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Abstract

This study reviewed the predictive relationships between university students' cyberloafing
behavior in educational settings and digital gaming addiction levels concerning resilience,
demographic, and technology usage variables. A total of 472 students attending universities
in Turkey participated voluntarily in the study. Data were collected using the resilience scale,
online game addiction scale, cyberloafing scale in educational settings, and a personal
information form. The results showed that male students had higher digital gaming addiction
and gaming cyberloafing levels. In contrast, female students exhibited more social
cyberloafing. Daily game playing time predicted positively both digital gaming addiction and
gaming cyberloafing. Playing games of chance was the most prominent predictor of digital
gaming addiction among the types of games played, while action games were an essential
predictor of gaming cyberloafing. Higher digital gaming addiction levels were associated with
increased social and gaming cyberloafing. Resilience negatively predicted DGA but positively
predicted academic cyberloafing. Another limitation of this study is that the results may not
be generalizable to other cultural contexts since the participants were only from Turkey.
Further research in diverse cultural contexts could reveal culture-specific influences.
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UNIVERSITE OGRENCILERININ EGiTiM ORTAMLARINDA SIBER AYLAKLIK VE
OYUN BAGIMLILIGI DUZEYLERI iLE iLGILi YORDAYICI iLISKILER®

Ugurcan Sert! , Mustafa Saritepeci?
0z

Bu calismada, Universite Ogrencilerinin egitim ortamlarinda siber aylaklik ve dijital oyun
bagimhhigi dizeyleri arasindaki yordayici iliskiler, kendini toparlama gici, demografik ve
teknoloji kullanimi degiskenleri agisindan incelenmistir. Turkiye'deki liniversitelerde egitimine
devam eden 472 6grenciden olusan bir 6rneklem galismaya gonilli olarak katilmistir. Veriler,
kendini toparlama giict 6lgegi, ¢evrimici oyun bagimhhg! olgegi, egitim ortamlarinda siber
aylaklik 6lcegi ve kisisel bilgi formu kullanilarak toplanmistir. Sonuclar, erkek 6grencilerin daha
yuksek dijital oyun bagimhligi ve oyun amach siber aylaklik seviyelerine sahip oldugunu
gostermistir. Buna karsilik, kadin 6grenciler daha fazla sosyal siber aylaklik sergilemistir.
Gunlik oyun oynama suresi hem dijital oyun bagimhligini hem de oyun amacli siber aylakhgi
olumlu yénde yordamistir. Sans oyunlari oynamak, oynanan oyun tirleri arasinda dijital oyun
bagimliiginin en 6ne ¢ikan yordayicisiyken, aksiyon oyunlari ise oyun amagh siber aylakhginin
one ¢ikan 6nemli bir yordayicisiydi. Daha yiksek dijital oyun bagimliligi, artan sosyal ve oyun
siber aylakligi ile iliskilendirilmistir. Kendini toparlama gicu dijital oyun bagimlihigini negatif
yonde, akademik siber aylakhgi ise pozitif yonde yordamistir. Bu ¢alismanin en énemli
sinirlamalari, zaman igindeki nedensel iliskilerle ilgili sonuglari engelleyen kesitsel tasarima
sahip olmasi ve verilerin 6z bildirime dayali araglarla toplanmasidir. Gelecekteki arastirmalar
boylamsal tasarimlar kullanabilir ve 06z bildirim raporlarini davranigsal gozlemlerle
birlestirebilir. Bu galismanin bir diger sinirlihgr katilimcilarin sadece Tirkiye’den katilimcilar
icermesi nedeniyle sonuglarinin baska kultlrel baglamlara genellenememesidir. Farkl kultirel
baglamlarda yapilacak arastirmalar kiltire 6zgi etkileri ortaya gikarabilir.

Anahtar Kelimeler: siber aylaklik; oyun bagimhligi; egitim ortamlari; kendini toparlama glici.

Yasal izinler: Bartin Universitesi Bilimsel Arastirma ve Yayin Etik Kurulu, Tarih: 03.06.2020,
Sayi: 2020-SBB-0116.

Genis Ozet

Egitimde bilisim teknolojilerinin yaygin kullanilmasi sonucunda artan siber aylaklk
davranislarinin endise verici bir hal aldigi séylenebilir (Baturay ve Toker, 2015). Ogrencilerin
en sik gosterdikleri siber aylaklik davranislarinin mesajlasmak, sosyal medya sitelerinde
dolasmak, icerik paylasmak, haber sitelerinde gezinmek, video izlemek, alisveris sitelerinde
gezinme, fotograf cekmek ve oyun oynamak oldugu gorilmektedir (Bagriacik Yilmaz, 2017;
Koay, 2018; Ugrin, vd., 2007). Dijital oyun oynama egitim ortamlarinda en sik karsilasilan siber
aylaklik davranislarindan birisidir (Torun ve arkadaslari, 2015; Ugrin vd., 2007). Neredeyse her
yasa hitap eden dijital oyunlara 6zellikle genclerin ilgisi glin gectikce daha ¢ok artmaktadir
(Gentile, 2009). Bireylerin asiriya kagmadan dijital oyunlar oynamalari; onlarin rahatlamasini,
stresten uzaklasmasini saglamaktadir (Green ve Bavelier, 2003; Prot vd., 2014). Granic vd.
(2014) oyunlarin bireyler icin sosyal, bilissel ve duygusal katkilarinin oldugunu belirtmistir.

* Bu calisma, birinci yazarin ikinci yazarin danismanhginda yirittiigi yiiksek lisans tezinden tiiretilmistir.
1 Alan Uzmani, Milli Egitim Bakanligi, ugurcansert35@gmail.com, orcid.org/0000-0003-2654-5853
2 Dog. Dr., Necmettin Erbakan Universitesi, mustafasaritepeci@gmail.com, orcid.org/0000-0002-6984-0652
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Ancak bireylerin dijital oyunlara olan ilgisinin artmasi sonucunda bu davranisin kontrolsiiz bir
hal almasi, glnlik ve sosyal yasantilarini aksatmalarina ve neticede oyun bagimlilig
gelistirebilecekleri sdylenebilir (Griffiths ve Davies, 2005). Oyun bagimliligi olan bireyler glinlin
blylk bolimini oyunlara ayirma (Mustafaoglu ve Yasaci, 2018), oyun oynarken kendini
kontrol edememe, engellenme durumunda sert tepki gosterme, 6fkelenme, gorevlerini veya
islerini  aksatma, ihtiyaglarini erteleme (Lermi ve Afat, 2020) gibi davranislar
sergilemektedirler. Dijital oyunlarin sorunlu kullanimi giderek artan bir durumdur. Bu
baglamda oyun bagimlihg davranisinin 6ncilleri, iliskili oldugu yapilar ve sonuglarinin
incelemesi oldukga énemli bir hal almistir.

Universite dgrencilerinin giinliik BIiT araglarini kullanim siiresi bakimindan éne ¢iktigi
distnildiaginde; dijital oyun bagimhhg ve egitim ortamlarinda siber aylaklik davranislari
sergileme acisindan goreceli olarak 6nemli bir risk grubu olduklari sdylenebilir (Blau vd., 2006;
Tanriverdi ve Karaca, 2018). Buna gore Universite 6grencilerinin siber aylaklik ve dijital oyun
bagimhliklari dizeylerinin belirlenmesi ve iliskili oldugu degiskenlerin tespit edilmesinin
onemli oldugu disinlilmektedir. Bu baglamda, 6grencilerin egitim ortamlarinda gosterdikleri
siber aylaklik davraniglarinin ve oyun bagmlilig dizeylerinin kendini toparlama gicd,
demografik ve teknoloji kullanimi ile ilgili degiskenlerle arasindaki iliskiyi belirlemek bu
¢alismanin odagini olusturmaktadir.

Bu calismada, Universite 6grencilerinin egitim ortamlarinda siber aylaklik davranislari ve
oyun bagimhlik diizeylerinin, demografik &zellikleri, BiT kullanim aliskanliklari ve kendini
toparlama glcl arasindaki iliskiyi belirlemek icin korelasyonel bir arastirma modeli olan
tahmin deseni kullandik. Tahmin deseni, hangi bagimsiz degiskenlerin bagimh degiskeni
yordadigini belirlemeye yonelik bir arastirma modelidir (Creswell, 2012).

