
Journal of Media Literacy Education, 15(1), 44-57, 2023 
https://doi.org/10.23860/JMLE-2023-15-1-4 

ISSN: 2167-8715 
 

 
 

 
 

Journal of Media Literacy Education  

THE OFFICIAL PUBLICATION OF THE  
NATIONAL ASSOCIATION FOR MEDIA LITERACY EDUCATION (NAMLE) 
Online at www.jmle.org 

 

 

 

Egyptian university students’ smartphone addiction  

and their digital media literacy level
 

 

 

 

 

 OPEN ACCESS 

Peer-reviewed article 

Citation: Okela, A. H. (2023). 

Egyptian university students’ 

smartphone addiction and their digital 

media literacy level. Journal of Media 

Literacy Education, 15(1), 44-57. 

https://doi.org/10.23860/JMLE-2023-

15-1-4 
 

Corresponding Author:  

Abdelmohsen Hamed Okela 

a.okela@mu.edu.eg 

 

Copyright: © 2023 Author(s). This is 

an open access, peer-reviewed article 

published by Bepress and distributed 

under the terms of the Creative 

Commons Attribution License, which 

permits unrestricted use, distribution, 

and reproduction in any medium, 

provided the original author and 

source are credited. JMLE is the 

official journal of NAMLE. 
 

Received: February 10, 2022 

Accepted: June 28, 2022 

Published: April 28, 2023 

 

Data Availability Statement: All 

relevant data are within the paper and 

its Supporting Information files. 

 

Competing Interests: The Author(s) 

declare(s) no conflict of interest. 

 

Editorial Board 

 

 
Abdelmohsen Hamed Okela  

Minia University, Egypt 

 

ABSTRACT 

This study examined the correlation between Egyptian university students’ 

smartphone addiction and digital media literacy. Data were gathered from a 

sample of 558 students enrolled at Minia University, aged 18-22, using an 

online questionnaire. Results revealed a significant positive correlation 

between smartphone overuse and digital media literacy levels. Moreover, it 

was found that university students obtained higher scores on the smartphone 

addiction scale, and social networking applications (e.g., WhatsApp, 

Instagram, and TikTok). Also, it was found that smartphone gaming, learning, 

and entertainment apps increase the likelihood of smartphone addiction and 

boost digital media literacy levels. These findings suggest that smartphone 

addiction may have positive effects on young adults; so, smartphone use 

should be oriented to benefit mobile users. 

 

Keywords: media literacy, digital media literacy, smartphone addiction, 

smartphone applications, smartphone motivations, university students. 

 

https://doi.org/10.23860/JMLE-2023-15-1-4
http://www.jmle.org/
https://creativecommons.org/licenses/by/4.0/
https://creativecommons.org/licenses/by/4.0/
https://namle.net/
https://digitalcommons.uri.edu/jmle/editorialboard.html


 

 
Okela ǀ Journal of Media Literacy Education, 15(1), 44-57, 2023 45

  

INTRODUCTION 

 

Smartphones have changed global lifestyles and 

have become an integral part of life itself. For many 

people, especially teens, smartphones provide an ever-

increasing range of entertainment options like internet 

surfing, playing games, and communication with others 

(Abbasi et al., 2021; Lepp et al., 2017). 

In a similar vein, smartphones were globally used by 

3.668 billion people in 2016. This number is expected to 

increase to 6.378 billion in 2021 and 7.516 billion in 

2026 (Statista, 2021). In January 2021, Egypt had 

101.03 million mobile connections, with an average 

daily time of 4 hours and 20 minutes of mobile internet 

(Kemp, 2021). 70% of internet users are university 

students (MCIT, 2021). Even though smartphones play 

a critical role in our daily functioning, their growing use 

has both negative and positive consequences (Geng et 

al., 2021; Hughes & Burke, 2018). 

Frequent usage and over-reliance on smartphone 

addiction threaten the mental health of users and could 

lead to negative emotions such as depression, 

introversion, psychological stress, academic 

performance difficulties, and many social problems 

(Abbasi et al., 2021; Aljomaa et al., 2016; Felisoni & 

Godoi, 2018; Kil et al., 2021; Samaha & Hawi, 2016). 

Moreover, physical disorders due to overuse of 

smartphones have also been reported, including early 

neck pain, musculoskeletal disorders (Karkusha et al., 

2019), visual fatigue, eye strain, and dry and burning 

eyes (Kim et al., 2017). Regarding Egyptian university 

students, 60% of them suffered from depression, 

anxiety, sleep disturbances, smoking-related 

smartphone addiction, and suicidal tendencies (Okasha 

et al., 2021).  

The positive outcomes of using smartphones relate 

to the capabilities they provide to empower individuals 

to get informed, enhance their internet literacy skills, 

and deliver them with customized content, thus helping 

them fulfill their needs (Hong et al., 2016; Park & 

Burford, 2013). 

Compared to computers, smartphones are cheaper 

and do not require infrastructure costs, cutting-edge 

equipment, or skills. Accordingly, the internet has 

become mobile and internet addiction is a result of 

smartphone addiction (Noë et al., 2019). In fact, for the 

vast majority of individuals, the smartphone has become 

their primary device of access to the digital world 

(Correa et al., 2020). 

Regular mobile users usually have some digital 

skills, such as finding precise information, verifying it, 

taking, and sharing photos, and editing videos. These 

skills are essential for living in a digital media 

environment and obtaining literate in digital media (Park 

& Burford, 2013). Hence, digital media literacy is 

critical because digital media have removed the 

boundaries between watching and participation, thus 

enabling the audience to create their content, which was 

previously restricted to media professionals (Suwana, 

2021). 

Digital media literacy, according to Kwon et al. 

(2018) and Park et al. (2015), is the ability to search for 

specific information, share content, and use the 

functions and features of social media and the internet 

through active participation. 

The current study is aimed at identifying the positive 

aspects and consequences of smartphone addiction 

among Egyptian university students by examining the 

relationship between smartphone addiction and the level 

of digital media literacy. 

 

Statement of the problem 

 

University students are very interested in owning 

smartphones that take up a significant amount of their 

time and thinking (Aljomaa et al., 2016). Smartphones 

enable users to access the internet, check emails, interact 

on social networking sites (SnapChat, Facebook, 

Twitter, etc.), stay up to date with news and weather, 

watch videos, determine geographic and accurate 

locations, listen to songs, play favorite games, take 

pictures, and share them with others, shop, etc. (Chen et 

al., 2017; Samaha & Hawi, 2016). Therefore, university 

students spend more time using their smartphones every 

day, thus leading to smartphone addiction (Abbasi et al., 

2021; Noë et al., 2019). Smartphone use involves 

internet browsing, searching for information, taking 

pictures, editing, and sharing content (Bennett et al., 

2018; Škařupová et al., 2016). These are the very 

abilities required for digital media literacy (Dridi, 2021; 

Felisoni & Godoi, 2018; Moon & Bai, 2020; Park, 

2012). Additionally, digital media literacy is related to 

the amount of time, frequency, and online activities 

people engage with. As activities increase and diversify, 

users become more digital media literate (Wei, 2012); 

so, we can relate the use of smartphones to digital media 

literacy skills.  

