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Abstract
The purpose of this study was to investigate the relationship between online participation
and adolescent self-concept. Specifically, this study examined (a) how online
participation differed across five online venues (Multi-player Online Role Playing
Games, Chétrooms, Instant' Messagipg, Email, and Néwsgr(_)ups/Forpms), as a function of
gender and age, (b) th sul;j ective importanée of onliné Vem;es and the nature of online
relationships influenced domain an_d general self-concgptions, (c) whether online self-
conceptions moderate the relationship between domains of self-concept and global self-
worth, and (d) whether online self-conceptions mediate the relationship between domain
self-conceptions and global self-worth. A total of 363 (184 males, and 179 females)
students, whose ages ranged from 11 to 19 years of age, participated in this study.
Overall, males used Multi-player Online Role Playing Games, Chatrooms, and
Newsgroups/Forums more than females, while females tended to use Email and IM
slightly more than males. With regards to Internet participation and self-concept,
significant main and interaction effects were found: however, these effects varied
according to the online venue, the domain of self-concept, and with whom the
adolescents were participating. Additionally, moderation and mediation effects were
confirmed for some online venues, thus suggesting that a relationship between online

participation and self-concept exists. Several recommendations for future research are

discussed.
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Introduction

Computers and the Internet are prevalent around the world. The Internet is a
pervasive entity, and has been integrated into the daily lives of millions of people (Bargh,
McKenna, & Fitzsimmons, 2002; Gross, Juvonen, & Gable, 2002; Turkle, 1995, Wallace,
1999). With the prevalence of the Internet comes a host of different online venues in
which Internet users are becoming increasingly immersed and connected. This intricate
network of online media has created virtual environments and subcultures, complete with
their own norms, values, and stereotypes (Evans, 2001; Turkle, 1995, Wallace, 1999).
Furthermore, like the various environments present in the physical world, a number of
online environments exist within the Internet, including Chatrooms, Online Role Playing
Games, Email, Personal web pages, Instant Messaging, and Sales and Auctions.

With the emergence of these online media comes a plethora of psychological and
social outcomes that have only begun to be examined. Unfortunately, despite the clear
importance of assessing the effects of virtual realities on people’s lives in the physical
world, only a few empirical studies have been conducted, and existing findings are
equivocal. The specific topic of the present study is the relationship between online
participation and aspects of self-concept. Although the self-concept literature is well-
established, very little research has examined the relationship between self-concept and
Internet use; therefore, the purpose of this study was to examine the relationship between
adolescents’ online engagement and their self-concept.

Literature Review

The sections to follow will: a) discuss self-concept and its importance to

adolescent development; b) explore five types of online environments and their impact on




adolescent development, ¢) examine some positive and negative outcomes of online
participation, and d) divide online environments into distinct dimensions.
Self-concept and Adolescent Development

Self-concept is of particular importance during adolescence because many
simultanedusly occurring physical, social, emotional, and other developmental changes
occur during this period. That is, individuals undergo puberty and associated physical
changes, increase their abstract thinking abilities and other aspects of cognitive
development, search for independence and autonomy, and experience an inundation of
different social expectations (Brooks-Gunn; 1987, Harter, 1999). With this influx of
changes, adolescents are at increased risk for various externalized (e.g., delinquency,
substance abﬁse) or internalized (e.g., depression, feelings of irritation, disruption to
sleep) problems (Berrymaq, Smyth, Taylor, Lamont, & ..Ioiﬁe:r,‘2002).i_._

Self-céncept hag been linked to many of these problemé (Prout & Pfout, 1996).
For example, lower self-image or self-concept was found to be the best predictor of
depression in adolescents (Teri, .1982). Also, adolescent delinquents have been shown to
have lower global self-conceptions than their non-delinquent peers (Haddock &
Sporakowski, 1982). Additionally, global self-concept has been linked with many issues
related to well-being and development, including emotional stability (Brandtstadter &
Werner, 1994; Cole, Scott, Martin, Lachlan, & Seroczynski, 2001; Labouvie-Vief,
Chiodo, Goguen, & Diehl, 1995), high self-esteem (Campbell, 1990; Kermis, Cornell,
Sun, Berry, & Harlow, 1993), positive mental health (Colvin & Block, 1994; Taylor &

Brown, 1988, 1994) and identity (Campbéll & Assanand, 2000; Turkle, 1995; Wigfield,

& Karpathian, 1991).




Despite a wealth of existing empirical reséarch on self-concept and the
importance of knowing oneself, no universally accepted definition of the phenomenon
exists. One of the most widely accepted models of the self, however, is Harter and
Marsh’s .(Harter, 1999; Marsh, 1986, 1987) hierarchical model. Harter and Marsh
independe'n'tlﬁy created hie>rarchica1'1y arl‘range::di models for deﬁninglthe various aspects of
the self. Within their hierarchical models of self—concept, an individual’s perception of
specific behaviors in a pafticular domain (e.g., good at sports, liked by friends, too tall)
forms the base of the model, more general domain perceptions (e.g., physical ability, peer
relationships, and appearance) form the upper branches of the model, and an overarching
general or global self-concept forms the apex of this hierarchy (Harter, 1999; Marsh,
1990b; Marsh & Hattie, 1996; Marsh & Shavelson, 1985; Wigfield & Karpathian, 1991).

As the branches of the model descend, an individual’s self-concept in more
specific domains becomes increasingly situation specific and, consequently, less stable.
This is particularly true for adolescents. As certain domains become more important to
them, these subjectively central domains strongly inform their general self-concept
(Harter & Monsour, 1992). In fact, research on adolescent general self-concept has found
that the self-structure during this developmental period is disorganized, inconsistent, and '
often conflicting (Harter, 1999). Moreover, adolescent success in organizing, stabilizing
and developing a high or a positive global self-worth influences their overall
development. The domains that have been found to have the greatést influence on

adolescents’ global self-concept are physical appearance and ability, and peer and social

relations (Harter, 1990a, 1990b).




Physical Appearance and Physical Ability: During puberty, adolescents are
painfully aware of their physical changes and are very sensitive to what others think of
them (Harter, 1990c; Lapsley & Rice, 1988; Rosenberg, 1979). Moreover, as noted, the
domain of physical self-concept has repeatedly shown to be the primary predictor of self-
. esteem and of adolescents’ general or overall perceptions of their self (e.g., Clifford,
1971; Harter, 1990c, 1993). Specifically, as perceptions of physical appearance and
ability increase, so does an adolescent’s level of overall self-concept (Adams, 1977;
Harter, 1993; Lerner & Karabenick, 1974; Simmons & Rosenberg, 1975). Conversely,
adolescents who view themselves negatively in terms of their own physical appearance
and abilities also tend to have lower overall self-conceptions (Harter, 1993; Lerner,
Orlos, & Knapp, 1976; Ryckman, Robbins, Thornton, & Cantrell, 1982). Previous
studies conducted by Marsh (1989) and Harter (1988) have found that males tend to have
higher self perceptions of their physical abilities and appearance than do females.

Peer and Social Relations: After physical appearance/ability, social acceptance is
consistently found to be the next highest predictor of self-concept in adolescents (Harter,
1990a, 1990b, 1990c; Marsh, 1989). Adolescents are preoccupied with what others think
of them (Harter, 1990c; Lapsle}f & Rice, 1988; Rosenbgrg, 1979) and, in particular, what
their parent“s,'friends, and peéfs thinkﬂof them (Berndt, 1999;Birch & Léldd, 1’996; Harris,
2000; Vandell, 2000; Wentzel, 2002). Although all kinds of social relationships play
important roles in shaping adolescent global self-concept, peers serve a critical function
in self-concept development during adolescence (Asher & Rose, 1997; Berndt, 1999;

Harris, 2000). According to group socialization theory, people who identify with a

particular group take on the behaviors and attitudes of that group, with children learning




to behave outside of the home by identifying with a group of others who they perceive to
be similar to them (Asher & Rose, 1997; Berndt, 1999; Harris,.2000; Vandell, 2000).
With regards to the self-conceptions adolescents have of their own peer and social
relationships, Lavoritano and Segal (1992) found that girls scored higher than boys in the
Close Friendship domain, but sex differences on the Social Acceptance subscale were not
significant.

Additionally, close friendships are critical for the social-emotional adjustment of
individuals, especially during adolescence. Previous research has demonstrated that
adolescents who experience positive relationships with friends and feel accepted by their
peer group generally function better socially, emotionally and academically. In contrast,
adolescents who are rejected from or neglected by their peer groups, or who do not have
positiye relationships with friends, are at increased risk of loneliness, depression and
aggression (Asher & Rose; Berndt, 1999; Birch & Ladd, 1996).

In summary, it has been well established that physical appearance and ability, as
well as peer environments and cultural contexts, influence the development of self-
concept in adolescents. However, a question that remains is how these factors affect
development in domain and global self-conceptions when adolescents are immersed in an
increasingly technologically advanced world. This question is particularly salient
because physical appearance and social relations are two domains of self-concept that are
highly susceptible to being affected by online involvemént. Specifically, online venues
easily permit individuals to portray themselves as having different physical abilities and

appearances because there is usually no visual contact between people on the Internet.

Many online venues are also designed specifically to facilitate social interactions and the




. development of relationships (e.g., chatrooms). Even those venues that are not designed
for social interaction per se are often frequented by individuals who' share a common
interest (e.g., online gaming, Newsgroups). The main purpose of this study is to
empirically determine how involvement in online venues and online participation is
related to adolescent self-concept in certain domains, and whether online involvement has
a direct or indirect influence on global self-worth.
Online Environments

In this technologically progressive world, various emergent technologies, such as
electronic mail (Email), online games, chatrooms, and WebPages, have opened the doors
of communication, entertainment, and knowledge to adolescents worldwide. | Many
Canadian adolescents have an Email account, use Instant Messaging, participate in
chatrooms, an(i play online gan_ieé (Environics.Group, 2001). 'Thesé-oﬁline venues may
contain overlapping norms and reguiations that are characteristic of the larger Internet
environment; however, each médium is aléo fundanientally different in the way it
‘ funqtions and in the way individuals use it (Environics Group, 2001; Turkle, 1995;
Wallace, 1999). The four environments most widely used by adolescents — multi-player
online role playing games, chatrooms, Instant Messaging, and Email — were the focus of
this study. However, a fifth online medium, namely Newsgroups/Forums, was also
examined. Although Newsgroups/Forums were not found to be among the primary
venues in which adolescent_s are immersed (Environics Group, 2001), it was included to
determine how a less interactive environment is related to adolescent self-concept. What

follows is a fuller description of these five venues.




Multi-player online role-playing games: Multi-player online role playing games
(MORPGs) require participants to login anonymously and to create a role-playing
character that may or may not be equivalent to the self they portray in their physical, or

“real”, world ‘Turkle’s ( 1995) and Wallace s (1999) descrlptlon of an onllne gaming
genre, the text based mult1 -user dungeon (MUD) prov1des a general 1dea of some of the
role playing game environments that continue to exjst today. MUD:s allow users to
- engage in real-ti;ne role-playing adventures in whiah they create and eauip a character
and use this character to explore the gaming environment and accomplish goals, while
simultaneously interacting with the characters of other logged-on users. Players must
select the physical attributes, abilities and powers, and personality styles of their
characters. Often, these characteristics are not a reflection of their own attributes in their
physical, offline world. For example, depending on the specific gaming environment, a
shy, physically small 13 year old boy could either don the persona of a swashbuckling
spaceship pilot who specializes in smuggling, or choose to be a beautiful Elvin sorceress
with the power to cast devastating spells on “her” enemies. While text-based MUD
environments were predominant as recently as seven years ago (Turkle, 1995), they are
rapidly being replaced by graphically-based environments, in which users maneuver a
physical character around interactive environments that are displayed in high-resolution
graphics with sound (Incan Monkey God Studios, 2002), such as Everquest, Star Wars
Online, and the SIMs.

Anonymous Chatrooms: This type of online venue allows individuals to login and

chat with others who can be identified only by nickname. This environment differs from

MORPGs, in which users interact with others in order to accomplish other game-related




goals. Instead, the social space of online Chatrooms is used primarily for interacting and
chatting with others in real-time on a wide variety of topics including: politics, gardening,
religion, music, sex, and television shows (Turkle, 1995). Chatrooms are not perceived
as games but rather venues in which one can communicate with others online, with users
“talking” back and forth by typing messages to each other.

Instant Messenger: Instant Messenger (IM) allows individuals to communicate to
an identifiable other (e.g., friend, co-worker, family member) via text messaging
windows. This textual avenue for communication allows users to see which friends are
online and, due to its dyadic, private, and real-time nature,. is comparable to talking on the
phone or meeting with someone face to face (Gross, et al., 2002). Recent research
conducted by the Pew Internet and American Life Project (2001) has indicated that IMing
has become a primary mode of communication for middle and upper class adolescents.
While IM use has not replaced traditional after-school activities for adolescents (i.e.,
clubs, sports, or meeting face to face with friends), this mode of communication has
provided adolescents another avenue to communicate and create closer relationships with
their friends (Gross, Juvonen, & Gable, 2002).

Email: Emaii communication I_ias beconle a popular formﬂ of communication
around the world (Holliday, 1999; Russell & Cohen, 1997, Warschauer, 1996). Email
differs from regular mail in a number of significant Ways. In compérison to postal letters,
transmission is far more rapid, costs are more likely to be fixed, and the format is more
conducive to shorter, more frequent communications. As with regular mail,
communication over Email can be casual, formal, or intimate, depending on the

relationship between the two corresponding individuals. Also, Email does not occur in



real-time (i.e., the person to whom the message is being sent does not have to be online at
that time). Research on Email use suggests that those who interact across cultures via
Email become more aware of other cultures and theif language (Cohen & Miyake, 1986),
and students who Email internationally tend to be more open to sharing information (Ma,
1993). Furthermore, Barker and Kemp (1990) found that students interacted and
exchanged essays and other written work for commentary and criticism by their peers
more frequently over Email.

Newsgroups and Forums: These venues allow subscribers to read the thoughts
and ideas of others, without any direct interaction with other Newsgroup subscribers.
Subscribers can choose to post and respond to the submissions (referred to as posters) or
participate only by reading the posts of others (referred to as lurkers). Newsgroups and
Forums do not occur in real-time, in that individuals can log on at any time to see what
submissions have been added to the ongoing Forum. Little research has been conducted
regarding the effects of Newsgroup usage on self-concept, although McKenna and Bargh
(1998) have found a link between identity and participation. The status of a subscriber
(lurker vs. poster) significantly affects his or her acceptance of self and his or her
socialization with others (i.e., posters placed more import on group identity, were more
affected by others’ opinions, and had higher self-acceptance). Additionally, it is possible
that, at least for people who are posters, Newsgroups function in a similar manner as
subculture-specific print media (e.g., skateboarding magazines), or to a bulletin board or

editorial page for posting ideas and messages, but their interactive nature (1.e., users have

the ability to post their opinions and receive feedback) may lead Newsgroups to have
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different influences on the development of self-concept than magazines and books which
are targeted to a specific topic.
Anonymity and Synchronicity of Online Environments

A multitude of different online environments exist; however, this study focused
on the five described above. Specifically, this study sought to identify the aspects of
these five virtual avenues that are most related to self-concept. As such, self-concept was
examined in terms of two characteristics that cut across the five environments: 1)
Anonymity of the environments, and 2) Synchronicity of the environments.

For the purposes of this study, non-anonymous environments were defined as
online venues where participants are likely to interact with people who they also know in
the offline v‘_vc‘).rld. Two such mediums included Email and IM; these envirpnments were
more likely to beused by individuals’v.'vhoi ;ﬂso, knew each éther ofﬂme and used online
communication to supplement their offline relationship (it is recognized that it is possible
for people to only know each other tlﬁough Email of IM‘and.ndt in persoﬁ, but this is not
usually the case) (Environics Group, 2001). In contrast, anonymous environments
referred to online arenas where individuals interacted primarily with people they did not
know offline. The three types of anonymous environments examined in this study were
MORPGs, chatrooms, and Newsgroups/Forums. Again, although it is possible for
individuals to engage in these online venues with people they also know offline, previous
research has shown that the majority of individuals who participéte in these environments
only know each other online ( Environics Group, 2001).

For Synchronicity, asynchronous environments referred to venues where the

medium of communication did not require participants to be online at the same time to
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interact with each other. Email and Newsgroups are examples of virtual avenues that fit
into an asynchronous online environment, with the former being analogous to sending
postal letters and the latter being analogous to using a community bulletin board or
editorial for posting ideas and messages. Synchronoy& environrpen_zs; on the other hand,
are avenues where parti-cipants fnust invteractkw'ith each— other in real-tirﬁe, and is
comparable to talking on the phone or meeting face-to-face. Examples of this form of
online communication include role playing games, Instant Messenger, and chatrooms.
Online Dimensions

One of the priméry focuses of this study was to examine what personal
dimensions of the environment most influences adolescent self-concept. Two dimensions
of online participation were examined: 1) the importance adolescents place on the online
environment (Online Importance), and 2) whether their online interactions are socially
oriented or not (Social).

Previous research has found that the greater importance or meaning an individual
- places on a certain activity or issue, the more influential that activity or issue is for his or
her self-concept (Harter, 1990a); as such, it was hypothesized that adolescent self-
concept would vary according to how important that venue was to them. Social
Dimensions of an online avenue, on the other hand, refers to the nature of the relationship
individuals who participated ih these online mediums had with each other. For this study,
participants who frequented a virtual avenue with the primary purpose of carrying out the

goals for which the medium was created (e. g., to discuss plants, express an opinion on an

issue, or destroy as many mutant zombies as possible) was defined as participating in this

environment to complete a certain task. For example, an individual who frequented a
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chatroom dedicated to discussing movies and discusses issues relevant to movies was
said to visit this chatroom for a task related purpose. Similarly, individuals who engaged
in MORPGs in order to win the game would was said to frequent this gaming
environment for task purposes. Alternatively, individuals who engaged in a virtual arena
to facilitate friendships or more personal bonds with other participants were said to
frequent these environments with a social purpose in mind. For example, individuals
who visited a Chatroom devoted to discussing cars, but who had developed more
personal relationships with other participants in this chatroom, and now participated in
the chatroom to socialize on a more personal level, were said to engage in this venue
primarily on a social dimension. Similarly, individuals who formed close friendships
within an MORPG gaming environment and spent their online time devoted to discussing
personal issues with these friends, rather than to accomplishing the goals of the game
were thought of as using the gaming environment for social purposes. Given that peers
and friendships play a critical role in the developing adolescent, it was hypothesized that
the nature of the relationship (whether social or not) participants had with those with
whom they interacted would determine how influential that online environment would be
for that indiyidﬁal’s self-concept.
Online Self-Concept

To understand how online environments might influence the relationship between
domains of self-concept and overall general self-worth, this study explored whether
online self perceptions acted as a mediating and/or moderating link between domain
specific self-concept and global self-worth. Since individuals have the potential to

change their physical appearances and abilities online, and are given the opportunity to
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build close friendships and feel accepted by others (two predictors of global self worth),
it is likely that these self perceptions might differ from their offline perceptions and
differentially influence their overall self worth. For example, if an adolescent plays a
particular MORPG and lives through a character that possesses physical charécteristics
she wishes she possessed offline (i.e., a beautiful Elvin princess with long blond hair and
the physical ability to gracefully slay zombies), the perception she has of her online
character, or self, will likely differ from her offline self-perception of physical ability and
appearance. Similarly, previous research has found that some online environments are
conducive for the development of close friendships and feelings of acceptance (Gross,
Juvonen, & Gable, 2002). These online close friendships and feelings of acceptance
might be different from one’s self-perceptions of close friendships and social acceptance
offline.

