
As internet use becomes an increasingly 
prominent component of daily life, problematic 
behaviors pertaining to a wide range of activities 
performed using the internet are being seen. The 
present study focused on two types of online ac-
tivities: internet gaming and internet pornography 
use. Excessive involvement with video games 
may impose on other activities of daily life and 
potentially lead to the development of Internet 
Gaming Disorder (IGD; Kuss et al., 2017). Simi-

larly, excessive use of internet pornography may 
interfere with general functioning, result in nega-
tive cognitions, and develop into problematic por-
nography use (PPU; Crosby & Twohig, 2016). 
The current study focused on the extent of internet 
gaming and pornography use in relation to various 
personality characteristics: trait anxiety, impul-
sivity, narcissism, sexual narcissism, and Type D 
personality. In general, anxiety has been found to 
be a significant correlate of problematic internet 
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Abstract

Internet use has become a prominent part of everyday life, with some individuals using the internet as a 
tool and others for entertainment. Excessive involvement with the internet, however, can lead to disrup-
tions in daily living and may affect general functioning (Crosby & Twohig, 2016; Kuss et al., 2017). 
The purpose of this study was to investigate whether individuals with certain personality traits are more 
likely to engage in excessive internet use behaviors. Using a correlational design and an online research 
questionnaire, gaming and pornography use were examined in relation to anxiety, impulsivity, narcis-
sism, sexual narcissism, and Type D personality using a correlation and regression model. Consistent 
with previous research, the current study found that gaming use had a significant positive correlation 
with anxiety and impulsivity. Additionally, significant positive relationships were found between por-
nography use and impulsivity, narcissism, and sexual narcissism. A new contribution to the literature is 
the finding that Type D personality was associated with higher gaming use. Despite falling under the 
umbrella of problematic internet use behaviors, gaming and pornography use appear to be quite dis-
tinct; only impulsivity was correlated with both gaming and pornography. Moreover, regression analy-
sis found that impulsivity significantly predicted gaming use while sexual narcissism significantly pre-
dicted pornography use. Further research is needed to determine the extent to which gaming and por-
nography use are coping mechanisms for people with certain personality characteristics. Nonetheless, 
the current study suggests that understanding personality variables associated with gaming and pornog-
raphy use may be helpful in mitigating the risk of developing problematic internet use behaviors.  
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use behaviors (Lee & Stapinski, 2012). Specifical-
ly, several studies found that anxiety is positively 
associated with IGD (Adams et al., 2019; 
Bargeron & Hormes, 2017; Bonnaire & Baptista, 
2019; Marino et al., 2020; Wang et al., 2017) as 
well as PPU (Niazof et al., 2019; Shirk et al., 
2021). Trait anxiety is defined as a relatively sta-
ble state of proneness to experiencing anxiety 
(Julian, 2011). As trait anxiety increases, gaming 
and pornography use scores also increase. Simi-
larly, impulsivity—the tendency to display behav-
ior with little or no forethought, reflection, or con-
sideration of the consequences—has previously 
been found to play a role in the development and 
maintenance of some problematic internet use be-
haviors, both with IGD (Hu et al., 2017; Kuss & 
Griffiths, 2012) and PPU (Antons & Brand, 
2018).  

Narcissism is a relatively stable pattern of 
grandiosity in which individuals are egotistical, 
love being the center of attention, and lack empa-
thy for others (Weber, 2016). It has been found 
that increased pornography use is positively corre-
lated to an individual’s level of narcissism 
(Kasper et al., 2015); however, the relationship 
between narcissism and gaming appears to be 
more complex. Previous research conducted 
through a clinical lens found narcissism to be pos-
itively correlated with online gaming addiction 
(Stopfer et al., 2015), while other research has 
found more of an indirect relationship between 
problematic online gaming and narcissism 
(Kircaburun et al., 2018). Narcissism may also act 
as a mediator or moderator for problematic online 
gaming. Despite this complexity, the general con-
sensus is that as scores for narcissism increase, 
problematic gaming scores increase as well 
(Stopfer et al., 2015). Distinct from narcissism, 
sexual narcissism refers to the relatively stable 
pattern of dysfunctional forms of sexual interac-
tion that are characterized by the inability to ex-
press intimacy and are rooted in low self-esteem 
as well as insecurity (Apt & Hurlbert, 1995). 
While it has been found that individuals who use 

pornography have higher levels of sexual narcis-
sism (Kasper et al., 2015), not much is currently 
known about the relationship between sexual nar-
cissism and internet gaming.  

