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Abstract

The research aimed to investigate the relationship between internet addiction and digital
gaming, as well as the associations of these relationships with demographic factors. A
total of 405 university students participated voluntarily in the study, comprising 220
females and 185 males, with an average age of 22.48 years. Among the participants, 224
were engaged in sporting activities, with an average weekly duration of 7 hours, while 181
did not participate in any sporting activities. Of those engaged in sporting activities, 88
participated in team sports, and 136 participated in individual sports. The study utilized
the "Personal Information Form,"” "Internet Addiction Scale,” and "Digital Gaming Scale,"
and the obtained results were evaluated at a significance level of p < 0.050. Data were
collected through an online survey administered to undergraduate students after obtaining
ethical approval from the institutional review board. The reliability of the study was
assessed according to Cronbach's Alpha criteria, indicating high reliability of the
measurement tools used. Furthermore, it was observed that internet addiction and digital
gaming scales fell within normative limits, indicating a normal distribution of the dataset.
Parametric tests were applied considering the normal distribution of the data. Independent
samples t-tests were conducted for discrete variables, and Pearson correlation analyses
were performed for continuous variables, with p-values evaluated at a significance level
of 0.050. The effect sizes of independent variables on dependent variables were assessed
using Cohen’s d. The results revealed a positive relationship between internet addiction
and digital gaming, indicating an increase in digital gaming tendency with the escalation
of internet addiction. It was also noted that participation in sports activities, particularly
team sports, was associated with higher interest in digital gaming, suggesting the positive
impact of sports on psychosocial health. Although gender did not significantly influence
internet addiction, males demonstrated a higher inclination towards digital gaming.
Ownership of personal computers was found to increase tendencies towards digital
gaming, while age exhibited a negative relationship with these factors. The effects of
participation in sports activities, types of sports activities, ownership of personal
computers, and residence type on internet addiction and digital gaming were assessed
using Cohen’s d values, indicating weak to moderate effect sizes. Gender and the type of
device used demonstrated weak, moderate, and high-level effects on internet addiction
and digital gaming. In conclusion, these findings underscore the variability of internet
addiction and digital gaming tendencies based on various sociodemographic factors. To
maintain a healthy balance between digital gaming and internet usage, it is essential to
establish a specific "screen time limit" within daily activities and strive not to exceed this
limit. When setting this limit, individual needs, daily responsibilities, and social
interactions should be considered to maintain a balanced digital lifestyle. Moreover, it is
recommended to develop educational programs on digital literacy and internet usage for
children, adolescents, and families, aiming to foster healthy digital habits and prevent
internet addiction.
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Internet Bagimhhg ile Dijital Oyun Oynama Mliskisinin
Analizi: Spor Yapan ve Yapmayan Universite

Ogrencilerinde
Ozet

Aragtirma internet bagimlilig ile dijital oyun oynama arasindaki iligkileri ve bu iliskilerin
demografik faktorler ile iliskilerini incelemeyi amaglamistir. Bu amag¢ dogrultusunda 220
kadin ve 185 erkek olmak iizere toplam 405 tiniversite 6grencisi ¢calismaya goniillii olarak
katilmistir. Katilimceilarin yas ortalamasi 22,48 olarak belirlenmistir. Katilimcilarin 224’1
sportif aktivitelerde yer alirken 181’inin sportif aktivitelerde yer almadigi gériilmektedir.
Sportif aktivitelerde yer alan bireylerin haftalik sportif aktivite siireleri ortalamasi 7
saattir. Bu bireylerin 88’i takim aktivitelerinde 136’s1 ise bireysel aktivitelerde yer
almaktadir. Arastirmada, “Kisisel Bilgi Formu”, “Internet Bagimliligi Olgegi”, “Dijital
Oyun Oynama Olgegi” kullanildi ve elde edilen sonuglar p;,050 anlamlilik diizeyine gére
degerlendirildi. Caligmada veriler etik kurul onay alindiktan sonra lisans dgrencilerine
online anket uygulamasi ile toplanmisti. Caligmanin giivenirligi, Cronbach's Alpha
kriterleri dogrultusunda yiiksek olarak degerlendirilmistir. Bu durum, kullanilan dl¢iim
araclarmin tutarl ve giivenilir oldugunu géstermektedir. Ayrica, internet bagimliligt ve
dijital oyun oynama 6l¢eklerinin normatif sinirlar i¢inde bulunmasi, veri setinin normal
bir dagilim sergiledigi goriilmektedir. Veri setinin normal bir dagilim sergiledigi goz
oniine alinarak, bu veri seti i¢in parametrik testler uygulanmistir. Siireksiz degigkenler i¢in
"Bagimsiz Orneklemler T-testi" ve siirekli degiskenler icin "Pearson Korelasyon"
analizleri ger¢eklestirilmis ve elde edilen sonuglar, p degerleri 0,050 anlamlilik diizeyine
gore degerlendirilmistir. Bagimsiz degiskenlerin bagimli degiskenler tizerindeki etki
biiyiikliikleri “Cohen’s d” ile degerlendirilmistir. internet bagimlihig: ile dijital oyun
oynama arasinda pozitif bir iliski oldugunu ve internet bagimliliginin artmasiyla dijital
oyun oynama egiliminin yiikseldigini gostermistir. Spor aktivitesine katilimin, 6zellikle
takim sporlariyla ugrasan bireylerde dijital oyun ilgisinin daha yiiksek oldugu ve sporun
psikososyal saglik iizerinde olumlu etkilerinin bulundugu gozlemlenmistir. Cinsiyetin
internet bagimlilig1 {izerinde belirgin bir etkisi olmamakla birlikte, dijital oyun oynama
konusunda erkeklerin daha fazla egilim gosterdigi belirlenmistir. Kisisel bilgisayar
sahipliginin dijital oyun oynama egilimlerini artirdig1, yasin ise bu faktorlerle negatif bir
iligski i¢inde oldugu gozlemlenmistir. Sportif aktiviteye katilim, sportif aktivite tiirleri,
kisisel bilgisayar sahip olma ve ikamet tiiriiniin internet bagimlilig1 ile dijital oyun oynama
tizerindeki etkileri, Cohen’s d degerleriyle incelendiginde etki boyutunun zayif ve orta
diizeyde oldugu goriilmektedir. Cinsiyet ve kullanilan cihaz tliriiniin, internet bagimlilig
ile dijital oyun oynama iizerindeki etkileri, Cohen’s d degerleriyle incelendiginde etki
boyutunun zayif, orta ve yiiksek diizeyde oldugu gériilmektedir. Sonu¢ olarak, bu
bulgular, internet bagimlilignin ve dijital oyun oynama egiliminin gesitli
sosyodemografik faktdrlere bagli olarak degisebilecegini ortaya koymaktadir. Dijital oyun
oynama ve internet bagimliligr ile ilgili saglikli bir denge kurabilmek admna giinliik
aktiviteler arasinda belirli bir "ekran zamani sinir1" belirleyerek, bu siireyi agsmamaya 6zen
gostermek Onemlidir. Bu st belirlerken, bireysel ihtiyaglarinizi, giinliik
sorumluluklarinizi ve sosyal etkilesimleri géz 6niinde bulundurarak dengeli bir dijital
yasam siirdiirmeye c¢alisilabilir. Cocuklar, gencler ve aileler i¢in dijital okuryazarlik ve
internet kullanimiyla ilgili egitim programlarinin gelistirilmesi Onerilebilir. Bu
programlar, saglikli dijital aliskanliklarin olusturulmasma ve internet bagimliliginin
onlenmesine yonelik olabilir.