Because physical appearance and physical ability have been found to be strongest
predictor of global self-concept, it can be inferred that the extent to which an individual is
satisfied with her online physical appearance and ability might act as a moderator and/or
a mediator of her offline self-perceptions of physical appearance and ability and, as a
result, her global self worth. Similarly, it is possible that an individual’s online
relationships may moderate and/or mediate the relationship between his offline social and
friendship self-conceptions and his overall self-concept, because social relationship and
close friendship sélf-conceptions are also consistent predictors of self worth. For
example, if an individual has low self-perceptions of his close friendships offline, but
feels socially accepted and has close friendships online, the possibility that his online

close friendships acts as a mediator, by suppressing the debilitating relationship between
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offline self concept of close friendships and general self worth, exists. Alternatively, it is
possible that the interaction between an individual’s high offline self-perceptions of
physical ability and high online self-percebtions in this domain work together to
synergistically increase overall general self-concept.
Online Participation and Self-Concept in Adolescents

This study addressed how participation in the five online environments described
above was related to self-concept in adolescents. Because adolescence is a transitional
period during which individuals are in the process of redefining their sense of self, the
potential influence of these online mediums on development is profound. Although no
study has specifically examined the relationship between online engagement and
adolescent self-concep@, a body of research concerningv. the beneficial and detrimental
influences of online participation on géheral human developrﬁeht has bégun to emerge.

Beneficial Influences: Previous studies have shown that anonymous, synchronous
online environments, such as MbRPGs and'Chatroom.s, provide individuals with the
opportunity to communicate with others, experience different perspectives, and
experiment with alternative selves (Turkle, 1995). The implications of this finding for
self-concept development in adolescents are critical. For example, Turkle (1995)
explains how these anonymous online venues assist individuals in opening their minds to
different perspectives as they experiment with different roles. This has implications for
the development of empathy and an understanding of the motives behind certain actions.
Rosenberg (1986) explained that, “It is through role-taking and social interaction that t.he

individual discovers an inner psychological world, conceptualizes the self in terms of

interpersonal relationships, rests conclusions about the self on logical and evidential
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foundations, and anchors knowledge about the self within the self” (page 1 19). These
unknown online environments also give adolescents a private venue for role playing and
redefining their self-concept. By interacting with others online, and experimenting with
differen; ‘perspe'ctive‘s and roles, online;»\}enues provide adoleséenfs with the opportunity
to experience and understand things from different points of view, thus aiding them in
developing.empathy, which is a cr‘i»‘.tical ingredient for so;:ial, emotional, and academic
development (Cohen, 2001; Harter, 1999; Schonert-Reichl & Hymel, 1996). Turkle
(1995) also describes how interacting in these online avenues reveal aspects of

- individuals they may not have previously realized they possessed. Additionally, some
online participants have reported feeling more confident in their abilities, and applied this
newfound confidence in their “real” physical world.

Additionally, these anonymous online environments give adolescents a private
venue for role playing and déveloping the various domains of their self-concept. Bargh
et al. (2002) describe how the anonymity of this online community “enables one to
express oneself and behave in ways not available in one’s usual social sphere, both
because one is free of the expectations and constraints placed on us by those who know.
us, and because of the costs and risks of social sanctions” (page 35). Because these
online communities allow individuals to explore their alternative selves in a secure
environment, the only accountability they experience for the online self they choose to be
occurs within this online environment, rather than in the external world (Bargh, et al.,
2002; Turkle, 1995). The non-visual interface of virtually all current Internet mediums

permits users to present themselves as having different physical characteristics than they

do offline, which may have several vital implications for adolescent self-concept.
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Because the combined self perceptions of one’s physical appearance and physical ability
are the strongest predictor of self-concept (Clifford, 1971; Harter, 1990c, 1993), it
becomes important to determine whether online presentations of physical appearance and
physical abilities influence real world domain specific self-perceptions and,
consequently, their overall sense of self-worth.

In addition to giving individuals an avenue for exploring their alternative-selves,
participation in online avenues also allows for the fostering of relationships and
friendships with others. Research suggests that, when individuals feel connected with
school-based peers, they use the Internet to exploré more opportunities for social
interaction (Gross, et. al., 2002). Furthermore, Dietz-Uhler and Bishor-Clark (2001) have
found that face-to-face classroom discussions that were preceded by computer
communication are perceived as more enjoyable than face-to-face discussions alone.
Additionally, Bargh et al, (2002) found that, compared to face-to-face interactions,
individuals are better able to present their true or inner selves, have these selves accepted
by others, and build intimate and close relationships with the individuals they relate to in
an online setting. |

Adolescenée 1s a period dufing which individuals long ‘for co}nmunion and
relationship, and tend to form their self-concepts in terms of their relationships with
others (Harter, 1999; Rosenberg, 1986): v‘Consequent.ly, friendship:s high in stability and
in the disclosure of intimate thoughts and feelings can heighten adolescents’ feelings of
self worth; thus, leading to the demonstration of more positive social behaviors and an

increased sense of self (Berndt, 1999). Given this, engagement in public forms of online

avenues could play a positive role in self-concept development. Of great import are the
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findings that Internet relationships can be as durable as face-to-face friendships, and that
most individuals who formed these relationships/friendships were individuals who tended
to be socially anxious or lonely, but felt accepted and liked in online communities
(McKenna et al, 2002). It appears as if friendships maintained through non-anonymous
online environments (Email or IM) have an equivalent function as face-to-face
friendships, in terms of the self-concept development process. Because peers and social
acceptance are second only to physical appearance and ability as the best predictors of
general self-concept, it is likely that adolescents who feel accepted online will have
higher general self-conceptions (Harter, 1990c; Harter et al., 1991). This possibility,
however, requires empirical verification.

Detrimental Influences: Researchers have also found that, as Internet use
increases, so does its potential to negatively impact the psychological well being of the
participant (e.g., depression, loneliness, feelings of helplessness, anxiety and/or guilt)
(Morahan-Martin & Schumacher, 1997, as cited in Wang, 2001). Furthermore, there may
be negative consequences of experimenting with these alternative selves online and then
returning to the “real” physical world. Online gaming, in particular, has the potential to
blur “the boundary between self and game, self and role, self and simulation” (Turkle,
1995, p. 192). The potential consequences of this blurring of boundaries on adolescent
self-concept remain unexamined. If adolescents are using MORPGs or Chatrooms as an
avenue to escape from the real world (Turkle, 1995), there may be negative implications
for their ability to cope with the problems of the physical world. Although further

research on the impact of this “online escapism” is required, it is possible that this

blurring of ofﬂine’féality and online lifev could contribute to adolescents%dei\/éloping
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unrealistic self-appraisals (i.e., they come to believe that they actually have the abilities
and characteristics of their game character). Alternatively, it may lead to a retreat into an
online life accompanied by a disengagement from activities in the physical world
(Turkle, 1995; Wallace, 1999).

In addition to the issues surrounding blurring of online and offline realities,
concern has been shown in the area of Internet addiction, or Pathological Internet Use
(PIU) (Chou & Hsiao, 1999; Davis, 2001; Morahan-Martiﬁ & Schumacher, 2000). PIU
is deﬁned as those individuals who are dependent on a specific function of the Internet.
While Internet technology can increase the severity of some traditional addictions (e.g.,
gambling), the principal issue in the present context is a dependency on online social
interaction opportlinities, such as Chgtrooms and MORPGs k '

Addiﬁonaliy, because })revious literatu;e also indicétes that adolescents tend to
compartmentalize their alte_rnative selves and have difﬁéul_ty combining and integrating
them across social contexts (Case, 1985, Fischer, 1980; Higgins, 1991 in Harter, 1999), a .
question arises as to how these adolescents combine and integrate not only their selves in

| general, but thejr online selves with their offline selves. Closely related to this is the
question of how different domainé of self-concept might be integrated with or influenced
by online engagement and, subsequently, how this impacts adolescents’ feelings of
general self-worth.

Summary

As Internet communities become increasingly pervasive, the potential impact of

these environments on adolescent self-concept is profound. These online avenues not

only give adolescents a relatively safe place to explore alternative selves as they develop
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their self-concept, but also provides them with an outlet for experimentation, an
opportunity to build long lasting and valuable friendships, and the opportunity to adopt
different perspectives — all of which will have been shown to posi?ively influence the
developxﬁen’t of adolescents’ sense‘.of self. U'nfortunate.ly,’ adolescents ma§ also become
lost in these online worlds and retreat ﬁom physical reality, with their se;lf-concept
development being negatively influenced as they become more susceptible to PIU,
depression, and loneliness (Chou et.al., 1999; Davis, 2001; Morahan-Martin, et.al., 2000
Turkle, 1995; Wang, 2001).

Adolescents undergo a plethora of physical, cognitive, social, and emotional
changes as they struggle through puberty; changes in social expectations, and changes in
how they see themselves. It appears as if involvement with online mediums has the
potential to both help and hinder with this stage of development. The degree to which
these helpful and detrimental effects are related to the domains of self-concept and to
their global self-worth were explored in this study.

| Purpose of this Study

Although previous studies have examined self-concept and how it develops for
adolescents, as well. as how online environments are related to different aspects of the
development of self, no existing research has specifically explored the relationship
between online socialization and adolescent self-concept. This was the purpose of this
study. Specifically, this study examined how participation in online environments was
related to adolescents’ domain specific self-concepts and global self-worth, as well as

whether aspects of online socializing mediated and/or moderated the relationship between
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the different domains of self-concept and overall self worth. Five specific Questions were
addressed in this study, as described below:

Question one. How does online participation differ for each of the online
environments, as a function of age and gender? In terms of the online venues, it was
expected that, in keeping with previous research, boys would be more likely to play
MORPGs (Environics Group, 2001; Subrahmanyam, Greenfield, Kraut & Gross, 2001).
In terms of chatrooms, IM, and Email, however, it was predicted that participation in
these mediums would be equivalent across genders. There is insufficient prior evidence
to allow for directional hypotheses of gender differences in the Newsgroup/Forums
venue, but the possibility that such differences exist is not to be discounted. In terms of
age, engagement in all the environments was expected to increase with age (Environics
Group, 2001).

Question two. The second research question examined whether and how, online
engagement differed in terms of the Anonymity and Synchronicity of the online venues.
Doing so provides a mechanism for determining whether it is the type of online venue
(1.e., anonymous, synchronous), rather thap the specific envirqnment itself, that is the
critical componént iﬁ accounfing fér developmental and genderéa Internéf use patterns.

Question three. The next research question explored the influence of who the
participants in this study werve actually interacting with online (whether they knew them
offline or only knew them online) on domain specific and global self-concepts. In
addition, this question was aimed at understanding how the dimensions of online

mediums (i.e., the subjective importance of each venue; the nature of the online

relationship) influenced domain specific self-conceptions and global self worth, as a
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function of age and gender. Because adolescence is a time when individuals long for
close friendships and acceptance by others, it was anticipated that participants who use
the Internet for social reasons and place a high importance on that usage (perhaps
associated with greater feelings of acceptance if they have made many online close
friendships) would have higher social, peer, and global self-concepts. Alternatively, if an
individual frequents an online avenue for other reasons (e.g., to play a game) and
identifies less with that venue, his/her social and peer self-conceptions and global self-
worth would be minimally related to his/her online participation.

This question also explored the interaction of who participants were interacting
with (Known vs. Unknown) and the dimensions (importance they placed on the venue
and whether they used the venue for social or other purposes), and how this influenced
domain and global self-concept. It will be interesting to see whether adolescents who
communicate with people they do not know, and place high importance on this
communication, have lower or higher general self-concepts.

Question four: Another important issue thi.s study examined is whether online
self-concept moderates the relationship between the domains of self-concept and global
self-worth. Previous studies on the Moderation Model (Baron & Kenny, 1986;
Holmbeck, 1997) have explained that a moderator variable falls between the causal
pathway of two variables (an independent and a dependent variable, respectively); that is,
if an independent variable has a direct influence on the dependent variable, the interaction
between the moderating variable and the independent variable will work together in

influencing the dependent variable. Two moderational hypotheses have been derived,

one for each of the self-concept domains: In terms of physical appearance/ability, it was
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expected that the extent to which an individual is satisfied with his online
ability/appearance will interact with his offline perceptions in this domain in influencing
global self-worth. For example, if an individual has low self-perceptions of his physical
appearance offline and low online self-perceptions in this domain, it is predicted that the
interaction between these two variables will further decrease his global self-concept.
With respect to social and peer relationships, it was predicted that if an individnal has
high offline self-conceptions in this domain and high online self-conceptions in this
domain, the marriage of these two variables will be associated with an even higher global
self-concept.

Question five. The final research question that was addressed is whether online
self-conceptlons med1ated the relatlonshlp between offline self—conceptlons and global
self worth. Baron and Kenny (1986) and Holmbeck (1997) clarify a mediating
relationship as a relat_ionship where a mediating var@anle“ (online self-concept) suppresses

the effects of the independent variable (offline nelf-concept), thus changing the influence
the independent variable has on the dependent variable. Two mediational hypotheses |
were derived in accordance to the self-concept domains examined in this study (physical
appearance/ability, and social/peer relationships). If an adolescent is not satisfied with
her offline appearance/ability, but finds satisfaction with the physical appearance/ability
she creates in a virtual environment, it is expected that the high sense of virtual
appearance and ability will suppress the debilitating effects of her offline
appearance/ability on her overall self-worth. Similar patterns were expected in the

domain of social and peer relationships; that is, it was predicted that the extent to which

individuals feel accepted online, and the extent to which they have close online
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friendships, would mediate the relationship between his or her offline peer and social
relationships and his/her global self-worth. For example, if an individual has lower
offline self-perceptions of her peer relations (and consequently ha§ lower‘ global self-
concept) but has high Oniine Self-f)éfceptions of her peér rélatioﬁs; then her online self-
perceptions will mediate the relationship between offline self-perceptions and global self-
concept; thus increasing her global self-concept. |
Methodology

Participants

Participants for this study included 369 students from three middle and two high
schools in the lower mainland of British Columbia. Students in grades 6 through 12 were
recruited to ensure the sample included individuals at all stages of adolescence. All
participants were between the ages of 11 and 19 at the time of data collection, and the
gender split was 184 males, 179 females.
Procedures

This study involved two phases. The first phase involved designing appropriate
measures and pilot testing to assess the adequacy of those measures. Because this is the
first study of its kind, it was necessary to develop a questionnaire to assess the
characteristics and dimensions of online participation. Questions were developed from
existing théory and collaboratively constructed by a team of researchers with expertise in
measurement, test construction, quantitative and qualitative methods, child and
adolescent development, and technology/Internet use. Regular research meetings were
scheduled to discuss and refine the questions before the questionnaire was administered

to five students (in grades 6 — 9) to assess their clarity. The students reported that they
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understood all the questions, and made only minor suggestions for changes, so no
piloting of the measure with older students was deemed necessary. Changes were made
to the initial questionnaire on the basis of the feedback from the pilot participants.

Questionnaires were group-administered to middle and upper middle class
students from the lower mainland of British Columbia during class hours, after a brief
introduction and explanation of the purpose of the study. To ensure that students clearly
understood the items, research assistants were available to individually address any
confusion that arose. Most students were able to complete the questionnaire in 30 — 45
minutes.

The survey was divided into seven sections: Demographic information, MORPGs,
Chatrooms, IM, Email, Newsgroup/Forums, and Marsh’s Self Description Questionnaire
II.  All participants were asked to complete the demographic information and Marsh’s
self-concept scale. Participants were not asked to complete the sections regarding the
online environment(s) which they did not frequent. A copy of the questionnaire can be
found in Appendix A, and parent/student information forms can be found in Appendix B.
Measures

Demographic Information: Demographi;: i.nformation regﬁding age; gender,
grade, and native language were collected (see Appendix A, questions 1, 2, 3, and 6), in
multiple choice formats, to gain a better understanding of the type of students answering
the questionnaire. Both age and gender were used as independent variables and as
control variables, depending on the research question. The age of participants were

categorized according to their stage of adolescence (early, middle, or late). Early

adolescence included those who were between the agesof 12 and 13, rhiddle adolescence




25

encompassed those between the ages of 14 and 16, and late adolescence consisted of
participants between the ages of 17 and 19.

Primary language spoken at home was also included as a control variable to
account for cultural diversity in highly verbal venues (such as IM and Email). Note that
it was not included in Chatrooms due to the low 7 for this venue. Dummy variables were
used in the creation of this variable. Participants who indicated they primarily spoke
English at home were assigned a 1, while those who indicated as primarily speaking a
language other than English at home were labeled as 0.

Time Spent in online venue: This variable acted as a dependent variable and was
used to identify gender and age differences in the amount of time participants spent in
eéch online venue. For each online medium examined in this study, participants were
asked to choose, from a set of between two and four multiple choice responses
(depending on the subscale), how much time they spent in a specific online environment
per week, per day and in one sitting (refer to Appendix A, questions 9 to 11 for an
example). To create a total score for time spent in each venue, the mean scores for each
of the time spent variables, for each online medium were calculated. The mean and
standard deviations are: M =1.82, SD =2.70 for MORPGs; M= .83, SD=1.81 for
Chatrooms; M = 4.36, SD = 3.26 for IM; M = 2.54, SD = 1.59 for Email; M = 1.68, SD =
2.84 for Newsgroups/Forums.

Anonymity vs. Synchronicity. These variables (anonymous and non-anonymous;
synchronous and asynchronous) were created to assess whether examining online
participation according to anonymity or synchron1c1ty, rather than by spemﬁc online

medium, would be a better way of exammmg gendered and developmental Internet use
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patterns. The Anonymity variables were created by calculating the mean time spent in
anonymous venues (determined by previous research to be MORPGs, Chatrooms, and
Newsgroups) and the mean time spent in non-anonymous venues (IM and Email).
Similarly, the Synchronicity variable was created by calculating the mean time spent in
synchronous environments (MORPGs, Chatrooms, and IM) and for asynchronous
environments (Email and Newsgroups/Forums).

Known vs Unknown Comm.unication: T(; determine whether adolescents in this
study were participating with people they knew offline or did not know offline, a Known
Vvs. Unkﬁown variéble was created for each online venue. Participants were asked to
record, on two 5-point Likert scales (/ = Disagree and 5 = Agree) for each online
environment, the " extent to wPich they partibipated in anjciéifain,qnline a-\}e}?ﬁe with people
they know offline, and the extent to which they participated with people they do not
know offline (see Apbéndix A, question;;i and 73-'for an example). To obtain a total
score for whether they were participating with people they know offline or do not know
offline, scales were reverse coded where necessary and the mean scores for each question
in the scale, for each participant, was calculated. Higher mean scores indicated greéter
participation with people they know offline. This variable was used as an independent
variable for assessing whether participation with people who are known offline or
unknown offline had any influence on self-concept.

