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Abstract

Aim: Along with affecting our daily lives and habits majorly, rapidly developing technology is known to increase the leisure boredom of youth in
case they stay away from the technology. The fear of staying away from smartphones which is the most inmportant material of portable technology
is described as a recent disturbance and even a “a disorder of the modern world” (King et.al., 2010). In order for smartphones which have a
significant place to meet the needs of life with aims such as pandemics, earthquafkes etc. not to become an illness, it is important to investigate the
reasons behind it. Considering these, the aim of the current study is to compare the digital game addiction, leisure boredom and quality of life of
the students of Alanya Alaaddin Keykubat University in terms of different variables and to evaluate the correlation and effect sizes of these
scales. Method: The study group consists of 405 university students (Meanage = 21.71% 4.13) studying at Alanya Alaaddin Keykubat
University 239 of which are female (Meanage = 21.69% 4.30) and 166 of which are male (Meanage = 21.74% 3.88). As data collection
tool, Leisure Boredom Scale (LBS) (Iso-Ahola & Weissinger 1990; Kara et.al, 2014), Nomophobia Scale (NFS) (Yildirim & Correia
2015; Yilderim et.al, 2016) and Quality of Life Scale — Short Form (QOL-SF) (Eser et.al, 2010) were used. In the analysis of the obtained
data, descriptive statistics, t-test, ANOV A, Pearson Correlation and regression tests were used. To deterniine the reliability of scales, Cronbach
Alpha intern coefficients were calculated. Findings: When the analysis results were evaluated, it is determined that there is a statistically significant
difference in the total scores of LBS, NFS and QOL-SF in terms of “baving difficulty in evaluating leisure”, “participation frequency in
physical activity” and “evaluating oneself as smartphone addict”. Also, it is determined there is a statistically significant difference in the total
scores of LBS and NS in terms of “use of smartphone times/ hour” (p<0.01). According to the Pearson correlation analysis, there is a positive
and medinm level correlation between NFS and 1.BS whereas there is a negative and low level of correlation between NFS and QOL-SF.
Also, there is a negative and medinm level of correlation between 1.BS and QOL-SF. The data showed that NFS has a negative impact on
QOL-SF LBS has a negative impact on QOL-SF, and NFS has a positive impact on LBS. Conclusion: 1t is concluded that the group which
has no difficulty in making use of leisure, who participates in physical activity regularly, who has less connection with their smartphones and who
doesn’t see themselves as smartphone addicts have lower levels of leisure boredom perception and nomophobia whereas they bhave higher levels of
quality of life. The fear of losing connections increases the level of boredom perception in students and it decreases the quality of life. Also, quality
of life decreases due to the increase in boredom perception.
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INTRODUCTION

Recreational activities are known to provide benefits to the participants (Ustgoriil, 2021). These can be in
different shapes and types such as physiological, psychological and social (Yumuk & Gilingérmis, 2023). The
quality of life is described by the position where an individual stands in terms of context, culture, and value
system (World Health Organization, 2019). One of the benefits of participating in the recreational activities in
leisure is obtaining the quality of life. The bottom-up theory shows that individuals gradually reach the quality
of life. At first, participants of leisure activities gain event satisfaction; when they continue to participate in the
events, they gain domain specific satisfaction (leisure, work, family); finally, they obtain life satisfaction which
eventually end in the quality of life (Chen et.al., 2010; Tunar et al., 2017; Ozavci, 2023).
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Quality of life can be a result of leisure participation; however, lack of and/or insufficiency in leisure education
and awareness of leisure benefits may lead to a certain level of leisure boredom (Iso-Ahola & Weissinger, 1987).
In its theoretical main frame, leisure boredom includes the very aspects of foundation of leisure studies. These
aspects include but are not limited to leisure attitude, leisure repertoire, self-esteem, perceived social
competence, leisure constraints, awareness related to the psychological benefits to be gained through leisure
participation, and leisure satisfaction (Lee et.al., 2020; Kara, Giirbiiz & Sarol, 2018; Kara & Ozdedeoglu, 2017;
Tunar et al., 2012; Weissinger, Caldwell & Bandalos, 1992; Sariakcali et al., 2022). Iso-Ahola and Weissinger
(1990) describe perceived freedom in leisure as a subjective perception which emerges as a consequence of lack
of optimal arousal during a leisure experience of an individual. Recent literature has shown that the leisure
boredom push individuals towards a leisure spent on sedentary behavior thorough technology related addiction
(Wegner et.al., 2006; Leung, 2008; Wegner & Flisher, 2009; Weybright et.al., 2015). It is vital to know that the
addiction related to technological devices and online platforms cause individuals to be abstracted from the
social environments as they are physically interacting with.