Anahtar kelimeler: Spor, Sportif Aktivite, Spor Psikolojisi, Bagimlilik, internet
Bagimliligi, Oyun, Dijital Oyun
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Introduction

The Internet, a process that historically dates to the 1960s, has emerged, forming the
foundation of continuously evolving communication networks by connecting numerous computer
networks. These widely used networks globally facilitate interaction among millions of people, ease
information exchange, and serve as a vast platform allowing individuals to express their emotional
sharing and thoughts (Sen, 2015). The Internet is not only a medium for sharing information but also
a global platform with unique terminology, tools, and specific rules, representing the world through
its network structure. While the Internet has played a significant role in facilitating interpersonal
communication and other innovations in various aspects of our lives, its misuse has also led to adverse
effects (Gokdas & Cavus, 2006).

With the advancement of technology, Internet usage has become an integral part of life,
simplifying daily activities. However, improper internet use can lead to psychological and physical
issues, one of which is internet addiction, as identified in the literature. Research indicates a
relationship between internet addiction, depression, and self-esteem, with variations based on gender
and age factors (Yaygir, 2018; Karasu et al., 2017). Addiction, in a broad sense, involves a continuous
desire and attachment to something. According to the World Health Organization's diagnosis,
addiction occurs when a substance or behavior gains excessive dominance over others, affecting an

individual psychologically, behaviorally, and mentally (Gtirsu, 2018).

In today's world, technology is widely utilized, influencing every aspect of our lives. The onset
of the digital age has made technological tools such as computers, tablets, and smartphones
indispensable (Durualp & Aral, 2010). Technological habits play a significant role in individual and
societal development (Bauman, 2012). The concept of gaming has transformed with technological
changes, giving rise to digital games accessible through hardware like computers, mobile phones, or
gaming consoles, providing a visual and interactive experience (Cetin, 2013). Digital game addiction
is a problem observed across all age groups, from childhood to adulthood (Gentile, 2009; Rideout,
2010).

Digital games are influenced by factors such as the individual's desire for relaxation, the
pursuit of entertainment, social maladjustment, the desire for challenges, and the aspiration to
accomplish things not possible in real life. Additionally, factors like the desire to win in games,
reaching new levels, the effort to obtain rewards, and the presence of digital games in daily

conversations contribute to shaping attitudes toward digital game playing (Demir & Bozkurt, 2019).

Due to the continuously increasing popularity of digital game playing, awareness of addiction
has grown, leading to a significant increase in studies conducted over the last decade. In this context,
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in 2018, the Ministry of Health in our country organized a "Digital Game Addiction Workshop™ to
address the existing problem and plan necessary interventions for its resolution. Interventions for the
medical treatment of digital game addiction are crucial. However, preventive measures and certain
diagnoses on societal, legal, individual, and familial levels are also essential to prevent the problem
from spreading further. Nevertheless, since every individual's needs are different, adopting an
individualized approach in the fight against addiction is important. When combined with professional
help, therapeutic support, and appropriate strategies, sporting activities can provide effective support
in combating internet and digital game addiction. This research aims to examine the relationship
between internet addiction and digital game playing levels among individuals studying in different
departments of universities in terms of sporting activities and various variables. In this regard,
engaging in sports as an alternative activity may reduce an individual's dependence on the internet
and digital games. Regular exercise can play a significant role in strengthening both mental and

physical health, contributing to the fight against addiction.

A effective strategy against internet and digital gaming addiction can be provided through
engaging in sports activities. The benefits offered by these activities have positive effects on both
physical health and mental balance. Regular exercise, in particular, can assist in various ways in the
fight against addiction. Sports support physical health by preventing obesity and other health issues,
contributing to an individual's overall well-being. Regular exercise helps reduce stress and anxiety,
releasing endorphins to improve mood and strengthen mental health. Engaging in sports activities can
naturally balance dopamine levels, associated with addiction, by increasing the release of dopamine
and other happiness hormones. Moreover, sports activities enhance cognitive functions, strengthening
focus and potentially increasing cognitive flexibility. Team sports or group activities can boost social
connections, reinforcing an individual's social support system and aiding in distancing from the digital
world. Sports contribute to time management and discipline development, allowing individuals to
utilize their leisure time more effectively. In summary, adopting sports activities provides a holistic
approach to combating internet and digital gaming addiction, addressing both physical and mental

aspects of well-being.
In pursuit of this objective, the study aimed to address the following questions:

sl. Is there a relationship between university students' internet addiction and their levels of

engagement in digital gaming?

s2. Are there gender differences in university students' levels of internet addiction and digital

gaming engagement?
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s3. Are there differences in levels of internet addiction and digital gaming engagement among

university students based on their residential arrangements?

s4. Is there a difference in levels of internet addiction and digital gaming engagement among

university students based on the ownership of personal computers?

s5. Are there differences in levels of internet addiction and digital gaming engagement among

university students based on their participation in sports activities?

s6. Is there a relationship between university students' age and their levels of internet addiction

and digital gaming engagement?

s7. Is there a relationship between university students' personal monthly income and their levels

of internet addiction and digital gaming engagement?

s8. Is there a relationship between university students' levels of internet addiction and digital
gaming engagement and their weekly duration of participation in sports activities?

Method
Research Design

The study employed a correlational survey model aimed at determining the presence of co-
variation between at least two variables or among multiple variables. In this model, the focus is on

identifying whether variables change together and, if so, how this change occurs (Karasar, 2023).
Population and Sample

The population of the study consists of university students enrolled in the 2023-2024 academic
year. In this study, a voluntary participation factor was considered, and the convenient sampling
method was employed. Convenient sampling involves selecting easily accessible samples from
applicable units due to difficulties such as time, labor, and financial constraints (Biiyiikoztiirk et al.,
2020). It is known that there are 6,401,149 university students within the scope of the Higher
Education Information System. Yazicioglu and Erdogan (2004) calculated sample sizes for different
population sizes for sampling errors of + 0.03, £ 0.05, and + 0.10 at a significance level of o = 0.05.
Within this framework, a sample size of 384 was found to be sufficient to represent the population in
a universe of 100 million people for a sampling error of + 0.05. The research sample comprises a total
of 405 university students, including 220 females and 185 males, who volunteered to participate in

the study, are over 18 years old, and are university students.
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Data Collection Instruments

In this research, a questionnaire with three sections was used as the data collection tool. The
first section includes a Personal Information Form, the second section includes the Internet Addiction

Scale, and the third section includes the Digital Gaming Scale.

