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Abstract: It is anticipated that the factors shaping individuals' digital leisure activities 

may vary in the context of gender, age, academic achievement, and religious belief 

variables. Therefore, the aim of this study is to examine how university students' digital 

leisure activities differ according to these variables. Designed as a quantitative study, the 

research employs a relational screening method. The sample of the study consists of 502 

students enrolled in various departments at Karabük University. As data collection tools, 

a personal information form and the "Digital Leisure Time Tendency Scale" were utilized. 

The analysis revealed that participants' digital leisure activities showed significant 

differences based on gender, age, and academic achievement variables. It was found that 

males scored higher in application usage, and as age and academic achievement 

increased, significant differences emerged in the communication, social interaction, and 

psychological tendency dimensions of digital leisure activities. However, it was observed 

that the belief variable did not have a significant effect on digital leisure tendencies. In 

conclusion, it can be stated that digital leisure activities are related to individuals' 

demographic characteristics, whereas religious belief is not a determining factor in these 

activities. This study is considered to contribute to the literature for future researchers.   

Keywords: Digital leisure, digital leisure time tendency, belief and leisure. 

 

1. Introduction 

Leisure time is traditionally defined as time separated from work and other obligations; however, this distinction has 

increasingly become blurred in today's technology-driven world (Bevolo & Amati, 2020). With the impact of 

technological developments, individuals’ leisure activities have become more flexible not only in terms of space but 

also time (Andreev et al., 2007). People can now participate in various activities through digital tools without the need 

for a physical location (Parsons et al., 2019). In this context, digital technologies have redefined the concept of leisure, 

leading to the emergence of the term “digital leisure” as the use of such technologies has expanded (Nimrod & Adoni, 

2012). 

Digital leisure encompasses activities performed by individuals using digital tools, often serving purposes such as 

entertainment, learning, and socialization (Tutar & Turhan, 2023). In this regard, the use of social media and digital 

games are regarded as popular types of digital leisure (Shah et al., 2022). It was found that home leisure activities during 

the COVID-19 period shifted to digital platforms, and that alongside the increased frequency of digital gaming among 

university students, there was a rise in levels of gaming addiction (Ünlü, 2021; Aktaş & Bostancı, 2021). As a digital 

form of leisure, this concept elicits diverse perspectives on how individuals evaluate the time they spend in digital 

environments (Dong et al., 2018). People may spend their digital leisure time watching movies at home, playing online 

games, or engaging on social media platforms, thereby experiencing various forms of digital engagement (López-Sintas 
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et al., 2017). For example, one study found that participants used digital technologies to maintain social connections 

and remain mentally active (Nimrod & Ivan, 2019). Conversely, another study revealed that participants primarily used 

digital technologies for entertainment and competition (Ciochetto, 2012). On the other hand, excessive use of digital 

entertainment tools can lead to social isolation, distraction, and mental health problems (Kardefelt-Winther, 2017; 

Twenge & Campbell, 2018). It has been observed that depression and anxiety levels increase and sleep patterns are 

disrupted, especially in individuals who spend long periods of time on social media platforms (Kross et al., 2013; 

Vannucci et al., 2017). In addition, online game addiction can negatively affect academic success and cause a decrease 

in quality of life (Haagsma & van den Brink, 2015). 

The way digital leisure is used may lead individuals to evaluate it either positively or negatively (Dolzhenkova & 

Bortnikova, 2021). In one study, the active use of online learning platforms and the ease of access to digital resources 

were observed to support learning processes and positively impact academic achievement (Liu et al., 2020). On the other 

hand, another study reported that behaviors such as spending excessive time on social media and online games could 

result in distraction and time management difficulties, which may negatively affect academic performance (Masood et 

al., 2020; Giunchiglia et al., 2018). In contrast, further research has shown that using social media and online platforms 

for academic purposes can have a positive impact on academic success (Mavuso et al., 2022). 