As the technology enhances, it becomes more significant to make the difference between the correct use of it,
and the addiction road it can lead to. A balance between leisure life and technology use can bring about great
many opportunities; however, in the unfortunate event of becoming addicted to what technology brings in our
hands, it is hard to change the sedentary behavior coming along with this. At this point, the term nomophobia
enters the scene. Nomophobia is described as “No Smartphone Phobia” (Bhattacharya et.al., 2019) which
means that individuals cannot stand even a short while without touching, looking at, shating and/or checking
their smartphones. It is also stated that it is the fear of not being able to use smartphones (Notara et.al., 2021).
Generally, the main sample group of literature related to nomophobia is the youth (Anshari, Alas & Sulaiman,
2019); however, nomophobia is spreading among all ages (Farooqui, Pore & Gothankar, 2018; Rodriguez-
Garcfa, Moreno-Guerrero & Lopez Belmonte, 2020; Leén-Mejia et.al.,, 2021). Yildiim & Correia (2015)
explored and determined the dimensions of nomophobia which were revealed as “not being able to
communicate”, “losing connectedness”, “not being able to access information” and “giving up convenience”.
King et.al. (2013) stated that nomophobia is also related to social phobia because socially phobic individuals do
not engage in live interactions. Although it is not like a pandemic, nomophobia can have an effect of a pandemic
in the following year. Considering these, the aim of the current study is to compare the digital game addiction,
leisure boredom and quality of life of the students of Alanya Alaaddin Keykubat University in terms of different
variables and to evaluate the correlation and effect sizes of these scales.

METHOD
Research Model

The research model is in correlational survey model, and the differences between demographics and Leisure
boredom, Nomophobic attitude and Quality of Life were determined. Finally, the correlation between scales,
and their effects were determined.

Research Group

The research group consists of 239 female (Meanag = 21.69% 4.30) and 166 male (Mean,e = 21.74% 3.88), total
of 405 (Mean,. = 21.71% 4.13) students of Alanya Alaaddin Keykubat University who were chosen using
convenience sampling method.

Data Collection

To collect data, “Leisure boredom Scale (LBS)” (Iso-Ahola & Weissinger 1990; Kara etal, 2014),
“Nomophobia Scale (NFS)” (Yildirim & Correia 2015; Yildirim et.al., 2016), and “Quality of Life Scale Short
Form (QoL-SF)” (Eser et.al., 2010) were used.

Demographic Information Form
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The demographic information form was developed by the researchers in order to collect demographic
information of the students such as age, gender, class, leisure duration (weekly), and smartphone use duration

(daily).
Nomophobia Scale (NFS)

Nomophobia Scale was developed by Yildirim and Correia (2015) and adapted into Turkish language by
Yildirim et.al. (2016). The scale consists of four subscales which are “not being able to communicate” (four
items), “losing connectedness” (five items), “not being able to access information” (six items) and “giving up
convenience” (five items) which is 20 items in total. The minimum score to be obtained from the scale is 20
whereas the maximum score is 140. Itis 7-point Likert type. As the total score obtained from the scale increases,
the nomophobic attitude increases. Reliability coefficient calculated in the original scale using Cronbach’s alpha
was found 0.95, and the Turkish version’s reliability coefficient was found 0.92. The current study’s Cronbach’s
alpha reliability coefficient was found 0.90.