Holdoš (2017) defined Type D (distressed) 
personality as the tendency to experience more 
negative affectivity (i.e., negative emotions) along 
with social inhibition (i.e., lack of emotion and 
behavior expression in social situations). While 
there is a lack of scientific literature specifically 
examining the relationship between Type D per-
sonality and pornography use, Holdoš (2017) 
states it is plausible that Type D personality could 
be a predictor of problematic internet gaming, be-
cause when someone shows high signs of social 
inhibition, they are more likely to engage in hob-
bies that are independent. Individuals who are 
Type D scored higher on internet addiction than 
individuals who are not Type D, meaning this per-
sonality characteristic could be a risk factor for in-
ternet addiction (Holdoš, 2017). Similarly, Kim et 
al. (2016) found that an internet gaming addiction 
group had more type D participants than a non-
internet gaming addiction group.  

Relationships have been established between 
many personality traits and problematic internet 
use behaviors such as gaming or pornography, but 
little to no research has been done on personality 
traits correlated with both behaviors. Acknowl-
edging both the many similarities and gaps found 
in the literature review, the present study explored 
the personality correlates associated with both in-
ternet gaming and pornography use. It was hy-
pothesized that anxiety, impulsivity, narcissism, 
sexual narcissism, and Type D personality charac-
teristics are correlates of both internet gaming use 
and pornography use. Additionally, it was hypoth-
esized that these personality traits would predict 
the extent of gaming and pornography use.  
                            Method 
Participants  

Participants were 185 individuals recruited 
voluntarily through online platforms such as so-
cial media and college class forums who ranged in 
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age from 18 to 65 with a mean age of 23.51 years 
old (SD = 7.54). Most of the participants were fe-
male (60%) and had at least some college educa-
tion (74.60%). More participants were in a rela-
tionship or married (48.60%) than those who were 
single or not currently in a relationship (40.5%). 
The sample was 76.20% European American, 
8.10% Hispanic/Latino, 5.90% Bira-
cial/Multiracial, and 4.90% African American.  
Procedure 

After gaining approval from the institutional 
review board (IRB #1949), an electronic link to a 
self-report research questionnaire was distributed 
through the online platforms Facebook and Reddit 
to recruit voluntary participants. Some partici-
pants were recruited through psychology courses 
and were offered extra credit for participation. 
Prior to participating in the study, participants 
were informed about the method of maintaining 
participant anonymity and data confidentiality as 
well as the risks and benefits of participation 
through reading and signing an informed consent. 
It was explained to participants that the purpose of 
the study was to examine personality in relation to 
video game and pornography usage. After com-
pleting the questionnaire, participants were pro-
vided with the Substance Abuse and Mental 
Health Services Administration’s (SAMHSA) na-
tional helpline (U.S. Department of Health and 
Human Services, 2021) and an addiction resource 
website (Substance Abuse Resources, n.d.) to an-
swer questions they may have had about their vid-
eo game or pornography use.  
Measures  

Gaming use was evaluated using the 21-item 
Game Addiction Scale (Lemmens et al., 2009) 
which measures potentially problematic gaming 
behaviors. The 18-item Problematic Pornography 

was used to assess pornography use and the extent 
to which using pornography is problematic for an 
individual. The Trait Anxiety Scale, a 20-item 
subscale of the State-Trait Anxiety Inventory 

(STAI; Spielberger et al., 1970), was used for par-
ticipants to describe their anxious tendencies. Im-
pulsivity was measured using the 30-item Barratt 
Impulsiveness Scale Version 11 (BIS-11; Patton 
et al., 1995). The Narcissistic Personality Invento-
ry (NPI-16) was used to assess an individual’s 
grandiose sense of self, level of entitlement, pre-
occupation with success, and demands for admira-
tion (Ames et al., 2006). Sexual narcissism was 
measured using the 20-item Sexual Narcissism 
Scale (SNS; Widman & McNulty, 2010) to assess 
narcissistic aspects of an individual’s sexual expe-
riences. For each of these measures, scale scores 
were calculated by averaging the items, and high-
er scores reflected more of the characteristic being 
assessed. The Type D Scale-14 (DS14; Denollet, 
2005), using seven items to assess negative affec-
tivity and seven items to assess social inhibition, 
was used to determine the extent to which a per-
son has a Type D personality. A person is classi-
fied as having a Type D personality if they score 
high on both the negative affectivity and social 
inhibition scales. Research has demonstrated 
strong psychometric properties of all measures.  

