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Investigation of the Effects of Player Motivation on Sustainable Consumption
Behavior: The Mediation Role of Leisure Satisfaction?

Abstract
The main purpose of this research is to measure the effect of online player motivation on sustainable

consumption behavior. At the same time, it will be tested whether the leisure satisfaction levels of online
players play a mediating role in this effect. The study sample consists of 387 participants who play online
games. In the survey form applied to the participants, there are 18 statements to measure player motivation,
19 statements to measure leisure satisfaction, and 17 statements to measure sustainable consumption
behavior. The last section includes questions regarding demographic variables. In data analysis, descriptive
statistics, reliability, and normality tests were tested using the IBM SPSS (Statistical Package for the Social
Sciences) 21 package program. Confirmatory Factor Analyzes (CFA), and Path analysis of the study were
carried out using the IBM SPSS AMOS 24 package program. In the study, the fit of the data set to the models
expressing the variables was tested with CFA. The modification indices resulting from the CFA analysis were
examined, and corrections were made for the models. After modification, model fit values were examined,
and it was observed that the model fit of the data set was at an acceptable level. Additionally, the study
findings were evaluated by testing the hypotheses established by creating a path analysis. According to the
research results, the total effect of game motivation on sustainable consumption behavior was found to be
statistically significant (f=0.506; p<0.01). A positive path coefficient was obtained between game
motivation and leisure satisfaction (=0.866; p<0.01). The indirect effect between gaming motivation and
sustainable consumption behavior was obtained as 0.343, and the 95% confidence interval was 0.062-0.590.
Since this range did not include the value 0 (zero), the indirect effect was found to be statistically significant.

Keywords: Sustainable consumption behavior, online player motivation, leisure satisfaction

Oyuncu Motivasyonunun Siirdiiriilebilir Tiiketim Davranisi Uzerinde
Etkilerinin Incelenmesi: Serbest Zaman Doyumunun Aracilik Rolii2

0z

Bu arastirmanin temel amaci, gevrimigi oyuncu motivasyonunun sirddirilebilir tiiketim davranigina etkisini
6lgmektir. Ayni zamanda, gevrimigi oyuncularin serbest zaman doyum diizeylerinin bu etkide aracilik rolt
sttlenip Ustlenmedigi de test edilecektir. Calisma Orneklemi, online oyun oynayan 387 katilimcidan
olugsmaktadir. Katilimcilara uygulanan anket formunda; oyuncu motivasyonunu 6lgmeye yonelik 18 ifade,
serbest zaman doyumunu 6lgmeye yonelik 19 ifade ve siirdiiriilebilir tiketim davranigini 6lgmeye yonelik 17
ifadeye yer verilmistir. Son bélimde ise demografik degiskenlere yodnelik sorulara yer verilmistir. Veri
analizinde tanimlayici istatistikler, glivenilirlik ve normallik testleri IBM SPSS (Statistical Package for the Social
Sciences) 21 paket programi kullanilarak test edilmistir. Calismanin Dogrulayici Faktor Analizleri (DFA) ve Yol
analizleri ise IBM SPSS AMOS 24 paket programi araciliiyla gerceklestirilmistir. Calismada DFA ile veri setinin
degdiskenleri ifade eden modellere uyumu test edilmistir. DFA analizi neticesinde olusan modifikasyon
indeksleri incelenmis ve modellere yonelik dizeltmeler yapilmistir. Modifikasyon sonrasi model uyum
degerleri incelenmis ve veri setinin model uyumunun kabul edilebilir diizeyde oldugu gbzlenmistir. Ayrica,
yol analizleri olusturularak kurulan hipotezler test edilerek calisma bulgulari dederlendirilmistir. Arastirma
sonucuna gore, oyun motivasyonunun siirdirilebilir tiketim davranisi Gzerinde toplam etkisi istatistiksel
olarak anlaml bulunmustur (=0,506; p<0,01). Oyun motivasyonu ile serbest zaman doyumu arasinda
pozitif bir yol katsayisi elde edilmistir (B=0,866; p<0,01). Oyun motivasyonu ile sirdirilebilir tiiketim
davranigi arasinda dolayli etki 0,343 ve %95 giiven araligi 0,062-0,590 olarak elde edilmis ve bu aralik 0
(sifir) dederini icermedidi icin dolayli etki istatistiksel olarak anlamli bulunmustur.

Anahtar Kelimeler: Sirdrilebilir tiiketim davranisi, online oyuncu motivasyonu, serbest zaman doyumu

! Ethical approval for this study was obtained from the Sinop University Human Research Ethics Committee with decision number 2023/89,
dated 28 April 2023.

2 Bu galisma igin etik kurul onayi, Sinop Universitesi insan Aragtirmalan Etik Kurulu tarafindan 28 Nisan 2023 tarihli ve 2023/89 sayili karar
ile alinmigtir.
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I Investigation of the Effects of Player Motivation on Sustainable Consumption Behavior: The Mediation Role of Leisure Satisfaction

Introduction

It is possible to specify that a basic factor that shapes life in every area where a person exists
is needed. It can be stated that the vital elements established on production and consumption
are to respond to needs at both individual and social points. Can be expressed as that the
basic principle on which the social formation based on progress has been based since the
beginning of the 19th century is the concept of production shaped by needs and desires
(Dogan et al., 2015, p.661). In this context, it is necessary to consider the conjectural
situation in which the concept of need evolved. Today, what is needed and what is desired
is a controversial situation.

The new world order that emerged considering the developments experienced after World
War II has been stated to be built based on the process of ‘production of consumption’
(Featherstone, 1996). Can be expressed as follows the definition formed with this new
situation regarding the concept of consumption shapes and transforms the consumption
behaviors of individuals. Therefore, the sustainability of consumption, which is thought to be
shaped by the level of need, emerges as another topic of discussion. It can be emphasized
that the consumption trend that businesses try to direct using marketing elements should be
carried to a sustainable point. Elements that direct the consumption phenomenon that directs
production should be reviewed.

The concept of play is considered socialization that dates to ancient times for human beings.
However, it can be stated that it has undergone a factual change today, especially because
of the digitization of game instruments and their transfer to electronic environments such as
television screens and computer monitors. The concept of play, which in the recent past was
carried out by people communicating face-to-face on a spatial level, but had a limited
duration and frequency, can now be played by individuals who do not know each other at
all, independent of space and duration. Games can be used as powerful tools to influence
sustainable consumption behaviours. Methods such as awareness raising, education, rewards
and community support can help players develop more conscious and responsible
consumption habits regarding sustainability. Therefore, the concept of play can positively
impact sustainability goals.

Human life has become easier with technological developments to find a place in the life
practices of individuals. However, with these mentioned conveniences, the time spent by
human beings on entertainment and leisure activities has also increased, as it is thought that
they have more free time in life. It is possible to see the concept of entertainment within
changing life practices considering technological development. In this context, technological
developments, which have led to changes in many entertainment activities, have also
triggered structural changes in the game phenomenon of human beings trying to socialize.
Express online game platforms are developing rapidly due to reasons such as the proliferation
of technological devices, making life easier in many areas of life and being more economically
accessible.

With the developments in information technologies, individuals have started to use
technology-based instruments in their free-time activities. In this context, the concept of free
time covers a limited period in the individual's life. Free time can be defined as an individual's
journey of enlightenment throughout their life (Carr, 2017, p.138). Free time satisfaction is
defined as the positive feeling that individuals obtain because they participate in free-time
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activities to meet their individual needs (Seigenthaler, 1997). Therefore, determine the level
of satisfaction individuals have in their free-time activities with free-time satisfaction (Du
Cap, 2002, p.139).

In the light of this information, the research problem is to investigate the different factors
that affect sustainable consumption behaviour. In this study, the concept of player motivation
was focused on and used as an independent variable. In addition, the mediating effect of
leisure time satisfaction on the effect of player motivation on sustainable consumption
behaviour was examined and the mediating effect of a different variable in the relationship
between the independent variable and the dependent variable was mentioned.

Factors that trigger consumption habits are an important research topic. In this context, the
online player motivation that constitutes the subject of this study can be associated with the
phenomenon of sustainable consumption. Whether leisure satisfaction has a mediating role
in this relationship is also debatable. In this context, the aim of the study is to test the
concept of player motivation, which is thought to have a possible effect on sustainable
consumption, and whether leisure satisfaction mediates the formation of this effect. The
model put forward in line with the aim of the study will provide a different perspective on
the sustainability phenomenon. This study is thought to close an important gap in the
literature by addressing player motivation, which is accepted as a new phenomenon for the
sustainability phenomenon, together with a mediating variable.

The concept of sustainable consumption behaviour has recently been included in the
literature as a concept that is frequently researched based on the sustainability phenomenon.
However, since the factor of player motivation is not included in the domestic literature and
the mediating effect of leisure satisfaction is not included in the studies on sustainable
consumption behaviour, it is thought that this study will fill an important gap in both domestic
and international literature and provide a guide for other researchers.