Leisure boredom Scale (LBS)

The Leisure boredom scale was developed by Iso-Ahola and Weissinger (1990) in order to measure the
individual differences in perceiving boredom in leisure. The original scale consists of 16 items and has one
subscale. The Turkish adaptation was carried out by Kara, Gutbuz and Oncii (2014) in adults who work in
different jobs. As a result of the Turkish adaptation study, it was determined that the scale has 10 items and
two subscales (boredom and satisfaction). Kara et.al. (2014) found that Cronbach Alpha internal consistency
coefficient for “boredom” is 0.72, and Cronbach Alpha internal consistency coefficient for “satisfaction” is
0.77. In the current study, Cronbach Alpha internal consistency coefficient for “boredom” is 0.81, and
Cronbach Alpha internal consistency coefficient for “satisfaction” is 0.69 and for the total scare, it is 0.82 which
show a high level of reliability.

Quality of Life Scale-Short Form (QoL-SF)

The scale was formed using certain items of European Health Effect Scale’s World Health Organization Quality
of Life Module. It is an eight-item indices quality of life scale. The Turkish adaptation was carried out by Eser
et.al (2010). The scale has eight items, two of which are general questions. The scale is in 5-point Likert type.
As the scores increase, the quality-of-life increases. The internal consistency coefficient for the current study
was found 0.83.

Data Collection

The data was collected from the university students studying at Alanya Alaaddin Keykubat University using
convenience sampling method. The data were collected online. Before the data collection, necessary
permissions were taken from the authors of the scales and from the Ethical Committee. Then, an online consent
form was sent to the participants. Voluntary participants answered the scale in 7-9 minutes. The incomplete
and wrongly filled data were determined, and a total of 405 data were transferred to IBM SPSS 24 program.

Data Analysis

In order to determine if the data show normal distribution, skewness and kurtosis analysis were done. As the
data showed normal distribution, descriptive statistics, correlations and regression analysis were carried out. In
order to test the differences, t test, and ANOVA analyses were done. To determine the source of differences
in ANOVA analysis, Post-Hoc Tukey tests were carried out. To determine the reliability of the scales,
Cronbach’s alpha coefficient was calculated. In the statistical analysis and descriptions, the significancy level
was set as 0.05.

FINDINGS

Table 1. Distribution of LBS, NFS and QoL-SF Scores
Scales Items N Mean. / Sd. Skewness Kurtosis C. Alpha
LBS Total 10 405 2.35 / 0.65 0.09 -0.43 0.82
NFS Total 20 3.01 / 0.56 0.18 -0.61 0.90
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QoL-SF Total 8

3.28 / 0.67 -0.24 0.23 0.83

The total mean score of LBS was 2.35 and Cronbach Alpha internal consistency coefficient was 0.82. The total
mean score of NFOS was 3.01 and Cronbach Alpha internal consistency coefficient was 0.90, and the total
mean score of QoL-SI was found 3.28 and Cronbach Alpha internal consistency coefficient was found 0.83.
The skewness and kurtosis values of all measurement tools was determined between £ 1.00. In the light of
these findings, it can be said that the data collection tools are reliable and show normal distribution.

Table 2. Scale Scores According to Number of Times of Daily Use of Smartphone

Number of times (N) Mean. / Sd. f P Tukey
1< 10 times (33) 2.02/0.59
210-19 times (98) 227/ 0.68
LBS Total 320-29 times (123) 230 / 057 5.14 0.001 1<3, 1<5, 2<5
430-30 times (47) 237/ 0.63
5 > 40 times (104) 2.55 / 0.66
1< 10 times (33) 3.35/0.78
210-19 times (98) 3.35 /057
QoL-SF Total 320-29 times (123) 3.28 /071 0.64 0.63 .
430-30 times (47) 327/ 051
5> 40 times (104) 328/ 0.67
1< 10 times (33) 272/ 0.60
210-19 times (98) 2.84 /048
NFS Total 320-29 times (123) 297 /051 11.19 0.001 1<4, 1<§’<25<4’ 25,
430-39 times (47) 3.18/ 0.56
5 > 40 times (104) 3.24/0.56

