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Abstract  This study was carried out to investigate the 
digital addiction (DA) level of the university students 
according to their purposes for using digital tools. 527 
students studying at the faculties of education of Erzincan, 
Dicle, and Siirt Universities participated this study in 
which general survey model was used. A form was used to 
reveal for which purpose and how often the students used 
digital tools. The DA levels of the students were found out 
by the Digital Addiction Scale. According to the 
frequencies of the students’ using digital tools for 
participating social media, playing games, communicating, 
and shopping, the DA scores were found to differ 
significantly for those who used digital tools for these 
purposes more frequently. The DA scores of the students 
who used digital tools a lot for research were significantly 
lower than the scores of the students using tools less for this 
purpose. It was also found that the DA scores of the 
students who used digital tools for watching films and 
listening to music with different frequencies did not differ 
from each other significantly. The study has shown that 
while the frequent use of digital tools for participating 
social media is highly effective on digital addiction, the 
frequent use of digital tools for games, communication, 
research, and shopping has a low effect on digital 
addiction.  

Keywords  Addiction, Behavioral Addiction, Digital 
Addiction 

1. Introduction
History investigates human history by dividing it into 

several periods. Each period has its own characteristics and 
differentiates from other periods with these characteristics. 
It has been accepted by many scholars that humanity is in a 

new period today. The most certain characteristic of this 
new period is the developments in technology and their 
effects on human life. The developments in technology led 
to experiencing the process of digitalization [1]. Digital 
tools are used commonly in education, media, trade, child 
games, librarianship services, culture and art, 
communication, public services and so on now. Therefore, 
the period in which we live is called digital era. [1, 2, 3, 4, 
5, 6, 7, 8, 9].  

The developments in information technologies have led 
to the production of such tools as mobile phone, desktop 
computer, laptop computer, smart TV, and tablet, and to 
marketing them with a low price. In addition, the 
developments on the Internet have changed the perceptions 
of time, space, and distance by speeding information 
exchange and helped to do a lot of work and operations 
with digital tools easily. As a result of this, these 
technological devices have started to be used commonly at 
home and work [10, 11]. According to a study made in 
Turkey, it was found out that % 96.9 of the houses had 
mobile or smart phone, %22.9 of them had desktop 
computer, %36.4 of them had laptop computer, and % 29.6 
of them had tablet computer in April, 2016. In the same 
study, it was revealed that %76.3 of the houses had the 
opportunity of accessing the Internet [12]. 

Digital tools save time by easing human life, make quick 
access to information possible, and help to spend time 
enjoyably. However, the overuse of digital tools causes 
several problems. These problems named as addiction lead 
to physiological and psychological problems among 
children and the youth [13].

Addiction is defined as impulse dependent on a habit of 
a certain activity or substance use though it has destructive 
effects on the physical, social, emotional, and mental 
health of the individual as well as his/her financial situation 
[14]. While the addictions like alcohol, cigarette, drug 
addictions, and etc. are defined as “substance addiction”, 
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the addictions such as gambling, doing sports excessively, 
spending time with digital tools overmuch, and etc. are 
classified as “behavioral addiction”. Behavioral addiction 
is a type of addiction which arises because of the frequent 
repetition of a habit without being dependent on any 
substance, where the pathological problems seen in 
substance addiction are observed, and in which the 
individual goes on doing the behavior though he/she 
recognizes that he/she is affected [15, 16, 17]. 

It has been found that a lot of factors have effects on 
behavioral addiction. According to this, some individuals 
are genetically more inclined to have behavioral addiction. 
Psychological factors like depression and social anxiety, 
and social factors like poor family support and social 
relations also influence behavioral addiction [18]. A lot of 
criteria have been put forward to consider an individual as 
a behavioral addict in the literature. In this issue, Griffiths 
mentioned that a behavior or activity should exhibit the 
characteristics below to be considered as a behavioral 
addiction [19]  

1. Salience: That an action becomes 
attention-grabbing in terms of an individual’s life. 

2. Mood modification: That the action affects the
individual’s mood. 

3. Tolerance: The increase in the amount of the
repetition of the action to show the effect it creates 
on the individual.  

