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Topics    

• What is internet addiction?  Its seriousness?

什麽是沉溺網絡行為? 嚴重性是如何?
How would we recognize it? consequences 

如何確定學生/青少年有沉溺網絡行為?
How did it happen? Causes

What can we do about it, at home and in school?
如何在學校裡/家庭內處理問題?
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Popular Internet Activities that can lead Popular Internet Activities that can lead 
to problem behaviorto problem behavior

On-line Game 

ICQ QQ

MSN

Yahoo Messenger

Youtube

Blog

Email

Music download

Celebrity news flash
Internet gambling

pornography
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Basis of internet gaming addiction 上上上上 癮癮癮癮 原原原原 因因因因

• Video game playing (1983)/Slot machine 
gambling share important characteristics 

• Eye-hand coordination, total concentration

• Rapid span of play negotiable to some extent by 
skill of players 

• Provision of aural, visual (incremental) rewards 
and digital scores for winning move 

• Opportunities for peer group attention, 
competition 
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Videogame Addiction 
• Compulsive behavioral involvement

• Failed /impaired impulse control                
• Lack of interests in any other activities (familial/social/work)

• Not doing homework/sacrificing social activities/ 
irritability/aggression and played longer than intended         

• Physical and mental symptoms when attempting to stop
• Harm--Dependency leads to included theft/ truancy

• Griffiths & Hunt (1995,1998) 
400 children (starting average age 7-8, 1/3 played daily for fun, enjoyment, (7% played 30 hours+ )
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Seriousness of internet addiction? 
中 小 學 生 迷 網 嚴 重 現 況

1. HK 24% AT RISK (2003 倪錫欽副教授) BOYS:GIRLS 
(1: 0)
- SECONDARY STUDENTS
- THE LONGER THEY PLAY THE MORE SERIOUSNESS level 
of addiction affecting health

2.   6-9% China (2002)
3.  10% university students (Leung, Wong 2005)
4.  10% Taiwan (Chou et al 1998)
5.   8-13%  USA (2001) 
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Internet Gambling
• approximately 10% of 11-16 year olds report betting on the Internet, 
• the large majority (95%) report that the site did not require a credit card. 

• There are a number of Internet sites that offer individuals the opportunity to play 
various games, solo or against others, which include casino type games such as slot 
machines and blackjack.

• Essentially, youth are learning how to gamble on “adult” games

• While a person does not actually have to risk any of their own money, these games 
display winnings and losses in terms of dollars.. 

• Concern  is the potential use of pre-paid credit cards by youth for purposes of 
gambling on the Internet. While most youth do not have access to a traditional credit 
card, these pre-paid cards are readily accessible and could provide a means for 
gambling on the Internet.

• Just over 4% of 11-16 year olds report problems related to their gambling, consisting 
of arguments, physical fights and loss of money Interestingly 16% indicated that their 
problem is loss of money

• http://www.gisnsw.org.au/gambling/Gambling-Youth.html
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Internet gambling
• Poker playing - gambling craze among  teens.  newfound glamour is 

due to the immensely popular World Poker Tour TV show with its 
high stakes and celebrity players

• Pop up free internet gambling sites – not play for cash, not genuine 
pay-out rates (teens are given false impression of easy win)

• sports betting sites where weekly winners are ranked, prizes earn 
• Nevertheless, kids learn how to bet on these sites, which also often 

link to online casinos.

• survey of students' Internet habits, 23% of male students in Grades 
10 and 11 report having visited a gambling site in the past school 
year. Most gambling sites only
require a major credit card, which many university and even high 
school students possess (2005 Media Awareness Network (MNet)
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Reasons why youths like gambling games Reasons why youths like gambling games Reasons why youths like gambling games Reasons why youths like gambling games 

• Inherent attractiveness of the games

• A new sense of self

• Feeling of empowerment

• The attractiveness of the venues

• A means to cope with difficulties with moods or feelings 
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迷 網 病 態 Internet Addiction disorder (IAD)

• Internet Addiction Disorder first coined by psychiatrist 
Ivan Goldberg (1996) – awareness of patterns of over 
use/ underlying problems/self help    迷 網 病 態

• Tolerance/withdrawal/relief/ longer than intended/ 
significant amount of time/risks loss of relationship, 
occupational and recreational due to excessive use

• Internet/technological addictions (1995)   
• Medium for other addictions               媒 介物