* p<0.05, ** p<0.01, #* p<0.001

According to the analysis results in Table 2, there is a statistically significant difference in terms of “the number
of times of daily smartphone use” variable in LBS [F400= 5.14; p=0.001]. Tukey test show that the group that
uses smartphone “< 10 times” and “10-19 times” is significantly lower than the ones in “= 40 times” group.
Additionally, the individuals in “< 10 times” have lower total mean scores when compared to the ones in “20-
29 times”.

It is determined that there is a statistically significant difference in terms of NFS total mean score [Fu400=
11.19; p=0.001] in terms of “the number of times of daily smartphone use” variable. The total mean scores of
the groups “< 10 times”, “10-19 times” and “20-29 times” are significantly lower compared to the ones in “=
40 times” group. Also, the total mean scores of the groups of “< 10 times” and of “10-19 times” are significantly
lower compared to the group “30-39 times”.

Also, no significant differences were found in terms of QoL-SF [Fu40= 0.64; p=0.63] for “the number of
times of daily smartphone use”.

Table 3. Scale Scores According to Daily Smartphone Use Duration of Participants

Smartphone Use Duration Mean. / Sd. £ p Tukey
™)
1< 1 hours (14) 2.10 / 0.70
LBS Total ?1-2 hours (83) 212/ 0.64 7.41 0.001 2<3,2<4
33-4 hours (199) 2.37 / 0.62
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4> 4 hours (109) 2.53 /0.65
1< 1 hours (14) 3.33 /0.89
21-2 hours (83) 3.34 /0.59
QoL-SF Total 1.94 0.12 -
33-4 hours (199) 3.33 /0.63
42 4 hours (109) 3.15/0.75
1< 1 hours (14) 2.85/0.43
21-2 hours (83) 2.72/ 0.48
NFS Total 14.75 0.001 2<3,2<4
33-4 hours (199) 3.04 /0.53
42 4 hours (109) 3.22 /0.58

* p<0.05, #* p<0.01, #** p<0.001

When the data in Table 3 are examined, it was determined that the total mean scores of LBS [F40n= 7.41;
p=0.001] and NFS [F40n= 14.75; p=0.001] differ significantly in terms of “Daily Smartphone Use Duration”
variable. It is seen that in LBS and NES, the group “1-2 hours” have significantly lower scores when compared
to the groups “3-4 hours” and “= 4 hours”.

Also, it was determined that no significant differences were found in terms of QoL-SF [F40n= 1.94; p=0.12]
for “Daily Smartphone Use Duration”.

Table 4. Scale Scores According to Having Difficulty in Leisure Participation

?ai::?liz;iicg; m Lelsure Mean. / Sd. f p Tukey
!Always (74) 2.90 / 0.62

LBS Total 2Sometimes (259) 237/ 0.54 84.12 0.001 1>2,1>3,2>3
Never (72) 172 / 050
!Always (74) 2.89 / 0.81

QoL-SF Total 2Sometimes (259) 327/ 0.56 36.09 0.001 1<2, 1<3,2<3
Never (72) 3.75 / 0.60
1 Always (74) 3.10 / 0.56

NFS Total 2Sometimes (259) 3.04 / 0.56 5.29 0.01 1>3,2>3
Never (72) 2.83 /0.52

* p<0.05, ** p<0.01, # p<0.001

The analysis results showed that the total mean scores of LBS[F40= 84.12; p=0.001], NES [F40= 5.29;
p=0.001] and QoL-SF [Fe40= 36.09; p=0.001] differ significantly in terms of “Having Difficulty in Leisure
Participation”. For LBS and NFS, the participants who “never” have difficulty in leisure patticipation have
lower total mean scores when compared to the ones in “sometimes” and “always” groups. Also, the ones in
“sometimes” group have lower scores when compared to the “always” group.