4. Withdrawal: The observable unpleasant emotions
or physical symptoms occurring when the action is 
interrupted.  

5. Conflict: The conflict and interference between the
individual and the people around him/her that 
occur in him/her depending on the action.  

6. Relapse: That a certain action tends to occur again
after the avoidance or control lasting long years. 

The developments in the digital software cause new 
types of behavioral addiction to arise. Digital game 
addiction and Facebook addiction are the examples of these 
new types [20, 21]. Besides, new devices compatible with 
digital technology are developed, and new types of 
addictions enter the literature. Smart phone addiction is an 
example of this [22]. The fast developments in technology 
indicate that new types can be added to the types of 
addiction in this scope.  

DA is a concept including game, social networking, 
smart phone, the Internet addictions, and etc. [23, 24]. 
According to this, DA can be defined as impulse which 
leads to going on using digital tools although it is known 
that overusing such tools will create physical, emotional, 
mental, and social problems for an individual. It is seen that 
several studies on DA have been made abroad recently. DA 
is also a serious problem for the youth in Turkey. Only the 
opening of the polyclinics to treat the individuals with DA 
is the biggest evidence of this [25]. Consequently, it is 
important to investigate DA in its different aspects to 
protect the youth and children from its negative effects. 

The aim of this study is to investigate the DA levels of 
the university students according to the frequency of their 
use of digital tools for participating social media, playing 
games, learning information, watching films – listening to 
music, doing shopping, or communicating (MSN, e-mail, 
etc.). Hence, the study tries to reveal which use of digital 
tools is more effective on DA. 

2. Materials and Methods
General survey model was used in this study. It is a 

survey model used in a crowded population for making a 
judgment about the population [26].

2.1. Population and Sample 

The students studying at the faculties of education of 
Erzincan, Siirt, and Dicle Universities in the spring term of 
the 2015-2016 education year constituted the population of 
the study. 527 students chosen from the population 
randomly formed the sample of the study. The sample 
included 196 students (95 females, 74 males) from Siirt 
University, 157 students (99 females, 58 males) from Dicle 
University, and 201 students (140 females, 61 males) from 
Erzincan University. Most of the participants, studying in 
the east part of Turkey, are from low or middle class 
families, and they are said to be conservatives. 

2.2. Data Collection Tools 

The frequency of the participants’ use of digital tools 
according to their purposes for using tools was found with 
the information form depending on their perceptions. Their 
DA levels were determined with the Digital Addiction 
Scale (DAS). 

The Digital Addiction Scale 
The DAS is a five-point, nineteen-item Likert-type scale. 

It has five sub-dimensions: Overuse, Non-restraint, 
Inhibiting the Flow of Life, Emotional State, and 
Dependence. Its Cronbach’s Alpha coefficient was 
calculated 0.874. The scale was found to explain 
the %59.51 of variance. As a result of the confirmatory 
factor analysis, the values of χ²/ sd., RMSEA, NFI, CFI, IFI, 
and RMR were 2.326, 0.05, 0.90, 0.94, 0.94, and 0.058 
successively. The coefficient of the test-retest reliability 
made in a three-week interval was r = .779 (p< .001). The 
DA point is obtained by dividing the total point from the 
DAS by 19 [27].  

2.3. Limitations 

In literature, it can be seen that there are a lot of purpose 
of digital device use that might cause DA. Present study 
focuses on only the use of digital devices by means of 
social network, game, research, film-music, shopping and 
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communication. To contribute the literature accurately, the 
cultural features of the participants are taken into 
consideration. From this point of view, for sexuality and 
gambling purpose of digital devise use are not included in 
the study. Hence, participants are enabled to feel 
comfortable and answer the accurately. 

