
 

 

 
ISSN: 2149-214X 

 

 

www.jeseh.net 
 

 

The Mediating Effect of Social Emotional 

Learning between Relationship on Basic 

Psychological Needs and Technology 

Addiction 
 

 

Murat Agirkan
 

Erzincan Binali Yıldırım University 

 

 

 

 

 
 

 

 

 

 

To cite this article:  

 

Agirkan, M. (2023). The mediating effect of social emotional learning between relationship 

on basic psychological needs and technology addiction. Journal of Education in Science, 

Environment and Health (JESEH), 9(4), 268-280. https://doi.org/ 10.55549/jeseh.1381065  

 

 

 

 

 

This article may be used for research, teaching, and private study purposes.  

 

Any substantial or systematic reproduction, redistribution, reselling, loan, sub-licensing, 

systematic supply, or distribution in any form to anyone is expressly forbidden. 

 

Authors alone are responsible for the contents of their articles. The journal owns the 

copyright of the articles.  

 

The publisher shall not be liable for any loss, actions, claims, proceedings, demand, or 

costs or damages whatsoever or howsoever caused arising directly or indirectly in 

connection with or arising out of the use of the research material. 
 

 

file:///C:/Users/mustafa/Desktop/www.jeseh.net


 

Journal of Education in Science, Environment and Health 

Volume 9, Issue 4, 2023  https://doi.org/10.55549/jeseh.1381065 

 

The Mediating Effect of Social Emotional Learning Between Relationship 

on Basic Psychological Needs and Technology Addiction 
 

Murat Agirkan
 

 

 

Article Info  Abstract 
Article History 
 

Published: 

01 October 2023 

 

Received: 

17 March 2023 

 

 This study was aimed at testing the hypothetical model, which included 

technology addiction, basic psychological needs, and social emotional learning 

skills (SEL). The study also examined whether there is a mediating effect of SEL 

in the relationship between basic psychological needs and technology addiction. 

For this purpose, data were collected from a sample of 592 participants [424 

(71.6%) females and 168 (28.1%) males] aged between 18 and 27 years. 

Demographic Information Form, Basic Psychological Needs Satisfaction and 

Inhibition Scale, Social Emotional Learning Scale-Young Adult Form (SELS-

YF), and Technology Addiction Scale (TAS) were used to collect the data. 

Equation Modeling (SEM) was used to analyze the data, and the results 

supported the hypothetical model. There was a negative correlation between 

technology addiction and the satisfaction of basic psychological needs and SEL. 

There was a positive correlation between the satisfaction of basic psychological 

needs and SEL. Another finding was that SEL indirectly effected the relationship 

between satisfaction of basic psychological needs and technology addiction. In 

addition, the model explained about 14% of the total variance in technology 

addiction. 
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Introduction 

 

The rapidly developing and widespread internet and mobile technologies have become an integral part of our 

lives. An intense impact of technology has been observed in almost all our daily activities (Patrikakou, 2016). 

With the widespread use of smartphones, using social media, playing online games, sending instant messages, 

and browsing websites have become our daily routines. This has also led to an increase in the use of digital 

technologies.  

 

According to the results of the TURKSTAT Household Information Technologies Usage Survey, it was 

observed that 94.1% of households had access to the Internet from home in 2022 (this rate was 92.0% last year). 

While the rate of internet usage among individuals aged 16–74 was 82.6% in 2021, it became 85.0% in 2022 

(TURKSTAT, 2022). These trends are also observable on a global scale. By the end of March 2022, the number 

of people actively using the internet had reached 5.4 billion (approximately 67.8% of the total population) 

(Internet World Stats, 2023). An important factor in the emergence of this situation was the COVID-19 

pandemic. 

 

Social distance and quarantine have become the new norms worldwide during the COVID-19 pandemic. This 

has caused people to spend more time at home and on the Internet (Sun et al., 2020). Many employees 

conducted their business by working from home. People have turned to activities such as playing online games, 

using social media and shopping online to reduce their anxiety and stress levels. All these activities led to the 

increased use of information and communication technologies during this period (Kiraly et al., 2020). 

According to International Telecommunication Union (ITU) data, there was a 13.3% increase in internet use in 

2020, the first year of the pandemic (ITU, 2021). Steam, the largest digital gaming platform, announced that it 

has reached the highest number of users in its history, with the number of users exceeding 20 million in 

COVID-19 (Perez, 2020).  

 

During the pandemic, the rate of online gaming increased by 75% in the USA (Javed, 2020). It was also 

reported that during the pandemic, there was an increase of approximately 50% in internet shopping (McKinsey 

& Company, 2020) and an increase of approximately 60% in internet traffic (OECD, 2020). However, the 

excessive use of the internet during the COVID-19 pandemic brought along another problem. Researchers have 

reported an increased risk of technology addiction during the pandemic (Kiraly et al., 2020). 
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Technology Addiction 

 

Technology addiction is a type of behavioral addiction associated with excessive and uncontrolled use of 

technology. In this type of addiction, users show a desire to be constantly busy with technological devices, a 

feeling of relaxation during use, tension, irritability, and depressive symptoms when they are away (Chen, 2018; 

Turel et al., 2011). The scope of technology addiction is quite wide and includes various types of addiction such 

as internet addiction, social network addiction, instant messaging addiction, online gaming addiction, and 

smartphone addiction.  