On the other hand, for QoL-SF, the participants who “never” have difficulty in leisure participation have higher
total mean scores when compared to the ones in “sometimes” and “always” groups. Also, the ones in
“sometimes” group have higher scores when compared to the “always” group.
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Table 5. Scale Scores According to Being Smartphone Addict

Being Smartphone Addict (N) Mean. / Sd. f P Tukey
'T am not (177) 2.20 / 0.65

LBS Total °I have no idea (82) 2.48 / 0.67 9.68 0.001 1<2,1<3
SMaybe I am (1406) 2.48 / 0.61
'T am not (177) 3.42 / 0.66

QoL-SF Total 2] have no idea (82) 3.19 / 0.68 6.13 0.001 1>2,1>3
3Maybe I am (146) 3.18 / 0.65
T am not (177) 2.78 / 0.51

NFS Total 2] have no idea (82) 3.12/0.51 32.30 0.001 1<2,1<3
3Maybe I am (146) 3.23/0.53

* p<0.05, ** p<0.01, #* p<0.001

According to the ANOVA results, the total mean scores of LBS[F 2.402= 9.68; p=0.001], NES [F402= 32.20;
p=0.001] and QoL-SF [Fp402= 6.13; p=0.001] differ significantly in terms of “Being a Mobile Phone Addict”.
In LBS and NFS, the participants who believe they are not addicts has significantly lower scores when compared
to the ones who “have no idea” and who believe they might be addicts. In addition, the individuals who believe
they are not addicts has significantly higher scores when compared to the ones who “have no idea” and who
believe they might be addicts in QoL-SF.

Table 6. Regression Analysis Results of Effect of NFS on LBS

Non-Standardized Coefficients Standardized Coefficients F R2
B Sd 8 t p
Fixed 2.64 0.10 25.88 0.001 14.95 0.04
INFS 0.16 0.04 0.19 3.87 0.001
Dependent Variable: LBS

* p<0.05. ** p<0.01. **< p<0.001.

As a result of the regression analysis carried out to test the effect of NFS on LBS, it was determined that this
model is statistically significant, and smartphone addiction can explain 4% of leisure boredom level (R?=0.04;
F(1,403)= 15.94; p=0.001). According to the obtained results, NFS predicts LBS significantly and in a positive
way (3=0.19, t=3.87; p=0.001). Therefore, a one unit increase in smartphone addiction cause a 0.16 increase in
leisure boredom.

Table 7. Regression Analysis Results of Effect of NFS on QoL-SF

Non-Standardized Coefficients Standardized Coefficients F R2
B Std. Hata B t P
Fixed 3.71 0.18 20.42 0.001 5.83 0.01
INFS -0.14 0.06 0.12 241 0.001
Dependent Variable: QoL-SF

* p<0.05. ** p<0.01. ** p<0.001.

As a result of the regression analysis carried out to test the effect of NFS on QoL-SF, it was determined that
this model is statistically significant, and smartphone addiction can explain 1% of quality of life level (R?=0.01;
F(1,403)= 5.83; p=0.02). According to the obtained results, NFS predicts QoL-SF significantly and in a negative
way (3=-0.12, t=-2.41; p=0.001). Therefore, a one unit increase in smartphone addiction cause a 0.14 decrease
in quality of life.