Against this background, the current study explores 

the relationship between university students’ 

smartphone overuse and digital media skills acquisition. 

More specifically, the study addresses the following 

questions: 
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1. Are Egyptian university students addicted to 

their smartphones? 

2. Do smartphone motivations (e.g., 

entertainment, gaming, studying, learning, and 

communication apps) impact the smartphone 

addiction level among the participants?  

3. Do smartphone applications (e.g., Facebook, 

YouTube, TikTok, SnapChat, WhatsApp, and 

Instagram) impact the participants’ smartphone 

addiction? 

4. What is the level of Egyptian university 

students’ digital media literacy? 

5. Is smartphone addiction associated with digital 

media literacy levels among the participants? 

6. Do university students’ motivations for using 

smartphones (e.g., Entertainment, Study 

assignments, Games, Learning, and 

Communication) impact their digital media 

literacy? 

7. Which smartphone applications (e.g., 

Facebook, YouTube, TikTok, Snap Chat, 

WhatsApp, and Instagram) impact digital 

media literacy levels among the participants? 

 

LITERATURE REVIEW 

 

Smartphone addiction 

 

Smartphones are mobile phones that have multi-

functions and advanced features that enable users to 

download, use various applications, and surf the internet 

(Aljomaa et al., 2016; Lin et al., 2014). Although 

smartphones can be a highly productive tool in daily life, 

their overuse causes many troubles similar to those 

caused by drug addiction, including psychological 

withdrawal symptoms after quitting using smartphones 

(Elhai et al., 2020). Furthermore, excessive use of 

smartphones may have a negative impact on students’ 

academic performance and activities (Felisoni & Godoi, 

2018). 

Smartphone addiction is defined as a user’s inability 

to control their smartphone usage despite the negative 

consequences of doing so (Cha et al., 2018). This 

addiction is linked to higher levels of anxiety and 

depression (Geng et al., 2021; Stanković et al., 2021; 

Park, 2012), cognitive absorption (Barnes et al., 2019), 

low self-esteem (Kim & Koh, 2018), and attention 

reduction of university students (Kim et al., 2016). 

Smartphone addiction effects are identical to drug and 

alcohol disorders (Panova & Carbonell, 2018).  

Using smartphones for educational purposes was not 

reported to lead to addiction (Abbasi et al., 2021; Jeong 

et al., 2016) compared to using social networking 

applications that are mainly responsible for smartphone 

addiction (Cocoradă et al., 2018; Leung et al., 2020; Noë 

et al., 2019; Salehan & Negahban, 2013) followed by 

gaming applications (Jeong et al., 2016). 

Smartphone addiction negatively affects university 

students’ self-study ability and self-control (Geng et al., 

2021; Lee et al., 2015). Furthermore, reducing 

smartphone consumption was associated with less stress 

and anxiety in adults besides improving their personal 

relationships and time saving (Hughes & Burke, 2018). 

Simultaneously, smartphone addiction has positive 

consequences such as helping students in their 

university courses (Saxena et al., 2018), self-regulated 

learning (Sha et al., 2012), ubiquitous learning for 

languages (Steel, 2012; Thornton & Houser, 2005), and 

enhancing their digital skills (Blažič & Blažič, 2020). 

These findings highlight many advantages of 

smartphone use, such as reducing the digital gap, quick 

information access, and self-learning. Moreover, users’ 

smartphone literacy decreases privacy concerns and 

enhances their attitudes toward digital devices (Ketelaar 

& van Balen, 2018). Therefore, excessive smartphone 

use is associated with higher levels of internet literacy 

(Hong et al., 2016). Also, young people’s knowledge of 

digital literacy and data security has improved because 

of their use of mobile phones (Hongthong & Temdee, 

2018). All these advantages have encouraged university 

students to increasingly rely on smartphones. 

 

Digital media literacy 

 

Digital media literacy is defined in a variety of ways, 

but they all revolve around information, communication 

technologies, digital literacy, and digital capabilities 

(Zhang & Zhu, 2016). As indicated by many 

researchers, digital media literacy is a multi-dimension 

concept that incorporates some interactive components 

(e.g., access, understanding, and creating) (Dridi, 2021; 

Koltay, 2011; Kwon et al., 2013; Moon & Bai, 2020; 

Park et al., 2015; Park, 2012) 

As one of the characteristics of digital media 

literacy, the access dimension refers to an individual’s 

use of digital media owning a digital device or more, 

demonstrating a range of skills, and understanding a set 

of device features and functions (Park, 2012). Whereas 

digital media does not present the audience with unified 

messages in the same way that traditional media does, 

users have to be able to find content by searching and 
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filtering (Park, 2012). Thus, the understand dimension 

refers to analyzing digital media, assessing the content 

efficiently concerning quality and accuracy to evaluate 

information (Koltay, 2011), and demonstrating a set of 

technical skills to utilize digital devices and content 

effectively (Zhang & Zhu, 2016). 

Both digital media literacy and media literacy share 

the access and understand dimensions, which 

emphasize a user’s ability to identify the information 

source, acquire proper and relevant information, and 

understand, analyze, and evaluate messages. The create 

dimension is a unique component of digital media 

literacy (Moon & Bai, 2020); it refers to the ability to 

produce digital content and interact with others through 

various digital media (Zhang & Zhu, 2016). In addition 

to the ability to express opinions and ideas and create 

these digitally, considering ethics and social impact 

(Park, 2012). 

 

METHOD 

 

This research follows the digital media literacy scale 

as in Eristi and Erdem (2017), Zhang et al. (2016) and 

Park (2012). The scale includes three dimensions: 

technical and access skills, skills of critical 

understanding, and creation. By integrating the above-

mentioned dimensions, the current study adopts three 

dimensions to measure digital media literacy: access 

which is made up of two sub-dimensions (device access, 

content access), understand which is formed of 

technical and critical skills, and create in addition to the 

Smartphone Addiction Scale-Short Version (SAS-SV) 

by Kwon et al. (2013). 

 

Questionnaire development 

 

The questionnaire included three sections. The first 

focused on basic data such as sex, age, the most 

frequently used smartphone apps, and motivations for 

using smartphones. The second section included 25 

items divided into five dimensions of the digital media 

literacy scale (see Appendix A). Participants were 

invited to rate their (dis)agreement on each item on a 5-

point Likert-type scale ranging from 1 “strongly 

disagree” to 5 “strongly agree”. Additionally, the third 

section incorporated the Smartphone Addiction Scale-

Short Version (SAS-SV) developed by Kwon et al 

(2013) (see Appendix B). The SAS-SV is a 10-point 

smartphone addiction scale that rates smartphone 

addiction on scales from 1 (strongly disagree) to 6 

(strongly agree). The total score was calculated by 

summing all the participants’ scores for each item, and 

the total score ranged from 10 to 60. A high score on the 

scale indicates the severity of smartphone addiction at a 

score of 31 for males and 33 for females. The Cronbach 

coefficient in this study was 0.87 and the smartphone 

addiction scale consists of 10 items (Kwon et al., 2013). 