2.4. Data Collection Procedure and Data Analysis 

The data were collected by the faculty members within 
their class times depending on voluntariness and analyzed 
with SPSS. It was determined with the 
Kolmogorov-Smirnov test that the DA points distributed 
normally on the basis of the frequencies of use of digital 
tools according to each purpose of using tools (p>.05). Due 
to this, the averages of the points were compared with 
one-way analysis of variance. The homogeneity of the 
groups was determined with the Levene test (p >.05). One 
of the Post-hoc tests, the Scheffe test was used to find out 
from which group the difference resulted. The effect size of 
the study was calculated with η2. The η2 value was 
determined as small, medium, and large at the levels 
of .01, .06, and.14 respectively [28]. The differences were 
considered to be statistically significant at the 0.05 level.  

3. Findings
The DA points of the university students depending on 

the frequency of their use of digital tools for participating 
social networks, playing games, learning information 
(research), watching films – listening to music, doing 
shopping, and communicating (MSN, e-mail, etc.) were 
compared with one-way analysis of variance. The results 
are shown in Table 1. 

As seen in Table 1, a statistically significant difference 
was found between the DA points of the university students 
according to the frequency of participating social networks 
(p<.05). It was determined that the difference was between 
the groups using digital tools for participating social 
networks more often. Participating social networks was 
found to have a big effect on the DA points. 

The results of the analysis indicated that there was a 
significant difference between the DA points of the 
students in terms of using digital tools for playing games 
(p<.05). It was found out that differentiation existed 
between the group of the students who played games a lot 
with digital tools and the group of the students who never 
played games (for the group playing games a lot). Playing 
games was determined to have little effect on the DA 
points. 

Table 1.  The results of the one-way analysis of variance of the DA points depending on the frequency of the use of digital tools 

Purpose Frequency N x̄ ss. F p Post Hoc η2 

Social Network 

Never1 59 2.42 0.66 

55.085 0.000 

p=0.110 (1-2) 

0.174 (Large) Little2 233 2.68 0.58 p=0.000 (1-3) 

A lot3 233 3.15 0.57 p=0.000 (2-3) 

Game 

Never1 158 2.74 0.67 

8.111 0.000 0.030 (Small) Little2 282 2.86 0.64 p=0.000 (1-3) 

A lot3 87 3.08 0.56 

Research 

Never1 17 3.05 0.53 

5.280 0.005 0.019 (Small) Little2 252 2.94 0.62 p=0.011 (2-3) 

A lot3 256 2.77 0.66 

Film-Music 

Never1 17 2.77 0.77 

2.736 0.066 Little2 154 2.77 0.65 

A lot3 355 2.91 0.65 

Shopping 

Never1 152 2.84 0.65 

6.859 0.001 

p=0.027(1-3) 

0.025 (Small) Little2 257 2.79 0.66 p=0.001(2-3) 

A lot3 116 3.05 0.56 

Communication 

Never1 47 2.71 0.71 

9.151 0.000 

p=0.042 (1-3) 

0.033 (Small) Little2 189 2.73 0.63 p=0.000 (2-3) 

A lot3 291 2.97 0.63 
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The difference between the DA points of the students 
depending on the frequency of using tools for research was 
found to be statistically significant (p<.05). The points of 
the students using digital tools for research little were 
significantly higher than the averages of the points of the 
students using tools for research a lot. The study showed 
that the use of digital tools for research had little effect on 
the DA points.  

Any significant difference was not found between the 
DA points of the students according to the frequency of 
using digital tools for entertainment like watching films – 
listening to music (p>0.05).  

According to the frequency of using digital tools for 
doing shopping, the DA points of the students differed 
from one another significantly (p<.05). The DA points of 
the students using digital tools for doing shopping more 
were determined to be significantly higher than the DA 
points of the students using digital tools for shopping little 
and never using tools for this purpose. The use of digital 
tools for doing shopping was found to have little effect on 
the DA points.  

Depending on the frequency of using digital tools for 
communication, the differentiation between the DA points 
of the students was statistically significant (p<.05). The 
differentiation existed between the groups using digital 
tools for communication more often. The use of digital 
tools for communicating was found out to have little effect 
on the DA points. 