                      Results 
An average of 7.71 hours of weekly gaming 

(SD = 10.58) was reported, ranging from 0 to 50 
hours per week. The average age of first gaming 
use was 7.56 years old (SD = 4.72). An average of 
1.28 hours of weekly pornography use (SD = 
2.21) was reported, ranging from 0 to 20 hours 
weekly. The average age of first pornography use 
was 11.76 years old (SD = 6.38).  

Descriptive statistics for all variables in the 
current study can be found in Table 1. The coeffi-
cient alpha reliability estimates in our sample met 
the acceptable level of .70 or higher for all varia-
bles. Recall that a person is considered to have a 
Type D personality when they have a specific 
combination of high negative affectivity coupled 
with high social inhibition. In our sample, 57.2% 
of participants identified as Type D. 

 

PBRJ | Volume 1 | Issue 1 Novermber 2021 Page 36



Table 1 

Descriptive Statistics and Coefficient Alphas for all Study Variables

Variable Mean SD Range Minimum Maximum Alpha 

Gaming Use 1.86 .73 1.00-5.00 1.00 4.43 .95

Pornography Use 1.47 .75 1.00-7.00 1.00 7.00 .94

Anxiety 2.46 .54 1.00-4.00 1.20 3.60 .92

Impulsivity 2.13 .35 1.00-4.00 1.13 3.20 .82

Narcissism 2.60 .68 1.00-5.00 1.00 4.50 .89

Sexual Narcissism 2.05 .54 1.00-5.00 1.00 4.30 .85

Social Inhibition 1.99 .97 0.00-4.00 0.00 4.00 .85

Negative Affect 2.06 1.05 0.00-4.00 0.00 4.00 .90

Note. Gaming use was measured using the Game Addiction Scale (Lemmens et al., 2009), pornography use was 
2018), anxiety was measured 

using the Trait Anxiety Subscale of the State-Trait Anxiety Inventory (STAI; Spielberger et al., 1970), impulsivity 
was measured using the Barratt Impulsiveness Scale Version 11 (BIS-11; Patton et al., 1995), narcissism was meas-
ured using the Narcissistic Personality Inventory (NPI-16; Ames et al., 2006), sexual narcissism was measured using 
the Sexual Narcissism Scale (SNS; Widman & McNulty, 2010), and Type D personality (social inhibition and nega-
tive affect) was measured using the Type D Scale-14 (DS14; Denollet, 2005). 

 

Our first hypothesis assessed anxiety, impul-
sivity, narcissism, sexual narcissism, and Type D 
as personality correlates of gaming and pornogra-
phy use. Results found that gaming use had signif-
icant positive correlations with anxiety, r(183) = 
.16, p = .03, impulsivity, r(183) = .29, p < .001, 
and Type D personality,  r(183) = .18, p = .02, 
demonstrating small to moderate effect sizes (Co-
hen, 1992). There were no significant relation-
ships found between gaming use and narcissism 
or sexual narcissism. We found significant posi-
tive relationships between pornography use and 
impulsivity, r(183) = .22, p = .003, narcissism, 
r(183) = .28, p <.001, and sexual narcissism, 
r(183) = .48, p <.001, demonstrating moderate to 
large effect sizes (Cohen, 1992). There were no 
significant relationships found between pornogra-
phy use and anxiety or Type D personality.  

Multiple regression analysis was used to test 
our second hypothesis, that personality traits 

would significantly predict gaming and pornogra-
phy use. The results of the regression indicated 
only impulsivity significantly predicted gaming 

t(183) = 3.68, p < .001. Impulsivity 
explained a significant proportion of the variance 
in gaming use scores, R2 = .13, F(6, 178) = 4.29, p 
<.001. Type D personality emerged as a marginal-

t(183) = 1.81, p = .07. Only sexual narcissism 
emerged as a significant predictor of pornography 

t(183) = 5.54, p < .001. Sexual nar-
cissism explained a significant proportion of the 
variance in pornography use scores, R2 = .25, F(6, 
178) = 10.01, p <.001. 