After the theoretical background was established with the conceptual framework and
literature information about all three variables, quantitative analysis was carried out. Within
the framework of quantitative analysis, descriptive statistics, normality test, and reliability
analyses were performed through the SPSS 21V package programme. To validate the scales
used for the data set, the scale expressing each variable was validated with CFA. With the
use of validated scales, the relationship between the effect of player motivation on
sustainable consumption behaviour and structural equation modelling (SEM) was examined
using the AMOS 24V package program. The mediation effect of the relationship was tested
using the same package programme.

1. Literature Review
1.1. Game Motivation
Players have various factors that influence their motivation to play games. These factors can

affect players' game playing tendencies, experiences, and behaviours. One of the theoretical
frameworks put forward to determine gaming motivation is Self-Determination Theory.
According to this theory, is expressed as autonomy, competence, relatedness, and
autonomous self-management are the elements that meet the needs of everyone. In the
conceptual framework, the need for autonomy is expressed as whether the individual can
control his/her actions and, whether he/she is free or subject to coercion in this regard.
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Competence, on the other hand, can be stated as an individual’s need to see himself/herself
as sufficient in terms of being able to cope with the events that occur in his/her environment
or surroundings (Deci et al., 1996). It can be stated that the need for relatedness constitutes
the need for social relationships that are satisfying and supportive. People who are aware of
their desires and know that they can achieve these desires can establish control over their
life practices and organize themselves accordingly. In this context, it can be said that
individuals who achieve this have autonomous self-management (Ryan and Deci, 2000).

Self-determination theory advocates two types of motivation and offers suggestions in this
direction. These suggestions are both intrinsic and extrinsic motivation. Intrinsic motivation
refers to an individual's desire to perform a behaviour that originate from their own
psychological needs. When compared to extrinsic motivation, the intrinsic motivation element
can be expressed as an individual's desire to participate in the activity in line with their own
interests. Extrinsic motivation, on the other hand, refers to the individual's desire to perform
the behaviour not for their own desire, but because of external guidance (such as reward or
punishment) to achieve a result (Deci and Ryan, 1985). In other words, individuals motivated
by external factors do not represent a tool for reaching the goal of their own pleasure (Deci,
1975; Kruglanski, 1978). In this context, accept elements such as the elements in the game,
virtual economic unit, power of the player character, and points related to the game as
external factors that motivate the player.

Deci and Ryan (1985) mentioned amotivation as a third structure in their model. This
concept, which can be defined as a behavior performed without a specific reason, has been
likened to a kind of "learned helplessness" (Abramson et al., 1978). Amotivation refers to a
situation in which the previously existing internal and external motivating factors no longer
exist. Individuals who internalize this situation cannot make sense of the relationship
between the actions they perform and the results of these actions. Thus, they continue to
perform the activities they include in routine behaviors.

Considering the studies, it has been determined in the literature that the concept of
sustainability is the subject of studies with five main gamification functions that serve
different purposes in their contexts (Mabalay, 2025). These are: participation, playful
experience, motivation, social interaction, and sustainability awareness. This study used the
scale developed by Lafreniere et al. (2012) regarding game motivation. Within the framework
of the self-determination theory, the concept of game motivation / explained by intrinsic
motivation, integration, identity inclusion, introjection, external regulation, and amotivation.
The reliability and validity of the Turkish form of the player motivation scale was revealed by
Akin et al. (2015) in the study titled “Validity and Reliability of the Game Motivation Scale.”

As a result of the literature review, it was determined that game motivation is mainly
explained with the concept of gamification (Mabalay, 2025). As a result of a bibliometric
study in which 324 articles on gamification for sustainability were systematically reviewed
until 2023, the potential of gamification to drive sustainable change and achieve Sustainable
Development Goals is emphasised (Mabalay, 2025).

In the literature, the effect of gamification on sustainable consumption behaviours reveals
the existence of studies on shaping consumer preferences such as reducing food waste,
using public transport or cycling, saving energy, ensuring sustainable water consumption,
etc. (Kotsopoulos et al., 2018; Albertarelli et al., 2018; Casals et al., 2020; Krath and Von
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Korflesch, 2021). However, studies have ignored the satisfaction of individuals in leisure time
as a mediating variable. In this context, the study is thought to fill an important gap in the
literature. As Koivisto and Hamari (Koivisto and Hamari, 2019) state, more research is needed
to understand the long-term effects of gamification on sustainable behaviour change.

1.2. Leisure Satisfaction
When the root of the word "leisure" is examined, it is seen that the English word "leisure" is

derived from the Latin word "licere" meaning "to be free" (Cordes and Ibrahim, 1996). It can
be thought that individuals' desires to establish relationships with other people, belong to a
group, and be accepted due to their social life shape their behaviours. Therefore, can be
indicated activities carried out in free time contribute to socialization (Tezcan, 1993).

is expressed as the main determining factor regarding the activities performed during free
time is the desire to get away from work stress (Demir et al., 2013, p.2). In this context,
free time refers to the liberation of individuals by getting rid of work, life difficulties or some
responsibilities, in other words, by overcoming certain restrictions (Haller et al., 2013;
Hemingway, 1996; Torkildsen, 1999). Therefore, the activities performed during free time
may vary from individual to individual. Today, discuss the existence of many factors
regarding how individuals evaluate this period. According to Bammel (1996), activities
performed by individuals outside of work are based on psychological, sociological, economic,
and physical factors.

The level of meeting the needs that individuals determine regarding their free time, which is
thought to be their own, can be expressed as free time satisfaction. It is possible to express
the perception level formed regarding the completion of conscious or unconscious activities
performed in free time or the meeting of expectations reveals free time satisfaction (Demir
et al., 2013). Leisure satisfaction of individuals can be affected by many factors. These
factors can be expressed as demographic, socio-cultural, psychological, and economic factors
(Iso-Ahola and Weissinger, 1990; Siegenthaler and O'Dell, 2000). A literature review shows
that free time satisfaction levels are affected by the socio-economic and socio-cultural
characteristics of the individual (Iso-Ahola and Weissinger, 1990; Wanget al., 2008). At the
same time, it has been stated that the voluntary participation of individuals participating in
leisure activities and the level of enjoyment they receive from these activities are also
important factors (Lysyk et al., 2002; Ragheb and Beard, 1982).

Leisure satisfaction can be considered as a measure of an individual's ability to spend their
free time satisfactorily. Individuals with high leisure satisfaction are more satisfied with their
lives and look more positively at their environment. Therefore, leisure satisfaction can have
a positive effect on sustainable consumption behaviour. According to Beard and Rahgeb
(1980), leisure satisfaction is expressed as the positive perception and emotion gained
because the activity participated in this period. Individuals who are satisfied with their leisure
activities are expected to continue these activities (Riddick and Stewart, 1994). As a result
of the literature review, it was stated that the level of leisure satisfaction increases as
individuals regularly participate in free time activities. However, owing to human nature,
individuals may also experience boredom and reach satisfaction (Choi and Yoo, 2017;
Hribernik and Mussap, 2010; Lee and Zhang, 2010: Serdar et al., 2018). In this context, it
can be considered that the actions performed in leisure time have a mediating effect on the
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formation of the expected positive situation by achieving individual satisfaction. In this study,
by measuring the effect of player motivation level on sustainable consumption behaviour by
associating it with leisure time satisfaction, it can be emphasized that the expected positive
consumption behaviour can be managed by those concerned by manipulating its reflection
on the concept of sustainability if the level of satisfaction obtained from leisure time activities
is increased.

In a bibliometric study in which 2649 studies on leisure time in the period covering the years
1929-2022 and 565 studies on leisure time in the period 1955-2022 were analysed in the
international literature, the concept of motivation was included among the frequently used
keywords, but the concept of sustainable consumption was not found (Bulut et al., 2024).
When the studies examining the mediating effect of the concept of leisure satisfaction were
examined, it was seen that it was associated with different concepts in different subjects
(Montgomery, 2016; Chang et al., 2019; Yu et al., 2024; Terzi et al., 2024; Kose et al., 2025).
In this context, this study, which emphasises the relationship between leisure time
satisfaction and sustainable consumption, can be considered to fill a gap in the literature.

1.3. Sustainable Consumption Behaviour

Sustainable consumption behaviour can be expressed as consumption behaviour that
supports environmental and social sustainability. This behaviour can be summarized as an
effort to reduce both resource use, waste, and pollution. Sustainable consumption can
provide significant positive outcomes at individual, social, and global levels. In this context,
it can be stated that it causes individuals to think about consumption before and during
consumption and to rebuild their consumption behaviour patterns based on this
phenomenon. In this respect, it can be thought that consumers tend to make decisions that
include environmental factors during the purchasing decision stage such as whether to buy
or not, which brand to buy, etc. during the purchasing decision stage (Laroche et al., 2010,
p.207).

To encourage sustainable consumption, the OECD (2002) established general principles with
criteria such as recycling, life cycle, and the use of eco-products in a report published in
2002. In this direction, the OECD recommends and encourages sustainable consumption to
be addressed in three dimensions: economic, social, and environmental. The dimensions of
sustainable consumption were first used by former Japanese Prime Minister Junichiro Koizumi
at the G8 summit in 2004 as at 3R concept (reduce, reuse, and recycle) (Visvanathan and
Kumar, 2007).