Studies on leisure have often addressed the role of beliefs and values (Creighton-Smith et al., 2017; Ibrahim, 1982; 

Malinakova et al., 2018). These elements can play a decisive role in shaping individuals' leisure activity choices, as 

leisure preferences are often linked to cultural and personal belief systems (Ito et al., 2018). Beliefs not only provide an 

ethical and spiritual framework for leisure orientations but also influence the types of activities individuals engage in 

(Creighton-Smith et al., 2017). For instance, they may lead individuals to spend less time on activities such as digital 

gaming and foster a more balanced leisure structure (Braun et al., 2016). Therefore, beliefs and values can both limit and 

enhance the meaning of leisure activities (Malinakova et al., 2018). For example, it has been observed that obligations 

such as the five daily prayers in Islam and fasting during Ramadan limit the time spent on digital entertainment in 

individuals' leisure preferences (Amin & Rahman, 2014; Salman et al., 2020). Examples such as family-centered activities 

and the transmission of religious teachings illustrate how leisure time may be shaped by such values (Ibrahim, 1982). 

Among individuals from different religious backgrounds, belief systems and associated lifestyles can influence leisure 

orientations (Creighton-Smith et al., 2017). For example, a study showed that among Muslim individuals, the emphasis 

Islam places on family and moral values plays a significant role in shaping their leisure behavior (Stodolska & 

Livengood, 2006). In contrast, another study found that secular individuals tend to focus their leisure time on 

entertainment and personal gratification (Khatskevich, 2021). 

A review of the literature reveals that various studies have directly addressed the concept of digital leisure (Tutar & 

Turhan, 2023; Rojas de Francisco et al., 2016; Spracklen, 2015; Dolzhenkova & Bortnikova, 2021; López-Sintas et al., 

2017). Digital entertainment is intertwined with concepts such as online socialization, digital addiction, and digital well-

being, and directly affects both the social interaction styles and the mental and behavioral states of individuals 

(Dolzhenkova & Bortnikova, 2021; Gellmers & Yan, 2023a). In their study, Tutar and Turhan (2023) explored how 

individuals spend their leisure time using digital tools for entertainment, socialization, and acquiring information, 

offering a comprehensive conceptualization of digital leisure. A systematic review conducted by Gellmers and Yan 

(2023b) examined the positive impacts of digital leisure activities on workplace productivity and well-being. Another 

study investigated how digital technologies have transformed the social nature of leisure activities, highlighting the 

distinct social characteristics of digital leisure compared to traditional leisure (Rojas de Francisco et al., 2016). While 

digital leisure may appear to offer a liberating experience, Spracklen (2015) discussed how it is deeply intertwined with 

economic control and surveillance mechanisms. Dolzhenkova and Bortnikova (2021) assessed both the positive and 

negative effects of digital leisure, particularly its influence on digital addictions and social interactions. López-Sintas et 

al (2017) examined how home-based digital leisure activities reshape individuals’ overall leisure experiences. Schultz 

and McKeown (2018) argued that digital leisure should be viewed as a central topic of research in connection with social 

and environmental justice, presenting a conceptual framework on the issue. In the context of digital gaming, Eklund 

and Jonsson (2012) analyzed how individuals manage their playtime and how this process relates to identity formation. 

In another study, Ponukalina (2023) discussed how digital transformations have blurred the boundaries between work 

and leisure and how the digitalization of leisure has made it increasingly resemble professional life. 
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Although digital leisure has been addressed in the literature from multiple perspectives, there is a significant gap in 

studies directly focusing on university students. In this regard, the present study aims to examine the digital leisure 

orientations of university students enrolled in different academic programs, considering a range of variables. 

2. Materials and Methods 

2.1. Research Model  

This study employed a quantitative research method, and the research design was based on the relational survey model. 

The relational survey model is defined as “a research approach that aims to identify changes or the level of change 

between multiple variables” (Karasar, 2018).  

2.2. Research Group 

The population of the study consisted of students from various departments at Karabük University, while the sample 

comprised 502 participants selected through simple random sampling. The reason for choosing this model is that it 

allows us to quickly and easily identify the correlations between variables without intervention. In this study, an answer 

was sought to the question of what the digital entertainment orientation level of university students enrolled in different 

academic programs is. 