 

Participants  

 

600 Minia University, Egyptian students took part in 

an online questionnaire. The questionnaire was sent to 

the participants in the second semester of the academic 

year 2019-2020. Forty-two participants’ answers were 

found incomplete and were thus excluded, decreasing 

the final sample size to 558 participants (172 males 

making up 30.2% and 386 females making up 69.8%). 

All participants were undergraduates and the average 

age when using their smartphones for the first time was 

14.24 years.  

 

Questionnaire validity and reliability 

 

To establish the questionnaire’s validity, the 

researcher asked 9 university professors in media and 

psychology to review the questionnaire. They offered 

valuable suggestions on the clarity of questions and 

phrasing consistency of the scale’s items. Some 

correlations were used to determine the questionnaire’s 

internal consistency like 1) the correlations between the 

items and the whole dimension scale of digital media 

literacy to which they fit (correlation coefficients graded 

from 0.83 to 0.92), 2) the correlations between the 

smartphone addiction scale items and the entire 

questionnaire (correlation coefficients ranged from 0.82 

to 0.91), and 3) the correlations between the items and 

the entire questionnaire (correlation coefficients ranged 

from 0.86 to 0.94). All the correlations were found 

significant. 

The test-retest approach was used to determine the 

questionnaire’s reliability. The questionnaire was 

distributed twice among a pilot group of 60 students 

(males and females) who were not part of the main 

sample, with a two-week delay between each 

administration. The Pearson correlation coefficients 

graded between 0.89 and 0.92. Moreover, the 

questionnaire's internal consistency was established 

using the Cronbach’s Alpha method. The alpha 

correlation coefficients for the questionnaire ranged 

from 0.82 to 0.90. The confidence coefficient for the 

entire questionnaire is 0.96. Therefore, all coefficients 
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are significant, indicating that the questionnaire is quite 

reliable. 

 

Data analysis 

 

Data were statistically analyzed using the SPSS 

version 26 program. Percentages, means, standard 

deviations, and Pearson correlation were used to answer 

the research questions. 

 

RESULTS 

 

To answer the first question (“Are Egyptian 

university students addicted to their smartphones?”), the 

percentage of the total and average smartphone 

addiction scale were used as the basis for identifying 

smartphone addicts. Based on this, the average score of 

males is 34.54 and that of females is 34.57, in addition, 

218 female participants (56.48%) graded from a score of 

33 to 53, and 120 male participants (69.77%) graded 

from a score of 31 to 56 out of the total score of the 

smartphone addiction scale. That is, 60.57% of Egyptian 

university students are addicts to smartphones. 

Egyptian university students have high ratings on the 

smartphone addiction scale, as seen in Table 1. All 

average scores of distributions for smartphone addiction 

items were graded from a score of 3 to 4.67, except for 

the answer to Item 8 “I make sure to have my 

smartphone when I use the toilet” which got the 

minimum average of 2.33. The results illustrate an 

overuse of smartphones by university students. These 

results clearly illustrate that university students are 

addicted to smartphones, as the mean is higher than 3.00 

in 9 items out of the 10 items making up the total 

smartphone addiction scale.  

 

Table 1. Responses to the ten questions on “smartphone addiction” 

 

Items 
Strongly 

agree (%) 
Agree (%) 

Somewhat 

agree (%) 

Somewhat 

disagree (%) 

Disagree 

(%) 

Strongly 

disagree (%) 
Mean 

Item 1 78 (14) 124 (22.2) 194 (34.8) 76 (13.6) 72 (12.9) 14 (2.5) 4.03 

Item 2 44 (7.9) 76 (13.6) 124 (22.2) 78 (14) 158 (28.3) 78 (14) 3.16 

Item 3 60 (10.8) 148 (26.5) 136 (24.4) 36 (6.5) 118 (21.1) 60 (10.8) 3.67 

Item 4 38 (6.8) 76 (13.6) 124 (22.2) 92 (16.5) 150 (26.9) 78 (14) 3.15 

Item 5 30 (5.4) 90 (16.1) 206 (36.9) 88 (15.8) 108 (19.4) 36 (6.5) 3.53 

Item 6 66 (11.8) 94 (16.8) 120 (21.5) 80 (14.3) 116 (20.8) 82 (14.7) 3.40 

Item 7 140 (25.1) 220 (39.4) 118 (21.1) 42 (7.5) 32 (5.7) 6 (1.1) 4.67 

Item 8 28 (5) 50 (9) 60 (10.8) 40 (7.2) 146 (26.2) 234 (41.9) 2.33 

Item 9 70 (12.5) 132 (23.7) 112 (20.1) 50 (9) 132 (23.7) 62 (11.1) 3.59 

Item 10 46 (8.2) 92 (16.5) 68 (12.2) 76 (13.6) 166 (29.7) 110 (19.7) 3.00 

 

Table 2. Correlation between smartphone motivations and smartphone addiction 

 

Smartphone motivations  
Smartphone addiction 

r p 

Entertainment 0.039 0.363 

Study assignments 0.049 0.251 

Games 0.107* 0.011 

Learning 0.012 0.786 

Communication - 0.025 0.557 
(*) Correlation is significant at the 0.05 level (1-tailed). 

 

To answer the second question: “Do smartphone 

motivations (e.g., entertainment, gaming, studying, 

learning, and communication apps) impact the 

smartphone addiction level among the participants?” the 

Pearson correlation was computed to explore the 

correlation between students’ smartphone motivations 

and smartphone addiction. Table 2 shows that 

smartphone use in gaming is positively correlated with 

smartphone addiction. In addition, there is a slight 

correlation between smartphone addiction and other 

motivations (e.g., entertainment, study assignments, 

learning), as well as a non-significant negative 

correlation between smartphone addiction and the use of 

smartphones in communication. 
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To respond to the third question: “Do smartphone 

applications (e.g., Facebook, YouTube, TikTok, 

SnapChat, WhatsApp, and Instagram) impact the 

participants’ smartphone addiction?” the Pearson’s 

correlation was used to investigate the relationship 

between the use of smartphone applications and 

smartphone addiction among university students. Table 

3 shows that university students’ use of YouTube, 

TikTok, and Instagram is positively correlated with 

smartphone addiction, while other applications (e.g., 

Facebook, WhatsApp, and SnapChat) correlate non-

significant with smartphone addiction.  

 

Table 3. Correlations between the use of smartphone applications and smartphone addiction  

 

Smartphone apps use 
Smartphone addiction 

r p 

Facebook -0.064 0.066 

YouTube 0.147** 0.000 

TikTok 0.082* 0.026 

WhatsApp -0.026 0.273 

SnapChat 0.046 0.140 

Instagram 0.073* 0.042 
(*) (**) Correlation is significant at the 0.05, and 0.01 level (1-tailed). 