Bu calismaya gonullllik esasina dayali olarak Tirkiye’de lisans 6grenimine devam eden
%68.86’s1 kadin ve %31.14°l erkek olmak Uzere toplamda 472 {iniversite 6grencisi katilmistir.
Katilimcilarin yaslarina bakildiginda %20.76’s1 19 yas ve altinda, %24.15’i 20 yasinda, %20.13’U
21 yasindaki katilimcilardan olugsmaktadir. Sinif diizeyi bakimindan en fazla katilim %33.26 ile
1. sinif ve %29.66 ile 2. sinif diizeyindedir.

Bu calismada veri toplamak igin kisisel bilgi formu ve 3 farkli élcek (kisisel bilgi formu,
online oyun bagimlihg! 6lcegi, kendini toparlama glicii 6lcegi ve egitim ortamlarinda siber
aylaklik 6lgegi) kullanilmistir. Bu ¢alisma gergevesinde gonlli Universite 6grencilerinden veri
toplamak amaciyla ¢evrimici form olusturulmus ve sosyal medya ortamlarinda paylasilarak
hedef kitleye ulasilmistir. Paylasilan ortamlarda forma 472 Universite 6grenci donis yapmistir.

Elde edilen veriler, tanimlayici analizler ve dogrusal hiyerarsik regresyon analizi
kullanilarak ¢oziimlenmistir. Hiyerarsik regresyon analizi iki veya daha ¢ok bagiml, bagimsiz
degisken arasindaki iliskiyi 6lcmek icin kullanilan analiz yontemidir. Hiyerarsik regresyonda
yordayici degiskenler arastirmacinin dizenledigi sira dogrultusunda analize dahil edilir. Her
degisken bagiml degiskene olan katkisina bakilarak degerlendirilir. Hiyerarsik regresyon icin
veri setinin uygunlugu test edilmis ve gerekli tim varsayimlari sagladigi tespit edilmistir. Oyun
bagimlihgi ile ilgili olusturulan hiyerarsik modelde VIF degerinin 1.03- 3.94 arasinda, tolerans
degerinin 0.25-0.97 arasinda bulundugu gorilmustir. Egitim ortamlarinda siber aylaklk ile
ilgili olusturulan hiyerarsik modellerde ise VIF degerinin 1.03- 3.93 arasinda, tolerans degerinin
0.25-0.97 arasinda bulundugu gorilmustiir. Bu degerlere gore ele alinan degiskenler arasinda
coklu baglantihlik problemi bulunmadigi ve hiyerarsik regresyon analizi varsayimlarini
karsiladigi sdylenebilir. Analiz esnasinda bagimli degisken ile iliskili oldugu disliiniilen bagimsiz
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degiskenler bloklar haline regresyon analizine eklenirler. Eklenen her blok kendinden sonra
eklenen blok icin kontrol degiskeni olarak degerlendirilir. Dahil edilecek bagimsiz degiskenlerin
eklenecegi sira alan yazin taramasi sonucunda belirlenmistir.

Bu ¢alisma kapsaminda Universite 6grencilerinin oyun bagimhhg ile iliskili degiskenleri
belirlemek igin 6 model ve egitim ortamlarinda gosterdikleri siber aylaklik davraniglariile iliskili
degiskenleri belirlemek icin 6 model olmak lzere toplamda literatiir baglaminda 12 model
olusturulmustur. Bu modellerle iligkili olarak ele alinan 18 hipotez test edilmistir. Arastirma
sonucuna gore oOgrencilerin dijital oyun bagimhhgi dizeylerinin orta dilizeyde oldugu
gortlmektedir. Siber aylaklik davranislarina bakildiginda ise orta dizeyde oldugu, alt
boyutlarindan oyun amacl siber aylaklik dizeylerinin diislik, akademik ve sosyal amacli siber
aylaklik davranislarinin ise orta diizeyde oldugu goriilmektedir.

Oyun bagimliigl Gzerinde etkilerine gore degiskenler sirasiyla glinlik oyun oynama
slresi, oyun amach siber aylaklk, sans oyunlari tiirinde oyun oynama, cinsiyet, kendini
toparlama glicti ve yastir. Siber aylaklik davranislarinin alt boyutlarina bakildiginda sosyal
amagh siber aylaklik davraniglarina etkilerine gore degiskenler sirasiyla oyun bagimhhgi,
cinsiyet, Youtube uygulamasini en sik kullananlar, giinliik internet kullanim siiresidir. Oyun
amacli siber aylaklik davraniglarina etkilerine goére degiskenler sirasiyla aksiyon tiriinde oyun
oynama, bulmaca tiirinde oyun oynama, sans oyunu tiriinde oyun oynama, cinsiyet, ginlik
oyun oynama slresi ve oyun bagimlhg dizeyidir. Akademik amagli siber aylaklik
davranislarina etkilerine gore degiskenler sirasiyla demografik degiskenler, oyun tird, glinlik
internet kullanim ve oyun oynama siiresi, kendini toparlama giicii, en sik kullanilan uygulama
ve oyun bagimhhgidir.

Bu c¢alismanin en 6nemli sinirliliklari, zaman igcindeki nedensel iliskilerle ilgili sonuglari
engelleyen kesitsel tasarima sahip olmasi ve verilerin 6z bildirime dayal araglarla
toplanmasidir. Gelecekteki arastirmalar boylamsal tasarimlar kullanabilir ve 6z bildirime dayal
veriler davranissal gozlemlerle birlestirebilir. Bu c¢alismanin bir diger sinirliigi calisma
ornekleminin sadece Turkiye’den katilimcilar icermesi nedeniyle sonuglarinin baska kiltlrel
baglamlara genellenememesidir. Farkli kiiltlirel baglamlarda yapilacak arastirmalar kiiltlre
Ozgl etkileri ortaya cikarabilir.

Introduction

The accessibility of mobile devices and the Internet has led to the prevalence of
cyberloafing in educational settings (Saritepeci, 2020; Yildiz Durak & Saritepeci, 2019). These
behaviors constitute a substantial obstacle to the effective use of technology in education
(Saritepeci, 2020; Yildiz Durak, 2019; Wu et al., 2018). In the relevant literature, some variables
examined in the relationship between cyberloafing are academic anxiety and procrastination
(Yang et al., 2019), cognitive involvement level (Tanriverdi & Karaca, 2018), educational level
(Bagnacik Yilmaz, 2017), academic success, (Wu et al., 2018), class participation (Soh et al.,
2018), internet usage time (Okoroma & Okafor, 2018), school type (Akgiin, 2020), social media
usage (Alan, 2019), social support and stress (Gokcearslan et al., 2018), and smartphone
addiction (Saritepeci, 2020). Cyberloafing behaviors that have increased with the widespread
use of information and communication technologies (ICT) in education have become worrying
(Baturay & Toker, 2015). The most common cyberloafing behaviors that students
demonstrate are texting, browsing social media sites, sharing content, surfing news sites,
watching videos, browsing shopping sites, taking photos, and playing games (Bagriacik Yilmaz,
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2017; Koay, 2018; Ugrin et al., 2007). Playing digital games is a typical cyberloafing behavior
in educational settings (CBES) (Torun et al., 2015; Ugrin et al., 2007). The interest of young
people in digital games that appeal to almost all ages is increasing daily (Gentile, 2009). Playing
digital games without going overboard helps individuals relax and get away from stress; thus,
games have social, cognitive, and emotional contributions to individuals (Granic et al., 2014;
Green & Bavelier, 2003; Prot et al., 2014). However, with the increase in the time spent playing
digital games, individuals lose control over playing games, and as a result, disrupting their daily
and social lives may cause them to become game addicts (Griffiths & Davies, 2005).

Digital gaming addiction (DGA) is defined as the behavior of playing games intensely and
frequently, alone or with other players, for a long time without control (Lemmens et al., 2009).
Game-addicted individuals exhibit behaviors such as devoting most of the day to games
(Mustafaoglu & Yasaci, 2018), not being able to control themselves while playing, reacting
harshly in case of frustration, getting angry, disrupting their tasks or work and delaying their
needs (Lermi & Afat, 2020).