2.3. Data Collection  

The data collection tools consisted of two sections. The first section included a Personal Information Form developed 

by the researchers, which contained four questions aimed at identifying participants’ socio-demographic characteristics 

(gender, age, academic achievement, and religious belief). The second section utilized the Digital Leisure Orientation 

Scale, developed by Turhan and Tutar (2023). This scale consists of 18 items across 4 subdimensions. The scale is 

structured as a 5-point Likert-type scale ranging from “Strongly Disagree” to “Strongly Agree.” There are no reverse-

coded items in the scale. 

2.4. Statistical Analysis Methods 

Raw data collected in the study were transferred to a digital environment and analyzed using the SPSS statistical 

software package. Descriptive statistics such as percentages and standard deviations were calculated. The normality of 

the data was assessed by examining skewness and kurtosis values. However, as the dataset included multiple 

dependent and multiple independent/categorical variables, Multivariate Analysis of Variance (MANOVA) was 

conducted. Prior to this, normality assumptions for MANOVA were tested.  

According to the results of Box's Test of Equality of Covariance Matrices, the Box's values for the subdimensions of the 

scale were found to be greater than 0.05, supporting the assumption of normal distribution. To determine between 

which groups the statistically significant differences occurred, Tukey and LSD post-hoc tests were applied. The 

significance level in the study was set at p < 0.05. Based on the data obtained from the sample, the Cronbach’s Alpha 

internal consistency coefficients were calculated as follows: 0.71 for the communication subdimension, 0.71 for social 

interaction, 0.73 for psychological orientation, and 0.70 for application usage. 

2.5. Ethical Approval 

Before starting the study, written informed consent was obtained from the participants; the learning method, scope, 

delivery method, the validity of the principle of volunteering and the possibility of withdrawing from the study at any 

time were specified. The data were purified from identifiers, anonymized, stored electronically in an encrypted form 

and kept accessible only to the research team. The research process was conducted in accordance with publication ethics. 

Ethical approval was obtained from the Publication Ethics Commission of Social and Human Sciences at Karabük 

University under the decision number E-78977401-050.04-409742, dated 03.01.2025, session number 2025/1. The research 

was carried out in accordance with the ethical guidelines of the Declaration of Helsinki. 
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3. Results 

Table 1. Percentage and Frequency Distributions of Participants by Demographic Characteristics 

Group                               Variable N % 

Gender 
Male 339 67,5 

Female 163 32,5 

Age 

21 and below 166 33,1 

22–23 years 235 46,8 

24 and above 101 20,1 

Academic Achievement 

1.00 – 2.00 51 10,2 

2.01 – 3.00 264 52,6 

3.01 – 4.00 187 37,3 

Religious Belief 

Islam 465 92,6 

Atheist 16 3,2 

Deist 21 4,2 

 Total 502 100 

Among the 502 participants in the study, 67.5% were male and 32.5% were female. In terms of age distribution, 33.1% 

were 21 years old or younger, 46.8% were between 22 and 23 years old, and 20.1% were 24 years old or older. Regarding 

academic achievement, 10.2% of the participants had a GPA between 1.00 and 2.00, 52.6% had a GPA between 2.01 and 

3.00, and 37.3% had a GPA between 3.01 and 4.00. In terms of religious belief, the vast majority of participants (92.6%) 

identified as Muslim, while 3.2% identified as atheist, and 4.2% as deist. 