 

Technology addiction can have many physiological, mental, social, emotional, and behavioral negative effects 

(Ağırkan, 2022). These effects can be in the environmental dimension (family relations, friendship relations, 

relations with others) as well as in the individual dimension. In the literature, these negative effects are listed as 

low academic achievement (Adiele & Olatokun, 2014; Kim et al., 2010), depression and anxiety (Cho et al., 

2013; Zheng et al., 2015), loneliness (Simcharoen et al., 2018), sleep problems (Cheung & Wong, 2011; Zhang 

et al., 2017), obesity (Sanders et al., 2016), and negative relationships with the environment (Tsitsika et al., 

2014; Volpi, 2012).  

 

Some researchers have defined technology addiction as the epidemic of the twenty-first century (Serenko & 

Turel, 2020). At this point, it is important to determine the risk factors related to technology addiction and plan 

preventive interventions. The risk factors contain personality-related factors (excitement seeking, low self-

esteem), social factors (low parental support, peer norms), and digital factors (inappropriate online applications, 

online sites) (Anderson et al., 2017). Considering these factors, it is very important that the basic psychological 

needs of individuals are adequately satisfied. 

 

 

Technology Addiction and Basic Psychological Needs 

 

Basic psychological needs are based on self-determination theory. According to this theory, there are three basic 

psychological needs: autonomy, competence, and relatedness (Ryan & Deci, 2000). Autonomy is the ability to 

take initiative for actions and to have self-regulation skills. Competence is confidence in one's abilities and 

belief in being able to face challenges. Relatedness is establishing reliable and satisfying relationships with 

others in a social environment (Deci & Ryan, 2000).  

 

Self-determination theory assumes that people are naturally prone to psychological growth, learning, and 

connecting with others (Ryan & Deci, 2020). However, individuals need to receive support for their basic 

psychological needs to ensure their healthy development (Ryan et al., 2019). When individuals have 

opportunities to satisfy these three basic psychological needs in a social environment, their motivation, 

performance, and development are maximized (Deci et al., 1996). When psychological needs are not adequately 

satisfied, individuals try to satisfy them in different ways (Vansteenkiste et al., 2004).  

 

Many internet applications are designed to provide opportunities and incentives to satisfy users' motivations 

(Nadkarni & Hofmann, 2012; Sheldon et al., 2011). Basic psychological needs that are not adequately satisfied 

are the main source of individual motivation in the internet environment. Individuals tend to become more 

active on the internet to compensate for their needs when their needs are not adequately satisfied (Allen & 

Anderson, 2018; Kardefelt-Winther, 2014). These compensatory behaviors prepare a suitable ground for the 

development of technology addiction. 

 

According to studies, dysfunctional coping (Kuss et al., 2017), loneliness and low social support 

(Subrahmanyam & Lin, 2007), getting away from real-life stressors (Leiner et al., 2014), a need for socialization 

(Griffiths et al., 2004), and a behavioral response to stressful life events (Jun & Choi, 2015) are among the 

causes of technology addiction. Therefore, not satisfying basic psychological needs is an important factor that 

causes technology addiction. Many studies have reported a negative relationship between satisfaction with basic 

psychological needs and technology addiction (Allen & Anderson, 2018; Gugliandolo et al., 2019; Lin et al., 

2014; Yu et al., 2015). 

 

 

The Role of SEL in the Relationship Between Technology Addiction and Basic Psychological Needs 

 

SEL consists of five basic skills: self-awareness, self-management, social awareness, relationship skills, and 

responsible decision-making (CASEL, 2020). Self-awareness is the ability to recognize one's feelings, thoughts, 
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and behaviors and to know one's strengths and weaknesses. Self-management is the ability to regulate one's 

thoughts, feelings, and behaviors. Social awareness is the ability to consider and empathize with the 

perspectives of others. Relationship skills are the ability to listen effectively, communicate clearly, and 

maintain. Responsible decision-making is one's ability to make constructive choices regarding different 

environments and social interactions (CASEL, 2013). Both self-determination theory and SEL emphasize the 

importance of social environments that support social development and personal well-being and assume that 

people have natural growth tendencies (Durlak et al., 2011; Ryan & Deci, 2000). Therefore, basic psychological 

needs are compatible with SEL skills. It is important to consider the satisfaction of basic psychological needs 

when understanding SEL skills. Satisfying the need for autonomy, which is the freedom to make one's own 

decisions, fosters the development of self-management and responsible decision-making. Satisfying the need for 

competence, the belief in confidence in one's abilities, and the ability to face challenges enable the development 

of self-awareness. The satisfaction of the need for relatedness, which is the experience of feeling appreciated 

and being able to take care of others, provides the basis for the development of social awareness and relationship 

skills. In summary, the satisfaction of basic psychological needs also supports the development of SEL skills. 

 

A large body of literature emphasizes that the development of SEL skills contributes to people developing 

positive relationships with their environment, engaging in prosocial behaviors, increasing their level of well-

being, and reducing behavioral disorders (CASEL, 2020). Therefore, the development of SEL skills is likely to 

have a positive effect on technology addiction, which is a kind of behavioral disorder. Research results in the 

literature support this idea. Studies show that SEL skills are negatively related to internet addiction (Chen et al., 

2021; Yu & Zhou, 2021); online game addiction (Fox, 2021); and social media addiction (Affouneh, 2021; 

Aftab et al., 2015; Atın, 2022). 

