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Abstract                      

 

This study aims to investigate the effect of conscientiousness and gender on digital game 

addiction in high school students. This study has been conducted to 470 students from three 

vocational schools and four common high schools in Siirt in 2017-2018 academic year through a 

relational survey method. In this research, conscientiousness sub-dimension of The Big Five 

Inventory and Digital Game Addiction scale have been used. It has also been determined that 

conscientiousness and gender are significant predictors of digital game addiction, and both of the 

variables are able to explain approximately 12% of digital game addiction. Depending on this, 

this study has attempted to observe low level conscientiousness and gender (in case of being 

male) affect digital game addiction negatively in high school students. In addition to this, it has 

aimed to show that gender and low conscientiousness are the possible risk factors for students in 

term of digital game addiction. For this reason, the students’ traits of conscientiousness, 

particularly of male students, must be developed. Sense of responsibility is related to 

conscientiousness. Therefore, the traits of conscientiousness might be developed by enhancing the 

adolescents’ sense of responsibility, and hence some positive outcomes can be acquired against 

the digital game addiction. 
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Öz 

Bu çalışma, sorumluluk ile cinsiyetin lise öğrencilerinde dijital oyun bağımlılığına etkisini 

incelemek amacıyla yapılmıştır. İlişkisel tarama modeli ile gerçekleştirilen bu araştırmaya 2017 -

2018 Eğitim Öğretim yılında Siirt’te farklı lise türlerinde (3 meslek lisesi, 4 genel lise) öğrenim 

gören 470 öğrenci katılmıştır. Öğrencilerin sorumluk düzeyi Beş Faktör Envanteri’nin sorumluluk 

alt boyutu kullanılarak, oyun bağımlılığı düzeyleri ise Dijital Oyun Bağımlılığı Ölçeği 

kullanılarak belirlenmiştir. Yapılan regresyon analizinde sorumluluk ve cinsiyetten oluşan model, 

lise öğrencilerinde dijital oyun bağımlılığının yaklaşık %12’sini anlamlı olarak açıklamaktadır.  

Araştırmada hem cinsiyetin hem de sorumluluğun dijital oyun bağımlılığının anlamlı 

yordayıcıları olduğu ve düşük sorumluk düzeyi ile cinsiyetin (erkek olma) dijital oyun 

bağımlılığını olumsuz yönde etkilediği belirlenmiştir. Araştırmada elde edilen bu bulgular, düşük 

sorumluluk düzeyi ile cinsiyetin (erkek olma) lise öğrencilerinde dijital oyun bağımlılığı için risk 

teşkil eden faktörler olduğunu göstermektedir. Bu nedenle lisede öğrenim gören öğrencilerin 

(özellikle erkek öğrencilerin) sorumluluk özelliği geliştirilerek onları dijital oyun bağımlılığının 

olumsuz etkilerine karşı korunabileceği söylenebilir. 

Anahtar Sözcükler: Sorumluluk, kişilik, dijital oyun bağımlılığı, değerler eğitimi. 
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Introduction 

Personality can be defined as the sum of the consistently displayed traits by the individual that 

distinct him/her from others (Can, 2014). Some of the physical attributes that constitute the personality 

are innate. However, some other personality traits such as attitude, value, and purpose begin to take 

shape spontaneously through life experiences in the process. Personality (Sardoğan & Karahan, 2011);   

1. It contains the distinctive behaviors, unique to individual.  

2. The consistency and the continuity of the behaviors can be mentioned 

3. It is relatively lasting. However, it is a dynamic process that can evolve in the contextual 

context. 

Many theories have been put forward to define the personality. One of these theories is the trait 

theory. In this approach, the personality is explained through the observatory behaviors and individual 

differences (Basım, Çetin & Tabak, 2009). According to this theory, individual differences are 

reflected on the spoken language, that is, on words. Depending on this view, Goldberg and his friends 

have codified the words that reflect on the personality in a language and put these codes to factor 

analysis. Therefore, they have stated that personality is a kind of structure that consists of five 

dimensions. The model that defines personality with five traits is called as five-factor model of 

personality. These five traits are simply known as extroversion, agreeableness, conscientiousness, 

neuroticism and openness (Costa & McCrae, 1995; Somer, 1998; Tatlılıoğlu, 2014). Some cross-

cultural studies have been carried out to support the validity of this model (Schmitt, Allik, McCrae, & 

Benet-Martinez, 2007).  