 

Table 4. Responses to the digital media literacy scale 

 

Dimension Items 
Strongly agree 

(%) 
Agree (%) Neutral (%) Disagree (%) 

Strongly 

disagree (%) 
Mean 

Device 

access 

Item 1 108 (19.4) 78 (14) 230 (41.2) 90 (16.1) 52 (9.3) 3.17 

Item 2 306 (54.8) 136 (24.4) 100 (17.9) 10 (1.8) 6 (1.1) 4.30 

Item 3 136 (24.4) 138 (24.7) 226 (40.5) 38 (6.8) 20 (3.6) 3.59 

Item 4 134 (24) 146 (26.2) 206 (36.9) 50 (9) 22 (3.9) 3.57 

Item 5 180 (32.3) 174 (31.2) 148 (26.5) 42 (7.5) 14 (2.5) 3.83 

Content 

access 

Item 6 164 (47.3) 186 (33.3) 70 (12.5) 34 (6.1) 4 (0.7) 4.20 

Item 7 308 (55.2) 168 (30.1) 58 (10.4) 16 (2.9) 8 (1.4) 4.34 

Item 8 300 (53.8) 156 (28) 84 (15.1) 10 (1.8) 8 (1.4) 4.30 

Item 9 168 (30.1) 176 (31.5) 152 (27.2) 56 (10) 6 (1.1) 3.79 

Item 10 262 (47) 200 (35.8) 74 (13.3) 20 (3.6) 2 (0.4) 4.25 

Technical 

understand 

Item 11 342 (61.3) 158 (28.3) 46 (8.2) 10 (1.8) 2 (0.4) 4.48 

Item 12 244 (43.7) 170 (30.5) 90 (16.1) 48 (8.6) 6 (1.1) 4.07 

Item 13 274 (49.1) 182 (32.6) 62 (11.1) 30 (5.4) 10 (1.8) 4.21 

Item 14 262 (47) 198 (35.5) 76 (13.6) 8 (1.4) 14 (2.5) 4.22 

Item 15 182 (32.6) 200 (35.8) 144 (25.8) 26 (4.7) 6 (1.1) 3.94 

Critical 

understand 

Item 16 242 (43.4) 182 (32.6) 68 (12.2) 62 (11.1) 4 (0.7) 4.06 

Item 17 196 (35.1) 144 (25.8) 100 (17.9) 62 (11.1) 56 (10) 3.64 

Item 18 222 (39.8) 164 (29.4) 82 (14.7) 56 (10) 34 (6.1) 3.86 

Item 19 186 (33.3) 172 (30.8) 118 (21.1) 52 (9.3) 30 (5.4) 3.77 

Item 20 234 (41.9) 166 (29.7) 108 (19.4) 34 (6.1) 16 (2.9) 4.01 

Create 

Item 21 262 (47) 176 (31.5) 84 (15.1) 22 (3.9) 14 (2.5) 4.16 

Item 22 240 (43) 164 (29.4) 98 (17.6) 44 (7.9) 12 (2.2) 4.03 

Item 23 294 (52.7) 130 (23.3) 80 (14.3) 38 (6.8) 16 (2.9) 4.16 

Item 24 244 (43.7) 162 (29) 104 (18.6) 34 (6.1) 14 (2.5) 4.05 

Item 25 254 (45.5) 142 (25.4) 96 (17.2) 38 (6.8) 28 (5) 3.99 
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Answering the fourth question (“What is the level of 

Egyptian university students’ digital media literacy?”), 

relied on the average score of the digital media literacy 

scale items. Table 4 indicates high average scores of the 

25 items of digital media literacy, ranging from 3.17 to 

4.48, which confirms that Egyptian university students 

have higher levels of digital media literacy skills. 

To answer the fifth question (“Is smartphone 

addiction correlated with digital media literacy levels 

among the participants?”), Pearson’s correlation was 

calculated to explore the link between university 

students’ dependence on smartphones and their digital 

media literacy. Table 5 shows that smartphone addiction 

is positively correlated with digital media literacy (r = 

0.115, p < 0.01). In addition to the digital media literacy 

dimensions, results illustrate a significant positive 

correlation between smartphone addiction and the 

content access dimension (r = 0.237, p < 0.01), the 

critical understand dimension (r = 0.231, p < 0.01), and 

the create dimension (r = 0.116, p < 0.01). Furthermore, 

the other dimensions (technical understand, and device 

access) have a non-significant positive correlation with 

smartphone addiction. 

 

Table 5. Correlations between smartphone addiction and digital media literacy 

 

Smartphone 

addiction 

Digital media literacy 

Device 

access 
Content access 

Technical 

understand 
Critical understand Create Total scale 

0.056 0.237** 0.061 0.231** 0.116** 0.115** 

(**) Correlation is significant at the 0.01 level (1-tailed). 

 

Table 6. Correlation between smartphone motivations and digital media literacy 

 

Smartphone motivations  

Digital Media Literacy 

Device 

access 

Content 

access 

Technical 

understand 
Critical understand Create 

Total 

scale 

Entertainment 0.077* 0.042 0.087* 0.048 0.031 0.047 

Study assignments 0.003 0.002 0.003 0.003 0.001 0.024 

Games 0.088* 0.040 0.081* 0.048 0.083* 0.028 

Learning 0.085* 0.038 0.082* 0.038 0.063 0.050 

Communication 0.242 0.178 0.249 0.171 0.133 0.291 
(*) Correlation is significant at the 0.05 level (1-tailed). 

 

To answer the sixth question (“Do university 

students’ motivations for using smartphones impact 

their digital media literacy?”), Pearson’s correlation was 

used to explore the relationship between smartphone 

motivations and digital media literacy among university 

students. Table 6 demonstrates a significant positive 

correlation (r = 0.077, 0.087) between entertainment and 

two categories of digital media literacy (device access 

and technical understand). Moreover, games have a 

significant positive relationship with device access, 

technical understand, and create (r = 0.088, 0.081, and 

0.083). The results show a significant positive 

correlation between learning and the device access 

dimension (r = 0.085) and the technical understand 

dimension (r = 0.082). Therefore, the other dimensions 

of digital media literacy have a non-significant 

correlation with smartphone motivations. 

To explore the relationship between the use of 

smartphone applications and university students’ level 

of digital literacy (as in the seventh question “Which 

smartphone applications (e.g., Facebook, YouTube, 

TikTok, SnapChat, WhatsApp, and Instagram) impact 

digital media literacy levels among the participants?”), 

the Pearson’s correlation was calculated. Table 7 

illustrates a significant positive correlation between the 

use of smartphone applications and digital media 

literacy. For instance, Instagram use increases content 

access and critical understand levels (r = 0.075, 0.079). 