The concept of sustainable consumption has been defined by some researchers alone
(Seyfang, 2006; Hume, 2010; Spaargaren, 2011) and by others together with the concept
of sustainable production (Nash, 2009; Clark, 2007; Spangenberg et al., 2010). This is
because the concepts of production and consumption are intertwined (Dogan et al. 2015,
p.661). Kiraci and Kayabasi (2010) mentioned the existence of two dimensions of the concept
of sustainable consumption. These are called superficial (spurious) sustainable consumption
behaviour and real (real) sustainable consumption behaviour. Superficial sustainable
consumption behaviour refers to obtaining economic benefits through this consumption
behaviour. The main reason for this is the relationship between consumption and production.
In contrast, economic benefits are not at the forefront in real sustainable consumption
behaviour. Ozgiil (2010) addressed sustainable consumption in two dimensions tendency to
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save and environmental orientation. According to Ozgiil, the tendency to save is preferred
over the tendency to protect the environment directly. It is possible to specify that saving is
more effective on sustainable consumption behaviour (Ozgiil, 2010).

Several studies have been conducted on the concept of sustainable consumption. As the
concept of sustainability has been the focus of attention in many different disciplines, the
number of studies has increased. In a study, Seyfang (2006, p.324) defined sustainable
consumption as a consumption model that meets the basic needs of individuals increases
their quality of life, and provides the opportunity for future generations to meet their needs
as well as a behavioural pattern in which substances that may harm human and social health
are used at a minimum level. Hansen and Schrader (1997, p.459) state that sustainable
consumption can be explained by avoiding consumption as much as possible, reducing
consumption quantitatively, preferring and consuming ecological products, and paying
attention to the fact that at least one of the consumed products is an ecological product.

The concept of sustainability has been frequently studied and analysed by different
disciplines in recent years (Pivec and Hsu, 2020; Luger-Bazinger and Hornung-Prahauser,
2021; Douglas and Brauer, 2021; Choi et al., 2022; Chen et al., 2022; Erten et al., 2022; Al-
Mulla et al., 2022; Baranyi et al., 2023; Bucchiarone et al., 2023). Between 1996 and 2024,
430 academic articles in the Web of Science database were analysed. When the keywords
used in these studies were analysed, it was determined that the concept of purchase
intention came to the fore (Ustiiner and Canoglu, 2025). It was stated that the conceptual
framework of the sustainability title discussed in these studies consists of concepts such as
environmental sustainability, green consumerism, and planned behaviour theory.

The subject of this study is based on the determination of the relationship between game or
player motivation and sustainable consumption behaviour. Changes in the life practices of
individuals can also be taken into consideration to direct consumption behaviours, which are
thought to continue to increase rapidly today, in a positive direction. In this context, the
attitudes and behaviours of individuals in their leisure time have also changed, considering
the increasing game-playing time or the increase in the number of individuals playing games.
Therefore, another factor affecting the consumption phenomenon is player motivations.
Another important issue here is the extent to which individuals who play games in their free
time reach satisfaction during this time. As a result of the literature review, it was determined
that there is a gap in this issue. The main factor that constitutes the fiction of the study is
the presence or absence of the role of the mediating variable in the effect of the independent
variable on the dependent variable. The effect of an unsatisfied leisure time activity on
sustainable consumption may not be understood alone. Therefore, it may be important to
consider the nature of the leisure activity, the benefit it provides to the individual, etc., and
to determine its effect on the model. After all these statements, whether the player
motivation, which is defined as an independent variable, can influence sustainable
consumption behaviour was tested with the mediating effect of leisure satisfaction.

2. Research Methods

Player motivation was the independent variable in this study. We measure whether
sustainable consumption behaviour, which is the dependent variable of the study, is affected
by the player’s motivation level. In addition, we measured whether the level of leisure
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satisfaction plays a mediating role in this effect. Confirmatory factor analysis (CFA) and
Structural Equation Model (SEM) were conducted to test the research model and hypotheses.
IBM SPSS 21.0 and IBM SPSS AMOS 24.0 were used to transfer the collected survey data to
the computer and conduct the analyses.

In this study, which attempted to measure the effect of player motivations on the sustainable
consumption behaviours of consumers and examined the mediating effect of leisure
satisfaction, a quantitative research method was preferred to test the research model and
hypotheses. The study sample consisted of individuals who played online games, and
convenience sampling and snowball sampling were selected as sampling methods. The
survey form was shared with participants via Google Doc.

A survey form was used in this study. The participants who participated in the survey were
sent a link to the survey form prepared via Google Docs. The information text regarding the
voluntary nature of participation in the survey and the ability to withdraw at any time was
stated in writing at the beginning of the survey form. Participants have the right to click on
the "I approve" or "I do not approve" tabs because of detailed information about the survey
study. Participants who approve can proceed to other sections of the survey. Participants
who do not approve cannot proceed to other sections.

The survey form used in this study consists of four sections. In the first section, the ‘Player
Motivation Scale,” which consists of 18 statements and 6 factors is used to measure players
motivations for playing online games. The reliability and validity of the Turkish form of the
player motivation scale determined by Lafreniere et al. (2012) was revealed in the study
titled “Validity and Reliability of the Game Motivation Scale” by Akin et al. (2015). The game
motivation variable was explained using the dimensions of intrinsic motivation, integration,
identity inclusion, introjection, external regulation, and amotivation. The amotivation
dimension was reverse coded because it contained negativity related to the concept. In the
second section participants' sense of satisfaction with their free time was measured. In this
context, 5 factors and 19 items on the free time satisfaction scale were included. The relevant
scale was developed using the ‘Free Time Satisfaction Scale’ developed by Beard and Raghep
(1980). The adaptation of the scale to Turkish and its validity and reliability were presented
by Gokce and Orhan (2011) in a publication titled ‘Turkish Validity and Reliability Study of
the Leisure Time Satisfaction Scale.” Leisure time satisfaction, the mediator variable of the
study, was explained by six factors: psychology, physiology, education, social, relaxation,
and aesthetics. Of these factors, the items of the ‘Physiology’ factor and one item of the
‘Aesthetics’ factor were excluded from the study since they were not appropriate for the
study and were used. In the third section, the ‘Sustainable Consumption Behaviour Scale,’
which consists of 17 statements, was used to measure participants sustainable consumption
behaviour. The sustainable consumption behaviour developed by Dodan et al. (2015) was
explained through 17 items with the factors of environmental awareness, non-essential
purchasing, savings and reusability. Since the “non-essential purchasing” factor had a
negative effect on the variable, it was included in the data set with reverse coding. The last
section of the survey included demographic items of the participants. The participants: The
items included gender, age group, income level, occupation, average daily time spent playing
the game and the three most frequently played games. The items in the scales were rated
on a 5-point Likert scale. On the scale, "1-Strongly Disagree" and "5-Strongly Agree."
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3. Results

Kurtosis and skewness coefficients were calculated to test the normality assumption
regarding the scale items. The literature states that skewness and kurtosis coefficients should
be between -3 and +3 (Kline, 2005). When the data set was examined, the kurtosis values
(-0.888-0.518) and skewness values (-1.038-0.452) varied between -2 and +2.

Table 1. Cronbach’s Alpha Reliability Analysis of Scales

Scale Cronbach’s Alpha

0.822

Intrinsic Motivation 0.789

Integration 0.754

Incorporating into Identity 0.839

Player Motivation Scale Introjection 0.805
External Regulation 0.793

Amotivation 0.789

0.947

Psychological 0.805

Educational 0.828

Leisure Satisfaction Scale Social 0.868
Relaxation 0.902

Aesthetic 0.941

0.803

Environmental Awareness 0.890

Non-Necessary Purchasing 0.871

Sustainable Consumption Behaviour Scale Savings 0.880
Reusability 0.701

Cronbach's alpha was used to test the scales used in the study. A Cronbach's alpha value of
0.7 and above is considered sufficient for the reliability of a measurement tool by Hair et al.
(1998). As shown in Table 1, the Cronbach's alpha internal consistency reliability coefficients
of the Gaming Motivation Scale, Leisure Satisfaction Scale, and Sustainable Consumption
Behaviour Scale sub-dimensions were greater than 0.70. In this context, the scale is reliable.

3.1. Descriptive Statistics

A frequency table was created to determine the gender, age range, income level, occupation,
daily average game playing time range, and the three most played game preferences of the
participants in the study. As seen in Table 2, 41.1% (n=159) of the participants in the sample
were female and 58.9% (n=159) were male.

When the age group range of the participants was examined, it was seen that there were
more participants aged 18-24 are more (41.9%) than the other age groups. The smallest
age group was 46 years and above, with 9.3% (n=36). When the income level range of the
participants was examined, it was observed that the participants had a monthly income of
15,001-20,000 TL with 26.1% (n=101). The smallest number of participants was 30,000 TL
and above with 8.5% (n=33). When the occupational groups of participants were examined,
it is seen that 23.8% (n=92) were technicians and 3.9% (n=15) were engineers. The
percentage of participants belonging to the other occupational groups was 15.2% (n=59).
Considering the average daily time spent on digital games, it was found that 35.4% (n=137)
spent less than 1 h, and 32.6% (n=126) spent 1-2 h.