- Dimensions of Online Participation: Dimension variables acted as independent
variables for assessing whether the nature of online participation (for social or other

reasons) and/or the importance individuals place on a particular venue influences his or

her self-concept. No measure for the dimensions of online participation exists, as such,
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two 5-point Likert scales (1=Not at all important and 5=Very important), for each online
environment, were asked in order to assess the Importance adolescents placed on the
online environment (refer to Appendix A, question 87 and 89 for an gxarnple). Mean
scores for importanée'pl"aced on an online venue were calculated to:obtain a total
importance score. A lower mean score indicated that lower importance was placed on
that online énvinonrnent. |

Additionally, between four and five (depending on the online environment)
questions were asked, for each of the online mediums included in this study, to examine
the Social nature of online participation. The number of questions varied slightly for the
online environments. Variations were based on the manner in which the online medium
functioned. For example, a question similar to one included in the MORPGs sub-scale,
“I switch from one MORPGs to another depending on which one my friends are
playing”, would not make sense for the Email environment since individuals can not
switch from one Email to another Email depending on their friends. Students were asked
to respond using a 5-point Likert scale, ranging from 1 (Disagree) to 5 (Agree) (See
Appendix A, questions, questions 74 and 86 for examples). To obtain a score for this
measure, mean scores were calculated. Higher scores were indicative of greater online
environment use for social purposes. Given that these scales consisted of at most 5 items,
and Cronbach alpha values are sensitive to the number of items in a scale, inter-item
correlations were performed. Inter-item correlations for this study were within the
optimal range, as recommended by Briggs and Cheek (1986).

Online Engagement and Self-Concept: To examine the relationship between

online participation and online self-conceptions of physical abilities/appearance, as well
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as the mediating and moderating factors between physical appearance and ability on
global self worth, three questionnaire items were developed, per venue, to assess online
physical appearance/ability. Participants responded using a 5-point Likert scale (refer to
Appendix A, question 20, 26, 51 and 55 for a few examples of specific questionnaire
items). Scores for each of the online self-conception domains were calculated ‘by taking
the mean of the items for each domain. Higher scores indicated higher self-conceptions
for each of these domains. Inter-item correlations for 6nline physical appearaﬁce/ability
were within the optimal range for all venues except for MORPGs. For this venue, mean
scores for physical appearance/ability were calculated with the uncorrelated item
removed.

The relationship between online participation and self-conceptions of close
friendships, in addition to the mediating and moderating factors of close friendships, on
global self-concept, were examined using three 5-point Likert scales (e.g., How much as
using IM strengthened your friendships with people you only know online?; 1 = Not at all
and 5 = A lot), for each online medium. Total online close friendship scores were
attained by caléul'aping the meaﬁn{'of‘ the item scores. High scores 'demoqstratcd high self-
conceptions of close friendships. Similarly, overall online self-concept was measured
using 5 point Likert scales for each online venue (3 items, e.g., Do you prefer the person
you are over Email better than the person you are in real life?; 1 = Prefer offline self and
5 = Prefer online self). Mean scores for each item score was taken to obtain a total mean

score for online general self-concept. Inter-item correlations were in the optimal range

for all the online environments, with the exception of MORPGs. In this case, the score
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for online general self-concept was measured using the scores from the one item that was
correlated with Marsh’s self-conceptual domains.

Offline Self-Concept Scale: To measure self-concept, subscales from Marsh’s
(1990) Self Description Questionnaire II were used to assess adolescent self-concept in
five nonacademic domains: physical ability, physical appearance, peer relations, social
relations (with the same and the opposite sex), and global self-concept. These measures
target adolescents between the ages of 12 and 18 years, and the items are structurgd ona .
6-point Likert scale format with approximately 10 questions per subscale. Respondents
are asked to rate whether the statement is F. alse, Mostly false, More False than True,
More True than False, Mostly True, or True, and half the items in each subscale are
negatively worded to serve as a response check. In terms of reliability, high internal
consistency scores for the Total Self-Concept score were found to be 0.94. Additionally,
high internal consistency for the four domains of self-concept examined in this study
were also found (Physical Abilities (a. = 0.85), Physical Appearance (0. = 0.91), Opposite
Sex Relations (a = 0.90), Same-Sex Relations (o= 0.86), and General Self (a. = 0.88). It
should be noted that, while similar, Marsh’s model of self-concept was chosen over
Harter’s scale because his measure is suitable for the entire age-range included in this
study; whereas Harter requires separate scales for middle and high school students, thus
increasing the sources of potential error in the analysis process, and increasing the
complexity of the interpretation process.

Missing values: For each online venue, cases with 80% or more missing
responses, for.e\my given sub-scale, were considered as not participating in that online |

t

environment, because participants were instructed to omit the sections pertaining to any
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medium that they did not use Further reassurance that missing values for a sub-scale
were attributable to non-participation in an oniine medium was obtained by comparing
the number of cases who completed the sﬁb-scalc with the number of individuals who
responded “yes” to the general question “Do you use <insert online venue>?”, and
receiving consensus between the comparisons. Six cases were completely removed from
the analyses because these cases only partially or sporadically completed the
questionnaire. Little discrepancy was found between the two methods of categorizing
non-participants.
Results

The results are presented in Six section§: Preliminary analysc:s are described first.
The next two sectionc éxamitie how onlirie par't‘ic'ipatioﬁ differs for each online
environment, and how cnline engagement differs according to the Anonymity and the
Synchronicity of online fnedium, asa 'function of écnder and age. The neﬁ(t section
explores how the dimensions of online media (i.e., the importance of each medium to the
participant; the nature :)f the online relaticnship) influence domain specific self-
conceptions and global self worth, as a function of age and gender. Next, interaction
effects between Known vs. Unknown and Dimensions, on general self-concept, are
examined. The next section investigates whether online domain self-concept acts as a
moderator between offline domain specific self-concept and general self-concept.

Finally, mediation effects of online domain specific self-conceptions on offline domain

specific self-conceptions and general self-concept are examined.
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- Preliminary Analyses

Initially, the data set was screened for violations of assﬁmptions, using the
procedures .sugg'ested by Tabachnick and Fidell (206'1).- P-p plo_tswer_e'used to inspect
the shape of the distribution for each céntimlous variable. The plots Sli;elded relatively
straight lines for each variable, sgggesting normal distributions. Potential univariate
outliers were ideﬁtiﬁed by examining box and whisker plots and scrutinizing for the
possibility of error during data entry. A minimal number of outliers were found and, for
the sake of maintaining power, values for fhe few existing outliers were transformed to fit
within the normal range.
Research Question 1: Gender and Age Differences in Online Venue Participation

In order to assess gender and age differences in online participatién across
venues, and to verify the findings of previous research, Multivariate Analysis of Variance
(MANOVA) was utilized, with the mean scores of time spent in each online venue as the
dependent variables, and gender and stage:of adolescence as fixed factors. Statistically
significant differences between males and females on the combined dependent variables
were found: F(5,352) = 15.64, p <.001. When the results for the dependent variables
were considered separately, males spent more time participating in MORPGs,
Chatrooms, and Newsgroups while females used IM and Email only slightly more than
boys; however, only the time spent using Email was found to be significantly higher. A
breakdown of the percent of online venue use, by gender, is presented in Table 1 and the
estimated marginal means for these data are presented in Table 2.

Statistically significant differences between early, middle and late adolgscents

were also found: F(10, 704) = 4.8, p < .001. The dependent variables were then
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examined separately using Dunnett’s t-test and statistically significant age differences
were found for time spent in MORPGs, IM, and Email (Dunnett’s t-test was chosen
because the assumptions for this post-hoc test do not assume equal variances).
Specifically, differences were found between Early and Late adolescence in time spent
participating in MORPGs, with younger participants spending more time than their older
counterparts in this venue. Statistically significant differences were found between
Middle and Late Adolescence for time spent in using Email, with middle adolescents
using Email more thanv later adolescents (Please refer to Table 2).

Research Question 2: Anonymity and Synchronicity

With the knowledge that age and gender differences exist in time spent
participating online, the next analyses were aimed at understanding whether it is the
venue itself that accounts for this difference, or whether it is the kind of online venue that
is important. Recall that online venues have been labeled according to Anonymity —
whether participating in the venue is generally anonymous (MORPGs, Chatrooms, and
Newsgroups/F orums) or not (IM and Emaﬂ) and according to Synchron1c1ty whether
interaction in the venue is synchronous (MORPGs Chatrooms IM) or asynichronous
(Email and Newsgroups/Forums).

MANOVA analyses were pefformed to detérmine whether time épent
participating online differed according to the Anonymity and/or Synchronicity of the
online venue, as a function of age and gender. The mean time spent in Anonymous
(MORPGs, Chatrooms, and Newsgroups/F orums) and Non-anonymous (IM and Email)

venues were the dependent variables in examining Anonymity, while mean time spent in

synchronous (MORPGs, Chatrooms, and IM) and asynchronous (Email and
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Newsgroups/Forums) were the dependent variables in assessing Synchronicity. Again,
preliminary assumption testing was conducted and no serious violations were noted.
Statistically significant differences between males and females for Anonymity was found,
F(2,355)=28.31, p <001, wifh males using anonymous venues (such as MORPGs,
Chatrooms, and Newsgroups/Forums) more than females did (Mean difference = 4.1, p <
001). Although females used non-anonymous media (such as IM and Email) more than
males, the difference was not statistically significant (Mean difference = .71, p = 0.140).
Statistically significant differences between early, middle and late adolescents for
participation in Anonymous venues was also found: F(4, 710) =6.96, p < .001.
However, the post hoc analyses failed to reveal any significant differences for these
variables. There does not appear to be a difference between categorizing the online
environments according to anonymity.a's opposed to assessing group differences
according to the medium itself.

Regarding Synchronicity, statistically significant differences between males and
females were found: (2,355) = 9.95, p < .001. Males tended to use both synchronous
and asynchronous venues more than females (M for males = 8.178, 4.638 respectively,
and M for females = 5.69, 3.75 respectively, p < .01). Furthermore, significant
differences between early, middle and late adolescents for participation in synchronous
and asynchronous mediums were found: F(4, 710) = 5.40, p <0.001. Post hoc analyses
determined that middle adolescents used asynchronous environments more than later

adolescents (M early adolescence = 5.16, M late adolescence = 3.89, p <.05). There does

not appear to be a difference in conceptualizing online environments according to
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synchronicity as opposed to thinking about group differehces according to the online
venue itself.
Research Question 3. Online Engagement and Self-Concept

Hierarchical multiple regression analyses were perforined to examine how online
dimensions influenced domain and global self-concepts. Each aspect of self-concept
was, in turn, the dependent variable, and was regressed by gender and age (to control for
differentiation among these constructs) in the first block. In addition, for Email and IM,
which are highly language dependent, native language was entered as a coﬁtrol variable.
The Known vs. Unknown and Dimension variables (Social & Importance) were entered
in the second and third blocks, respect1vely, to identify the unique predlctlon of these
variables on self-concept Fmally, in the fourth block the 1nteract10nswof the Known vs.
Unknown and the Dimension variables were entered.

MORPGs |

The regression models were not significant for self-conceptions of physical
appearancé, and opposite sex relations, thus indicating that MORPGs participation had
little influence on adolescent self-conceptions of his/hér physical appearance or their
opposite sex relations.

Physical Abilities. After the control variables were entered, the Known vs.
Unknown and the Dimension variables were entered. As can be seen in Table 3, the
Dimension variables significantly added to the explanatory power (R’ = .178, change in
R?=.147, p <.001). A significant negative coefficient was found for the Social

Dimension (B = -.372, partial r = - 274, p < .01), indicating that, as participation in this

online venue becomes more social, adolescents have lower self-conceptions of their
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physical abilities. The interactions were entered into block 4, but did not significantly
contribute to the model. All subsequent regressions involved the same structure (as
exempliﬁed in Table ;3). I_n the interest of space, only the sig’niﬁcantﬁ coefficients and R%s
are presented for the remaining regreseions. | -

Same Sex Relations. After entering the control j}ariables, the Known vs.
- Unknown and Dimension variables were added. Again, the Dimension variables
contributed significantly to the explanatory power (R” = 140, R? change = .083, p < .01).
After assessing the variables separately, significant positive coefficients were fouhd for
the Known vs. Unknown variable (B = .318, partial r = 208, p < .05). Additionally,
significant main effects were found for the Social Dimension (B=-.431, partial r = -
219, p <.05) where an increase in MORPGs use for social reasons results in lower self-
conceptions of same sex relations. When the interaction variables were entered into the
fourth model, significant contributions were made to the explanatory power (R’ = .184,
change in R’ = .044, P <.05). Only a significant positive main effect was found for
Known vs. UnknoWn variable (B = 1.27, partial r = 281, p < .01), where adolescent self-
conceptions of same sex relationships were higher as his/her participation in MORPGs
with people they knew offline increased (See Table 4).

General Self-Concept. After entering the control variables, significant
contributions to the explanatory power were found when the Dimension variables were
entered into block 3 (R’ =.183, change in R> = 011, p <.001). As can be seen in Table

5, significant negative coefficients were found for the Social Dimension (B=-328,

partial r = -.289, p < .001), demonstrating that an adolescent’s general self-concept were
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lower as his or her participation in MORPGs become more social. The interactions were
entered into block 4, but did not significantly contribute to the model.

Chatrooms

The regression models were not significant for physical ability, physical
appearance or same sex relations.

Opposite Sex Relations: As shown in Table 6, the only significant change iﬁ R?
was in the final block when the interaction effects were entered into the model. These
variables explained an additional 19% of the variance (significant at p < .001; R’ = 22).
When the explanatory variables were examined individually, main effects for the Social
Dimension (B = 2.008, partial r = 0.391, p < 0.001), and the Importance Dimension (B =
-1.861, partial r = -0.418, p <0.001) were found. Additionally, the interaction effect for
Known vs. Unknown by Social Dimension was significant (B = -2.871, partial r = -
0.421, p <0.001). The interaction effects are presented in Figure 1 and demonstrate that
individuals who primarily chat with people they do not know have higher self-
conceptions of opposite sex relatlons than those who chat with people they do know, and
self-conceptlons in this domaln are hlgher as reasons for chatting in Chatrooms becomes
more social. Conversely, individuals who chat with people they do know offline start
with lower self-conceptlons of opposite sex relatlons and these self-conceptlons are lower
as social reasons for chatting increase. Significant interaction effects for Known vs.
Unknown by Importance were also found (B =2.195; partial r =0.422; p <0.001). As
can be seen in Figure 2, adolescents who primarily chat with people they know offline
start with higher self-conceptions of opposite sex relations and self-conceptions in this

domain are higher as the importance they place on Chatrooms increases. On the other
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hand, those who are chatting with people they do not know have lower self-conceptions
of opposite sex relations as the importance they place on Chatrooms increases.

General Self-Concept. For this regression model, only the main effect model
(block 3) significantly improved the variance explained (change in R* = .19, significant at
p<.001). When the explanatory variables were examined individually for this model (R’
= .20), social importance was significant (B = -.51; partial r = -0.41, p<.001),
suggesting that general self worth is lower as social importance increases. The addition
of the interaction effects in block 4 did not improve the fit of this model (See Table 7).

IM

The regression models were not significant for physical abilities or physical
appearance.

Opposite Sex Relations. After the control variables and the Known vs. Unknown
variable were entered into the model, the Dimension variables were entered into the third
block and made signiﬁcant‘ contributions to the explanatory power >(R2 =.085, R’ change
=.022, p <.05), as shown in Table 8. Significant negative coefficients were found for the
Social Dimension (B = -.355, partial r = -.151, p < .05) indicating that adolescent’s self-
perceptions of his/her opposite sex relations are lower as his or her reasons for
participation on IM becomes increasingly more social. Interaction variables were entered
in the fourth block but they did not significantly account for any variance in the model.

Same Sex Relations. After controlling for gender, stage of adolescence and
language spoken at home in block one, the Known vs. Unknown variable was entered in
block 2 and Sigriiﬁcan'tl):f c'ontributéd fo the IﬁOCiél (R’= ';101, R’ change = .068, p < .001)

(See Table 9). Significant positive coefficients (B = .586, partial r = 265, p < .001)
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indicate that adolescents’ self-conceptions of her same se'x relations are higher when they
communicate over IM with people that they know offline. Dimension and Interaction
\}ariables were entered into blocks three and four, but did not significantly add anything
to the model.

General Self. Similar for this regression, the Known vs. Unknown variable made
significant contributions to the explained vaﬁance (R’ =.107, R’ change = .086, p <
.001). Significant positive coefficients for Known vs. Unknown (B=.383, partial r =
296, p < .001) demonstrate higher general self-conceptions as adolescents communicate
over IM with people they know offline. Dimension and Interaction variables were
entered into the third and fourth block but did not make any 51gn1ﬁcant contrlbutlons to
the model (Refer to Table 10) | ‘ | |

Email

'Physical Albilities. As shownlin Table 11, ai;ter the corntrol Vﬁiables were entered
into block 1, the Known vs. Unknown variable was entered into the second block. This
variable contributed significantly to the model (R = .052, R? change = .030, p < .01).
Significant positive coefficients were found (B=.216, partial r = 175, p < .01)
indicating that self-conceptions of physical abilities are higher as Email communication
with offline friends increase. The Dimension and Interaction variables were entered into
the fourth block but did not yield significant results.

Physical Appearance. Similarly for this regression, the Known vs. Unknown
variable made 51gn1ﬁcant contributions to the explanatory power (R’ = .044, R’ change =

020, p <.05). A significant positive coefficient was found for the main effect (B=.189,

partial r = 142, p < .05) suggesting that self-conceptions of physical appearance are
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higher as adolescents increasingly communicate over Email with people they know
offline (See Table 12).

Opposité Sex Relations.” F or.th'is’ r‘eg.r‘ession, 's'ignliﬁc;_ant cdﬁtributions were again
made by the Known vs. Unknown variable (R’ = .064, R’ change = .019, p < .05). As
illustrated 1n Table 13, positive coefficients were found (B =:332, partial r =141, p <
.05) demonstrating that as communication with people who are known offline increases,
so does self-conceptions of opposite sex relations. No significant contributions were
made to the model when the Dimension and Interaction variables were added. |

Same Sex Relations. A similar pattern was also found for this regression (See
Table 14). After the control variables were entered into the model, the variable Known
vs. Unknown was entered into block 2. Significant main effects were found for this
model (R’ =.122, K? change = .088, p < .001). The coefficients were found to be
positive (B = .533, partial r = 303, p < .001), indicating that adolescents who
communicate over Email with people they know offline have higher self-conceptions of
same sex relations. When Dimension and Interaction variables were added in block three
and four, no significant contributions were made.

General Self-Concept: Finally, for general self-concept, when the Known vs.
Unknown variable was added in block 2, the model was significantly improved (R =
063, R? change = .041, p < .001). As can be seein in Table 15, significant positive
coefficients (B = .211, partial r = 205, p < .001) indicate that general self-concept is
higher wheﬁ adolescents communicate over Email with people they know offline.