 

 

Aim of Study 

 

Based on the literature, SEL skills may be an important variable in the relationship between satisfaction of basic 

needs and technology addiction. Basic psychological needs that are not adequately satisfied may also prevent 

the development of SEL skills. Insufficient development of SEL skills may cause problems in people's 

relationships with themselves and their environment. As a way to make up for this deficiency, people can isolate 

themselves from their social environment and turn to virtual environments. The tempting possibilities of virtual 

environments may lead to more technology use and cause technology addiction. Based on these assumptions, 

this study aimed to seek answers to the following research question:  

 

RQ1: Does the hypothetical model that includes basic psychological needs and SEL skills predict technology 

addiction? 

RQ2: Does social emotional learning have a mediating effect on the relationship between technology addiction 

and basic psychological needs? 

 

 

Method 

 

Participants and Procedure 

 

According to the power analysis, it was sufficient to reach a minimum of 400 people for .80 statistical power at 

the 95% confidence interval and a .05 significance level for the hypothetical model (Soper, 2023). Nevertheless, 

data were collected from one and a half times the minimum number of participants, as there may be a lack of 

data. The study sample consisted of 592 participants, including 424 females (71.6%) and 168 males (28.4%). 

The ages of the participants ranged from 18 to 27 years (M = 20.7, SD = 1.51). Ethics committee approval was 

obtained from the Erzincan Binali Yıldırım University Human Research Educational Sciences Ethics Committee 

for the study. In addition, informed consent was obtained from all participants before the study. 

 

 

Instruments 
 

Demographic Information Form 

 

Demographic Information Form was developed by the researcher to determine the sociodemographic 

characteristics (gender and age) of the participants. 
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Basic Psychological Need Satisfaction and Frustration Scale (BPNSFS) 

 

Basic Psychological Need Satisfaction and Frustration Scale was developed to determine the satisfaction and 

frustration levels of three basic psychological needs (autonomy, competence, and relatedness) as defined in Self-

Determination Theory (Chen et al., 2015) and was adapted to Turkish culture by Selvi & Bozo (2020). The scale 

consists of six sub-dimensions (autonomy satisfaction, competence satisfaction, relatedness satisfaction, 

autonomy frustration, competence frustration, and relatedness frustration) and 24 questions. Each sub-dimension 

consists of four items, and the items are rated on a 5-point Likert scale ranging from 1 (strongly disagree) to 5 

(strongly agree). In this study, the sub-dimensions of autonomy satisfaction, competence satisfaction, and 

relatedness satisfaction of the scale were discussed. The Cronbach's alpha coefficients for the scale were 

calculated as .88 for the total scale and 0.80, 0.83, and 0.72 for the sub-dimensions, respectively. 

 

 

Social Emotional Learning Scale-Young Adult Form (SELS-YF) 

 

Social Emotional Learning Scale-Young Adult Form was developed by Karacan-Özdemir & Büyükçolpan 

(2021) to measure the SEL skills of young adults. The scale consists of 20 items and five sub-dimensions (self-

awareness, self-regulation, social awareness, responsible decision-making, and relationship skills). The 

dimensions of self-awareness consist of six items; relationship skills consist of four items; responsible decision-

making consists of four items; self-regulation consists of three items; and social awareness consists of three 

items. Items are rated on a 5-point Likert-type scale ranging from 1 (never) to 5 (always). In this study, the 

Cronbach Alpha coefficients were calculated as .87 for the total scale, .86 (self-awareness), .78 (self-regulation), 

.77 (social awareness), .75 (responsible decision-making), and.72 (relationship skills) for the sub-dimensions. 

 

 

Technology Addiction Scale (TAS) 

 

Technology Addiction Scale (TAS) was developed by Aydın (2017) to measure technology addiction levels. 

The scale consists of 24 items and four sub-dimensions (social network addiction, instant messaging addiction, 

online gaming addiction, and website addiction). Each sub-dimension consists of six items, and items are rated 

on a 5-point Likert-type scale ranging from 1 (never) to 5 (always). In this study, the Cronbach Alpha 

coefficients were calculated as .79 for the sum of the scale, .73 for social network addiction, .76 for instant 

messaging addiction, .90 for online gaming addiction, and .89 for website addiction sub-dimensions. 

 

 

Data Analysis 
 

SPSS v25.0 (IBM Corporation, Armonk, NY, USA) and Mplus v8.7 (Muthén & Muthén, Los Angeles, CA, 

USA) were used for data analysis. Before the analyses, assumptions that missing data, univariate and 

multivariate outliers, normality, linearity, homogeneity, and multicollinearity (Tabachnick & Fidell, 2013) were 

examined. No missing data were found in the data set. For the univariate normality criterion, the scores obtained 

from the measurements were converted into standard z scores, and z scores that were not within ±3 (n=26) were 

excluded from the data set. The Mahalonobis distance value was used for the multivariate normality criterion, 

and the data that did not meet the criterion (n=2) were removed from the data set. Afterward, the skewness and 

kurtosis values of the variables were examined, and it was seen that all values were within acceptable ranges 

(±1.5) (Tabachnick & Fidell, 2013).  

 

The Durbin-Watson method was used to test for multicollinearity between the variables, and it was found that 

the value of 2.05 was within the acceptable reference interval. In addition, the condition index (CI) value 

(19.501), variance inflation factor (VIF) value (1.72), and tolerance value (.58) were examined, and all values 

were found to be within the accepted reference ranges (Field, 2013). Before the analyses, a data set of 592 

observations that met the assumptions was created. 

