών. Θα εκτιμηθούν οι εμπειρίες και οι 

συνήθειες τους στο διαδίκτυο με  ανώνυμο ερωτηματολόγιο (π.χ. πότε και πόσο 

συνδέονται στο διαδίκτυο, τι εφαρμογές χρησιμοποιούν κ.α.). Για την καλύτερη κατανόηση 

της χρήσης του διαδικτύου στην εφηβεία, κάποιοι από τους εφήβους θα πάρουν μέρος 

εθελοντικά σε ανώνυμες ατομικές συνεντεύξεις μέσα στο σχολείο με ένα από τα μέλη της 

ερευνητικής ομάδας (διάρκειας 40 περίπου λεπτών).   

 Με την πεποίθηση ότι τα παραπάνω θα συμβάλουν στην εφαρμογή πρόληψης και 

στη βελτίωση της υγείας των εφήβων μας, ζητούμε τη συγκατάθεση σας για τη συμμετοχή 

του παιδιού σας στο πρόγραμμα.   

Σας ευχαριστούμε πολύ  

Μονάδα Εφηβικής Υγείας 

Β’ Παιδιατρική Κλινική, Νοσοκομείο Παίδων «Π. & Α. Κυριακού» 

------------------------------------------------------------------------------------------------------- 

ΔΗΛΩΣΗ ΣΥΓΚΑΤΑΘΕΣΗΣ 
να επιστραφεί στο σχολείο μέχρι την ……… 

 
Ο κάτωθι υπογεγραμμένος ………………………………………………, γονέας του/της 
………………………………………… δίνω την άδεια μου προκειμένου συμμετέχει το παιδί μου στο 
πρόγραμμα.  
 

Συμπλήρωση ερωτηματολογίου  Ανώνυμη αναλυτική συνέντευξη  
(επιλέξτε ένα ή και τα δύο) 
 

Ημερομηνία ………………………  Υπογραφή …………………………… 
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Annex 6: CLASS FORM 
 

CLASS FORM 
To be filled out by researcher on day of administration (one form per class) 

Question 

# 
Question to researcher Answer noted by researcher 

1.  Date of administration 
[day/month/year] 

 

2.  Time of administration start 
Time of administration finish 

 

3.  Class code/ID (class ADB ID also noted on cover 

of questionnaire) 
 

4.  School name  

5.  Class reference # if available (ID or 
reference used by school system i.e. 
section 9A ) 

 

6.  City/Town name  

7.  Administrative region  May list here local regions 

8.  Number of students registered in class 
[boys/girls/total] 

Boys: 
Girls: 
Total: 

9.  Number of present students in class on 
day of administration 
[boys/girls/total] 

Boys: 
Girls: 
Total: 

10.  Did the school require parental consent 
for participation? 

Yes 
No 

11.  If YES (in 10) how many students did 
NOT receive parental consent? 
[boys/girls/total] 

Boys: 
Girls: 
Total: 

12.  How many students did NOT agree 
themselves- to participate? 
[boys/girls/total] 
 
 

Boys: 
Girls: 
Total: 

13.  Did any students NOT participate for 
reasons other than mentioned in #11 or 
#12 above? 
[yes/no] 
IF YES [boys/girls/total] 
If YES, please mention: 
  

YES/NO: 
Boys: 
Girls: 
Total: 
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14.  Were students noisy or undisciplined 
during administration? 

No: 
Yes- a few students 
Yes- less than half of class 
Yes- about half of class  
Yes- more than half of class 

15.  Did students seem focused and 
interested at the questionnaire and 
during administration 

No: 
Yes- a few students 
Yes- less than half of class 
Yes- about half of class  
Yes- more than half of class 

16.  On average how long did completion of 
the questionnaire take? [minutes] 

 

17.  How many questionnaires did you 
receive back at end of administration? 

 

18.  Did any students quit after commencing 
the questionnaire? 

No: 
Yes: 

Boys: 
Girls: 
Total: 

19.  Based on students’ questions, did 
students find some questions 
particularly hard to answer? 
If yes, please indicate which ones 

YES/NO: 
 
Question #: 

20.  Comments: 
 
 
 
 

21.  Researcher name, ID  (researcher ADB ID also 

noted on cover of questionnaire)  
 
 

RESEARCHER’S SIGNATURE 
[please sign here] 

Name: 
 
ID #:  
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Annex 7: INSTRUCTIONS FOR RESEARCHERS 
 