Additionally, when the interaction variables were entered into block 4, an additional 5%

of the variance was explained (R’ = .128, R’ change = .054, p < .001). When the
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explanatory variables were examined separately, main effects for the Social Dimension
(B=-1.32, partial r = -239, p < .001), and the Importance Dimension (B = .994, partial
r=.215, p <.001) were found. Additionally, significant interaction effects for Known
vs. Unknown by the Social Dimension was found (B = .274, partial r = 223, p < .001).
The interaction effects are illustrated in Figure 3 and indicate that adolescents who
primarily communicate over Email with people they know offline have higher general
self-conceptions than those who communicate with people they do not know offline, and
these self-conceptions continue to increase as they use Email for social purposes.
Conversely, adolescents who communicate over Email with people they do not know
offline start with lower general self-conceptions than those who Email people fhey do
know offline, and these self-conceptions lower when their reasons for Emailing become
more social. Significant interaction effects for Known vs. Unknown by Importance were
also found (B = -.223, partial r =-217, p < .001). As shown in Figure 4, adolescents
who Email people they know offline start off with slightly lower general self-
conceptions, than those who EmailApeople they_ do not khbw, and these self-conceptions
are lower as importance for Email communication increases. Conversely, a positive
relationship exists for adolescents who communicate ove_f Email with people they do not
know offline, where general self-conceptions are higher as more importance is placed on
this venue.
Newsgroups/Forums

The model was not significant for physical ability, physical appearance or

opposite sex relations; thus indicating that Newsgroup/Forum participation had little
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influence on adolescent self-conceptions of the physical appearance or his opposite sex
relations.

Same Sex Relations. As illustrated in Table 16, when the Importance Dimension
variables were entered in block 3 they significantly added to the explanatory power (R’
=.13; change in R = .12, p<.0l). A signiﬁcanf negative coefficient was found for the
Importance Dimension (B = -0.248, partial r = -0.227, p < .05), indicating that as more
importance is placed on this online venue, self-concept in same sex relations is lower.
Additionally, when the Dimensioﬁ and interaction variables were entered into block 4, an
additional 7% of the variance was explained (R’ - 193, R? change = .065, p < .05).
When the explanatory variables were examined independently, main effects for the Social
Dimension (B = -.925, partial r = -248, p < .005) were found. Additionally, significant
interaction effects for Known vs. Unknown by the Social Dimension was found (B=
271, parﬁal r=.225,p < .05). The interaction effects are illustrated in Figure .5 and
indicate that adolescents who know the people they are communicating with in this
online venue start off with higher self-conceptions of same sex relations. These self-
conceptions remain high as the purpose for using this Newsgroup/Forum becomes more
social. Alternatively, individuals who communicate in this venue with people they do not
know have lower self-conceptions in this domain as participation becomes more social in
nature. Significant interaction effects were also found for Known vs. Unknown by the
Importance Dimension (B = -.238, partial r = -231, p < .05). As shown in Figure 6,
adolescents who know who they are commumcatlng with over Newsgroups/F orums start

with lower self-conceptlons of same sex relations than those who do not know who they

are communicating with, and these self-conceptions are even lower as more importance is
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placed on the venue. The same effect occurs for those who do not know who they are
communicating with in this venue.

General Self. Similarly, for this regression, the Dimension variables signiﬁcantly
added to the explanatory power of the model (R°=.15, change in R’ = .13, p <.001) (See
Table 17). Negative correlations were found for the Social Dimension (B=-0.389,
partial ¥ = -0.337, p < .001), indicating that as social aspects increase, general self-
conceptions decrease. The interactions were added in block 4 and significantly
contributed to the explanatory power (R’ = 211, R’ change = .059, p < .05). After
assessing the variables separately, main effects for the Social Dimension (B =-522,
partial r = -:244, p< .(_)5);a1j1d the Importance Dimension (B = :3.34,.pqrt_iajl r=.223,p<
.05) were found. Additionally, interaction effects for Known vs. Unknown was |
discovered (B = -.156, partial r = -;262, p <.05). As 4shown.in Figure 7, adolescents who
communicate over Newsgroups/Forums with people they know offline start with slightly
lower general self-conceptions, and these self-conceptions are even lower as parﬁcipation
in this Forum becomes more important to them. Alternatively, those who do not know
who they are communicating with in this environment have higher general self-
conceptions as more importance is placed on this venue.

In summary, the people with whom adolescents communicated with over IM and
Email had a posiﬁve influence on their domain and general self-conceptions. More
specifically, adolescent self-conceptions were higher if his/her communication over IM
and over Email was with offline friends. Conversely, for MORPGs, Chatrobms, and
Newsgroups/Forums, self-conceptions seemed most influenced by the degree to which

the venue was used for social purposes and the degree of importance the adolescent
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placed on that medium. In considering the interaction effects, the patterns are less clear.
The main pattern appears to be that adolescents who participate in chatrooms were
inﬂuenced ina wéy ihat is in diféct opposition to adolescents who é(;mmunicate over
Email or Newsgroups/Forums. For example, for Email and Newsgroups/Forums, a
positive relationship existed between self-concept and online vénu‘e use for social
reasons, for adolescents who communicated with people they knew offline. "l;he inverse
of this relationship was found for Chatroom participants.

Research Question 4. Online Self-Concept as Moderator

To address the fourth research question, hierarchical multiple regressions were
performed to examine how online activity moderates the relationship between the
physical and social domains of self-concept and overall self worth. The existence of
possible moderational effects were examined in accordance with the procedures
established Baron and Kenny (1986) and Holmbeck (1997).

Initially, all independent variables and the moderater variables were centered to
eliminate problematic multicollinearity effects between independent variables and
moderators. Then, a series of regressions were run, one for the effects of each self-
concept domain on each medium of online participation. That is, independent regressions
were run on physical abilities, physical appearance, opposite sex relations, same sex
relations, and social relations (mean of opposite sex and same sex relations) for
MORPGs, then Chatroofns, then IM, then Email, and, finally, Newsgroups/Forums.
Predictor and moderator main effects, as well as stage of adolescence and gender, were

entered into the equation first. Primary language spoken at home was also added as a

covariate for IM and Email, since communication via these venues is based heavily on
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language. Domain specific self-conceptions offline and online were added next, in a
second block. Finally, the interaction between the independent variable (offline domain
specific self-concept) and the moderator (online domain specific self-concept) were
entered into the equation (Please see Table 18 for an example of the regression model).

MORPGs. Significant interaction effects were found for self-conceptions of
physical appearance, opposite sex relations, same sex relations, and social relations
(Please see table 19 for a summary of the coefficients), indicating that these online
domain specific self-conceptions acted as a moderator between offline self-conceptions in
this domain and general self-concept. In all cases, individuals with high online domain
specific self-conceptions started with lower general self-conceptions than individuals
with lower online self-conceptions. These self-conceptions were higher as their offline
self-conceptions increased for self-conceptions of physical appearance, same sex
relations, and social relations (See Figure 8 for an example). Self-conceptions remained
relatively stable for self-conceptions of opposite sex relations (See Figure 9). For
adolescents witﬁ lower s‘elf-c’onceptioné of online doma:in 'specif.lg self-conceptions, lower
general self-conceptions were also found as their offline domain self-conceptions
increased.

Chatrooms. Online self-conceptions of opposite sex relations, same sex relations,
and social relations acted as a moderator between offline self-conceptions in these
domains and general self-concept (Refer to Table 19 for a summary of the regression
coefficients). Individuals with higher online self-conceptions started with lower general

self-conceptions than those with lower online self-conceptions, and these self-

conceptions generally increased as their offline domain specific self-conceptions
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increased (with the exception of opposite sex relations where no significant change was
found). Conversely, adolescents with lower domain specific online self-conceptions
experienced a decrease in general self-concept as their offline self-conceptions increased
(See Figure 10 for an example of these relationships).

IM. No moderational effects were found for this online venue.

Email. Online self-conceptions of physical appearance was found to be the only
moderator between offline self-concept and general self-concept (R’ = .456, R’ change =
013, p < .01; B =146, partial r = .151, p < .01). Individuals with higher self-
conceptions of online physical appearance started with lower general self-conceptions
that those who reported lower online self-conceptions in this domain. General self-
conceptions, however, were found to be higher for both groups of adolescents, when
offline self-conceptions of physical appearance was high (See Figure 11).

Newsgroups/Forums. The only moderator between offline self-concept in this
domain and general self-concept was online self-conceptions of opposite sex relations (R’
=222, R’ change = .039, p < .05; B =.067, partial r = 220, p <.05). Adolescents with
higher online self-conceptions in this domain started with lower general self-conceptions,
than those with lower online self-conceptions of opposite sex relations, but these self-
conceptions were found to be higher when their self-conceptions of their offline opposite
sex relations where high. Conversely, those with lower online self-conceptions in this
domain had lower general self-conceptions when their offline self-conceptions of
opposite sex relations were high (See Figure 12).

In summary, with the exception of IM, moderation effects were found for all the

online environments. Overall, a positive relationship between domain and general self-
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concept was found for adolescents with high online self-conceptions, while an inverse
relationship between domain and general self-concept existed for those with lower online
self-conceptions.

Research Question 5: Online Self-Concept as Mediator

The final set of analyses examined the possibility that online activity mediated the
relationship between the physical and social domains of self-concept and overall self
worth. In order for a variable to be considered a mediator, four conditions must be met |
(Baron & Kenny, 1986): a) the predictor (offline domain specific self-concept) must be
significantly assomated with the hypothe51zed mediator (onhne domain specific self-
concept), (b) the predlctor must be 51gn1ﬁcant1y associated w1th the dependent variable
(general self-concept) (c) the mediator and the dependent variable must be significantly
associated w1th each other and (d) the 1mpact of the predictor (offline domam specific
self-concept) on the dependent variable (general self-concept) must be less when the
mediator (online domain specific self-concept) is controlled for.

A four stage process was designed to evaluate the presence of mediators in this
- sample. In the first stage, a regression was conducted to assess the association of the
predictor and the dependent variable; as such, offline domain specific self-concept was
entered into the equation and online domain speeiﬁc self-concept acted as the dependent
variable. If this relationship was found to be significant, then a second regression was
performed with offline domain specific self-concept as the independent variable and with
global self-concept as the dependent variable. The existence of a significant relationship
between these variables permitted the execution of a third regression with offline domain

specific self-concept in the first block, offline domain specific self-concept in the second
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block and global self - concept as the dependent variable. Finally, if this relationship was
found to be s1gn1ﬁcant a final regress10n was performed where online domain specific
self-conceptions are controlled for in. block 1, offline domaln specllﬁc self-conceptions
are entered next in block 2, and general self-concept as the dependent variable. If the
change in R? for the final regression is lower t'han"the‘change in R for the second
regression, and the difference between the changes in R is close to zero, the predicting
variable can be éonsidered a mediator. For all regressions, gender and stage of
adolescence acted as covariates. The first stage regression analyses were performed for
all the self-concept domains (physical abilities, physical appearance, opposite sex
relations, same sex relations; and social relations in general). In total, five self-
conceptual domains yielded statistically significant outcomes for all four stages of the
mediation analyses: IM physical abilities and appearance, Email physical abilities and
appearance, and Newsgroups/Forums physical abilities.

IM Physical Abilities and Appearance Self-Conceptions

Self-conceptions of IM Physical Abilities as a mediating factor between offline
self-conceptions in this domain and general self-concept were confirmed (See Table 20).
The differences between the change in R? for the second regression (R’ change = 0.277)
and the fourth regression (R’ change = 0.209) was found to be 0.068; thus, indicating that
the impact IM self-conceptions of physical abilities on offline self-conceptions of
physical abilities on general self-concept is moderately strong.

Self-conceptions of IM Physical Appearance as a mediator between offline self-
conceptions of physical appearance and general self-concept was also confirmed (See

Table 21). The differences in the change in R for the second (R? change = 0.359) and
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the fourth regressions (R’ change = 0.279) was found to be 0.08, suggesting a somewhat
weak mediating influence of IM physical appearance on offline self-conceptions in this
domain and general self-concept.

Email Physical Abilities and Appearance Self-Conceptions

Significant relationships were found for all four regression analyses for self-
conceptions of Email physical abilities. The differences in R? change for the second and
fourth models yielded an R? change difference of 0.092, indicating that the mediating
influence of self—coﬁceptions of Email physical abilities on offline self-conceptions in
this domain and general self-concept is somewhat weak. Table 22 illustrates a complete
summary of this mediation analyses.

Significant relationships, for all four regression analyses, were also found for self-
conceptions of Email physical appearance. The difference in R? change for the second
model (R’ change = 0.359) and the fourth model (R’ change = 0.298) was found to be
0.061. This difference implies that the mediating 1nﬂuence of Email self-conceptlons of
online physical abilities on offline self—conceptlons in this domain and general self-
concept are moderately strong (See Table 23).

‘ Newsgroup/Forum Physical Abilities“ Self-Conceﬁi‘ons

The significant relationships for all four regression analyses, and the differences
between the changes in R? for the second and fourth regression analyses, confirms that
self-conceptions of Newsgroup/Forum physical abilities mediates or suppresses the

effects of offline self-conceptions of physical appearance on general self-concept. The

difference in R? between the two models was found to be 0.109, indicating the mediating
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influence of Newsgroups/Forum self-conceptions of physical abilities is relatively weak
(See Table 24).

In summary, self perceptions of online physical abilities acted as mediating
factors for IM, Email and Newsgroups/Forums. In other words, if an individual has low
self perceptions of her physical abilities offline, her online self perceptions of her
physical abilities, in these online venues, suppresses the impact of these conceptions on
general self-concept. Additionally, online self perceptions of physical appearance acted
as a mediating factor for IM and Email, but not for Newsgroups/Forums, so that an
individual’s online self-perceptions of his physical appearance will suppress the impact
of the lower offline self-conceptions on general self-concept. Online social perceptions
did not act as a mediating factor for any of the online venues.

Discussion

The purpose of this study was to explore the relationship between adolescents’
online engagement across five different online venues, and their self-concept in five self-
conceptual domains. More specifically, this study sought to confirm gender and age
differences in online venue participation, investigate the relationship of online
engagement on domain specific and global self-concepts, uncover the existence of
moderating and mediating influences of online domain self-conceptions on c‘)fﬂine
domain self-conceptions on general self-concept. Overall, the findings confirm the
existence of gender and age differences in online participation, as well as support the
existence of a relationship between online engagement and sélf—concept; arlld'conﬁrm the
moderational and mediational influences of online domain specific self-conceptions on

offline self-conceptions:
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Research Question 1: Gender and Age differences in Online Venue Participation

Consistent with previous literature (Environics Group, 2002; Subrahmanyam
et.al. 2001), males reported playing MORPGs significantly more than girls. Males in this
sample also reported spending more time in Chatrooms and Newsgroups/Forums than
females did. Female participants reported spending more time communicating over
Email than their male counterparts. Overall, Internet use is prevalent among both
genders: on average, adolescents spent between 2 and 5 hours a week in the five online
venues, with the more private ones, such as Email and IM, being favored over the more
public venues. MQreoyer, only 1% of particip—ants repmﬂ‘te,d:that théy had never
participated in any of the five online vénue;. o

For three of the online venues, MQRPGS, Email and IM, patterns of usage
changed overmtAime-: as adolescents grew older, MORPGQ anci Email use decreased, while
IM use increased. Given that previous research has demonstrated that adolescents
become more social with age (Savin-Williams & Berndt, 1990), it is not surprising that
early adolescents spent more time in a gaming venue while older adolescents spent more
time communicating in a more social environment. Another potential reason for the
decrease in MORPGs use with age 1s that older adolescents may view the gaming
environment as a childish activity and participate i"ry"this venue less frequently. Of
course, empirical research must be conducted to c'lon'ﬁrm this hypothesis. The decrease in
Email use between middle and late adolescents ﬁiay be indicative of a move toward a
more synchronous online medium where individuals can discuss personal, academic, or

other topics, in a more real time venue. The absence of significant age differences for

Chatrooms and Newsgroups/Forums may be due to the low n for both of these venues.
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More accurate findings may be obtained with a larger sample size. In general, these
results demonstrate that participation in onlipe venues is an important aspect of the lives
of adolescehts in 21St century urban Canada. |
Research Question 2: Anonymity and Synchronici{y

The .exploration of whether categories of onliné environments represent a better
way of conceptualizing online participation than examining the individual media
themselves yielded equivocal results. Although it was expected that conceptualizing
online venues in terms of Anonymity would be useful for distinguishing age and gender
differences, the results tend to suggest it is not. It is important to note that these findings
do not imply that no age or gender differences exist in terms of whether adolescents
interact with preexisting friends or people they only know online, as they use the Internet.
Instead, these results demonstrate that attempting to capture this aspect of online
participation via categorization of the five different media is ineffective. Researchers
who are interested in whom adolescents interact with online may do better to ask that
question directly, rather than attempt to infer it from the kind of online venues in which
adolescents participate. Although the Synchronous versus Asynchronous categorization
scheme yielded significant gender and age differences, categorizing online venues in this
way does not seem accurate since, with the exception of IM and Email (where females
only slightly dominated over males), males used all the environments significantly more
than females.
Research Question 3: Online Engagement and Selj’-Coﬁcept

On the basis of previous research indicating that adolescence is a time when

individuals place high value on friendships and feelings of acceptance by others, it was
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hypothesized that domain specific and global self-conceptions would be higher as online
venue use for social reasons increased, and as greater importance was placed on that |
venue. This hypothesis was largely unsupported by the results pertaining to social usage
of online venues, and only partially supported by the results pertaining to subjective
importance.

Specifically, the only online venue where self-conceptions were higher as online
venue use for social reasons increased was the use of Chatroomé. In fact, for MORPGs,
Email and Newsgroups/Forums, data support the existence of an inverse relationship
between online participation and self-concept rather than a positive one. The reason
behind this unanticipated relationship is unclear. Perhaps individuals who have few
offline friends attempt to seek comfort and peer acceptance by using MORPGs, Email or
Newsgroups/Forums, but are rebuffed online Just as they are in the offline world, thus
leading to further declines in general self-concept. Alternatively, perhaps time spent in
these venues, particularly MORPGs and Newsgroups, is time taken away from
opportunities to dévelop ofﬂine friér;dgﬁips, so that it is ’-(he adoleéc;:r;ts' Who tend to
participate less in these online venues that have greater success at developing the social
relations that allow them to feel better about thern.selves.. Clearly, thése issues require
further exploration.

Apart from self-conceptions of opposite sex relations, the failure to find any kind
of relationship between social use of iM and self-concept is intriguing. If this finding is

confirmed in replication, it would mean that IM may simply be used as an alternative to

the telephone (i.e., using IM to set up a time to hang out, to gossip, to discuss homework,

to talk about nothing) as opposed to a unique form of communication among adolescents.
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For the issue of subjective importance, the hypothesis that self-conceptions would
increase as online venue use became more important to adolescents held for Email and
Newsgroups/Forums. Therefore, it would appear that, at least for some kinds of online
environments, the importance adolescents place on their online venue participation has an
influence on their self-concept.