 

The hypothetical model that includes basic psychological needs, SEL skills, and technology was analyzed by 

structural equation modeling (SEM). Before SEM analysis, confirmatory factor analysis (CFA) was performed 

to analyze the factor structures of the variables. The chi-square values (χ2), the root mean square error of 

approximation (RMSEA; <.08), the standardized root mean square residual (SRMR; <.08), the comparative fit 

index (CFI; >.90), and the Tucker-Lewis fit index (TLI; >.90) were used as criteria for evaluating the model fit 

(Brown, 2015). The method developed by Hayes (2018) was used to test the indirect effect of the model. 

Indirect effects and standard errors were calculated using 2000 bootstrapping with 95% confidence intervals. 
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Results  
 

Descriptive Statistics 

 

The means, standard deviations, Cronbach’s alphas, and Pearson product-moment correlation coefficients 

between scale scores are presented in Table 1. 

 

Table 1. Means, standard deviations, internal reliability, and Pearson product-moment correlation coefficients. 

 

 

 

 

 

 

 

 

 

 

 

Table 1 shows that there are statistically significant relationships between all variables in the hypothetical 

model. There are negative relationships between technology addiction and satisfaction of basic psychological 

needs [r = -.284; p<.01] and SEL [r = -.292; p<.01]. There is a positive relationship between satisfaction of basic 

psychological needs and SEL [r = .647, p<.01]. 

 

 

Measurement Model 

 

Before testing the hypothetical model, the measurement model was tested. The fit values of the measurement 

model [χ2(n = 592) = 208.46, df = 51, p = .00, χ2 /df = 4.08, RMSEA = .07, SRMR = .04, CFI = .95, TLI = .93] 

were found to be sufficient (Brown, 2015). Since the fit values were sufficient, no modification was made to the 

measurement model. 

 

 

Structural Model 

 
Figure 1. Structural model 

 
Note. a= p<.01, SBPN= Satisfaction of Basic Psychological Needs, aut= autonomy, comp= competence, relat= relatedness, 

SEL= Social Emotional Learning, self_a= self-awareness, self_r= self-regulation, resp_d= responsible decision making, 

rel_s= relationship skills, soc_a= social awareness, TA= Technology Addiction, soc_n= social network addiction, ins_m= 

instant messaging addiction, onl_m= online gaming addiction, web_s= web site addiction. 

 

 1 2 3 

1. Satisfaction of Basic Psychological Needs —   

2. Social Emotional Learning (SEL)  .647
 a 

—  

3. Technology Addiction -.284
 a 

-.292
a
 — 

Mean (x̄) 45.62 77.25 46.37 

Min. - Max. 12 - 60 20 - 100 24 - 120 

Standard deviation 6.86 11.69 12.01 

Skewness .110 -.154 .358 

Kurtosis -.547 -.620 -.410 

Cronbach Alpha .88 .87 .79 
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After the measurement model was tested, the structural model was tested, and the model fit values [χ2 (n = 592) 

= 208.46, df = 51, p =.00, χ2 /df = 4.08, RMSEA = .07, SRMR = .04, CFI =.95, TLI = .93] were found to be 

adequate (Brown, 2015). The relationships between latent variables in the model were examined by considering 

t values and standardized beta coefficients. Although the fit values of the model were acceptable, the 

standardized beta coefficient between the satisfaction of basic psychological needs and technology addiction 

was not significant (β = -.156, p>.05) (Table 2).  

 

Table 2. Standardized direct effects and t values for Structural Model 

Structural Relations Β S.E t p 

SBPN  TA -.156 .084 -1.86 .066 

SBPN  SEL .758 .026 29.63 .000 

SEL  TA -.244 .008 -2.94 .004 

Note. SBPN= Satisfaction of Basic Psychological Needs, SEL= Social Emotional Learning, TA= Technology Addiction. 

 

Therefore, the direct path between the satisfaction of basic psychological needs and technology addiction was 

removed from the model, and the alternative model was created by considering the theoretical framework 

(Figure 1). 

 
Figure 2. Alternative model 

 
Note. a= p<.01, SBPN= Satisfaction of Basic Psychological Needs, aut= autonomy, comp= competence, relat= relatedness, 

SEL= Social Emotional Learning, self_a= self-awareness, self_r= self-regulation, resp_d= responsible decision making, 

rel_s= relationship skills, soc_a= social awareness, TA= Technology Addiction, soc_n= social network addiction, ins_m= 

instant messaging addiction, onl_m= online gaming addiction, web_s= web site addiction. 

 

After the direct path between the satisfaction of basic psychological needs and technology addiction was 

removed from the model, partial improvements were observed in the fit values. The fit values of the alternative 

model [χ2(n = 592) = 211.84, df = 52, p = .00, χ2 /df = 4.07, RMSEA = .07, SRMR = .04, CFI = .95, TLI = .93] 

were better. The most appropriate model between the structural model and the alternative model was decided by 

looking at the Bayesian Information Criterion (BIC) value. A decrease of two or more units in the BIC value is 

an appropriate criterion for choosing between models (Raftery, 1995). The BIC value was calculated as 

33828.734 for the structural model and 33825.728 for the alternative model. It was decided that the alternative 

model was the appropriate model due to a decrease of approximately three units. The statistical significance of 

the relationships between the latent variables in the model was interpreted by looking at the t-values and 

standardized beta coefficients (Table 3). 