In the survey form, the participants were asked to indicate the three games they played the
most. Some participants frequently preferred one game, some preferred two games and
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others preferred three games. The total number of specified games was 744. 14, and the
remaining games were collected under the title of the other. According to the frequency
analysis, it was observed that the most frequently preferred game among the named games
was PUBG (PlayerUnknown's Battlegrounds) with 16.13% (n=120), followed by 101 Okey
Plus with 13.17% (n=98). The descriptive statistical values of the participants are given in

table above.

Table 2. Descriptive Statistics

Category Frequency PER (%)
Gender 387 100
Female 159 41.1
Male 228 58.9
Age Range 387 100
18- 24 old 162 41.9
25- 31 old 89 23.0
32- 38 old 60 15.5
39- 45 old 40 10.3
46 old and up 36 9.3
Income Level 387 100
Under 10.000 TL 81 20.9
10.001-15.000 TL 56 14.5
15.001-20.000 TL 101 26.1
20.001-25.000 TL 79 19.9
25.001-30.000 TL 39 10.1
Above 30.000 TL 33 8.5
Occupation Group 387 100
Technician 92 23.8
IT worker 27 7.1
Nurse 11 2.8
Teacher-Academician 52 13.4
Tradesman 20 5.2
Security Personnel 16 4.1
Student 64 16.5
Salesperson 31 8.0
Engineer 15 3.9
Other 59 15.2
Average Daily Game Play Time 387 100
Less than 1 hour 137 354
1-2 hours 126 32.6
2-3 hours 54 14.0
3-4 hours 48 12.3
4-5 hours 15 3.9
More than 5 hours 7 1.8
Frequently Played Games 744 100
101 Okey Plus 98 13.17
FIFA 16 2.15
PES 21 2.82
PUBG 120 16.13
Call of Duty 18 2.42
League of Legends 77 10.35
Valorant 33 4.44
CSs2 34 4.57
Clash of Clans 24 3.23
Candy Crush 47 6.32
Word Games 26 3.49
Backgammon and Card Games 22 2.96
Farmville 17 2.28
Clash of Royal 20 2.69
Others 171 22.98

3.2. Confirmatory Factor Analyses (CFA)
It is possible to see good and acceptable fit values in the table below. The fit values obtained
from the analyses performed in this study must be within the fit value range shown in Table

3.
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Table 3. CFA Fit Values

x2/df SRMR RMSEA CFI GFI TLI NFI
Good Fit Values <3 <0.05 <0.05 >0.95 >0.95 >0.95 >0.95
Acceptable Fit Values <4-5 <0.08 <0.08 >0.90 >0.90 >0.90 >0.90

Kaynak: (Hair et al., 1998; Hu and Bentler, 1999; Bentler and Bonett, 1980; McQuitty, 2004; Giirbliz and Sahin, 2016; Kline, 2005; Raykov and Marcoulides,
2006; Schumacker and Lomax, 2004)

3.2.1. Gaming Motivation Scale CFA

CFA was applied to the gaming motivation scale, the validity and reliability of which have
been demonstrated by Akin et al. (2015). As a result of the analysis, although CMIN/DF from
the goodness of fit values was within acceptable fit values, it was observed that other fit
values were below acceptable values. Therefore, the modification indices were examined.

Table 4. Game Motivation Scale CFA Fit Values

X2 df x2/df SRMR RMSEA CFI _ GFI _ TLI _ NFI
Model Fit Values 501.476 120 4.179 0.072 0091  0.888 0.876 0.857 0.859
Model Fit Values After 218670 75 2916  0.059  0.070 0945 0932 0.923 0.920
Modification

As a result of the examination, it was suggested by the model that some items belonging to
the factors should be removed from the model due to the high correlation coefficient with
the items belonging to other factors. In this context, the following items were removed from
the external regulation factor: “To win in-game awards and trophies or to increase the levels
and experience points of characters/avatars”, the integration factor: “Because it suits my
personality,” and the identity-adding factor: “Because it has personal importance.” The model
was run again, and the analysis was performed. It was determined that the resulting fit
values were within the range of good fit and acceptable fit, as shown in Table 4.

In this context, this model has been validated for measuring gaming motivation. The
standardized coefficients of the gaming motivation scale and CFA analysis model are shown
in Figure 1.

Figure 1. Gaming Motivation Scale CFA (Standardized Coefficients)
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3.2.2. Sustainable Consumption Behaviour Scale CFA

CFA was applied to the sustainable consumption behaviour model created by Dogan et al.
(2015) and expressed the dependent variable of the study. As a result of the analysis,
although the goodness of fit values of CMIN/DF, RMSEA, CFI and TLI were within acceptable
fit values, modification indices were examined because the RMSEA, GFI and NFI values were
below acceptable values.

After the examination, the item "I use energy-saving light bulbs at home" belonging to the
Savings dimension, was removed from the scale because of its high level of correlation with
other factor sub-items. After the removal, the model was repeated.

Table 5. Sustainable Consumption Behaviour Scale CFA Fit Values
x> df x2/df SRMR RMSEA CFI  GFI TLI NFI

Model Fit Values 397.889 113 3.521 0.053 0.081 0.919 0.892 0.902 0.891

Model Fit Values After Modification ~ 235.756 96 2.456 0.048 0.061 0.956 0.932 0.945 0.929

After analysis, a modification table was created. As a result of the examination, the model
suggested covariance links between the error terms e38 and e39 of the environmental
sensitivity dimension and e45 and e47 of the non-essential purchase dimension. The model
was reanalyzed after covariance links were created. As seen in Table 5, it was determined
that the fit values were within the range of good to acceptable fit values.

In this context, this model has been validated to measure sustainable consumption
behaviour. The standardized coefficients of the sustainable consumption behaviour scale and
the CFA analysis model are shown in Figure 2.

Figure 2. Sustainable Consumption Behaviour Scale CFA (Standardized Coefficients)
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3.2.3. Leisure Satisfaction Scale CFA

CFA was applied to the leisure satisfaction model, which was shown to be valid and reliable
by Gokce and Orhan (2011) and represents the mediator variable of the study. As a result
of the analysis, all fit values except for SRMR were outside the acceptable fit values.
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Therefore, the modification indices of the model were examined. In light of the information
provided below, the model was analyzed again after each item was removed or arranged.

Table 6. CFA Fit Values of the Leisure Time Satisfaction Scale
X2 df x2/df SRMR RMSEA CFI GFI TLI  NFI
Model Fit Values 861.637 142 6.068 0.063 0.115 0.875 0.805 0.850 0.855

Model Fit Values After Modification 267.388 77 3.473 0.042 0.079 0.957 0.919 0.941 0.941

After the examination, the items “My free time activities provide me with the opportunity to
try new things” and "My free time activities help me get to know myself” from the Educational
dimension, “My free time activities give me a sense of accomplishment” from the Psychology
dimension, and "I easily engage in free time activities because I like doing them” from the
relaxation dimension were removed from the model separately because they had high
correlation coefficients with other dimension items.

After removing the items from the model, the model analysis was repeated. According to the
maodification indices examined after the analysis, it was suggested to establish a covariance
connection between the error terms €27 and €28 and e29 and €30 belonging to the social
dimension, and between the error terms €31 and e32 belonging to the relaxation dimension.
As seen in Table 6, the fit values of the analyzed model because of inference and correction
were found to be within the range of good fit and acceptable fit values.

In this context, this model has been validated to measure leisure satisfaction. The
standardized coefficients of the leisure satisfaction scale and CFA analysis model are shown
in Figure 3.

Figure 3. Leisure Satisfaction Scale CFA (Standardized Coefficients)
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3.2.4. The Effect of Gaming Motivation on Sustainable Consumption Behaviour
To test the primary hypothesis of the study (Hi=Gaming motivation has a statistically
significant effect on sustainable consumption behaviour), the path diagram created was
tested using the IBM AMOS 24 Program. It is possible to see the model of the H: hypothesis
in Figure 4.
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Figure 4. Simple Effects Model of the Study
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After testing the level of fit of the data set to the models with the CFA analysis of the
measurement models of the independent and dependent variables, the research question
was tested using the latent variable structural model. The analysis results for the
measurement and structural models are presented in Table 7. According to the SEM results,
the effect of game motivation on sustainable consumption behaviour ($:=0.39; B2=0.51)
was statistically significant (p<0.001).