The finding that the opposite effect held true for Chatrooms (i.e., importance was
negatively related to self-concept) was surprising. This venue may be particularly
associated with the development of Internet addiction so that, unlike the use of Email or
Newsgroups, adolescents who place excessive importance on communication in
Chatrooms are also the ones who are more vulnerable to physical (blurred vision, loss of
sleep), psychological (distress), social (less time spent interacting with peers and family)
and other problems that are linked to Internet addiction, or PIU (Wang, 2001). Of course,
empirical study is required to confirm the link between Chatrooms and Internet addiction,
to say nothing of whether the subjective importance of this venue is an indicator of that
addiction.

Equivocal results were found regarding the interactions between communicating
with people they know or do not know offline and the nature of that communication
(whether social or task-oriented) on self-concept, as well as the interaction between
participating online with people they know or do not know offline and the importance
placed on that participation. The ﬁnding that self-concept was inverse}y related to social
reasons, for participants whb communicated in éhatroorﬁs primaril}; \;vith people they

knew offline, while self-concept was positively related to social reasons for those who

participated with people they only knew in the virtual world, indicates that, in Chatrooms,
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communicating anonymously for social reasons works to increase self-conceptions of
opposite sex relations. One speculation is that adolescents who have lower self-
conceptions in this domain use the anonymous interactive nature of Chatrooms to
develop their opposite-sex social skills because they find it easier to interact with and
gain the acceptance of members of the opposite sex in the online world, than in face-to-
faee conversations.

The opposite relationship that was found for Email and Newsgroups/Forums (i.e.
self-concept was positively related to social reasons when participating with known
people, and self-concept was negatlvely related to social reason when part1c1pat1ng with |
unknown people) suggests that when it comes to asynchronous venues, consmunlcatlng
with pre-existing friends from the ofﬂlne world-can 1ncrease one’s self-concept Future
research is needed to not only rephcate these ﬁndlngs but examine the factors that are
accounting for this ﬁnding.

With respect to the interactions between Known v, Unknown and the importance
placed on Chatrooms (i.e. self-conceptions of opposite sex relations increased as greater
impoﬁance increased, for those who knew who they were communicating with offline;
the inverse relationship was found for those who did not know who they were
communicating with online), it seems evident that adolescents who know who they are
communicating with in the Chatroorns place higher importance on this venue have higher
self-conceptions in this domain. The opposing finding that was discovered for Email and
Newsgroups/Forums (i.e. decrease in self-concept as greater importance was placed on

the venue, for adolescents who communicated with primarily with people they knew

offline, and an increase in self-concept as importance for the online venue increased, for
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adolescents who communicated primarily with people they did not know) suggests that
adolesceﬁté would bg:neﬁt mqre»’selftconce_p‘j[ually by communigating: Wlth people they do
not know aﬁd by placing high importance on the online Venu;.

Although these findings are somewhat ambiguous, there does seem to be a pattern
emerging that Chatrooms represent a unique form of online communication. It is also
interesting that this is one of the least popular online activities. Future research needs to
explore which adolescents are utilizing this online venue and why. It is possible that the
unique findings found for Chatrooms has to do with pre-existing dispositional
characteristics among adolescents participating in this type of online venue.

In summary, the relationship between the importance placed on an online
medium, or participating online for social reasons, differs according to the self-
conceptual domain and according to which online venue an adolescent is participating.
In future, it may be more beneficial to explore the nature of each online environment
separately, since the consequences of participating in each online venue for subsequent
adolescent development appears to be different for each specific type of participation.
Research Question 4: Online Self-Concept as Moderator

The hypothesis that individuals, with lower self-conceptions of physical
appearance online and offline, would have lower general self-conceptions was supported
for the Email venue, but not for the other online venues. In fact, for MORPGs, the
opposite relationship was found (i.e., the moderation effects of having lower self-
conceptions of physical appearance in MORPGs leads to a decline in general self-concept

as offline self-conceptions in this domain increases). This latter finding is particularly

troubling since it indicates that adolescents’ online self-conceptions in this domain are
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dictating the direction of their general self-concept. A possible explanation for this
outcome is that individuals may be placing more self-conceptual weight on the physical
appearance of their MORPGs character rather than their offline self-conceptions in this
domain. Additionally, it is possible that adolescents are blurring their offline and virtual
realities. The implications of this are serious since individuals who participate in this
venue may be at higher risk for PIU, and other problems that may be associated with the
blurring of realities. Clearly replication and more in depth study of this issue must be
conducted.

The prediction that adolescents with high online and offline self-conceptions of
their peer and social relations would ha§e increasingly higher general self-conceptions
was confirmed for MORPGs, Chatrooms, and Newsgroups/Forums. However,
individuals with lower online self-conceptions in this domain experienced a decline in
their general self-conceptions, even as their offline self-conceptions in this domain
increased. In gombinqtion with .the mbderationqlv effectbsv for physical appearance, these
findings suggest that the online self-conceptions determine the direction of adolescents’
general self-concept.

Additionally, for all the online venues, negative beta coefficients for adolescents
who have higher online self-conceptions created regression lines that started lower than
adolescents who have lower online self-conceptions. For example, for all moderation
effects, individuals who have higher online self-conceptions start with lower general self-
conceptions. Despite these results, however, it is still clear that a positive relationship

exists for individuals with high online self-conceptions and an inverse relationship exists

for those with lower self-conceptions.
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Research Question 5: Online Self-Concept as Mediator

The final set of hypotheses (i.e., that online self-concept mediates the relationship
between domain specific self-concepts and general self-concept) was supported in the
physical domain, at least for the IM, Email and Newsgroups/Forums venues. No
- significant mediating effects were found for any online venue in the peer or social self-
conceptual domains. It is apparent from these findings that, at least for some forms of
online participation, general self-concept can be improved if adolescents have higher
online self-conceptions of their physical abilities/appearance. The implications of this
finding is that adolescents may find solace and confidence in communicating with others
online because the virtual environment protects them from displaying their physical
abilities and appearance; self-conceptual domains that adolescents are particularly
sensitive about. Additionally, adolescents may feel more comfortable communicating in
these venues because they do not have to worry about what others may think of their
physical appearance or abilities, and so can act more like themselves. Of course, further
research should confirm these predictions. The next questions that need to be addressed
are why certain online venues function as mediators while others do not, and what s it
about the physical self-concept domain that lends itself to being affected by online
participation.
Limitations

Several llmltatlons of this study are 1mp01tant to recogmze Fi irst, although the
overall sample size was relatlvely large (N = 303), participants were not evenly

distributed across stage of adolescence (i.e., early, middle, and late adolescence) and

across the different online venues examined in this study. The result of this is that the
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power of the analytical procedures for detecting significant differences was probably
weakened by the relatively few cases of some of the online venues (namely, Chatrooms
and Newsgroups/Forums) and some of the age categories. Additionally, due to the
uneven distribution of adolescents across the ages, it was required that participants be
grouped according to stage of adolescence. Usin g year by year age changes would have
allowed for a more fine grained understanding of how online participation changes over
the course of adolescence. Future research should examine differences across these |
online venues with more evenly distributed sam ple sizes.

Thlrd,the éd_dléscients iﬁVOlvéq in thi_s study reé&téd relativély;:high levels of
offline general self-conceptions. A possible ex planation for this outcome is that
adolescents in this Study came from middle to uppeér class schools in mainland British
Columbia, and are consequently at lower risk for experiencing external stresses that may
“come from being part of lower income families. The homogeneity of the sample limits
the ability to generalize the findings from this study beyond high-functioning adolescents.

Fourth, the use of the primary language spoken at home variable as a control for
cultural diversity may not accurately reflect English proficiency. For example, students
with newly immigrated parents may primarily speak a language other than English at
home, but this does not mean the student themse|ves are not proficient in English as well.

Finally, the cross-sectional nature of this study limits the ability to establish the
direction of causality within the relationships. I'or example, some of the models in this
study suggest that if adolescents participate online for social reasons, then they will

experience a decrease in self-concept; however, it is equally possible that adolescents

with lower self-conceptions frequent online venues to gain social acceptance.
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Conclusion

Previous researeh on Internet use'and its inﬂuence on adotl’escent development are
few. This study has explored an area that has not yet been examined. Specifically, it has
demonstrated that adolescent self-conceptions vary aceording‘ to the online venue they
participate in, who they are participating with, the importance they place on that
participation, and whether they use that online medium for social or other reasons.
Additionally, this study is the first to empirically verify the existence of moderational and
mediational influences of online self-conceptions on offline self-concept and general self-
concept. Although some results were: ambiguous, the findings from this study can serve
as a guide to future research by exemplifying the need for replication and the need to
examine each online venue separately; as each en(zironment seems to influence
adolescent self-concept differently. Future research is imperative to better understanding

this phenomenon, and this study is an initial step in advancing the knowledge base of

adolescent development in a technologically progressive world.
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Table 1

Numbers of Male and Female Participants by Online Environment

Online Environment Frequency Total Males Femalés
(n =363) (n=184) (n=179)
MORPGs 37% 58.7% 14.0%
Chatrooms 20% 26.1% 15.6%
IM 75% 71.7% 78.2%
Email 81% 75.5% 87.8%

Newsgroups/Forums 27% 37.5% 15.6%
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Table 2
Estimated Marginal Means of Male and Female T, ime Spent in Online Environment by

Venue and Stage of Adolescence

Gender
Male (n = 184) Female (n = 179)

Stage of Adolescence M SE n M SE " n
MORPGs .

Early 3.22 .25 60 ~  -83. 25 18

Middle = .. . 320 - 31 33 : D2 - 30

Late 1.79 46 12 .19 53 1
Total n 105 25
. Chatroom ’ ; '

Early 1.21 19 24 .85 19 21

Middle .97 23 14 .39 23 6

Late .82 34 7 .19 40 1
Total n 45 28
M

Early 3.16 - 32 53 - 4.25 33 64

Middle 4.85 41 48 5.61 .39 57

Late -~ 53 .60 24 4.24 .69 14
Total n 125 135
Email

Early 1.98 16 63 2.65 16 79

Middle 273 . 20 50 3.2 .19 58

Late 2.29 29 21 2.5 34 16
Total n- 134 153
Newsgroups/Forums , :

Early 1.97 .28 29 81 28 12

Middle 3.05 35 31 1.20 .34 13

Late 2.64 52 11 81 .60 3

Total n 71 28
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Table 3
Summary of Hierarchical Regression Analyses: Self-Conceptions of Physical Abilities after playing

MORPGs (N = 121).

Self-Conceptual Domains B SE /] Partial r R’ AR?
Step 1 .01 .01
Gender -.18 .19 -.08 -.08
Middle adolescence -.08 15 -1.00 -.05
Late adolescence .08 15 1.01 .05
Step 2 .03 .02
Gender -.19 .19 -.09 -.09
Middle adolescence -.13 15 -1.66 -.08
Late adolescence 13 15 1.68 .08
Known vs. Unknown .16 .10 A5 13
Step 3 18 BRLLL
Gender -.24 18 -11 -.12
Middle adolescence -.08 .14 -1.02 -.05
Late adolescence .09 .14 1.07 .05
Known vs. Unknown 13 .09 12 A2
Social dimension -37 12 -28 =27
Importance dimension -17 .09 -.18 -.17
Step 4 18 .00
Gender -.24 18 -11 -12
Middle adolescence : -.09 15 -1.09 -.06
Late adolescence .09 15 1.14 .06
Known vs. Unknown 23 23 21 .07
Social dimension ’ -.33 45 -25 -.07
Importance dimension i -.07 28 -.07 -.02
Known vs. Unknown X Social -.01 A2 -.04 -01
dimension
Known vs. Unknown X Importance -.03 .07 -13 -.04
dimension

Note. *p <0.05. **p<0.01 ***p<0.001.
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Table 4
Summary of Hierarchical Regression Analyses: Self-Conceptions of Same Sex Relations after

playing MORPGs (N = 121).

Self-Conceptual Domains B SE ) Partial r R’ AR?
Step 1 .01 .01
Gender .07 28 .02 .02
Middle adolescence .19 21 1.62 .08
Late adolescence -.19 21 -1.65 -.08
Step 2 .06 05+
Gender .04 27 .01 .01
Middle adolescence .07 21 .64 .03
Late adolescence -.08 21 =66 -.03
Known vs. Unknown 35 14 23 22%%
Step 3 14 08
Gender -.00 27 -.00 -.00
Middle adolescence A2 21 1.03 .05
Late adolescence -12 21 -1.02 -.05
Known vs. Unknown 32 .14 21 21%
Social dimension -43 18 -23 =22
Importance dimension -.16 A3 -.11 -.11
Step 4 .18 .04+
Gender .03 26 .01 .01
Middle adolescence .06 21 .52 .03
Late adolescence -.61 21 -.53 -.03
Known vs. Unknown 1.27 40 .82 28xx
Social dimension .68 .65 .36 .10
Importance dimension 36 .39 27 .08
Known vs. Unknown X Social -.29 17 -.69 -.16
dimension
Known vs. Unknown X Importance -.14 A1 -.43 -12
dimension

Note. *p <0.05. **p<0.01 ***p <0.001.
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Table 5

Summary of Hierarchical Regression Analyses: General Self-Conceptions after playing MORPGs

(N=121).
Self-Conceptual Domains B SE p Partial v R’ AR’
Step 1 ‘ ‘ .00 .00
Gender .03 .16 .02 .02
Middle adolescence .04 12 .66 .03
Late adolescence -.05 12 -.69 -.03
Step 2 .04 .04+
Gender .02 16 .01 .01 :
Middle adolescence -.01 13 -.18 -.01
Late adolescence .01 13 .16 .01
Known vs. Unknown 18 .08 .20 .19+
Step 3 18 14k
Gender -.02 15 -.01 -.01 '
Middle adolescence .02 12 35 .02
Late adolescence -.02 A2 -34 -.02
Known vs. Unknown 15 .08 17 .17
Social dimension -33 .10 -.30 =30+
Importance dimension -12 .07 -.16 -.15
Step 4 ' .19 .01
Gender -.00 15 -.01 -.01
Middle adolescence .01 12 .09 .01
Late adolescence -.01 12 -.10 -.01
Known vs. Unknown 40 23 45 .16
Social dimension 10 37 .09 .03
Importance dimension -.08 23 -10 -.03
Known vs. Unknown X Social -11 A0 -47 - 11
dimension
Known vs. Unknown X Importance -.01 .06 -.10 -.02
dimension

Note. *p <0.05. **p<0.01 ***p<0.001.
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Table 6
Summary of Hierarchical Regression Analyses: Self-Conceptions of Opposite Sex Relations after

Chatting in Chatrooms (N = 66).

Self-Conceptual Domains B SE b Partial v R’ AR’
Step 1 .01 .01
Gender -.07 .50 -.02 -.02 '
Middle adolescence ‘ 32 .39 2.03 .10
Late adolescence -.32 .39 -2.10 -.10
Step 2 .02 .01
Gender -.06 51 -.01 -.01
Middle adolescence .39 40 2.52 12
Late adolescence -.40 40 -2.56 -.12
Known vs. Unknown ' .16 22 .09 .09 ,
Step 3 .04 .02
" Gender -.08 52 -.02 -.02
Middle adolescence 33 41 2.10 .10
Late adolescence -33 41 -21 -10
Known vs. Unknown .16 23 .09 .09
Social dimension : -27 .33 -13 -.10
Importance dimension ' -.01 31 -.04 - -.03
Step 4 : 22 .19
Gender -.18 47 -.04 -.05
Middle adolescence 49 37 3.13 16
Late adolescence -.50 37 -.32 - -17
Known vs. Unknown .82 .50 47 - .20
Social dimension 430 13 2.01 39+
Importance dimension -3.77 1.02 -1.86 N VAL
Known vs. Unknown X Social -1.36 37 -2.87 - 42 xx
dimension _
Known vs. Unknown X Importance 1.16 31 2.20 AL
dimension o ’ : o

Note. *p <0.05. **p<0.01 ***p<0.001.
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Table 7

Summary of Hierarchical Regression Analyses: General Self-Conceptions after Chatting in

Chatrooms (N = 66).

Self-Conceptual Domains B SE )i} Partial r R’ AR’
Step 1 .00 .00
Gender .03 22 .02 .02
Middle adolescence .04 17 .66 .03
Late adolescence : -.05 17 -.69 -.03
Step 2 .01 .01
Gender .04 22 .02 .02 '
Middle adolescence .08 .17 1.13 .05
Late adolescence -.08 17 -1.18 -.06
Known vs. Unknown .07 .10 .09 .08
Step 3 L S o 20 19%xx
Gender .07 .20 .04 .04
Middle adolescence -.01 .16 -.19 -.01
Late adolescence .01 .16 13 .01
Known vs. Unknown 107 .09 13 13
Social dimension -47 13 -.51 - 41 Hxx
Importance dimension A1 A2 13 11
Step 4 .26 .06
Gender .04 .20 .02 .03
Middle adolescence .02 .16 32 .02
Late adolescence -.03 .16 -42 -.02
Known vs. Unknown .03 21 .03 .02
Social dimension 34 53 37 .08
Importance dimension -.82 43 -.94 -23
Known vs. Unknown X Social -.24 15 -1.17 -.19
dimension
Known vs. Unknown X Importance 30 13 1.32 28*
dimension

Note. *p <0.05. **p<0.01 ***p<0.001,
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Table 8
Summary of Hierarchical Regression Analyses: Self-Conceptions of Opposite Sex Relations after

Chatting over IM (N = 258).

Self-Conceptual Domains B . SE )i} Partial r R’ AR’
Step 1 .05 .05
Gender -13 26 -.03 -.03
Middle adolescence 23 20 1.37 .07
Late adolescence =22 .20 -.1.39 -.07
Home Language .84 27 20 19%x
Step 2 .06 02+
Gender -.17 25 -.04 -.04
Middle adolescence 23 20 1.50 .07
Late adolescence -.24 .20 -1.53 -.08
Home Language .80 27 18 8%
Known vs. Unknown 40 18 13 14+
Step 3 ' .09 .02+
Gender -.26 26 .06 -.06
Middle adolescence 22 20 1.41 .07
Late adolescence -22 20 -1.44 -.07
Home Language .80 27 18 18
Known vs. Unknown 32 18 A1 A1
Social dimension -.34 15 -.16 -.15%
Importance dimension 15 11 10 .10
Step 4 .10 .02
Gender =25 .26 -.06 -.06
Middle adolescence 21 20 1.32 .07
Late adolescence -21 20 -1.34 -.10
Home Language .80 27 18 18
Known vs. Unknown 1.25 55 42 14
Social dimension -.30 .99 -.13 -.02
Importance dimension 1.59 .84 91 A2
Known vs. Unknown X Social -.02 22 -.04 -.01
dimension
Known vs. Unknown X Importance -31 18 -.88 -12
dimension

Note. *p <0.05. **p<0.01 ***p<0.001.
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Table 9
Summary of Hierarchical Regression Analyses: Self-Conceptions of Same Sex Relations after

Chatting over IM (N = 258). .