 

Table 3. Standardized direct effects and t values for Alternative Model 

Structural Relations     Β S.E t p 

SBPN  SEL .762 .025 30.11 .000 

SEL  TA -.373 .043 -8.64 .000 
Note. SBPN= Satisfaction of Basic Psychological Needs, SEL= Social Emotional Learning, TA= Technology Addiction. 
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Satisfaction of basic psychological needs directly predicted SEL (β = .762, t = 30.11, p<.01), and SEL directly 

predicted technology addiction (β = -.373, t = -8.64, p<.01). Moreover, SEL had an indirect effect on the 

relationship between satisfaction of basic psychological needs and technology addiction. To test the indirect 

effect, the method developed by Hayes (2018) was used, and the indirect effect and standard error were 

calculated using 2000 bootstrapping at 95% confidence intervals. The absence of zero in the confidence 

intervals showed that the indirect effect was statistically significant (Table 4). 

 

Table 4. Indirect effects among latent variables 

Structural Relations Β S.E t p R
2
 

95% GPA 

Lower Upper 

SBPN             SEL             TA -.351 .053 -6.588 .000 .139 -.456 -.248 

Note. SBPN= Satisfaction of Basic Psychological Needs, SEL= Social Emotional Learning, TA= Technology Addiction. 

 

Satisfaction of basic psychological needs predicted technology addiction via SEL (β = -.351, 95% CI = -.456, -

.248, p<.01) (Table 4). Moreover, the model explained approximately 14% of the total variance in technology 

addiction. 

 

 

Discussion  
 

This study aimed to test the hypothetical model, including technology addiction, basic psychological needs, and 

SEL skills. The results of the analysis supported the model. According to one finding of the study, there was a 

negative relationship between technology addiction and satisfaction of basic psychological needs. In other 

words, the increase in the level of technology addiction was related to the insufficient satisfaction of autonomy, 

competence, and relatedness needs. One reason for this result may be real-life social environments. According 

to self-determination theory, the satisfaction of basic psychological needs is essential for personal development, 

well-being, and self-actualization (Vansteenkiste & Ryan, 2013), and the social environment plays an important 

role in supporting the healthy development of individuals (Ryan & Deci, 2017).   

 

If individuals' basic psychological needs are not satisfied in one social context, they become maladaptive and 

are motivated to seek satisfaction in other social contexts (Deci & Ryan, 2000). This leads to the encouragement 

of rigid behavior patterns and compensatory behaviors (Vansteenkiste & Ryan, 2013), and the individual may 

turn to an activity that offers the best at that moment (Deci & Ryan, 2011). In the literature, it is stated that 

unmet psychological needs in real life are one of the main causes of technology addiction (Allen & Anderson, 

2018; Casale & Fioravanti, 2015; Gugliandolo et al., 2019; Li et al., 2016; Scerri et al., 2018; Wong et al., 2015; 

Wu et al., 2013; Yu et al., 2015). 

 

Another reason may be the attractiveness of online environments. Online games and social media platforms are 

examples of this. Online games are designed to intensively satisfy basic psychological needs (Rigby & Ryan, 

2011). Griffiths et al. (2004) state that the most attractive aspect of online games is sociability. As individuals 

level up in online games, they chat, build relationships, achieve success and competence, and gain autonomy 

and freedom by accessing the virtual environment they want without restrictions (Allen & Anderson, 2018; 

Griffiths et al., 2004). People have a natural tendency to seek new challenges in games just to experience a sense 

of competence, even when there is no external reward to be gained (Oliver et al., 2016). Performance-based 

rewards in games, such as rankings, tiers, badges, leaderboards, etc., fulfill a sense of competence. The 

interaction with teammates fulfills a sense of social connectedness (Sailer et al., 2017). Similarly, social media 

platforms offer individuals the opportunity to have fun, maintain relationships, express themselves, and 

communicate with others without the need for real identity information (Nadkarni & Hofmann, 2012; Park & 

Lee, 2014).  

 

Another finding is that SEL has an indirect effect on the relationship between satisfaction of basic psychological 

needs and technology addiction. In other words, the satisfaction of basic psychological needs predicts 

technology addiction via SEL. Moreover, the model explained about 14% of the total variance in technology 

addiction. This result may be due to the content of SEL skills. SEL skills consist of self-awareness, social 

awareness, self-management, responsible decision-making, and relationship skills. These skills are highly 

associated with supporting healthy development and reducing behavioral problems (Ağırkan, 2021; Ağırkan & 

Ergene, 2021). 

 

Social and emotional inadequacies such as the inability to express their emotions in real life, loneliness, the 

inability to socialize, etc. are among the causes of technology addiction. According to Yao & Zhong, (2014), 
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people try to share their emotions with others in the virtual world due to their insufficient social connections in 

the real world. Similarly, researchers have found that people spend more time on social networks to express 

their emotions (Lin et al., 2014), socialize and spend their leisure time (Kesici & Şahin, 2009), or escape from 

their negative emotions (Ümmet & Ekşi, 2016). Therefore, the development of SEL skills contributes to the 

establishment and maintenance of positive relationships in real environments. Therefore, it may have a 

regulatory effect on technology addiction. 