When the regression table is examined, the amotivation factors of the game motivation
variable and the non-essential purchase factors of the sustainable consumption behaviour
variable have negative factor loadings. The main reason for this can be attributed to the
negative meaning of the relevant dimensions of the variable. However, as seen in the table,
the factor with the highest effect on game motivation (0.906) was found to be extrinsic
motivation. Extrinsic motivation can be defined as escaping from the real world because it is
defined as being able to escape and get rid of a different factor, rather than the benefit
obtained from the activity in which the individual participates. In this context, the participants
are motivated to play games to separate themselves from negative situations and to purify
themselves from the problems they face. The low regression coefficient (0.581) of the
intrinsic motivation factor on game motivation also strengthens this situation. Table 7 shows
that the factor that has the highest effect on the explanation of sustainable consumption
behaviour is reusability (0.893). Therefore, the fact that the item subject to consumption is
reusable or suitable for recycling is attributed importance by consumers who play games. It
is seen that the factor with the lowest effect (0.243) on sustainable consumption behaviour
is the factor of non-essential purchasing. In this context, it was found by the participants
that the purchase of products that are not needed has a negative impact on sustainability.
Consumption habits reduce the sensitivity of consumers. When the SEM analysis result is
examined, it is determined that as the level of game motivation increases, there is an effect
(0.392) on sustainable consumption behaviour, and this effect is statistically significant. In
this context, players who play games in electronic or digital media should increase their game
motivation to manage sustainable consumption behaviour.

Table 7. Gaming Motivation Sustainable Consumption Behaviour Regression Table

B1 B2 S.E. C.R. p-value
Measurement Model
Intrinsic Motivation <-- Gaming Motivation 0.581 1
Integration <--  Gaming Motivation 0.861 1.487 0.175 8.481 <0.001
Incorporating into Identity <--  Gaming Motivation 0.69 1.438 0.174 8.283 <0.001
Introjection <--  Gaming Motivation 0.822 1.472 0.177 8.321 <0.001
External Regulation <--  Gaming Motivation 0.906 1.499 0.186 8.046 <0.001
Amotivation <--  Gaming Motivation -0.53 -1.092 0.155 -7.024 <0.001
Environmental Consciousness <--  Sustainable Consumption Behaviour ~ 0.693 1
Needless Purchasing <--  Sustainable Consumption Behaviour  -0.243 -0.327 0.089 -3.662 <0.001
Savings <--  Sustainable Consumption Behaviour ~ 0.718 1.225 0.137  8.933 <0.001
Reusability <--  Sustainable Consumption Behaviour  0.893 1.173 0.14 8.406 <0.001
YEM

Sustainable Consumption Behaviour ~ <--  Sustainable Consumption Behaviour  0.392 0.506 0.1 5.054 <0.001
B1: Standardized coefficients; B2: Unstandardized coefficients
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The primary hypothesis of the study is accepted, as mentioned above, and that the game
motivation levels of consumers who play games on digital platforms influence sustainable
consumption behaviour. In this context, the path analysis of the study using SEM as shown
in Figure 5.

Figure 5. Analysis of the Effect of Gaming Motivation on Sustainable Consumption Behavior
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Chi-Square test was performed to determine whether the demographic variables of the
participants in the data set significantly differentiate sustainable consumption behaviour in
different categories. Through the Chi-Square test (Giingér and Bulut, 2008, p.85), which is
used to determine whether there is a significant relationship between categorised variables,
an attempt was made to determine whether there is a significant difference between the
subgroups of the demographic variable in terms of the effect on the level of the dependent
variable. As seen in Table 8, none of the categorised demographic variables has a significant
(p>0.05) differentiated effect on the level of sustainable consumption behaviour. In this
context, it cannot be stated that there is different sustainable consumer behaviour due to
demographic variables. In this respect, the fact that the effect on the dependent variable is
explained by the game motivation and the mediating variable of leisure time satisfaction
makes a significant contribution.

Table 8. The Effect of Demographic Variables on Differentiation of Sustainable Consumption Behaviour

Chi-Square df p-value Result
Gender 246.313 233 0.26 No significant difference.
Age 976.763 932 0.15 No significant difference.
Occupation 2102.981 2097 0.46 No significant difference.
Daily Play Time 1218.859 1165 0.13 No significant difference.

3.2.5. Mediating Effect of Leisure Satisfaction Level

The mediator variable refers to the causal relationship between an independent variable and
a dependent variable, a third variable that is affected by the relevant independent variable
and affects the dependent variable (Islamoglu and Alniagik, 2016). Some criteria must be
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met to conduct the mediation test, which is statistically analyzed to prove the mediation
effect statistically (Baron and Kenny, 1986). The criteria are expressed as follows:

e The independent variable must significantly affect the dependent variable (c path).
e The independent variable must significantly affect the mediator variable (a path).

e When the mediator variable is included in the model in which the independent and
dependent variables are included, it must have a significant effect on the dependent
variable (path b). In such a case, if there is an insignificant relationship between the
independent and dependent variables, it is possible to talk about the existence of a
full mediation effect, and if there is a decrease in the relationship coefficient between
the independent and dependent variables, talk about the existence of a partial
mediation effect (path c’).

Figure 6. Model of the Study with Mediator Variable

Leisure Satisfaction

Sustainable
Gaming Motivation Consumption

Behavior

In this context, we propose the following hypotheses:
e H2: Gaming motivation has a statistically significant effect on leisure satisfaction.

e Hs: Leisure satisfaction has a statistically significant effect on sustainable
consumption behaviour.

e Ha: Leisure satisfaction mediates the relationship between gaming motivation and
sustainable consumption behaviour.

When the study is examined holistically, the model is formed as seen in Figure 6. In line with
the model suggestion, SPSS AMOS 24 statistical program was used to measure the Ha4
hypothesis. It has been suggested that the bootstrap method provides more reliable results
than Baron and Kenny's traditional method and the Sobel test (Giirbiiz and Sahin, 2016);
(Hayes, 2009). 5000 resample option was preferred in the bootstrap analysis. According to
the bootstrap results, the standardized effect of gaming motivation on sustainable
consumption behaviour through leisure time satisfaction is significant (B=0.343;
BootLLCI=0.062; BootULCI=0.590). The results are presented in Table 9. The lower
(BootLLCI) and upper (BootULCI) confidence interval values for determining the mediating
effect did not include the value 0 (zero). These results show that leisure satisfaction has a
mediating effect on the relationship between gaming motivation and sustainable
consumption behavior. Thus, H4 was supported.
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Table 9. Structural Model Analysis Results

Predictor Variables Outcome Variables
Game Motivation (path c)

Leisure Satisfaction Sustainable Consumption Behavior
B SH B SH

R2 - - 0.506* 0.100
Game Motivation (path a) - - 0.154
R2 0.866* 0.103 -
Game Motivation (path c') 0.666 -
Leisure Satisfaction (path b) - 0.074* 0.141
R2 - 0.438* 0.138
Indirect Effect - 0.227
Predictor Variables - 0.343* (0.062-0.590)

*p<0.001

The total effect of game motivation on sustainable consumption behaviour was statistically
significant (B=0.506; p<0.01). In this context, 15.4% of sustainable consumption behaviour
is explained by play motivation (R2=0.154) and the model is significant at 99% confidence
interval (p<0.01). In addition, a positive path coefficient was obtained between play
motivation and leisure satisfaction (=0.866; p<0.01), and it was determined that 66.6% of
leisure satisfaction was explained by play motivation (R?=666), and the model was significant
at a 99% confidence interval (p<0.01).

As seen in Table 9, the effect of play motivation on sustainable consumption behaviour
without a mediating variable (B=0.506) decreased compared to the effect after the mediating
variable was included in the model (B=0.074). In this context, it is possible to talk about the
mediating effect of leisure satisfaction. As it can be understood from the Bootstrap test, the
indirect effect between gaming motivation and sustainable consumption behaviour is 0.343,
and the 95% confidence interval is 0.062-0.590, and since this interval does not contain the
value 0 (zero), the indirect effect is statistically significant. Within the framework of all
findings, leisure satisfaction has a mediating role in the effect of player motivation on
sustainable consumption behaviour, and hypothesis H4 is accepted.

Discussion and Implications

The hypotheses of this study were tested using IBM AMOS 24. Because the data showed a
normal distribution, a covariance matrix was created using the Maximum Likelihood
calculation method. First, measurement models consisting of game motivation, leisure
satisfaction and sustainable consumption behaviour variables were tested. The measurement
models were verified by making the necessary corrections with the modification suggestions
that emerged from the analysis. After verifying the measurement model, the research
hypotheses were tested using a latent variable structural model. First, the Hi hypothesis was
tested, and according to the analysis results, game motivation influenced sustainable
consumption behaviour (B1=0.392; p<0.01). In this context, it was determined that the Hi
hypothesis was accepted.

To test the other hypotheses, a model was created with leisure satisfaction as the mediator
variable. The mediated structural model was analyzed and according to the results, gaming
motivation influenced leisure satisfaction (:=0.816; p<0.01). In this case, H2 was supported
and accepted. However, the mediator variable leisure satisfaction had a significant effect on
sustainable consumption behaviour (B:=0.421; p<0.01). Therefore, Hs is also accepted.
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In the structural model created by including the mediator variable, the path coefficient from
game motivation to sustainable consumption behaviour was not statistically significant (B1=
0.067; p=0.60). In this context, leisure satisfaction has a full mediating effect between game
motivation and sustainable consumption behaviour. Leisure satisfaction, together with game
motivation, explained 23% of the change (variance) in sustainable consumption behaviour.
As a result of the analysis using the bootstrap method, the total effect of game motivation
on sustainable consumption behaviour was found to be statistically significant (=0.506;
p<0.01). A positive path coefficient was obtained between game motivation and leisure
satisfaction (B=0.866; p<0.01). The indirect effect between game motivation and
sustainable consumption behaviour was 0.343 and the 95% confidence interval was 0.062-
0.590, and which did not include the value 0 (zero); the indirect effect was found to be
statistically significant.