Increased access to the internet leads to the more frequent observation of cyberloafing
behaviors in work and educational settings and an upward trend in problematic digital gaming
behavior. According to the Digital 2023 report, the average daily internet usage is 6H 37M in
the 16-64 age range (We Are Social, 2023). The highest usage is in the 16-24 age range, with
7H 9M in males and 7H 28M in females. Again, the rate of playing digital games with any
device among individuals in this age range is 87.3% for females and 89.7% for males. The
preferred device in games is primarily smartphones. Individuals in this age range are high
school and university students. In this context, behaviors such as cyberloafing and problematic
game-playing are more likely to be observed with this intensive use at the high school and
university levels.

Considering that university students stand out in their daily use of ICT tools, they are a
relatively important risk group regarding digital game addiction and cyberloafing in
educational settings (Blau et al., 2006; Tanriverdi & Karaca, 2018). Accordingly, it is substantial
to determine the relationship between cyberloafing and DGA levels of university students and
relevant variables. In this context, this study intends to confine the relationship between
students' CBES and game addiction levels with variables related to resilience, demographics,
and technology usage status.

Conceptual Framework

Cyberloafing

Cyberloafing emerged in workplaces where Internet access was much earlier than in
other environments. Accordingly, the first definition includes the description of the concept
of cyberloafing within the framework of responsibilities in the working environment. For
example, Greengard (2000) defines cyberloafing or cyberslacking as employees' use of the
Internet for personal purposes outside of their tasks during work hours. Ugrin et al. (2007)
defined cyberloafing as using the Internet for personal purposes or inefficiently during the
hours defined for work by employees in the workplace. O'Neill et al. (2014) similarly explained
cyberloafing as using ICT tools and the Internet for personal purposes instead of the tasks of
an institution's employees during working hours.

The relevant literature divides cyberloafing behavior into minor and serious (Blanchard
& Henle, 2008). Minor cyberloafing behaviors can be ignored, such as making personal phone
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calls and chatting with colleagues, which can increase employees' work efficiency (Blanchard
& Henle, 2008). However, serious cyberloafing includes behaviors that will reduce productivity
in the workplace and harm the company in terms of reputation and cost (Lim & Teo, 2005;
Mercado et al., 2017; Ugrin et al., 2007). In the workplace, minor and serious cyberloafing
categorization does not have similar characteristics in educational settings. Minor or harmless
cyberloafing in educational settings is the learner's use of ICT tools to answer a question about
any relevant information, concept, or content. However, serious or damaging cyberloafing
covers all activities other than learning. In this study, we handled cyberloafing in educational
settings using ICT tools and services for purposes other than learning-teaching (Saritepeci,
2020; Varol & Yildirim, 2018).

The cyberloafing of the students during the lesson causes their interest and attention
toward the course to decrease, making it difficult to reach the lesson outcomes. The decrease
in learners' motivation and attention levels increases the frequency of their cyberloafing
behavior. Classroom management, teaching methods, and course content lose their
importance in a classroom dominated by cyberloafing. It becomes difficult to convey the
targeted achievements in such a class (Senel et al., 2019).

Demographics and Cyberloafing

Gender is one of the variables whose relationship with CBES is one of the most discussed
variables. Although some studies show that men are involved in cyberloafing activities more
than women (e.g., Metin-Orta & Demirtepe-Saygili, 2023; Twum et al., 2021), many studies
are reporting that cyberloafing behaviors in education or work environment do not differ by
gender or that women exhibit more cyberloafing behaviors (e.g., Dursun et al., 2018;
Gokgearslan et al., 2018; Saritepeci, 2020; Toker & Baturay, 2021). In terms of cyberloafing,
while men's cyberloafing behaviors for gaming and gambling purposes stand out (Akbulut et
al., 2017), women's cyberloafing for social purposes is more prominent. Accordingly, although
cyberloafing behaviors of men and women have some similarities, their behavior patterns
differ (Akbulut et al., 2017).

The other two demographic variables considered in this study are age and grade level. Studies
show that different age and grade level cyberloafing behaviors have different patterns. In
addition, the frequency of cyberloafing behaviors also varies according to age and grade level.
While middle and high school students exhibit CBES, including sharing, online content access,
and gaming activities, behaviors such as gaming, gambling, or shopping are less common at
this level (e.g., Akbulut et al., 2016; Akgiin, 2020; Dereli & Sahin izmirli, 2022; Saritepeci, 2020).
However, the frequency of CBES may vary according to the grade level and age of the student.
Dereli and Sahin izmirli (2022) reported that 8th-grade or 14-year-old students exhibited more
cyberloafing behaviors compared to other grades and age levels in their study of secondary
school students.

At the university level, cyberloafing behaviors for socializing come to the fore, but behaviors
such as gaming, gambling, and shopping are also repeated more frequently (e.g., Heidari et
al., 2023). In studies conducted with university students, prominent cyberloafing behaviors
other than socializing differ (e.g., Dursun et al., 2018; Heidari et al., 2023; Toker & Baturay,
2021; Varol & Yildirim, 2018). This may be because university education has a broader age
range compared to other levels of education and different grade level student weights in
different studies. Accordingly, age and grade level may be important variables in
understanding the cyberloafing behaviors of university students.
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ICT Usage and Cyberloafing

The increasing prevalence of ICT tools, easy access of students to mobile devices, and
high Internet usage levels (Saritepeci, 2020; Senel et al., 2019) have increased the incidence
of CBES (Baturay & Toker, 2015). It observes that students engage in cyberloafing by
performing behavior testing (Senel et al., 2019), visiting sports websites (Vitak et al., 2011),
surfing on social media (Koay, 2018; Okoroma & Okafor, 2018), browsing shopping sites
(Akbulut et al., 2018), playing online games, i.e., that they frequently display in their daily lives.
Students who mostly exhibit cyberloafing behavior and spend less time on the internet and
social media platforms generally exhibit minor cyberloafing behavior, while students who
spend more time exhibit serious cyberloafing behavior that should be avoided (Alan, 2019).

The duration of gaming may result in increased time spent on gaming in different settings.
This increase in time may cause individuals to neglect other work or educational tasks. In
addition, multiplayer online games, which have become popular in recent years, may
encourage individuals to engage in behaviors such as cyberloafing due to intense in-game
interaction. Considering that more than 60% of individuals play games with mobile devices
(We Are Social, 2023), the risk of continuing this behavior in work and school environments
emerges.

Resilience and Cyberloafing

Resilience expresses that an individual stays psychologically strong despite adverse
experiences (Herrman et al., 2011). Although there is no agreed definition in the literature on
resilience, when we look at the general points in the descriptions, trauma can be expressed
as successfully coping with difficult living conditions, adapting to events healthily, or
developing competence (Doll & Lyon, 1998; Garmezy et al. al., 1984; Herrman et al., 2011;
Masten & Reed, 2002). Resilience is defined not only as a specific ability or a personal power
that enables individuals to protect themselves despite adversity but also as the ability to
recover from trauma (Howard et al., 1999; Luthar & Zigler, 1991). Indeed, Agarwal (2019)
defined resilience as a positive adjustment despite adversity. Agarwal discussed the
relationship between cyberloafing and resilience in this context: “...Cyberloafing is not in the
category of positive adaptations and therefore are unlikely by those high in resilience.”

In contrast, Zhou et al. (2023), in their study with employees, predicted that resilience
would reduce cyberloafing; however, the results showed that the relationship between
resilience and cyberloafing was insignificant. However, the limited number of studies on the
relationship between resilience and cyberloafing makes this relationship ambiguous.

Individuals with high resilience adapt proactively rather than negatively despite
difficulties (Agarwal, 2019; King et al., 2016). In this context, we claim that cyberloafing
behavior in an educational setting can be considered a negative adaptation behavior, and
therefore, individuals with high resilience levels will exhibit lower CBES.

Digital Gaming Addiction

Concepts are used interchangeably in the literature to express digital game addiction:
e-game addiction, internet game addiction, game addiction, digital game addiction, and online
game addiction. In this study, we used the concept of game addiction.