Personal Information Form: It consists of 9 items to determine demographic characteristics
(gender, age, personal monthly income, personal computer, residence type, participation in sports
activities, type of sports activity, weekly sports activity duration, and tools used for internet

connection and gaming).

Internet Addiction Scale: Developed by Hahn and Jerusalem (2001) and adapted to Turkish
by Sahin and Korkmaz (2011), the scale consists of 19 items and 3 subscales (loss of control, desire
to stay online longer, and negativity in social relationships). The reliability coefficients of the scale
are Cronbach's alpha 0.858, Sperman Brown 0.767, and Guttmann Split-Half 0.765. The reliability
coefficient for the loss of control subscale is 0.904, for the desire to stay online longer subscale is

0.887, and for the negativity in social relationships subscale is 0.926.

Digital Gaming Scale: Developed by Tekkursun-Demir and Mutlu-Bozkurt (2018), the scale
consists of 18 items and 3 subscales (cognitive, emotional, and behavioral). In this context, the
explained variance ratio for Cognitive is 42.68, and Cronbach Alpha is 0.90. The explained variance
ratio for Emotional is 16.83, and Cronbach Alpha is 0.81. The explained variance ratio for Behavioral
is 5.59, and Cronbach Alpha is 0.91. The total variance ratio explained by the scale is 65.11%, and
Cronbach Alpha is 0.82.

Research Publication Ethics

The ethical approval for this study was obtained through the decision of the Ethics Committee
of the Faculty (E-70400699- 050.02.04-2300158950, dated 22.05.2023), Atatirk University
Rectorate, Faculty of Sports Sciences, 2023/5.

Validity and Reliability

To determine the reliability levels of the scales used in the study, internal consistency
coefficients (Cronbach Alpha) were calculated, and the values are presented in Table 1.

Table 1. Reliability Coefficients of Internet Addiction and Digital Gaming Scales

Cronbach's Alpha N of Items
Internet Addiction .934 19
Loss of Control .868 7
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Increased Desire to Stay Online .880 4
Negative Impact on Social Relationships .896 8
Digital Game Playing .907 18
Cognitive 541 5

Emotional 787 5

Behavioral .890 8

According to George and Mallery (2003), Cronbach's alpha values below 0.50 are considered
unacceptable; values between 0.50 and 0.60 are considered to indicate weak reliability, while values
between 0.60 and 0.70 represent acceptable reliability levels. Values between 0.70 and 0.90 are
considered to indicate good reliability, and values greater than 0.90 indicate excellent reliability.
Considering the values presented in Table 1, it can be asserted that the reliability of the study is high.

Data Collection

Following ethical approval from the ethics committee, data for the study were collected from
undergraduate students through an online survey application. Participants were provided with written
instructions regarding the purpose of the study and how to fill out the questionnaire.

Data Analysis

Before conducting statistical analyses, the normal distribution of the obtained data was tested.

Data analyses were conducted using the SPSS 25.0 program.

Table 2. Frequency Distribution of Internet Addiction and Digital Gaming Scales

Increased Desire Negative Impact on
to Stay Online Social Relationships

Internet Addiction Loss of Control

N 405 405 405 405
Mean 43.46 17.78 10.44 15.23
Median 42.00 17.00 10.00 14.00
Mode 31.00 15.00 4.00 8.00
Ss. 15.30 6.30 4.41 6.82
Skewness .535 .386 .342 .908
Kurtosis -.132 -.368 -.673 324
Digital _Game Cognitive Emotional Behavioral
Playing

N 405 405 405 405
Mean 45.27 13.34 13.30 18.63
Median 46.00 13.00 14.00 18.00
Mode 54.00 14.00 15.00 8.00
Ss. 14.71 3.97 4.85 7.79
Skewness 235 207 .158 499
Kurtosis -.185 .036 -.486 -.331

Table 2 presents descriptive statistics, as well as kurtosis and skewness values for the scales.
It is observed that the skewness and kurtosis values for Internet Addiction and Digital Gaming Scales
are close to each other and fall within the specified limits in the literature (-1 +1; -1.5 +1.5; -2.0 +2.0).
This observation suggests that the dataset exhibits a normal distribution, aligning with the normative
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boundaries specified by Biiyiikoztiirk (2020), Tabachnik and Fidell (2015), and George and Mallery
(2010).

Graph 1. Frequency Distribution of Internet Addiction and Digital Gaming Scales
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In Graph 1, representations of the frequency distribution of Internet Addiction and Digital
Gaming Scales are presented. Considering the normal distribution of the dataset, parametric tests
were applied. "Independent Samples T-test" for discrete variables and "Pearson Correlation” analyses
for continuous variables were conducted, and the obtained results were evaluated based on a
significance level of 0.050. Effect sizes of independent variables on dependent variables were
evaluated using 'Cohen's d." Statistical significance indicates whether a result is due to random
variation in the data. However, not every significant result necessarily reflects a large effect. In fact,
even phenomena that are imperceptible in daily life can be statistically significant. The significance
level depends on sample size, data quality, and the statistical power of the procedures. In
epidemiological studies or large-scale assessments, very small effects can achieve statistical
significance if there are large data sets. When effects have a relevant magnitude, effect sizes are used
to characterize the strength of an observation. The most popular effect size measure is undoubtedly
Cohen's d (Cohen, 1988).

Table 3. Distribution of Demographic Variables

n %

Gender Female 220 54.3

Male 185 45.7

Sports Activity Ileos igi’ ii?

. Team 88 21.7

Type of Sports Activity Individual 136 336
Personal Computer Yes 160 39.5
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No 245 60.5

Residence Type Family_ Envirqnment 267 65.9
Non-family Environment 138 34.1
. Smartphone 345 85.2
Device Used Computer 60 14.8
n X Ss.
Age 405 22.48 4.04
Personal Monthly Income 283 5109.57 6137.95
Weekly Duration of Sports Activity 224 7 5.31

The demographic profile of the research participants in Table 3 is as follows: When examining
the gender distribution, it was determined that 54.3% of the participants are female, while 45.7% are
male. The participation rate in sports activities is 55.3%, with 44.7% of the participants not engaging
in such activities. Regarding the distribution by types of sports, 21.7% of participants prefer team

sports, while 33.6% prefer individual sports.

Regarding the use of personal computers, 39.5% of participants use this device, while 60.5%
do not. When looking at the distribution by residence type, 65.9% of participants live in a family
environment, while 34.1% live in an environment outside the family. Examining the distribution by

devices used, 85.2% of participants use smartphones, while 14.8% prefer computers.