Self-Conceptual Domains B SE p Partial r R’ AR’
Step 1 .03 .03
Gender .03 .19 .01 .01
Middle adolescence 12 15 1.06 .05
Late adolescence =12 15 -1.08 -.05
Home Language .53 20 .16 6%
Step 2 10 BULLL
Gender -.04 .19 -.01 -.01
Middle adolescence 15 14 1.31 .07
Late adolescence -.16 .14 -.136 -.07
Home Language 48 20 14 15+
Known vs. Unknown .59 13 .26 2T x*
Step 3 12 .02
Gender -.10 .19 -.03 -.03
Middle adolescence 14 .14 1.2 .06
Late adolescence -.15 14 -1.29 -.07
Home Language 48 20 15 15+
Known vs. Unknown .54 13 24 24 %%
Social dimension -23 A1 -.14 -.14%
Importance dimension A1 .08 .09 .08
Step 4 ~ 12 .01
Gender -.09 .19 -.03 -.03
Middle adolescence .14 14 1.20 .06
Late adolescence -.14 S .14 -1.25 -.06
Home Language 48 20 15 15%
Known vs. Unknown 1.00 41 45 5%
Social dimension 23 73 13 .02
Importance dimension 45 .61 35 .05
Known vs. Unknown X Social -.10 .16 -.29 -.04
dimension
Known vs. Unknown X Importance -.075 13 -.28 -.04
dimension :

Note. *p <0.05. **p<0.01 ***p < 0.001.
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Table 10
Summary of Hierarchical Regression Analyses: General Self-Conceptions after Chatting over IM

(N = 258).

Self-Conceptual Domains B SE b Partial v R’ AR’
Step 1 .02 .02
Gender .01 A1 .01 .01
Middle adolescence .01 .10 17 .01
Late adolescence -.01 .10 -21 -.01
. Home Language 27 A2 14 14
Step 2 , 11 L0
Gender -.03 1 -.02 -.02
Middle adolescence ' .03 .08 46 .02
Late adolescence -.04 .08 -.52 -.03
Home Language 23 A1 A2 12+
Known vs. Unknown 38 .08 .30 30
Step 3 A2 .01
Gender -.04 11 -.02 -.02
Middle adolescence 2.2 .08 33 .02
Late adolescence -.26 .08 -38 -.02
Home Language 23 A1 12 12+
Known vs. Unknown .36 .08 28 28 xxx
Social dimension -.11 .06 -.11 -.11
Importance dimension 01 .05 .02 .01
Step 4 A2 .00
Gender -.04 11 -.02 -.02
Middle adolescence .02 .08 31 .02
Late adolescence -.02 .08 -.36 -.02
Home Language 23 12 A2 2%
Known vs. Unknown - 47 24 37 13%
Social dimension - - -06 .. .42 - =060 .01
Importance dimension 15 7 36 20 .03
Known vs. Unknown X Social -.01 .09 -.06 -.01
dimension -
Known vs. Unknown X Importance =03 08  -20 -.03
dimension

Note. *p <0.05. **p<0.01 ***p<0.001.
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Table 11
Summary of Hierarchical Regression Analyses: Self-Conceptions of Physical Abilities after

Communicating over Email (N = 285).

Self-Conceptual Domains B SE S Partial r R’ AR’
Step 1 .02 .02
Gender -.20 13 -.09 -.09
Middle adolescence -.11 10 -1.40 -.10
Late adolescence ‘ 11 .10 1.41 .07
Home language 26 14 A1 11
Step 2 .05 L03%+
Gender -.26 13 -.12 -.12
Middle adolescence -.10 J0 0 -2 -.06
Late adolescence S .10 .10 1.26 .06
Home language o ' 22 .14 107 .10
Known vs. Unknown 22 .07 18 18
Step 3 .06 .01
Gender . -26 - 13 =12 .12
Middle adolescence -.12 .10 -1.50 -.07
Late adolescence 12 .10 1.51 .07
Home language 20 14 .09 .09
Known vs. Unknown 21 .07 17 BWAL
Social dimension -.09 .08 -.08 -.07
Importance dimension .002 .06 .00 .00
Step 4 .07 .01
Gender -.26 13 -12 - 12
Middle adolescence -.13 .10 -.167 -.08
Late adolescence 13 10 1.68 .08
Home language . 23 14 .10 .10
Known vs. Unknown 20 18 17 .07
Social dimension =71 - .40 -.62 -.11
Importance dimension 47 33 .56 .08
Known vs. Unknown X Social 14 .09 57 .10
dimension
Known vs. Unknown X Importance -.10 .07 -.61 -.08
dimension

Note. *p <0.05. **p<0.01 ***p<0.001,
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Table 12
Summary of Hierarchical Regression Analyses: Self-Conceptions of Physical Appearance after

communicating over Email (N = 285).

Self-Conceptual Domains B SE B Partial r R AR’
Step 1 .02 .02
Gender -.06 14 -.03 -.03 ’
Middle adolescence .02 A1 22 .01
Late adolescence -.02 11 -.19 -.01
Home language 38 15 15 15 _
Step 2 .04 02
Gender -12 .14 -.05 -.05
Middle adolescence .03 11 35 .02
Late adolescence -.03 1 -.32 -.02
Home language .34 15 14 14
Known vs. Unknown .19 .08 14 14
Step 3 .05 .01
Gender -.14 .14 -.06 -.06
Middle adolescence -.01 A1 -.07 -.00
Late adolescence .01 A1 .10 .01
Home language 33 A5 A3 12+
Known vs. Unknown 18 .08 13 J13%
Social dimension -.14 .08 -11 -10
Importance dimension .05 .06 .06 .05
Step 4 .07 .02
Gender -.14 .14 -.06 -.06
Middle adolescence -.03 11 -.32 -.02
Late adolescence .03 11 34 .02
Home language 38 15 15 A5+
Known vs. Unknown .19 20 .14 .06
Social dimension -11 43 -.89 -.15%
Importance dimension .80 .36 .88 3%
Known vs. Unknown X Social 22 .10 81 3%
dimension
Known vs. Unknown X Importance -17 .08 =91 - 13
dimension

Note. *p <0.05. **p<0.01 ***p <0.001.
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Table 13

Summary of Hierarchical Regression Analyses: Self-Conceptions of Opposite Sex Relations after

Communicating over Email (N = 285).

Self-Conceptual Domains B SE S Partial v R’ AR’
Step 1 .05 05+*
Gender -.13 24 -.03 -.03
Middle adolescence 21 .19 1.37 .07
Late adolescence . -23 .19 -1.39 -.07
Home language .84 26 19 L9
Step 2 .06 02
Gender -24 25 -.06 -.06
Middle adolescence 23 .19 1.49 .07
Late adolescence -.24 .19 -1.51 -.07
Home language .78 26 18 18
Known vs. Unknown 33 .14 14 14+
Step 3 : .08 .01
Gender -27 25 -.06 -.06
Middle adolescence .16 .19 1.01 .05
Late adolescence -.16 .19 -1.04 -.05
Home language 75 26 17 BVAL
Known vs. Unknown 31 .14 13 3%
Social dimension -.28 15 - 13 -12
Importance dimension 10 11 .06 .06
Step 4 .08 .00
Gender =27 25 -.07 -.07
Middle adolescence .16 .19 1.04 .05
Late adolescence -.17 .19 -1.07 -.05
Home language 765 265 17 17
Known vs. Unknown .58 35 24 .10
Social dimension -.01 .76 -.01 -.00
Importance dimension 29 .64 18 .03
Known vs. Unknown X Social -.06 17 -.14 -.02
dimension
Known vs. Unknown X Importance -.04 14 -.14 -.02
dimension . .

Note. *p <0.05. **p<0.01 ***p < 0.001,
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Summary of Hierarchical Regression Analyses: Self-Conceptions of Same Sex Relations after

Communicating over Email (N = 285).

Self-Conceptual Domains B SE S Partial r R’ AR?
Step 1 . _ .03 .03*
Gender .03 18 .01 .01
Middle adolescence 12 .14 1.06 .05
Late adolescence -12 14 -1.08 -.05
Home language .54 19 .16 16%*
Step 2 12 .09%xx
Gender -.14 18 -.05 -.05
Middle adolescence 15 13 1.31 .07
Late adolescence -.16 13 -1.35 -.07
Home language 44 .19 A3 14+
Known vs. Unknown .53 .10 .30 30k
Step 3 ' 13 .01
Gender -.15 18 -.05 -.05
Middle adolescence 11 14 98 .05
Late adolescence -.12 .14 -1.02 -.05
Home language 42 19 A3 13
Known vs. Unknown .52 .10 30 30
Social dimension -.15 10 -.09 -.09
Importance dimension .037 .08 .03 .03
Step 4 : .14 .01
Gender -.15 18 -.05 -.05
Middle adolescence .095 .14 .82 .04
Late adolescence . -.10 14 -.86 -.04
Home language 47 - 19 .14 - 14x
Known vs. Unknown" 57 - 25 33 13+
Social dimension -.95 55 -.58 -.10
Importance dimension 72 46 .59 .09
Known vs. Unknown X Social 18 12 ST .09
dimension
Known vs. Unknown X Importance -.15 10 -.62 -.09
dimension

Note. *p <0.05. **p<0.01 ***p<0.001.
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Table 15
Summary of Hierarchical Regression Analyses: General Self-Conceptions after Communicating

over Email (N = 285).

Self-Conceptual Domains B SE S Partial v R’ AR
Step 1 , .02 .02
Gender- 011 11 .01 .01
Middle adolescence 01 .08 17 .01
Late adolescence -.01 .08 -21 -.01
Home language 27 - 11 14 14%
Step 2 : ’ .06 04 %%
Gender -.05 11 -.03 -.03 -
Middle adolescence .02 .08 35 .02
Late adolescence -.03 .08 -.39 -.02
Home language 23 11 12 2%
Known vs. Unknown 21 - .06 21 PALLL
Step 3 .07 .01
Gender -.05 11 -.03 -.03
Middle adolescence -.00 .08 -01 -.01
Late adolescence _ -.00 - .08 -.03 -.00
Home language 21 A1 11 A1
Known vs. Unknown 20 .06 20 20%+
Social dimension -.10 .06 -.11 -.10
Importance dimension -.00 .05 -.00 -.00
- Step 4 13 Q5%+
Gender -05 - .10 -.03 -.03
Middle adolescence -.03 .08 -12 -.02
Late adolescence .02 .08 37 .02
Home language 28 11 14 5%
Known vs. Unknown 25 15 .25 10
Social dimension -1.32 32 -1.39 - 24 % %%
Importance dimension .99 27 1.41 WAL
Known vs. Unknown X Social 27 .07 1.34 2 2%x%
dimension . ' : , A - -
Known vs. Unknown X Importance . -22 - .06 -1.56 0 S22k
~ dimension

Note. *p <0.05. **p <0.01 ***p <0.001.
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Table 16
Summary of Hierarchical Regression Analyses: Self-Conceptions of Same Sex Relations

FParticipating in Newsgroups/Forums (N = 90).

Self-Conceptual Domains B SE b Partial r R’ AR’
Step 1 .01 .01
Gender .07 32 02 .02
Middle adolescence 19 25 1.6 .08
Late adolescence -.19 25 -1.6 -.08 .
Step 2 : .01 - .00
Gender .59 32 .02 .02
Middle adolescence 22 25 1.87 .09
Late adolescence =22 25 -1.90 -.09
Known vs. Unknown .07 A2 .06 .06
Step 3 13 A2
Gender 4 , .16 31 .05 .05
Middle adolescence : -.01 - .25 -12 7 <01
Late adolescence .01 25 .08 .00
Known vs. Unknown .03 13 .02 .02
Social dimension , . =27 17 -.18 -.16
Importance dimension = . =310 - 14 2250 L23x
Step 4 .19 .07
Gender .06 31 .02 .02
Middle adolescence -.19 25 -17 -.08
Late adolescence .19 25 1.66 .08
Known vs. Unknown -.05 .29 -.04 -.02
Social dimension -.93 .39 -.62 -.25%
Importance dimension 17 27 14 .07
Known vs. Unknown X Social 28 13 .81 23%*
dimension
Known vs. Unknown X Importance -24 A1 -.64 -23*
dimension

Note. *p <0.05. **p<0.01 ***p < 0.001.
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Table 17
Summary of Hierarchical Regression Analyses: General Self-Conceptions after Participating in

Newsgroups/Forums (N = 90).

Self-Conceptual Domains B SE p Partial r R’ AR’
Step 1 . .00 .00
Gender .03 .19 .02 .02
Middle adolescence .04 .14 .66 .03
Late adolescence -.05 14 -.70 -.03
Step 2 .02 .02
Gender .04 .19 02 - .02
Middle adolescence .00 15 .06 .00
Late adolescence -.01 15 -.10 -.01
Known vs. Unknown -.09 .07 -.14 -13
Step 3 15 3%+
Gender 15 18 .08 .09
Middle adolescence -.14 .14 -2.13 - 10
Late adolescence 14 14 2.07 .10
Known vs. Unknown -.06 .07 -.08 -.08
Social dimension -.34 A -39 =34+
Importance dimension -.00 .08 -.00 -.00
Step 4 21 .06*
Gender A1 18 .06 .06
Middle adolescence -25 15 -3.69 -.18
Late adolescence 24 15 3.64 18
Known vs. Unknown .07 17 .10 .04
Social dimension -.52 22 -.60 -.24x*
Importance dimension 33 16 46 22%
Known vs. Unknown X Social .09 .07 48 14
dimension
Known vs. Unknown X Importance -.16 .06 =72 -.26%*
dimension

Note. *p <0.05. **p <0.01 ***p<0.001.
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Table 18
Summary of Hierarchical Multiple Regression Model testing for Moderation: Self-conceptions of
Email Physical Appearance as a Moderating Factor between Offline Self-Conceptions in this

Domain and General Self-Concept (N = 184).

Self—Conceptuél ]jomains | B SE S Partial r R’ AR?
Step 1 : ' ‘ ‘ : .02 .02
Gender .01 11 .01 .01
Middle adolescence 01 .08 17 01
Late adolescence -.01 .08 -21 -.01
Home language 27 11 14 4%
Step 2 44 B2 wxx
Gender -.04 .08 -.02 -.03
Middle adolescence -.01 .06 -.20 -.01
Late adolescence : .01 .06 15 01
Home language .04 .09 .02 .03
Qfﬂme Self-conceptions of 43 04 56 SQu
physical appearance
Online self-conceptions of physical -39 07 96 _ 3]k
appearance
Step 3 46 O] k=
Gender -.05 .08 -.03 -.03
Middle adolescence -.03 .06 -39 -.03
Late adolescence .02 .06 34 .02
Home language .05 .09 .02 .03
Ofﬂme Self-conceptions of 96 08 33 Qe
physical appearance
Online self-conceptions of physical - 91 91 .59 05wk
appearance
Offline physical appearance X 15 06 37 5%

Online physical appearance

Note. *p <0.05. **p<0.01 ***p <0.001.
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Table 19

Summary of Coefficients for Moderation Analyses by Online Venue and Self-conceptual Domain

Online Venue and .
Self-Conceptual Domains R’ AR’ B SE )’ Partial r

MORPG
Physical appearance

(N = 120)

Opposite sex relations

(N =118)

Same sex relations

(N =118)

Social relations

(N =118)

.48 08 xx .18 .04 .87 36**x
.30 RICEIT 14 .04 1.51. RREEL
41 03+ .10 .04 1.04 22

37 06x*x 14 .04 1.39 30#xk

Chatroom
Opposite sex relations
(N = 68)
Same sex relations
(N = 68)

Social relations

(N'=68)

.36 2k 12 .03 1.31 3Gk
47 07+ 14 .04 1.46 35

42 09*x 13 .04 1.36 36x+

Email
Physical appearance

(N'=284) 46 01 15 .06 37 15
Newsgroup/Forum
Opposite sex relations

N =91) 22 04~ 07 .03 .76 22x

Note *p<0.05. **p<0.01 ***p<0.001,
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Table 20

Summary of Hierarchical Regressions Examining the Mediating Influence of IM Self-Conceptions of
Physical Abilities on Offline Self-Conceptions of Physical Abilities and Overall General Self-
Concept (N = 260).

Self-Conceptual Domains B SE S Partial r R’ AR’
Regression 1: DV = IM Physical Abilities
Step 1 _ .03 .03
Gender -17 .08 -.14 - 14
Middle adolescence -.03 .06 -43 -.03
Late adolescence .02 .06 37 .02
Home language -.09 .08 -.07 -.07
Step 2 .07 .04
Gender -.18 .08 -.15 -.15%
Middle adolescence -.04 .06 -.65 -.04
Late adolescence .04 .06 .59 .04
Home language -.07 08  -05 -.05
Offline physical abilities , -.10 .03 -19 0 - 19
Regression 2: DV = General Self-Concept
Step 1 .02 .02
Gender _ 01 .10 .01- .01
Middle adolescence .02 .07 17 .01
Late adolescence -.02 .07 -24 -.01
Home language 24 10 13 13%
Step 2 « .30 28xHx
Gender 10 .08 .06 .07
Middle adolescence .07 .06 67 .06
Late adolescence -.07 .06 -73 -.06
Home language 14 .09 .07 .09
Offline physical abilities 44 04 53 S3xkx
Regression 3: DV = General Self-Concept
Step 1 .03 .03
Gender .09 A1 .05 .05
Middle adolescence .04 .08 47 .03
Late adolescence -.05 .08 -.54 -.04
Home language 23 A2 12 12+
Step 2 30 2Tk
Gender 12 .09 .07 .08 '
Middle adolescence .09 .07 1.08 .08

table continues
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Table 20 (continued)
Self-Conceptual Domains B SE b Partial v R’ AR’
Late adolescence -.10 .07 -1.10 -.09
Home language A5 10 .08 .09
Oftline physical abilities 41 .04 52 IRPALL
Step 3 38 08 xx*
Gender .05 .09 .03 .03
Middle adolescence .08 .07 .89 .07
Late adolescence -.08 .07 -.98 -.08
Home language A3 10 .07 .08
Offline physical abilities 37 .04 47 S0#xx
IM physical abilities -42 .07 -.29 - 34k xx
Regression 4: DV = General Self-Concept
Step 1 A7 B WAl
Gender -.00 .10 -.00 -.00
Middle adolescence .03 .08 30 .02
Late adolescence -.03 .08 -.40 -.03
Home language 18 11 10 10
IM physical abilities -.55 .08 -.38 - 38k
Step 2 38 21w
Gender .05 .09 03 .03
Middle adolescence .08 .07 .89 .07
Late adolescence -.08 .07 -.98 -.08
Home language 13 10 .07 .08
IM physical abilities -42 .07 -.29 -.34Hxx
Offline physical abilities 370 .04 47 SOx*x

Note. *p <0.05. **p<0.01 ***p < 0.001.
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Table 21

Summary of Hierarchical Regressions Examining the Mediating Influence of IM Self-Conceptions of Physical

Appearance on Offline Self-Conceptions of Physical Appearance and Overall General Self-Concept (N =

262).
Self-Conceptual Démains, B . SE B Partialr R’ AR’
Regression 1: DV = IM Physical
Appearance ' N : :
Step 1 . ' .05 05%x
Gender =22 .08 -17 - 17%x
Middle adolescence -.04 .06 -73 -.05
Late adolescence .04 .06 .67 .05
Home language -.12 .08 -.09 -.09
Step 2 .08 03
Gender -21 .08 -.16 -.17%x
Middle adolescence -.05 .06 -77 -.05
Late adolescence .04 .06 72 .05
Home language -.09 .08 -.07 -.07
Offline physical appearance -.10 .03 -.18 - 18
Regression 2: DV = General Self-Concept
Step 1 .02 02
Gender .01 .10 .01 .01
Middle adolescence .02 .07 17 .01
Late adolescence -.02 .07 -.24 -.02
Home language 24 10 13 01
Step 2 38 36%x*
Gender .04 .08 .02 .03
Middle adolescence .01 .06 .05 01
Late adolescence -.01 .06 -.12 -.01
Home language .08 .08 .04 .05
Offline physical appearance 47 .03 .61 O] xkx
Regression 3. DV = General Self-Concept
Step 1 .03 .03
Gender .09 A1 .05 .05
Middle adolescence ' .04 .08 45 .03
Late adolescence -.05 .08 -.52 -.03
Home language 23 12 12 12
Step 2 37 3gxxx
Gender .03 .09 .02 .02

table continues
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Table 21 (continued).