Digital games contribute to developing high-level competencies such as problem-
solving, logical thinking, deducing, and strategic thinking (Kim & Smith, 2015), as well as hand-
eye coordination and psychomotor skills (Lin & Hou, 2015). However, digital games have
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become an obsession for individuals. Therefore, health problems such as excessive
nervousness, a tendency to violence, and inactivity may occur in individuals who play for a
long time (Lewis, 2005). Problems such as alienation from social life, eye disorders, failure,
monotony, boredom, lying, and lack of mental development may also occur (Wang & Chiou,
2006).

If the individual cannot prevent the desire to play and control it, which changes his
emotional and social life, it can cause a problem or addiction (Griffiths & Davies, 2005; Young,
2009). Although it causes social and emotional problems, it is defined as game addiction when
individuals play games for too long and cannot stop themselves from the game (Lemmens et
al., 2009). DGA is a combination of behavior excessive use of games (Charlton & Danforth,
2007), obsessive behavior while playing games (Grisser et al., 2007), morbid gaming behavior
(Chiu et al., 2004), and problematic gaming (Desai et al., 2010).

The American Psychiatric Association addressed the issue of “Internet Gaming
Disorders” in the Handbook of Mental Disorders (DSM V) and reported to have nine indicators
(American Psychiatric Association, 2013): (1) Individuals’ minds are constantly busy with
games. (2) Irritable behaviors are observed in individuals who stay away from the game. (3)
The time devoted to game use is increasing. (4) While playing the game, control is lost, and
the individual cannot stop playing the game even though he wants to quit. (5) Although
playing games causes psychological problems in individuals, they cannot be separated from
them. (6) Enjoyed behaviors are replaced by game-playing behavior. (7) Playing games as an
escape route to get rid of the problems in daily life. (8) Not give up playing games despite
being warned by their family and loved ones. (9) That they do not take advantage of the
considerable work, relationships, and opportunities in their lives while playing games.

DGA and Cyberloafing

The widespread use of mobile devices can be considered a reason for the increase in the
time individuals spend on digital games (Saritepeci, 2020; Yildiz Durak & Saritepeci, 2020).
Students are inclined to display more game-playing behavior due to a lack of motivation and
boredom in the environment. Because of this, as students have easier access to mobile devices
in the educational environment, they exhibit cyberloafing behavior by playing digital games.
(Blanchard & Henle, 2008).

Demographics and DGA

Understanding how demographics influence DGA is crucial in addressing and developing
effective interventions for specific populations. The two prominent demographic variables
associated with DGA are gender and age. A significant number of studies examining the effect
of gender on DGA show that DGA is more prevalent among males. Indeed, two different meta-
analysis studies (Fam, 2018; Kim et al., 2022) point to a higher prevalence of DGA among men.
Fam's study reports an average prevalence of 6.8% in men and 1.3% in women, while Kim et
al. report an average prevalence of 8.5% in men and 3.5% in women. These findings suggest
that males may be more vulnerable to developing DGA than females.

Age is another crucial factor for DGA. Indeed, Kim et al. (2022) study shows that the
prevalence of DGA differs in different age groups. According to this meta-analysis study, the
riskiest groups are children-adolescents and adolescents-young adults. Accordingly, university
students have a significant risk for the development of DGA. The fact that the age range among
university students is more comprehensive than other educational levels may be an essential
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indicator for the development of DGA among university students. In addition, grade level is
another critical factor to be considered. Students in their first year of university are primarily
involved in a new social environment and living environment away from their family and social
environment. Therefore, students in their first year may have a higher tendency to show
problematic behaviors such as DGA, problematic social media, or internet use to socialize,
relax, and relieve loneliness.

ICT Usage Behavior and DGA

Many studies have examined the relationship between individuals’ ICT usage and game
addiction levels (Muslu & Ayglin, 2020; Rajab et al., 2020; Zorbaz et al., 2015). Of these, there
is a significant relationship between game addiction and the duration of Internet use (Kweon
& Park, 2012; Muslu & Aygiin, 2020), the duration of computer use (Bilge, 2012; Zorbaz et al.,
2015), the duration of smartphone use (Rajab et al., 2019).

Gaming playing time and addiction levels have also been positively correlated (Skripkauskaite
et al., 2022). Extended gaming sessions are correlated with higher levels of game addiction.
However, it is essential to note that not all individuals who spend significant time playing
games develop addictive behaviors. While research suggests a positive correlation between
gaming time and addiction levels, it does not imply causation.

Resilience and DGA

Resilience is defined as the ability of an individual to stand sturdy despite the problems
he or she encounters in his or her life, overcome these problems with minimum damage, and
recover quickly (Ramirez, 2007). Individuals with low resilience tend to run away from
problems, tend to problematic behavior, and have adjustment problems (Lee & Cranford,
2008).

There are many studies in the relevant literature on the relationship between variables
such as family support (Pinkerton, 2007) and self-esteem (Dearden, 2004), which positively
affect individuals’ resilience and the level of game addiction of variables such as stress
(Dearden, 2004) and attachment anxiety (Grajewski & Dragan, 2020) that negatively affect
them. In the literature, game addiction has a negative relationship with variables that
positively affect resilience, such as family support (Chang & Kim, 2020; Han et al., 2012;
Viriyapong & Sookpiam, 2019; Zorbaz et al.,2015), social support (Seok et al., 2018), self-
esteem (Chang & Kim, 2020). Based on these indirect findings, we argue that there is a
negative relationship between resilience level and DGA.

Hypotheses

The hypotheses related to this study, which aims to determine the predictive relationships
between university students' CBES and DGA, are as follows:

e H1: Gender is a predictor of the CBES.

e H2: Younger participants have higher levels of CBES.

H3: First-year participants who have just started university education have higher CBES
than other grades.

H4: Daily Internet usage time is a predictor of the CBES.

H5: Daily game playing time is a predictor of the CBES.

H6: The most played mobile game category (MP-MGC) is a predictor of the CBES.

H7: The most frequently used mobile application (MFUMA) is a predictor of the CBES.
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e H8: DGA is a predictor of CBES.

e H9: Resilience is a predictor of the CBES.

e H10: Males have higher levels of DGA.

e H11: Younger participants have higher levels of DGA.

e H12: First-year participants who have just started university education have higher DGA
than other grades.

e H13: Those with high daily Internet usage time have higher levels of DGA.

e H14: Those with high daily game playing time have higher DGA than others.

e H15: MFUMA predictor of the DGA.

e H16: MP-MGC is a predictor of the DGA.

e H17: Resilience is a predictor of the DGA.

e H18: CBES is a predictor of the DGA.

Method

Research Method

In this study, we used a prediction design -a correlational research model- to determine
the relationship between the demographic characteristics of university students’ CBES and
their level of game addiction, ICT usage habits, and resilience. A prediction design is a research
model to determine which independent variables predict the dependent variable (Creswell,
2012). Figure 1 presents the relationship between the hypotheses determined for this study
and the variables.

H18

Personality Variables

H1 Gender H10
Age H11
Grade Level H12
Cyberloafing
Social cyberloafing Technology Usage
Stat . .
i Digital game
Gaming cyberloafing — Daily Internet usage time — addiction
Academic cyberloafing - et Pl
MP-MGC
H1
MFUMA
H17
Resilience
H8

Figure 1. Default Research Model
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Participants

A total of 472 university students, 68.86% female and 31.14% male, who continued their
undergraduate education in Turkey, voluntarily participated in this study (See Table 1). 20.76%
of the participants are 19 years old and under, 24.15% are 20 years old, and 20.13% are 21
years old. According to grade level, the highest level of participation was 33.26% in the 1st
grade and 29.66% in the 2nd grade.

Table 1. Demographic characteristics of the participants

f %
Female 325 68.86
Cinsiyet Male 147 31.14
Total 472 100
19 and younger 98 20.76
20 114 24.15
Age 21 95 20.13
22 71 15.04
23 and older 94 19.92
English Preparatory 23 4.87
1 157 33.26
Grade 2 140 29.66
3 67 14.19
4 85 18.02

From the mobile game playing habits of the participants, 51.69% of them stated that
they played mobile games. 29.92% play 101Plus, a game of chance, and 28.28% play Pubg, an
action game (see Table 2). Looking at the categories of mobile games played by the
participants, 32.38% play games of action, 29.51% play games of chance, and 20.90% play
puzzle games.