There is also a positive relationship between TikTok, 

and WhatsApp use and the create dimension (r = 0.088, 

0.098). 
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Table 7. Correlations between the use of smartphone applications and digital media literacy 

 

Smartphone apps use 

Digital media literacy 

Device 

access 

Content 

access 

Technical 

understand 
Critical understand Create Total scale 

Facebook 0.060 0.018 0.068 0.020 0.024 0.026 

YouTube 0.039 0.035 0.029 0.041 0.034 0.032 

TikTok 0.061 0.001 0.061 0.003 0.088* 0.047 

WhatsApp 0.052 0.045 0.052 0.41 0.098* 0.041 

Snap Chat 0.010 0.018 0.010 0.014 0.066 0.018 

Instagram 0.008 0.075* 0.009 0.079* 0.043 0.028 
(*) Correlation is significant at the 0.05 level (1-tailed). 

 

DISCUSSION AND CONCLUSION 

 

The study explored smartphone addiction among 

Egyptian university students at Minia University, Egypt, 

and investigated whether there was a correlation 

between smartphone addiction and digital media 

literacy. Results revealed that the percentage of 

smartphone addiction among Minia University students 

is 60.57%. This percentage is higher than is found in 

some Arab countries (e.g., Aljomaa et al., 2016), but 

similar to foreign countries (e.g., Szpakow et al., 2011), 

furthermore, there is a slight difference between males 

and females in smartphone addiction average score, 

where the average score of males is 34.54 and that of 

females is 34.57, and these findings are congruous with 

(Albursan et al., 2019). This result can be attributed to 

the unprecedented widespread of and access to 

smartphones that are simple to use and more compact 

than traditional computers. In addition to the various 

motivations leading smartphone users to smartphone 

addiction, the findings revealed that using smartphones 

for games is positively correlated with smartphone 

addiction while using smartphones for learning and 

studying has a slight positive correlation with 

smartphone addiction. This finding also concurs with 

the studies conducted by (Abbasi et al., 2021; Jeong et 

al., 2016). Moreover, smartphones provide users with a 

wider range of functions and applications. However, this 

study demonstrates that the frequency and amount of 

time spent on Facebook do not lead to smartphone 

addiction, while TikTok, YouTube, and Instagram are 

positively correlated with smartphone addiction. This 

agrees with the findings by (Cocoradă et al., 2018; 

Leung et al., 2020; Noë et al., 2019; Salehan & 

Negahban, 2013). Digital media literacy key findings 

can be summarized as follows. First, university students 

have greater levels of digital media literacy skills, and 

smartphone addiction is positively correlated with 

digital media literacy. This agrees with Blažič & Blažič, 

2020; Hongthong & Temdee, 2018; Hong et al., 2016; 

Ketelaar & van Balen, 2018). Second, smartphone apps 

use correlates positively with digital media literacy. For 

instance, Instagram users have a set of skills in the 

content access and critical understanding dimensions, 

and WhatsApp and TikTok applications lead to create 

skills. This conclusion refers to the fact that numerous 

young adults spend a significant amount of time on 

TikTok, WhatsApp, and Instagram (Auxier & 

Anderson, 2021). Third, the findings revealed a link 

between smartphone motivations and digital media 

literacy. When students use a smartphone for 

entertainment and learning, their levels of the device 

access and technical understanding dimensions increase. 

Therefore, game motivation leads to improving the 

create, technical understanding, and device access 

dimensions. This result is attributed to the fact that 

smartphones empower users to access information 

quickly and facilitate self-learning. In addition, 

entertainment, learning, and games require the user to 

have a set of technical understanding skills of 

smartphone functions and applications, and this 

increases the skills of device access. Lastly, Egyptian 

university students have higher levels of the five 

dimensions of digital media literacy (device access, 

content access, technical understand, critical 

understand, and create). This is owing to their 

smartphone addiction, using a variety of applications, 

and various smartphone motivations. 

Only a few studies looked into the consequences of 

smartphone addiction on digital media literacy. This 

could be the first study to examine the correlation 

between smartphone addiction and digital media literacy 

among university students, considering smartphone 

motivations and the most frequently used apps. In 

Egypt, digital media literacy is not a regular course at 

universities, and it is usually carried out by self-learning. 

Moreover, digital media literacy is an important part of 

shaping young people’s thinking and knowledge (Dridi, 
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2021). Hence, smartphone applications such as TikTok, 

WhatsApp, Instagram, and YouTube provide users with 

knowledge, entertainment, and a range of multi-

functions. 

In conclusion, current research clearly shows that 

university students’ smartphone addiction is positively 

associated with their digital media literacy level. This 

addiction developed because of excessive use of 

smartphones for several applications and functions, to 

satisfy the user’s needs for communication, knowledge, 

entertainment, games, etc., and this use requires various 

skills (such as access to content, understand some 

instructions, and technical terms, create content, etc.) 

and these skills characterize digital media literacy. 

 

Limitations and implications 

 

It should be noted that there are several limitations 

to this study. All participants are university students 

whose ages range between 18 and 22, and all of them are 

enrolled at one Egyptian university (Minia University), 

because Minia University students came from all 

governorates and regions of Egypt, it is appropriate to 

apply the findings to all Egyptian university students. 

Thus, represents three limitations concerning age, 

educational level, and type of education (public 

university education). The sample size should have been 

increased to include students from different educational 

stages and many universities. Although the instrument’s 

reliability and validity were validated in this study, 

future testing with other samples, such as students of 

other educational levels, would be beneficial to further 

verify the instrument’s validity. 

Despite these limitations, this study proposed 

solutions to several issues in the field of digital media 

literacy. It shows the extent of smartphone addiction 

among university students, as well as some positive 

aspects of smartphone addiction such as the 

development of digital media literacy skills among 

university smartphone addicts. The study locale as 

described above is Egypt, a developing country where 

economic and technological barriers prevent students 

from developing high digital skills. Although students 

use a wide range of digital tools, including desktop 

computers, tablets, and wearable devices, the current 

study focused on smartphones only; hence, future 

research could include students’ use of other digital 

devices and their impact on digital media literacy skills. 

Therefore, the study recommends that digital media 

literacy, particularly concerning smartphones, be 

included in university curricula. 

Furthermore, there is a desperate need for university 

admins and members who are interested in considering 

smartphones' affordances and benefits, to provide 

training on the use of smartphones in education to 

expand students’ and members’ digital media literacy 

skills, such as information access, evaluation, and create 

content to empower the overall education quality.  

 

REFERENCES 

 

Abbasi, G. A., Jagaveeran, M., Goh, Y.-N., & Tariq, B. 

(2021). The impact of type of content use on 

smartphone addiction and academic performance: 

Physical activity as moderator. Technology in 

Society, 64, 101521.  

https://doi.org/https://doi.org/10.1016/j.techsoc.202

0.101521 

Albursan, I. S., Al Qudah, M. F., Dutton, E., Hassan, E. 

