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ABSTRACT

Gaming and internet dependency is a relatively new area of research. However, it
takes tremendous amount of attention from a wide geography. Studies on the matter
suggest that gaming and internet dependents are in parallel with the substance related
addictions such that evidence is existent on mood modification, escapism,
preoccupation, tolerance etc. Since current literature on the matter is plentiful
however vague, this research aims to shed light on the role of personality traits
(extraversion, neuroticism, conscientiousness, agreeableness and openness to
experience), self-esteem, self-efficacy and locus of control on the condition of
gaming and internet dependency. 235 participants both from Eastern Mediterranean
University and from online surveys volunteered in the study. They completed
questionnaires based on self-reports. Results showed that low conscientiousness and
low self-efficacy predicted gaming dependency. In addition, conscientiousness,
neuroticism and self-esteem predicted internet dependency. However, agreeableness,
openness to experience, extraversion and locus of control had no significant value on

the dependencies.

Keywords: Gaming, internet, addiction, dependency, personality traits, self-esteem,

self-efficacy, locus of control, self-concepts.



0z

Oyun ve internet diiskiinliigii nispeten yeni bir arastirma alanidir. Buna ragmen genis
bir cografyadan yiiksek ilgi ¢ekmektedir. Bu konu ile ilgili ¢aligmalar, oyun ve
internet diiskiinliigliniin madde bagimliligiyla aym1 dogrultuda oldugunu gosteriyor.
Oyle ki bu bulgular duygu durumuna, kacis tutumuna, toleransa ve aklin dolu ve
mesgul olmasina yoneliktir. Mevcut literatiirtin bol ancak ayni zamanda belirsiz
olmasindan o6tiirli bu arastirma, kisilik 6zelliklerinin (disa dontikliik, norotisizim,
sorumluluk, uyumluluk ve deneyime agiklik), 6zgiivenin, 6z yeterliligin ve algi
odaginin oyun ve internet diiskiinliigiindeki roliine 151k tutmayr hedeflemektedir.
Aragtirmaya, Dogu Akdeniz Universitesinden ve internet anketlerinden toplam 235
goniillii  katilmistir. Anketler katilimcilarin 6z bildirimleriyle tamamlanmastir.
Sonuglar sorumlulugun diisiik olusu ile diisiik 6z yeterliligin oyun diiskiinliglinii
yordadigini gostermistir. Ayrica, diisiik sorumluluk, nérotisizim ve diisiik 6zgiivenin
ise internet bagliligin1 yordadigi goriilmiistiir. Ancak, uyumlulugun, deneyime agik

olmanin, disa doniikliigiin ve algi odaginin hi¢bir anlamli degeri bulunamamustir.

Anahtar kelimeler: Oyun, internet, bagimlilik, diskiinliik, kisilik 6zellikleri,

ozgiiven, 0z yeterlilik, alg1 odagi, benlik algisi.
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Chapter 1

INTRODUCTION

Before the internet was put for use, there were mails, telegraphs, and telephones.
Technology of internet connected people at a tremendous level as never before. It
represents one of the most important investments in human history and continues to
show its importance. When Soviet Russia launched its first satellite into space, race
for technological advances has begun. One of the most important steps of this race
was to develop a technology for allowing large amounts of data to be sent and
received in short intervals (Computer History Museum, 2004). The motives to create
such a technology were for military purposes, mostly. If or when the
communications were to be cut between government leaders, the internet would take
its place. In 1962, ARPANET was set and it all begun. The first message delivered
through this network was the word ‘LOGIN’ in 1969 (even though the system
crashed after the second letter, it was considered a success). Then, the World Wide
Web was invented in 1992 and was made available to public in 1995 (Computer

History Museum, 2004).

To understand the problem of gaming though, first it should be known that what
games are. Smed and Hakonen (2003) define games as “a universal form of
recreation generally including any activity engaged in for diversion or amusement
and often establishing a situation that involves a contest or rivalry.” Video games are

programs (implemented via computers) that are designed to create a task, difficult,



medium or easy, and to accomplish it, must overcome the obstacles. Since 1958, the
first computer game that is ever invented — tennis for two — many games have been
developed that include more complicated and more segregated aspects (Stony Brook

University, 2013).

There are different genres in video games. Most popular of these video games are for
example, action, adventure, racing, sports, and shooter. Also, among the types, there
are kinds of gameplays. For instance, first person, third person, text based,
simulation. These games can either be played online or offline and in addition,
single-player or multi-player. One last aspect of games is them being either open
ended or close ended. Close ended games require the player to complete a task and
finish it. Open ended games require the player to complete a task and then another
task, and then another... The very nature of open ended games requires a tremendous
commitment that may influence your life style resulting from excessive playing. It is
a virtual world that an individual can almost do anything in it. For instance, anyone
can be a farmer or a warrior, have a spouse and children, rally an army and destroy
cities. Gaming companies present individuals with endless scenarios that the players

can’t possibly finish which consequents in individuals to play and play.
1.1Gaming Dependency

In her famous book Caught in the Net, Young (1998) argued this matter and for the
first time, she coined the term ‘internet addiction’. Young (1998) argued the concepts
of ‘online addiction’, ‘faceless communication’, ‘surfing on the net” will be a huge
problem in the future because of the significant rises in the statistics that suggested
each person will have a computer eventually. Thus, there were going to be excessive

usage situations where people are prevented from doing their every-day activities



which are actually self-inhibited, self-inflicted problems and of course, with the
consideration of sociological background which are pressure of having to do
something because peers are doing it as well — to be discussed in detail further. Since
either online or offline gaming wasn’t of an issue at the time being, the popular topic,
at least for Young, was internet usage. In the same line with predictions Young made
almost two decades ago, gaming dependency is now a serious issue all over the
world, especially in South East Asia, Europe, North America and some percentage of
Middle East. More than 90% of adolescents in South Korea are reported to be play
online video games and also, in the USA, 73% of the adolescents are estimated play
video games either online or offline (KOGIA, 2008; IGA, 2009). A in a study
conducted by Kuss, Rooij, Shorter, Griffiths, and Mheen (2013) with 3105 Dutch
adolescents revealed a 3.7% prevalence rate. Another study conducted by Bayraktar
(2002) revealed a 1.1% prevalence among adolescents in Turkish speaking
population. Last, a meta-analysis of pathological gaming revealed that there exists a
9.6% prevalence in online gaming and 4.4% prevalence in offline gaming (Ferguson,

Coulson, & Barnett, 2011).

Even though it is known that there is a serious prevalence on the matter of internet
and gaming dependency, literature still lacks a general definition that would help the
researchers to identify a gaming addict. Thus, this research is aimed at looking at the
role of big five personality traits that are openness to experience, conscientiousness,
extraversion, agreeableness and neuroticism, self-esteem, self-efficacy and locus of

control in internet and gaming dependency



1.1.1 Diagnostic Criteria

The Diagnostic Tools and Statistical Manual of Mental Disorders (DSM), for both
psychologists and psychiatrists, may be the most used tool in order to diagnose and
classify the cases of psychiatric disorders which as the primary requirement of the
profession, is fundamental. Before the publication of DSM-5 in 2013, what was used
was DSM-IV. DSM-IV was published in 1994 and it was revised in 2000. This
means that for full two decades, same categorical rules were used for classification
and diagnostics. In these years past, knowledge possessed by the implementers
increased drastically with tremendous amounts of research provided by the literature,

worldwide.

By the American Psychiatric Association, a multi-disciplinary professional group
was put together, a task force with mission of making a new tool in the year of 2007.
Their main objective was to determine the weak and strong sides of DSM-1V. One of
the subgroups of this task force was given mission to work under the substance use
disorders which brings us to our primary proposition because internet — gaming
disorder is defined under this category. This substance use disorders group analyzed
the past studies on what was believed to be of importance on the matters of
gambling, excessive shopping behavior and training (excessive exercise). The
diagnostic criteria for substance use disorders at the time being with the exclusion of
internet gaming disorder are as follows: 1) Has made repeated unsuccessful efforts to
control, cut back, or stop 2) Has jeopardized or lost a significant relationship, job, or
educational or career opportunity 3) After losing, often returns another day to get
even (chasing one’s loses) 4) Is often preoccupied with the problematic behavior

(American Psychiatric Association, 2013). However, internet gaming disorder was



included in the section ‘Emerging Measures and Models’, meaning, it is recognized

but not included as a real, existent disorder.

Despite the fact that there was an expeditiously flourishing literature on the matter of
internet gaming disorder, it was not deemed to be involved in the manual and mainly,
that is resulted from the fact that there wasn’t a standard tool that was to be used for
diagnostic purposes to evaluate or assess internet gaming disorder among these
studies (Griffiths, Kuss, & King, 2012). In a study conducted by King, Haagsma,
Delfabbro, Graadisar and Griffiths (2013) 63 different quantitative papers were
examined and it was revealed that the tools generated in these researches were more
than 18 kinds of it meaning that there are only 18 different kinds of measurement
tools towards the purpose of assessing the dependency. This inclusive review shows
that there needs to be a higher standard in categorizing and diagnosing internet

gaming disorder.

This particular dependency suffers from having a broadly accepted definition;
problematic, pathological, addictive or excessive. One can ask why this issue is such
a problem. On one hand, it is problematic because of point of origin. In a recent
study, it was discussed that either gaming is the disorder itself originating from point
of starting playing games or it is the internet as one of the primary floor for starting
the disorder, where it actually originates (Demetrovics, Urban, Nagygyorgy, Farkas,
& Griffiths, 2012). Young (1998) argues that online gaming dependency is one of the
subtypes of internet related disorders itself where it actually originates and is
facilitated. However, it is also discussed that it doesn’t necessarily have to be
involved with tolerance and physical symptoms of withdrawal which again indicates,

there is no common ground (Griffiths, 2005). On the other hand, it is because of
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fulfilling the demands made by ethical reasons and political correctness which will

be discussed further.

Even though whole quantity of addictions share particular characteristics such as
salience, mood modification, tolerance, withdrawal symptoms, conflict and relapse,
there has to be a common ground in order for the disorder to be included in the
DSM-5 or even for merely studying it with common acceptance (Griffiths, King, &

Demetrovics, 2014).

The section ‘Emerging Measures and Models’ in DSM-5, for a person to be
diagnosed with internet gaming disorder, several criteria have to be evident (5 or
more) which are in parallel with the literature: (salience); preoccupation, meaning,
thinking about the desired behavior when it is not carried out, (withdrawal); when the
access is taken away, withdrawal symptoms appear, (tolerance); as time passes, need
to be in the game also increases in a positively manner, (relapse/loss of control);
having failed attempts in trying not to participate in the desired problematic behavior,
(conflict); losing interest in the pleasurable past times, (conflict 2); even though
problems that psychological and social regarding internet gaming disorder are both
evident and conscious, continuation of the excessive behavior, (conflict 3); trying to
deceive others (family members, partners, peers, teachers, therapists etc.) in the
matter of time spend with desired behavior, (mood modification); usage of the
desired behavior in order the escape from the responsibilities of real life or
contradictory/bad mood, (conflict 4); losing convenient circumstances of career,

education, relationship or jobs (APA, 2013; Griffiths et al., 2014).