Instructions for the administration of the EU NET ADB questionnaire 
1. We introduce ourselves to the students and explain that we are visiting their school for research purposes. 
We briefly but enthusiastically present the aim and nature of our study by emphasizing that that they are 
given the chance to participate in a European project which aims to investigate the use of internet from young 
people of their age. In this first contact with the students it is important that the researcher holds a positive 
and motivating attitude in order to raise students’ willingness for participation. 
2.  The procedure of participation is then presented. Students are informed that questionnaires are going to 
be distributed for each one to fill in individually. We need to communicate to our participants that we are 
interested in their honest responses as this will assist in a valid investigation and understanding of young 
people’s needs with regard to internet related issues. At this point the researcher ought to emphasize that 
questionnaires are anonymous and that each participants’ responses will remain strictly confidential.  
3.  We clarify that students have only one class hour in their availability in order to fill in the questionnaire and 
notify that because the questionnaire is long they better respond to it as quick as possible in a “what comes 
first in mind” manner. It is also important to stress that participants need to make sure they have responded 
to all questions because in the case of missing data a questionnaire will unfortunately have to be excluded 
from the study.  
4. Students are informed a) that in case they have any questions or difficulties rising while completing the 
questionnaire the researcher would be most willing to provide any necessary information or help b) that they 
have the right to withdraw from the study at any point during the procedure without necessarily explaining 
the reason why they wish to do so.  
5. The researcher also needs to make a brief reference to the section of demographics and notify that because 
of differentiated structures among families some students may find of relevance and respond to some and not 
all questions included in this section (i.e. a student that has experienced the death of one parent does not 
respond to the item asking father’s/mother’s profession). 
6.  Participants are welcomed to follow the future of our study and its results by visiting our project’s website 
www.eunetadb.med.uoa.gr 
7. Inform students that during the administration they can raise their hands or approach the researcher if they 
have a question and that questions will be addressed individually in a private matter, i.e. soft spoken between 
researcher and student.  
8. While students are filling in the questionnaires it is helpful to remind them at different points the time 
available left in order to facilitate their time management within the procedure.  
9. We kindly thank each one of the students for their participation and time when they hand in their 
completed questionnaires. 
10.  The researcher needs to allow half an hour after the completion of questionnaires in case there are any 
students for who questions/issues rose through the procedure of participation which need to be 
responded/handled in person.  
 

Individual Item Instructions 
Q18: How many people are currently living in your household (including you)? 

 Should participants ask, please instruct them that this item should refer to the primary home 
environment. 

Q21d: During the past 12 months, about how long did you spend on social networking sites (e.g., Facebook, 
ADD COUNTRY SPECIFIC SITE)? 

 Should participants ask, please instruct them that it is PER DAY and not average over time period (i.e. 
weekend).  

Q47E: talk about or share their experiences of taking drugs 

 This refers to illegal drug use, (i.e. not medications) 
AICA 

 Instructions should detail that this refers to games without monetary awards (i.e. gambling) 
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Annex 8: PILOT STUDY 
 
Abstract for the IAAH 17th European Annual Meeting, May, 2012 Side-Antalya, Turkey 
 
 
 
Comparing two Internet addiction questionnaires in a cross-European adolescent sample 
 
Artemis K Tsitsika1, Mari Janikian1, George Antonogeorgos1, Elena Critselis1, Tim 
Schoenmakers2, Clive Richardson1, Chrysa Bakoula1 
1Adolescent Health Unit (AHU), Second Dept. of Pediatrics, "P. & A. Kyriakou" Children's 
Hospital, Univ. of Athens School of Medicine, Athens, Greece 
2IVO Addiction Research Institute, Rotterdam, the Netherlands 
 
AIMS: To compare two widely used internet addiction research measures, the Internet 
Addiction Test (IAT; Young 1998) and the Internet Addiction Scale (IAS; Nichols & Nicki, 
2004). 
 
BACKGROUND: As research in the field of Internet addiction expands, instruments with 
sound psychometric properties are required. The study is part of the EU NET-ADB project in 
seven countries, funded by the Safer Internet programme of the European Commission. 
 
METHODS: Following focus group interviews and expert consultation, phrasing of both 
instruments was modified for adolescents and contemporary internet use. A cross-sectional 
study (n=1629) of 15-16 year-olds was conducted in participating countries. The self-
completed questionnaire included both IAT and IAS. To estimate test-retest reliability, the 
questionnaire was administered again to 677 participants two weeks later.  
 
RESULTS: Scores on the two instruments were highly correlated (r = 0.83, p<0.001). Both 
showed high internal consistency (Cronbach’s alpha = 0.92 for IAT and 0.94 for IAS) and 
satisfactory correlation between the two repeated measurements (r = 0.74 IAT. 0.76 IAS). 
The ICC was 0.66 for IAT and 0.76 for IAS, and Bland and Altman’s coefficient of reliability 
(21.6-23.2) indicated good repeatability for both.  
 
CONCLUSIONS: Both the modified IAS and IAT exhibit good repeatability with acceptable 
repeated measurement bias and demonstrated high level of agreement. 

 