The average age of the participants is determined to be 22.48, with a standard deviation of
4.04. Additionally, the average personal monthly income of the participants is 5109.57 currency units,
with a standard deviation of 6137.95. When examining the duration of weekly sports activities, the

average duration for participants is 7 hours, with a standard deviation of 5.31.

Results

Table 4. Relationship Between Internet Addiction and Digital Gaming Scales (Pearson Correlation)

Digital Game Playing Cognitive Emotional Behavioral

r .299™ 141 .200™ 368"

Internet Addiction p .000 005 000 000

n 405 405 405 405
r .208™ .095 .150™ 251"

Loss of Control p .000 057 .003 .000

n 405 405 405 405
. r 183™ .069 .097 250"

Increased Desire to Stay

Online p .000 163 .051 .000

n 405 405 405 405
. ) r .360™ .183™ 247 432"

Negative Impact on Social

Relationships p .000 .000 .000 .000

n 405 405 405 405

**p<0.01 *p<0.05
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The relationship between Internet Addiction and Digital Gaming was evaluated using
correlation analysis. According to the analysis results, the correlation coefficient between Digital
Gaming and Internet Addiction was found to be r=0.299**. This correlation was determined to be
statistically significant (p=0.000), indicating a positive relationship between Internet Addiction and

Digital Gaming.

The correlation coefficients between Internet Addiction and cognitive factors, emotional
factors, and behavioral factors were found to be r=0.141** (p=0.005), r=0.200** (p=0.000), and
r=0.368** (p=0.000), respectively. These results indicate significant and positive relationships

between Internet Addiction and emotional and behavioral dimensions.

Table 5. Differences Between Internet Addiction and Digital Gaming in terms of Participation in
Sports Activities

:&?\:ﬁy X Ss. tT_TESti D Cohen’s d
Internet Addiction Yoo e 2 aew 052 0193
Loss of Control YNZS igi géz Zgg -2.190  .029* 0.216
Increased Desire to Stay Online YNZS igi 188% jgi -2.182  .030* 0.218
Negative Impact on Social Relationships YNZS ifz;ll 12’:3 Sgé -.932 .352 0.093
Digital Game Playing YNZS igi jggi' 133; 2553  .011* 0.255
Cognitive Kﬁf igi 128‘7‘ j:gg 1705 089  0.169
Emotional Yoo ke S8 TS 246 ot 0246
Behavioral Yoo 0TI sam o7 0240

Cohen's d: d<0.2 = weak; d=0.5 = medium; d>0.8 = strong (Cohen, 1988). **p<0.01 *p<0.05

The difference between participation in sports activities and Internet Addiction and Digital
Gaming was assessed using the t-test analysis in Table 5. Regarding Internet Addiction, no significant
difference was found between groups that engage in sports and those that do not (t=-1.947, p=0.052).
However, significant differences were observed in the factors of loss of control and desire to stay
online between those who participate in sports and those who do not (respectively, t=-2.190, p=0.029;
t=-2.182, p=0.030). No significant difference was found in the Negative Impact on Social
Relationships factor (t=-0.932, p=0.352).

In terms of digital gaming, a significant difference has been observed between groups
engaging in sports and those not engaging in sports (t=2.553, p=0.011). However, in cognitive factors,
no significant differences have been identified between groups participating in sports and those not
participating in sports (t=1.705, p=0.089). On the other hand, meaningful distinctions have been
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found between individuals engaging in sports and those not engaging in sports in emotional and
behavioral factors (t=2.476, p=0.014; t=2.404, p=0.017, respectively). These findings indicate
variations in these factors based on the participation status in sports activities.

When examining the effects of participation in sports activities on internet addiction and
digital gaming, based on Cohen's d values (respectively: d = 0.193; d = 0.216; d = 0.218; d = 0.093;
d =0.255;d = 0.169; d = 0.246; d = 0.240), it is observed that the effect size is weak to moderate.

Table 6. Differences Between Internet Addiction and Digital Gaming in terms of Types of Sports
Activities

Type of Sports n - T-Testi

Activity X Ss. T b Cohen’s d
Internet Addiction e e aree aeb 2 amt o097
Loss of Control In;i?gl‘m 18386 g;g g:gé 103 .918 0.014
Increased Desire to Stay Online IndTi(\a/?troJal 18386 199;63199 j;g .509 611 0.071
Negative Impact on Social Relationships Inc]—i(\e/?(rjrsjal 18386 12% ;gg 1.304 194 0.177
Digital Game Playing |ndTii?$a| 18386 jg:i 123; 2053  .041* 0278
B AE M w o
B R w m om
Behavioral AN 18386 ig?g IS 17s 087 0234

“Cohen's d: d<0.2 = weak; d=0.5 = medium; d>0.8 = strong (Cohen, 1988). **p<0.01 *p<0.05

The difference between types of sports activities and Internet Addiction and Digital Gaming
was assessed using the t-test analysis in Table 6. No significant difference was found between groups
that prefer team sports and individual sports in terms of Internet Addiction and factors of loss of
control, desire to stay online, and negative impact on social relationships (respectively, t=0.712,
p=0.477; t=-0.103, p=0.918; t=0.509, p=0.611; t=1.304, p=0.194).

For Digital Gaming, a significant difference was found between groups that prefer team sports
and individual sports (t=2.053, p=0.041). However, no significant differences were identified
between the two groups in terms of cognitive, emotional, and behavioral factors (respectively,
t=1.702, p=0.090; t=1.931, p=0.055; t=1.718, p=0.087). These results suggest that the type of sports
activity may have a significant impact on Digital Gaming, but it may not create a substantial

difference in other factors.
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When the effects of sports activity type on internet addiction and playing digital games are
examined with Cohen's d values (respectively, d = 0.097; d = 0.014; d =0.071; d = 0.177; d = 0.278;
d =0.230; d = 0.261; d = 0.234), it is observed that the effect size is weak to moderate.

Table 7. Relationships Between Weekly Sports Activity Duration and Internet Addiction and Digital
Gaming

. Increased Desire to Negative Impact on
Internet Addiction Loss of Control Stay Online Social Relationships
4 r -.103 -.085 -.066 -.107
sz _p 123 .203 .326 111
=52 _N 224 224 224 224
- O 101
a < DIgFI’:ZI Qame Cognitive Emotional Behavioral
> £ ying
g _r .034 .002 044 .036
$n  p 609 979 517 593
= n 224 224 224 224
**p<0.01 *p<0.05

According to the Pearson Correlation Analysis results evaluating the relationship between
Weekly Sports Activity Duration and Internet Addiction, Loss of Control, Desire to Stay Online, and
Negative Impact on Social Relationships factors (Table 7), weak correlations were found between
weekly sports activity duration and these factors. The correlation coefficient between Internet
Addiction and weekly sports activity duration is r=-0.103, and this relationship is not statistically
significant (p=0.123). The relationships between Loss of Control, Desire to Stay Online, Negative
Impact on Social Relationships factors, and weekly sports activity duration have correlation
coefficients of r=-0.085 (p=0.203), r=-0.066 (p=0.326), and r=-0.107 (p=0.111) respectively. These
results indicate that there is no significant relationship between weekly sports activity duration and
Internet Addiction, Loss of Control, Desire to Stay Online, and Negative Impact on Social

Relationships factors.