1.2 Internet Dependency

With the access available and media being more mobile, internet dependency arose
as a very probable problem. The concept of internet dependency is still being built up
and still in need of definition and diagnostic tools. However, when the literature is
reviewed, it is very evident that internet dependency shouldn’t be taken lightly
because it is related with negative consequences quite a lot. One evidence to this
could be a study conducted by Kuss and Griffiths (2012) revealing that adolescents
suffer from identity formation when they manifest pathological behaviors of internet
dependency. In addition, their brain may also be affected negatively in the sense of
cognitive functioning and lead to low performance in school (Kim, et. al., 2011). It
was also shown that eating habits may be altered negatively, interpersonal
relationships may be influenced negatively and even self-inflicted injuries may be
observed (Kim, et. al., 2006; Milani, Osualdella, & Di Blasio, 2009; Lam, Peng, Mai,

& Jing, 2009).

Internet dependency may differ across countries. In the literature, different
prevalence rates regarding internet dependency are suggested. For example, a study
conducted by Kormas, Critselis, Janikian, Kafetsiz and Tsitsika (2011) in Greece
revealed a 1.5% prevalence and another study conducted by Kaltiala-Heino,
Lintonen and Rimpela (2004) revealed a 1.6% prevalence in Finnish population in
terms of internet dependency. Also, in a study conducted with 3560 high school
students in USA revealed a 4% prevalence (Liu, Desai, Krishnan-Sarin, Cavallo, &
Potenza, 2011). While these numbers may not seem too much, in some countries, it

is dramatically higher. For example, one study revealed 8% prevalence rate in China



among adolescents (Cao, Sun, Wan, Hao, & Tao, 2011). Also in South Korea, 10.7%

of adolescents reported to be internet addicts (Park, Kim, & Cho, 2008).

In addition to these, when both internet and gaming dependency prevalence rates are
considered under the condition of being in a psychiatric setting, the numbers go even
higher. One study conducted by Wolfling, Miiller and Beutel (2010) with 81 child
and adolescent patients with psychiatric conditions revealed a 11.3% prevalence in
Germany. In addition, a study conducted with 71 adolescent outpatients in Puerto
Rico revealed an 11.6% prevalence rate (Liberatore, Rosario, Colon-De Marti, &
Martinez, 2011). This may mean that varieties in prevalence rates may not only differ
from culture to culture but also differ as a consequence of a set of conditions (e.g.

psychiatric conditions).

Other than the prevalence and negative outcomes of internet dependency, there is
also another aspect which is comorbid clinical conditions that exist parallel with
internet dependency. A study conducted by Cheung and Wong (2011) showed
evidence for depression in adolescents who suffer from internet dependency. In
addition to depression, insomnia was also present (Cheung & Wong, 2011).
Commonly in adolescents, what are observed to be widely existent when under the
condition of being an internet addict are attention deficit hyperactivity disorder,
hostile behavior, having high anxiety when around people, obsessive compulsive
disorder and especially, aggression (Ko, Yen, Chen, Yeh, & Yen, 2009; Ha et al.,
2006; Ko, Yen, Liu, Huang, & Yen, 2009). Other than these, there are more
behaviors that should be taken into consideration as risk taking behaviors. For
example, suicidal thoughts were shown to be manifested partially; however, there is

very little evidence supporting it (Fu, Chan, Wong, & Yip, 2010). Usage of drug and
8



excessive alcohol taking were found to be evident in adolescents with high internet
dependency (Gong et al., 2009; Ko et al., 2009).

1.2.1 Diagnostic Criteria

As mentioned above for gaming dependency, similar criteria apply for internet
dependency when talking in terms of DSM-5 Criteria. Just as how the diagnostic
criteria for substance use disorders are applied for gaming dependency, it applies to
internet dependency in a similar parallel. Similarly, it was included in the section
‘Emerging Measures and Models.” As a behavioral dysfunction, internet dependency
is generally believed to be linked with non-substance related addictions — gambling
addiction (Kuss, Griffiths, & Binder, 2013; Griffiths, 2005). The case made for this
is because individuals with internet dependents show symptoms in the same parallel
with gambling addicts; mood modification, salience, tolerance, withdrawal, conflict
and relapse (Griffiths, 2005). Also as mentioned before, these behaviors are:
preoccupation, meaning, thinking about the desired behavior when it is not carried
out; when the access is taken away, withdrawal symptoms appear; as time passes,
need to be in the internet also increases in a positively manner; having failed
attempts in trying not to participate in the desired problematic behavior; losing
interest in the pleasurable past times; even though problems that psychological and
social regarding internet dependency are both evident and conscious, continuation of
the excessive behavior; trying to deceive others (family members, partners, peers,
teachers, therapists etc.) in the matter of time spend with desired behavior; engaging
in desired behavior in order to escape from the responsibilities of real life or
contradictory/bad mood; losing convenient circumstances of career, education,

relationship or jobs (APA, 2013; Griffiths et al., 2014; Kuss et al., 2013).



1.3 Addiction vs. Playing-Surfing too Much

Since gaming and internet dependency is a new area in psychology studies by
comparison, diagnosing it with precision is a matter that should be taken seriously.
However, since tools that are used are still being developed, it is needed to consider
the factors that contribute to the undesired behavior and also which aspect of an
individual’s life is affected by the behavior itself, thoroughly. Even though they seem

to overlap (dramatically), these kinds of behaviors should be considered carefully.

Griffiths (2010) argues that excessive involvement and dependent involvement are
very different behaviors in terms of psychopathology. Moreover, he argues the
importance of looking for two things in a person. On one hand, there may be
someone who is involved in these behaviors as healthy excessive devotions which
add to someone’s life while on the other hand, one can be an actual addict who
suffers a lot from it. A study conducted by Griffiths (2010) revealed that someone
can be engaging in these activities resulting from common dependency criteria while
someone can be engaging in these activities simply and only because these are
symptomatic effects of not having a lot of things in one’s life and this particular
gaming behavior — what seems to be excessive — is a functional way of coping.
Simply, playing a game for 80 hours a week may be excessive and yet healthy and

also, it can be addictive and destructive.

Gaming, especially online gaming as a subdomain of internet dependency has been
studied extensively — in comparison with internet dependency — and offers more
addictive aspects especially as ways of escapist behaviors and social interaction

(Kuss & Griffiths, 2012; Leung; 2004). Internet on the other hand, offers more social

10



applications of its content; online chat, social media websites (mostly facebook) and
instant messages and shopping. These aspects of the internet have the highest
dependency potential (Kuss et al., 2013). However, motivations to engage in these
activities are not extensively studied by scholars and lack a ground for their
hypotheses claiming they are destructive. As discussed above, an excessive behavior
doesn’t necessarily have to be destructive but in nature, functional, healthy, and may

help build structure.

Internet and gaming dependency is ultimately related with certain personality traits
and self-related psychological concepts. Next section introduces the big five

personality traits.
1.4Big Five Personality Traits

Five factor model of personality received tremendous amounts of attention for
research purposes, used as empirical support for many context and in clinical settings
(Clark, 2007; Widiger & Trull, 2007). As stated by Clark (2007), “The five-factor
model of personality is widely accepted as representing the higher-order structure of
both normal and abnormal personality traits” (p. 246). The five factor model of
personality is a very convenient way to interpret personality traits that are considered
to be major. It is comprised of a long and tested past and it was deduced from factor
analytic researches of personality traits from the English language (Goldberg, 1993,
John & Srivastava, 1999). It appears that five factor structure of personality traits are
fairly universal in terms that it has replicated studies in a number of other countries
including populations of Dutch, Polish, Hebrew, Turkish, Filipino, Korean, Czech,
German and Italian (Allik, 2005; Ashton & Lee, 2001, Trull, 2012). The five

domains in this model are neuroticism vs. emotional stability, agreeableness vs.
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antagonism, conscientiousness vs. negligence, extraversion vs. introversion and
openness Vvs. closedness to experience. It was first developed with nonclinical
populations and the purpose towards this was to supply a comprehensive explanation
for major traits of personality and its dimensions (Trull, 2012). Though, it was
realized that five factor model may also be used in clinical settings and in forms of
psychopathologies. For many, personality traits are dimensional and some
personality disorders involve maladaptive personality traits swimming around high
borders of extreme. Even though big five model of personality is considered to be
universal along with it being dimensional, it doesn’t necessarily mean that is can
only be reduced to five traits only. Preferably, it means that it comprises a large
number of personalities. Benet-Martinez and John (1998) states that:
“Big five structure does not imply that personality differences can be reduced
to only five traits. Rather, the Big Five dimensions represent personality at
the broadest level of abstraction, and each dimension includes a large number
of distinct, more specific personality characteristics. Unfortunately, short
English labels for dimensions as broad as the Big Five are difficult to come

by, and the existing labels have numerous shortcomings and are easily
misunderstood” (p. 730).

Extraversion compiles personality traits such as being controlling, friendly and
outgoing, revealing, and positive emotions; Agreeableness compares prosocial
behaviors towards other individuals with being obscure and carries traits such as
being good to others, kindness and warmth, humility and trust; Conscientiousness
provides a description for being in control for an impulse that creates behaviors that
are with purpose and directed with goals; Neuroticism compares emotional stability
with a large number of acts and behaviors such as being anxious, sad, irritable, and
nervousness; Openness to experience provides a description for the scope,

perspective and complexity of one’s mental and physical environmental life (Trull,

2012; Benet-Martinez & John, 1998).
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1.4.1 Internet/ Gaming Dependency and Personality Traits

Internet spreading all over the world very quickly caused many disciplines to study
this matter without a doubt and it got itself in psychology literature regarding its
effect on individuals in psychological terms. While it provides many needs (e.g.
finding music and movies, communication, playing games in multiplayer forms) of

people, it also plays role in developing dependencies.

According to one study conducted by Goldberg (2006) some individuals may use the
internet excessively because they acquire their needs of communication experience
in ways they choose and this excessive use of internet results in addict-like
behaviors. Individuals with dependency may have different motivations for using the
internet. For example, they can be using the web for pleasure, exchange of
information or amusement. In other words, this means that internet dependency, time
spent on the web or using the internet for interactions have a positive relationship

with each other (Batigiin & Kilig, 2011; Yang & Tung, 2007).

According to McKenna and Bargh (2000), individuals with introverted attitudes and
who are shy tend to use the internet more because they can hide their identities while
using the internet and be anonymous and since they have a tendency to worry for
being rejected and ridiculed they show more dependent behavior. A study conducted
by Tuten and Bosnjak (2001) based on five factor personality model revealed that
individuals who have the personality trait ‘openness to experience’ tend to use the
internet with motivations of pleasure times and information. Neuroticism on the
other hand, was found to be related with internet dependency on more negative
aspects of human behavior. For example, individuals with internet dependency can

establish their true selves on the web instead of real life which enables a situation
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where their real life suffers from a lack of true self (Amichai-Hamburger, Wainpel &

Fox, 2002).

