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Is resilience a protective factor of internet addiction?
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a b s t r a c t

Extensive research has focused on risk factors that increase an individual's likelihood of internet
addiction. This paper intends to examine protective factors that may reduce the likelihood of an indi-
vidual to suffer from internet addiction, focusing on the role of resilience. A total of 240 online partic-
ipants completed a questionnaire that measured general internet addiction, resilience levels, and
addictive behavior for online games and Facebook. Hierarchical regression analyses were performed
while controlling for age, gender, social class, and hours spent online. It was found that, overall, the
higher the level of the participants' resilience, the lower the level of their internet addiction. The same
relationship was seen in online game addiction but not in Facebook addiction. Future directions for
research on how to experimentally test the effectiveness of resilience on internet addiction were
discussed.

© 2017 Elsevier Ltd. All rights reserved.

1. Introduction

Internet addiction (Young, 1998) has been a topic of research
interest for decades. It has also been called pathological internet
use (Davis, 2001), problematic internet use (Shapira, Goldsmith,
Keck, Khosla, & McElroy, 2000), and compulsive internet use (van
Rooij, Schoenmakers, van de Eijnden, & van de Mheen, 2010).
Internet addiction can be defined as a maladaptive and persistent
use of the Internet that can have a detrimental influence on any or
all facets of an individual's life (Chou, Condron, & Belland, 2005;
Young, 1998).

1.1. Forms of internet addiction

Internet addiction has been studied not only as a general
addiction but also in specific forms such as online gaming, online
gambling, or cyber pornography (Ng & Wiemer-Hastings, 2005).
The Diagnostic and Statistical Manual of Mental Disorders (DSM-5)
recently has included online gambling addiction within the disor-
der gambling (American Psychiatric Association, 2013). The DSM-5

is the classification manual for mental disorders which is used for
the diagnosis and research of aforementioned mental disorders.

Online gaming addiction is relatively well established in the
internet addiction literature (Ng & Wiemer-Hastings, 2005). It has
received more interest than other forms of internet addiction and
has been included in Section 3 of the DSM-5 as an area for further
research (American Psychiatric Association, 2013). A number of
people have died or lost their marriages due to online gaming
addiction. One incident occurred in Taiwan wherein a gamer died
playingWorld of Warcraft in an internet caf�e. Oblivious to the other
gamers within the caf�e, even 10-h after the gamer had died from a
heart attack, the other patrons continued to use the internet while
the police investigation took place (Cheng & Wu, 2012). Online
games also have been found to cause financial, workplace, and
relationship issues (Lianekhammy & van de Venne, 2015). In
addition, players of massivelymultiplayer online roleplaying games
such as World of Warcraft have been found to spend significantly
more time playing games than offline gamers (Ng & Wiemer-
Hastings, 2005). 45% of the online gamers played over 21 h a
week while 84% of offline gamers played less than 6 h a week.

Recently researchers have started to examine Facebook addic-
tion (Andreassen, Torsheim, Brunborg, & Pallesen, 2012; Kuss &
Griffiths, 2011). Facebook addiction is also known as Social
Networking Sites (SNS) Addiction (Kuss & Griffiths, 2011). In a
survey of psychology students, 78% used social networks, and of
those, 57% used it every day (Subrahmanyam, Reich, Waechter, &
Espinoza, 2008). Research has shown that individuals between
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the age of 13e19 use SNS more often than adults over the age of 60
(Kuss & Griffiths, 2011). Given the increasing use of Facebook,
Facebook addiction has been found among users and it is defined as
a persistent andmaladaptive use of a social networking site (Kuss&
Griffiths, 2011). Two studies (Zhou, 2010;; Wan, 2009) have
examined Facebook addiction rates in Chinese college students,
with one study finding that 24% of students were addicted while
the other found that 34% were addicted.

The current article takes the theoretical perspective of uses and
gratifications (e.g., LaRose & Eastin, 2004; Ruggiero, 2000) to
examine online gaming addiction and Facebook addiction in
particular, in addition to the study of internet addiction in general.
The approach of uses and gratifications is a dominant paradigm in
the field of communications, emphasizing on explaining media
uses from diverse needs and gratifications of users than from
various features of media technologies. This perspective has been
widely adopted in Internet behavior research (Song, Larose, Eastin,
& Lin, 2004; Urista, Dong, & Day, 2009; Young, 1998). Stafford,
Stafford, and Schkade (2004) specified three key dimensions of
the Internet use, process gratifications, content gratifications, and
social gratifications. Raacke and Bonds-Raacke (2008) found that
the vast majority of college students are using Facebook and other
social network sites for making new friends and locating old
friends. A study of internet addiction indicates that internet addicts
tended to use chat rooms or multiplayer games predominately for
the real-time communication whereas non-addicts tended to use
the World Wide Web or emails primarily for information gathering
(Young, 1998).

