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Sammanfattning 

Syfte: Syftet med denna studie var att undersöka sambandet mellan användning av sociala 

medier och välmående hos unga basketspelare i Sverige i åldrarna 15–19 år. 

Metod: En kvantitativ enkätstudie genomfördes online på Sunet survey, där totalt 52 svenska 

basketspelare (20 killar & 32 tjejer) slutförde den 50 frågor långa enkäten. Enkäten baserades 

på tre etablerade mätinstrument: ESM Social Media Use Questionnaire (E-SMUQ), Social 

Media Addiction Scale – Student Form (SMAS-SF) och Warwick-Edinburgh Mental Well-

being Scale (WEMWBS). Innan huvudstudien genomfördes en pilotstudie med 10 deltagare 

där syfte var att identifiera tekniska problem, otydliga formuleringar samt problem med 

svarsalternativ. Den statistiska analysen genomfördes med hjälp av programen Jamovi och 

Excel som användes för att ta fram deskriptiv statistik samt analysera sambandet mellan 

användning av sociala medier och välmående. 

Resultat: Deltagarna i studien använde i genomsnitt sociala medier i 415 minuter per dag  

(IQR = 262.0), där passiv användning (exempelvis scrollande) var vanligare än aktiv 

användning. Resultaten visar signifikanta samband mellan mer tid spenderad på sociala 

medier per dag och högre poäng på SMAS-SF, särskilt på appar som TikTok och Instagram. 

Ett negativt samband identifierades mellan högre poäng på SMAS-SF (socialt 

medieberoende) och lägre poäng på WEMWBS (psykiskt välbefinnande), vilket innebär att 

ett större beroende av sociala medier är kopplat till lägre välmående. Trots detta samband 

rapporterade deltagarna överlag en hög nivå av psykiskt välbefinnande.  

Slutsats: Resultaten stödjer hypotesen att det finns ett signifikant samband mellan 

användning av sociala medier och välmående bland unga basketspelare i Sverige. 

 

 

 

 

 

 

 

 



 

 

 

Abstract 

Purpose: The purpose of this study was to investigate the relationship between social media 

use and well-being among Swedish adolescent basketball players aged 15–19 years. 

Method: An online survey on Sunet survey was conducted for this study, and a total of 52 

participants (20 boys & 32 girls) completed the questionnaire. The questionnaire consisted of 

50 items and was based on three pre-existing instruments: the ESM Social Media Use 

Questionnaire (E-SMUQ), the Social Media Addiction Scale – Student Form (SMAS-SF), 

and the Warwick-Edinburgh Mental Well-being Scale (WEMWBS). Before the main study, a 

pilot study was conducted. A total of 10 respondents participated in the pilot study. The aim 

was to identify technical issues, unclear wordings, and problems with response options. The 

statistical analysis was performed using the software tools Jamovi and Excel, which were 

used to generate descriptive statistics and to examine the relationship between social media 

use and well-being. 

Results: Participants reported a median of 415 minutes per day (IQR = 262.0) spent on social 

media, with passive use being more common than active use. Significant correlations were 

identified between the total time spent on social media per day and higher scores on the 

SMAS-SF (indicating social media addiction), particularly on platforms such as TikTok and 

Instagram. A negative correlation was found between SMAS-SF scores and WEMWBS 

scores, indicating that greater social media addiction was associated with lower psychological 

well-being. Despite this, participants reported relatively high levels of psychological well-

being. 

Conclusion: The results support the hypothesis that there is a significant relationship between 

social media use and well-being among Swedish adolescent basketball players. 

 

 

 

 

 

 

 

 



 

 

 

 

Index 

Sammanfattning ......................................................................................................................... 2 

Abstract ...................................................................................................................................... 4 

Index ........................................................................................................................................... 5 

1 Introduction ............................................................................................................................. 1 

1.1 Well-being ........................................................................................................................ 1 

1.1.1 Well-being in adolescents.......................................................................................... 2 

1.2 Social media ..................................................................................................................... 3 

1.2.1 Positive and negative effects of social media ............................................................ 4 

1.3 Social media and well-being ............................................................................................ 5 

1.4 Addressing the research gap ............................................................................................. 6 

2. Purpose ................................................................................................................................... 8 

2.1 Hypothesis ........................................................................................................................ 8 

3. Method ................................................................................................................................... 8 

3.1 Participants ....................................................................................................................... 9 

3.2 Material .......................................................................................................................... 10 

3.3 Reliability and validity ................................................................................................... 11 

3.4 Pilot study ....................................................................................................................... 13 

3.5 Statistical analysis .......................................................................................................... 13 

3.6 Generative AI ................................................................................................................. 14 

3.7 Ethical considerations .................................................................................................... 14 

3.8 Personal data processing ................................................................................................ 15 

4. Results .................................................................................................................................. 16 

4.1 Use of social media ........................................................................................................ 17 

4.2 Social media addiction ................................................................................................... 19 

4.3 Well-being ...................................................................................................................... 19 

4.4 Relationships between social media use, social media addiction and well-being ......... 20 

5. Discussion ............................................................................................................................ 22 

5.1 Limitations ..................................................................................................................... 24 

5.2 Conclusion ...................................................................................................................... 25 

References ............................................................................................................................ 26 

Appendix 1: Litteratursökning ................................................................................................. 29 

Appendix 2: Informationsbrev ................................................................................................. 30 

Appendix 3: Enkät .................................................................................................................... 31 

Appendix 4: Social media addiction frequency table............................................................... 40 

Appendix 5: Well-being frequency table ................................................................................. 41 

Appendix 6: Table T-Test ........................................................................................................ 42 



 

1 

 

1 Introduction 

1.1 Well-being  

What truly defines a life well lived? As the pursuit of psychological well-being takes center 

stage in modern research, its impact on happiness, productivity, and societal health is clearer 

than ever. According to Huppert (2009), well-being is about living a fulfilling life, which 

involves feeling positive and being able to function effectively. Sustainable well-being does 

not mean being happy all the time. Experiencing difficult emotions like disappointment, 

failure, or grief is part of life. What matters is one's ability to cope with these negative 

emotions in a healthy way. However, well-being can be at risk when negative emotions 

become overwhelming for an extended period, disrupting a person’s ability to function in 

daily life (Huppert, 2009). 

Several factors can impact a person’s well-being, including socioeconomic, genetic, 

demographic, neurochemical factors, and personality (Huppert, 2009). For example, 

socioeconomic factors affect both well-being and mental ill-being. There is a socioeconomic 

ladder, meaning individuals with higher income and socioeconomic status tend to experience 

better well-being and lower rates of mental health issues (Dolan et al., 2008). 

Personality is one of the strongest predictors of emotional patterns, particularly extraversion 

and neuroticism, both of which significantly affect well-being (Huppert, 2009). Extraversion 

is linked to a more positive emotional pattern (how outgoing, social, and energetic a person 

is), while neuroticism is associated with negative emotions and psychological distress 

(Huppert, 2009). While high levels of neuroticism lowers well-being by increasing risk of 

stress and negative emotions, extraversion boosts well-being by encouraging independence 

and personal growth. Studies show that extraversion has a stronger, long-term positive effect 

on well-being compared to neuroticism (Huppert, 2009). 