Conscientiousness includes the characteristics such as one’s obedience, one’s sense of 

responsibility, one’s self-discipline and one’s tendency to success. Sense of conscientiousness is 

translated as responsibility in Turkish since it means one’s best efforts to fulfill a given task. It has 

been noted that the individuals with high level of conscientiousness are disciplined, attentive, willed to 

succeed while the ones with low level of conscientiousness are inattentive, disorganized and lazy 

(Costa & McCrae, 1995). The exorbitant level of conscientiousness manifests itself as a distressing 

disorder that causes one to suffer from punctiliousness and tidiness in obsessive degrees. On the other 

hand, the low level of conscientiousness causes one to become flexible in one’s reaching goals and 

moral manners (Costa, McCrae & Dye, 1991; Somer, Korkmaz & Tatar, 2004). For this reason, 

conscientiousness is a feature to be developed through training. Conscientiousness is associated with 

one aspect of ego strength. This dimension has a basic function under the drive’s control. Therefore, 

conscientiousness has both developing and inhibiting sides (Costa, McCrae & Dye, 1991; Somer, 

Korkmaz & Tatar, 2004). In this respect, conscientiousness is thought to be associated with digital 

addiction (mobile phone addiction, internet addiction, game addiction in virtual platforms). Digital 

addiction is a problem that results from the drive control. It is the drive that causes one to keep using 

the digital tools excessively although it is known that the individual will suffer from physical, mental 

and social problems (Kesici & Tunç, 2018). 

Lately, digital game addiction, a kind of digital addiction has become a common problem that 

has particularly been experienced by the adolescents (Irmak & Erdoğan, 2016).  Adolescence is a 

period when abstract and logical thinking make progress in adolescents. In this period, the individual 

is ready to make decision and to have responsibility. Adolescence, a period that sets a balance 

between autonomy, freedom and responsibility in individuals is vital for the personality development 

as well (Acar, 2012). In fact, the researches that have been carried out have revealed the relation 

between the digital game addiction and the personality (Ayas, 2012; Charlton & Danforth, 2010; Kim 

et al., 2008; Servidio, 2014). 

Digital games that are played in virtual settings are places for entertainment that are limited by 

its own rules and independent of the real world (Garris, Ahlers & Driskell, 2002).  In virtual space, 

they are classified as console games, computer games, and online games. There are such various kinds 

as action, adventure, simulation, sport, strategy and network. They can be played with single or 

multiple players. Some games have communicative and interactive dimensions as well (Gürcan, 

Özhan & Uslu, 2008). 
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Games are used in education in terms of the fact that they create a secure place by making one 

feel relaxed, concentrated as well as increasing one’s motivation and self-efficacy. Nowadays, digital 

games are used in the fields such as science, math, medicine, engineering, language learning, problem 

solving and developing strategically thinking skills (Bayırtepe & Tüzün, 2007; Garris, Ahlers & 

Driskell, 2002). Moreover, they are used to change some unwanted behaviors or to inform the 

individuals about various topics (Hewitt et al., 2001; Johnston, Massey & Marker-Hoffman, 2012; 

Kato et al., 2008).  

It has been argued that playing games has many benefits if not excessively. It helps one feel 

relaxed, gives one a sense of self-development and also enables one to meet one’s social needs. 

Moreover, it helps develop one’s eye-hand coordination, visual and spatial skills, problem solving and 

multi-task skills. It also enables one to develop one’s cooperation skills and emphatic behaviors that 

are most cared by the parents (Gürcan, Özhan & Uslu, 2008; Irmak & Erdoğan, 2016; Prot et al., 

2014). One’s game addiction might be the case in point only if one does not control his will to play 

games and depending on this, if one’s emotional, mental and social life is affected negatively by it 