On-line www. Search/ typing           各 種 用 途
• Social activities - Email /chat room/ bulletin/ blogging
• Internet gambling/gaming
• Cybersex
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Signs Of Problem Gambling In Teens:
• Unexplained absences from school
• Dropping grades
• Increased family conflict
• The family suspects alcohol or other drug abuse
• Asking/taking/stealing money from family friends and 

strangers
• Large amounts of money in teen’s possession
• Gambling language and gambling an important 

conversational topic
• Showing off money, clothing, and other possessions
• Spending an unusual amount of time on the computer 

(out of parents’ sight), 
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Signs Of Problem Gambling In Teens:

• closing down programs when adults walk into the room,
• reading newspapers (sports page and stats), magazines, 

an/or
• periodicals having to do with sports or online poker sites.
• Selling personal belongings (theirs and families)
• Bragging about winnings
• Lying, cheating, or stealing in school
• Exhaustion from lack of sleep
• Playing on a team but not performing to normal abilities 
• Overtly interested in how other teams at school are 

performing
• Overly invested in performance of certain athletes 

(fantasy/football/basketball/etc)
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ADHD 
• Distracted easily 
• Impulsivity
• Restless
• Needs attention
• rewards
• Shows aggression
• Difficulties in 

reading/writing

Internet usage
• Lots of action
• colors/noises/guns
• Videogames/levels
• In Pictorial forms
• Speaking figures

Dangers for ADHD children
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Theories on why people are 
addicted?

沉溺網絡行為
理 論 提 議
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Theories - internet addiction ?

1. Psychodynamics and disposition 
(stressor)                      

2. Socio-cultural (diversity)
3. Self “identity”
4. Behavioral
5. Biochemical – neurotransmitters 
6. Cognitive explanations
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How would you recognise
Problem Internet User (PIU)?
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沉 溺 網 絡 象 徵 (Young 1999)

• Preoccupation with Internet       强迫思維

• Need for longer amounts of time online  越時

• Repeated attempts to reduce internet use
嘗試停止失敗

• Withdrawal when reducing IU    身心受影响

• Time management issues         失去控制力

• Environmental distress              轉換環境

• Deception around time spent    大話連篇

• Mood modification through IU   减壓效果
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迷 網 學 生 常 有 的 象 徵

• Fatigue - lack of sleep  睡 眠 不 足
• Preoccupation/ lacks attention in class
• 不 留 心 上 課, 不 交 功 課
• No time for homework/ other activities
• Mood swings and lies about internet use
• 否 認 上 網 情 度
• Can be aggressive/irritable when not allowed to 

use internet   情 緒 化
• Theft for money/ credit cards  偷 錢
• Only motivating factor in life  人 生 唯 一 動 機
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Theoretical Basis of PIU Screening assessment( Leung 2006)

Background
Family neglect
Early experience 
IU

Personality
Inquisitive/Addictive
/Impulsive/Excitable

Social
- Societal Attitudes
-Accessibility
- Availability 

Maladaptive Beliefs
-skills
-Need for recognition/approval

Motivation to continue 
-Friendly/ supportive
-Anonymous/new identity
-Privacy and escapism
-Social reinforcements

Risky 
Situations
-Boredom/isolation
-Life events
- Stress/Emotional
-Access to money

Belief of Personal 
Responsibility 
and Attitude 
about his internet 
use

No other 
Activities/hobbies 

or coping 
strategies

Searching for 
Positive Feelings of
Ecstasy/Passion for 
Importance/Success

PIU behavior
Free Restricted
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預測嚴重性 Predictive equations

net 
experiences
Reinforcers

经经经经歷歷歷歷

Available 
Accessible 

environment
有機可乘有機可乘有機可乘有機可乘

Personal 
correlates 
and needs

個人因素個人因素個人因素個人因素

General 
state of 
health + 

harm
身心危害情身心危害情身心危害情身心危害情

度度度度

Distorted 
thinking
個人個人個人個人 思思思思 維維維維

Internet Users

Social ⇒ Regular ⇒ At Risk ⇒ Problem
交際式 ------理智性 ------高危性-----問題形

Leung & Chow 2006               
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Internet Addiction Screen project 
2006-8

�Objectives
�Overview

• Data Collection
• Descriptive Statistics

�Factor Extraction
�The Proposed Screen

• Items
• Scoring
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Objectives for research
� Some demographic data about computer 

use
– How long have adolescents been being computer 

literates?
– How often do they use computer or surf the net?