According to Linley (2009), there is general agreement on how to measure subjective well-

being, which includes both the balance of positive and negative feelings, as well as life 

satisfaction. Several scales are used to measure well-being, such as the Questionnaire on 

Well-being (QWB, Ström & Carlbring, 2014) and the Warwick-Edinburgh Mental Well-

Being Scale (WEMWBS, Tennant et al., 2007). 
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The QWB is an 18-item scale designed for single or repeated measurements of an individual 

or group to assess subjective well-being. It uses a 5-point scale, where 0 = never and 4 = very 

(Ström & Carlbring, 2014). 

The WEMWBS is a 14-item scale designed for single or repeated measurements of an 

individual or group to assess subjective well-being. It uses a 5-point scale, where 1 = none of 

the time and 5 = all of the time (Tennant et al., 2007). 

 

1.1.1 Well-being in adolescents 

Dienlin et al. (2020) state that adolescence is the period between puberty and the transition to 

adulthood, which is a critical time for individuals to shape their personalities. Compared to 

adults, adolescents tend to be more open-minded and socially oriented, but also generally less 

agreeable and conscientious (Dienlin et al., 2020). However, adolescence is also a time when 

general life satisfaction and self-esteem often experience a noticeable decline, sometimes 

reaching the lowest point (Dienlin et al., 2020). Mental disorders among adolescents are 

common and can have serious consequences, including substance abuse, social detachment, 

decreased academic achievement, and increased school dropouts (Heizomi et al., 2015). 

There is a significant relationship between adolescents' well-being and factors like stress, 

happiness, life satisfaction, and hopefulness (Heizomi et al., 2015). Happiness is linked to 

perceived stress, with a positive correlation to life satisfaction and hopefulness (Heizomi et 

al., 2015). Factors such as self-efficacy, hopefulness, satisfaction, happiness, stress, smoking 

history, and social activities influence well-being. Higher levels of hopefulness, satisfaction, 

and happiness reduce the likelihood of low well-being, while higher levels of stress increase it 

(Heizomi et al., 2015). 

According to Guerra-Bustamante et al. (2019), emotional intelligence particularly emotional 

repair and emotional clarity can predict higher levels of happiness. The ability to repair one’s 

emotions is especially connected to happiness (Guerra-Bustamante et al., 2019). This positive 

relationship suggests that emotional clarity and repair are keys to better emotional adjustment 

in adolescents. Adolescents who are good at managing and improving their emotions often 

engage in activities that boost their happiness (Guerra-Bustamante et al., 2019). However, 

thinking too much about their emotions does not necessarily make them happier. While 

emotional attention is necessary for adaptation, too much focus on one's emotions can lead to 
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maladaptive outcomes, such as anxiety and rumination, which can hinder adolescents’ 

happiness. Adolescents’ happiness depends on balancing both unpleasant and pleasant 

emotions. Those who think too much about their emotions without understanding or 

managing them well have a hard time changing how they feel, which can harm their well-

being (Guerra-Bustamante et al., 2019). 

There is a notable difference between boys and girls in measures of subjective well-being, 

with boys scoring higher (Viejo et al., 2018). Subjective well-being includes satisfaction with 

standard of living, personal safety, and security for the future. Boys also score higher on well-

being measures, like self-acceptance (Viejo et al., 2018). However, girls score higher on the 

life development scale (Viejo et al., 2018). Age also impacts adolescents' well-being. 

Adolescents aged 13, 14, and 15 scored higher than older adolescents (16-19) on several 

subjective and well-being scales, such as satisfaction with standard of living, achievements in 

life, personal safety, and security for the future, as well as self-acceptance (Viejo et al., 2018). 

Older adolescents tended to have lower scores, except on the life development scale, where 

they had the highest scores (Viejo et al., 2018). 

These results can be explained by the different psycho-evolutionary characteristics of younger 

adolescents (13–15 years old) compared to early adulthood (16-19 years). Factors such as 

leaving home, searching for work, or making plans can influence the responses and contribute 

to the differences between younger and older adolescents (Viejo et al., 2018). 

 

1.2 Social media 

In recent years, technology and digital media have advanced rapidly, making social media a 

central part of our lives. Swedish children between the ages of 13 and 16 spend an average of 

6 hours and 31 minutes per day using digital media (including phones, tablets, and 

computers), which corresponds to approximately 27% of the day (Folkhälsomyndigheten, 

2024). Social media has introduced exciting new opportunities, but also new challenges. It has 

created unique spaces for marketing, product sales, and engaging with consumers in a more 

relatable way (Kaplan et al., 2010). However, social media can also spread misinformation 

rapidly, and not all information shared online is accurate (Kaplan et al., 2010). 

According to Kaplan et al. (2010), social media refers to a group of Internet-based 

applications and platforms built on the technological and ideological foundations of Web 2.0. 
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These platforms have fostered the exchange of user-generated content. Social media has 

evolved from earlier forms of online interaction, such as Usenet, to contemporary platforms 

where users can participate in content creation, information sharing, and posting Kaplan et al., 

2010). 

Similarly Carr et al. (2015) define social media as Internet-based, disentrained, and persistent 

channels of mass personal communication that facilitate interactions among users. These 

platforms derive their value from user-generated content. Social media enables users to 

engage in non-simultaneous communication, meaning they can access content and interact 

with others at their convenience, without the need for both parties to be online simultaneously 

(Carr et al., 2015). 

But how is the use of social media (SMU) measured? Several questionnaires assess SMU, 

including the Social Media Use Scale (SMUS, Xanidis, N., & Brignell, C. M. 2016), the 

Social Media Addiction Scale – Student Form (SMAS-SF, Sahin, 2018), and the ESM Social 

Media Use Questionnaire (E-SMUQ). 

The SMUS measures how frequently individuals use social media on a scale from 1 to 9, 

where 1 = never and 9 = hourly or more (SMUS, Xanidis, N., & Brignell, C. M. 2016). 

The SMAS-SF is designed to measure social media addiction on a scale from 1 to 5, where 1 

= strongly disagree and 5 = strongly agree. (Sahin, 2018). 

The E-SMUQ contains 10 items that measure the amount of time spent using specific social 

media platforms in particular ways (Verbeij et al., 2021).  

 

1.2.1 Positive and negative effects of social media  

Social media has undeniably transformed our society, changed the way we communicate, 

form relationships, and access information. Social media platforms and apps allow us to 

reconnect with friends, family and coworkers, providing opportunities to interact with new 

people and increase our social networks (Siddiqui et al., 2016). Nowadays, we share content 

like images, audio, and videos, leading to a flow of communication and interactions (Siddiqui 

et al., 2016). However, it is important not just to look at the immediate advantages of social 

media but also to consider the long-term effects these platforms can have on personal 

relationships and society. 
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Siddiqui et al. (2016) state that social media can unite people on a global scale to pursue 

common goals. It is worth questioning how this “unity” truly converts into real change and 

societal impact. These platforms help raise awareness about issues through campaigns, 

advertisements, and informational posts. But how often do these impact posts result in a 

change worth mentioning, or are they largely performative, with users engaging in “surface-

level participation” such as “likes” and “shares” that do not lead to real-world action? 