(Young, 2009). DGA (Digital Game Addiction) is defined as “drive control disorder” that contains the 

symptoms such as not controlling the time for playing games, showing lack of interest to other 

activities, keeping playing games despite its negative effects and feeling tired psychologically in times 

of not playing games (Irmak & Erdoğan, 2016). In the researches, conducted, it has been observed that 

various problems have arisen because of the DGA. It has been reported that DGA has caused social (at 

work, in spending free time, in education and in social relations) psychological (too much stress, 

isolation from real life, loneliness, decrease in academic success, increase in carelessness, 

aggressiveness, not handling the situation, decrease in verbal memory performance, and suicidal 

ideation) physiological (obesity, wrist-ache, neck-ache, hand-vibration syndrome, sleeping anomalies) 

problems (Griffiths, Kuss & King, 2012). 

In literature, DGA is commonly examined as behavioral addiction. However, APA (American 

Psychiatrists’ Association) views DGA as a disorder of playing games online and encourages more 

studies to be done over it (Irmak & Erdoğan, 2016). Nowadays, DGA is similarly regarded as a 

problem related to internet addiction (Nazlıgül et al., 2018). However, it is different from Internet 

addiction though DGA is a concept in relation to Internet addiction. This difference mostly depends 

upon gender. It is stated that males are particularly associated with DGA (Király et al, 2014). It is also 

noted in literature that gender is a striking element in relation to DGA. For this reason, it must be paid 

attention in the researches, conducted on DGA (Nazlıgül et al., 2018). 

This study has been conducted to observe the relation between the conscientiousness, gender and 

DGA in high school students. It has also been aimed to see the impact of gender and 

conscientiousness, a type of personality trait, on the DGA.  

Different concepts such as game addiction in virtual context, video game addiction, pathological 

game addiction, computer game addiction, online game addiction are used in literature. In this study, 

however, the DGA is used to describe the addiction related to playing games excessively in virtual 

context. 

Method 

In this study, relational survey model has been used. Through this model, it has been aimed to 

show how gender differences and the change in conscientiousness have affected the DGA (Karasar, 

2014). 

Participants 

Present study was conducted in Siirt in 2017-2018 educational year. 470 students from three 

vocational schools (200 students) and four common high schools (270 students) participated in the 

study. While choosing the participants, convenience sampling method was applied. To reach the 

whole target population is challenging so convenience sample were formed according to accessibility. 

The convenience sample and study groups were formed according to accessibility (Kılıç, 2013). The 

data related to the participants are given in Table 1. 
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Table 1 

The distribution of the students with regard to gender and class 

    N % 

Gender 
   

 

Male 232 49.36 

 

Female 238 50.64 

Class 
   

 

9 206 43.82 

 

10 116 24.68 

  11 148 31.50 

 

Data Collection Tools 

Conscientiousness Scale 

Benet-Martinez and John (1998) have determined the participants’ levels of conscientiousness 

with the sub-dimension conscientiousness of The Big Five Inventory, a scale including five factors. 

The Big Five Inventory measures the personality with five sub dimensions as “Conscientiousness”, 

“agreeableness”, “extroversion”, “neuroticism” and “openness”. The scale is a five point likert scale 

with 44 articles. Conscientiousness dimension consists of 9 articles. Cronbach Alpha values, related to 

this dimension have been obtained as .78 when this scale is developed (Schmitt et al., 2007). The Big 

Five Inventory has been adapted to Turkish by Sumer and Sumer (2005) within the context of the 

study, conducted by Schmidt (2007) that aims to enable individuals to identify their own profiles in 56 

countries (Basım, Çetin & Tabak, 2009). The applicability of the structure of the Big Five Inventory 

model has been observed in the sample adolescent groups in Turkey as well (Korkmaz, Somer, & 

Güngör, 2013). In this study, the construct validity of the scale was examined through explaratory 

factor analysis (EFA). According to EFA, the value of Kaise-Malkin-Olkin (KMO) is 0.771 and the 

value of Bartlett Test is 662.80 (p<0.01). The scale explains %34.63 of the variance. The minimum 

factor load value is .49 and the maximum value is .68. The highest item-total correlation coefficient is 

.45 and the lowest is .37. Based on these findings, it can be said that the scale is suitable for high 

school students. In this study, Cronbach Alpha reliability of conscientiousness dimension scale has 

been measured as .71.  