Considering the computer games played by the participants, 67.37% of them do not play
computer games. 24.03% of the participants playing computer games play League of Legends
in the Role game category, and 19.48% play FIFA in the Sports game category. Taking
cognizance of the categories of computer games played by the participants, 29.87% play
sports, and 28.57% action and role-playing games. Daily digital game playing time (DDGPT)
varies between 0 and 12 hours. The average playing game time is 1.32 hours.

Looking at the most frequently used mobile application, 40.25% of participants use
WhatsApp, and 39.98% use Instagram. The participants’ daily internet usage time (DIUT) vary
between 1 and 16 hours. The average internet usage time is 5.53 hours.
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Table 2. Digital game playing habits of participants

f %
Mobile Game Playing Status ' play 244 >1.69
| don't play 228 48.31
Computer Game Playing Status ' play 154 32.63
| don't play 318 67.37
101Plus 73 29.92
Pubg 69 28.28
CandyCrush 19 7.79
Most Played Mobile Game (MP-MG) Travian 14 5.74
Mobil legends 12 4.92
Kelimelik 12 4.92
Others 45 18.44
League of Legends 37 24.03
Fifa 30 19.48
EAGO)St Played Computer Game (MP- . { Theft Auto 18 11.69
Pro Evolution Soccer 16 10.39
Others 53 34.42
Action 79 32.38
Games of chance 72 29.51
) Crossword 51 20.90
:\:/Iops_tl\;g(y:/;ad Mobile Game Category Strategy 14 574
Role Play 12 4.92
Sport 10 4.10
Simulation 6 2.46
Sport 46 29.87
Action 44 28.57
Most Played Computer Game Role Play a4 28.57
Category (MP-CGC) Simulation 8 5.19
Crossword 7 4.55
Strategy 5 3.25
Whatsapp 190 40.25
_ Instagram 184 38.98
Mos’F Frequently Used Mobile Youtube 62 13.14
Application ]
Twitter 22 4.66
Facebook 14 2.97

Daily Internet Usage Time (DIUT)
(Hours)

Min= 1. Max=16. M=5.53. Sd=22.96

Daily Digital Game Play Time
(DDGPT) (Hours)

Min= 0. Max=12. M=1.32. Sd=1.72
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When we look at the purposes for which the participants use the Internet, it is used for
social interaction (380), messaging (349), watching TV series and movies (281), reading the
news (150), playing games (125), video calls (118), shopping (111), lessons, and business
purposes (40) in social media.

Instruments

This study used four instruments to collect data: The personal information form, the
online game addiction scale, the resilience scale, and the cyberloafing scale in educational
settings.

The Personal Information Form contains questions to determine the various
demographic characteristics of the participants, as well as their Internet usage and gaming
habits. This form covers 12 items for information about gender, age, university, department,
grade, Internet access, daily Internet usage time, most frequently used application, Internet
usage purposes, daily game playing time, and most frequently played mobile and computer
games.

The Scale of Online Game Addiction was developed by Lemmens et al. (2009) and
adapted to Turkish by Baysak et al. (2016) and consists of 7 sub-dimensions and 21 items.
Items in the 5-point Likert type were rated never (1), rarely (2), sometimes (3), often (4), and
very often (5). A minimum of 7 points and a maximum of 35 points were taken from the scale.

The Resilience Scale was developed by Marcus (1991) and adapted to Turkish by
Haktanir et al. (2016) and consists of 6 items. The 5-point Likert scale items were scored as
strongly disagree (1), disagree (2), undecided (3), agree (4), and strongly agree (5). A minimum
of 6 points and a maximum of 30 points were taken from the scale.

The Scale of Cyberloafing in Educational Settings (CSE) was developed by Saritepeci and
Sert (2021). The scale consists of 3 sub-dimensions and 13 items. Items in the 5-point Likert
scale were scored as never (1), rarely (2), sometimes (3), often (4), and always (5). They can
get at least 13 points and 65 points from the scale. The sub-dimensions of the scale were
“Social cyberloafing,” “Gaming cyberloafing,” and “Academic cyberloafing.”

Data collection and analysis

Within the framework of this study, we created an online form to collect data from
volunteer university students. We reached the target audience by sharing it on various social
media platforms. Four hundred seventy-two university students answered the form on shared
platforms. We stated the purpose of using the collected data in the “Consent Statement
Regarding Research Participation” section at the beginning of the form and obtained the
consent of the participants.

The data were analyzed using descriptive analysis and linear hierarchical regression
analysis. Hierarchical regression analysis is an analysis method used to measure the
relationship between two or more dependent and independent variables. In hierarchical
regression, predictor variables are added to the analysis in the order arranged by the
researcher. Each variable is evaluated by looking at its contribution to the dependent variable.
In hierarchical regression analysis, assumptions include sufficient sample size, multiple linear
correlations, singularity, extreme values, and normal distribution of values (Secer, 2013). As a
result of the analysis of the collected data, it was seen that the VIF value was between 1.03-
3.94, and the tolerance value was between 0.25-0.97 in the model created about online game
addiction.
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Additionally, in the models created about cyberloafing in education, it has been
observed that the VIF value is between 1.03 and 3.93, and the tolerance value is between
0.25-0.97. Accordingly, there was no multicollinearity problem among the variables, and it
met the hierarchical regression analysis assumptions. The dependent variables were added to
the regression analysis as blocks. Each added block was treated as a control variable for the
block added after it.

During the analysis, gender, grade level, and game categories were transformed into
dummy variables. In the gender categorical variable, the male was coded as “1,” and the
female category was coded as “0” and transformed into a dummy variable. In the grade level
categorical variable, the grade level of the students in the 1st grade was coded as "0," and the
grade level of the other students was coded as "1" and converted into an artificial variable.
Three dummy variables (Instagram, WhatsApp, YouTube) were created in the most frequently
used application category. Similarly, three dummy variables (Action, Chance, Puzzle) were
formed according to the participants' type of game.

Results

Descriptive Findings

In this study, “Cyberloafing Scale in Educational Settings,” “Online Game Addiction
Scale” and “Scale of Resilience” were 5-point Likert-type scales used to examine university
students’ game addiction levels and cyberloafing in educational settings. In this study,
descriptive statistical information about the answers given by the participants to the data
collection tools is presented in Table 3.

Table 3. Descriptive Findings

k Min Max M M/k Sd
CSE 13 15 60 32.33 2.5 14.56
Social cyberloafing 7 8 35 20.6 2.83 10.11
Gaming cyberloafing 3 3 15 4.84 1.61 3.74
Academic cyberloafing 3 3 15 8.26 2.76 3.83
Game Addiction 7 6 30 18.61 2.66 4.75
Resilience 6 7 33 12.11 2.02 5.92

*k: number of items

According to Table 3, the cyberloafing scale average score of the university students was
32.33. It is 20.60 for the dimension of cyberloafing for social purposes, 4.84 for cyberloafing
for gaming, and 8.26 in the dimension of cyberloafing for academic purposes. The average
score of the participants on the game addiction scale was 18.61. Additionally, the average
score of the participants on the Resilience Scale was 12.11.