Scholars believe that lately, social support may exist in online environments. People
on the web are creating a new life style and this is making real life social
relationships to suffer from it (Young, 2004). In other words, individuals who are
depressive are relying on the social support on the web, while real life interpersonal
relationships are moving towards more negative consequences and positively,
increasing the risk of internet dependency (Batigiin & Kilig, 2011; Yeh, Ko, Wu, &
Cheng, 2008). A study conducted by Landers and Lounsbury (2006) found that
adolescents and young adults who are extroverted compared to those who are
introverted are more likely to show higher levels of internet use. Also, agreeableness
was found to be in negative relationship with high internet use which suggests that if
people don’t have the social skills to get along with others, they use internet more
and that may result from the fact that when someone is online, there are very little
demand for people to act in agreeable ways (Landers & Lounsbury, 2006). In
addition, low conscientiousness personality traits were evident in individuals with
high internet use and this may be based on the fact that when on the internet, there
are very little limits and rules and unstructured procedures and regulations (Landers

& Lounsbury, 2006).

Gaming dependency by some scholars is believed to be a form of internet
dependency and is specifically related with problematic internet dependency
(Morahan-Martin & Schumacher, 2000; Charlton & Danforth, 2010). Studies
regarding gaming dependency in terms of personality traits generally conducted

more in Eastern Asia and there seems to be a lack of Western studies. A number of
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studies found relations between personality traits and gaming dependency and new
hypotheses are being deduced towards a conclusion every day. Some circumstances
that are favorable in order to receive social support may provide attraction towards
people who have limits in their real-life relationships with others. Hence, gaming
may seem like a convenient way for them to be themselves, especially if they are
shy, introverted or lonely in particular and get involved in excessive and problematic
gaming behavior. Some studies showed that people who show traits of shyness,
feeling lonely and introversion compared to those who do not are more likely to be
involved in these dependent behaviors (Charlton & Danforth, 2010; Chak & Leung,
2004; Landers & Lounsbury, 2006). Studies regarding traits of neuroticism in terms
of gaming dependency however, have contradicting results in the literature. It is
frequently found that there is no relationship between neuroticism and this particular
dependent behavior (Landers & Lounsbury, 2006; Hills & Argyle, 2003) while it is
suggested that the evidence is existent in individuals with problematic behavior
(Tuten & Bosnjak, 2001) and this indicates that game playing addicts with high
neuroticism have a major factor that may contribute to their problematic behaviors

which is the desire to run from the responsibilities of real life (Young, 1998).

Individuals who show a personality characteristic which makes them less agreeable
with others may require fewer social companions in their lives such as friends,
family, or a lover and therefore, this little requirement of real life social support may
result in an attraction towards gaming (Landers & Lounsbury, 2006; Swickert,
Hittner, Harris, & Herring, 2002). Since activities on the internet or in the games do
not require face to face relations, the internet and gaming structures an environment

where they do not necessarily have to be agreeable (Charlton & Danforth, 2010).
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In the literature, it could be observed that gamers who are believed to be problematic
in their behavior, are more likely to be associated with neuroticism, low
conscientiousness, agreeableness and extraversion (Collins, Greeman, & Premuzic,
2012; Huh & Bowman, 2008; Peters & Malesky, 2008). However, it should be noted
that these traits are evident in individuals with high problematic behaviors. It’s been
shown that online gamers in general show personality traits that are extraversion,
being more open and conscientiousness compared to those who are not (Teng, 2008;
Yee, 2006). This indicates that gaming behavior doesn’t necessarily result in
dependency or problematic behavior but rather, excessive or pathological gaming

behavior does.
1.5 Self-Esteem

Self-concepts are studied widely and it helps connect many different disciplines over
the years. Especially, tremendous amounts of research regarding self-esteem is
existent. These studies usually take the perspective of how social influences result
and create a consequence for an individual (Rosenberg, 1981). However, these
studies do not define this concept whether as a cause or an effect. Self-concepts can’t
be considered as a cause in most of the cases because its casual course is

controversial (Rosenberg, 1981).

Although scholars studied this matter of relation between self-esteem and different
social and psychological difficulties, they were not able to come to a conclusion
regarding its direction (Allport, 1968; Rosenberg, 1981). Self-esteem is simply
defined as how an individual reflects his/her self-concept, a sense of self-worth and
evaluation of this self-worth (Aydin & Sari, 2011; Rosenberg, 1981). If a motive

towards positive image of the self is considered an ideal model, then exact opposite
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of this should result in inconveniences in human behavior. According to Rosenberg
(1981) any interference towards this model may result in depression and this
depression would be consistent with an outcome of negativity in terms of the self
(feeling guilty, without worth and unimportant).

1.5.1 Internet/ Gaming Dependency and Self-esteem

Self-esteem helps to understand internet and gaming dependency and it is a
necessary variable regarding the explanation of the concept. It’s been shown to be a
predictor of both internet dependency and gaming dependency (Kim & Davis, 2009;
Stetina, Kothgassner, Lehenbauer, Kryspin-Exner, 2011). When gaming addicts are
specifically looked at, it could be seen that self-esteem aids in distinguishing
different traits. For example, a study conducted by Bessiere, Seay and Kiesler (2007)
revealed that individuals with low-esteem tend to create characters in games they
considered to be ‘ideal’ while individuals with high self-esteem create characters
similar to their own selves. Those who had lower self-esteem also showed symptoms
of depression which may indicate that lower self-esteem is a predictor in terms of
high problematic gaming behavior and therefore, gaming dependency. It’s been
argued that people who have lower self-esteem don’t necessarily have a desire for
face to face relationships (Baumeister, 1993). Though, they have a desire to create
social interactions and with that, seek the acceptance and approval of other

individuals (Murray, Rose, Bellavia, Holmes, & Husche., 2002).

It’s been studied that social acceptance and approval aids in improving an
individual’s self-concept and build up to defeating depression (Mruk, 1999). With
this said, it can be argued that those with low self-esteem may look for a way to

connect to others without facing the obstacles of face to face relationship that
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naturally comes from their situation in the first place and have a life in virtual world
in order to provide what they deem to be convenient and avoid real life difficulties.
Interactions in the web in general and also, playing of games in particular help
generate such opportunities. Even though it is evident that there seems to be no
relationship between the usage of internet and self-esteem (Hills & Argyle, 2003) it
can be said that there is a relationship between internet dependency and lower self-
esteem (Armstrong, Phillips, & Saling, 2000). Individuals who have lower self-
esteem compared to those with high self-esteem are more likely to be involved with
dependent behaviors either in the web or in games in order to escape from the
difficulties of real life, sense of inadequacy and of no worth (Young, 1998; Yee

2006).

1.6 Self-efficacy

Self-efficacy means that believing in self-capability and this capability to arrange and
execute behaviors and direct them towards a purpose and create benefit (Bandura,
1977). When dealing with what environment provides to us, efficacy doesn’t play a
fixed role in the matter. It doesn’t mean simply knowing what to do or not but rather,
it includes a creative capability that comprises factors such as cognition & social and
behavioral abilities (Bandura, 1982). These abilities have to be gathered into one
organized concept and integrate it towards a course of action and create profit in
terms of satisfaction. When an individual is confronted with an obstacle that creates
frustration has to handle the situation. Those with high self-efficacy show great effort
when it comes to dealing with whatever challenge they face compared to those with
lower self-efficacy whose efforts are inflicted with self-doubts and suffer from
serious give up (Brown & Inouye, 1978; Weinberg, Gould, & Jackson, 1979;

Bandura, 1982).
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Cognition and affect are highly influenced by what is self-efficacy. Individuals who
have lower self-efficacy tend to judge themselves as useless in terms of coping with
difficulties they face even though the reality is however different (Meichenbaum,
1977; Beck, 1976). In contrast, individuals with higher self-efficacy place their
concentration and their effort into whatever is demanded of the case and push
themselves with great effort (Bandura, 1982).

1.6.1 Internet/ Gaming Dependency and Self-efficacy

Self-efficacy regarding social interaction involves believing in one’s competence in
terms of formation and conservation of relationships. Hence with this definition,
those who have higher self-efficacy should be more likely to successfully preserve
their relationships than those with lower self-efficacy and therefore, feeling of
loneliness. In this parallel, individuals with the feeling of loneliness are more likely
to have negative understanding of themselves in their competence in social

interactions (Jeong & Kim, 2011).

In the literature, self-efficacy was tested in terms of internet dependency and it’s
been shown that there is a strong relationship (Lin, Ko, & Wu 2008; Lee, Lee, Paik,
Kim, & Shin, 2001). Even though social interactions and self-efficacy are found to
be related with internet (or gaming) dependency, there are not many studies to shed
light on the matter in terms of social self-efficacy. A study conducted by Kim, Yoo
and Lee (2004) revealed that individuals with internet dependency hold higher
relationships with friends on virtual life (in the web or in the game) in the way of
intimacy compared to the relationships that take place in real life. In addition,
individuals with internet dependency showed a desire to have their social

relationships in virtual life rather than real life which eventually creates an obstacle
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relational aspect of human agency in real life (Young, 2004). Another study
conducted by Jeong and Kim (2011) showed that adolescents who show the traits of
loneliness and also prefer and spend little time in real life are more inclined to suffer
from gaming dependency. In contrast, adolescents who suffer from gaming
dependency showed a higher level of self-efficacy in virtual space resulting from the
conveniences and comfort of the virtual environment providing them a more

fulfilling atmosphere in terms of relationships in cyberspace.
1.7Locus of Control

Internal versus external locus of control is one of the most investigated concepts in
psychological studies and it’s been translated into different languages. Studies
regarding locus of control have a wide variety; public heath, political and social
sciences etc. human agencies always concerned themselves with the idea of causality
and history includes many stories and myths explaining incidents controlled by fate,

luck or one’s own way of acting.

It is a well-known fact that historical events affect psychology literature in profound
ways (Rotter, 1989). Also with the effect of media, people’s perception of lack of
control over the events that take place increased. These factors most probably played
their part in the favor of the creation this measure, locus of control. It refers to a
block of beliefs on how an individual acts and the interaction of this act to be
reinforced, either positively or negatively (Morris, 1979). Rotter (1989) defines locus
of control as:

“the degree to which persons expect that a reinforcement of an outcome of

their behavior is contingent on their own behavior or personal characteristics

versus the degree to which persons expect that the reinforcement or outcome

is a function of chance, luck or fate is under the control of powerful others or
is simply unpredictable” (p. 489).
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If an individual believes the rewards in his life are consequences of one’s behavior,
this could be defined as an internal locus of control while if an individual believes
the rewards or negativities in his/her life are there as a result of powerful others; this
indicates an external locus of control.

1.7.1 Internet/Gaming Dependency and Locus of Control

Personal control when in games gives great satisfaction. Those who have a sense of
such would have this satisfaction from being involved in these games as they move
forward in being successful and earning accomplishments and advancements to next
areas in games should entail an expertise in a winning strategy. Those who are
involved in these kinds of games are almost seduced by these pleasurable situations

in which they are in charge of a world they control (Chak & Leung, 2004).