This raises the question whether the actual online communities are positive, or if it is the 

ability to communicate online with others through social media that is the positive part. 

Furthermore, online communities are not always a positive thing, when they can be used to 

share illegal content.  

However, the rapid rise of digital and social media comes with significant challenges. One 

concern is that many users spend an excessive amount of time online, which may not only 

decrease the ability to focus and concentrate (Siddiqui et al., 2016), but also raise the 

question: can the connections we gain online replace face-to-face interactions, or do they 

create a new form of socializing that lacks depth and authenticity? This new way of 

connecting may contribute to a growing feeling of loneliness, despite being “connected” to 

thousands of people across the globe. 

 

1.3 Social media and well-being 

Research suggests that social media use can have both positive and negative effects on 

individuals, influencing aspects of well-being such as self-esteem, happiness, anxiety, and 

depression. As social media continues to evolve, it is important to better understand the 

complex relationship between social media use and well-being, and how it affects individuals. 

General social media use has been found to negatively impact individuals’ well-being and is 

associated with symptoms of anxiety and depression (Valkenburg, 2022). Additionally, social 

media use is linked to social comparison, which can lower well-being and increase feelings of 

depression (Valkenburg, 2022). 

The impact of social media on adolescents is particularly concerning, especially in terms of 

self-esteem and mental health. Research indicates that social media platforms can contribute 

to harmful social comparisons, as many adolescents engage in selective self-presentation, 

sharing only posts that portray themselves positively. This creates an environment where 
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adolescents constantly compare their appearance, abilities, and achievements to those of 

others, often leading to self-doubt (Nesi, 2020). However, self-doubt may not be caused 

solely by social media; societal expectations and pressures surrounding appearance and 

success also play a significant role. High levels of social comparison on social media have 

been linked to depressive symptoms and eating disorders (Nesi, 2020). 

Another area of concern is the effect of social media on sleep quality. A significant portion of 

adolescents report looking at their mobile devices within minutes before going to bed, which 

may disrupt sleep cycles and contribute to mental health issues (Nesi, 2020). However, other 

factors such as academic pressure, family dynamics, and overall screen time must also be 

considered when assessing sleep disturbances. 

Both passive and active social media use can influence adolescents’ well-being, though the 

effects are not consistent across all individuals (Beyens et al., 2020). Active use, such as 

posting and messaging, tends to have a more positive impact, while passive use, like scrolling 

or viewing content, varies depending on individual emotional states and the type of content 

consumed (Beyens et al., 2020).  Passive use is not inherently positive or negative; its impact 

depends on the context in which it occurs. Some studies show that while active social media 

use has a weak positive and negative link to well-being, while passive use has no significant 

association (Valkenburg, 2022). 

It is important to recognize that social media does not only have negative effects on well-

being. In fact, general social media use has been associated with small positive effects and 

can contribute to increased happiness (Valkenburg, 2022). Additionally, having a larger social 

network is positively associated with well-being and happiness, as it can provide emotional 

support and reduce loneliness (Valkenburg, 2022). 

When used appropriately, social media can positively impact adolescents by helping them 

stay connected, gain useful information, and find support online that may not be available in 

their offline relationships (Siddiqui et al., 2016). 

 

 

1.4 Addressing the research gap  

Although extensive research regarding the effect social media has on adolescents and 

adolescent athletes, there is a notable scientific gap about adolescent athletes in Sweden. 
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Despite studies conducted in various parts of the globe regarding the effects of social media 

on adolescents, such as the study by Hudimova et al. (2021), which examines the relationship 

between young athletes’ psychological disorders through excessive use of social media. The 

main task of the study was to analyze whether there is a deviation from training when there is 

an increase in time spent on social media. 

Yang et al. (2024) conducted a study were the aim was to investigate whether positive and 

honest self-presentation on social media increased adolescent athletes' self-esteem by 

collecting questionnaires from willing participants using both face-to-face and online 

methods. There was a total of 468 participants, 244 male and 224 females, the study aimed at 

adolescent athletes in Korea where 235 of the participants were middle school athletes, and 

233 were high school athletes. The result showed that positive self-presentation online can 

improve self-esteem, but only when adolescent athletes receive high levels of perceived 

responsiveness from others (Yang et al. 2024). 

The study by Prasetya, et al. (2023) explores the relationship between social media usage and 

the mental and physical health of adolescent athletes. The study is done by conducting 

systematic reviews and selected articles using the PRISMA method. The result shows that 

there is a connection between social media use and mental and physical health in adolescent 

athletes. 

After examining the scientific literature, there is a limitation in the literature focusing on 

Swedish adolescent and adolescent athletes, in particular Swedish basketball players. This 

scientific gap presents an opportunity for further research into how social media influences 

the well-being of this population. A reason for potential differences in results from Sweden 

could be because of cultural factors, also social media could be more ingrained in daily life. 

Additionally, the impact that social media have on Swedish adolescent basketball players 

could differ from athletes in other sports, due to basketball being a big sport on social media 

because of its highlight friendly content. These factors could potentially contribute to a unique 

context in social media's impact on well-being among Swedish adolescent basketball players.  

By conducting a survey study, using tools like the WEMWBS (Tennant et al., 2007), E-

SMUQ (Verbeij et al., 2021) and SMAS-SF (Sahin, 2018) we can get a glimpse into the 

effects that social media has on emotional and psychological health, and it becomes possible 

to determine whether the patterns observed globally are the same in Sweden. 
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2. Purpose 

The general research question for this study is to identify the relationship between social 

media use, social media addiction and Swedish adolescent basketball players´ well-being. In 

addition, the purpose of the study is to investigate the nature of social media use, levels of 

social media addiction, and the overall well-being of adolescent Swedish basketball players.  

 

2.1 Hypothesis 

Null hypothesis (H₀): There is no significant relationship between social media use, social 

media addiction and well-being among Swedish adolescent basketball players. 

Counter hypothesis (H₁): There is a significant relationship between social media use, social 

media addiction and well-being among Swedish adolescent basketball players. 

 

 

3. Method 

The method used for this study is an quantitative survey conducted online, targeting Swedish 

basketball players between the ages 15 to 19. The online survey was distributed by contacting 

basketball clubs and coaches across Sweden to obtain their permission to send out the survey 

to their players. 

The reason for distributing the survey to basketball clubs and coaches across Sweden was to 

achieve broader representation. By collecting responses from a wider geographic area, the 

survey ensures that the results reflect the diversity of opinions and experiences across the 

entire country, rather than from just one region or city. This helps to avoid regional bias and 

ensures that the results are more representative of the entire population. 