Self-Conceptual Domains B SE p Partial v R’ AR’
Middle adolescence .05 .07 .59 .05
Late adolescence -.06 .07 -.67 -.05
Home language .07 10 .04 .05
Offline physical appearance .046 .04 .59 S Hkk ‘
Step 3 44 7%k
Gender -.05 .09 -.03 -.04
Middle adolescence .03 .06 38 .03
Late adolescence -.04 .06 -47 -.04
Home language .04 .09 .02 .03
Offline physical appearance 42 .04 .54 S8k
IM physical appearance -.39 .07 -.28 - 33%xxk
Regression 4: DV = General Self-Concept
Step 1 .16 Y
Gender =03 .10 -.02 -.02 '
Middle adolescence . .02 .08 18 .01
Late adolescence -02 .08 -27 -.02
Home language 17 A1 .09 .09
IM physical appearance -.53 .08 -.37 =37 xxx
Step 2 44 28xkx
Gender -.05 .09 -.03 -.04
Middle adolescence - .03 .06 38 .03
Late adolescence -.04 .06 -47 -.04
Home language o .04 .09 .02 .03
IM physical appearance -39 .07 -.28 .33k
Offline physical appearance 42 .04 54 S8xkx

Note. *p <0.05. **p <0.01 ***p < 0.001.
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Summary of Hierarchical Regressions Examining the Mediating Influence of Email Self-Conceptions
of Physical Abilities on Offline Self-Conceptions of Physical Abilities and Overall General Self-

Concept (N = 284).

SE

Self-Conceptual Domains B p Partial r R’ AR’
Regression 1: DV = IM Physical Abilities
Step 1 .06 06**x
Gender -21 .07 -.18 - 18*%
Middle adolescence -.02 .05 -.33 -.03
Late adolescence .02 .05 .29 .02
Home language -.19 07 -.15 - 15%#
Step 2 13 07wk
Gender =22 .07 -.19 - 20%xx
Middle adolescence -.03 .05 -48 -.04
Late adolescence .03 .05 44 .04
Home language --16 .07 -.13 -.14*
Offline physical abilities -.13 .03 =26 26wk
Regression 2: DV = General Self-Concept
Step 1 - .02 .02
Gender .01 .10 01 .02
Middle adolescence .02 .07 17 01
Late adolescence -.02 .07 -.24 -.02
Home language 24 10 13 A3
Step 2 .30 28xxx
Gender 10 .08 .06 .07
Middle adolescence .07 .06 .67 .06
Late adolescence -.07 .06 -73 -.06
Home language 14 .09 .07 .09
Offline physical abilities 44 .04 53 53k
Regression 3: DV = General Self-Concept
Step 1 .02 .02
Gender .01 11 .01 .01
Middle adolescence .05 .08 47 .04
Late adolescence -.06 .08 -.53 -.04
Home language 22 A2 A1 11
Step 2 .29 2T xxx
Gender .06 .09 .04 .04
Middle adolescence .09 .07 77 .07

table continues
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Table 22 (continued).
Self-Conceptual Domains B SE b Partial r R’ AR’
Late adolescence -.09 .07 -.83 -.08
Home language 13 .10 .07 12
Oftline physical abilities 43 .04 52 53
Step 3 37 08 xx*
Gender -.04 .09 -.02 -.03
Middle adolescence .07 .07 .63 .06
Late adolescence -.08 07 =70 -.07
Home language 06 10 .03 .04
Offline physical abilities 37 .04 45 A 8xx*
IM physical abilities -.46 .08 -.30 =33k
Regression 4: DV = General Self-Concept
Step 1 18 L8k
Gender -12 .10 -.07 -.07
Middle adolescence .04 .08 33 .03 "
Late adolescence -.05 .08 -41 -.04
Home language .09 A1 .05 .05
IM physical abilities -.65 .09 -42 - 4] xxx
Step 2 ' 37 19k
Gender -.04 - .09 -.02 -.03
Middle adolescence .07 .07 .63 .06
Late adolescence -.08 07 -.70 -.07
Home language .06 10 .03 .04
IM physical abilities -46 - .08 -.30 =33 xkx
Offline physical abilities 37 .04 45 A8xxx

Note. *p < 0.05. **p<0.01 ***p < 0.001.
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Summary of Hierarchical Regressions Examining the Mediating Influence of Email Self-Conceptions of
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Physical Appearance on Offline Self-Conceptions of Physical Appearance and Overall General Self-Concept

(N = 286). ._
Self-Conceptual Domains B SE b Partial r R’ AR’
Regression 1: DV = IM Physical
Appearance
Step 1 .05 05+
Gender -.19 .07 -.16 -.16**
Middle adolescence -.02 .05 -28 -.02
Late adolescence .02 .05 25 .02
Home language -.17 .07 -.14 -.14*
Step 2 10 .04 xxx
Gender -.19 .07 -.16 -.16*
Middle adolescence -.01 .05 -.16 -.01
Late adolescence 01 .05 A2 .01
Home language -.14 07 -.12 -.12%
Offline physical appearance -.11 .03 -21 -22
Regression 2: DV = General Self-Concept
Step 1 ‘ .02 .02
Gender .01 .10 .01 .01
Middle adolescence .02 .07 17 .01
Late adolescence -.02 .07 -24 -.02
Home language 24 10 13 A3+
Step 2 .38 36*x
Gender .04 .08 .02 .03
Middle adolescence .01 .06 .05 .01
Late adolescence -.01 .06 -12 -.01
Home language .08 .08 .04 .05
Offline physical appearance 47 .03 .61 O] xxx
Regression 3: DV = General Self-Concept
Step 1 .02 .02
Gender .02 A1 .01 .01
Middle adolescence .05 .08 44 .04
Late adolescence -.06 .08 -.50 -.04
Home language 20 A2 d1 .10
Step 2 40 38 xkx
Gender .02 .09 .01 .01

table continues
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Table 23 (continued).

Self-Conceptual Domains B SE )i} Partial r R’ AR’
Middle adolescence 01 .07 .07 .01
Late adolescence -.01 .07 -.13 -.01
Home language - .06 .09 .03 .04
Offline physical appearance 49 .04 .62 AL
Step 3 » 46 06*xx
Gender -.06 .08 -.03 -.04
Middle adolescence ' .00 .06 .03 .00
Late adolescence -.01 .06 -.10 -.01
Home language -.00 - .09 -.00 -.00
Offline physical appearance 45 .04 .56 3 xxx
IM physical appearance -.42 .07 -27 - 33 %k
Regression 4: DV = General Self-Concept
Step 1 16 J6%xx
Gender -.10 .10 -.05 -.06
Middle adolescence .04 .08 33 .03
Late adolescence -.05 .08 -40 -.04
Home language 10 11 .05 .05
IM physical appearance -.62 .09 -.39 - 38*xx*
Step 2 46 0%
Gender -.06 .08 -.03 -.04 '
Middle adolescence .00 .06 .03 .00
Late adolescence -.01 .06 -.10 -.01
Home language -.00 .09 -.00 -.00
IM physical appearance -42 .07 -27 - 39wk
Offline physical appearance 45 .04 .56 60 *x

Note. *p <0.05. *¥p <0.01 ***p <0.001.
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Table 24

Summary of Hierarchical Regressions Examining the Mediating Influence of Newsgroup Self-Conceptions of

Physical Abilities on Offline Self-Conceptions of Physical Abilities and Overall General Self-Concept (N =

94).
Self-Conceptual Domains B SE S Partial r R’ AR’
Regression 1: DV = Newsgroup
Physical Abilities
Step 1 .07 .07
Gender -25 .19 -.13 -.13
Middle adolescence -27 12 -3.14% =22
Late adolescence 27 12 3.08* 22
Step 2 12 05
Gender -34 .19 -.18 -.18
Middle adolescence -26 A2 -2.98+ -22
Late adolescence .25 =12 _2.92+% - .21
Offline physical abilities .17 -.08 L0 =22
Regression 2: DV = General Self-
Concept S 4 . :
Step 1 ‘ .01 .01
Gender .03 .10 .02 .02
Middle adolescence .04 .07 43 .03
Late adolescence -.05 .07 -51 -.04
Step 2 .30 29xxx
Gender 11 .08 .06 07
Middle adolescence .08 .06 .82 .07
Late adolescence -.08 .06 -.89 -.08
Offline physical abilities 45 .04 Sgrnx .54
Regression 3: DV = General Self-
Concept
Step 1 .02 .02
Gender -.04 24 -.02 -.02
Middle adolescence 20 A5 1.88 A3
Late adolescence -.20 15 -1.92 -.13
Step 2 27 25%xx
Gender _ 20 21 .09 10
Middle adolescence 16 13 1.51 12
Late adolescence -.16 13 -1.55 -.13

table continues
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Table 24 (continued).

Self-Conceptual Domains B SE i3 Partial r R’ AR’
Offline physical abilities 47 .08 ST Sl
Step 3 | .36 Q9nx
Gender .08 21 .03 .04
Middle adolescence .06 13 .59 .05
Late adolescence -.07 13 -.65 -.06
Offline physical appearance 41 .08 A4 arx 47
Newsgroup physical abilities -.39 A1 =31k -.34
Regression 4: DV = General Self-
Concept
Step 1 18 1 8xxx
Gender -17 22 -.07 -.08
Middle adolescence .06 15 .59 .05
Late adolescence -.07 14 -.66 -.05
Newsgroup physical abilities -.50 A2 -41 -.40
Step 2 36 8
Gender .08 21 .03 .04
Middle adolescence .06 A3 .59 .05
Late adolescence -.07 A3 -.65 -.06
Newsgroup physical abilities -.38 A1 -3 Hxx -.34
Offline physical abilities 41 .08 RV 47

Note. *p <0.05. **p <0.01 ***p < 0.001.
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Figure 1. Interaction effects for self-conceptions of chatroom opposite sex relations:

Category X Social Dimension
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Figure 2. Interaction effects for self-conceptions of chatroom opposite sex relations:

Category X Importance Dimensions.
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Figure 3: Interaction effects for general self-conceptions over Email: Category X Social

Dimension.
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Figure 4. Interaction effects for general self-conceptions over Email: Category X

Importance Dimension.
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Figure 5. Interaction effects for self-conceptions of Newsgroup/Forum same sex

relations: Category X Social Dimension.
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Figure 6. Interaction effects for self-conceptions of Newsgroup/Forum same sex

relations: Category X Importance Dimension.
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Figure 7: Interaction effects of general self-conceptions in Newsgroups/Forums:

Category X Importance Dimension.
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Figure 8. Self-conceptions of MORPGs physical appearance as moderator between

offline self-conceptions in this domain and general-self-concept.
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Figure 9. Self-conceptions of MORPGs opposite sex relations as moderator between

offline self-conceptions in this domain and general-self-concept.
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Figure 10. Self-conceptions of chatroom social relations as moderator between offline

self-conceptions in this domain and general-self-concept.
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Figure 11. Self-conceptions of Email physical appearance as moderator between offline

self-conceptions in this domain and general-self-concept.
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Figure 12. Self-conceptions of Newsgroup/Forum opposite sex relations as moderator

between offline self-conceptions in this domain and general-self-concept.
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Appendix A
Demographic Information
SECTION 1: TELL US ABOUT YOURSELF

We are interested in learning about your background. Please follow the directions
carefully, and answer ALL of the questions. REMEMBER, YOUR ANSWERS WILL
REMAIN PRIVATE AND WILL BE SEEN ONLY BY THE RESEARCHERS.

1. Are you male or female? (CHECK ONE)
O Male O Female

2. What is your date of birth?
/ /
MONTH DAY YEAR

3. What grade are you in?

4. What is your cultural background (check all that apply): We are asking this
question to get an idea of the cultural backgrounds of the students answering this
questionnaire.

a First Nations / Native

o Caucasian / European

a Latino / Hispanic

a African

0 Middle Eastern (e.g. Israel, Saudi Arabia, Iran)

0 South Asian (e.g. India, Pakistan, Sri Lanka)

0 East Asian (e.g. China, Japan, Korea)

0 South East Asian (e.g. Philippines, Indonesia, Thailand)
5. Were you born in Canada? Yes 0O No O

If “No”, what year did you move to Canada?

6. What Language do you normally speak at home?
English Other

If you speak a language other than English at home, what is it?
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Appendix A (cont’d)

7. What is the living situation of the people you think of as your parents. We are
asking this question to get an idea of the types of families students your age come
from. :

0 Married / common law (living together in the same household).

U Separated / divorced, and I live mostly with my father.

U Separated / divorced, and I live mostly with my mother.

0 Separated / divorced, and I spend about the same amount of time with each
parent.

D Single parenting situation (e.g. never married, widowed).

O Idon’t live with my parents.

7a. If your parents are separated, divorced, or a single parent, what year did that
happen in (If it has been for your whole life, Just write “my whole-life” instead of
the year)? )

8. Do you have any brothers and sisters? -
Thave __ brothers. I have sisters.

9. What is the highest level of education that you expect to get? (check one)

0 High school diploma
O College diploma, technical certification, or other non-university training.

U Bachelor’s degree (e.g. B.A., B.Ed.)
0 Graduate or professional degree (e.g. PhD or M.D.).
O1don’t know
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Online Self—Concep_t Questionnaire

112

SECTION 2A: TELL US ABOUT YOUR ONLINE ACTIVITIES

We would like to learn more about the kinds of things you do online. Please circle the
answer that best fits you: REMEMBER, YOUR ANSWERS WILL REMAIN PRIVATE

AND WILL NOT BE SEEN BY YOUR PARENTS OR TEACHERS.

1. Do you play Multi- player Online Role Playing Games
(also known as MORPGs), such as Diablo/Diablo 11,
Dungeons and Dragons, Never Winter Nights, etc.?

2. Do you go to Chatrooms?

3. Do you use Instant Messaging (e.g. MSN, ICQ, etc.)

4. Do you use Email?

5. Are you part of a Newsgroup or Forum where you
can post or read other people’s opinions on a certain topic?

O Yes ONo
O Yes ONo
U Yes ONo
OYes ONo

O Yes ONo

6. Which of the following online activities do you do the most (CIRCLE ONLY

ONE)?
a) MORPGs
b) Chatrooms
¢) Instant Messaging
d) Email
e€) Newsgroups/Forums

7. Please rank the following online activities from most favorite to least favorite,
with 1 being your favorite and 5 being your least favorite. Ignore any that you

don’t use.
a) MORPGs
b) Chatrooms
¢) Instant Messaging
d) Email
e) Newsgroups/Forums

8. For the online activity that you marked as number 1 (your favorite), please

explain why this is your favorite online activity.
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Appendix A (cont’d)
SECTION 2B: MORPGs

If you play MORPGsS regularly please answer the following questions. If not, please
skip to Section 2C, on page 9.

9. On average, how many days a week do you play MORPGs?
a) One day each week or less
b) Between 2 and 5 days a week
¢) Every day of the week

10. On average how many hours each week do you play MORPGs?
a) 1 hour or less
b) between 2 and 5 hours a week
¢) between 8 and 10 hours a week
d) 10 or more hours a week

11. On average, when you play MORPGs, how much time do you spend playing in
one session?

a) 1 hour or less

b) 2 to 4 hours

c) 5to 8 hours

d) 9 or more hours

On a scale of 1 to 5, how much do you agree with the following statements?
12. T spend most of my time playing one MORPG in particular.
1 2 3 4 5

Disagree Agree

13. I switch from one MORPG to another depénding on which one my friends are

playing.
L2 3 4. s
Disagree 1 ’ Agree

14. T mostly play MORPGs with people that I also know in real life.

1 2 3 4 5
Disagree Agree
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Appendix A (cont’d)
15. Tmostly play MORPGs with people that I’ve only met online.
1 2 3 4 5
Disagree Agree
16. I play MORPG:s to talk to people.
1 2 3 4 5
Disagree Agree
17. I play MORPGs to win the game.
1 2 3 4 5
Disagree Agree
18. I play MORPGs to try out being different characters.
1 2 3 4 5

Disagree Agree

19. Do you take on a personality that is different from your real personality when

you play an MORPG?
1 2 3 4 5
Notatall a A totally
different different
person person

20. Is the appearance of your MORPG character different from what you really

look like?
| 2 3 4 5
Don’t really My physical
change my appearance is
physical totally
appearance different

online online
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Appendix A (cont’d)

21. I change my physical appearance online to help me meet the goals of the

MORPG?
1 2 3 4 5
Not at all true Very True

22. I change my physical appearance in MORPGs so that other players will view
me differently from how I am in real life.

1 2 3 ' 4 5
Not at all true Very true

23. Do you prefer your online MORPG physical appearance over your real
physical appearance?

1 2 3 4 5 i
Do not prefer = o : " Prefer online: Does not
online S R physical apply to me
physical appearance
appearance

24. The'reason [ play MORISGS is to try playiné a character that lOdks different
from what I really look like.

1 2 3 4 5
Not at all true Very true

25. The reason I play MORPG:s is to change the physical abilities of my MORPG

character.
1 2 3 4 5
Not at all true Very true

26. Is your MORPG character’s physical abilities different from your real
physical abilities?

1 2 3 4 5
My physical abilities My MORPG physical
in the MORPG are abilities are totally
about the same as my , different from my offline

offline abilities. abilities
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Appendix A (cont’d)

27.1 change my physical abilities online to help me meet the goals of the
MORPG? '

1 2 3 4 -5
Not at all true” . _ . S - Very True
28. I change my physical abilities of my MORPG character so that other players
will view me differently from how I am in real life.

1 : 2 3 4 5

Not at all true Very true

29. Do you prefer your MORPG physical abilities to your real physical abilities?

1 2 3 4 5 ‘ O
Do not prefer Prefer online Does not
online physical apply to me
physical abilities
abilities

30. The reason I play MORPGs to make close friendships

1 2 3 4 5
Not at all true Very true
31. The reason I play MORPGs to feel accepted by others.