A study conducted by Leung (2003) revealed that heavy internet users have great
pleasure in virtual power of being in charge over the world inside the web and when
playing games. Though, what Young (1998) suggests is that a game is a sort of
internet activity (when online) that deduces behavior from the extreme dependency.
Research shows that a sense of control over events is highly correlated with fortunate
experience in the virtual (Leung, 1989). In a study conducted by Santa-Rita (1997),
participants were given assignments of ‘success’ and were asked to complete these
tasks. A pre-posttest analysis showed that there is a significant difference in their
perceived control of consequences in terms of importance of luck in accomplishing
goals (Santa-Rita, 1997). This may indicate that having a control over the events and
its consequences give great satisfaction to those who are either internet or gaming
addicts. Another study conducted by Chak and Leung (2004) revealed that there is a

negative correlation between internet dependency and internal locus of control. This
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means that an individual with an external locus of control who believes he/she is not
in charge of the consequences of his/her behaviors may use the virtual environment

to compensate this lack of control and get involved in problematic behaviors.
1.8 A Cognitive-Behavioral Model

Internet and gaming dependency has been evaluated with a focus on behavioral
aspects before. The general focus was what sorts of behavioral changes occur in an
individual’s life and also, what kinds of behaviors need to be manifested for the
undesired behavior to be existent in order to diagnose such dependency (Young,
1996; Davis, Smith, Rodrigue, & Pulvers, 1999). Along with behavioral symptoms,
they also focused on affective symptoms of the dependency as well. However, this
model for problematic internet use (PIU) takes a cognitive approach along with
behavioral aspects (Davis, 2001). This model holds that PIU is a consequence of
problematic thoughts matches with behaviors that increases the undesired behavior
or preserves it. In this model, PIU is defined under two categories; specific and
generalized. In specific PIU, individuals are dependent on a particular aspect of the
internet. Example to this could be pornography, gambling sites, online games,

auction houses and these are excessively accessed by the individuals.

When etiology of problematic internet use is defined, a cognitive-behavioral
approach is used. To understand the very nature of PIU with a cognitive approach, it
is required to give a description of the concepts. Abramson, Metalsky and Alloy
(1989) categorize between conceptions of necessary, sufficient and contributory
causes of symptoms. In order for the symptoms to be existent, a necessary cause is
required. However, existence of a necessary cause doesn’t necessarily mean that

symptoms will be manifested. Put differently, necessary causes are not sufficient
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enough for the symptoms to be manifested. A cause being sufficient enough means
that it is an etiological factor that assures the manifestation of the symptoms.
Contributory cause on the other hand, is not sufficient and also, not necessary for the
symptoms to occur. It is simply a contribution to the likelihood of the symptoms to

be manifested (Davis, 2001).

Other concepts Abramson et al. (1989) categorizes are proximal and distal causes. In
the etiological chain that creates a set of symptoms, some belong to end (proximal)
and some belong in the beginning (distal) (Abramson et al., 1989). This can be
clarified by contemplating on the development of symptoms of anxiety such as rapid
heart rate, dryness of mouth etc. when these are looked at, proximal causes are very
evident (stress, danger etc). A lack of sleep or cardiac arrhythmia however could be

more distal causes.

According to the cognitive-behavioral model of PIU (Figure 1), psychopathologies
are distal and necessary causes of PIU symptoms that are required to be existent
before. As mentioned before, these are not sufficient causes on their own but
necessary in order to manifest the symptoms. In the model, the stressor is the usage
of internet or other technologies found the web for the first time. However, it is hard
to track back a person’s first introduction to the internet; a more measurable event is
the new experience of a technology found on the web. An example to this could be
the time an individual first used websites for pornography, games, shopping or

chatting.
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Figure 1: The Cognitive-Behavioral Model of Pathological Internet use (PIU)

A factor of importance in experiencing internet and its related technologies are what
a person receives as reinforcement from the act. When someone tries a feature of the
web, he gets a following response. If it is good, he is more reinforced to do so again.
Then the individual is more likely to do the same thing again because the reward was
satisfactory. Cognitions about world can be thought as generalizing specific events.
In other words, an individual may believe that he has respect on the web and it is the
only place that gets the respect and because of that, he/she may be more likely to be
addicted to the internet which results from the belief that there won’t be anyone to
respect him/her in the real world but only in virtual world. Cognitive-behavioral
theory centralizes its focus on symptoms that are cognitive (Davis, 2001). These
could be obsessive beliefs about the web, abated control for impulses, failing to cut
down of usage, and maybe most importantly, believing that internet could be the only
friend an individual has. They may believe that the web could be the only real

environment where they can act as themselves and feel good in the process and also
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the environment that surrounds them. With this, a further difficulty comes into the
scene when the individual eventually cuts himself from real friends in order to
engage with online friends more. This problematic behavior preserves the destructive
cycle of problematic internet use that the individual comes to be socially cut down
(Davis, 2001). One other symptom of PIU is being preoccupied when not online and
thinking about the web when offline. However, after some time, what was
satisfactory for them before then, now becomes no longer enjoyable and when that
happens, a more difficult case arises. They start to build a perception of guilt about
their time spent on the web and they start to lie to their family or friends on the fact
that they spend tremendous amount of time in the web. Even though they know that
what they do is nowhere close to being socially agreeable, they continue doing it
nonetheless. This eventually results in a burned down sense of self-worth and

continued and additional symptoms of problematic internet use (Davis, 2001).

A reason for selecting this model for this particular study is that it provides a
chronological view. This view allows us to look at how past pathologies may
contribute to today’s condition. Also, it separates behavior and cognition but at the
same time, looks at its effects all together. Also, given literature, it is obvious that
internet and gaming dependency carries very similar patterns. Since these patterns
exist, it is believed to be justified using this model to apply it to the gaming

dependency.

Given literature suggests that there are certain personality traits and self-related
psychological concepts that can be related to gaming and internet dependency.
Finding out what sorts of factors contribute to acquisition and development of this

dependency carries importance if there is to be a treatment regarding it.

25



1.9Current Study

Present study aims to investigate the role of the big five personality traits that are

openness to experience, conscientiousness, extraversion, agreeableness and

neuroticism and self-related psychological concepts that are self-esteem, self-efficacy

and locus of control in internet and gaming dependency. With the given literature,

hypotheses are as follows:

1)
2)
3)
4)
5)
6)
7)
8)

9)

Lower conscientiousness will predict internet and gaming dependency

Lower extraversion will predict internet and gaming dependency

Lower agreeableness will predict internet and gaming dependency

Not being open to new experiences will predict internet and gaming dependency
Higher neuroticism will predict internet and gaming dependency

Low self-efficacy (real-life) will predict gaming dependency

High self-efficacy (virtual-life) will predict gaming dependency

Low self-esteem will predict internet and gaming dependency

External locus of control will predict internet and gaming dependency.
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Chapter 2

METHODS

2.1 Participants

Current study included 235 participants in which 120 of them were males and 115
were females. The mean age of the sample was 23.08 with a standard deviation of
3.68 with a range of 17-31. The mean age of males was 23.33 (SD=3.51) and the
mean age of females 22.81 (SD=3.85). 122 of the participants were recruited from
Eastern Mediterranean University while the remaining 113 from online surveys.
Eighty five percent of the participants were either studying at undergraduate or

graduate level.

The sample was specifically targeted to represent Turkish speaking population. Both
Turkish and Cypriot nationalities were involved. However, an assessment regarding
the nationality of the sample was not conducted since the main inclusion criterion
was participants being Turkish speakers.

2.2 Materials

In the current study, a questionnaire was administered to the participants for data
gathering (see appendix A).

2.2.1 Demographics

The participants were asked of their age, gender and education levels.
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2.2.2 Generalized Problematic Internet Use Scale (GPIUS)

Generalized Problematic Internet Use Scale was used to assess problematic internet
use behavior. The scale was developed by Caplan (2002). Translation of GPIUS was
conducted by a research assistant who is fluent in both Turkish and English. The
scale assessed a generalized problematic behavior on 7 sub-domains. These domains
were mood alteration (e.g., “I have used the internet to talk with others when I was
feeling isolated”), social benefits (e.g., “I am treated better in my online relationships
than in my face-to-face relationships™), negative outcomes (e.g., “I have gotten into
trouble with my employer or school because of being online”), compulsive use (e.g.,
“I want to or have made unsuccessful efforts to, cut down or control my use of the
internet”), excessive time online (e.g., “I lose track of time when I am online”),
withdrawal (e.g., “I miss being online if I can’t get on it”) and social control (e.g.,
“when I am online, I socialize with other people without worrying about how I
look™). The scale consists of 29 items with a 5 point Likert scale ranging from 1
(Strongly agree) to 5 (Strongly disagree). In the analysis, total score were used.
Lower scores on the scale indicate a higher problematic behavior while higher scores
indicate fewer problematic behaviors. Internal consistency of the total scale was high
(0= .91).

2.2.3 Generalized Problematic Internet Use Scale (Gaming version)

This scale was the gaming version of Generalized Problematic Internet Use Scale
(GPIUS) in which the words ‘internet’ in the (GPIUS) were changed to ‘game’.
Total number of items in the scale were 29 with a 5 point Likert scale ranging from 1
(Strongly agree) to 5 (Strongly disagree). Lower scores on the scale indicate a higher
problematic behavior while higher scores indicate fewer problematic behaviors.

Internal consistency of the scale was high with a Cronbach’s alpha of .93.
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2.2.4 Big Five Personality Inventory (BFI)

The original scale was developed by Benet-Martinez and John (1998). It was
designed to assess big five domains of personality; openness to experience (e.g.,
“high imagination; love thinking, knowledgeable in art, music and literature”™),
conscientiousness (e.g., “reliable, productive, make plans and follow them”),
extraversion (e.g., “talkative, energetic, takes initiative”), agreeableness (e.g.,
“helpful and non-expedient, forgiving, usually trust others”) and neuroticism (e.g.,
“depressed and melancholic, get anxious, get angry easily”). In the study, an adapted
Turkish version of the scale was used (Stimer & Siimer, 2005). The scale consists of
44 items with a 5 points Likert scale ranging from 1 (Strongly disagree) to 5
(Strongly disagree). Items 1, 6, 11, 16, 21, 26, 31 and 36 measured Extraversion, 3,
8, 13, 18, 23, 28, 33, 38, and 43 measured conscientiousness, 2, 7, 12, 17, 22, 27, 32,
37 and 42 measured agreeableness, 5, 10, 15, 20, 25, 30, 35, 40, 41 and 44 measured
openness to experience and last, items 4, 9, 14, 19, 24, 29, 34 and 39 measured
neuroticism (items 2, 6, 8, 9, 12, 18, 21, 23, 24, 27, 31, 34, 35, 37, 41 and 43 are
reversed). Internal consistency of the total scale were .77 for openness to experience,
.65 for conscientiousness, .84 for extraversion, .68 for agreeableness and .77 for
neuroticism. Higher scores indicate strength of the particular personality trait.