In the evaluation of the relationship between Digital Gaming, Cognitive, Emotional, and
Behavioral factors, and weekly sports activity duration using Pearson Correlation Analysis (Table 7),
weak correlations were observed between weekly sports activity duration and these factors. The
correlation coefficient between Digital Gaming and weekly sports activity duration is r=0.034, and
this relationship is not statistically significant (p=0.609). The relationships between Cognitive,
Emotional, Behavioral factors, and weekly sports activity duration have correlation coefficients of
r=0.002 (p=0.979), r=0.044 (p=0.517), and r=0.036 (p=0.593), respectively. These results indicate
that there is no significant relationship between weekly sports activity duration and Digital Gaming,

Cognitive, Emotional, and Behavioral factors.
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Table 8. Gender Differences in Internet Addiction and Digital Gaming

Gender n X Ss. T-Testi Cohen’s d

t p
Female 220 4357 15.09

Internet Addiction Male 185 4334 1557 .155 877 0.015
Female 220 18.28 6.47

Loss of Control Male 185 17.19 6.05 1.741 .082 0.174

Increased Desire to Stay Online Female 220 10.65 4.34 1.034 .302 0.105

Male 185  10.19 4.44
Female 220 14.64 6.48
Male 185  15.95 7.16
Female 220 40.38  13.77
Male 185 5110 13.68
Female 220 12.24 3.72
Male 185  14.65 3.85
Female 220 11.85 4.58
Male 185 15.01 4.61
. Female 220 16.28 7.22 .
Behavioral Male 185 2142 753 -6.998 .000 0.697

Cohen's d: d<0.2 = weak; d=0.5 = medium; d>0.8 = strong (Cohen, 1988). **p<0.01 *p<0.05

Negative Impact on Social Relationships -1.931  .054 0.192

Digital Game Playing -7.827  .000* 0.781

Cognitive -6.402  .000* 0.637

Emotional -6.883  .000* 0.688

The difference between Internet Addiction and Digital Gaming among genders was evaluated
using the t-test analysis in Table 8. No statistically significant difference was found between females
and males in Internet Addiction and the factors of loss of control, desire to stay online, and negative
impact on social relationships (respectively, t=0.155, p=0.877; t=1.741, p=0.082; t=1.034, p=0.302;
t=-1.931, p=0.054).

For Digital Gaming and cognitive, emotional, and behavioral factors, significant differences
were observed between females and males (respectively, t=-7.827, p=0.000; t=-6.402, p=0.000; t=-
6.883, p=0.000; t=-6.998, p=0.000). These findings indicate differences in these factors between
gende groups.

When the effects of gender on internet addiction and playing digital games are examined with
Cohen’s d values (respectively, d =0.015;d=0.174; d =0.105; d=0.192; d =0.781; d = 0.637; d =
0.688, d = 0.697), it is observed that the effect size is weak, moderate, and high.

Table 9. Differences Between Internet Addiction and Digital Gaming in terms of Ownership of
Personal Computers

Personal n 3 Ss. T-Testi Cohen’s d
Computer t p

- Yes 160 4349  15.66

Internet Addiction No 245 43.45 15.08 .026 979 0.003
Yes 160 17.52 6.18

Loss of Control No 245 17.95 6.38 -.677 499 0.068
. . Yes 160 10.42 4.38

Increased Desire to Stay Online No 245 10.45 444 -.062 .950 0.007
. . . . Yes 160 15.54 7.26

Negative Impact on Social Relationships No 245 15.04 6.53 124 469 0.072
Yes 160 4841  15.65

Digital Game Playing 3.510 .000* 0.352

No 245 43.23 13.72
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Yes 160 14.14 421

11 *
Cognitive No 245 1282 372 3.309 .001 0.332

. Yes 160 14.10 5.04 .
Emotional No 245 1277 466 2.696 .007 0.274

. Yes 160 20.16 8.37 -
Behavioral No 245 17.62 793 3.243 .001 0.325

“Cohen's d: d<0.2 = weak; d=0.5 = medium; d>0.8 = strong (Cohen, 1988). **p<0.01 *p<0.05

The difference between ownership of personal computers and Internet Addiction and Digital
Gaming was evaluated using the t-test analysis in Table 9. No statistically significant difference was
found between individuals who own personal computers and those who do not in terms of Internet
Addiction and the factors of loss of control, desire to stay online, and negative impact on social
relationships (respectively, t=0.026, p=0.979; t=-0.062, p=0.950).

For Digital Gaming and cognitive, emotional, and behavioral factors, significant differences
were observed between individuals who own personal computers and those who do not (respectively,
t=-7.827, p=0.000; t=-6.402, p=0.000; t=-6.883, p=0.000; t=-6.998, p=0.000). These findings indicate

differences in these factors based on the ownership of personal computers.

When the effects of personal computer ownership on internet addiction and playing digital
games are examined with Cohen's d values (respectively, d = 0.003; d = 0.068; d = 0.007; d = 0.072;
d=0.352;d =0.332; d = 0.274; d = 0.325), it is observed that the effect size is weak to moderate.

Table 10. Differences Between Internet Addiction and Digital Gaming in terms of Residence Types

Residence Type n X Ss. . T-Testi Cohen’s d

t p
Family Environment 267 42.67 14.69

Internet Addiction Non-family Environment 138 4500 1635 40 148 0150

Family Environment 267 17.44 6.00

Loss of Control Non-family Environment 138 18.44  6.82

-1.504 133 0.156

Family Environment 267 1054 4.24

Increased Desire o Stay Online o & mily Environment 138 10.23  4.73

.664 507 0.069

Negative Impact on Social Family Environment 267 14.68 6.71

- *
Relationships Non-family Environment 138 16.31  6.92 2.300 022 0.239

Family Environment 267 4474 14.66

Digital Game Playing Non-family Environment 138 46.31 14.82

-1.015 311 0.107

Family Environment 267 13.33 4.00

Cognitive Non-family Environment 138 13.36 3.92 -087 931 0.008
. Family Environment 267 13.16 4.85

Emational Non-family Environment 138 1355 4.85 -765 445 0.080

Behavioral Family Environment 267 18.24 7.67 1397 163 0145

Non-family Environment 138 19.38 8.00

Cohen's d: d<0.2 = weak; d=0.5 = medium; d>0.8 = strong (Cohen, 1988). **p<0.01 *p<0.05

The difference between residence types and Internet Addiction and Digital Gaming was
evaluated using the t-test analysis in Table 10. No statistically significant difference was found
between individuals living in a family environment and those living outside the family environment

in terms of Internet Addiction and the factors of loss of control, desire to stay online (respectively,
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t=-1.450, p=0.148; t=-1.504, p=0.133; t=0.664, p=0.507). However, in the case of Negative Impact
on Social Relationships, a statistically significant difference was found between individuals living in
a family environment and those living outside the family environment (t=-2.300, p=0.022).