 

Findings from a large body of research have emphasized the importance of developing SEL skills and the 

positive effects of SEL-based interventions. These interventions are effective in both increasing positive 

behaviors such as well-being and prosocial behavior, etc., and decreasing negative behaviors such as behavioral 

problems and emotional distress, etc. (Ağırkan & Ergene, 2022; Durlak et al., 2011; Taylor et al., 2017). 

Therefore, SEL skills are likely to be effective in preventing or reducing technology addiction, which is a type 

of behavioral disorder. The negative relationships between SEL skills and internet addiction (Chen et al., 2021), 

social media addiction (Affouneh, 2021; Atın, 2022), and digital game addiction (Tilki, 2021) also support this 

idea. 

 

People who recognize their emotions, are sensitive to their environment, take initiative, build positive 

relationships with others, and make effective decisions are not engaged in addictive behaviors. These positive 

behaviors are evidence of developed SEL skills. Symptoms of technology addiction, such as withdrawal, 

excessive preoccupation, lack of control, etc. (Zhou et al., 2014), are not consistent with the content of SEL 

skills. Individuals with high technology addiction have low levels of decision-making ability (Pawlikowski & 

Brand, 2011), empathy (Lachmann et al., 2018), social support (Varol-Afo & Mortan-Sevi, 2019), self-esteem 

(Aydm & San, 2011), and social competence, self-esteem, and loneliness (Lemmens et al., 2011). This indicates 

that SEL skills are not sufficiently developed in these individuals. Similarly, behavioral problems in individuals 

with high technology addiction (Cho et al., 2013; Gerçel & Çağlar, 2016; Volpi, 2012) are not consistent with 

the positive outcomes of SEL skills. Therefore, this result of the study supports the idea that SEL skills have a 

determining effect on technology addiction, which is a type of behavioral problem.  

 

 

Implications and Recommendations  
 

With the development of online applications, time spent in front of a screen has increased significantly. This has 

caused significant changes in interpersonal communication both in the family and in society. It is known that 

both personal and social variables are effective among the causes of technology addiction. Therefore, it is 

important to raise awareness about the use of technology.  

 

Research reports that awareness or education could be an effective factor in preventing technology addiction and 

reducing its harm. At this point, digital parenting practices regarding technology use can be effective. Parents 

could take a more active role in creating an environment where their children's basic psychological needs are 

satisfied. Moreover, they could provide positive, supportive, and trusting family relationships that will enable 

their children to develop SEL skills. Based on the effectiveness of SEL-based programs in preventing addiction, 

researchers and educators could carry out interventions for individuals in the risk group.  

 

 

Limitations and Future Directions 
 

This study had several limitations. First, the findings were based on participants' self-reported data. This may 

cause participants to fall into personal bias when scoring the scales. Therefore, future studies could support self-

reported data with participants' observations. Another limitation was the type of sample used in the study. The 

fact that the participants were only in a certain age range (18–27 years old) suggested that the findings could be 

generalized to groups with similar characteristics. Finally, another limitation was that the findings were limited 

to cross-sectional data. Therefore, future studies can increase the reliability of their results by collecting 

longitudinal data. 

 

 

Scientific Ethics Declaration 
 

The author declares that the scientific ethical and legal responsibility of this article published in JESEH journal 

belongs to the author. 

 



276        Agirkan 

References 

 

Adiele, I., & Olatokun, W. (2014). Prevalence and determinants of internet addiction among adolescents. 

Computers in Human Behavior, 31, 100-110. https://doi.org/10.1016/j.chb.2013.10.028 

Affouneh, S., Mahamid, F. A., Berte, D. Z., Shaqour, A. Z., & Shayeb, M. (2021). The efficacy of a training 

program for social skills in reducing addictive internet behaviors among Palestinian university students. 

Psicologia: Reflexão e Crítica, 34. https://doi.org/10.1186/s41155-021-00185-w 

Aftab, R., Çelik, İ., & Sarıçam, H. (2015). Facebook addiction and social emotional learning skills. Ozean 

Journal of Social Science, 8(2), 109-120. https://doi.org/10.13140/rg.2.2.21774.66887 

Ağırkan, M. (2021). Investigation of social and emotional learning among adolescents (Publication No. 

671267) [Doctoral dissertation, Hacettepe University]. Council of Higher Education National Thesis 

Center. 

Ağırkan, M., & Ergene, T. (2021). What do we know about social and emotional learning? A review and 

bibliometric analysis of international and national studies. Erzincan University Journal of Education 

Faculty, 23(1), 280-297. https://doi.org/10.17556/erziefd.822759 

Ağırkan, M., & Ergene, T. (2022). What does the social and emotional learning interventions (SEL) tell us? A 

meta-analysis. Revista de Psicodidáctica (English ed.), 27(2), 97-108. 

https://doi.org/10.1016/j.psicoe.2022.02.002 

Ağırkan, M., (2022). Dijitalleşme ve aile içi iletişim. B. Doğan-Laçin (Ed.), Ailede iletişim (pp. 225-251), Nobel 

Yayınevi. 

Allen, J. J., & Anderson, C. A. (2018). Satisfaction and frustration of basic psychological needs in the real world 

and in video games predict internet gaming disorder scores and well-being. Computers in Human 

Behavior, 84, 220-229. https://doi.org/10.1016/j.chb.2018.02.034 

Anderson, E., Steen, E., & Stavropoulos, V. (2017). Internet use and problematic internet use: A systematic 

review of longitudinal research trends in adolescence and emergent adulthood. International Journal of 

Adolescence and Youth, 22(4), 430-454. http://dx.doi.org/10.1080/02673843.2016.1227716 

Atın, A. (2022). Sosyal medya bağımlılığı ve arkadaşa bağlanma ile sosyal, duygusal öğrenme becerilerinin 

incelenmesi: Ergenler üzerinde bir araştırma (Publication No. 736640) [Unpublished Master's thesis, 

Fatih Sultan Mehmet Vakıf Üniversitesi]. Council of Higher Education National Thesis Center. 