2.2.5 Rosenberg Self-esteem Scale

This particular scale was developed by Rosenberg (1965). An adapted Turkish
version of the scale was used in the current study (Cuhardaroglu, 1986). The scale
consists of 10 items based on a 4 points Likert scale ranging from 1 (Very true) to 4
(Very wrong) and aims to assess self-esteem levels of young adults and adults. The

questionnaire involves questions such as “I believe I have some positive qualities” or
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“I am generally satisfied with myself.” Items 1, 2, 4, 6, and 7 were reversed. Internal
consistency of the scale was .85. Higher scores indicate strength of self-esteem.

2.2.6 Virtual-Real Life Social Self-efficacy Scale

This scale was developed by Jeong and Kim (2011) and aims to assess social self-
efficacy levels of young adults and adults either in real life or virtual (games) life.
Translation of the scale was conducted by a research assistant who is fluent in both
Turkish and English. The scale consists of 8 items, 4 of them measuring virtual, other
4 measuring real life social self-efficacy based on a 4 points Likert scale ranging
from 1 (Not true) to 4 (Completely true). The questionnaire involves questions such
as “I can be friends with others easily” or “I meet with others rarely.” Items 2, 4 and
8 were reversed. Internal consistency of the scale for virtual life was .75 and for real
life was .55. Higher scores indicate strength of self-efficacy.

2.2.7 Internal-External Locus of Control Scale

This scale was developed by Rotter (1966) and aims to assess individuals’ beliefs
about their sense of control on the events that take place around them. An adapted
Turkish version of the scale was used in the study (Dag, 1991). The scale consists of
29 items. 2 choices (a or b) are offered and the participants are asked to select the
most appropriate one in accordance with their belief. The questionnaire involves
questions such as “It is hard to anticipate how someone really likes you or not” or
“the amount of friends we have depends on how good of a person we are.” ‘A’
options of the questions 2, 6, 7, 9, 16, 17, 18, 20, 21, 23, 25 and 29 are scored 1. ‘B’
options of the questions 3, 4, 5, 10, 11, 12, 13, 15, 22, 26 and 28 are scored 1. Higher
scores indicate an external orientation while lower scores indicate an internal

orientation.
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2.3 Procedure

This study was conducted after approval of ethics was obtained from Eastern
Mediterranean University Psychology Department Ethics and Research Committee.
Participants were recruited with an opportunistic and convenient sampling strategy
among Eastern Mediterranean University students in a class setting (between
December 2014 and March 2015). In addition, an online survey was conducted in the
recruitment of participants. Before obtaining consent from participants, they were
given information regarding the study and it was made clear that the participating in
the study is completely voluntary. It took approximately 30 minutes to complete the
questionnaires. For the online surveys, a website called ‘typeform’ was used. Same
procedures took place in the online survey. Information regarding the study is given
before the consent form. In the consent screen, participant is given a choice to
continue with an option (START SURVEY). If they wish to participate in the study,
they pressed on that option and the questionnaires appeared. A debriefing was
available to participants after completing the questionnaires that explained the aims
of the study. When the data were collected, a statistical analysis was conducted with

a computer software program (Statistical Package for Social Sciences, Version 20).
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Chapter 3

RESULTS

For the purposes of this study, data gathered were analyzed with SPSS. In the
analysis, independent sample t-test, correlations, standard multiple regression and

hierarchical multiple regression were used.
3.1 Descriptive Statistics

The means and standard deviations for each variable are present in Table 1. To see if
there are any gender differences in terms of internet and gaming dependency, an

independent samples t-test was conducted.

A significant difference was found on gaming dependency such that males (M =
3.38, SD = 0.72) scored lower than females (M = 3.98, SD = 0.64) indicating that
males are more dependent on games compared to females, t (232) = -6.66, p = 0.00.
Same significant difference was also evident on internet dependency such that males
(M = 3.52, SD = 0.67) scored lower than females (M = 3.76, SD = 0.65) again
indicating males are more dependent on internet compared to females, t (230) =

-2.78,p = 0.01

32



Table 1: Mean numbers of all variables of males and females (with standard

deviations)
Variables Male Female

M (SD) M (SD) t
Age 23.33(351)  22.81(3.85) 1,09
Gaming Dependency 3.38 (0.72) 3.98 (0.64) - 6.66**
Internet Dependency 3.52 (0.67) 3.76 (0.65) - 2.78**
Self-esteem 3.09 (0.54) 3.12 (0.49) -0.45
Self-efficacy (real life) 2.97 (0.59) 3.07 (0.62) -1.31
Self-efficacy (virtual life) 2.46 (0.77) 1.91 (0.77) 5.41**
Locus of Control 0.50 (0.17) 0.52 (0.17) -0.79
Extraversion 3.67 (0.82) 3.79 (0.90) -1.05
Conscientiousness 3.42 (0.64) 3.54 (0.60) -1.53
Neuroticism 2.80 (0.84) 3.21 (0.84) - 3.78**
Agreeableness 3.58 (0.64) 3.87 (0.53) - 3.87**
Openness to Experience  4.07 (0.60) 3.94 (0.61) 1.63

Note: *p<.05; **p<.01

3.2 Correlational Analyses

In order to examine the relationships among the variables and to see whether further
analyses could be conducted, simple correlations were conducted. Correlation
variables are Table 2.

coefficients of present in
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Table 2: Correlation coefficients values (Pearson) of the variables

1 2 3 4 5 6 7 8 9 10 11 12 13
1. Gaming Dependency -
2. Internet Dependency 593" -
3. Age 026 150 -
4. Gender 4017 1807 -,072 -
5. Self-esteem 2647 3307 077 ,029 -
6. Self-efficacy (real) 2367 1987 180" 087 337" -
7. Self-efficacy (virtual) ,31'7** 144" -041  -3397 066 030 -
8. Locus of Control 122 1987 -023 052  -2497 -162° 079 -
9. Extraversion 201" 107  -001 068 3197 4267 114 -,049 -
10. Conscientiousness 3357 3917 065 100 2487 097 125 -1717 155 -
11. Neuroticism 095 -2437  -091 2407 -369° -282" -098 2297 -070 -146 -
12. Agreeableness 2827 2447 081 2457 2707 2397 015 -104 1997 2547 -144" -
13. Openness to Experience  ,056  ,135 2137 -106 2277 204~ 027 -099 382" 120 1767 144" -

Note: *. Correlation is significant at 0.05 level

**_Correlation is significant at the 0.01 level
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3.3 Regression Analyses

3.3.1 Regression on Gaming Dependency

A three stage hierarchical multiple regression was conducted with gaming
dependency as the dependent variable. Age and gender was entered at stage one of
the regression as control measures. Self-related psychological concepts (self-esteem,
self-efficacy and locus of control) were entered at stage two and big five personality
domains (extraversion, conscientiousness, neuroticism, agreeableness and openness
to experience) were entered at stage three. Personality domains were entered at the
last stage because it was deemed more stable in general compared to other variables.
Preliminary analyses were conducted to ensure no violations of the assumptions of

normality, linearity, multicolinearity and homoscedasticity were violated.

The results showed that at stage one, age and gender contributed significantly to the
regression model, (F (2,222) = 21.43, p = 0.00) and accounted for 16% of the
variation in gaming dependency. Introducing self-related psychological concepts
explained an additional 12% of variation in gaming dependency and this change in
R? was significant, F (4,218) = 9.28, p = 0.00. Self-esteem (5 = .20, p = 0.00), real
life self-efficacy (8 = .14, p = 0.02) and virtual life self-efficacy (6 = - .23, p = 0.00)
significantly predicted gaming dependency. Finally in the third step, adding big five
personality domains to the regression model explained an additional 10% of the
variation in gaming dependency and this change in R? was significant, F (5,213) =
6.56, p = 0.00. When all independent variables were included in the last stage of the
regression model, neither self-esteem nor self-efficacy (real) was significant
predictors of gaming dependency. In the final model, three of the variables predicted

gaming dependency significantly; gender (5 = 23, p = 0.00), self-efficacy (virtual;
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S =- .30, p = 0.00) and conscientiousness (= .28, p = 0.00). Together all the

variables accounted for 38% of the variance in gaming dependency. Detailed

information on regression analysis is present in Table 3.

Table 3: Hierarchical multiple regression on gaming dependency

Variables R’ AR? B SEb p
Stepl 162 162
Age .01 .01 .05
Gender .60 .09 A0**
Step2 284 122
Age -.01 01 -.00
Gender 45 .09 .30**
Self-esteem .30 .09 20%*
Self-efficacy (real) 17 .08 14**
Self-efficacy (virtual) -.21 .06 - .23**
Locus of Control -.20 .26 -.05
Step3 379 .100
Age -.00 01 -.02
Gender .35 10 23%*
Self-esteem .16 10 A1
Self-efficacy (real) 12 .08 10
Self-efficacy (virtual) -.28 .06 - .30**
Locus of Control .03 25 .01
Extraversion .08 .06 .09
Conscientiousness 34 07 28**
Neuroticism -.04 .06 -.05
Agreeableness A1 .07 .09
Openness to Exp. -.06 .08 -.05

Note: **p<0.01
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3.3.2 Regression on Internet Dependency

A three stage hierarchical multiple regression was conducted with internet
dependency as the dependent variable. Age and gender was entered at stage one of
the regression as control measures. Self-esteem and locus of control were entered at
stage two and big five personality domains (extraversion, conscientiousness,
neuroticism, agreeableness and openness to experience) were entered at stage three.
Personality domains were entered at the last stage because it was deemed more stable
in general compared to other variables. Preliminary analyses were conducted to
ensure no violations of the assumptions of normality, linearity, multicolinearity and

homoscedasticity were violated.

The results showed that in the first step, age and gender contributed significantly to
the regression model (F (2,228) = 7.16, p = 0.00) and accounted for 6% of the
variation in internet dependency. Introducing self-related psychological concepts
explained an additional 12% of variation in internet dependency and this change in
R2 was significant, F (2,226) = 15.72, p = 0.00. Self-esteem (5 = .28, p = 0.00) and
locus of control (8 = - .14, p = 0.03) significantly predicted internet dependency.
Finally in the third step, adding big five personality domains to the regression model
explained an additional 10% of the variation in internet dependency and this change
in R? was significant, F (5,221) = 6.29, p = 0.00. When all independent variables
were included in the last stage of the regression model, neither age nor locus of

control was significant predictors of gaming dependency.

In the final model, four of the variables predicted internet dependency significantly;
gender (# = 19, p = 0.00), self-esteem (5 = .17, p = 0.02), conscientiousness (= .28,

p = 0.00) and neuroticism (4 = - .15, p = 0.02). Together all the variables accounted
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for 28% of the variance in gaming dependency. Detailed information on regression

analysis is present in Table 4.