Table 2. MANOVA Results of the Scale Subdimensions by Gender Variable 

Scale Sub-dimensions 

Male 

(n= 339) 

Female 

(n= 163) F p Effect Size 

Mean SD Mean SD 

Communication 3,72 ,67 3,82 ,73 2,65 ,10 ,00 

Social Interaction 3,92 ,71 3,94 ,72 ,10 ,74 ,00 

Psychological Orientation 3,93 ,83 3,91 ,83 ,03 ,84 ,00 

Application Usage 3,90 ,83 3,71 ,83 5,61 ,01* ,01 

According to the MANOVA results based on the gender variable, a statistically significant difference was found only 

in the "Application Usage" subdimension of the scale (F = 5.61, p = 0.01). In this subdimension, the mean score of male 

participants (M = 3.90) was found to be higher than that of female participants (M = 3.71). In contrast, no statistically 

significant differences were observed between genders in the "Communication," "Social Interaction," and "Psychological 

Orientation" subdimensions (p > 0.05). When considering the effect size, it was found that gender accounted for 1% of 

the observed variance in the "Application Usage" subdimension, indicating a small effect. For the other subdimensions, 

the effect size was calculated as 0.00, suggesting that gender has no meaningful effect on these subdimensions. 

Table 3. MANOVA Results of Scale Subdimensions by Age Variable 

Scale Sub-

dimensions 

21 and below1 

(n= 339) 

22–23 years2 

(n= 163) 

24 and above3 

(n=123) F p 
Significant 

Differences 

Effect 

Size 
Mean SD Mean SD Mean SD 

Communication 3,65 ,76 3,84 ,63 3,69 ,69 4,07 ,01* 1-2 ,01 

Social Interaction 3,80 ,74 4,05 ,66 3,84 ,75 6,71 ,01* 1-2 / 2-3 ,02 

Psychological 

Orientation 
3,53 ,93 4,15 ,66 4,03 ,79 31,51 ,00* 1-2 / 1-3 ,11 

Application Usage 3,57 ,90 4,03 ,76 3,83 ,85 15,15 ,00* 1-2 / 1-3 / 2-3 ,05 
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When examining the MANOVA results based on the age variable, significant differences were observed among age 

groups across the subdimensions of the scale. In the "Communication" subdimension, a significant difference was found 

between age groups. The mean score of the 22–23 age group (M = 3.84, SD = 0.63) was significantly higher than that of 

the 21 and below age group (M = 3.65, SD = 0.76) (F = 4.07, p = 0.01). Similarly, in the "Social Interaction" subdimension, 

the 22–23 age group (M = 4.05, SD = 0.66) scored significantly higher than both the 21 and below group (M = 3.80, SD = 

0.74) and the 24 and above group (M = 3.84, SD = 0.75) (F = 6.71, p = 0.01). In the "Psychological Orientation" 

subdimension, the 22–23 age group (M = 4.15, SD = 0.66) also had a significantly higher mean score than both the 21 and 

below group (M = 3.53, SD = 0.93) and the 24 and above group (M = 4.03, SD = 0.79) (F = 31.51, p = 0.00). Furthermore, 

the 24 and above group also scored significantly higher than the 21 and below group. For the "Application Usage" 

subdimension, significant differences were observed across all age groups. The 22–23 age group (M = 4.03, SD = 0.76) 

scored significantly higher than both the 21 and below group (M = 3.57, SD = 0.90) and the 24 and above group (M = 

3.83, SD = 0.85) (F = 15.15, p = 0.00). Additionally, the 24 and above group had a higher mean score compared to the 21 

and below group. Considering effect sizes, it was determined that the variance explained by age was 1% in the 

"Communication subdimension", 2% in "Social Interaction", 11% in "Psychological Orientation", and 5% in "Application 

Usage". Therefore, the effect size in the "Psychological Orientation" subdimension can be classified as moderate, while 

the effect sizes in the other subdimensions are considered small. 

Table 4. MANOVA Results of Scale Subdimensions by Academic Achievement 

Scale Sub-dimensions 

1.00 – 2.001 

(n= 51) 

2.01 – 3.002 

(n= 264) 

3.01 – 4.003 

(n=187) F p 
Significant 

Differences 
Effect Size 

Mean SD Mean SD Mean SD 

Communication 3,55 ,68 3,72 ,71 3,85 ,65 4,07 ,01* 1-3 / 2-3 ,01 

Social Interaction 3,78 ,84 3,87 ,72 4,04 ,65 6,71 ,01* 1-3 / 2-3 ,01 

Psychological Orientation 3,34 ,94 3,92 ,83 4,08 ,73 31,51 ,00* 1-2 / 1-3 / 2-3 ,06 