1 2 3 4 5
Not at all true - _ _ ' Very true

32. How important is playing MORPGs to you? |

1 2 3 4 5

Not at all ' _ Very
important important
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Appendix A (cont’d)

33. How many of the people that you only know online and play MORPGs with
do you consider to be your close friends?

1 2 3 4 5
None Some Most

34. How upset would you be if you had to stop playing MORPGs?

1 2 3 4 5
Not upset at
all Very upset

35. How strong are the friendships you have with the people you play MORPGs
with?

1 2 3 4 5
Not at all Somewhat Very Strong
Strong strong

36. How much has playing MORPGs strengthened your friendships with people
you only know online?

1 2 3 4 5
Not at all Some ~ Alot

37. How much has playing MORPGs strengthened your friendships with people
you know in real life? RS ' g
1 2 3 4 5
Notatall ... - Some" ' - - A lot
38. Compared to real life, how much do you feel able to be yourself in MORPGs?

1 2 3 4 5
Not at all Somewhat Very well
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Appendix A (cont’d)

39. Do you prefer the person you are in your MORPG better than the person you
are in real life?

1 2 .3 4 5 m]
Prefer offline Don’t care Prefer online I am the same
self self

person online
and offline

SECTION 2C: CHATROOMS

If you chat in Chatrooms regularly please answer the following questions. If not,
please skip to Section 2D, on page 14.

40. On average, how many days a week do you use Chatrooms?
a) Once a week or less
b) Between 2 and 5 days a week
c) Every day of the week

41. On average how many hours a week do you use Chatrooms?
a) 1 hour or less
b) Between 2 and 5 hours a week
¢) Between 8 and 10 hours a week
d) 10 or more hours a week

42. On average, when you chat in Chatrooms, how much time do you spend
chatting in one session?

a) 1 hour or less
b) 2 to 4 hours

¢) 5 to 8 hours

d) 9 or more hours

On a scale of 1 to 5, how much do you agree with the following statements?

43. I spend most of my time chatting in one Chatroom in particular.

1 2 3 4 S
Disagree Agree
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Appendix A (cont’d)

44. I move from Chatroom to Chatroom depending on which one my friends are
going to.

1 2 3 4 5
Disagree Agree
45. I'mostly chat in Chatrooms with people that I also know in real life.

1 2 3 4 5
Disagree Agree

46. I mostly chat in Chatrooms with people that I only know online.
1 2 3 4 5
Disagree Agree
47. 1 chat in Chatrooms to get to know other people and make friends.
1 2 3 oA s
'Disagree o ' ' o " Agree
48. I chat in Chatrooms to chat about the topics being discussed in the Chatrooms.
1 2 3 4 5
Disagree ‘ Agree
49. I chat in Chatrooms to try out being a different person than I am in real life
(i.e., pretend to be a person or a type of person that [ am not in real life).
1 2 3 4 5

Disagree » Agree

50. Do you take on a different personality when you chat in Chatrooms?

1 2 3 4 5
Notat all a A totally
different different
person person in the

Chatroom
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Appendix A (cont’d)

51. Do you‘changé your physical appeafanée wflen you Chatrooms (i.e. tell
people you look different from what you look like in real life)?

Don’treally change , L My physical
iy physical appearance in
appearance in Chatrooms is
Chatrooms totally
different

52.1 change my physical appearance in Chatrooms so that other people will view
me differently from how I am seen in real life.

1 2 3 4 5
Not at all true Very true

53. Do you prefer your Chatroom physical appearance over your real physical

appearance?
1 2 3 4 5 o
Do not prefer Don’t care Prefer online Does not
online physical apply to me
physical appearance
appearance

54. The main reason I chat in Chatrooms is to change my physical appearance
(i.e. let people think I look different from what I look like offline).

1 2 3 4 5
Not at all true Very true

55. I chat in Chatrooms to see what it would be like to be someone who has
different physical abilities from what I have in real life (i.e. let people think that I
can do things that I normally can’t do in real life).

1 2 3 4 5
Not at all true ‘ Very true
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Appendix A (cont’d)

56. Do you change your physical abilities when you use Chatrooms (i.e. tell
people you can do things that you really can’t do)?

1 2 3 .4 5
Don’t really My physical
change my abilities in
physical Chatrooms
abilities are totally

different

57. I change my physical abilities in Chatrooms so that other people will view me
differently from how I am seen in real life.

1 2 3 4 5
Not at all true Very true

58. Do you prefer your Chatroom physical abilities to your physical abilities in

real life?
1 2 3 4 5 m]
Do not prefer Don’t care Prefer online - Does not
online physical apply to me
physical abilities

abilities

59. The reason | chaj[ in Chatrooms is to make close friendships - -

1 2 3 4 5

Not at all true Very true

60. The reason I chat in Chatrooms is to feel accepted by others.

1 2 3 4 5
Not at all true ' Very true
61. How important is chatting in Chatrooms to you?

1 2 3 4 5

Not that ' ' Very
important important




Appendix A (cont’d)

62. How many of the people that you only know online and chat with in
Chatrooms would you consider to be your close friends?

1 2 3 4 5
None Some Most

63. How upset would you be if you had to stop chatting in Chatrooms?

1 2 3 4 5

Not upset at - Very upset
all

64. How strong are the friendships you have with the people you chat with in
Chatrooms?

1 2 3 4 5

Not at all Somewhat Very Strong
Strong strong :

65. How much has chatting in Chatrooms strengthened your friendships with
people you only know online? '

o 2 3 4 5
Not at all ' Some v A lot

66. How much has chatting in Chatrooms strengthened your friendships with

people you know in real life?

1 2 3 4 5
Not at all Some A lot

67. Compared to offline, do you feel more able to be yourself in Chatrooms?

1 2 3 4 5
Not at all well Somewhat Very well

122




123

Appendix A (cont’d)

68. Do you prefer the person you are in Chatrooms to the person you are real life?

1 2 3 4 5 8]
Prefer offline Don’t care Prefer online I am the same
self self person online
and offline

SECTION D: INSTANT MESSAGING

If you use Instant Messaging (IM) regularly please answer the following questions.
If not, please skip to Section 2E on page 18.

69. On average, how many days a week do you use IM? (Note: this is asking how

much time you actually spend chatting on IM and not whether you have IM running
in the background)

a) One day a week or less
b) Between 2 and 5 days a week
c) Every day of the week

70. On average how many hours a week do you use IM?. (Note: this is asking how
much time you actually spend chatting on IM and not whether you have IM running
in the background) ' '
‘ a) 1 hour or less
b) Between 2 and 5 hours a week
¢) Between 8 and 10 hours a week
d) 10 or more hours a week

71. On average, when you use IM, how much time do you spend chatting with
others? (Note: this is asking how much time you actually spend chatting on IM and
not whether you have IM running in the background)

a) 1 hour or less

b) 2 to 4 hours

¢) 5to 8 hours

d) 9 or more hours

On a scale of 1 to 5, how much do you agree with the following statements?
72. I mostly use IM with people that I only know in real life.

1 : 2 3 4 5
Disagree Agree
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Appendix A (cont’d)
73. I mostly use IM with people that I’V'ev'b‘rillj/ met online.
1 2 3 4 .5
Disagree T - © s Agree
74. The reason I use IM is to get to know other people and make friends.
1 2 3 4 5
Disagree : Agree
75. The reason I use IM is to try out being a different person from who I am in
real life (i.e. be someone I can’t be in real life or be someone [ am not in real life).
1 2 3 4 5

Disagree Agree

76. Do you take on a different personality when you chat using IM?

1 2 3 : 4 5
Not at all a : - Atotally
different "~ different
person ‘ " person on IM

77. Do you change your physical appearance (tell others that you look different
than what you look like in real life) when using IM?

1 2 3 4 5

Don’t really ' My physical
change my appearance on
physical : IM is totally
appearance on ‘ different
IM

78. I change my physical appearance over IM so that other people will view me
differently from how I ami seen in real life.

1 2 3 4 5
Not at all true : Very true
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79. Do you prefer your IM physical appearance over your physical appearance in

real life?
1 2 3 4 5 w
Do not prefer _ Don’t care Prefer online Does not
online physical apply to me
physical appearance
appearance

80. I chat using IM to change my physical appearance (i.e. Let people think I look
differently from what I look like in real life).

1 2 3 4 5
Not at all true Very true

81. Do you change your physical abilities (pretend to be able to do things that you
can’t normally do in real life) when you chat using IM?

1 2 3 4 5
Don’t really My physical
change my abilities on

physical IM are totally
abilities on different than
IM ‘ " inreal life

82. I mostly chat using IM to change my physical abilities (i.e. Pretend to be able
to do things that you really can’t do in real life). s '

1 2 3 4 5

Notatalltrue ..~ - . - . - . Vryrue

83. I change my IM physical abilities so that other people will view me differently
from how I am seen in real life.

1 2 3 4 5
Not at all true Very true
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84. Do you prefer your IM physical abilities to your physical abilities in real life?

1 2 3 4 5 O
Do not prefer Don’t care Prefer online Does not
online physical apply to me
physical abilities
abilities

85. The reason I chat using IM is to make close friendships

1 : 2 3 4 5
Not at all true Very true
86. The reason I chat using IM is to feel accepted by others.

1 2 3 4 5

Not at all true . Very true

87. How important is chatting using IM to you?

1 2 3 4 5
Not that Very
important important

88. How many of the people that you only know online and chat with using IM
would you consider to be your close friends?

1 2 : 3 4 5

None S Most
ome

89. How upset would you be if you had to stop chatting using IM?

1 2 3 4 5
Not at all

upset Very upset



1

Prefer offline
self
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90. How strong are the friendships you have with the people you chat with over
IM?

1 2 3 4 5
Not at all
Strong

Somewhat
strong

Very Strong

100. How much has using IM strengthened your friendships with people you only
know online?

1 2 3 4 5

Not at all Some A lot

101. How much has using IM strengthened your friendships with people you
know in real life? :
1 2 3 4 5

Not at all Some Alot

102. Compared to real life, do you feel more able to be yourself over IM?
1 2 3 4 5
Not at all

Somewhat Very well

103. Do you prefer the person you are over IM better than the person you are in
real life?

2 3 4 5 o

I am the same
person online
and in real life

Prefer online
self

Don’t care
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SECTION E: EMAIL

If you use Email regularly please answer the following questions. If not, please skip
to Section 2D on page 23.

104. On average, how many days a week do you check your Email?
a) One day a week or less
b) Between 2 and 5 days a week
¢) Every day of the week

105. On average how many hours a week do you spend communicating over
Email?

a) 1 hour or less

b) Between 2 and 5 hours a week

¢) Between 8 and 10 hours a week

d) 10 or more hours a week

On a scale of 1 to 5, how much do you agree with the following statements?
106. I mostly communicate over Email with people that I only know in real life.

1 2 3 4 5
Disagree Agree

107. I mostly use Email with people that I’ve only met online.

1 2 3 4 5
Disagree Agree

108. The reason I use Email is to get to know other people and make friends.
1 2 3 4 5

Disagree Agree

109. The reason I use Email is to try out being a different person from who I am |
in real life (i.e. be someone I can’t be in real life or be someone I am not in real
life).

1 2 3 Ca s
Disagree Agree




129

Appendix A (cont’d)

110. Do you take on a different personality when you communicate over Email?

1 2 3 4 5
Notatall a ‘ A totally
different different
person person over
email

111. Do you change your physical appearance (tell others that you look different
than what you look like in real life) when using Email?

1 2 3 4 5
Don’t really My physical
change my appearance on
physical email is
appearance on totally
email different

112. I change my physical appearance over Email so that other people will view
-me differently from how I am seen in real life.

1 2 3 4 5
Not at all true Very true

113. Do you prefer your Email physical appearance over your physical
appearance in real life?

1 2 3 4 5 - o
Do not prefer Don’t care Prefer online Does not
online , . . physical . .. apply to me
physical o ' ~ appearance *
appearance

114. T use Email to change my physical appearance (i.e. Let people think I look
differently from what I look like in real life).

1 2 3 4 5
Not at all true Very true
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115. Do you change your physical abilities (pretend to be able to do things that
you can’t normally do in real life) when you chat using Email?

1 2 3 4 5
Don’t really My physical
change my ‘ abilities on
physical email are

abilities on totally
email different than

in real life

116. I mostly use Email to change my physical abilities (i.e. Pretend to be able to
do things that you really can’t do in real life).

1 2 3 4 5
Not at all true Very true

117. I change my Email physical abilities so that other people will view me
differently from how I am seen in real life.

1 2 3 4 5
Not at all true _ Very true

118. Do you prefer your Email physical abilities to your physical abilities in real

life?
1 2 : 3 4 5 ]
Do not prefer Don’t care Prefer online Does not
online physical apply to me
physical ‘ abilities
abilities

119. The reason I use Email is to make close friendships

1 2 3 4 5
Not at all true ‘ Very true
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120. The reason I use Email is to feel accepted by others.
1 2 3 4 5

Not at all true Very true

121. The reason I use Email is to do school work or to communicate with people
in an impersonal way.

1 2 3 4 5
Not at all true Very true

122. How important is using Email to you?

1 2 3 4 5
Not that o _ » Very
important important

123. How many-of the people that you only know online and talk to over Email
would you consider to be'your close friends? . .-

1 2 3 4 5

None Most
Some

124. How upset would you be if you had to stop using Email?

1 2 3 4 5
Not at all Very upset
upset

125. How strong are the fr1endsh1ps you have with the people you communicate
with over Email? :

1 2 3 4 5

Not at all Somewhat Very Strong
Strong strong
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126. How much has using Email strengthened your friendships with people you
only know online? . ‘

1 2 3 B 5

.Not at all Some A lot

127. How much has using Email strengthened your friendships with people you
know in real life?

1 ' 2 3 4 5
Not at all Some A lot

128. Compared to real life, do you feel more able to be yourself over Email?
| 2 3 4 5
Not at all Somewhat Very well
129. Do you prefer the person you are over Email better than the person you are
in real life?

1 2 3 4 5 o

Prefer offline Don’t care Prefer online I am the Same
self : self person online

and in real life

SECTION F: NEWSGROUPS/FORUMS

If you use Newsgroups/Forums (where you post messages and wait for a reply)
regularly please answer the following questions. If not, please skip to SECTION 3
on page 28.

130. What is your participation level in Newsgroups/Forums?

1 2 3 4 5
High o Low
Participation participation
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131. How frequently do you respond and post comments on the
Newsgroup/Forum (as opposed to just reading what other people have written)?

1 2 3 4 5
Hardly ever Almost all the
time

On a scale of 1 to 5, how much do you agree with the following statements?

132. In terms of Newsgroups/Forums, I mostly communicate with people I know
in real life.

1 2 3 4 5
Disagree Agree

133. In terms of Newsgroups/Forums, I mostly communicate with people I only

know online.
1 2 3 4 5
Disagree Agree

134. The reason I use Newsgroups/Forums is to communicate with friends.
1 2 3 4 5
Disagree ' _ . Agree

135. The reason I use Newsgroups/Forums is to discuss the topic of the

Newsgroup/Forums.
1 2 3 4 5
Disagree ' Agree

136. The reason I use Newsgroups/Forums is to challenge myself to be someone I
can’t be in real life.

1 2 3 4 5
Disagree Agree
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137. The reasons I use Forums is to learn more about the ideas of other people.
1 2 3 4 5
Disagree ‘ Agree

138. Do you change your physical appearance (say you look different than what
you look like offline) when you communicate with people over

Newsgroups/Forums?
1 2 3 4 5
Don’t really My physical
change my appearance is
physical totally
appearance different

139. I change my physical appearance over Newsgroups/Forums so that other
people will view me differently from how I am seen in real life.

1 2 3 4 5
Not at all true Very true

140. Do you prefer your Newsgroup/Forum physical appearance over your
physical appearance in real life?

1 2 3 4 5 mi
Do not prefer Don’t care Prefer online ~ Does not
online physical apply to me
physical appearance
appearance

41. I mostly use Newsgroups/Forums to pretend to look different from how I look
in real life.

1 2 3 4 5
Not at all true Very true
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142. I mostly use Newsgroups/Forums to pretend to be able to do things I can’t
physically do in real life.

1 2 3 4 5
Not at all true Very true

143. Do you change your physical abilities (say you can do things that you can’t
normally do offline) when you communicate with people over

Newsgroups/Forums?
1 2 3 4 5
Don’t really My physical
change my , abilities are
physical o — totally
abilities . _' . S o different

144. I change my physical abilities in Newsgroups/Forums so that other people
will view me differently from howl am seen in real life. ' :

1 2 3 4 5
Not at all true Very true

145. Do you prefer the physical abilities you have over Newsgroups/Forums to
your offline physical abilities?

1 2 3 4 5 0
Do not prefer Don’t care Prefer online Does not
online : physical apply to me
physical abilities
abilities

146. I use Newsgroups/Forums to make close friendships

1 2 3 4 5
Not at all true Very true
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147. I use Newsgroups/Forums to feel accepted by others.

D N

1 ’ . - . 2 o i ..--’3' : - '_4 . .';‘..‘ 5
Not at all true Very true

148. How important is communicating over Newsgroups/Forums to you?

1 2 3 4 5
Not that Very
" 1mportant important

149. How many of the people that you only know online and communicate with
over Newsgroups/Forums would you consider to be your close friends?

1 2 3 4 5

None Some Most

150. How upset would you be if you had to stop communicating over
Newsgroups/Forums?

1 2 3 4 5
Not at all Very upset
upset

151. How strong are the friendships you have with the people you communicate
with over Newsgroups/Forums?

1 2 3 4 5
Not at all Somewhat Very Strong
Strong _ strong :

152. How much has Newsgroups/Forums strengthened your friendships with
people you only know online?

1 2 3 4 5
Not at all Some A lot
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153. How much has Newsgroups/Forums strengthened your friendships with
people you know in real life?

1 2 3 4 5
Not at all Some A lot

154. Compared to real life, do you feel more able to be yourself over

Newsgroups/Forums?
1 2 3 4 5
Not at all : Somewhat Very able

155. Do you prefer the person you are over Newsgroups/Forums than the person
you are offline?

1 2 3 4 5 i

Prefer offline Don’t care Prefer online T'am the Same
self self person online

and offline
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If you decide to participate in this study, you will be asked to
anonymously fill out a questionnaire that should take you about 45
minutes to complete. By anonymous, we mean that you will NOT put
your name on any of the pages we give you. This means that all your
answers are completely private; they cannot be made available to anyone
at your school or to your parents. Some of the questions will ask you
about your background. Others will ask you questions about yourself and
your thoughts on computers and the Internet. There is no right or wrong
answer, just your honest thoughtful answers. Those of you who decide not
to participate in the project might read silently or finish your homework.

As part of this study, we will also be randomly choosing a small number
of participants to interview. These interviews will either occur on-line via
Instant Messenger or face-to-face. If you agree to be considered for an
interview, and are chosen, you will be given the freedom to choose which
-form of interview you would prefer to participate in. The interview will
- take about 1 hour to complete. Like the questionnaire, all of your
comments will be kept private. Interview questions will ask you more in-
depth questions about yourself and your computer and Internet
© experiences. Again, there is no right or wrong answer, just your honest

thoughtful answers. -

It is important for you to know that participation in this study is
completely voluntary, meaning that you have a choice. Even if you
choose to participate in the study, you can still refuse to answer any
question that you don’t want to, and you can stop completing the
questionnaire if you ever feel uncomfortable with continuing.

If you have any questions about your being a research participant, you
may contact the Director of the UBC Office of Research Services and
Administration, at 822-8598.