The survey was designed by combining the following questionnaires: E-SMUQ (Verbeij et 

al., 2021), SMAS-SF (Sahin, 2018) and WEMWBS (Tennant et al., 2007). By integrating 

these three questionnaires, a 50-item survey was created, consisting of questions about social 

media use, social media addiction, and well-being. To view the full questionnaire, see 

Appendix 3 and Appendix 4. 
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The survey was self-reported by the participants, meaning that they provided their own 

answers based on their personal thoughts, feelings, or experiences, without external 

observation.  

 

Survey system: The survey system used in this study was Sunet Survey, a reliable tool for 

efficiently collecting and managing responses. Sunet Survey is particularly useful for 

conducting web-based surveys and handling personal data. Using a digital survey places high 

demands on the tool's ability to manage personal data, which Sunet Survey does in 

accordance with GIH (2024). 

3.1 Participants 

The participants in the study were Swedish basketball players between the ages of 15 and 19 

(both boys and girls), players under the age of 15 was excluded because they require perentl 

consents to participate. To be eligible to participate, the players had to be active members of a 

basketball club with one or more active accounts on various social media platforms, such as 

TikTok, Instagram, Facebook, Snapchat, WhatsApp, or other similar applications. 

Participants also needed to frequently engage with these platforms by interacting with other 

users and/or sharing content. Individuals who did not meet these requirements were excluded 

from the study. 

To recruit participants, basketball clubs across Sweden were contacted to facilitate 

communication with their teams and players aged 15 to 19, inviting them to take part in the 

study. A total of 52 Swedish basketball players (20 boys and 32 girls) completed the full 

survey. The average age of the participants was 17.03 years with a standard deviation of ± 

1.2.  
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Table 1: 

Descriptive data of the sample by age 

Age Counts % of Total Cumulative % 

15 years  6  11.54 %  11.54 %  

16 years  16  30.77 %  42.31 %  

17 years  4  7.69 %  50.00 %  

18 years  22  42.31 %  92.31 %  

19 years  4  7.69 %  100.00 %  

3.2 Material  

The following material was used: 

Survey questions: The survey was designed to measure the amount of time spent on social 

media, social media addiction, and well-being. The questionnaire consisted of a total of 50 

items, including multiple-choice questions and questions about the amount of time spent 

using specific social media platforms in particular ways. The survey was based on the 

following questionnaires: E-SMUQ (Verbeij et al., 2021), SMAS-SF (Sahin, 2018) and 

WEMWBS (Tennant et al., 2007). 

E-SMUQ: Contains 10 items that measure the amount of time spent using specific social 

media platforms (Instagram, Snapchat and WhatsApp) and usage patterns as well as active 

versus passive social media use. For this study the questionnaire was modified with 5 more 

items for measuring social media use on the platforms TikTok and Facebook Messenger (E-

SMUQ modified version with total of 15 items). TikTok and Facebook Messenger were 

added to the original E-SMUQ questionnaire in order to reflect current social media habits of 

Swedish adolescent basketball players. Based on personal experiences and observations 

TikTok appears to be one of the most widely used social media platforms among this age 

group (15-19 years), while Facebook Messenger can function as an alternative when to send 

messages. Passive social media use is defined as time spent passively engaging with content 

from other users, such as viewing others posts and stories. Active use is defined as time spent 

actively engaging with content, such as sending messages.  
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SMAS-SF: The questionnaire consists of 29 items with a 5-point Likert scale and has a total 

of 4 subscales: virtual tolerance, virtual communication, virtual problems, and virtual 

information (Sahin, 2018).  

Virtual tolerance (item 1-5) measures a person’s increasing need/urge to use social media. 

Higher scores of virtual tolerance means that the participant needs to use social media more 

frequently to feel satisfied.  

Virtual communication (item 6-14) measures if a person prefers online communication over 

real-life interactions.  

Virtual problems (item 15-23) measure problems caused by excessive social media use, for 

example disruptions in daily activities such as passing homework, feeling a lack of 

concentration, emotional disruptions and/or physical issues. 

Virtual information (item 24-29) measures a person´s compulsive desire to stay informed 

through social media, even do it interfere with everyday life (Sahin, 2018). The highest score 

is 145, and the lowest is 29. Higher scores indicate that the participant perceives him/herself 

as a “social media addict” (Sahin, 2018). 

WEMWBS: The questionnaire measures well-being and consists of 14 items with a 5-point 

Liker scale. Scores for each item are summed to create a total score where 14 is the lowest 

score and 70 is the highest score. Higher scores indicate that the participant has great well-

being (Tennant et al. 2007). 

The survey was translated into Swedish, and to ensure the accuracy of the translation, the 

back-translation method was used. This method involves translating a questionnaire into 

another language and then translating it back into the original language to compare the two 

versions. The goal of this method is to identify discrepancies between the two versions that 

might be due to translation errors (Behr, 2017). 

3.3 Reliability and validity  

In this study, the E-SMUQ, SMAS-SF, and WEMWBS were combined to create a survey. 

But how reliable and valid are these questionnaires? 

E-SMUQ is an effective tool for investigating social media use, as the ESM measurement 

reduces the risk of recall bias. This means that the E-SMUQ can provide more accurate and 

valid estimates of adolescents’ time spent on social media compared to retrospective surveys 

(Verbeij et al., 2021). However, previous research shows that ESM estimates tend to 
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overestimate time spent on social media compared to digital footprint data (Verbeij et al., 

2021).  

Moreover, validity varies between platforms, with estimates for Instagram being more 

accurate than those for Snapchat and WhatsApp (Verbeij et al., 2021). This discrepancy may 

be due to adolescents ability being to recall time spent on Instagram more accurately than on 

WhatsApp and Snapchat. The same study also found that the validity of ESM estimates 

decreased over time, suggesting a fatigue effect, where participants became less accurate in 

their reporting (Verbeij et al., 2021). Furthermore, there was no clear evidence of a learning 

effect, where participants would become more aware of their social media use and because of 

that improve accuracy over time (Verbeij et al., 2021). 

SMAS-SF is a valid and reliable scale for measuring social media addiction among 

individuals aged 12 to 22. The construction is based on robust psychometric tests, with both 

factor analysis and reliability measurements supporting the use in research and clinical 

contexts. According to Sahin (2018), the SMAS-SF has good content validity, as the 

questionnaire has been reviewed by experts in the field. The item pool was refined based on 

expert assessments, and linguistic adjustments were made to ensure clarity. 

Construct validity was assessed using an Exploratory Factor Analysis (EFA), which revealed 

that the SMAS-SF has a four-factor structure explaining 53.16% of the total variance (Sahin, 

2018). Additionally, a Confirmatory Factor Analysis (CFA) was conducted, and the results 

indicated that the SMAS-SF has acceptable fit index values. 

The reliability of SMAS-SF was evaluated through internal consistency and test-retest 

reliability analyses. Cronbach’s alpha for the entire scale was calculated at 0.93, indicating 

high internal consistency (Sahin, 2018). Moreover, Cronbach’s alpha values for the four 

factors ranged from 0.81 to 0.86, demonstrates the reliability of each subscale. Test-retest 

reliability was assessed by conducting a follow-up test after a four-week interval with 224 

participants. The results showed a correlation coefficient of 0.94 for the entire scale, while the 

subscales ranged from 0.81 to 0.87, indicates strong stability over time (Sahin, 2018). 