M. A. H., Bakhiet, S. F. A., Alfnan, A. A., Aljomaa, 

S. S., & Hammad, H. I. (2019). National, sex and 

academic discipline difference in smartphone 

addiction: a study of students in Jordan, Saudi 

Arabia, Yemen and Sudan. Community Mental 

Health Journal, 55(5), 825–830. 

Aljomaa, S. S., Qudah, M. F. Al, Albursan, I. S., 

Bakhiet, S. F., & Abduljabbar, A. S. (2016). 

Smartphone addiction among university students in 

the light of some variables. Computers in Human 

Behavior, 61, 155–164. 

Auxier, V., & Anderson, M. (2021). Social Media Use 

in 2021: A Majority of Americans Say They Use 

YouTube and Facebook, While Use of Instagram, 

Snapchat and TikTok is Especially Common Among 

Adults Under 30. Pew Research Centre: Internet & 

Technology.  

Barnes, S. J., Pressey, A. D., & Scornavacca, E. (2019). 

Mobile ubiquity: Understanding the relationship 

between cognitive absorption, smartphone addiction 

and social network services. Computers in Human 

Behavior, 90, 246–258.  

https://doi.org/https://doi.org/10.1016/j.chb.2018.09

.013 

Bennett, C. L., E, J., Mott, M. E., Cutrell, E., & Morris, 

M. R. (2018). How teens with visual impairments 

take, edit, and share photos on social media. 

Proceedings of the 2018 CHI Conference on Human 

Factors in Computing Systems, 1–12. 

Blažič, B. J., & Blažič, A. J. (2020). Overcoming the 

digital divide with a modern approach to learning 

digital skills for the elderly adults. Education and 

Information Technologies, 25(1), 259–279. 

https://doi.org/https:/doi.org/10.1016/j.techsoc.2020.101521
https://doi.org/https:/doi.org/10.1016/j.techsoc.2020.101521
https://doi.org/https:/doi.org/10.1016/j.chb.2018.09.013
https://doi.org/https:/doi.org/10.1016/j.chb.2018.09.013


 

 
Okela ǀ Journal of Media Literacy Education, 15(1), 44-57, 2023 53

  

Cha, S.-S., Seo, B.-K., Seong-Soo, C., & Bo-Kyung, S. 

(2018). Smartphone use and smartphone addiction in 

middle school students in Korea: Prevalence, social 

networking service, and game use. Health 

Psychology Open, 5(1), 2055102918755046.  

https://doi.org/10.1177/2055102918755046 

Chen, B., Liu, F., Ding, S., Ying, X., Wang, L., & Wen, 

Y. (2017). Gender differences in factors associated 

with smartphone addiction: a cross-sectional study 

among medical college students. BMC Psychiatry, 

17(1), 1–9. 

Cocoradă, E., Maican, C. I., Cazan, A.-M., & Maican, 

M. A. (2018). Assessing the smartphone addiction 

risk and its associations with personality traits 

among adolescents. Children and Youth Services 

Review, 93, 345–354.  

https://doi.org/10.1016/j.childyouth.2018.08.006 

Correa, T., Pavez, I., & Contreras, J. (2020). Digital 

inclusion through mobile phones?: A comparison 

between mobile-only and computer users in internet 

access, skills and use. Information, Communication 

& Society, 23(7), 1074–1091. 

Dridi, T. (2021). Tunisian High School Students and 

Digital Media Literacy: A Quantitative Study. 

Journal of Education, 00220574211025979. 

Elhai, J. D., Gallinari, E. F., Rozgonjuk, D., & Yang, H. 

(2020). Depression, anxiety and fear of missing out 

as correlates of social, non-social and problematic 

smartphone use. Addictive Behaviors, 105, 106335. 

https://doi.org/https://doi.org/10.1016/j.addbeh.202

0.106335 

Eristi, B., & Erdem, C. (2017). Development of a Media 

Literacy Skills Scale. Contemporary Educational 

Technology, 8(3), 249–267.  

https://search.proquest.com/docview/2135157738?a

ccountid=142908 

Felisoni, D. D., & Godoi, A. S. (2018). Cell phone usage 

and academic performance: An experiment. 

Computers & Education, 117, 175–187. 

https://doi.org/https://doi.org/10.1016/j.compedu.20

17.10.006 

Geng, Y., Gu, J., Wang, J., & Zhang, R. (2021). 

Smartphone addiction and depression, anxiety: The 

role of bedtime procrastination and self-control. 

Journal of Affective Disorders, 293, 415–421. 

Hong, S. G., Trimi, S., & Kim, D. W. (2016). 

Smartphone use and internet literacy of senior 

citizens. Journal of Assistive Technologies. 

Hongthong, T., & Temdee, P. (2018). Personalized 

mobile learning for digital literacy enhancement of 

Thai youth. 2018 International Workshop on 

Advanced Image Technology (IWAIT), 1–4. 

https://doi.org/10.1109/iwait.2018.8369683 

Hughes, N., & Burke, J. (2018). Sleeping with the 

frenemy: How restricting ‘bedroom use’of 

smartphones impacts happiness and wellbeing. 

Computers in Human Behavior, 85, 236–244. 

Jeong, S.-H., Kim, H., Yum, J.-Y., & Hwang, Y. (2016). 

What type of content are smartphone users addicted 

to?: SNS vs. games. Computers in Human Behavior, 

54, 10–17. 

Karkusha, R. N., Mosaad, D. M., & Abdel Kader, B. S. 

(2019). Effect of smartphone addiction on neck 

function among undergraduate physical therapist 

students. The Egyptian Journal of Hospital 

Medicine, 76(4), 4034–4038. 

Kemp, S. (2021). Digital in Egypt: All the Statistics You 

Need in 2021 — DataReportal – Global Digital 

Insights. https://datareportal.com/reports/digital-

2021-egypt 

Ketelaar, P. E., & van Balen, M. (2018). The 

smartphone as your follower: The role of smartphone 

literacy in the relation between privacy concerns, 

attitude and behaviour towards phone-embedded 

tracking. Computers in Human Behavior, 78, 174–

182. 

https://doi.org/https://doi.org/10.1016/j.chb.2017.09

.034 

Kil, N., Kim, J., Park, J., & Lee, C. (2021). Leisure 

boredom, leisure challenge, smartphone use, and 

emotional distress among U.S. college students: are 

they interrelated? Leisure Studies, 40(6), 779–792. 

https://doi.org/10.1080/02614367.2021.1931414 

Kim, D. J., Lim, C.-Y., Gu, N., & Park, C. Y. (2017). 

Visual Fatigue Induced by Viewing a Tablet 

Computer with a High-resolution Display. Kjo, 

31(5), 388–393.  

https://doi.org/10.3341/kjo.2016.0095 

Kim, E., & Koh, E. (2018). Avoidant attachment and 

smartphone addiction in college students: The 

mediating effects of anxiety and self-esteem. 