Application Usage 3,37 ,91 3,83 ,86 3,98 ,81 15,15 ,00* 1-2 / 1-3 ,04 

When the MANOVA results based on academic achievement levels are examined, significant differences were observed 

among the groups across the subdimensions of the scale. In the "Communication" subdimension, participants with a 

GPA between 1.00 and 2.00 had a mean score of 3.55 (SD = 0.68), those between 2.01 and 3.00 scored 3.72 (SD = 0.71), 

and those between 3.01 and 4.00 scored 3.85 (SD = 0.65). Significant differences were found between the 1.00–2.00 and 

3.01–4.00 groups, and between the 2.01–3.00 and 3.01–4.00 groups (F = 4.07, p = 0.01). In the "Social Interaction" 

subdimension, the mean scores were 3.78 (SD = 0.84) for the 1.00–2.00 group, 3.87 (SD = 0.72) for the 2.01–3.00 group, 

and 4.04 (SD = 0.65) for the 3.01–4.00 group. Significant differences were observed between the 1.00–2.00 and 3.01–4.00 

groups, and the 2.01–3.00 and 3.01–4.00 groups (F = 6.71, p = 0.01). For the "Psychological Orientation" subdimension, 

mean scores were 3.34 (SD = 0.94) for the 1.00–2.00 group, 3.92 (SD = 0.83) for the 2.01–3.00 group, and 4.08 (SD = 0.73) 

for the 3.01–4.00 group. Significant differences were identified between 1.00–2.00 and 2.01–3.00, 1.00–2.00 and 3.01–4.00, 

and 2.01–3.00 and 3.01–4.00 groups (F = 31.51, p < 0.01). In the "Application Usage" subdimension, the mean score for 

participants with a GPA between 1.00 and 2.00 was 3.37 (SD = 0.91), between 2.01 and 3.00 was 3.83 (SD = 0.86), and 

between 3.01 and 4.00 was 3.98 (SD = 0.81). Significant differences were observed between the 1.00–2.00 and 2.01–3.00 

groups, and between the 1.00–2.00 and 3.01–4.00 groups (F = 15.15, p < 0.01). In terms of effect size, it was determined 

that academic achievement accounted for 1% of the variance in Communication, 1% in Social Interaction, 6% in 

Psychological Orientation, and 4% in Application Usage. Accordingly, the effect in the Psychological Orientation 

subdimension is considered moderate, while the effects in the other subdimensions are evaluated as small. 

Table 5. MANOVA Results of Scale Subdimensions by Religious Belief 

Scale Sub-dimensions 

Islam1 

(n= 465) 

Atheist2 

(n= 16) 

Deist3 

(n=21) F p Effect Size 

Mean SD Mean SD Mean SD 

Communication 3,76 ,69 3,52 ,68 3,61 ,63 1,46 ,23 ,00 

Social Interaction 3,94 ,71 3,75 ,75 3,77 ,80 1,12 ,32 ,00 

Psychological Orientation 3,93 ,82 3,51 ,92 4,00 ,91 2,08 ,12 ,00 

Application Usage 3,84 ,84 3,72 ,88 3,84 1,04 ,15 ,85 ,00 
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When the MANOVA results based on the religious belief variable were examined, no statistically significant differences 

were found among the different belief groups in any of the scale subdimensions (p > 0.05). The differences between the 

groups within each subdimension were not statistically significant. Considering the effect sizes, the values calculated 

for all subdimensions were found to be 0.00, indicating that religious belief does not have a meaningful effect on any of 

the subdimensions of the scale. 

4. Discussion 

This study examined university students’ digital leisure orientations and the relationship of these orientations with 

variables such as gender, age, academic achievement, and religious belief. Based on the findings, it was determined that 

the ways in which digital leisure is utilized vary according to certain socio-demographic characteristics—namely 

gender, age, and academic achievement—while no significant differences were observed in relation to religious belief. 