4. Discussion and Conclusion
It was found in the study that the DA points of the 

students using digital tool for participating social networks 
a lot were significantly higher than the points of the 
students using tools for this purpose little and not using 
tools for this, and the points of the students using tools for 
this purpose little were significantly higher than the points 
of the students not using tools for this. There are several 
studies supporting this result in the literature [29, 30, 31, 
32]. Participating social networks was determined to have a 
big effect on DA. This situation can be explained with the 
psychological attraction of social networks and moral 
panic. Social networks are an online platform where the 
individuals can build profile, make friendships, express 
themselves in real life without being censored, mask 
themselves if they want, and feel more comfortable, and 
which is freer than other media tools [33, 34]. Joining 
social networks provides an opportunity to the participants 
living in a conservative society to express their ideas and 
thoughts, that they cannot express in real life, freely and 
without any pressure in virtual environment, so they can be 
tempting for students. That might cause participants to visit 
social websites more often. In addition, an individual can 
make a two-way communication with other individuals 
whom he/she knows or does not know. This situation 

creates pleasant emotions for him/her [55]. These 
characteristics make social networks psychologically 
attractive. On the other hand, moral panic can be defined as 
societal reaction to a person, event, or situation that is in 
conflict with the common values and benefits of the society. 
Social networks can keep the anxiety and fear arising 
because of a situation against the society’s common values 
on the agenda with online interaction. Moral panic 
reactions to the issues like nationalism, violence to women, 
child abuse, fashion, and etc. may be one of the reasons 
why students want to use social networks more [35, 36, 37, 
38, 39, 40, 31]. 

The study showed that the DA points of the participants 
using digital tools for playing games a lot were 
significantly higher than the points of the other participants. 
Even though digital games have positive characteristics 
like tension release, reviving one’s imagination, and etc., 
they may lead to addiction when the individual spends time 
with them excessively [41,42]. Lemmens and colleagues 
defined digital game addiction as “that the individual goes 
on using computer games excessively and obsessively 
though this situation causes social and/or emotional 
problems” [43]. They revealed that there was a positive and 
low-level relationship between the Internet addiction and 
time spent on playing games. Besides, they showed that the 
time the Internet addict adults spent on playing games was 
significantly higher than the time the adults who were not 
the Internet addicts spent [32]. This result supports the 
finding of this study. This study indicated that the use of 
digital tools for playing games had little effect on the DA 
levels. Problematic game playing was found to be common 
among the teenagers between 10 and 19 years old in other 
studies [54]. According to this, using digital tools for 
playing games is thought to be more effective on teenagers 
than on university students since the use of digital tools for 
playing games is preferred by teenagers more.  

Information can be recorded, produced, shared, and 
accessed through digital tools today. Online libraries, 
computer-aided educational software, digital lesson 
materials, online university, and search engines are the 
concrete products of the change experienced [44]. It can be 
said that this situation has made the use of digital tools by 
university students for learning information obligatory. It 
was revealed in this study that the DA points of the students 
using digital tools for research little were significantly 
higher than the points of the students using digital tools for 
this purpose a lot. This situation can be explained by the 
fact that the students using digital tools for research a lot 
are good users of digital tools. There are several studies 
supporting this explanation in the literature. Those studies 
pointed out that the use of the Internet for social media and 
entertainment was more effective on the Internet addiction 
than the use of it for research [45]. They also found out that 
there was no statistically significant difference between the 
time spent on the Internet for research by the Internet addict 
young adults and by the ones who were not addicts [32]. 
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They revealed that the problematic Internet use points of 
the university students using the Internet for learning 
information were lower than the points of the students who 
used it for having fun and building social relationship [46]. 