Computers in Human Behavior, 84, 264–271. 

https://doi.org/https://doi.org/10.1016/j.chb.2018.02

.037 

Kim, Y., Jeong, J.-E., Cho, H., Jung, D.-J., Kwak, M., 

Rho, M. J., Yu, H., Kim, D.-J., & Choi, I. Y. (2016). 

Personality factors predicting smartphone addiction 

predisposition: Behavioral inhibition and activation 

systems, impulsivity, and self-control. PloS One, 

11(8), e0159788. 

Koltay, T. (2011). The media and the literacies: media 

literacy, information literacy, digital literacy. Media, 

https://doi.org/10.1177/2055102918755046
https://doi.org/10.1016/j.childyouth.2018.08.006
https://doi.org/https:/doi.org/10.1016/j.addbeh.2020.106335
https://doi.org/https:/doi.org/10.1016/j.addbeh.2020.106335
https://search.proquest.com/docview/2135157738?accountid=142908
https://search.proquest.com/docview/2135157738?accountid=142908
https://doi.org/https:/doi.org/10.1016/j.compedu.2017.10.006
https://doi.org/https:/doi.org/10.1016/j.compedu.2017.10.006
https://doi.org/10.1109/iwait.2018.8369683
https://datareportal.com/reports/digital-2021-egypt
https://datareportal.com/reports/digital-2021-egypt
https://datareportal.com/reports/digital-2021-egypt
https://doi.org/https:/doi.org/10.1016/j.chb.2017.09.034
https://doi.org/https:/doi.org/10.1016/j.chb.2017.09.034
https://doi.org/10.1080/02614367.2021.1931414
https://doi.org/10.3341/kjo.2016.0095
https://doi.org/https:/doi.org/10.1016/j.chb.2018.02.037
https://doi.org/https:/doi.org/10.1016/j.chb.2018.02.037


 

 
Okela ǀ Journal of Media Literacy Education, 15(1), 44-57, 2023 54

  

Culture & Society, 33(2), 211–221. 

https://doi.org/10.1177/0163443710393382 

Kwon, M., Kim, D.-J., Cho, H., & Yang, S. (2013). The 

smartphone addiction scale: development and 

validation of a short version for adolescents. PloS 

One, 8(12), e83558. 

Kwon, Y., Yang, S., LEE, J. Y., Kim, E., Sora, P., & Na, 

E. (2018). Digital Connectedness, Digital Media 

Literacy, Tolerance, and Civic Engagement Among 

Young People. International Communication 

Association (ICA) Annual Conference. 

Lee, J., Cho, B., Kim, Y., & Noh, J. (2015). Smartphone 

Addiction in University Students and Its Implication 

for Learning BT - Emerging Issues in Smart 

Learning (G. Chen, V. Kumar, Kinshuk, R. Huang, 

& S. C. Kong (eds.); pp. 297–305). Springer Berlin 

Heidelberg. 

Lepp, A., Barkley, J. E., & Li, J. (2017). Motivations 

and Experiential Outcomes Associated with Leisure 

Time Cell Phone Use: Results from Two 

Independent Studies. Leisure Sciences, 39(2), 144–

162. http://10.0.4.56/01490400.2016.1160807 

Leung, H., Pakpour, A. H., Strong, C., Lin, Y.-C., Tsai, 

M.-C., Griffiths, M. D., Lin, C.-Y., & Chen, I.-H. 

(2020). Measurement invariance across young adults 

from Hong Kong and Taiwan among three internet-

related addiction scales: Bergen social media 

addiction scale (BSMAS), smartphone application-

based addiction scale (SABAS), and internet gaming 

disorder scale-short. Addictive Behaviors, 101, 

105969. 

Lin, Y.-H., Chang, L.-R., Lee, Y.-H., Tseng, H.-W., 

Kuo, T. B. J., & Chen, S.-H. (2014). Development 

and validation of the Smartphone Addiction 

Inventory (SPAI). PloS One, 9(6), e98312. 

Mcit.gov.eg. (2021). Ministry of Communications and 

Information Technology.  

https://mcit.gov.eg/En/Publication/Publication_Sum

mary/9260 

Moon, S. J., & Bai, S. Y. (2020). Components of digital 

literacy as predictors of youth civic engagement and 

the role of social media news attention: the case of 

Korea. Journal of Children and Media, 1–17. 

https://doi.org/10.1080/17482798.2020.1728700 

Noë, B., Turner, L. D., Linden, D. E. J., Allen, S. M., 

Winkens, B., & Whitaker, R. M. (2019). Identifying 

Indicators of Smartphone Addiction Through User-

App Interaction. Computers in Human Behavior, 99, 

56–65. 

https://doi.org/https://doi.org/10.1016/j.chb.2019.04

.023 

Okasha, T., Saad, A., Ibrahim, I., Elhabiby, M., Khalil, 

S., & Morsy, M. (2021). Prevalence of smartphone 

addiction and its correlates in a sample of Egyptian 

university students. International Journal of Social 

Psychiatry, 00207640211042917.  

https://doi.org/10.1177/00207640211042917 

Panova, T., & Carbonell, X. (2018). Is smartphone 

addiction really an addiction? Journal of Behavioral 

Addictions, 7(2), 252–259. 

Park, S. (2012). Dimensions of Digital Media Literacy 

and the Relationship with Social Exclusion. Media 

International Australia, 142(1), 87–100.  

https://doi.org/10.1177/1329878X1214200111 

Park, S., & Burford, S. (2013). A longitudinal study on 

the uses of mobile tablet devices and changes in 

digital media literacy of young adults. Educational 

Media International, 50(4), 266–280.  

https://doi.org/10.1080/09523987.2013.862365 

Park, S., Kim, E., & Na, E.-Y. (2015). Online activities, 

digital media literacy, and networked individualism 

of Korean youth. Youth & Society, 47(6), 829–849. 

https://doi.org/10.1177/0044118X14561008 

Salehan, M., & Negahban, A. (2013). Social networking 

on smartphones: When mobile phones become 

addictive. Computers in Human Behavior, 29(6), 

2632–2639. 

Samaha, M., & Hawi, N. S. (2016). Relationships 

among smartphone addiction, stress, academic 

performance, and satisfaction with life. Computers 

in Human Behavior, 57, 321–325.  

https://doi.org/https://doi.org/10.1016/j.chb.2015.12

.045 

Saxena, P., Gupta, S. K., Mehrotra, D., Kamthan, S., 

Sabir, H., Katiyar, P., & Prasad, S. V. S. (2018). 

Assessment of digital literacy and use of smart 

phones among Central Indian dental students. 

Journal of Oral Biology and Craniofacial Research, 

8(1), 40–43. 

Sha, L., Looi, C., Chen, W., & Zhang, B. H. (2012). 

Understanding mobile learning from the perspective 

of self‐regulated learning. Journal of Computer 

Assisted Learning, 28(4), 366–378. 