The MANOVA analysis results by gender revealed that there were significant differences in certain subdimensions of 

digital leisure between males and females, while no such differences were found in others. Notably, a significant 

difference favoring male participants in the "Application Usage" subdimension aligns with previous literature 

suggesting that males tend to show greater interest in technology-based digital leisure activities. However, the absence 

of significant differences in the "Communication", "Social Interaction", and "Psychological Orientation" subdimensions 

suggests that these aspects of digital leisure may be relatively homogeneous across genders. A review of the literature 

supports these findings. Twenge and Martin (2020) found that women spend more time on social media, messaging, 

and general computer use, whereas men tend to engage more in entertainment-oriented digital activities such as 

gaming. Similarly, Ron and Nimrod (2018) reported that men use digital platforms more for competition and 

achievement, while women primarily use them for social connection and communication. Additionally, Grebnyak and 

Novozhenina (2022) noted that women often use digital technologies to optimize household responsibilities, whereas 

men are more active on entertainment and debate platforms. These findings are consistent with the significant difference 

observed in our study regarding application usage by gender. Nonetheless, the literature also includes studies that 

found no significant gender differences in digital leisure usage. For example, Yerkes et al. (2018) indicated that in 

societies with higher levels of gender equality, digital leisure activities show no distinct differences between men and 

women. Similarly, Videnovic et al. (2010), in their research on youth leisure activities, observed limited gender-based 

differences in digital leisure engagement. These conflicting findings may arise due to differences in the measurement 

instruments used, variability in sample demographics (cultural context, age group, and gender roles), and 

inconsistencies in the definitions of digital entertainment, as some studies focus on specific platforms or activities while 

others assess a broader range of digital interactions, potentially obscuring gender differences. 

The MANOVA analyses conducted based on the age variable revealed that the subdimensions of digital leisure 

activities significantly differed across age groups. The presence of significant differences among different age groups in 

the subdimensions of "Communication", "Social Interaction", "Psychological Orientation", and "Application Usage" 

suggests that these activities vary depending on individuals’ age and developmental stages. For instance, the fact that 

the 22–23 age group scored higher in these subdimensions compared to other age groups may be attributed to this 

period being a phase of intense social and academic interaction. Numerous studies in the literature have indicated that 

digital leisure varies with age. For example, Thulin and Vilhelmson (2019) stated that young people's intensive use of 

digital media leads to changes in time management strategies during weekdays and weekends. Their study highlights 

how digital media use shapes leisure orientations depending on age. Similarly, a study by Chin et al. (2017) revealed 

that the impact of digital leisure on well-being among youth is complex, containing both age-specific benefits and risks. 

The study indicated that while digital media use may promote learning and social interaction for certain age groups, it 

may also lead to reduced physical activity and social isolation in others. Furthermore, a study by Gallistl and Nimrod 

(2020) found that older individuals are more selective in their digital leisure activities, and this selectivity contributes 

to increased life satisfaction. Janke et al (2006) observed that older adults tend to focus more on activities such as social 

participation and media use, and that these activities support cognitive functioning. Their findings suggest that digital 

leisure may reduce social isolation and promote cognitive development in older adults. Similarly, Nimrod and Ivan 

(2019) found that older individuals use digital technologies to maintain social connections and stay mentally active. 

These findings may be due to differences in study designs, measurement tools, and sampling strategies (e.g., focusing 
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on different cohorts or cultural contexts), as well as differences in how digital entertainment is defined and 

operationalized across age groups, which may lead to inconsistencies in the observed age-related digital engagement 

patterns. 