For Digital Gaming and cognitive, emotional, and behavioral factors, no significant
differences were observed between the two groups (respectively, t=-1.015, p=0.311; t=-0.087,
p=0.931; t=-0.765, p=0.445; t=-1.397, p=0.163). These results indicate that residence type creates a
significant difference, especially in terms of negative impact on social relationships, but does not

show interaction in other factors.

When the effects of residence type on internet addiction and playing digital games are
examined with Cohen's d values (respectively, d = 0.150; d = 0.156; d = 0.069; d = 0.239; d = 0.107;
0.008; d = 0.080; d = 0.145), it is observed that the effect size is weak.

Table 11. Differences Between Internet Addiction and Digital Gaming in terms of Devices Used
Device Used n X Ss. :;est'p Cohen’s d
Smartphone 345 42.86 14.85
Computer 60 46.95 17.35 -1.916 056 0.253
Smartphone 345 17.69 6.20
Computer 60 18.31 6.86
Smartphone 345 10.28 4.32
Computer 60 11.31 4.84
Smartphone 345 14.87 6.50
Computer 60 17.31 8.20
Smartphone 345 4290 13.34
Computer 60 58.95 1491
Smartphone 345 12.72 3.57

Internet Addiction

Loss of Control -704 482 0.095

Increased Desire to Stay Online -1.666 .097 0.225

Negative Impact on Social Relationships -2.571 .010* 0.330

Digital Game Playing -8.446 .000* 1.135

11 - *
Cognitive Computer 60 16.91 495 8.135 .000 1.068

. Smartphone 345 12.63  4.53 "
Emotional Computer 60 1713 491 -7.007 .000 0.953
Behavioral Smartphone 345 17.54 716 10, go0x  (.946

Computer 60 24.90 8.35
Cohen's d: d<0.2 = weak; d=0.5 = medium; d>0.8 = strong (Cohen, 1988).

The difference between device usage and Internet Addiction and Digital Gaming was
evaluated using the t-test analysis in Table 11. No statistically significant difference was found
between smartphone and computer users in terms of Internet Addiction, loss of control, and desire to
stay online (respectively, t=-1.916, p=0.056; t=-0.704, p=0.482; t=-1.666, p=0.097). However,
significant differences were identified between the two groups in terms of Negative Impact on Social
Relationships (t=-2.571, p=0.010).

For Digital Gaming and cognitive, emotional, and behavioral factors, significant differences

were observed between smartphone and computer users (respectively, t=-8.446, p=0.000; t=-8.135,
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p=0.000; t=-7.007, p=0.000; t=-7.154, p=0.000). These results suggest that the device used may be
particularly associated with Digital Gaming and cognitive, emotional, and behavioral factors.

When the effects of device type on internet addiction and playing digital games are examined
with Cohen's d values (respectively, d = 0.253; d = 0.095; d = 0.225; d = 0.330; d = 1.135; d = 1.068;
d =0.953; d = 0.946), it is observed that the effect size is weak, moderate, and high.

Table 12. Relationships Between Age and Internet Addiction and Digital Gaming

Internet Addiction Loss of Control Increased Dgsire 0 Negative Im_pact on
Stay Online Social Relationships

r -.080 -.108" -.042 -.053

107 .029 403 .289

n 405 405 405 405

%’ DlgFl)il:::/ﬁgme Cognitive Emotional Behavioral

r -.128" -.136™ -.125" -.094

p .010 .006 012 .058

n 405 405 405 405

**p<0.01 *p<0.05

The relationships between Internet Addiction, Loss of Control, Desire to Stay Online,
Negative Impact on Social Relationships factors, and age were evaluated using Pearson Correlation
Analysis. The results in Table 12 show weak relationships between age and these factors. The
correlation coefficient between Internet Addiction and age was r=-0.080, and this relationship was
not statistically significant (p=0.107). The relationships between Loss of Control, Desire to Stay
Online, Negative Impact on Social Relationships factors, and age had correlation coefficients of r=-
0.108 (p=0.029), r=-0.042 (p=0.403), and r=-0.053 (p=0.289), respectively. The negative correlation
between the Loss of Control factor and age was statistically significant, but the relationships between
Desire to Stay Online and Negative Impact on Social Relationships factors and age were not

significant.

For Digital Gaming, Cognitive, Emotional, and Behavioral factors, the relationships with age
were evaluated using Pearson Correlation Analysis. The results in Table 12 show weak relationships
between age and these factors. The correlation coefficient between Digital Gaming and age was r=-
0.128 (p=0.010), and this relationship was statistically significant. The correlations between
Cognitive, Emotional, and Behavioral factors and age had correlation coefficients of r=-0.136
(p=0.006), r=-0.125 (p=0.012), and r=-0.094 (p=0.058), respectively. These results indicate that age

may be particularly associated with Digital Gaming, Cognitive, Emotional, and Behavioral factors.
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Table 13. Relationships Between Personal Monthly Income and Internet Addiction and Digital
Gaming

Internet Loss of Control Increased Desire to Negative Impact on
Addiction Stay Online Social Relationships
-~ r -.032 -.043 -.070 .014
= .597 467 241 .813
€ n 283 283 283 283
E § Digital Game Cognitive Emotional Behavioral
S e Playing
] r .090 .080 105 .063
5 p 131 181 078 288
n 283 283 283 283

**p<0.01 *p<0.05
The correlation analysis results evaluating the relationship between monthly personal income

and factors related to Internet Addiction, Loss of Control, Desire to Stay Online, and Negative Impact
on Social Relationships are presented in Table 13. Weak relationships were observed between
monthly personal income and these factors. The correlation coefficient between Internet Addiction
and monthly personal income was r=-0.032, and this relationship was not statistically significant
(p=0.597). The relationships between Loss of Control, Online Craving, Negative Impact on Social
Relationships factors, and monthly personal income had correlation coefficients of r=-0.043
(p=0.467), r=-0.070 (p=0.241), and r=0.014 (p=0.813), respectively. These results indicate that there
is no significant relationship between monthly personal income and factors related to Internet

Addiction, Loss of Control, Desire to Stay Online, and Negative Impact on Social Relationships.