Škařupová, K., Ólafsson, K., & Blinka, L. (2016). The 

effect of smartphone use on trends in European 

adolescents’ excessive internet use. Behaviour & 

Information Technology, 35(1), 68–74.  

http://10.0.4.56/0144929X.2015.1114144 

Stanković, M., Nešić, M., Čičević, S., & Shi, Z. (2021). 

Association of smartphone use with depression, 

anxiety, stress, sleep quality, and internet addiction. 

Empirical evidence from a smartphone application. 

https://doi.org/10.1177/0163443710393382
http://10.0.4.56/01490400.2016.1160807
https://mcit.gov.eg/En/Publication/Publication_Summary/9260
https://mcit.gov.eg/En/Publication/Publication_Summary/9260
https://doi.org/10.1080/17482798.2020.1728700
https://doi.org/https:/doi.org/10.1016/j.chb.2019.04.023
https://doi.org/https:/doi.org/10.1016/j.chb.2019.04.023
https://doi.org/10.1177/00207640211042917
https://doi.org/10.1177/1329878X1214200111
https://doi.org/10.1080/09523987.2013.862365
https://doi.org/10.1177/0044118X14561008
https://doi.org/https:/doi.org/10.1016/j.chb.2015.12.045
https://doi.org/https:/doi.org/10.1016/j.chb.2015.12.045
http://10.0.4.56/0144929X.2015.1114144


 

 
Okela ǀ Journal of Media Literacy Education, 15(1), 44-57, 2023 55

  

Personality and Individual Differences, 168, 

110342. 

https://doi.org/https://doi.org/10.1016/j.paid.2020.1

10342 

Statista (2021). Number of smartphone users from 2016 

to 2021.  

https://www.statista.com/statistics/330695/number-

of-smartphone-users-worldwide/ 

Steel, C. (2012). Fitting learning into life: Language 

students’ perspectives on benefits of using mobile 

apps. Ascilite, 875–880. 

Suwana, F. (2021). Content, changers, community and 

collaboration: expanding digital media literacy 

initiatives. Media Practice & Education, 22(2), 153–

170. http://10.0.4.56/25741136.2021.1888192 

Szpakow, A., Stryzhak, A., & Prokopowicz, W. (2011). 

Evaluation of threat of mobile phone–addition 

among Belarusian University students. Prog Health 

Sci, 1(2), 96–101. 

Thornton, P., & Houser, C. (2005). Using mobile 

phones in English education in Japan. Journal of 

Computer Assisted Learning, 21(3), 217–228. 

Wei, L. (2012). Number matters: The multimodality of 

internet use as an indicator of the digital inequalities. 

Journal of Computer-Mediated Communication, 

17(3), 303–318. 

Zhang, H., & Zhu, C. (2016). A Study of Digital Media 

Literacy of the 5th and 6th Grade Primary Students 

in Beijing. The Asia - Pacific Education Researcher, 

25(4), 579–592.  

https://doi.org/http://dx.doi.org/10.1007/s40299-

016-0285-2 

Zhang, Z., Li, J., Liu, F., & Miao, Z. (2016). Hong Kong 

and Canadian students experiencing a new 

participatory culture: A teacher professional training 

project undergirded by new media literacies. 

Teaching and Teacher Education, 59, 146–158. 

https://doi.org/https:/doi.org/10.1016/j.paid.2020.110342
https://doi.org/https:/doi.org/10.1016/j.paid.2020.110342
https://www.statista.com/statistics/330695/number-of-smartphone-users-worldwide/
https://www.statista.com/statistics/330695/number-of-smartphone-users-worldwide/
http://10.0.4.56/25741136.2021.1888192
https://doi.org/http:/dx.doi.org/10.1007/s40299-016-0285-2
https://doi.org/http:/dx.doi.org/10.1007/s40299-016-0285-2


 

 
Okela ǀ Journal of Media Literacy Education, 15(1), 44-57, 2023 56

  

APPENDIX A 

Digital media literacy scale 

 

Device access 

Item 1: I use a mobile phone without an internet connection 

Item 2: I use my mobile phone to access the internet 

Item 3: I use a computer 

Item 4: I use other devices (such as an iPad) to access the internet 

Item 5: I play computer games 

Content access 

Item 6: To access the information or data I need; I can functionally use different search engines and databases. 

Item 7: I can search for specific information through social networking sites (Facebook, Twitter, YouTube). 

Item 8: I can access the different types of information (news, data, images, videos, statistics, articles, opinions, etc.) I 

need.   

Item 9: When searching for information in media tools, I can use filtering tools with ease when needed. 

Item 10: I can search for information or materials related to my homework 

Technical understand 

Item 11: I can perform several operations (watching, downloading, uploading, sharing, etc.) simultaneously while using 

media tools.   

Item 12: I can find a friend on social networking sites. 

Item 13: I can share my photos and videos via social networking sites and applications. 

Item 14: I can attach a file or several files during chat or via e-mail. 

Item 15: I can transfer my downloaded files from one device to any other devices. 

Critical understand 

Item 16: While using the internet and particularly social networks, I certainly pay attention to how much I reflect my real 

identity on the web and which personal data I share with others. 

Item 17: When deciding which source to use after making a query to access some information via media tools, I make 

my decision based on the reliability of the source not on the sequence of results that search engines provide. 

Item 18: I can examine the contents of the same topic presented in different media tools and channels and compare them 

in terms of the way the topic is addressed and different points of view. 

Item 19: I am aware of the fact that messages communicated through media channels influence people’s being persuaded, 

making decisions, and behavior types. 

Item 20: I can easily identify the content with the purposes like propaganda, manipulation, agitation, and purposeful 

routing used in media messages. 

Create 

Item 21: When needed, I can give reactions in the right way (via audio, video, image, or text) in reply to media messages 

from different individuals or sources. 

Item 22: I can take pictures, record videos, type text, and arrange these elements to convey a specific message. 

Item 23: I know the methods and ways to complain or inform against unethical, immoral, or unreal data, information 

sources, and people behaving in these ways. 

Item 24: I can use appropriate means and applications to deliver the messages I create (text, images, video) to the 

audience. 

Item 25: I can edit photos and videos to convey a specific message. 
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APPENDIX B 

Smartphone addiction scale-short version (SAS-SV) 

 

Item 1: I miss planned work due to smartphone use. 

Item 2: I have a hard time concentrating in class while doing assignments, or while working due to smartphone use. 

Item 3: I feel pain in my wrists or at the back of my neck while using my smartphone. 

Item 4: There is nothing other than smartphone use that is fun to do in my life. 

Item 5: I sometimes use my smartphone just because it makes me feel good. 

Item 6: My life would be empty without my smartphone. 

Item 7: I feel most open to new experiences while using a smartphone. 

Item 8: I make sure to bring my smartphone when I use the toilet, even if it’s an emergency. 

Item 9: I feel like I am better understood over my smartphone than I am in person. 

Item 10: I feel more relieved when going to bed if I have my smartphone with me. 

 

 