Table 4: Hierarchical multiple regression on internet dependency

Variables R? AR? B SEDb p
Stepl .059 .059
Age ,03 ,04 ,16**
Gender ,26 ,09 ,19**
Step2 159 115
Age ,03 ,01 ,14*
Gender 25 ,08 ,19**
Self-esteem .36 ,08 ,28**
Locus of Control -,52 24 -,14*
Step3 277 103
Age ,02 ,02 11
Gender 25 ,08 ,19**
Self-esteem 21 ,09 A7*
Locus of Control -.29 23 -,08
Extraversion -,03 ,05 -,04
Conscientiousness .30 ,07 ,28**
Neuroticism -12 ,05 -,15%*
Agreeableness ,04 ,07 ,05
Openness to Exp. ,04 ,07 ,04

Note: *p<0.05 **p<0.01
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Chapter 4

DISCUSSION

The present study aimed to investigate the roles of big five personality traits that are
openness to experience, conscientiousness, extraversion, agreeableness and
neuroticism and self-concepts that are self-esteem, self-efficacy and locus of control
in internet and gaming dependency. The results indicate a partial fulfillment of the

hypotheses.

It was hypothesized that personality traits would predict gaming dependency such
that introversion, neurotic personality traits, lower conscientiousness, lower
agreeableness and not being able to open to new experiences. It was shown that
conscientiousness significantly predicted gaming dependency. This finding was in
line with the previous literature suggesting that gamers who are believed to be
problematic in their behavior are more likely to be associated with lower
conscientiousness (Collins, Greeman, & Premuzic, 2011; Huh & Bowman, 2008;
Peters & Malesky, 2008). An individual who is conscientious have a natural
description for being in control for an impulse. They are directed with goals and
purpose. It makes sense that when an individual is conscientious, they recognize their
responsibilities and act in accordance with those with an attitude of discipline. To
illustrate, presume an undergraduate student who is disciplined enough to finish
his/her educational program with a high CGPA. If this individual is to be goal

oriented and moves with a sense of purpose, an expectation towards him/her showing
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a behavior that reveals a non-dissonance between the behavior and the cognition
would be less likely. It means that those who are conscientious would not neglect
their responsibilities in order to engage in activities (i.e. gaming) that would create

obstacles towards the purpose (i.e. receiving a high CGPA).

It was also hypothesized that self-concepts would predict gaming dependency and
the results have shown that virtual self-efficacy significantly predicted gaming
dependency. Previous studies confirmed this (Lin, Ko, & Wu 2008; Lee et al., 2001,
Kim, Yoo & Lee, 2004). These findings are reasonable when a consideration is made
towards the sense that self-efficacy regarding social relationships include a belief in
one’s competence conservation and formation of relationship skills. If notion is to be
accepted that those whose self-efficacy is high are more competent in social
relationships than those who are not, it could be argued that they could suffer from
loneliness. Loneliness is not a desired condition. It would make sense to believe that
in order to avoid loneliness, an escape to a different reality (virtual world) where one

isn’t alone is preferable.

Parallel with gaming dependency, it was hypothesized that personality traits would
have a prediction on internet dependency and it was shown that conscientiousness
and neuroticism significantly predicted internet dependency. It was shown that those
with excessive internet usage had personality traits of lower conscientiousness
(Landers & Lounsbury, 2006). As discussed before, those who are conscientious are
more goal oriented individuals. However, internet is a place of with little limits, rules
and unstructured procedures and regulations. It would be sensible that this creates an
environment for those who are low in conscientiousness and encourages their

behavior of problematic internet use. Also for neuroticism, it was hypothesized that a
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neurotic personality characteristic would have a prediction on internet dependency
and this finding was in parallel with previous studies (McElroy, Hendrickson,
Townsend, & DeMarie, 2007; Mark & Ganzach, 2014). Since individuals with
neurotic personality traits have a tendency to worry and have an overall anxious
predisposition, it is safe to assume that they require social support at some point.
However, when real life interpersonal relationships are in a direction to a more
negative consequence, they may prefer to choose a new life style that involves a
social support that can be found on the web endlessly (Batigiin & Kilig, 2011; Yeh et
al., 2008). This may indicate that the web provides them an environment where they
can have a support of social aspect while real life scenarios lack this. Obstacles in
real life when under the condition of having issues of emotional stability, creates
stress (Sinclair & Tetrick, 2000). It would be a logical response to try to avoid these
conditions and to prefer being involved in the comfort of an environment with less
stress (i.e. the web) and for that, this could indicate that these individuals with
neurotic personality traits are not being involved in this problematic internet use to
run away from the issues in real life. It should be stressed that having a motivation to
find a functional interaction that lowers stress and support for a relief of stress are
completely different than simply trying to run away from realities of life; while one
is an observed behavior (i.e. problematic internet use), the other is the motivation
behind the behavior (i.e. escapism). What might seem like a problematic behavior
that should be lowered in order to provide a favorable well-being, could be a
functional behavior. This functional behavior could prevent another problem that
might have originated from a different aspect of life. Consequently, the focus on the
matter should be that how a neurotic personality trait is came to be a part of the

individual rather than simply looking at the trait.
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Also, an assumption was made towards the idea that a lower self-esteem would
predict internet dependency. The findings revealed that this was in line with previous
findings (Kim & Davis, 2009; Stetina et al, 2011; Armstrong et al., 2000). Those
who have a low self-esteem are shown not to look for face to face relationships in
particular (Baumeister, 1993). If this is to be the base of an argument, it can be said
that internet is an environment where someone doesn’t necessarily have to engage in
face to face relationships, naturally. Also, it’s been shown that individuals with low
self-esteem tend to create avatars in games what they believe to be an ideal self of
theirs (Bessiere et al., 2007). If this is to be considered in terms of internet
dependency, it could be argued that creating a profile that is favorable by others on
social media or other platforms where your life is on display would be in the same
direction which would be sensible. It could also be argued that even though
individuals lack the desire for face to face relationships, they still require a way to
connect with others only if they could find a way to do it without facing the obstacles
of face to face relationships itself. And at this point, internet is one of the most
favorable domains to do so where someone can have a connection while not seeing

others in person and avoiding the anxiety of real life conditions of social interactions.

According to the Cognitive-Behavioral Model of PIU, there requires to be a several
factors that accords problematic behavior (Davis, 2001). There needs to be a
necessary cause. It is safe to assume that those who are low in self-esteem, high in
neuroticism and with no goal oriented life style are more likely to suffer from
depression. Depression as a necessary and distal cause for such problematic
behaviors to occur, it makes sense that with either introduction of the internet itself

or gaming, addition of maladaptive cognitions such as a low sense of self-worth,

42



problematic behavior being evident fits in the model. Additionally, having a low
social competency pushes the individual to isolate himself/herself and in return this
serves as a contributory cause to the manifestation. All in all, this model explains the
findings of this study and helps us to point fingers at a specific trait on the particular
dependency by showing what factors could contribute to and most importantly,

when.

There is a wide literature suggesting that introversion, lower agreeableness and not
being open to experiences are strongly associated with both internet and gaming
dependency (Tuten & Bosnjak, 2001; Huh & Bowman, 2008; Peters & Malesky,
2008; Landers & Lounsbury, 2006; Collins et al., 2011). However, the findings of
the study have shown that this association did not show itself as a prediction. There
could be several implications of these findings that are not in parallel with the
literature. Even though people being introvert means that they are less outgoing, less
revealing and less friendly and this indicates that they are more likely to be involved
in this problematic behavior, no observation was made towards this direction. One
reason for this could be resulting from the nature of today’s games and the internet
itself. Every day more and more players are being involved not just in games but
specifically in online games and also, more in the web and in social media
(Ducheneaut, Yee, Nickell, & Moore, 2006; Feng, Brandt, & Saha, 2007; Chen,
Huang, Huang, & lei, 2005; Cheng, Dale, & Liu, 2008; Lenhart, Purcell, Smith, &
Zickuhr, 2010). In the case of gaming, it is no longer just playing closed ended
games where someone is given a mission and receives a congratulatory reward and
finishes it. In online games, players are meant to interact with other players. Players

are intended to cooperate with them, communicate with them and especially, get
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along with them towards a purpose of winning the given task. It can be argued that a
requirement of a significantly more interpersonal ability compared to before could
have resulted in neutralization of the assumed variable. What is implied here is that
since games require more social skills, several characteristics (i.e. introversion, low
agreeableness, and not being open to experiences) might have not been observed. To
illustrate, take an individual as an example he/she involves in gaming activities
where he/she has to be involved in a gaming clan to defeat an enemy (in the game).
For an opponent to be defeated, a high amount of commitment to the task, good
communication skills (via Skype, Teamspeak, or Ventrilo as communication tools)
and excellent cooperation is required. How this influences an individual could be a
requirement of extravert traits. Since extraversion means a friendly attitude and since
the community inside the games require of players to show such traits while being
involved in these activities, as well as a competitive spirit, this could mean that
introversion no longer explains gaming dependency as it did before. One reason for
this could be the increased population in games and also in-game atmosphere
demanding a more friendly and cooperative attitude. How games are now, are not as
they were before (i.e. playing the game in forms of different sized groups instead of
playing alone). The same argument could also be made for agreeableness too. To be
able to create a tactical advantage over the opponents in the game, players require a
good communication, as discussed. Since agreeableness means being good to others

and trust as mentioned before, these traits are required for groups that are formed to

play.

In the case of internet, it is widely believed that these traits are evident. A common

explanation of this usually is that those who are introvert, not agreeable and who
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have a closed sense to their circle are more likely to be involved in these activities
and that results from the perspective of the personality traits itself. Introverts
generally don’t like to be around of people so they could be running away from them
and choose the isolated life of virtual world. What is being missed here is that on the
web, your life is on display. They have to get along with people both in real life and

in virtual life.

It also should be considered the culture studied is Turkish culture. By the very nature
of the particular culture, it has traits of collectivism, traditionalism and conservatism
(Cukur, Guzman, & Carlo, 2004, Kagitgibasi, 2003). This could mean that the
importance of relations in this culture may differ from others drastically. This could
explain why introversion not predicting internet dependency because they may not be
able to afford the luxury of being introvert because they are demanded to have better

relationships.

The literature suggested that lower self-esteem, higher real life self-efficacy and an
internal orientation of locus of control is associated with gaming dependency (Kim &
Davis, 2009; Stetina, Kothgassner, Lehenbauer, Kryspin-Exner, 2011; Chak &
Leung, 2004). Thus, it was hypothesized accordingly. However the results indicated
otherwise. These conditions did not predict gaming dependency. It is discussed that
those who believe not being in charge of the consequences of his/her behaviors are
being involved in such dependencies because they want to take the restraints of the
consequences around them. However, since there is very little evidence suggesting
that an orientation of internal locus of control is associated with these particular
dependencies, it is implied further research. Also it is discussed that creating an ideal

self is a way of enhancing the self-image and thus, increased self-esteem. Last, they
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lack the competency to have effective and fruitful relationships in real-life so they
prefer virtual life. However, a focus is not made on the new demands of gaming and
opportunities internet (especially social media) provides. Games in forms of groups
that require good communication call for other audiences as well. An individual who
lacks social competency may choose to have the fruits of virtual life but also, it
appeals to those who are socially competent, high in self-esteem and with an internal
locus of control. A focus should be made on the matter that personality traits or self-
concepts may no longer be factors that contribute to gaming or internet dependency.
It could be said that these traits no longer predict such dependencies and for that,
different aspects of behaviors should be looked and investigated in individuals with

gaming and internet dependency.