Examining the Variables Related to Game Addiction

We used hierarchical regression analysis to specify the variables related to DGA and
presented findings in Table 4.
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Table 4. DGA Linear Multiple Hierarchical Regression Analysis

Model 1 Model 2 Model 3 Model 4 Model 5 Model 6

B t P B t P B t P B T P B t p B t p
Gender 0.33 7.54 0.00* 033 726 0.00* 032 710 0.00* 0.14 3.16 0.00* 0.10 2.34 0.02* 0.12 2.81 0.01*
Age 002 039 070 002 037 071 005 108 028 0.08 171 0.09 0.09 2.04 0.04* 0.09 199 0.04*
Grade -0.06 -1.08 0.28 -0.06 -111 0.27 -0.07 -138 0.17 -0.06 -142 0.16 -005 -1.21 0.23 -0.06 -1.31 0.19
MFUMA-Instagram -0.06 -0.71 048 -0.11 -141 0.16 -0.03 -046 065 000 -0.03 098 -0.01 -0.08 0.93
MFUMA-Whatsapp -0.04 -049 0.2 -0.07 -0.90 037 -0.01 -0.10 092 0.00 -0.02 099 0.01 0.10 0.92
MFUMA-Youtube -0.04 -0.63 053 -0.09 -135 0.18 -0.02 -0.38 0.71 -0.03 -049 0.63 -0.03 -0.50 0.62
MP-MGC-Games of Chance 0.26 586 0.00* 0.17 4.25 0.00* 0.14 3.57 0.00* 0.14 3.61 0.00*
MP-MGC- Crossword 0.11 242 0.01* 0.04 099 032 001 018 086 0.01 0.18 0.86
MP-MGC-Action 0.25 565 0.00* 0.08 195 0.05* 0.05 113 0.26 0.05 113 0.26
DIUT 0.02 050 062 003 070 048 0.01 031 0.76
DDGPT 0.46 9.64 0.00* 0.42 9.23 0.00* 0.43 946 0.00*
Social cyberloafing -0.05 -1.12 0.27 -0.04 -0.99 0.32
Gaming cyberloafing 0.28 6.24 0.00* 0.27 6.17 0.00*
Academic cyberloafing -0.02 -0.47 064 -0.01 -0.28 0.78
Resilience -0.11 -2.92 0.00*
R 0.340 0.342 0.461 0.599 0.645 0.653
R? 0.116 0.117 0.212 0.359 0.416 0.427
AF 20.403 .200 18.709 52.490 13.677 8.277
Sig 0.000** 0.867 0.000** 0.000** 0.000** 0.004*

*p<0.005. **p<.0.001
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According to Table 4, the total variance regarding DGA, the contribution of demographic
variables is 11.6%, the contribution of adding the most frequently used application variables
in the second model was 0.1%, the contribution of adding game-type variables in the third
model was 9.5%, the contribution of adding technology usage time variables in the fourth
model was 14.7%, the contribution of adding the cyberloafing variable in the fifth model was
5.7%, in the sixth model, the contribution of adding the most frequently used application
variables was 0.1%. On the other hand, the contribution of adding the resilience variable is
1.1% in the model. The six models explain 42.7% of the variance in game addiction scores.
Modell (R=.340 R2=.116 p<.05), Model3 (R=.461 R?=.212 p<.05), Model4 (R=.599 R2=.359
p<.05), Model5 (R=.645 R?=.416 p<.05) and Model6 (R=.653 R?=.427 p<.05) were significant.
Model 4 is the most important predictor of game addiction level. According to their relative
effects on, the variables were listed as daily gaming time, cyberloafing for gaming, playing
games of chance, gender, resilience, and age.

Investigating the Variables Related to Cyberloafing

We used hierarchical regression analysis to confine the variables associated with CBES
and presented findings in Table 5.
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Table 5. Cyberloafing in Educational Settings Linear Multiple Hierarchical Regression Analysis

Social cyberloafing

Gaming cyberloafing

Academic cyberloafing

Model B t P B t P B t P
Gender -0.12 -2.16  0.03* 0.18 3.90 0.00* 0.02 -0.42  0.68
Age 0.06 1.27 0.20 004 -082 041 0.10 1.92 0.06
1 Grade Level 0.00 0.90 0.36 001 -027 079 0.02 0.28 0.78
R=0.138. R2=0.019. F=3.468. R=0.182. R2=0.033. R=0.112. R2=0.013.
Sig=0.029 F=3.468. Sig=0.001 F=3.468. Sig=0.115
MFUMA-Instagram 0.08 0.09 0.93 0.1 -1.09  0.27 -0.07 -0.77 0.4
MFUMA-Whatsapp -0.08 096 0.34 003 -032 075 005 -0.59  0.55
2 MFUMA-Youtube -0.12 -1.90  0.06 0.01 0.16 0.87 -0.01 -012 0.0
R=0.196. R2=0.038. F=6.465. R=0.202. R2=0.041. R=0.121. R2=0.015.
Sig=0.027 F=6.465. Sig=0.307 F=6.465. Sig=0.8
MP-MGC-Games of Chance 0.05 1.05 0.29 0.15 3.26 0.00* 0.08 1.67 0.10
MP-MGC- Crossword 0.05 1.09 0.28 0.15 3.17 0.00* 0.07 1.46 0.14
3 MP-MGC-Action 0.05 1.15 0.25 0.19 3.90 0.00* -0.03 -0.55 0.58
R=0.209. R2=0.044. F=9.462. R=0.305. R2=0.093. R=0.16. R2=0.026. F=9.462.
Sig=0.44 F=9.462. Sig=0.00 Sig=0.162
DIUT 0.09 1.90 0.06 001 -0.10 092 0.06 1.33 0.19
4 DDGPT 0.04 0.75 0.46 0.14 2.46 0.01* 0.05 0.87 0.38
R=0.235. R2=0.055. F=11.46. R=0.325. R2=0.106. R=0.182. R2=0.033.
Sig=0.06 F=11.46. Sig=0.04 F=11.46. Sig=0.176
0.13 2.29 0.02* 0.35 6.54 0.00* 0.04 0.78 0.4
5 DGA R=0.256. R?=0.066. F=12.459. R=0.426. R?=0.182. R=0.185. R2=0.034.
Sig=0.02 F=12.459. Sig=0.00 F=12.459. Sig=0.437
0.07 1.50 0.13 0.04 0.87 0.38 0.09 1.84 0.07
6 Resilience R=0.256. R2=0.07. F=13.458. R=0.428. R2=0.183. R=0.203. R2=0.041.

Sig=0.13

F=13.458. Sig=0.381

F=13.458. Sig=0.066
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According to Table 5, the total variance explained regarding social purpose cyberloafing
behavior, the contribution of demographic variables is 1.9%, the contribution of adding the
most frequently used application variables in the second model is 1.9%, the contribution of
adding game type variables in the third model is 0.6%, the contribution of adding technology
usage time variables in the fourth model is 1.1%, the contribution of adding the game
addiction variable in the fifth model is 1.1%, in the sixth model, the contribution of the most
frequently used application variables is 1.9%. On the other hand, the contribution of adding
the resilience variable is 0.4% in the model. These six models explain 7.0% of social
cyberloafing behavior. Model1(R=.138 R?=.019 p<.05), Model2 (R=.196 R?=.038 p<.05), and
Model5 (R=.256 R?=.066 p<.05) are significant. Model 5 is the most important predictor of
social cyberloafing behavior. According to their relative effects on social cyberloafing, the
variables are listed as game addiction, gender, participants whose most frequently used
application is YouTube, and daily Internet usage time.

According to Table 5, the total variance explained regarding gaming cyberloafing
behavior in the first model, the contribution of demographic variables was 3.3%. In the second
model, the contribution of adding the most frequently used application variables was 0.8%. In
the third model, the contribution of adding game type variables was 5.2%. In the fourth model,
the contribution of adding technology usage time variables was 1.3%. In the fifth model, the
contribution of adding game addiction variables was 7.6%. In the sixth model, the contribution
of adding the resilience variable was 0.1%. These six models explain 18.3% of gaming
cyberloafing behavior. Modell (R=.182 R?=.033 p<.05), Model3 (R=.305 R?=.093 p<.05),
Model4 (R=.325 R?=.106 p<.05), and Model5 (R=.426 R?=.182 p<.05) were significant. When
the calculated regression coefficients are considered, the variables according to their relative
effects on gaming cyberloafing behavior are listed as action-type gameplay, puzzle-type
gameplay, chance-type gameplay, gender, daily game playing time, and DGA.