Regarding Digital Game Playing, Cognitive, Emotional, and Behavioral factors, the
correlation analysis results are presented in Table 13. Weak relationships were observed between
monthly personal income and these factors. The correlation coefficient between Digital Game Playing
and monthly personal income was r=0.090, and this relationship was not statistically significant
(p=0.131). The relationships between Cognitive, Emotional, Behavioral factors, and monthly
personal income had correlation coefficients of r=0.080 (p=0.181), r=0.105 (p=0.078), and r=0.063
(p=0.288), respectively. These results indicate that there is no significant relationship between
monthly personal income and factors related to Digital Game Playing, Cognitive, Emotional, and

Behavioral factors.
Conclusion and Discussion

This study aimed to investigate the relationships between internet addiction and digital
gaming, exploring their associations with demographic factors, participation in sports activities, types
of sports engagement, weekly sports activity duration, genders, possession of personal computers,
residence types, devices used, age, and monthly personal income. The reliability of the study was

rigorously assessed in accordance with the Cronbach's Alpha criteria proposed by George and
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Mallery, (2003), affirming the high reliability of the measurement tools employed. Additionally, the
adherence of internet addiction and digital gaming scales to normative boundaries indicated a normal
distribution within the dataset.

A positive relationship was identified between internet addiction and digital gaming,
indicating an increasing tendency toward digital gaming as internet addiction escalated. Significant
and positive correlations were established between internet addiction and cognitive, emotional, and
behavioral factors. These findings underscore that internet addiction transcends being merely a
technological usage issue, influencing an individual's cognitive processes, emotional states, and

behaviors.

In the era commonly referred to as the age of technology, the ubiquitous use of computers and
the internet has become an integral part of life. While the primary purpose of the internet was to
enhance communication and facilitate information sharing, its rapid proliferation has led to
pathological overuse, giving rise to a novel form of addiction known as internet addiction (Arisoy,
2009). As the internet swiftly transforms into an indispensable tool of daily life, a small subset of

individuals encounters issues in cognitive and behavioral functions when using it (Davis, 2001).

While no significant difference was observed in terms of general internet addiction between
groups engaging in sports and those not engaging in sports, a distinct distinction emerged between
these two groups in terms of factors such as loss of control and the desire to stay online. This suggests
that engaging in sports may contribute to individuals managing their internet usage more effectively

and limiting the desire to stay online.

Regarding digital gaming, a significant difference was identified between groups engaged in
sports and those not engaged in sports. Individuals participating in sports exhibited a higher
inclination toward digital gaming, with no discernible difference in cognitive factors. However, a
notable distinction was found between individuals engaged in sports and those not engaged in sports
in emotional and behavioral factors. This implies that sports can positively impact individuals'
emotional and behavioral well-being. These findings are crucial in understanding the potential effects

of sports on internet usage habits and psychosocial factors.

Upon reviewing the literature, studies have indicated that individuals with higher levels of
social media addiction or digital gaming addiction tend to engage in regular sports or physical
activities less frequently (Hazar et al., 2017; Tekkursun Demir & Cicioglu, 2019). It has been
suggested that prolonged sedentary behavior resulting from addictive gaming negatively affects

individuals physiologically, leading to issues such as obesity and musculoskeletal problems
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(Uzunoglu, 2021). Encouraging individuals to participate in sports and creating conducive
environments are proposed as potential measures to reduce the levels of digital gaming addiction
(Giilbetekin et al., 2021). Additionally, it has been noted that participants not involved in physical
activity tend to have higher levels of digital gaming addiction (Giivendi et al., 2019).

No significant difference was observed in terms of internet addiction between groups engaged
in team sports and individual sports. This suggests that the impact of sports on individuals' internet
addiction may be independent of the type of sport.

However, regarding digital gaming, a significant difference was identified between
individuals involved in team sports and those involved in individual sports. Those engaged in team
sports showed a higher inclination toward digital gaming. This indicates that individuals participating
in team sports may have a greater interest in digital games compared to those engaged in individual

sports.

In a study conducted by Karabulut and Karag Ocal (2023), the average scores of participants
in total and sub-dimensions of digital gaming did not show a significant difference based on the type
of sport. Nevertheless, upon examining the average scores, it was observed that students engaged in
individual sports tended to have higher averages. It is a well-known fact that team sports disciplines
are generally more crowded than individual sports. Athletes may prefer spending their free time with
teammates rather than playing games on phones, computers, or tablets. Cihan and Ilgar (2019) stated
that digital sports games positively affect athletes' advanced cognitive skills. Another study conducted
by Saglam and Topsiimer (2019) focused on individuals participating in e-sports tournaments. This
study revealed that individuals started playing digital games out of curiosity, influenced by growing
up within the digital gaming culture. Additionally, it is known that digital games are played for
reasons such as personal relaxation, satisfaction, building social relationships, meeting new people,

belonging to a group, leadership, and leisure time engagement.

Initially, a significant relationship between sports activity and internet addiction, as well as
loss of control, online staying desire, and negative social impact sub-factors, was not identified. This
suggests that weekly sports duration may not directly impact internet addiction and its sub-factors, or

its effect may be very weak.

No significant relationship was found between sports duration and digital gaming, cognitive,
emotional, and behavioral factors. The low correlations between sports duration and these factors

indicate that weekly sports activity does not directly influence these psychosocial factors.
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According to the results obtained for loneliness, mobile phone, internet, and game addiction
based on sports duration, no statistically significant relationship was found between participants'
sports duration and loneliness, mobile phone addiction, game addiction, and internet addiction (Sar
et al., 2018). As noted by Ozkaya and Erkekli (2021), an increase in the preference for active
recreational activities is expected. This suggests that individuals distancing themselves from passive
activities may lead to changes in their levels of internet addiction. In a study conducted by Namli and
Demir (2020), an increase in the attitude towards sports was found to reduce motivation for playing

digital games.

No significant difference was observed between men and women regarding internet addiction
and its sub-factors, including loss of control, online staying desire, and negative social impact. This
indicates that the overall impact of gender on internet addiction is similar or that the differences in

these factors are not statistically significant.

However, significant differences were found between men and women in terms of digital
gaming, cognitive, emotional, and behavioral factors. Men scored significantly higher than women
in digital gaming concerning cognitive abilities, emotional state, and behavioral characteristics. This

highlights a notable gender difference in the effects on these factors.

The severity of internet addiction did not show a significant difference based on participants'
genders. This result aligns with some studies in the literature (McNicol & Thorsteinsson, 2017;
Taylan & Isik, 2015; Ertekin et al., 2016; Dalbudak & Evren, 2014; Balc1 & Giilnar, 2009; Kim et
al., 2006). Various studies have identified significant gender differences in digital gaming addiction,
with men exhibiting higher levels than women (Ayhan & Koselioren, 2019; Cavus et al., 2016; van
Rooij et al., 2014). A study by Derelioglu et al. (2021) demonstrated that male students display a
more favorable attitude towards digital games compared to female students. Additionally, research
by Wittek et al. (2016) indicated higher levels of digital gaming addiction in males. According to the
literature, most video games are often designed for men to play with other men. Even when games
feature powerful female characters, they are often overly sexualized, potentially alienating women
instead of appealing to them (Fernandez et al., 2019).