Game Addiction Scale 

The participants’ digital game addiction has been identified with the game addiction scale, 

developed by Lemmens, Valkenburg and Peter (2009) and later adapted to Turkish by Yalçın, Irmak 

and Erdogan (2015) to determine the participants’ problematic behaviors related to playing digital 

games. The scale has seven articles. It is one dimensional, and five likert type. Cronbach factor has 

been accounted as .72 for Turkish form and it has been reported to explain %56.96 of variation. It has 

been observed as a result of the confirmatory factor analysis that the scale has adapted well (Yalçın 

Irmak & Erdoğan, 2015). In this study, Cronbach Alpha reliability of DGA scale has been measured 

as .809. 

Data Collection and Analysis 

The data has been collected in the classes by the teachers after the necessary permissions have 

been obtained. The collected data have been analyzed through the correlation and multi-linear 

regression methods by using SPSS. The normality condition has been provided since 476 data have 

been used in this study for three variations at total, including one independent variation and two 

dependent variations (Wooldridge, 2013). For gender, dummy variable (for the case of being male) 

has been used. VIF and Tolerance values have been checked for conscientiousness and gender scores. 

It has been determined that there is not a multicollinearity problem (VIF < 10; Tolerance > 0.2). The 

scatter graph of error terms has been analyzed. It has been established that the error terms have nearly 

normative distribution (Alpar, 2012; Tabachnick & Fidell, 2007). Consequently, all conditions for the 

multi-linear regression analysis have been met. 
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Findings 

In this study, the point averages and the standard deviation values, obtained from the scales, used 

to determine the participants’ levels of DGA and conscientiousness have been given in Table 2. 

 

Table 2 

The point average of the participants’ DGA and conscientiousness 

Scale N x̄  sd. 

Conscientiousness 470 4.16 0.58 

DGA 470 1.71 0.71 

 

As can be observed in Table 2, the participants’ average point in conscientiousness scale has 

been measured as 4.16 (sd. = .58) out of 5. However, the participants’ average point in DGA scale has 

been measured as 1.71 (sd. = .71) out of 5. 

The correlation analysis has been done to determine the relation between conscientiousness and 

DGA. The obtained Pearson correlation factor has been given in Table 3. 

 

Table 3 

Correlation analysis results that explained the relation betwen conscientiousness and DGA 

  DGA Conscientiousness 

DGA 1 -.316** 

Conscientiousness . 1 

 ** p<.01; n = 470 

As can be seen in Table 3, it has been established that there is an inverse, low level but 

meaningful relation (r = -.316, p<.01) between DGA and Conscientiousness. 

In this study, multi-linear regression analysis has been applied to see the impact of gender and 

conscientiousness on the DGA. The acquired results have been given in Table 4. 

 

Table 4 

Regression analysis results 

Model B Standard Error Beta  (β) t p 

Constant 3.114 .228 
 

13.838 .000 

Conscientiousness -.362 .053 -.298 -6.836 .000 

Gender .218 .062 .154 3.520 .000 

F(2-470) = 32.731; p = 0.000; R = .351; R2 =  .123; Gender (1=male; 0=female) 

As can be seen in Table 4, F value in relation to regression model is statistically meaningful (F = 

32.731; p< .01). Therefore, it is possible to say that regression model has predicted the DGA 

meaninfully (Büyüköztürk, 2011). The participants’ conscientiousness level and gender (being male) 

have shown a meaningful relation with DGA (R = 0.351; R2=0.123, p < .01). Both variables together 

are able to explain %12 of the change on the DGA. 

In the t-test results in relation to the meaningfulness of the regression factors (β), both 

conscientiousness and gender variables are seen in Table 4 as the meaningful predictors of the DGA 

(p<0.01). According to the standardized regression factors, The relative order of importance of the 

predictor-variables has been determined as conscientiousness and gender (being male). According to 

the multi-regression anlaysis result, The regression equation in relation to the prediction of DGA score 

is as follows: 

DGA = 3.114 + (-0.362) x Conscientiousness Score + (0.218) x Gender (1=male; 0=female) 

Discussion and Results 

This study has been conducted to determine the relation between the conscientiousness as a 

personality trait and DGA in high school students. It has also aimed to see the impact of 
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conscientiousness and gender on the DGA. In this study, it has been established that there is an 

inverse, low level and statistically meaningful relation between the DGA and conscientiousness. 