There were several limitations in the current study. First of all, the data gathered
were in form of self-reports and the questions directed towards the participants were
about intimate details of their personalities. This means that they could have very
easily skewed their answers in desirable ways to make themselves better. Also, they
could have cognitive biases (poor memory etc.) and these cognitive biases might
mean that they may not be self-knowledgeable as they believe. This lack of self-

knowledge may result in poor reports.

Additionally, some of the data was collected with online surveys. This has a
disadvantage of the sample to lack representativeness of targeted population. Also,
absence of an interviewer could have resulted in individuals to have difficulties
answering resulting from possible complexities of the questions. Another limitation
was that the factor of self-efficacy only being measured on gaming dependency but

not internet dependency. A measurement on internet dependency could have
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provided more results and therefore more indications. In addition, the participants
were mostly from university students. This could mean that the sample may have not
been a representative of gamer population. However, some studies suggested that this
is not the case and university student profile is not that different from the normative
gamer profiles reported elsewhere (Griffiths, Davies, & Chappell, 2003; Griffiths,

Davies, & Chappell, 2004).

Several improvements could be made to enhance the present study. First of all, the
amount of scales could be increased to measure different aspects of particular
dependencies since there are many. However, this would also mean to raise another
limitation that is being long enough to cause distraction to the participant. Above, it
was discussed that some personality traits may no longer predict gaming and internet
dependencies because it may no longer explain the dependency or new nature of
games and internet appeals not only to those pointed in the literature but also to those
who are not pointed. An improvement could be made to this with a suggestion that is
aligned at a purpose to look for motivations. Different motivations could predict
what separates the cases of gaming and internet dependencies. Since a wider variety
of individuals is believed to be involved in these activities looking at the motivations
could help us predict these dependencies. Such motivations could be for example,
does the individual prefer online or offline games? Someone preferring to choose an
offline game instead of online could help us hypothesize that he or she doesn’t
necessarily have to be involved in social relationships in the virtual which in turn
could help identify a particular personality trait. It could also be said that the kind of
social media he or she uses might have given the researchers an idea towards the

sense that the individual might be choosing one social media website to receive good
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comments about the person while one other social media provides an environment to
share experiences which in turn help researchers identify different needs of people on

the web.

In addition, looking at what aspects of the internet are preferred could also help
predict these dependencies. For example, the amount of social media platforms used
or which social media platform is used towards which purpose would help us relate
to more implications. To illustrate, an individual might use facebook only to follow
acquaintances, friends and relative while using instagram to post pictures and use
twitter to post political thoughts. A person who is an online gambling addict is
naturally an internet addict too because this need to gamble can only manifest itself
through the internet. However, using the internet with a different motivation (e.g. for
dating) could imply another thing. Similarly, looking at motivations behind different
tasks in games could also help us identify difference between these individuals. For
example, as discussed before, looking at excessive usage could mean a lot of things.
One can be using the game as a way to escape from reality and loosing many friends,
jobs or other opportunities on the way. However, same behavior could be existent
only because there was nothing better to do and this behavior manifested itself as a

functional way; nothing destructive but the opposite, healthy.

A preventive education developed by Lim, Bae and Kim (2004) shows a need to
identify a motif of internet use and also, thorough check of scenarios that pushes
people into internet addiction. Through these, the preventive education aims to create
awareness on the matter of internet use and enable individuals to see themselves if
they are in positions to be absorbed into the web. Such preventive educations that

could be presented in class settings could be modified with researches as this current
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study to help predict the situations that enables individuals to be absorbed into the

web in the first place and thus, serves as bricks in the foundation of such educations.

Despite the ambiguity of the study, it carries importance helping researches to look
for particular personality traits that could help us predict what contributes to
acquisition, development and perpetuation of gaming and internet dependency.
Considering this area of research is relatively new, future research is required to

replicate and extend this research.
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Appendix A: The Questionnaire
Kisisel Bilgi Formu

1) Yasimz:

2) Kadin Erkek Diger

3) Egitim durumunuz:

kogretim

Lise

Onlisans

Lisans

Yiiksek Lisans / Uzeri
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Genellestirilmis Internet Kullanim Olcegi

Liitfen agagidaki ciimleleri okuyunuz ve size en uygun oldugunu disiindiigiiniiz sikki segerek 1'den 5'e kadar

derecelendiriniz.

1=KESINLIiKLE KATILIYORUM
2=KATILIYORUM

3=KARARSIZ
4=KATILMIYORUM
5=KESINLIKLE KATILMIYORUM

1 Soyutlanmis hissettigimde internette baskalariyla konusuyorum.

2 Soyutlanmuis hissettigimde internette baskalarini artyorum.

3 Moralim bozuk oldugunda interneti kendimi daha iyi hissetmek i¢in
kullantyorum.

4 Kotii hissettigimde daha iyi hissetmek i¢in ¢evrimici oluyorum.

c 1r'1'te"rnetteyken, yiiz yiize olan iligkilere kiyasla daha iyi muamele
goriiyorum.

6 Yiiz yiize (?lmaglyla kiyasla, internette baskalartyla baglant1 kurarken daha
giivende hissediyorum.

7 Internette sosyallesirken, disaridaki halime gére daha kendimden eminim.

8 Bilgisayarlarla, insanlarla oldugumdan daha rahatim.

9 Cevrimigi iken, ¢evrimdisi olmama nazaran daha iyi muamele goriiyorum.

10 | Siirekli internette oldugum igin is veya okulda sikintilar yasadim.

11 | Internette olmamdan &tiirii is veya dersleri kagirdim.

12 | Disaridayken degersiz hissediyorum ama internetteyken bir bireyim.

13 | Internette olmamdan &tiirii sosyal etkinlikleri kagirdim.

14 | Internet kullanimimi kontrol etmede basarisiz girisimlerim oldu.

15 | Internette gegirdigim siireyi diisiiremiyorum.

16 | Internette gegirdigim siireyle ilgili suclu hissediyorum.

17 | Cok uzun siireler interneti kullanimini birakmay1 denedim.

18 | Internet basindayken zamani takip etmeyi basaramadim.

19 | Interneti, bekledigimden daha uzun siire kullantyorum.

20 | Internette epeyce uzun bir zaman harctyorum.

21 | Amagladigimdan daha uzun siire ¢evrimigi kaliyorum.

22 | Basinda olmadigimda aklim internet ile mesgul oluyor.

23 | Basinda olmadigimda internette olmay1 6zliiyorum.

" Interneti kullanmadigim zamanlarda acaba orada neler oluyor diye
diisiiniiyorum.

25 | Internette olmadigimda kaybolmus gibi hissediyorum.

26 | Internette beni neler bekliyor diye diisiinmekten kendimi alikoyamryorum.

27 | Internette sosyallesirken, nasil goriindiigiim ile ilgili bir endisem olmuyor.

28 Internette sosyallesirken, bir iliskiye kendimi adamayla ilgili bir sikinti
yasamiyorum.

29 | Internetteyken insanlarin beni nasil algiladigina dair kontroliim var.
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Genellestirilmis Oyun Kullanim Olgegi

Liitfen agagidaki ciimleleri okuyunuz ve size en uygun oldugunu diisiindiigiiniiz sikki segerek 1'den 5'e kadar

derecelendiriniz.

1=KESINLIiKLE KATILIYORUM
2=KATILIYORUM

3=KARARSIZ
4=KATILMIYORUM
5=KESINLIKLE KATILMIYORUM

Soyutlanmis hissettigimde oyunu baskalariyla konusmak igin

! kullaniyorum.

2 Soyutlanmuis hissettigimde oyunda baskalarini ariyorum

3 Moralim bozuk oldugunda oyunlar1 kendimi daha iyi hissetmek i¢in
kullantyorum.

4 Kotii hissettigimde daha iyi hissetmek i¢in ¢evrimici oluyorum.

c Oyundayken, yiiz yiize olan iliskilere kiyasla daha iyi muamele
goruyorum.

6 Yiiz yiize olrnas.lyla klyasla, oyunlarda bagkalariyla baglanti kurarken
daha giivende hissediyorum.

7 Oyunda sosyallesirken, disaridaki halime gére daha kendimden eminim.

8 Bilgisayarlarla, insanlarla oldugumdan daha rahatim.

9 Oyunlarda, gercek hayata kiyasla daha iyi davraniliyorum.

10 | Siirekli oyunda oldugum i¢in is veya okulda sikintilar yasadim.

11 | Oyun oynamamdan 6tiirii is veya dersleri kacirdim.

12 | Disaridayken degersiz hissediyorum ama oyundayken bir bireyim.

13 | Oyunda olmamdan &tiirii sosyal etkinlikleri kagirdim.

14 | Oyun oynamay1 kontrol etmede basarisiz girisimlerim oldu.

15 | Oyunda gecirdigim siireyi diigtiremiyorum.

16 | Oyunda gecirdigim siireyle ilgili su¢lu hissediyorum.

17 | Cok uzun siireler oyun oynamayi birakmay1 denedim.

18 | Oyunun basindayken zamani takip etmeyi bagaramadim.

19 | Oyunu bekledigimden daha uzun siire oynuyorum.

20 | Oyunda epeyce uzun bir zaman harciyorum.

21 | Amagladigimdan daha uzun siire oyunda kaliyorum.

22 | Basinda olmadigimda aklim oyun ile mesgul oluyor

23 | Basinda olmadigimda oyunda olmayi1 6zlityorum.

24 Oyun oynamadigim zamanlarda acaba orada neler oluyor diye
diisiiniiyorum.

25 | Oyunda olmadigimda kaybolmus gibi hissediyorum.

2% Oyunda beni neler bekliyor diye diisiinmekten kendimi
alikoyamiyorum.

27 | Oyunda sosyallesirken, nasil goriindiigiim ile ilgili bir endigem olmuyor.

28 Oyunda sosyallesirken bir iligkiye kendimi adamayla ilgili bir sikinti
yasamiyorum.

29 | Oyundayken insanlarin beni nasil algiladigina dair kontroliim var.
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BES FAKTOR KiSIiLIK ENVANTERI

Asagida sizi kismen tanimlayan (ya da pek tanimlayamayan) bir takim 6zellikler
sunulmaktadir. Ornegin, baskalari ile zaman gecirmekten hoslanan birisi oldugunuzu
diistiniiyor musunuz? Liitfen asagida verilen 6zelliklerin sizi ne oranda yansittigini ya da
yansitmadigini belirtmek i¢in sizi en iyi tanimlayan rakamin altina X isareti koyunuz.