Aydın, F., (2017). Student views about relating to the problems in the class environment created by technology 

addiction (Publication No. 494180) [Doctoral dissertation, Ankara University]. Council of Higher 

Education National Thesis Center. 

Aydm, B., & San, S. V. (2011). Internet addiction among adolescents: The role of self-esteem. Procedia-Social 

and Behavioral Sciences, 15, 3500-3505. https://doi.org/10.1016/j.sbspro.2011.04.325 

Brown, T. A. (2015). Methodology in the social sciences. Confirmatory factor analysis for applied research 

(2nd ed.). New York: The Guilford Press. 

Casale, S., & Fioravanti, G. (2015). Satisfying needs through Social Networking Sites: A pathway towards 

problematic Internet use for socially anxious people? Addictive Behaviors Reports, 1, 34-39. 

https://doi.org/10.1016/j.abrep.2015.03.008 

CASEL (Collaborative for Academic, Social, and Emotional Learning).  (2020). CASEL’s SEL framework: 

What are the core competence areas and where are they promoted? Chicago. 

CASEL (Collaborative for Academic, Social, and Emotional Learning). (2013). CASEL schoolkit: A guide for 

implementing schoolwide academic, social, and emotional learning. Chicago. 

Chen, B., Vansteenkiste, M., Beyers, W., Boone, L., Deci, E. L., Van der Kaap-Deeder, J., ... & Verstuyf, J. 

(2015). Basic psychological need satisfaction, need frustration, and need strength across four cultures. 

Motivation and Emotion, 39, 216-236. https://doi.org/10.1007/s11031-014-9450-1 

Chen, C. Y. (2018). Smartphone addiction: Psychological and social factors predict the use and abuse of a social 

mobile application. Information, Communication & Society, 1–14. http://dx.doi.org/10.1080/1369118X. 

2018.1518469 

Chen, C., Yang, C., & Nie, Q. (2021). Social-emotional learning competencies and problematic internet use 

among Chinese adolescents: A structural equation modeling analysis. International Journal of 

Environmental Research and Public Health, 18(6), 3091. https://doi.org/10.3390/ijerph18063091 

Cheung, L. M., & Wong, W. S. (2011). The effects of insomnia and internet addiction on depression in Hong 

Kong Chinese adolescents: An exploratory cross-sectional analysis. Journal of Sleep Research, 20(2), 

311–317. https://doi.org/10.1111/j.1365-2869.2010.00883.x. 

Cho, S. M., Sung, M. J., Shin, K. M., Lim, K. Y., & Shin, Y. M. (2013). Does psychopathology in childhood 

predict internet addiction in male adolescents? Child Psychiatry & Human Development, 44, 549-555. 

https://doi.org/10.1007/s10578-012-0348-4 

https://doi.org/10.1016/j.chb.2013.10.028
https://doi.org/10.1186/s41155-021-00185-w
https://doi.org/10.13140/rg.2.2.21774.66887
https://doi.org/10.17556/erziefd.822759
https://doi.org/10.1016/j.psicoe.2022.02.002
https://doi.org/10.1016/j.chb.2018.02.034
http://dx.doi.org/10.1080/02673843.2016.1227716
https://doi.org/10.1016/j.sbspro.2011.04.325
https://doi.org/10.1016/j.abrep.2015.03.008
https://doi.org/10.1007/s11031-014-9450-1
http://dx.doi.org/10.1080/1369118X.%202018.1518469
http://dx.doi.org/10.1080/1369118X.%202018.1518469
https://doi.org/10.3390/ijerph18063091
https://doi.org/10.1111/j.1365-2869.2010.00883.x
https://doi.org/10.1007/s10578-012-0348-4


277 
 

J Educ Sci Environ Health 

Deci, E. L., & Ryan, R. M. (2011). Levels of analysis, regnant causes of behavior and well-being: The role of 

psychological needs. Psychological Inquiry, 22(1), 17-22. 

http://selfdeterminationtheory.org/SDT/documents/2011_DeciRyan_PsychInquiry.pdf 

Deci, E. L., & Ryan, R. M. (2000). The "what" and "why" of goal pursuits: Human needs and the self-

determination of behavior. Psychological Inquiry, 11(4), 227-268. 

https://doi.org/10.1207/S15327965PLI1104_01 

Deci, E. L., Ryan, R. M., & Williams, G. C. (1996). Need satisfaction and the self-regulation of learning. 

Learning and Individual Differences, 8(3), 165-183. https://doi.org/10.1016/S1041-6080(96)90013-8 

Durlak, J. A., Weissberg, R. P., Dymnicki, A. B., Taylor, R. D., & Schellinger, K. B. (2011). The impact of 

enhancing students’ social and emotional learning: A meta‐analysis of school‐based universal 

interventions. Child Development, 82(1), 405-432. https://doi.org/10.1023/A:1024654026646 

Field, A. (2013). Discovering statistics using IBM SPSS statistics. Sage. 