It is seen that the results of the study coincide with the results of the studies in the literature.
One of these studies was conducted by Sun and Xing (2023). In the context of the Ant Forest
application, the effect of game motivation on sustainable consumption behaviour was tested
with SEM. They found that the dimensions of entertainment motivation, social motivation,
and achievement motivation positively affect the continuity of use, and the continuity of use
increases the level of sustainable consumption behaviour. In another study, Lin et al. (2023)
investigated the effect of game elements on customer loyalty and sustainable consumption
intention in the context of the Starbucks application. According to the results of the study,
game elements increase customer loyalty and perceived sense of fun, which in turn have a
positive effect on attitude and behaviour intention. In this context, an increase in intention
towards sustainable consumption was determined through game motivation.

According to the study findings, it is possible to specify that player motivation influences
sustainable consumption behaviour. It should also be noted that the mediator variable,
leisure satisfaction, has a full mediating role in this relationship. In this context, it will be
beneficial for sustainability if the researchers, managers, or institutions operating in the field
of sustainable consumption behaviour cooperate with game designers. It is useful for game
designers or game businesses to realise that they can contribute to the world they live in.
For this purpose, if they design games for consumer demands and needs, consumers who
will reach leisure time satisfaction will be able to develop attitudes and behaviours that are
sensitive to the environment, prioritise saving, can be reused after use, and reduce
unnecessary purchasing actions while showing consumption behaviour. In summary, it can
be considered that the increasing value of the concept of leisure time in the eyes of
consumers and the spending of these time periods by individuals with satisfying activities are
factors affecting social output. Therefore, the contribution of the mediating variable of the
study to the independent variable will be beneficial in achieving the desired behavioural
change in sustainable consumption behaviour when taken into consideration by policy
makers, game designers, and marketing employees.

Can be expressed the independent variable that influences sustainable consumption behavior
should be evaluated based on the mediator variable. From this point of view, it may be
beneficial for some institutions and organisations, which frequently emphasise the concept
of sustainability and strive to bring this issue to the forefront with various activities, to add
play motivation and leisure time satisfaction activities to the scale of different solutions. They
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can direct their sustainability activities with the awareness that the concept of play is not
instrumental but a valuable variable of purpose and life. In this context, consumers who
achieve satisfaction in their leisure time can achieve peace and happiness with the closure
of vital satisfaction receptors. This may lead them to develop an attitude towards
sustainability in their consumption behaviours and behave in this direction. For example,
instruments such as creating content to raise awareness about sustainable consumption in
game design, rewarding activities, using educational elements, demonstrating new
undesirable situations for the game that will be created by resource scarcity and resource
depletion, etc., can be used. To summarise, these findings can help develop strategies that
target player motivation factors and leisure satisfaction to encourage sustainable
consumption behaviour. In addition, can be specified this study will shed light on similar
studies to be conducted in the field.

The study has some limitations. These limitations can be listed as; the fact that the personal
preferences of the players are similar due to the prominence of certain games in the game
playing group in the data set, the fact that the game types are not categorised, the lack of
a similar study linking game motivation and sustainable consumption behaviour in the
domestic literature, and the lack of mediating effect of leisure time satisfaction in this
relationship. Within the scope of the limitations of this study and the results of the study,
other researchers can be applied to different sample groups (for example, a sample group
with a wider demographic scale), model analysis can be performed using a different
mediating variable as a mediator variable, games can be categorised within themselves and
the sustainable consumption behaviours of participants in qualitatively different game groups
can be tested. As a result, this study, which will fill an important gap in the literature because
the motivation levels and sustainable consumption behaviour of online gamers in Turkey
have not been studied before, and the mediating effect of leisure satisfaction has not been
examined, will shed light on other researchers.

775 Hitit Sosyal Bilimler Dergisi ¢ Cilt 18 ¢ Say1 3 ¢ 2025



I Investigation of the Effects of Player Motivation on Sustainable Consumption Behavior: The Mediation Role of Leisure Satisfaction

References

Abramson, L. Y., Seligman, M. E., & Teasdale, J. D. (1978). Learned helplessness in humans: Critique and
reformulation. Journal of Abnormal Psychology, &A1), 49-74. https://doi.org/10.1037/0021-
843X.87.1.49

Akin, A., Kaya, C., & Demirci, 1. (2015). Oyun Motivasyonu Olgedi'nin gegerligi ve giivenirli§i. Mersin Universitesi
Egitim Fakdiltesi Dergisi, 11(1), 18-31. https://doi.org/10.17860/efd.71814

Albertarelli, S., Fraternali, P., Herrera, S., Melenhorst, M., Novak, J., Pasini, C., ... & Rottondi, C. (2018). A survey
on the design of gamified systems for energy and water sustainability. Games, 93), 38.
https://doi.org/10.3390/g9030038

Al-Mulla, S., Ari, 1., & Kog, M. (2022). Social media for sustainability education: Gaining knowledge and skills into
actions for sustainable living. International Journal of Sustainable Development & World Ecology, 295),
455-471. https://doi.org/10.1080/13504509.2022.2036856

Bammel, G. (1996). Leisure & human behaviour. Dubuque IA, USA: Brown & Benchmark

Baranyi, R., Hasimbegovic, A., Winkler, S., Aigner, C., Spiesberger, P., & Grechenig, T. (2023). Supporting
Sustainable Development Goals through a gamified mHealth application for people with albinism in Africa.
Entertainment Computing. https://doi.org/10.1016/j.entcom.2023.100561

Baron, R. M., & Kenny, D. A. (1986). The moderator—mediator variable distinction in social psychological research:
Conceptual, strategic, and statistical considerations. Journal of personality and social psychology, 51(6),
1173-1182. https://doi.org/10.1037/0022-3514.51.6.1173

Beard, J. G., & Ragheb, M. G. (1980). Measuring leisure satisfaction. Journal of leisure Research, 12(1), 20-33.
https://doi.org/10.1080/00222216.1980.11969416

Bentler, P. M., & Bonett, D. G. (1980). Significance tests and goodness of fit in the analysis of covariance structures.
Psychological Bulletin, 883), 588—606. https://doi.org/10.1037/0033-2909.88.3.588

Bucchiarone, A., Bassanelli, S., & Marconi, A. (2023). How to foster sustainable behaviors through multi-campaigns
rewarding  mechanisms:  The  AIR-BREAK  experience.  Sustainability, =~ 156), 5198.
https://doi.org/10.3390/su15065198

Bulut, Z., Basar, B., & Kement, U. (2024). “Bog ve Serbest Zaman” kavramlarina yonelik galismalarin bibliyometrik
analizi. Afyon  Kocatepe  Universitesi  Sosyal  Bilimler  Dergisi  2&2), 800-818.
https://doi.org/10.32709/akusosbil.1107333

Carr, N. (2017). Re-thinking the relation between leisure and freedom. Annals of Leisure Research, 20(2), 137-
151. https://doi.org/10.1080/11745398.2016.1206723

Casals, M., Gangolells, M., Macarulla, M., Forcada, N., Fuertes, A., & Jones, R. V. (2020). Assessing the
effectiveness of gamification in reducing domestic. Energy & Buildings, 223, 110193.
https://doi.org/10.1016/j.enbuild.2019.109753

Chang, P. J., Lin, Y., & Song, R. (2019). Leisure satisfaction mediates the relationships between leisure settings,
subjective well-being, and depression among middle-aged adults in urban China. Applied Research
Quality Life, 1001-1017. https://doi.org/10.1007/s11482-018-9630-3

Chen, J., Zhang, G., & Hu, Q. (2022). Research on the impact of pro-environment game and guilt on
environmentally sustainable behaviour. International Journal of Environmental Research and Public
Health, 1920), 13406. https://doi.org/10.3390/ijerph192013406

Choi, E., Choi, Y., & Park, N. (2022). Blockchain-centered educational program embodies and advances 2030
sustainable development goals. Sustainability, 147), 3761. https://doi.org/10.3390/su14073761

Choi, S. H., & Yoo, Y. J. (2017). Leisure attitude and satisfaction with leisure and life: proposing leisure prioritization
and justification. World Leisure Journal, 592), 140-
155.https://doi.org/10.1080/16078055.2016.1216886

Clark, G. (2007). Evolution of the global sustainable consumption and production policy and the United Nations
Environment Programme's (UNEP) supporting activities. Journal of cleaner production, 15(6), 492-498.
https://doi.org/10.1016/j.jclepro.2006.05.017

Cordes, K. A., & ibrahim, H. M. (1996). Applications in recreation & leisure: for today and future. St. Louis Missouri:
Mosby-Year Book.

Deci, E. L. (1975). Intrinsic motivation. New York: Plenum

Deci, E. L., & Ryan, R. M. (1985). Intrinsic motivation and self-determination in human behavior. New York:
Plenum.