According to the findings, the total variance of academic cyberloafing behavior, the
contribution of demographic variables is 1.3%, the contribution of adding the most frequently
used application variables in the second model is 0.2%, the contribution of adding game type
variables in the third model is 1.1%, the contribution of adding technology usage time
variables in the fourth model is 0.7%, the contribution of adding the game addiction variable
in the fifth model is 0.1%, in the sixth model, the contribution of the addition of the most
frequently used application variables is 0.1%. The contribution of adding the resilience
variable to the model is 0.7%. These six models explain 4.1% of academic cyberloafing
behavior, and no meaningful model exists. According to their relative effects on academic
purpose cyberloafing scores, the variables are demographic, game type, daily Internet use and
game playing time, resilience, most frequently used application, and game addiction,
respectively.

Discussion and Conclusion

This study aimed to determine the relationship between university students’ game
addiction levels and CBES with resilience and various variables. For this purpose, the data
collected with the participation of 472 university students, 325 females, and 147 males, were
analyzed. The effects of variables related to resilience, demographics, and technology use on
university students’ DGA and CBES were described. According to the results of the research,
it was seen that the game addiction levels of the students are at a moderate level. When the
cyberloafing behaviors were examined, it was seen that it is at a medium level, the sub-
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dimensions of cyberloafing for gaming are low, and the cyberloafing behavior for academic
and social purposes is at a medium level. According to their effects on DGA, variables are daily
playing time, cyberloafing for gaming, playing games of chance, gender, resilience, and age.
When we look at the sub-dimensions of cyberloafing behavior, the variables according to their
effects on the social purpose cyberloafing are DGA, gender, and participants, whose most
frequently used mobile application is YouTube, and DIUT. According to their effects on gaming
cyberloafing behavior, the variables are action-type games, puzzle-type games, chance games,
gender, DGPT, and DGA. Variables according to their effects on academic cyberloafing
behaviors are demographic variables, game type, DIUT and DGPT, resilience, MFUMA, and
game addiction.

In this study 12 models were created in the context of the literature: six models to
determine the variables related to the game addiction of university students and six models
to determine the variables related to the cyberloafing behaviors they display in educational
settings. Seventeen hypotheses related to these models were tested (see Figure 2).

H18 ‘ N
Personality Variables
Gender N\ H10
Age N HI1
Grade Level L le\‘\
Cyberloafing
Social cyberloafing Technology Usage
Status Digital game
Gaming cyberloafing B ---t~ Daily Internet usage time - addiction
Academic cyberloafing ~ Daily game playing time =
~ MP-MGC g
T H7 H15~
T MFUMA A
. HY H17,
Resilience
H8
Accepted
Partially Accepted
--------- Rejected

Figure 2. Hypothesis test results
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DGA and Demographic Variables

The demographic characteristics of the participants (gender, age, grade) were included
in the hierarchical regression in model 1. It was observed that there was a significant
relationship between the game addiction levels of the students and their gender (H10),
whereas there was no significant relationship between age (H11) and grade (H12). According
to the findings, it was determined that male participants had higher game addiction levels
than female participants. Accordingly, gender is a significant predictor of game addiction
levels. When the literature was examined, this result was compatible with many studies
(Chang & Kim, 2019; Chou & Hsiao, 2000; Huanhuan & Su, 2013; Kweon & Park, 2012; Tingaz
et al., 2019; Zorbaz et al., 2015). Because digital games are a more important tool in social
communication for males than females, males prefer them more (Colwell & Payne, 2000).
Wallenius et al. (2009) stated that females care less about games than males because they
have less contact with technology and computers. Unlike these results, there are also studies
showing that there is no relationship between gender and game addiction (Bilge, 2012;
Cakmen, 2004; Madran & Cakilci, 2014). The sample group in Bilge's (2012) and Cakmen’s
(2014) studies is at the primary school level. The differences in the context of gender are more
limited in this period. Individuals who have the habit of playing violent games in the study of
Madran and Cakilci (2014) can be cited as some of the sources of differentiation in the context
of the gender factor in this study.

When the relationship between the ages of the participants and their DGA levels was
examined, it was determined that there was no significant relationship. When the literature
has been examined, studies have this result (Tingaz et al., 2019). Unlike these results, Madran
and Cakilci (2014) and Keser and Esgi (2012) indicated in their studies with primary school
students that an inversely significant relationship existed between age and game addiction.
On the other hand, Wallenius et al. (2009) stated that DGA increases as students age. Chiu et
al. (2004) highlighted that the ages of individuals between 10 and 19 have higher game
addiction levels. This differentiation is due to the closer age range of the participants in the
study.

There was no significant relationship between the participants' grades and DGA levels.
There is no difference in the game addiction levels of the participants at different grades. It
has been observed that similar results have been obtained in many studies in the literature
(Tingaz et al., 2019). Unlike this finding, Kubey et al. (2001) stated that university students had
higher game addiction levels in their first year. This difference is because students
predominantly play digital games. After all, they cannot establish good friendships in the first
years of university.

DGA and Technology Usage Habits

The relationship between the game addiction levels of university students according to
technology usage habits (DIUT, DGPT, MP-MGC, and MFUMA) was examined. It was observed
that there was no significant relationship between the DGA levels of the participants and the
MFUMA variable. It was observed that there was no difference in the DGA levels of the
participants whose most frequently used mobile applications were WhatsApp, Facebook, or
YouTube. Similarly, Al-Kord (2016) stated that no significant relationship exists between
Facebook use and game addiction. Since most students use these applications, there may not
have been a difference.
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There is a significant relationship between the MP-MGC by the participants and their
DGA level. The DGA levels of the participants who play games in the categories of chance,
puzzle, and action, which are considered within the scope of the study, are relatively high. The
effects on the DGA levels of the participants are the games of chance, action, and puzzle,
respectively. According to this result, the MP-MGC is an essential predictor of game addiction.
Similarly, Ayhan and Koselidren (2019) stated that the DGA levels of the participants who
played games in the strategy, action, simulation, and sports genres they discussed in their
study were high. It was stated that the participants who played games in the strategy type had
higher addiction levels.

It was determined that there was no significant relationship between the d DIUT of the
participants and their DGA levels. According to these results, the duration of daily Internet use
does not affect the level of DGA. However, unlike these results, in many studies, it has been
observed that there is a significant relationship between the duration of Internet use and DGA
(Al-Kord, 2016; Kweon & Park, 2012; Muslu & Ayglin, 2020; Rajab et al., 2020; Zorbaz et al.,
2014). Yavuz (2018) stated that DGA is high for students whose weekly Internet usage is more
than 21 hours.

It was determined that there was a significant relationship between the DGA levels of
the participants and the daily game-playing time. Accordingly, DGPT is a significant predictor
of DGA. This result is compatible with many studies in the literature (Gokgearslan & Durakoglu,
2014; Liu & Peng, 2009; Thomas & Martin, 2010). DGA possibility for individuals increases as
they play and their playing time. Balik¢l (2018) stated that individuals devote more time to
games to escape their daily life problems and increase their DGA.

DGA and Resilience

According to the study's results, a significant inverse relationship was found between
the participants’ resilience and DGA levels. Accordingly, resilience is a significant predictor of
DGA. In other words, the DGA levels of the participants with high resilience are low. When the
literature was examined, this finding was consistent with the results of many studies (Kweon
& Park, 2012; Rajab et al., 2019; Robertson et al., 2018; Sung et al., 2020; Viriyapong &
Sookpiam, 2019; Wang & Zhu, 2011). Saquib et al. (2017) explained this situation by stating
that individuals tend to play more games to escape the stress they experience daily (Canale et
al., 2019). Wang and Zhu (2011) stated that individuals with weak social skills and low
resilience play more games because they cannot express their feelings and thoughts
comfortably.

CBES and Demographic Variables

This study examined the relationship between the demographic characteristics of the
participants (gender, age, grade) and cyberloafing. It has been observed that students’
cyberloafing has a significant relationship with gender but not age and grade.