According to Tennant et al., (2007) WEMWBS has strong validity and reliability. Content 

validity is supported using all response categories, indicating that the scale is relevant. 

Confirmatory factor analysis showed that the expected one-factor structure was correct, with 

good fit and low RMSEA values, proving its validity. The scale also showed significant 
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correlations with well-being, mental health, and socio-demographic factors, reinforcing its 

criterion validity. 

WEMWBS has been shown to be highly reliable. It demonstrates strong internal consistency, 

with Cronbach's alpha values of 0.89 for students and 0.91 for the general population 

(Tennant et al., 2007). The test-retest reliability was also high at 0.83 (p = 0.01), meaning the 

results remained consistent over time. Additionally, the scale showed minimal bias related to 

social desirability (Tennant et al., 2007). 

 

3.4 Pilot study 

The purpose of the pilot study was to test the questionnaire on a small group of participants to 

ensure that the questions were clear and that the questionnaire functioned as intended. The 

goal of the pilot study was to identify technical problems, unclear wording, or issues with the 

answer options (Van Teijlingen et al., 2021).  

A small group of 10 participants was selected from the target group to participate in the pilot 

study. The participants in the pilot study accessed the questionnaire via Sunet Survey, which 

was also used during the main study. Participants were asked to complete the survey in the 

same way as in the main study, but it was emphasized that the main objective was to gather 

feedback, which would be used to improve the survey. 

Based on the feedback from the pilot study, necessary changes were made to the 

questionnaire. These changes included rewording questions, adding or removing response 

options, and adjusting the length of the questionnaire (Van Teijlingen et al., 2021). However, 

no changes were made since the feedback indicated that the questionnaire was easy and clear 

to understand. Since the feedback indicated that no changes were necessary, the responses 

from the 10 participants in the pilot study were included in the main study. The survey took 

approximately 15–20 min to complete, which the participants felt was an appropriate length. 

 

3.5 Statistical analysis  

Jamovi (version 2.3.28) and Excel were used for statistical analysis of the quantitative data. 

Excel was used to calculate the variables:  

• Total amount of time spent on the 5 platforms together  
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• Total amount of time spent on each social media platform  

• SMAS-SF total score 

• Subscale scores  

• WEMWBS score  

Jamovi was used to conduct statistical analysis. First the descriptive statistics were checked to 

observe the mean and median values of the data.  

The Shapiro-Wilk test was also conducted to assess the normality of the distribution. The 

results from the test indicated that the data were not normally distributed, which means that 

the median and interquartile range (IQR) were used to present the result instead of mean and 

standard deviation.  

Based on the results from the Shapiro-Wilk test, the next step was to analyze the correlations. 

This was done by proceeding with the Regression module that accesses the correlation matrix. 

Since the data were not normally distributed, Spearman’s rank-order correlation was used to 

analyze the relationships between the variables and a p value of <0.05 was needed for a 

relationship to be considered as significant. In addition, an independent samples T-test and a 

Mann-Whitney U test were conducted to explore the differences between boys and girls. 

Reporting: The results from the study are presented as tables and figures. The analysis is 

linked back to the questions from the research to provide impact insights. 

 

3.6 Generative AI 

Generative AI like ChatGPT 4 (2025) was used in this study to improve language. After using 

ChatGPT the text was reviewed and edited. ChatGPT was not used to obtain facts, scientific 

research or doing table and graphs on the collected data.  

 

3.7 Ethical considerations 

During this study it was important to have an ethical consideration for the participants, and 

Vetenskaprådet´s research principles was considered. This means honesty about developing, 

conducting, reviewing, reporting and informing about research in an open, fair, complete and 

objective manner. And respect for research participants, society, ecosystems, cultural heritage 
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and the environment (Vetenskapsrådet, 2018). The following principles was important to 

consider during the work: 

Informed consent: Include information about the purpose of the study and obtain 

participants' consent before starting the survey, see appendix 2. 

Anonymity and confidentiality: No identifying information such as name, which team or 

club the participant was playing for was collected, ensuring the anonymity of participants´ 

responses. 

Right to cancel: Participants was informed that they could cancel their participation at any 

time without any negative consequences. 

The utilization requirement: Personal data collected about the participants was used 

exclusively for research purposes. 

 

 

3.8 Personal data processing  

In this study, GIH's eight steps for personal data were implemented to ensure that the 

processing of personal data was carried out correctly. These eight steps are as follows: 

Step 1: Must personal data be processed?  

The first step consists of evaluating whether collecting personal data is necessary. If the study 

can be carried out without personal data, this is preferred. Though in this study, personal data 

such as age and gender were relevant to the process.  

Step 2: Define the purpose of the processing and what data to be collected 

Before a study begins, it is important to clarify what information is needed to be collected and 

why. In this study, personal data such as age and gender were relevant because the study 

focused on how social media affects adolescent Swedish basketball players' well-being. 

Step 3: Register data processing by informing supervisor 

GIH is responsible for the personal data processing that carries out within their entire 

organization and it also applies to independent work. Therefore, GIH will need to know which 

data will be processed. This was done by informing the supervisor about the processing of 

personal data. 
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Step 4: Decide how information will be stored and handled securely during work 

The collected data are stored on my home directory, which is a folder on my computer 

connected to a server at GIH. This home directory has sufficient security for the 

processing/handling of sensitive personal data. Important to remember is that external storage 

services was not used during this study.  

Step 5: Decide which parts of information are to be deleted or kept  

when the study is completed 

Personal data will not be kept longer than necessary and must be deleted when it is no longer 

needed. Therefore, the personal data will be deleted after the study is completed, registered in 

DIVA and grade is registered.  

Step 6: Obtain documented consent from participants in the study,  

inform them and collect the necessary information  

During work with the study the consent of the participants has been preserved. It is important 

to keep the consents secure so that no unauthorized person gains access or that it may be lost. 

When consent has been collected, participants have the right to withdraw it at any time. 

Step 7: Process the collected material 

If the previous steps have been performed correctly, this is a relatively simple step that does 

not require any further action.  

Step 8: After processing, delete or archive the personal data material 

After the processing of personal data is completed, the study is registered in DIVA and the 

grade has been registered, the personal data material will be deleted, including the consent 

forms. 

 

4. Results 

In this section, the findings of the study are presented focusing on the relationships between 

social media use, social media addiction, and well-being among Swedish adolescent 

basketball players. The results have been divided into four parts:  

• Use of social media 
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• Social media addiction 

• Well-being 

• The relationships between social media use, social media addiction, and well-being 

Since the data are not normally distributed, the median is used instead of the mean, as the 

median is not affected by extreme values or outliers. 