The MANOVA analyses based on academic achievement revealed that as academic performance scores increased, 

participants also scored higher in the subdimensions of "Communication", "Social Interaction", "Psychological 

Orientation", and "Application Usage". This suggests that digital leisure activities may differ depending on individuals’ 

academic development and success levels. For instance, participants with a GPA between 3.01 and 4.00 had the highest 

scores across all subdimensions, which may indicate that this group engages in digital leisure in a more goal-oriented 

and structured way that supports academic success. Supporting findings from the literature reinforce this 

interpretation. Venugopal (2024) argued that the effective use of digital technologies can enhance academic 

achievement. Similarly, Lieury et al (2014) emphasized that moderate engagement in digital entertainment activities, 

particularly those involving reading habits, can improve academic performance by up to 20%. Badura et al. (2016) also 

found that participation in organized leisure activities positively influences students' academic performance by 

increasing their school engagement. On the other hand, there are also findings in the literature that contradict this 

study’s results. Farooq et al (2023) reported that digital activities are more strongly associated with socioeconomic 

factors and do not always have a direct and significant effect on academic success. Similarly, Robinson et al (2018) found 

that digital inequalities and the amount of time spent on digital activities did not significantly impact academic 

performance but noted that these effects may vary depending on individual differences. Borgonovi (2016), in contrast, 

concluded that excessive use of digital entertainment activities generally has a negative impact on academic 

achievement. These findings may stem from differences in sample characteristics (socioeconomic status, digital access 

inequalities), the measurement instruments used, and inconsistencies in how digital leisure activities are defined; some 

studies assess only education-related digital activities, while others consider a broader range of digital interactions and 

individual differences in examining their relationship with academic achievement. 

The MANOVA analyses conducted based on the religious belief variable revealed no statistically significant differences 

in the subdimensions of digital leisure activities. The absence of significant differences among belief groups in the 

subdimensions of "Communication", "Social Interaction", "Psychological Orientation", and "Application Usage" 

suggests that these digital leisure activities are not shaped by individuals' religious beliefs. From another perspective, 

while the concept of “digital leisure” has gained a new meaning in the literature with the advancement of technology, 

it is possible that this new form of leisure has not yet been fully internalized by individuals in the context of religious 

belief. Supporting our findings, Iles-Caven et al. (2021) found that parents’ religious beliefs did not have a significant 

influence on their children’s leisure orientations. Similarly, Dirzyte et al (2022) indicated that personal satisfaction 

factors determined individuals’ leisure orientations, and that religious beliefs did not play a prominent role in shaping 

those preferences. Although there is limited research in the literature specifically examining the relationship between 

digital leisure and religious belief, there are several studies that either directly address leisure from a religious 

perspective or touch upon religious themes indirectly within the context of digital leisure. For example, Malinakova et 

al. (2018) investigated the effects of adolescents’ religious participation and spirituality on leisure orientations. Their 

study showed that religious involvement and spirituality encouraged more active leisure pursuits (such as sports or 

organized activities) while reducing screen time. Likewise, Karimulloh et al (2023), in their study from an Islamic 

perspective, emphasized that leisure activities are designed to fulfill spiritual and psychological needs, and that 

religious beliefs shape these activities. These findings highlight a gap in the literature regarding the relationship 

between religion and digital leisure, and underscore the originality of the current study. “In this context, religious beliefs 

influence digital leisure preferences indirectly through individuals’ value systems and social norms rather than directly 

(Schwartz, 1992; Ajzen, 1991). For example, religious values such as “discipline” and “honesty” can limit excessive 

screen use while promoting activities aimed at spiritual fulfillment (Malinakova et al., 2018; Karimulloh et al., 2023). 

Thus, digital leisure behaviors are shaped not directly but through the internalization of these values and norms.”  

5. Conclusions 

In conclusion, this study examined university students’ digital leisure orientations simultaneously with demographic 

variables such as gender, age, and academic achievement, distinguishing the dimensions of their effects on digital 
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leisure preferences—an approach that differs from previous research. The study’s original contribution lies in finding 

that religious belief did not have a significant impact, demonstrating that digital leisure orientations are more strongly 

associated with demographic factors rather than personal value systems. Moreover, the finding that male students are 

more active in app usage and that communication, social interaction, and psychological orientation scores increase as 

age and academic performance rise offers a new perspective on the importance of demographic sensitivity in digital 

leisure research. Future studies are recommended to replicate these differences using larger samples and in diverse 

cultural contexts. 
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