
abendua/diciembre 

BARANY, Marta and Xabier CARBONELL. Among Martians and avatars: addiction and risk factors for youth in the digital world. Revista de Estudios de Juventud. Madrid. INJUVE, 2010, 

(88), p. 131-145. ISSN 0211-4364 

  

The use of the Internet can become addictive. Negative psychological states, borderline and antisocial personalities, cognitive impairment, narcissism, and certain vital events are the 

factors that favour this addiction, among others. More specifically, MMORPG players, a subtype of role-playing games, are at greatest risk. These games, characterised by impunity, 

invulnerability, and gratification, allow attitudes that would be unthinkable in real life. You can create an a-la-carte identity in a persistent world and fulfil fantasies that allow players with 

low self-esteem to create characters that are removed from reality. Technology favours the dissociation of reality and desires, leading to disconnection. The consequences of the 

excessive use of this type of game are interpersonal conflicts, guilt, abandonment of school or work obligations... 
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The Internet is attractive to young people thanks to the instant reward it provides and its interactive nature, among other reasons. Excessive use may lead to risks, such as 

addiction, inappropriate content, cyberbullying, loss of privacy, self-delusion, and histrionic and narcissistic behaviours. This excessive use may lead to consequences, such as 

isolation, low academic or labour performance, behaviour disorders, a sedentary lifestyle and obesity. The risk factors that might predispose people to this use may be personal 

(personality or emotional state, psychiatric issues, lack of consistent affection), family-based (rigid or inconsistent) and social (isolation and easily influenced). On the other hand, 

there are protection mechanisms: personal (self-esteem, social skills) and family (communication, rules, example) resources. 
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The article explains the results of a qualitative study conducted on a sample of the Basque Country population on the motivations and perceptions of youth regarding gambling. The 

results display that young men gamble most, that gambling is prevalent among young people, that they see it as an opportunity to obtain money, that gambling is usually a group 

activity and that the main gambling games are sports betting, in person, and casino games. The presence of gambling among young people has increased since the emergence of 

the Internet and it is in this area where the greatest problems arise. It states that prevention must start in the early childhood, in the field of education for health, and that publicity 

and control of access to gambling sites for minors should continue to exist. 
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