When the findings related to the gender variable were examined, it was seen that
female participants exhibited more socially purposeful cyberloafing than male participants.
Many studies support the results when the literature is examined (Ahn, 2011; Hargittai, 2007;
Mansumitrchai et al., 2012; Seckin & Kerse, 2017). This situation causes female students to
fear family and friendship relations and exhibit more socially purposeful cyberloafing because
they evaluate events in more detail. However, some studies have observed that males exhibit
socially purposeful cyberloafing more frequently than females (Sisman Eren, 2014).
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When the relationship between gaming cyberloafing and gender was examined, it was
seen that males exhibited more gaming cyberloafing than female participants. This result
indicates that male participants exhibited more gaming cyberloafing during the lesson than
females. Consistent with these results, in many studies, it is seen that males use technology
more for gaming purposes than females (Seckin & Kerse, 2017; Vitak et al., 2011; Zorbaz et
al.,2015). This result demonstrates that males prefer games to relax and have fun when
stressed and bored. On the other hand, Seckin and Kerse (2017) stated that boys in our
country exhibit more gaming cyberloafing since they are more interested in games from
childhood.

When the relationship between the genders of the participants and their academic
cyberloafing was examined, no relationship was found between them. Unlike this result,
Sezgin et al. (2011) concluded that there is a significant relationship between gender and using
Facebook for academic purposes. This difference may be due to the characteristics of the
participants or the handling of different social networks in the study. Galpin and Sander (2007)
stated that females are more sensitive to information technologies in education and use them
primarily for educational purposes.

It was observed that there was no significant relationship between the ages of the
participants and their cyberloafing in the educational setting. In line with this result, the
cyberloafing of the participants in the educational setting did not change according to their
age. When the literature has been examined, many studies have been conducted to
determine the relationship between cyberloafing and the age variable. Considering the
relationship between cyberloafing and age, many studies support this result (Alan, 2019;
Tanriverdi & Karaca, 2018). Seckin and Kerse (2017) stated with university students that
younger students were more likely to engage in cyberloafing for social purposes, while older
students were more likely to engage in cyberloafing for academic purposes. They stated that
this situation is because younger students spend more time on social and entertainment
purposes. In comparison, older students spend time researching and doing homework
because they have graduation and job anxiety.

It was observed that there was no significant relationship between the participants'
grades and their cyberloafing behavior in the educational setting. When the literature has
been examined, many studies have been conducted to determine the relationship between
cyberloafing behavior and grades. When we look at the studies examining the relationship
between cyberloafing behavior and grade, many studies support this result (Alan, 2019;
Bagriacik Yilmaz, 2017; Cok & Kutlu, 2018; Tanriverdi & Karaca, 2018). Unlike the results,
Arabaci (2017) stated that as the grades increase, there is an increase in cyberloafing behavior.
Sahin (2019) stated with high school and university students that university students exhibit
more cyberloafing behavior than high school students. There was no difference according to
the grades of the university students. High school students have limited possibilities to exhibit
less cyberloafing because they are controlled during the course. The cyberloafing behavior of
university students does not differ according to their grades because the students’ Internet
access and usage time are close.

CBES and Gaming and Technology Usage Habits

The relationship between the cyberloafing behavior of university students according to
their gaming and technology usage habits (daily Internet usage time, daily game playing time,
game type, game addiction, and the most frequently used application) was examined. It was
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observed that there was no significant relationship between the cyberloafing behaviors
exhibited by the participants in the educational settings and the daily Internet usage times
and the most frequently used applications. At the same time, there was a significant
relationship between the daily game playing times, the game types, and the game addiction.

The results demonstrate that the daily Internet usage time of the students did not affect
their cyberloafing behavior. Daily Internet usage time does not significantly predict
cyberloafing behavior in the educational setting. When the literature is examined, Tanriverdi
and Karaca (2018) stated that there is no relationship between the duration of Internet use
and cyberloafing behavior, supporting the conclusion reached. Unlike the results obtained,
some studies have found a significant relationship between cyberloafing behavior and daily
Internet usage time (Cok & Kutlu, 2018; Okoroma & Okafor, 2018; Seckin & Kerse, 2017). As
the duration of Internet use of individuals increases, their level of Internet addiction increases
and causes them to exhibit more cyberloafing behavior (Cok & Kutlu, 2018). Alan (2019) stated
that a relationship exists between the duration of social media use and cyberloafing behavior.
It was stated that students with more social media usage time exhibited insignificant
cyberloafing behavior, while students with less usage time exhibited significant cyberloafing
behavior.

When the findings were examined, there was no significant relationship between the
most frequently used application variable and cyberloafing behavior. Per this, the most
frequently used application variable does not significantly predict cyberloafing behavior in the
educational setting. This result is because each of the three applications (Instagram,
WhatsApp, YouTube) that stand out in the most frequently used category is used by most
students in the age range of the participants of this study. However, they are not the most
often interacted application.

When the relationship between university students’ daily gaming time and their CBES
was examined, it was seen that there was a significant relationship with gaming-oriented
cyberloafing behavior. No relationship was found between daily gaming time and social and
academic cyberloafing behavior. According to the results, it was seen that the participants
with high daily gaming time exhibited more gaming cyberloafing behavior during the lesson.
This result shows that the daily game-playing time of the participants is a significant predictor
of cyberloafing behavior. When the literature was examined, some studies revealed a
relationship between gaming cyberloafing behavior and the duration of gaming (Blau et al.,
2006; Tanriverdi & Karaca, 2018). At this point, as the time that individuals allocate for games
increases, they disrupt their lessons and daily tasks, causing them to exhibit cyberloafing
behavior.

It was observed that there is a significant relationship between the cyberloafing
behavior of university students in educational settings and the types of games they play.
According to the findings of the game type variable, it was observed that the participants who
played games in the puzzle, game of chance, and action genres exhibited more gaming
cyberloafing behavior during the lesson. It was observed that there was no significant
relationship between the types of games played by the participants and their social and
academic cyberloafing behavior. Kovacevic et al. (2013) stated that the effect of students’
game-playing habits on their academic behavior is low (Torun et al., 2015). According to these,
the types of games played by the participants are significant predictors of gaming cyberloafing
behavior.
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When the relationship between the game addiction levels of university students and
their cyberloafing during the course was examined, according to the findings, as the game
addiction levels of the participants increased, it was observed that they exhibited cyberloafing
behavior primarily for games and social purposes during the course. There was no significant
relationship between game addiction and academic cyberloafing behavior (H8.3). According
to these results, the game addiction levels of the participants are a significant predictor of the
types of cyberloafing behavior. Similarly to Tanriverdi and Karaca (2018), this result stated
that individuals who constantly play a game have higher levels of cyberloafing.

CBES and Resilience

In this study, the cyberloafing behaviors of university students were examined according
to the participants’ resilience. It was observed that academic cyberloafing behavior increased
as students’ resilience increased. However, it was observed that there was no significant
relationship between resilience and CBES. Accordingly, resilience is not a significant predictor
of CBES. Tanriverdi and Karaca (2018) reached a similar conclusion in their study. However,
Akglin (2020) stated a significant inverse relationship between resilience and cyberloafing
behavior.

Conclusion

In conclusion, this study aimed to examine the predictive relationships between
cyberloafing in educational settings and levels of game addiction among university students
concerning resilience, demographics, and technology use. The results showed that
demographics such as gender and daily gaming time were significant predictors of
cyberloafing and gaming addiction behaviors. Game addiction also emerged as a significant
predictor of social and gaming cyberloafing. In addition, the types of games played and
resilience levels influenced game addiction, while resilience promoted academic cyberloafing.
Overall, the study contributes to understanding the nomological network between
cyberloafing, gaming addiction, and resilience among university students. Also, it highlights
the need for awareness and prevention strategies to address potentially problematic
technology behaviors that may negatively impact learning and well-being in educational
contexts.

Limitations and Recommendations

This study provides valuable insights into the relationships between cyberloafing and
gaming addiction among university students. However, some limitations need to be
addressed. The study used a cross-sectional design, which precludes concluding causality
between variables. Future studies could use a longitudinal design to understand how these
factors influence each other over time.

The participants in this study included only students from Turkey, so the findings may
not be generalizable to other cultural contexts. Comparative studies in different cultural
contexts may shed light on culture-specific factors.

Another limitation of the study is that data were collected through self-report
guestionnaires, which can be influenced by biases such as social desirability. In this context,
in addition to self-report-based tools, behavioral observations, interviews, and data-based
approaches can be used to make more bias-free measurements.
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