� To have a theoretically informed, easy-to-
use instrument that can
– The relevancy of computer to individual is using 

computer or surfing the net in a problematic 
manner or to a problematic extent

– To distinguish users into different levels of 
problematic use
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Theoretical Assumptions
Problematic use is due to:

�Maladaptive behaviour
• Oblivious of time or other commitments
• Maladaptive perseverance 

�distorted thinking 

�emotional needs 
• Need cyber friends

�academic or relational difficulties
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Procedure
I.     PILOT Study - Develop 179-items 
- self-report questionnaire (5 schools 429 children)    

between 11/06 to 2/07 
- Likert-scale from -2(strongly disagree) to (strongly agree)   

were subjected to two successive exploratory factor   
analyses.

II. Develop 28 item Internet Addiction Screen
III. (3586 local children & adolescents Nov 2007)
� The Screen was co-developed with The Centre of Internet 

Addiction (CIA) of The Hong Kong Federation of Youth Groups 
(香港青年協會香港青年協會香港青年協會香港青年協會)

� Funded by Quality Education Fund in Hong Kong
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Methodology

- Raw scores of the questionnaire were 
subjected to two successive exploratory 
factor analyses.

III.  A 20-item “agree-disagree” screen was 
derived from the nine higher-order factors

IV.   A scoring scheme was constructed so as to 
categorize computer-users into one of four 
categories:  Occasional, Regular, At-risk, 
and Problematic
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The 28-item screen

• The nine higher-order factors were used to 
construct a screen consisting of:
– Seven demographic items

• Age, sex, school level
• Average number of hours per day at computer
• Average number days per week at computer
• Whether or not has attempted to reduce computer use
• Succeeded in reduction?

– Twenty “agree-disagree” items (next slide)
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Number of Computer-users or Net-surfers 
as a function of history - Pilot results

Frequencies may not add up to 429 because some 
participants did not answer some of the questions.

0
20
40
60
80

100
120
140
160
180

I II III IV V

History of computer 
use or net surf

Use computer
Surf net

I = less than 6months
II = six to 11 months
III = twelve to 35 months
IV = thirty-six to 71 months
V = more than 6 years 
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Distribution of PC Users by School Grade

0

20

40

60

80

100

120

I II III IV V

Frequency

I = Primary 5
II =  Primary 6
III = Form 1
IV = Form 2
V = Form 3
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Number of Computer-users or Net-surfers as a 
function of time spent:

Average number of days per week
Average number of hours per day

0

50

100

150

200

250

I II III IV V

Time Spent

Days/week47
Hours/day

I = Less than 1 day per week
II = One to two days per week
III =Three to four days per week
IV = Five to six days per week
V = Everyday 

I = Less than an hour a day
II = One or more hours
III = three or more hours
IV = Five or  more hours
V = Seven hours or more
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Number of People Whose Computer-use 
sessions were longer than planned

0

20

40

60

80

100

120

140

I II III IV V

Frequency

I = Always
II = Sometimes
III =  Seldom
IV = Never
V= Don’t  know
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Phase  2 Testing out

- 2007  Sept- October 

Primary 5 – Form 3

11(secondary) 10 (primary) 
schools

N =  3,586 young adolescents

surveyed (香港青年協會香港青年協會香港青年協會香港青年協會HKYF  C.Ng

沉溺上網支援中心沉溺上網支援中心沉溺上網支援中心沉溺上網支援中心 單位主任單位主任單位主任單位主任 吳錦娟女士吳錦娟女士吳錦娟女士吳錦娟女士)
Nov 2007
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For each of the following items, choose the option that describe you

1. I often use MSN or ICQ or blogs                                 agree        disagree
2. I surf the net to avoid doing homework
3. Netsurfing is better than school or going out
4. I surf the net because I have nothing better to do
5. I get onto the net when I am unhappy or anxious
6. My parents worry that I spend too much time surfing the net
7. I had gambled or visited pornographic sites
8. My cyber friends give me the support I need
9. I get onto the net for games or movie or music
10. I can express myself on the net with no inhibition
11. Netsurfing affected my academic performance 
12. I feel lost or lonely when I am not on the net
13. I quarrel with my friend because of the net surfing
14. I keep thinking about the net when I am not on it
15. I need increasingly more time on the net to be satisfied
16. I feel fidgety when I am not on the net
17. I always spend more time than budgeted
18. I socialise less because net surfing
19. I don’t want my parents to know of my net activity
20. I am addicted to the internet
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SCORING –
Identifying four categories of users

20 or above95th or higherProblem users

17-20Between 75th

and 95th
As-risk users

12-17Between 15th

and 74th
Regular users

≤12Below 15thOccasional 
users

Screen Criteria
scores

PercentileCategory
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Application of the Screen

�The screen has been used as the basis of 
structured interviews with some success.
• The screen items indicate areas to be 

explored by the counselor or teacher.