 

4.1 Use of social media 

To better understand the impact of social media use, the data were analyzed across several 

dimensions, including total time spent on 5 different social media platforms (minutes per 

day), usage patterns, and passive versus active use. The median for total time spent on the  

5 platforms (Instagram, Snapchat, TikTok, WhatsApp, and Facebook Messenger) was  

415 minutes (IQR = 262.0). For individual time spent on each platform, see Figure 1.  

 

Figure 1:   

Total time spent on the 5 different social media platforms. 

 

 

The most frequently used activities on social media was: 

• Viewing others’ posts and stories on TikTok (median = 105 minutes)  

• Sending snaps on Snapchat (median = 53.5 minutes)  

• Viewing snaps on Snapchat (median = 45 minutes) 

• Viewing others’ posts and stories on Instagram (median = 30 minutes)  

For a complete overview of usage across all platforms, see Table 2. 

 

Table 2: 

0 20 40 60 80 100 120 140 160 180

Instagram

Snapchat

Tiktok

WhatsApp

Facebook messenger

Total time spent on social media platforms 
per day in minutes
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Descriptives of social media usage patterns.   

  N Mean 

(min) 

Median 

(min) 

IQR 

(min) 

 

How much time in the past day have you spent 

sending direct messages on Instagram?  52  13.5  5.0   15.0 

How much time in the past day spent viewing 

direct messages on Instagram?  

52  11.1   5.0   12.5 

How much time in the past day have you spent 

viewing posts/stories of others on Instagram? 

52  54.8   30.0   50.0 

How much time in the past day have you spent 

sending snaps on Snapchat?  
52  61.2    53.5   50.0 

How much time in the past day have you spent 

viewing snaps on Snapchat? 
52  48.2   45.0   53.7 

How much time in the past day have you spent 

viewing stories of others on Snapchat? 
52  17.3   10.0   15.0 

How much time in the past day have you spent 

sending direct messages on Snapchat? 
52  99.1   20.0   50.0 

How much time in the past day have you spent 

viewing direct messages on Snapchat? 
52  41.8   15.0   46.7 

How much time in the past day have you spent 

sending messages on TikTok?  

52  84.9   15.5   51.7 

How much time in the past day have you spent 

viewing messages on TikTok?  

52  63.6   20.0   50.0 

How much time in the past day have you spent 

viewing others posts and stories on TikTok?  

52  133.1  105.0   127.5 

How much time in the past day have you spent 

sending messages on WhatsApp? 

52  4.1   0.5   5.0 

How much time in the past day have you spent 

viewing messages on WhatsApp? 

52  7.2   3.0   4.7 

How much time in the past day have you spent 

sending messages on Facebook Messenger? 
52  3.0   0.0   4.5 

How much time in the past day have you spent 

viewing messages on Facebook Messenger? 
52  3.1   2.0     5.0 

Note. Interquartile Range = IQR  

 

 

Beyond overall social media use and usage patterns, the data also provide insights into the 

difference between passive and active social media use. Participants spent more time using 
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social media passively than actively. The median for passive use was 265 minutes per day 

(IQR = 169.5), while the median for active use was 127.5 minutes (IQR = 212.3). 

 

4.2 Social media addiction  

The survey data show varying patterns in Swedish adolescent basketball players’ use of and 

experience with social media. The median for SMAS-SF total score was 72 (IQR = 11.0).  

To see the median for SMAS-SF subscales, see Figure 2. To view the full frequency table of 

social media addiction, see Appendix 4. 

 

Figure 2:  

Diagram of SMAS-SF subscale scores. 

 

 

Note: Virtual tolerance max score = 25, Virtual communication max score = 45, Virtual problem max score = 

45, Virtual information max score = 30 

 

4.3 Well-being 

Data collected from the WEMWBS provide insights into the participants’ well-being, 

revealing that they generally experience a high degree of psychological wellness (WEMWBS 

median = 50, IQR = 11.75). To view the frequency table for well-being, see Appendix 5. 
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4.4 Relationships between social media use, social media addiction 

and well-being 

The data reveal several significant connections between participants’ social media use and 

levels of social media addiction, measured by the Social Media Addiction Scale – Student 

Form (SMAS-SF). To see significant correlations were view table 3, 4 and 5.  

Furthermore, an independent sample T-tests and a Mann-Whitney U tests were conducted to 

explore potential differences between boys and girls in their habits of using social media, 

levels of social media addiction and well-being. No statistical significance was found between 

the genders, except the use of Facebook Messenger, where boys reported higher usage 

compared to girls (U = 40.5, p = .034, Mann-Whitney). For full table, see appendix 6. 

Table 3: 

Correlation between active and passive social media use, social media addiction, and well-being. 

Variable 1   Variable 2 P-value Sperman’s rho 

Active use  Total score SMAS-SF  0.079  0.35   

Active use  Virtual tolerance   0.066    0.36  

Active use  Virtual communication  0.410  0.17   

Active use  Virtual problem  0.274    0.22  

Active use  Virtual information  0.198  0.26   

Active use  WEMWBS  0.814   -0.05  

Passive use  Total score SMAS-SF  0.181  0.27   

Passive use  Virtual tolerance   0.320    0.20  

Passive use  Virtual communication  0.303  0.21   

Passive use  Virtual problem  0.146    0.29  

Passive use  Virtual information  0.394  0.17   

Passive use 

 

SMAS-SF 

 
WEMWBS 

 

WEMWBS 

 
0.654 

 

0.003* 

 
 -0,09 

 

-0.56  

 

Note: significant correlations are marked as *. 

Table 4: 

Correlation between social media usage, social media addiction, and well-being. 

Variable 1   Variable 2 P-value Sperman’s rho 

Total time spent on social media  Total score SMAS-SF  0.033*       0.42  

Total time spent on social media  Virtual tolerance   0.039*       0.41  

Total time spent on social media  Virtual communication  0.234       0.24  

Total time spent on social media  Virtual problem  0.123       0.31  

Total time spent on social media  Virtual information  0.103       0.33  
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Variable 1   Variable 2 P-value Sperman’s rho 