Accordingly, the decrease in the conscientiousness level has caused an increase in the DGA. In the 

regression analysis, conducted, it has been established that conscientiousness and gender are the 

meaningful predictors of the DGA and both variables together have explained %12.3 of the change on 

the DGA. 

In this research, it was determined that the low level of conscientiousness has a negative effect 

on the DGA. This finding is compatible with other studies’ findings in literature that have explained 

the relation the adults’ conscientiousness and the DGA (Batıgün & Kiliç, 2011; Kim et al., 2008). In 

another study, it has been established that the adults who join the social network for playing games 

have meaningfully lower conscientiousness scores than the ones who join the social networks for 

other purposes (Seviniş & Bilgin, 2017). This finding is such as to support the finding of this research. 

Çelik, Atak & Başal (2012), Kayiş et al. (2016), Rahmani & Lavasani, 2011; Randler, Horzum & 

Vollmer (2014), Servidio (2014), Taş & Ayas (2015) and Van der Aa et al. (2009) found a 

relationship between internet addiction and conscientious; likewise, this study found a correlation 

between DGA and digital addiction. Internet addiction and DGA can be assessed under the category 

of digital addiction. Therefore, it can be said that these studies support our research findings. 

However, another study that was conducted on teachers found that conscientiousness is not 

meaningful predictor of the DGA (Aydın & Horzum, 2015). The reason for this difference might be 

because of the choice of the sample consisting of adults with a high level of conscientiousness.  

In the study, it has been observed that gender is a meaningful predictor of the DGA. It has also 

been found out that gender (for males) has a positive effect on the DGA. This finding is such as to 

support the views that gender is a remarkable element in the DGA (Nazlıgül et al., 2018; Király et al., 

2018; Ko at al., 2005; Chou & Tsai, 2007). Moreover, it has been noticed that this finding of the study 

is compatible with other studies that have been conducted on the various samples such as primary and 

secondary school students (Gökçearslan & Durakoğlu, 2014; Horzum, 2011; Li & Wang, 2013; 

Turner et al., 2012), and university students (Çakır, Ayas & Horzum, 2011). It has been explained that 

the liability to the DGA in males depends not only on the males’ higher desire for sense of 

achievement and communication but also on their higher motivation for playing games than the 

females have. In addition to this, males’ liability to the DGA has been explained in the cultural 

context. It has been noted that the females have been much more exposed to the cultural imposition 

than males and that this fact has posed an obstacle before females’ playing games (Ko et al., 2005). 

This argument can be said to be compatible with the cultural characteristics of the sample on whom 

the study has been conducted. In a study that has been conducted on teachers, gender has been 

determined as not one of the predictors of the DGA (Aydın & Horzum, 2015). This finding is thought 

to result from a specific sample with high level of conscientiousness. Similarly, there are also studies 

that have argued gender is not an effective variable on the DGA (Kim et al., 2008; Taş, Eker & Anlı, 

2014). 

In this study, it has been concluded that the students with low level of conscientiousness and 

male students are more liable to the DGA. Accordingly, it can be said that the adolescents with low 

level of conscientiousness and male students are risk factors in terms of the DGA. Developing the 

sense of conscientiousness in individuals will protect them against the DGA. For this reason, the high 

school students’ traits of conscientiousness must be developed. Sense of responsibility is related to 

conscientiousness (Costa & McCrae, 1995). In literature, it has been reported that the educational 

programs that aim to develop the sense of responsibility have had successful outcomes (Acar, 2012; 

Howard, 2005; Dilmaç, 2007). Therefore, the traits of conscientiousness might be developed by 

enhancing the adolescents’ sense of responsibility, and hence some positive outcomes can be acquired 

against the DGA. Considering this protective side of developing the sense of conscientiousness, the 

teachers and parents should be informed about its protective effect against the DGA. Also, some 

studies must be carried out about what things can be done in order to raise individuals with a good 

sense of responsibility. 
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