Hitit Journal of Social Sciences e Volume 18 o Issue 3 ¢ 2025 776


https://doi.org/10.1037/0021-843X.87.1.49
https://doi.org/10.1037/0021-843X.87.1.49
https://doi.org/10.17860/efd.71814
https://doi.org/10.3390/g9030038
https://doi.org/10.1080/13504509.2022.2036856
https://doi.org/10.1016/j.entcom.2023.100561
https://doi.org/10.1037/0022-3514.51.6.1173
https://doi.org/10.1080/00222216.1980.11969416
https://doi.org/10.1037/0033-2909.88.3.588
https://doi.org/10.3390/su15065198
https://doi.org/10.32709/akusosbil.1107333
https://doi.org/10.1080/11745398.2016.1206723
https://doi.org/10.1016/j.enbuild.2019.109753
https://doi.org/10.1007/s11482-018-9630-3
https://doi.org/10.3390/ijerph192013406
https://doi.org/10.3390/su14073761
https://doi.org/10.1080/16078055.2016.1216886
https://doi.org/10.1016/j.jclepro.2006.05.017

| Semih SEZGIN

Deci, E. L., Ryan, R. M., & Williams, G. C. (1996). Need satisfaction and the self-regulation of learning. Learning
and Individual Differences, &3), 165-183. https://doi.org/10.1016/S1041-6080(96)90013-8

Demir, S. S., Yesiltepe, B., & Demir, M. (2013). Kamu kurumu ile otel yoneticilerinin serbest zaman algilamasi ve
dederlendirmesine yoénelik bir karsilastirma. Akademik Bakis Dergisi (39), 1-17. Erisim adresi:
https://dergipark.org.tr/tr/pub/abuhsbd/issue/32923/365754

Dogan, O., Bulut, Z. A., & Kokalan Cimrin, F. (2015). Bireylerin strdrUlebilir tiiketim davraniglarinin élgiilmesine
yonelik bir 6lcek gelistirme calismasi. Atatirk Universitesi Iktisadi ve Idari Bilimler Dergisi, 2X4), 659-
678. Erisim adresi: https://dergipark.org.tr/tr/pub/atauniiibd/issue/2719/36129

Douglas, B. D., & Brauer, M. (2021). Gamification to prevent climate change: A review of games and apps for
sustainability. Current Opinion in Psychology, 42, 89-94. https://doi.org/10.1016/j.copsyc.2021.04.008

Du Cap, M. C. (2002). Master Thesis. The perceived impact of the acadia advantage program on the leisure lifestyle
and leisure satisfation of the students at Acadia University. Ottowa: Acadia University.

Erten, B., Oral, B., & Yakut, M. Z. (2022). The role of virtual and augmented reality in occupational health and
safety training of employees in PV power systems and evaluation with a sustainability perspective. Journal
of Cleaner Production, 3792), 134499. https://doi.org/10.1016/j.jclepro.2022.134499

Featherstone, M. (1996). Postmodernizm ve tiiketim kiiltiirii (Cev: Mehmet Kiiciik). istanbul: Ayrinti Yayinlari.

Gokge, H., & Orhan, K. (2011). Serbest zaman doyum 6lgedinin tiirkce gegerlilik glivenirlik calismasi. Hacettepe
Journal of Sport Sciences, 224), 139-145. Erisim adresi:
https://dergipark.org.tr/tr/pub/sbd/issue/16383/171376

Giingdr, M. (2008). Ki-kare testi lizerine. Firat Universitesi Dogu Arastirmalari Dergisi, A1), 84-89. Erisim adresi:
https://dergipark.org.tr/tr/pub/fudad/issue/47171/593924

Giirbiiz, S., & Sahin, F. (2016). Sosyal bilimlerde arastirma yontemleri. (3.Baski). Ankara: Segkin Yayincilik.
Hair, J. F., Anderson, R. E., & Tatham, R. L. (1998). Multivariate data analysis. New jersey: Englewood Cliffs.

Haller, M., Hadler, M., & Kaup, G. (2013). Leisure time in modern societies: A new source of boredom and stress?
Social Indicators Research, 111(2), 403-434. https://doi.org/10.1007/s11205-012-0023-y

Hansen, U., & Schrader, U. (1997). A modern model of consumption for a sustainable society. Journal of Consumer
Policy, 20, 459-460. Erisim adresi: https://link.springer.com/article/10.1023/A:1006842517219

Hayes, A. F. (2009). Beyond Baron and Kenny: Statistical mediation analysis in the new millennium. Communication
Monograph, 76(4), 408-420. https://doi.org/10.1080/03637750903310360

Hemingway, J. L. (1996). Emancipating leisure: The recovery of freedom in leisure. Journal of Leisure Research,
28(1), 27-43. Erisim adresi: https://www.nrpa.org/globalassets/journals/jlr/1996/volume-28/jlr-volume-
28-number-1-pp-27-43.pdf

Hribernik, J., & Mussap, A. J. (2010). Research note: Leisure satisfaction and subjective wellbeing. Annals of
Leisure Research, 134), 701-708. https://doi.org/10.1080/11745398.2010.9686871

Hu, L. T., & Bentler, P. M. (1999). Cutoff criteria for fit indexes in covariance structure analysis: Conventional
criteria versus new alternatives. structural equation modeling: A Multidisciplinary Journal, 6(1), 1-55.
https://doi.org/10.1080/10705519909540118

Hume, M. (2010). Compassion without action: Examining the young consumers consumption and attitude to
sustainable consumption. Journal of World Business, 454), 385-394.
https://doi.org/10.1016/j.jwb.2009.08.007

Islamoglu, A. H., & Alniagik, U. (2016). Sosyal bilimlerde arastirma ydntemleri. istanbul.: Beta Yayincilik.

Iso-Ahola, S. E., & Weissinger, E. (1990). Perceptions of boredom in leisure: Conceptualization, reliability, and
validity of the leisure boredom scale. Journal of Leisure Research, 22X1), 1-17.
https://doi.org/10.1080/00222216.1990.11969811

Kiraci, H., & Kayabasgl, A. (2010). Real and spurious sustainable consumption behavior in Turkey: A field research.
Innovative Marketing, &2), 34-47.

Kline, R. (2005). Principles and practice of structural equation modeling. New York: Guilford Press.

Koivisto, J., & Hamari, J. (2019). Demographic differences in perceived benefits from gamification. Computers in
Human Behavior, 35, 179-188. https://doi.org/10.1016/j.chb.2014.03.007

777 Hitit Sosyal Bilimler Dergisi ¢ Cilt 18 ¢ Say1 3 ¢ 2025


https://doi.org/10.1016/S1041-6080(96)90013-8
https://dergipark.org.tr/tr/pub/abuhsbd/issue/32923/365754
https://dergipark.org.tr/tr/pub/atauniiibd/issue/2719/36129
https://doi.org/10.1016/j.copsyc.2021.04.008
https://doi.org/10.1016/j.jclepro.2022.134499
https://dergipark.org.tr/tr/pub/sbd/issue/16383/171376
https://dergipark.org.tr/tr/pub/fudad/issue/47171/593924
https://doi.org/10.1007/s11205-012-0023-y
https://link.springer.com/article/10.1023/A:1006842517219
https://doi.org/10.1080/03637750903310360
https://www.nrpa.org/globalassets/journals/jlr/1996/volume-28/jlr-volume-28-number-1-pp-27-43.pdf
https://www.nrpa.org/globalassets/journals/jlr/1996/volume-28/jlr-volume-28-number-1-pp-27-43.pdf
https://doi.org/10.1080/11745398.2010.9686871
https://doi.org/10.1080/10705519909540118
https://doi.org/10.1016/j.jwb.2009.08.007
https://doi.org/10.1080/00222216.1990.11969811
https://doi.org/10.1016/j.chb.2014.03.007

I Investigation of the Effects of Player Motivation on Sustainable Consumption Behavior: The Mediation Role of Leisure Satisfaction

Kotsopoulos, D., Bardaki, C., Lounis, S., & Pramatari, K. (2018). Employee profiles and preferences towards IoT-
enabled gamification for energy conservation. International Journal of Serious Games, X2), 65-85.
https://doi.org/10.17083/ijsg.v5i2.225

Kose, E., Yerlisu-Lapa, T., Kaas, E. T., & Uzun, N. B. (2025). Mediating effect of leisure satisfaction on the
relationship between leisure benefits and life satisfaction in exercise participants. Pamukkale Journal of
Sport Sciences, 16(2), 306-332. https://doi.org/10.54141/psbd.1576962

Krath, J., & Von Korflesch, H. F. (2021). Designing gamification and persuasive systems: A systematic literature
review. 5th International GamiFIN Conference, GamiFIN 2021 (s. 100-109). Virtual-Levi: CEUR-WS.

Kruglanski, A. W. (1978). Endogenous attribution and intrinsic motivation. D. G. (Eds.), The Hidden Costs of
Reward. Hillsdale: Erlbaum Pub.