Total time spent on social media  WEMWBS  0.298      -0.21  

Total time spent on Instagram  Total score SMAS-SF  0.246      0.24  

Total time spent on Instagram  Virtual tolerance   0.301     -0.21  

Total time spent on Instagram  Virtual communication  0.136     0.30  

Total time spent on Instagram  Virtual problem  0.036*     0.41  

Total time spent on Instagram  Virtual information  0.650     0.09  

Total time spent on Instagram  WEMWBS  0.615     -0.10  

Total time spent on Snapchat  Total score SMAS-SF  0.060     0.38  

Total time spent on Snapchat  Virtual tolerance   0.133     0.30  

Total time spent on Snapchat  Virtual communication  0.383     0.18  

Total time spent on Snapchat  Virtual problem  0.100     0.33  

Total time spent on Snapchat  Virtual information  0.175     0.27  

Total time spent on Snapchat  WEMWBS  0.490     -0.14  

Total time spent on TikTok  Total score SMAS-SF  0.151     0.29  

Total time spent on TikTok  Virtual tolerance   0.023*     0.44  

Total time spent on TikTok  Virtual communication  0.188     0.26  

Total time spent on TikTok  Virtual problem  0.823     0.04  

Total time spent on TikTok  Virtual information  0.234     0.24  

Total time spent on TikTok  WEMWBS  0.384     -0.18  

Total time spent on WhatApp  Total score SMAS-SF  0.124     0.31  

Total time spent on WhatApp  Virtual tolerance   0.772     0.06  

Total time spent on WhatApp  Virtual communication  0.062     0.37  

Total time spent on WhatApp  Virtual problem  0.098     0.33  

Total time spent on WhatApp  Virtual information  0.860     0.06  

Total time spent on WhatApp  WEMWBS  0.219     0.76  

Total time spent on Messenger  Total score SMAS-SF  0.535     -0.25  

Total time spent on Messenger  Virtual tolerance   0.084     -0.13  

Total time spent on Messenger  Virtual communication  0.505     -0.35  

Total time spent on Messenger  Virtual problem  0.636     0.14  

Total time spent on Messenger  Virtual information  0.390     -0.10  

Total time spent on Messenger  WEMWBS  0.779     -0.18  

Note: significant correlations are marked as *. 

Table 5: 

Correlation between social media usage patterns, social media addiction and well-being. 

Variable 1   Variable 2 P-value Sperman’s rho 

Scrolling on Instagram  Total score SMAS-SF  0.459     -0.15  
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Variable 1   Variable 2 P-value Sperman’s rho 

Scrolling on Instagram  Virtual tolerance   0.791     0.05  

Scrolling on Instagram  Virtual communication  0.961     -0.01  

Scrolling on Instagram  Virtual problem  0.877     -0.03  

Scrolling on Instagram  Virtual information  0.441     -0.16  

Scrolling on Instagram  WEMWBS  0.171     0.28  

Sending Snaps  Total score SMAS-SF  0.685     -0.08  

Sending Snaps  Virtual tolerance   0.314     -0.26  

Sending Snaps  Virtual communication  0.305     0.21  

Sending Snaps  Virtual problem  0.881     0.03  

Sending Snaps  Virtual information  0.242     -0.24  

Sending Snaps  WEMWBS  0.065     0.37  

Viewing Snaps  Total score SMAS-SF  0.352     0.19  

Viewing Snaps  Virtual tolerance   0.839     0.04  

Viewing Snaps  Virtual communication  0.119     0.31  

Viewing Snaps  Virtual problem  0.073     0.36  

Viewing Snaps  Virtual information  0.752    -0.07  

Viewing Snaps  WEMWBS  0.484     0.14  

Scrolling on TikTok  Total score SMAS-SF  0.402     -0.17  

Scrolling on TikTok  Virtual tolerance   0.873     0.03  

Scrolling on TikTok  Virtual communication  0.498     -0.14  

Scrolling on TikTok  Virtual problem  0.245     -0.24  

Scrolling on TikTok  Virtual information  0.495     -0.14  

Scrolling on TikTok  WEMWBS  0.093     0.34  

Note: significant correlations are marked as *. 

5. Discussion 

The data indicate that social media use among Swedish adolescent athletes is common and 

mainly associated with positive intentions, such as entertainment, social interaction, and 

information gathering. 

This study investigated the relationship between social media use and Swedish adolescent 

basketball players well-being. The result reveals that the participants spend a significant 

amount of time on social media, specifically on platforms like TikTok and Snapchat. The 

participants median for total daily use on 5 social media platforms were 415 minutes (6 hours 

and 55 minutes, which is 24 minutes more than what Folkhälsomyndigheten reported 
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(Folkhälsomyndigheten, 2024). Notably, passive use (e.g., viewing others posts and stories) 

were more common than active use (e.g., sending messages) on social media, this aligns with 

earlier findings (Valkenburg, 2022; Beyens et al., 2020). Just like previous findings the results 

did not show a significant relationship between passive use and well-being, which both 

Valkenburg, (2022) and Beyens et al (2020) also reported. Beyens et al., (2020,) recognized 

that passive use is neither positive nor negative, but its impact depends on situational factors, 

which makes it difficult to draw broad conclusions. 

A significant positive correlation was found between the total time spent on social media and 

the total score for SMAS-SF. This reinforces researchers’ concern that excessive time spent 

on social media is associated with addictive tendencies and decreases the ability to focus and 

concentrate (Siddiqui et al., 2016). Total amount of time spent on social media also correlated 

with virtual tolerance, which is the feeling when a person needs to spend more time on social 

media in order to feel satisfied. This suggests that the more time a person spend on social 

media, the more likely that person becomes dependent on it. Carr et al., (2015) explains that 

social media are platforms built for constant, user-generated content and personal 

communication. But since social media is easy to access, it becomes natural for social media 

users to return again and again, which potentially increases the risk of developing addictive 

behaviors like virtual tolerance (Sahin, 2018).  

Instagram and TikTok were particularly linked to signs of addiction (virtual tolerance and 

virtual problems), which suggests that the content on these two platforms may be more 

favorable to addictive tendencies than other platforms.  

One of the key findings in this study is the significant relationship between social media 

addiction (SMAS-SF total score) and participants' well-being (WEMWBS score). This 

suggests that the participants, who showed more signs of social media addiction, tended to 

experience lower levels of well-being. These findings are in line with earlier findings from 

Nesi (2020), which show that high levels of social comparison and maladaptive use of social 

media can lead to symptoms of depression, anxiety and eating disorders among adolescents. 

Despite the correlation between total score on MSAS-SF and WEMWBS score, the 

participants scored relatively high in their overall well-being scores (WEMWBS), which 

indicates that a lot of Swedish adolescent basketball players have good mental health even 

when they have moderate to high social media use. Furthermore, it’s important to consider 

that well-being is impacted by several different factors (Huppert, 2009 & Dolan et al., 2008), 
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such as social support, routines and physical activity etc. and that these factors are often 

present in an athlete´s everyday life. 

Another explanation for the high WEMWBS scores (well-being) can be adolescents’ capacity 

for emotional regulation, which according to Guerra-Bustamante et al., (2019) highlights the 

importance of emotional clarity and repair as key factors for adolescent happiness. These 

traits may be developed in adolescent athletes through the social and emotional challenges 

that they might face in sports. 

The data suggest that Swedish adolescent basketball players in general have positive self-

esteem and emotional balance. However, it is important not to generalize these findings to all 

players, as individual differences may exist especially since the small number of participants 

(n) in this study is low. Low levels of well-being have the potential to negatively impact 

athletic performances and in the worst-case scenario lead to that athletes are quitting. It is 

important for coaches, trainers, and clubs to consider the potential risks that social media can 

have on atheletes´ well-being. Social media can be a source of support (Siddiqui et al., 2016), 

but it can also be a source of stress and comparison (Valkenburg, 2022). That is why 

workshops focusing on balance between online and offline life can help decrease potential 

harm, while preserving the benefits of social media.  

