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Adaptation of Questionnaire on Online Gaming Addiction for University Students
Seyhan Bekir! Selami Yildirim?
Abstract

The study is aimed to adapt the Online Gaming Addiction Questionnaire for university students. The
research sample consists of 254 university students receiving education in Sakarya and Izmir provinces
and playing online games. Three subscales, explaining 63.1% of the total variance, were obtained in
compliance with the original scale via factor analysis. The analysis for criterion validity showed that,
there is 59.7% positive correlation between the present research and that of Young’s Questionnaire on
Internet Addiction. Also, the scale’s overall internal consistency coefficient was found as .93, and those
of the “success”, “inconveniences”, and “economic gain” subscales were found as .93, .89, and .84
respectively. Application of test-retest resulted in a correlation coefficient of .86. The findings supported
the validity and reliability of The Questionnaire on Online Gaming Addiction for University Students as

a measurement tool.

Keywords: Online Gaming, Addiction, Validity, Reliability, Factor Analysis

INTRODUCTION

The history of gaming dates back to very ancient times. In the past, games like marbles, hide-and-seek
and nine tiles could serve as good examples to popular games, however, the concept of “gaming” has
changed a lot in the last decades, rendering these games obsolete (Oncel & Tekin, 2015). Tablet pc and
computer games are now what come to mind when it comes to gaming. These games’ most distinctive
feature is their violent content and their being addictive (Young, 1996). In the related literature no study
on the relationship between the games in the past and addiction is encountered, however, numerous
studies have been conducted on the relationship between modern games and addiction. Among these,
Cakir, Ayas, and Horzum (2011) investigated gaming addiction among university students. Their
findings indicated that male students displayed higher addiction levels as compared to female students,
and no significant difference was found on the basis of the types of computer games and the students’
school grades. The international literature involves gender-based studies with similar results as well
(Ko, Yen, Chen, Chen, & Yen 2005; McInroy & Mishna, 2017). Karakoyun (2017) reported that, online
gaming has a high potential to pose harm among university students. Balc1 and Giilnar (2009) stated that
40.4% of the participating university students were internet addicts, and Karakoyun (2007) reported in
their study performed on a sample of 401 university students that, online gaming had the highest
arithmetic mean score among the intended uses of internet. In the present research, the portion of online
gaming in internet usage is higher than the options such as reading news on the internet, surfing on the
internet, chatting and using social networks (Instagram, Facebook, etc.). Recent statistical researches and
academic studies reveal that gaming addiction among university students has shown an increasing

trend, and is likely to increase in the future as well.
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This notion is further supported by the finding of a research performed in Turkey that, the number of
people with internet access has substantially increased especially over the last decade. This finding was
published by Turkish Statistical Institute (2016) by data no 21779. The findings of this research also show
that the ratio of Turkish population with internet access has reached 80% in 2016 from 20% in 2007. The
ratio of internet usage was reported as 33% among 16-74 age group in 2007, whereas this ratio reached
65% in 2016 (Research on the Use of Information Technologies among Household, 2016, Turkish
Statistical Institute News Bulletin, 21779). This indicates that, eight houses out of ten have internet
access. The related literature involves studies with similar results. According to the June data of Internet
World Stats, 51.7 of the World population use internet. This ratio is 80.02% in Europe, 88.1% in North
America, and 46.7% in Asia (IWS, 2017). An individual is considered to pass the first stage of online
gaming addiction by becoming an addict as a result of problematic internet usage for long periods so as
to hinder his/her works and relationship with the environment. The second stage comes with spending
days, even months with internet and online gaming (Kaya, 2013). Statistical research results show that
80,2% of European population have internet access, and all these people have the potential to become an
internet or online gaming addict. This forecast is based on the assumption that easy and costless access
to internet is likely to increase the addiction among individuals, particularly university students. It is
also reported in a national research that, online gaming addiction poses a serious risk for university
students (Kaya, 2013).

Addiction is defined as the inability to avoid or control a behavior or the use of a substance (Egger &
Rauterberg, 1996). Karaman and Kurtoglu (2009) addressed addiction at two main levels, namely drug
or substance abuse and addictive behavior. Caffeine, tea and smoking addiction stand for the addiction
to a substance. The other type of addiction relates to repetition of a behavior at an abnormal frequency
which in turn induces physical and psychological issues and challenges about adapting to the
environment (Karaman & Kurtoglu, 2009). According to Kim and Kim (2002), addiction does not only
relate to smoking, alcohol and substance addiction, but also to behavioral addictions such as computer

addiction, television addiction and internet addiction.

