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Screens and the internet are an integral part of adolescents' lives, whether for communication, entertainment, learning or information. While
they have many advantages, they also have their downsides. Prolonged use, for example, can lead to eye or musculoskeletal problems, and
the time spent in front of the screen can contribute to a sedentary lifestyle. Adolescents can be exposed to content that is not appropriate for
their age or that puts them at risk (e.g. violence, pornography, cyber-bullying), and images of idealized bodies posted online can have an
impact on their own body image. There is also a risk of losing control of the time spent on certain online activities, such as gaming and social
media, with significant negative impacts on everyday life.

This factsheet presents a selection of results from the HBSC 2022 survey on online behaviour among 11-, 13- and 15-year-olds in
Switzerland. In particular, it includes the first national results on problematic gaming behaviour.
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Problematic use

In the HBSC study, problematic use is defined as a loss of control
over the time invested in gaming or using social media, with a
significant negative impact on relationships with close friends and
family and on essential everyday activities. Problematic use can
sometimes lead to addiction. The International Classification of
Diseases (ICD-11) includes the diagnosis ‘gaming (addictive)
disorder’ (but no specific diagnosis for social media). However,
such a diagnosis cannot be made solely on the basis of the
answers given by the students in this study.

In 2022, out of a list of ten signs that could indicate problematic
gaming behaviour, ~3% of 14- and 15-year-old gamers? had
often experienced at least five of these signs in the previous 12
months® and would therefore have a problematic gaming
behaviour, with no difference according to sex/gender or age.

Hierarchy of the 10 signs often experienced in the previous 12 months
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Gamblification is concerning

Some mechanisms introduced by developers into many video
games and social media increase the pressure to be online daily or
to spend as much money as possible. These include bonus
systems that reward consecutive days of use, as well as loot boxes
(virtual boxes containing a prize of unknown value) that
adolescents can buy for small amounts of money. These loot boxes
display characteristics specific to gambling.

Social media

In 2022, out of a list of nine signs that could indicate problematic
social media use®, ~7% of 11- to 15-year-olds had experienced
at least six in the last 12 months and have therefore a problematic
use. This rate is higher compared to 2018 (~4%). Girls and 13-
year-olds are most affected.

Hierarchy of the 9 signs in the past 12 months
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The method in short The international study Health
Behaviour in School-aged Children (HBSC) is conducted every four
years under the aegis of the World Health Organisation (WHO-
Europe). In Switzerland, the study has been conducted by
Addiction Switzerland since 1986 and is funded by the Federal
Office of Public Health (FOPH) and most of the cantons.

It is a nationally representative monitoring study of health and
health behaviours in adolescents aged 11 to 15. In 2022, 857
classes in 5" to 9" grades (7"to 11t year HarmoS) were randomly
selected in Switzerland, and 636 classes patrticipated in the survey
(9'345 schoolchildren aged 11 to 15), which equals a participation
rate of 74.2%.

The survey is based on a standardized self-administered paper
guestionnaire, completed in the classroom between March and
June 2022. Participation was voluntary (with parental consent) and
answers were strictly confidential.

The sex/gender analyses are thus based on the international
question ‘Are you a boy or a girl?’. Therefore, it is not possible to
know whether schollchildren answered the question with reference
to their sex assigned at birth or their gender identity.
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https://www.hbsc.ch/pdf/hbsc_bibliographie_387.pdf
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https://fachverbandsucht.ch/download/918/Modell_Mediennutzung_D_WEB.pdf
https://www.grea.ch/sites/default/files/grea_ecrans_fr_web_0.pdf
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