Table 8. Regression Analysis Results of Effect of LBS on QoL-SF

Non-Standardized Coefficients Standardized Coefficients F R2
B Std. Hata B t P
Fixed 4.21 0.12 36.54 0.00 68.87 0.15
LBS -0.39 0.05 0.38 -8.30 0.00
Dependent Variable: QoL-SF

% p<0.05. ** p<0.01. #** p<0.001.
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As a result of the regression analysis carried out to test the effect of LBS on QoL-SF, it was determined that
this model is statistically significant, and smartphone addiction can explain 15% of quality of life level (R2=015;
F(1,403)= 68.87; p=0.001). According to the obtained results, LBS predicts QoL-SF significantly and in a
negative way ($=-0.38, t=-8.30; p=0.001). Therefore, a one unit increase in smartphone addiction cause a 0.39
decrease in quality of life.

DISCUSSION AND CONCLUSION

The aim of the current study is to compare the digital game addiction, leisure boredom and quality of life of
the students of Alanya Alaaddin Keykubat University in terms of different variables and to evaluate the
correlation and effect sizes of these scales. In the light of this, the carried-out analyses revealed that in terms of
the number of times the participants use their smartphones and the duration of smartphone use, the group who
choose to use their smartphones have lower scores in LBS and NFS whereas the number of times of
smartphone use does not have a significant difference in the current study’s population in terms of QoL. When
the literature is reviewed, Al-Mamun et.al. (2023) found in their study on university students that nomophobia
is long-term smartphone use is one of the symptoms of nomophobia. Similarly, Daei, Ashrafi-Rizi and
Soleymani (2019) stated that higher frequency of smartphone use indicates tendency of nomophobia. Previous
literature also stated that duration and frequency of smartphone use is highly associated with nomophobia
(Jilisha et.al., 2019). Allaby and Shannon (2020) found in their study that in order to kill the leisure boredom,
individuals tend to use their smartphones which leads to a passive leisure. On the other hand, Buctot, Kim and
Kim (2020) found in their study that as the prevalence and duration of smart phone increases, the scores of
QoL decrease which is paralleled with the current study’s findings. Similarly, Masaeli and Billieux (2022) found
in their research that problematic internet use and problematic smartphone use are negatively correlated with
QoL; in addition, Jeong et.al., (2020) stated that overuse of internet, gaming and/or smartphones is negatively
correlated with QolL.

The current study’s findings related to having difficulty in participating in leisure activities revealed that the
participants who never have difficulty in participating in leisure activities have higher scores in QoL whereas
the participants who never have difficulty in participating in leisure activities have lower scores in LBS and
NFS. Brajsa-Zganec, Merka$ and Sverko (2011) found that the participants who socialized actively in leisure
have higher scores in QoL. Also, Lloyd and Auld (2002) stated that the best predictors of quality of life are
person-centered leisure attribute and leisure satisfaction. Weissinger, Caldwell and Bandalos (1992) emphasized
the importance of leisure repertoire in leisure boredom. The more leisure education and leisure repertoire
individuals have, the less boredom they will have in their leisure which displays parallelism with the current
study. In terms of nomophobia, Bichu and Kumar (2021); on the other hand, found in their research that
participating in physical activities in leisure has a negative correlation with nomophobia which supports the
findings of the current study.

The participants of the current study were analyzed in their self-report of being an addict of smartphone or
not. According to the results, it is determined that the participants who believe they are, or they might be addicts
to smartphones have higher scores in NFS and LBS whereas they obtained lower scores in QoL. Previous
literature showed that there is a negative correlation between smartphone addiction and leisure boredom
indicating that people tend to feel less bored in leisure when they are not addicted to the smartphones (Serdar,
Demirel & Harmandar Demirel, 2022; Kil et.al., 2021). Similarly, Wu-Ouyang (2022) found that leisure
boredom is related to fear of missing out which correlates with smartphone addiction and nomophobia.

It is concluded that the group which has no difficulty in making use of leisure, who participates in physical
activity regularly, who has less connection with their smartphones and who doesn’t see themselves as
smartphone addicts have lower levels of leisure boredom perception and nomophobia whereas they have higher
levels of quality of life. The fear of losing connections increases the level of boredom perception in students
and it decreases the quality of life. Also, quality of life decreases due to the increase in boredom perception.
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