The concept of internet addiction was firstly introduced by Young (1996) who also established the first
diagnosis criteria and stated that internet leads to addiction just like gambling. Internet addicts also
display various impulse and control disorders (Cited in Arisoy, 2009). Internet addiction is also defined
as spending long periods in the internet and being unable to control oneself (Chak & Leung, 2004).
According to Peltoniemi (2012), internet addiction has several sub-branches. One of these sub-branches
can be considered as online gaming addiction. In the national literature, Kaya (2013) defined online
gaming addicts as individuals that spend days, even weeks by their computers to achieve a level in a
game. Madran and Cakila (2014) proposed that, online gaming can be associated with internet and
computer addiction. As also revealed by Balci and Giilnar’s (2009) and Karakoyun's (2017) studies,

university students playing online games are under an important risk.

This research, performed on university students, is important for determination of online gaming
addiction which has a major effect on their university lives and mental health. Reportedly, there is an
increasing trend towards online gaming in Turkey, which has adverse effects on individuals’ mental
health and social lives. As also reported in a conference organized by Yesilay (The Green Crescent) and

Information Technologies Institution, a requirement has arisen to have a better understanding of
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Technology Addiction, which is regarded as a modern type of addiction. The ultimate goal has become
prevention of addiction among university students before it affects their academic lives and causes them
to quit university education. Collective use of this scale, adopted for university samples, along with the
other psychological scales holds great importance for providing a better insight into online gaming
addiction and giving an early response. No scale for online gaming addiction for university students
was encountered in the related national literature. In this regard, the present research was performed

with a view to adapt the scale for university students.

METHOD

In this study, screening method among quantitative research methods was used (Altunisik, Coskun,
Bayraktaroglu and Yildirim, 2007). Screening method is applied for data collection from a group of
individuals to determine their specific attributes. Acquisition of data from very large samples is one of
the important advantages of screening researches (Biiylikoztiirk, Cakmak, Akgiin, Karadeniz, &
Demirel, 2016).

Study Group

The study group consists of 254 voluntary university students receiving education in the 1st, 2nd, 3rd
and 4th grade of a group of universities in Turkey as of 2016-2017 academic year. 188 of the participat-
ing individuals are male, and 66 are female. The students constituting the sample were selected using

random sampling method. These students voluntarily participated in the research.
Data Collection Tools
Questionnaire on Online Gaming Addiction

The scale was developed by Kaya in 2013 for high school stu-dents. The scale consists of 21 items
(Sample statement: I feel attached to my online gaming group). The scale is of likert-5 type (1=
absolutely disagree, 2= disagree, 3= indecisive, 4= agree, 5= absolutely agree), and has three subscales of
online gaming addiction scale (inconveniences, success, economic gain). The scale’s reliability was
examined with Spearman-Brown and Cronbach’s Alpha and test-retest methods. Its validity was
calculated using Exploratory Factor Analysis (EFA). The EFA results revealed a structure with three
factors having 58.55% total variance. The highest factor is .876 and the lowest is .606. The reliability
analysis of Questionnaire on Online Gaming Addiction shows that Cronbach’s Alpha coefficient of the
scale explains .91 of the overall scale. Spearman-Brown reliability coefficient was calculated as .94 for
overall scale. The consent of the researcher who developed the scale was received prior to the present
research. The items that lead to online gaming addiction were analyzed and they were found suitable on
the basis of related studies (Miiezzin, 2015; Ko, Yen, Chen, Chen, & Yen, 2005; Mehroof & Griffiths, 2010;
Young, 2009). Verbal feedbacks of the volunteering participants also supported this decision.

Young Internet Addiction Test

This test was initially developed by Young in 1998, and adopted into Turkish by Balta and Horzum in
2008. The reliability and validity of the test was re-examined by Kutlu, Savci, Demir, and Aysan in 2016.

This test was used for criterion validity with a view to explain the results in an associated manner as
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also stated by Madran and Cakilc1 (2014). This test involves 12 items (sample statement: How often do
you stay on internet more than you have planned). The scale is of likert-5 type and involves the
following options: “Always (5), often (3), sometimes (3), seldom (2), never (1)”. After EFA, the scale was
found to have a single factor ex-plaining the 39.52% of overall scale. The following results were found
after confirmatory factor analysis (CFA): x2= 144.93, DF= 52, RMSEA= 0.072, RMR= 0.70, GFI= 0.93,
AGFI= 0.90, CFI= 0.95 and IFI= 0.91. The factor loading of Young's Internet Addiction Test-Short Form
(YIAT-SF) varies be-tween 0.33-0.67. The Cronbach’s Alpha reliability coefficient was found as .91 for

university stu-dents. None of the scale items was subject to reverse scoring.
Data Analysis

The reliability of Questionnaire on Online Gaming Addiction was tested using Cronbach’s Alpha, and
its compliance with factor analysis was evaluated with Kaiser-Meyer-Olkin (KMO) test. It was tested
whether the scale comprised of three structures as Gain, Inconveniences and Success using exploratory
factor analysis. Factor analysis is used to evaluate a specific quality or structure through collective
evaluation of the scale items (Dogan & Basokgu, 2010). The reliability of the scale was also tested with
test-retest through application on 50 university students with 2 weeks interval. Two scales were applied
on 50 university students for criterion validity as well. The data obtained from the research were

evaluated using SPSS 20 software.