 
                      Discussion  

       The goal of the present study was to examine 
personality correlates of gaming and pornography 
use to discern similarities and differences in these 
two problematic internet use behaviors. In partial 
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support of hypothesis one and consistent with 
previous research, we found anxiety (e.g., Marino 
et al., 2020) and impulsivity (Hu et al., 2017; 
Kuss & Griffiths, 2012) to have a significant posi-
tive correlation with gaming use. It may be that as 
individuals become more anxious and impulsive, 
their gaming behaviors become more prevalent. 
We did not confirm a significant relationship be-
tween narcissism and increased gaming use, con-
trary to previous research (Stopfer et al., 2015). A 
new contribution to the literature is our finding 
that Type D personality—those individuals that 
are high in negative affectivity coupled with being 
high in social inhibition—was also associated 
with higher gaming use. Interestingly, it may be 
that anxiety increases when people with Type D 
are in social situations because for them socializ-
ing may not come easily. The internet allows in-
dividuals to feel like part of society without the 
strain of communicating in person, and this can be 
especially helpful for individuals who are higher 
in social inhibition. One avenue for future re-
search is to ascertain if Type D individuals are 
engaging in team gaming to gain more comforta-
ble social interaction. In partial support of hypoth-
esis two, we found that impulsivity and Type D 
personality (marginally) predicted gaming use, 
which leads us to consider the combination of im-
pulsivity and Type D personality leading to prob-
lematic gaming behavior.  

Regarding pornography use in hypothesis 
one, we confirmed previous research in that those 
with more impulsivity, narcissism, and sexual 
narcissism were more likely to engage in pornog-
raphy consumption (Antons & Brand, 2018; 
Kasper et al., 2015). Interestingly, we did not find 
a direct relationship between anxiety and an indi-
vidual’s pornography use, contrary to previous re-
search (Niazof et al., 2019; Shirk et al., 2021). It 
appears that engaging in more pornography did 
not correspond with more anxiety in our sample. 
Furthermore, in partial support of hypothesis two, 
sexual narcissism was the only personality charac-
teristic to predict pornography use. Individuals 

who are more self-absorbed in their sexual en-
counters and not as concerned about their part-
ner’s enjoyment seem to watch more pornogra-
phy, perhaps making it all about their own pleas-
ure.  

Results suggest that despite falling under the 
umbrella of problematic internet use behaviors, 
gaming and pornography use appear to be quite 
distinct; we found only impulsivity to be correlat-
ed to both gaming and pornography. Still, we 
wonder about the use of these behaviors as coping 
mechanisms for people with certain personality 
characteristics, or combinations of personality 
characteristics. Individuals with more anxiety, 
impulsivity, or negative affect coupled with social 
inhibition may be more likely to cope by gaming. 
Additionally, individuals with more impulsivity, 
narcissism, or sexual narcissism might be more 
likely to use pornography as a coping strategy. 
Considering these findings, we conclude that 
knowing the personality correlates of internet 
gaming and pornography use may be valuable in 
mitigating the risk of developing problematic or 
addictive internet use behaviors. Future investiga-
tions should examine to what extent these prob-
lematic behaviors are coping strategies. 

As with all research, there are certain limita-
tions of our study. The data in our study were re-
sponses to a self-reported questionnaire using 
standardized, reliable, and valid measures. How-
ever, there is a possibility that self-report data can 
lead to common method bias. Gaining access to 
data that is not self-reported in future research 
studies can help to avoid threats to the internal va-
lidity of a study. Also, regarding limitations with-
in our sample, most (76.20%) identified as Euro-
pean American and 60% identified as female, 
which limits generalizability of the results. Future 
research would benefit from having a more di-
verse sample. Finally, our participants reported a 
relatively low number of average hours of weekly 
gaming and weekly pornography use. Caution 
should be used when trying to determine how the 
personality characteristics examined in this study 
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relate to excessive gaming and pornography use. 
Perhaps future research can intentionally sample 
individuals with greater internet use to allow 
comparisons to be made between moderate and 
excessive gaming and pornography use. 
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