Previous research shows that there are notable differences in measures of subjective well-

being between genders. Boys generally score higher than girls in aspects such as self-

acceptance and overall psychological well-being (Viejo et al., 2018). But girls on the other 

hand score higher than boys on the life development scale (Viejo et al., 2018). However, the 

results in this study showed no significant difference in well-being between boys and girls, 

but it is important to consider that this could be because of differences in the sample size (n), 

population or cultural factors.  

 

5.1 Limitations 

A significant limitation in this study is that it is unclear whether adolescent basketball players 

use social media as a coping mechanism to manage their already existing mental health 

issues, or if social media use leads to a decline in their well-being. Without clear evidence, it 

is difficult to determine whether social media is a cause of issues with mental health, or if 

adolescents with mental health issues are more drawn to social media as an escape route. 
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Additionally, the self-reporting nature of the survey creates a less accurate report of screen 

time then digital tracking would do. Furthermore, while this study provides insights into the 

relationship between Swedish adolescent basketball players´ well-being and use of social 

media the sample size is relatively small (n=52).  

Furthermore, there’s a possibility that confounding factors can have influenced the 

results/findings. For instance, the participants can have preexisting mental health problems or 

neuropsychiatric disorders (NPF diagnoses) like ADHD. This can impact on the participants’ 

concentration and well-being. These factors were not controlled among the participants in the 

study, which can make it difficult to determine the extent to which these factors can have 

influenced the results. 

Another limitation in the study was that it did not take the participants´ skill level in account. 

The experiences among elite athletes can differ from the experiences among hobby athletes. 

Factors like training intensity, competition, and psychological stress can potentially influence 

the participants’ well-being. This can affect the interpretation of the results from this study 

and make it difficult to draw conclusions. 

 

Furthermore, the literature search was conducted systematically, as described in Appendix 1. 

 

 

5.2 Conclusion 

This study contributes with insights into the relationship between social media use and well-

being in Swedish adolescent basketball players. The results show that high social media use 

correlates with increased risk of social media addiction, but the overall well-being among the 

participants is strong. However, there is a significant negative correlation between total 

SMAS-SF score (social media addiction) and WEMWBS score (well-being) which indicates a 

potential risk associated with excessive use of social media. 

The results support the hypothesis (H₁) that there is a significant relationship between social 

media and well-being in the sample group, thereby rejecting the null hypothesis (H₀). While 

social media can be beneficial, like staying connected with people all over the world, 

providing information, creating entertainment etc, the addictive tendencies may create mental 

health issues if not used with proper manor. 
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Appendix 1: Litteratursökning  

 

Syfte och frågeställningar:  

Att identifiera sambandet mellan social mediaanvändning och välmående. 

Vilka sökord har du använt? 
Ämnesord och synonymer svenska Ämnesord och synonymer engelska 

Sociala medier, Digitala medier, Ungdomar, 

Atleter, Självkänsla, Självbild, Atletisk 

prestation, Prestationsförväntningar, 

Sömn/fysiologi, Barn, Unga vuxna, Unga 

atleter, kroppsbild, Överdriven användning, 

Mental hälsa, Förståelse, Enkät forskning, 

Relation, Smartphone, Självkocept, SMAS-SF, 

WEMWBS, E-SMUQ, Välmåendeformuläret 

(QWB), Validitet, Reliabilitet 

Social media, Digital media, Adolecent, 

Athletes, Self-esteem, Self-image, Athletic 

performance, Performance expectations, 

Sleep/physiology, Child, Young adult, Young 

athletes, Body image, Excessive use, Mental 

health, Understanding, Survey research, 

Relationship, Smartphone, Self-concept, SMAS-

SF, WEMWBS, E-SMUQ, The Questionnaire 

on Well-being (QWB), Validity, Reliability 

 

Var och hur har du sökt? 
Databaser och andra källor  Sökkombinationer 

PubMed 

Google Scholar 

 

Social media and body image and self-

esteem 

Social media and adolescent and athletic 

performance 

Excessive use of social media and young 

athletes 

Adolescent and social media and mental 

health 

Understanding survey research   

Relationship between self-image and 

smartphone use in adolescent athletes 

Adolescent and athletes and social media 

and self-concept 

Kommentarer 
Dessutom refereras det till: 

Folkhälsomyndigheten 

Gymnastik och idrottshögskolans principer för personuppgiftshantering  

Vetenskapliga rådets forskningsetiska principer  
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Appendix 2: Informationsbrev
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Appendix 3: Enkät 
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Appendix 4: Social media addiction frequency table
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Appendix 5: Well-being frequency table 
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Appendix 6: Table T-Test 

Independent Samples T-Test 

    Statistic df p 

Total summa tid sociala medier  Student's t  -1.27375 ᵃ 24.00  0.215  

   Mann-Whitney U  63.00    0.391  

Total summa tid Instagram  Student's t  0.08667  24.00  0.932  

   Mann-Whitney U  58.00    0.257  

Total summa tid Snapchat  Student's t  -1.13844 ᵃ 24.00  0.266  

   Mann-Whitney U  73.00    0.732  

Total summa tid Tiktok  Student's t  -1.84050 ᵃ 24.00  0.078  

   Mann-Whitney U  50.00    0.120  

Total summa tid WhatsApp  Student's t  0.27345  24.00  0.787  

   Mann-Whitney U  79.00    0.979  

Total summa tid Facebook messenger  Student's t  1.82019  24.00  0.081  

   Mann-Whitney U  40.50    0.034  

Total tid active  Student's t  -1.64346 ᵃ 24.00  0.113  

   Mann-Whitney U  55.00    0.196  

Total tid passiv  Student's t  -0.91013  24.00  0.372  

   Mann-Whitney U  78.00    0.938  

SMAS-SF total score  Student's t  -0.76849  24.00  0.450  

   Mann-Whitney U  65.00    0.444  

Virtual tolerance SMAS-SF  Student's t  -1.78891  24.00  0.086  

   Mann-Whitney U  43.50    0.055  

Virtual communication SMAS-SF  Student's t  -0.03930  24.00  0.969  

   Mann-Whitney U  73.00    0.729  

Virtual problem SMAS-SF  Student's t  0.35662  24.00  0.724  

   Mann-Whitney U  67.50    0.525  

Virtual information SMAS-SF  Student's t  -1.20107  24.00  0.241  

   Mann-Whitney U  61.50    0.340  

WEMWBS total score  Student's t  0.86239  24.00  0.397  

   Mann-Whitney U  67.50    0.526  

Titta posts och storys  Student's t  0.70204  24.00  0.489  

   Mann-Whitney U  79.50    1.000  

Sicka snaps  Student's t  -0.46304  24.00  0.648  

   Mann-Whitney U  73.50    0.749  

Titta Snaps  Student's t  0.08017  24.00  0.937  

   Mann-Whitney U  67.50    0.522  

Titta posts och storys Tiktok  Student's t  -0.56921  24.00  0.575  

   Mann-Whitney U  78.50    0.958  

Note. Hₐ μ Kille ≠ μ Tjej 

ᵃ Levene's test is significant (p < .05), suggesting a violation of the assumption of equal variances 
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