Technological developments have caused changes in 
people’s shopping habits and provided them with the 
opportunity of doing online shopping. Online shopping is a 
kind of e-commerce which enables customers to buy goods 
or services online [47]. The factors like cost, economical 
factors, time, usefulness (product and model range), and 
entertainment make online shopping attractive [48]. In this 
situation, online shopping becomes an uncontrollable 
behavior for some individuals [49]. The problems leading 
to the repetition personal and familial troubles depending 
on extreme impulse shopping are called compulsive buying 
disorder [50]. The amount of online shopping in Turkey 
tends to increase. The amount of shopping done on the 
Internet was %30,8 of the total amount of shopping done in 
the country in 2014, %33,1 in 2015, and %34,1 in 2016 
[51]. This study demonstrated that the DA points of the 
students using digital tools for shopping were significantly 
higher than the points of the students using tools for 
shopping little and not using them for this purpose. 
Similarly, the DA points of the students using digital tools 
for this purpose little were found to be significantly higher 
than the points of the students not using tools for this. 
Another study in the literature indicated that there was not 
significant difference between the problematic Internet use 
points of the students doing shopping on the Internet and of 
the ones who did not do so [45]. This result conflicts with 
the finding of this study. This study showed that the use of 
digital tools for shopping had little effect on DA. This 
situation can be explained by the fact that shopping was not 
attractive a lot for the participants because they were 
students and had the economic self-sufficiency only to 
meet their basic needs. Hence, Okay revealed that the 
university students used the Internet for shopping least [52]. 
However, the use of digital tools for shopping may have the 
potential to trigger DA because the increase in the 
frequency of using tools for this purpose rises the DA level, 
and the amount of doing online shopping is constantly 
increasing.  

In the study, there was not found to be any significant 
difference between the DA points of the students according 
to the use of digital tools for watching films and listening to 
music. This situation can be explained with the students’ 
preferences of use. Yet, some studies demonstrated that the 
rate of the university students’ use of the Internet for 
watching film – listening to music was lower than the rates 
of their Internet use for other purposes [53], while it was 
found to be high in some other studies [52]. Therefore, this 
finding can be commented like that university students 
could control themselves in using digital tools for 
entertainment purposes like watching film and listening to 
music, so the use of digital tools for such purposes did not 
have a direct effect on DA.  

Communication can be made virtually, message can be 
sent instantly, and information and documents can be 
transferred through digital tools [44]. University students 
use digital tools for this purpose a lot [52, 53]. The study 
demonstrated that the DA points of the students using 
digital tools for communication were significantly higher 
than the ones of the students using tools for this purpose 
little, while the points of the students using tools for 
communication little were higher than the ones of the 
students who never used tools for this purpose. Supporting 
this finding, Morrison and Gore revealed that there was a 
significant difference between the time spent on the 
Internet for communication by the Internet addict adults 
and by the ones who were not Internet addicts [32]. They 
also found that there was a significant low-level 
relationship between the averages of the Internet addiction 
points and the time spent for communication. It is thought 
that the use of digital tools for communication because of 
the reasons like the loyalty to friends or family may lead to 
problematic digital tool use among students. Though 
digital tools were used for communication a lot, they were 
determined to have little effect on DA in this study. The 
obligation that the sender and receiver must be ready at the 
same time to communicate can avoid the continuity of 
communication. This restricts students to using digital 
tools whenever they want, so it causes this purpose of using 
digital tools to have little effect on DA. 

Depending on the results of this study, it was found out 
that the use of digital tools participating social network, 
especially students from low or middle class, they are 
believed to be conservatives, was very effective on DA, 
while the use of digital tools for games, research, 
communication, and shopping had little effect on DA. The 
use of tools for watching films and listening to music was 
found not to have any effect on DA. Based on the result of 
present study, following suggestion is made.  

Short-term suggestions: Conferences, seminar and 
similar occasions about DA should be organized at 
universities. There should be agencies to assist and guide 
students who have DA problems. 

Long-term suggestions: Students should be educated 
about how to use digital tools from early ages, so they can 
control themselves in using digital tools and become good 
digital tool users. For this purpose, right use of digital 
device use should be included in the primary and secondary 
school curriculums. Also, parents should be enabled 
training programmes about this topic. Moreover, videos 
about DA can be prepared and broadcasted on TVs in order 
to inform society and arise awareness. Students should be 
encouraged to do sports and have hobbies in order to 
benefit from their free time by keep themselves away from 
digital tools. That future studies should be made about 
under which trend topic university students spend time, 
which trend topics they find more attractive, and how these 
two will affect DA is thought to be useful. 
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