1= Hi¢ katilmiyorum

2=Biraz katilmiyorum

3=Ne katiliyorum ne de katilmiyorum (kararsizim)
4=Biraz katilryorum

5=Tamamen katiliyorum

1. Konuskan

23. Tembel olma egiliminde olan

2. Bagkalarinda hata arayan

24. Duygusal olarak kolayca keyfi
kagmayan

3. Isini tam yapan

25. Kesfeden, icat eden

4, Bunalimhi

26. Atilgan bir kisilige sahip

5. Orijinal, yeni goriisler
ortaykoyan

27. Soguk ve mesafeli olabilen

6. Ketum/vakur

28. Gorevi tamamlanincaya kadar
sebat edebilen

7. Yardimsever ve ¢ikarci
olmayan

29. Dakikasi dakikasina uymayan

8. Biraz umursamaz

30. Sanata ve estetik degerlere
Onem veren

9. Rahat, stresle kolay bas
eden

31. Bazen utangag, ¢ekingen olan

10. Cok degisik konular1
merak eden

32. Hemen hemen herkese karsi
saygill ve nazik

11. Enerji dolu

33. Isleri verimli yapan

12. Baskalartyla siirekli
didisen

34. Gergin ortamlarda sakin
kalabilen

13. Giivenilir bir ¢alisan

35. Rutin isleri yapmayi tercih
eden

14. Gergin olabilen

36. Sosyal, girisken

15. Mabharetli, derin diisiinen

37. Bazen bagkalarina kaba
davranabilen

16. Heyecan yaratabilen

38. Planlar yapan ve bunlar1 takip
eden

17. Affedici bir yapiya sahip

39. Kolayca sinirlenen

18. Daginik olma egiliminde

40. Diistinmeyi seven, fikirler
gelistirebilen

19. Cok endiselenen

41. Sanata ilgisi ¢ok az olan

20. Hayal giicii yiiksek

42. Bagkalariyla isbirligi yapmay1
seven

21. Sessiz bir yapida

43. Kolaylikla dikkati dagilan

22. Genellikle bagkalarina
glivenen

44. Sanat, miizik ve edebiyatta
cok bilgili
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Gergek Hayat Sosyal Oz-yeterlilik Olgegi Dogru Neredeyse Kismen | Tamamen
Degil Dogru Dogru Dogru
Diger insanlarla kolaylikla arkadas olabilirim 1 2 3 4
Arkadaglarim bana katilmadiginda kendimi ifade etmede 1 2 3 4
sikint1 yagiyorum
Tanigik olmadigim insanlarla muhabbet etmek benim igin 1 2 3 4
kolay birseydir.
Baska insanlarla ¢ok nadir bulusuyorum 1 2 3 4
Sanal Hayat Sosyal Oz-yeterlilik Olgegi Dogru Neredeyse Kismen | Tamamen
Degil Dogru Dogru Dogru
Oyun oynarken, oyundaki insanlarla kolaylikla arkadas 1 2 3 4
olabilirim
. . . 1 2 3 4
Oyunlardaki topluluklarina genellikle dahil oluyorum
. . 1 2 3 4
Oyundayken tanimadigim insanlarla bulusmayi seviyorum
Oyun oynarken, oyundaki insanlarla tanismam benim igin 1 2 3 4

cok da 6nemli degil

ROSENBERG BENLIK SAYGISI OLCEGIi

Liitfen her bir maddeyi dikkatlice okuyunuz ve maddelerin size uygunlugunu 1’den

4’e kadar isaretleyiniz. Puanlarin karsilik geldigi ifadeler asagidaki gibidir:

1=COK DOGRU
2=DOGRU
3=YANLIS
4=COK YANLIS

1 | Kendimi en az diger insanlar kadar degerli buluyorum.

2 | Bazi olumlu 6zelliklerim oldugunu diisiiniiyorum.

3 | Genelde kendimi basarisiz bir kisi olarak gorme egilimindeyim.

4 | Ben de diger insanlarin birgogunun yapabildigi kadar bir seyler yapabilirim.

5 | Kendimde gurur duyacak fazla bir sey bulamiyorum.

6 | Kendime karsi olumlu bir tutum i¢indeyim.

7 | Genel olarak kendimden memnunum.

8 | Kendime kars1 daha fazla saygi duyabilmeyi isterdim.

9 | Bazen kesinlikle kendimin bir ise yaramadigini diistiniiyorum.

10 | Bazen kendimin hi¢ de yeterli bir insan olmadigimi diisiiniiyorum.
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ROTTER iC-DIS KONTROL ODAGI OLCEGI

Bu anket, bazi 6nemli olaylarin insanlar1 etkileme bicimini bulmayr amaclamaktadir. Her
maddede ‘a’ ya da ‘b’ harfleriyle gosterilen iki secenek bulunmaktadir. Liitfen, her secenek
ciftinde sizin kendi goriisiiniize gore gercegi yansittigina en ¢ok inandigimz ciimleyi (yalmzca
bir ciimleyi) seciniz ve bir yuvarlak icine aliniz.

A |Ana-babalari ¢ok fazla cezalandirdiklari i¢in ¢ocuklar: problemli olur.
1 B |Giiniimiiz ¢ocuklarinin ¢ogunun problemi, ana-babalar tarafindan asir1 serbest birakilmalaridir.
A |insanlarin yasamindaki mutsuzluklarinin ¢ogu, biraz da sansizhiklarina baghdir.
’ B |insanlarin talihsizlikleri kendi hatalarimin sonucudur.
A |Savaslarin bashca nedenlerinden biri, halkin siyasete yeterince ilgilenmemesidir.
° B |insanlar savas1 6nlemek icin ne kadar ¢caba harcarsa harcasin, her zaman savas olacaktir.
A |insanlar bu diinyada hak ettikleri saygiy1 er ge¢ goriirler.
! B |insan ne kadar cabalasa cabalasin ne yazik ki degeri genellikle anlasgilmaz.
A |Ogretmenlerin 6grencilere haksizhk yaptigi fikri sagmadir.
° B |Ogrencilerin ¢ogu, notlarn tesadiifi olaylardan etkilendigini fark etmez.
A Kosullar uygun degilse insan basarih bir lider olamaz.
° B |Lider olamayan yetenekli insanlar firsatlar1 degerlendirememis kisilerdir.
A |Ne kadar ugrassamz da bazi insanlar sizden hoslanmazlar.
’ B [Kendilerini baskalarina sevdiremeyen Kisiler, baskalariyla nasil gecinilecegini bilmeyenlerdir.
A |insanlarin kisiliginin belirlenmesinde en 6nemli rolii kalitm oynar.
° B |insanlarin nasil biri olacaklarimi kendi hayat tecriibeleri belirler.
A |Bir sey olacaksa, eninde sonunda olduguna sik sik tanik olmusumdur.
° B |[Ne yapacagima kesin karar vermek kadere giivenmekten daima daha iyi olur.
A |iyi hazirlanmus bir 6grenci icin, adil olmayan sinav hemen hemen s6z konusu olmaz.
10
B |Sinav sonugclari derste islenenle cogu kez o kadar ilgisiz oluyor ki, calsmanin anlam kalmiyor.
A |Basarih olmak, cok ¢calismaya baghdir sansin bunda pay1 ya hi¢ yoktur ya da ¢ok azdir.
H B |iyi bir is bulma temelde, dogru zamanda dogru yerde bulunmaya baghdir.
A |Hiikiimetin kararlarinda sade vatandas da etkili olabilir.
12
B |Bu diinya giic sahibi birkag Kkisi tarafindan yonetilmektedir ve sade vatandasin bu konuda yapacag fazla bir sey yoktur.
A Yaptigim planlan yiiriitebilecegimden h h eminimdir.
13
B |Cok uzun vadeli planlar yapmak her zaman akilhca olmaya bilir, ¢iinkii bircok sey zaten iyi ya da kotii sansa baghdir.
A Hicbir yonii iyi olmayan insanlar vardir.
H B [Herkesin iyi bir tarafi vardir.
A |Benim acimdan istedigimi elde etmenin sansla bir ilgisi yoktur.
o B [Cogu durumda, yazi-tura atarak da isabetli kararlar verebiliriz.
A Kimin patron olacag), genellikle, dogru yerde ilk 6nce bulunma sansina kimin sahip olacagina baghdir.
16
B |insanlara dogru seyleri yaptirmak bir yetenek isidir; sansin bunda payi ya hi¢ yoktur ya da azdir.
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Diinya meseleleri s6z konusu oldugunda, cogumuz anlayamadiimiz ve kontrol edemedigimiz giiclerin kurbamyizdir.

17
B |insanlar siyasal ve sosyal konularda aktif rol alarak diinya olaylarim kontrol edebilirler.
A Bir¢ok insan rastlantilarin yasamlarini ne derecede etkilediginin farkinda degildir.
18
B |Ashnda ‘sans’ diye bir sey yoktur.
A insan, hatalarim kabul edebilmelidir.
19
B |Genelde en iyisi insanin hatalarim ortbas edebilmesidir.
A  |Bir insanin sizden gercekten hoslanip hoslanmadigim bilmek zordur.
20 Kac¢ arkadasimizin oldugu, ne kadar iyi oldugunuza baghdir.
B
A | Uzun vadede, yasamimzdaki kétii seyleri iyi seyler dengeler.
21
B | Cogu sansizliklar yetenek eksikliginin, ihmalin, tembelligin ya da her iigiiniin birden sonucudur.
A | Yeterli cabayla siyasal yolsuzluklar: ortadan kaldirabiliriz.
22
B | Siyasetgilerin kapal kapilar ardinda yaptiklari iizerinde halkin fazla bir kontrolii yoktur.
23 A | Ogretmenlerin verdikleri notlari nasil belirlediklerini bazen anlamiyorum.
B | Aldigim notlarla caliyma derecem arasinda dogrudan bir baglant1 vardir.
24 A | lyi bir lider, ne yapacaklarina halkin bizzat karar vermesini bekler.
B | lyi bir lider herkesin gorevinin ne oldugunu bizzat belirler.
A | Cogu kez basima gelenler iizerinde cok az etkiye sahip oldugumu hissederim.
25
B | Sans ya da talihin yasamimda 6nemli bir rol oynadigina inanirim.
A | insanlar arkadasca olmaya ¢ahsmadiklari i¢in yalmzdirlar.
26
B | insanlari memnun etmek icin ¢ok fazla cabalamanin yarar1 yoktur, sizden hoslanirlarsa hoslanirlar.
A | Liselerde atletizme gereginden fazla 6nem veriyorlar.
27
B | Takim sporlari kisiligin olusumu icin miikemmel bir yoldur.
A | Basima ne gelmisse, kendi yaptiklarimdandir.
28
B | Yasamimn alacagi yon iizerinde bazen yeterince kontroliimiin olmadigini hissediyorum.
29 A | Siyasetcilerin neden dyle davrandiklarim ¢ogu kez anlayamiyorum.
B | Yerel ve ulusal diizeydeki kotii idarelerden uzun vadede halk sorumludur.
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