FINDINGS

Exploratory Factor Analysis (EFA): EFA was used to evaluate the factor structure after the application of
the scale on university students. Kaiser-Meyer-Olkin (KMO) test was used for testing the factor analysis
suitability of the number of data. KMO value was calculated as .929. This value is indicative of the
normality and suitability of the obtained scores. Analysis results explained 63.128% of the total variance
and it was accordingly verified that the scale consisted of three factors. The factor loadings of the
inconveniences sub-scale varied between .59 and .83, those of the success sub-scale varied between .81
and .58, and those of the economic gain sub-scale varied between .82 and .64, respectively. The factor

loadings are shown in Table 1.

Table 1

The Factor Loadings of the Questionnaire on Online Gaming Addiction for University Students

Inconveniences Success Economic Gain
s5 ,839
s21 ,783
sl , 764
s17 , 746
s7 742
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sl4 ,650

s3 ,649

s12 ,619

s9 ,599

s19 ,818

s2 ,810

s8 , 762

s18 126

s13 ,720

s16 ,705

s10 ,608

s4 ,587

sl1 ,826
s15 ,805
s6 ,800
s20 ,646

Criterion-related Validity

QOGA (Questionnaire on Online Gaming Addiction) and YIAT (Young’s Internet Addiction Test) were
applied on 50 university students to evaluate their relationship and the criterion validity of the
questionnaire. These data were examined using Pearson Correlation Analysis. As a result, a positive
correlation was detected between QOGA and YIAT (r=.59.7, p<.000), which is indicative of a significant

relationship.
Reliability

The reliability of the scale was calculated with internal consistency, and test-retest methods. The internal
consistency coefficient of the scale was found as .93 using Cronbach Alpha test. The Cronbach’s Alpha
value of the inconveniences sub-scale was found as .93, that of the success subscale was found as .89,
and that of the economic gain subscale was found as .84. Also, the items factor loadings varied between,
595 and, 839. The scale was applied on 50 students with an interval of two weeks to evaluate its test-
retest reliability. The result of test-retest was found as .86. This result reveals that the scale yields similar

results with passing time.
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DISCUSSION

This study was carried out in an attempt to adapt the Online Gaming Addiction Scale developed by
Kaya (2013) for high school students for university students. The validity and the reliability of the
adapted scale was also examined through analyses. Exploratory Factor Analysis (EFA) was used to
examine the structural validity of the scale. Internet Addiction Test developed by Young (1998) and
adapted for university students by Kutlu, Savei, Demir and Aysan (2016) was used for criterion validity.
Cronbach’s Alpha method was used to evaluate its reliability. According to the analysis results, the scale

consists of 21 items and 3 factors.

As reported by Biiyiikoztiirk (2010), the result of exploratory factor analysis should be more than 41%,
and the factor loadings should be higher than .32, as a requirement for conducting criterion validity of a
newly developed or adapted scale. QOGA's exploratory factor analysis results show that, 62.9% of the
total variance is explained with three factors. The item factor loadings of QOGA are .58 and .82,
respectively. The correlation between QOGA and Young's Internet Addiction test was sought to
determine QOGA’s criterion validity, and a positive correlation of .58 was found accordingly. The
similarity between two scales is mainly attributable to their similar characteristics. The most effective
factor is considered to be success factor as also supported by other studies on internet addiction and
online gaming addiction (Balc1 & Giilnar, 2009; Chen & Peng, 2008; Cakir, Ayas, & Horzum, 2011; Esen
& Siyez, 2011; Giinii¢ & Kayri, 2010; Kaya, 2013; Matthews & Schrum, 2003; Ng & Wiemer-Hastings,
2005; Senormanci & Sungur, 2010).

QOGA is considered to have a great importance in terms of university students” mental health, and for
gaining more insight into the online gaming addiction which is a sub-branch of technology addiction.
Various psychological variables can be analyzed with the scale and psycho-educational interventions
can be performed to avoid addiction through investigation of the related variables. The study popula-
tion involves university students in a specific number of cities. Limited numbers of studies have been
performed on addiction of university students. Also, from a socio-cultural point of view, these students
have a wide variety of ethnic origins and other attributes. As a result, the findings of validity and
reliability studies Show that, the present scale can be used as a valid and reliable measurement tool to
evaluate university students’ addictive behaviors. The scale’s study group is limited to university
students. Further contributions can be made through investigations on different and larger samples.
Various other items can be included to improve the validity and reliability in line with today’s rapidly
developing technology. This scale can be also used as a means for coping with online gaming addiction

through its collective use with other psychological variables.
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