No significant difference was found between the ownership of personal computers and
internet addiction, as well as its sub-factors. This suggests that owning a personal computer generally

does not have a decisive impact on the examined psychosocial factors.

However, significant differences were identified in digital gaming between those who own

personal computers and those who do not, especially in cognitive, emotional, and behavioral factors.
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Individuals with personal computers scored higher in digital gaming, cognitive abilities, emotional
state, and behavioral characteristics. This indicates a potential association between personal computer
use and these factors, suggesting that differences in these factors may be linked to personal computer
ownership. While there is no significant relationship between personal computer ownership and
internet addiction, variations in digital gaming and psychosocial factors may imply an influence of

personal computer usage on individuals' psychosocial well-being.

In a study conducted by Sisson et al. (2010), individuals who used technological devices for
longer periods were found to have twice the likelihood of obesity compared to non-users. Mustafaoglu
et al. (2018) similarly determined in their research that prolonged use of technological devices by

individuals led to health risks such as physical inactivity and obesity.

No statistically significant difference was found between individuals living in a family
environment and those living in non-family environments in terms of internet addiction, loss of
control, and online presence desire. However, a significant difference was observed in terms of
negative social impact between those living in a family environment and those in a non-family
environment. Individuals in a family environment scored lower in negative social relationships. This

suggests that the family environment may have a positive influence on social relationships.

Regarding digital gaming, no significant difference was found in cognitive, emotional, and
behavioral factors between different living environments. This indicates that the type of living
environment does not have a decisive impact on these psychosocial factors or that the impact is not

statistically significant.

Examining internet addiction rates based on participants' residence types, no differentiation is
evident. There is no significant distinction between the place participants connect to the internet and
their levels of internet addiction. However, loneliness appears to emerge as a factor fueling internet
addiction (Balc1 & Giilnar, 2009).

No significant difference was found in terms of overall internet addiction between users of
smartphones and computer users. However, meaningful differences were identified in the negative
social impact sub-factor. Smartphone users scored lower in the negative social impact factor

compared to computer users.

Between smartphone users and computer users, significant differences were found in digital
gaming and cognitive, emotional, and behavioral factors. Smartphone users scored lower in digital
gaming and its sub-factors compared to computer users. This suggests that smartphone usage may be
associated with these factors, or the differences in these factors may be linked to the type of device.
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As the features of easily portable mobile devices such as smartphones and tablet computers
are enhanced, and access networks become more widespread and strengthened, the time allocated for
internet use is expected to continue being a significantly increasing risk factor for internet addiction
(Young, 1998). According to the findings of the study conducted by Demirer et al. (2011), an increase
in the time spent on the computer leads individuals to adapt their minds more to the computer or

game, resulting in behavior of being unable to detach from the game.

No significant relationship was found between age and internet addiction. However, there is
a negative effect of age on loss of control. This suggests that as age increases, the loss of control may
decrease, or the loss of control may change with age. There is no relationship between age and internet
addiction. This finding is consistent with studies in the literature, such as Kocak (2014) and Goksel
and Caz (2016).

No significant relationship was found between personal monthly income and internet
addiction, loss of control, the desire to stay online, and negative social impact. This indicates that, in
general, there is no statistically significant relationship between personal monthly income and the

examined internet addiction.

Similarly, no significant relationship was observed between personal monthly income and
digital gaming, cognitive, emotional, and behavioral factors. This suggests that the relationship
between personal monthly income and these factors is not statistically significant. Consequently,
these findings indicate that personal monthly income is not directly associated with internet addiction

and psychosocial factors.

Studies conducted on high school students have found that as family income increases, the
level of digital game addiction significantly increases (Goldag, 2018). Cavus et al. (2016) conducted
a study with university students and found that as family income increases, the level of addiction also
increases. In Horzum's (2011) study, it was concluded that as the socio-economic level of the family

increases, students' levels of digital game addiction also increase.

This study aimed to examine the complex relationships between internet addiction, digital
gaming, and various demographic factors. The analyses revealed a positive relationship between
internet addiction and digital gaming. Internet addiction is significantly and positively associated with
cognitive, emotional, and behavioral factors, indicating that internet addiction is not merely a problem
of technology use but can also influence an individual's cognitive processes, emotional state, and

behaviors.

153



When examining the relationships between participation in sports activities and digital
addiction, it was observed that engaging in sports could contribute to more controlled internet use
and limit the tendency to play digital games. Sports activities, particularly, may have a positive impact
on an individual's inclination toward digital gaming. Individuals involved in sports show less
inclination towards digital games and are observed to be advantageous in terms of psychosocial
health.

In conclusion, this research elucidates the intricate relationships between internet addiction,
digital gaming, and influencing factors. These findings may contribute to understanding various

variables affecting digital addiction and assist individuals in making informed choices in this regard.
Recommendations

Longitudinal and Large-Scale Studies: Conducting long-term and large-scale studies would
support the findings of this research and lead to more generalizable results. Such studies could shed

light on how internet addiction, digital gaming, and associated factors evolve over time.

In-depth Investigations on Children and Adolescents: A similar study could delve more
deeply into the relationships between internet addiction and digital gaming among children and
adolescents. Given their increased interaction with digital environments, these age groups may

warrant special attention.

Exploration of Protective Factors: Further exploration of protective factors that may mitigate
internet addiction and gaming habits could be beneficial. Factors such as family communication

patterns, sports activities, and educational levels could be emphasized.

Educational Use of Digital Games: Investigating the educational use of digital games could
open up a different research area to evaluate the cognitive, emotional, and behavioral effects of these

games.

Cross-Cultural Interactions: Expanding the study to individuals from different cultures could
provide insights into how cultural differences impact tendencies toward internet addiction and

gaming.

Social Support and Counseling Services: Research focusing on evaluating the effectiveness
of social support and counseling services for individuals and families struggling with internet
addiction could be explored. This could contribute to identifying effective strategies for combating

addiction.
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Development of Educational Programs: Developing educational programs on digital literacy
and internet usage for children, teenagers, and families could be recommended. These programs could
focus on promoting healthy digital habits and preventing internet addiction.

Limitations

Participant Profile: The participants in this study are limited to a specific geographical region

or demographic group.

Measurement Tools: The reliability and validity of the measurement tools used can affect the
accuracy of the data obtained, which may influence the interpretation of results related to internet

addiction and digital gaming behaviors.

Cross-Sectional Design: The research is based on a cross-sectional design, which may limit
the ability to capture changes in relationships over time.

Cross-Sectional Analysis: The study presents an analysis of surveys conducted at a specific

point in time and cannot capture changes over time.

Voluntary Participation: The voluntary nature of participant involvement may affect the
representation of the sample.

Self-Reported Data: The research relies on self-reported data from participants.
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