Lafreniére, K. M.-A., Verner-Filion, J., & Vallerand, R. J. (2012). Development and validation of the gaming
motivation  scale  (GAMS).  Personality @ and  Individual  Differences, 53, 827-831.
https://doi.org/10.1016/j.paid.2012.06.013

Laroche, M., Nepomuceno, M., & Richard, M. (2010). How do involvement and product knowledge affect
relationship between intangibility and perceived risk for brands and product categories. Journal of
Consumer Marketing, 2A3), 197-210. https://doi.org/10.1108/07363761011038275

Lee, B., & Zhang, A. (2010). Women'’s leisure and leisure satisfaction in contemporary Urban China. World Leisure
Journal, 523), 211-221. https://doi.org/10.1080/04419057.2010.9728284

Lin, C.-W., Chien, C.-Y., Ou Yang, C.-P., & Mao, T.-Y. (2023). Encouraging sustainable consumption through
gamification in a branded app: A study on consumers’ behavioral perspective. Sustainability, 151), 589-
602. https://doi.org/10.3390/su15010589

Luger-Bazinger, C., & Hornung-Prdhauser, V. (2021). Innovation for sustainable cities: The effects of nudging and
gamification methods on urban mobility and sustainability behaviour. GI Forum, 251-258.
https://doi.org/10.1553/giscience2021 02 s251

Lysyk, M., Brown, G. T., Rodrigues, E., McNally, J., & Loo, K. (2002). Translation of the leisure satisfaction scale
into french: A validation study. Occupational Therapy International, £1), 76-89.
https://doi.org/10.1002/0ti.157

Mabalay, A. A. (2025). Gamification for sustainability: A systematic review of applications, trends, and
opportunities. Computers in Human Behavior. 165. https://doi.org/10.1016/j.chb.2024.108529

McQuitty, S. (2004). Statistical power and structural equation models in business research. Journal of Business
Research, 542), 175-183. https://doi.org/10.1016/S0148-2963(01)00301-0

Montgomery, A. (2016, 05 02). Recreational participation and perceived stress levels of college students and if
leisure satisfaction mediates their relationship" (2016). 29. Graduate Theses. Winthrop, Winthrop, U.S.A.:
Winthrop University. Erisim adresi: https://digitalcommons.winthrop.edu/graduatetheses/29

Nash, H. A. (2009). The European commission’s sustainable consumption and production and sustainable industrial
policy action plan. Journal of Cleaner Production, 174), 496-498.
https://doi.org/10.1016/j.jclepro.2008.08.020

OECD. (2002). Towards sustainable household consumption? Trends and policies in OECD countries. Erisim adresi:
www.oecd.org.
Ozgill, E. (2010). Tiiketicilerin deder yapilari, géniillii sade yasam tarzi ve siirdiiriilebilir tiiketim tizerindeki etkileri.

Hacettepe Universitesi Iktisadi ve Idari Bilimler Fakiiltesi Dergisi 282), 117-150. Erisim adresi:
https://dergipark.org.tr/tr/pub/huniibf/issue/29107/311375

Pivec, M., & Hsu, J. L. (2020). Motivation for change gamification as a tool for supporting sustainable behaviour.
Traditiones, 49(1), 93-108. https://doi.org/10.3986/Traditio2020490105

Ragheb, M. G., & Beard, J. G. (1982). Measuring leisure attitude. Journal of Leisure Research, 142), 155-167.
https://doi.org/10.1080/00222216.1982.11969512

Raykov, T., & Marcoulides, G. A. (2006). A first course in structural equation modeling. London: Lawrence Erlbaum
Associates.

Riddick, C. C., & Stewart, D. G. (1994). An examination of the life satisfaction and importance of leisure in the
lives of older female retirees: A comparison of blacks to whites. Journal of Leisure Research, 26(1), 75-
87. https://doi.org/10.1080/00222216.1994.11969945

Hitit Journal of Social Sciences ¢ Volume 18 o Issue 3 « 2025 778


https://doi.org/10.17083/ijsg.v5i2.225
https://doi.org/10.54141/psbd.1576962
https://doi.org/10.1016/j.paid.2012.06.013
https://doi.org/10.1108/07363761011038275
https://doi.org/10.1080/04419057.2010.9728284
https://doi.org/10.3390/su15010589
https://doi.org/10.1553/giscience2021_02_s251
https://doi.org/10.1002/oti.157
https://doi.org/10.1016/j.chb.2024.108529
https://doi.org/10.1016/S0148-2963(01)00301-0
https://digitalcommons.winthrop.edu/graduatetheses/29
https://doi.org/10.1016/j.jclepro.2008.08.020
http://www.oecd.org/
https://dergipark.org.tr/tr/pub/huniibf/issue/29107/311375
https://doi.org/10.3986/Traditio2020490105
https://doi.org/10.1080/00222216.1982.11969512
https://doi.org/10.1080/00222216.1994.11969945

| Semih SEZGIN

Ryan, R., & Deci, E. (2000). Self-determination theory and the facilitation of intrinsic motivation, social
development and well-being. American Psychologist, 55(1), 68-78. https://doi.org/10.1037//0003-
066x.55.1.68

Schumacker, R. E., & Lomax, R. G. (2004). A Beginner’s guide to structural equation modeling (2nd ed.). New
Jersey,London: Lawrence Erlbaum Associates.

Seigenthaler, K. (1997). Health benefits of leisure. Reseach Update, Parks and Recreastion, 24-31.

Serdar, E., Demirel, M., Harmandal Demirel, D., & Donuk, B. (2018). Universite 6grencilerinin serbest zaman
doyum diizeyleri ve mutluluk dizeyleri arasindaki iliski. Sosyal Bilimler Dergisi 28, 429-438.
https://doi.org/10.16990/SOBIDER.4412

Seyfang, G. (2006). Ecological citizenship and sustainable consumption: Examining local organic food networks.
Journal of Rural Studies, 22(4), 383-395. https://doi.org/10.1016/].jrurstud.2006.01.003

Siegenthaler, K. L., & O'Dell, I. (2000). Leisure attitude, leisure satisfaction, and perceived freedom in leisure
within family dyads. Leisure Sciences, 2X4), 281-296. https://doi.org/10.1080/01490409950202302

Spaargaren, G. (2011). Theories of practices: Agency, technology and culture exploring the relevance of practice
theories for the governance of sustainable consumption practices in the New World-Order. Global
Environmental Change, 21(3), 813-822. https://doi.org/10.1016/j.gloenvcha.2011.03.010

Spangenberg, J. H., Luke, A. F., & Blincoe, K. (2010). Design for sustainability (DFS): The interface of sustainable
production and  consumption.  Journal of  Cleaner  Production, 18  1485-1493.
https://doi.org/10.1016/j.jclepro.2010.06.002

Sun, Y., & Xing, J. (2023). The impact of gamification motivation on green consumption behavior—An empirical
study based on ant forest. Sustainability, 15(1), 512-528. https://doi.org/10.3390/su15010512

Terzi, E., Isik, U., & Inan, B. C. (2024). University students’ free time management and quality of life: the mediating
role of leisure satisfaction. BMC Psychol. 12239). https://doi.org/10.1186/s40359-024-01745-2

Tezcan, M. (1993). Bos zamanlar sosyolojisi. Ankara: Ankara Universitesi E§itim Bilimleri Fakiiltesi Yayinlari.
Torkildsen, G. (1999). Leisure and recreation management. London, UK: Spon Pres.

Ustiiner, S., & Canoglu, M. (2025). Tiiketicilerin siirdiiriilebilir tiiketim davranislari: Bibliyometrik analizi. Journal of
Yasar University, 20(79), 488-508. https://doi.org/10.19168/jyasar.1628491

Visvanathan, C., & Kumar, S. (2007). 3R initiatives in Asia. International Conference on Cleaner Technologies and
Environmental Management. Pondicherry, Hindistan.

Wang, E. S., Chen, L. S, Lin, J. Y., & Wang, M. C. (2008). The relationship between leisure satisfaction and life
satisfaction of adolescents concerning online games. Adolescence, 43169), 177-184.
https://pubmed.ncbi.nim.nih.gov/18447089/

Yu, C., Zeng, Z., Xue, A., & Wu, Q. (2024). The effect of exercise motivation on college students’ self-efficacy: the
mediating roles of leisure satisfaction and mental toughness. Frontiers in Psychology. 15.
https://doi.org/10.3389/fpsyq.2024.1465138

779 Hitit Sosyal Bilimler Dergisi  Cilt 18 « Sayi 3 « 2025


https://doi.org/10.1037/0003-066x.55.1.68
https://doi.org/10.1037/0003-066x.55.1.68
https://doi.org/10.16990/SOBIDER.4412
https://doi.org/10.1016/j.jrurstud.2006.01.003
https://doi.org/10.1080/01490409950202302
https://doi.org/10.1016/j.gloenvcha.2011.03.010
https://doi.org/10.1016/j.jclepro.2010.06.002
https://doi.org/10.3390/su15010512
https://doi.org/10.1186/s40359-024-01745-2
https://doi.org/10.19168/jyasar.1628491
https://pubmed.ncbi.nlm.nih.gov/18447089/
https://doi.org/10.3389/fpsyg.2024.1465138