1.2. Protective factors of internet addiction

Internet addiction, like other forms of addiction such as alcohol
and gambling addiction, have factors that either increase the risk of
addiction or reduce the likelihood of addiction. Extensive research
has found various risk factors associated with internet addiction,
such as negative relationships with friends and family or an in-
dividual's belief about their locus of control (Koo& Kwon, 2014). On
the other hand, internet addicts use the internet more often as a
coping mechanism in stressful situations (Whang, Lee, & Chang,
2003). Some research has found that internet addicts used the
internet to escape from reality when theywere stressed (Tang et al.,
2014; Whang et al., 2003).

Resilience can be broadly defined as the ability to adapt to
adverse situations in a positive manner (Lussier, Derevensky,
Gupta, Bergevin, & Ellenbogen, 2007). It varies with a number of
factors, from an individual's culture, age, ethnicity, or even the
context of the stressor (Connor & Davidson, 2003). When in-
dividuals encounter a stressful situation, they can give up, recover
but to a diminished capacity, recover to baseline, or recover and
thrive beyond the baseline to cope with the stress (Steinhardt &
Dolbier, 2008).

There has been research examining the relationship between
resilience and other addictions. High risk adolescents who aremore
resilient were found to be less likely to suffer from gambling
addiction (Lussier et al., 2007). It has also been found that the level
of alcohol consumed by college students is negatively correlated
with their resilience (Johnson, Dinsmore, & Hof, 2011). However,
there has been little research directly examining resilience and
internet addiction.

The article follows the framework of positive psychology
(Seligman & Csikszentmihalyi, 2000) and focuses on the protective
factors that can reduce internet addiction rather than the risk fac-
tors of internet addiction. Positive psychology's goal is not to focus
on the causes of a disorder but to improve individuals' quality of life
and to find factors that prevent or reduce disorders (Seligman &

Csikszentmihalyi, 2000). Positive psychological interventions
have been found to be effective in reducing depressive symptoms
as well as increasing well-being by focusing on protective factors
that make individuals stronger rather than risk factors which make
individuals more susceptible to a disorder (Sin & Lyubomirsky,
2009). Protective factors of internet addiction can be separated
into interpersonal and intrapersonal aspects.

1.3. Research questions

The present study aimed at addressing two research questions:
(1) Is resilience a protective factor for internet addiction? (2) Is
resilience a protective factor for online gaming addiction and
Facebook addiction? Based on both the theoretical perspectives of
users and gratifications and positive psychology and the existing
literature linking stress and internet addiction as well as the pre-
vious research on resilience being a protective factor for other
forms of addiction, we hypothesized that (1) individuals who have
a higher level of resilience will have fewer symptoms of general
internet addiction and (2) individuals who have a higher level of
resilience will have less symptoms of online gaming and Facebook
addiction.

2. Method

2.1. Participants

A total of 240 individuals participated in the study. They were
drawn from an online convenience sample. Participants were
recruited both from a posting on a website for online psychology
research (socialpsychology.org) and through an advertisement
placed on a prominent comedywebsite (somethingawful.com). The
only requirements for participants was that they have access to the
Internet, read English andwere over the age of 18when completing
the survey. Among the participants, 65% were male and 35% were
female. The ethnic distribution of the participants was 77%
Caucasian, 6% Hispanic, 6% Asian, 2% African American, and 9%
other ethnicities. The participants’ ages ranged from 18 to 61 years.
89% of participants were between the ages of 18e30 years with a
mean age of 25.05 years. The socioeconomic status of the partici-
pants was self-reported as 46% middle class, 26% working class, 18%
upper middle class, 7% lower class, and 3% upper class.

2.2. Instruments

2.2.1. Internet addiction
The study used the Internet Addiction Test (Young, 1998) to

measure internet addiction. It contains 20 questions with a 6 point
Likert scale (0 ¼ not applicable and 5 ¼ always). Participants could
receive a score from 0 to 120. Based on Young (2010), a score from
0 to 30 is normal, from 31 to 49 is mild internet addiction, from 50
to 79 is moderate internet addiction, and from 80 to 100 is severe
internet addiction.

2.2.2. Online gaming addiction and facebook addiction
The questionnaire of gaming addictive behavior (Young, 2010)

was used to measure online gaming addiction. It is a 10 question
scale utilizing a 4 point Likert scale (1 ¼ never and 4 ¼ very often).
The questionnaire for gaming addictive was modified to assess
Facebook addiction by replacing the words “gaming” and “online
game” with the word “Facebook”.

2.2.3. Resilience
The Conner Davidson Resilience scale (Connor & Davidson,

2003) was used to measure resilience. It is a 25 item
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