�As instrument for pre-test and post-test in 
the course of treatment
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Case Study 1—A problem user

�Twelve years old boy
�Secondary school
�Surfed the net for three years
�At the computer all day long

� Does not talk to family members
� Becomes irritable when stopped by parents

� Stays up too late; sometimes misses school
• Longest absence from school was three weeks
• No friend
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Case Study 2—At-risk user

�Fourteen years old boy
�Academic performance declined as 

internet use increased
� Computer games offer him

• Gratification
• Satisfaction
• Resorts to computer games when unhappy

� Still goes out with friends
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What to do? 

• Personal commitment to change                   個 人 承 諾

• Abstinence                                                     全 戒 掉

• set reasonable targets                                    定 下 目 標

• Time management –practice the opposite     時 間 性

• External stoppers/reminders/alarm clocks 
re-format habits                                               警 惕 作 用

• Treat the causes behind the addictive behaviors 治 根

• Reminder cards- modify cognitions    用 提 示 咭 改 思 維

• Alternate activities/ friendship circles  找 新 活 動

• Personal inventories- balanced living lifestyle 適 中 生 活

• Family interaction                                          家 庭 處 理
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Tips for parents
• Examine your own attitude –as a role model
• Discuss potential risks –
a. You can lose your money -Online gambling operations are in 

business to make a profit. They take in more money than they pay
out.

b. You can ruin a good credit rating
• Online gambling generally requires the use of a credit card. If kids 

rack up
• debts online, they could ruin their credit rating - or their parents'.
c.  Online gambling can be addictive

d. Gambling is illegal for kids
• Establish clear rules –
• Keep computer in open space, not on bedrooms
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Awareness
• Community awareness/ Parents training

提 高 警 覺 給 市 民 / 家 長

• Community Education on dangers of 
gambling                    學 校 教 育

• Industry to follow responsible policies 
提 醒 網 頁 公 司 節節節節 制制制制 博博博博 彩彩彩彩 政政政政 策策策策 重重重重 要要要要 性性性性

• Train young gamblers control gambling自 制

• Self awareness training and pick up the 
addictive problematic situations/ seek help

明明明明 白白白白 過過過過 度度度度 上上上上 網 / 賭賭賭賭 博博博博 之之之之 危危危危 險險險險 性性性性
， 自 知 危 機 – 求 助
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Prevention strategies

• From young age
• Know your limits
• Be supportive
• Widen alternative choices
• Encourage other areas of successes
• Assets
• Awareness of dangers – controlled use of 

the internet



Dr. G. M. Leung 42

Responsible Internet Gaming Policies
提提提提 醒醒醒醒 網網網網 頁頁頁頁 公公公公 司司司司 節節節節 制制制制 博博博博 彩彩彩彩 政政政政 策策策策 重重重重 要要要要 性性性性

Basic principle:                            基 本 原 則

1. Informed choice – all pertinent information to the players/ warning 
signs/ age checks.                              有 提 示 的 選 擇

2. No intrusive measures allowed           不 可 有 侵 犯 性

3. Consumer education                           教 育 消 費 者

4.    Staff awareness training on responsibility issues
培 訓 職 員 公 司 節 制 政 策 重 要 性
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Thank you for listening

Q &A

leunggmk@hkucc.hku.hk
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Book (in Chinese)

賭博：前因，後果，處理

Gambling, causes, 
consequences & 
management

Dr. Gracemary 
Leung,

Prof. Siu Chow

出版社：三聯

Joint 
Publication 
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Internet Addiction Questions
• Do you feel preoccupied?
• Do you need to increase the time to 

achieve satisfaction?
• Have you tried to control but failed?
• Do you feel restless/ moody when attempt 

to cut down?
• Do you stay on line longer than expected?
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I.A. Questions cont’d
K. Young 2004

• Have you risked the loss of a significant
relationship, job, education or career?
• Have you lied to family members to 

conceal the extent of the involvement?
• Do you use the internet as a way of 

escaping from problems? 