Gerçel, E., & Çağlar, M. (2016). Impact assessment of technology use towards the aggression and anger in 

adolescents. The Online Journal of New Horizons in Education, 6(3), 81–87. 

https://www.tojned.net/journals/tojned/articles/v06i03/v06i03-06.pdf. 

Griffiths, M. D., Davies, M. N., & Chappell, D. (2004). Online computer gaming: a comparison of adolescent 

and adult gamers. Journal of Adolescence, 27(1), 87-96. 

https://doi.org/10.1016/j.adolescence.2003.10.007 

Gugliandolo, M. C., Costa, S., Kuss, D. J., Cuzzocrea, F., & Verrastro, V. (2019). Technological addiction in 

adolescents: The interplay between parenting and psychological basic needs. International Journal of 

Mental Health and Addiction, 18,1389–1402.https://10.1007/s11469-019-00156-4 

Hayes, A. F. (2018). Introduction to mediation, moderation, and conditional process analysis: A regression-

based approach. New York and London: Guilford Publications. 

International Telecommunication Union (2021, March 4). Measuring digital development facts and figures 

2021. https://www.itu.int/en/ITU-D/Statistics/Documents/facts/FactsFigures2021.pdf 

Internet World Stats (2023, March 7). World internet users and 2022 population stats. 

https://www.internetworldstats.com/stats.htm 

Javed, J. (2020). eSports and gaming industry thriving as video games provide escape from reality during 

coronavirus pandemic. https://www.wfaa.com/article/sports/esports-gaming-industry-thriving-as-video-

gamesprovide-escape-from-reality-during-coronavirus-pandemic/287-5953d982-d240-4e2b-a2ba-

94dd60a8a383 

Jun, S., & Choi, E. (2015). Academic stress and internet addiction from general strain theory framework. 

Computers in Human Behavior, 49, 282-287. https://doi.org/10.1016/j.chb.2015.03.001 

Karacan-Özdemir, N., & Büyükçolpan, H. (2021). A scale development study: Social emotional learning scale-

young adult form (SELS-YF). Kastamonu Eğitim Dergisi, 29(4), 205-218. 

https://doi.org/10.24106/kefdergi.822770 

Kardefelt-Winther, D. (2014). A conceptual and methodological critique of internet addiction research: Towards 

a model of compensatory internet use. Computers in Human Behavior, 31, 351-354. 

https://doi.org/10.1016/j.chb.2013.10.059 

Kesici, Ş., & Şahin, İ. (2009). A comparative study of uses of the internet among college students with and 

without internet addiction. Psychological Reports, 105(3_suppl), 1103-1112. 

https://doi.org/10.2466/PR0.105.F.1103-1112 

Kim, Y., Park, J. Y., Kim, S. B., Jung, I. K., Lim, Y. S., & Kim, J. H. (2010). The effects of internet addiction 

on the lifestyle and dietary behavior of Korean adolescents. Nutrition Research and Practice, 4(1), 51-

57. https://doi.org/10.4162/nrp.2010.4.1.51 

Király, O., Potenza, M. N., Stein, D. J., King, D. L., Hodgins, D. C., Saunders, J. B., ... & Demetrovics, Z. 

(2020). Preventing problematic internet use during the COVID-19 pandemic: Consensus guidance. 

Comprehensive Psychiatry, 100, 152180. https://doi.org/10.1016/j.comppsych.2020.152180 

Kuss, D. J., Dunn, T. J., Wölfling, K., Müller, K. W., Hędzelek, M., & Marcinkowski, J. (2017). Excessive 

internet use and psychopathology: The role of coping. Clinical Neuropsychiatry: Journal of Treatment 

Evaluation, 14(1), 73-81. https://irep.ntu.ac.uk/id/eprint/28364/ 

Lachmann, B., Sindermann, C., Sariyska, R. Y., Luo, R., Melchers, M. C., Becker, B., ... & Montag, C. (2018). 

The role of empathy and life satisfaction in internet and smartphone use disorder. Frontiers in 

Psychology, 398. https://doi.org/10.3389/fpsyg.2018.00398 

Leiner, M., Argus-Calvo, B., Peinado, J., Keller, L., & Blunk, D. I. (2014). Is there a need to modify existing 

coping scales to include using electronic media for coping in young people? Frontiers in Pediatrics, 2, 

127. https://doi.org/10.3389/fped.2014.00127 

Lemmens, J. S., Valkenburg, P. M., & Peter, J. (2011). Psychosocial causes and consequences of pathological 

gaming. Computers in Human Behavior, 27(1), 144-152. https://doi.org/10.1016/j.chb.2010.07.015 

http://selfdeterminationtheory.org/SDT/documents/2011_DeciRyan_PsychInquiry.pdf
https://doi.org/10.1207/S15327965PLI1104_01
https://doi.org/10.1016/S1041-6080(96)90013-8
https://doi.org/10.1023/A:1024654026646
https://www.tojned.net/journals/tojned/articles/v06i03/v06i03-06.pdf
https://doi.org/10.1016/j.adolescence.2003.10.007
https://10.0.3.239/s11469-019-00156-4
https://www.itu.int/en/ITU-D/Statistics/Documents/facts/FactsFigures2021.pdf
https://www.internetworldstats.com/stats.htm
https://www.wfaa.com/article/sports/esports-gaming-industry-thriving-as-video-gamesprovide-escape-from-reality-during-coronavirus-pandemic/287-5953d982-d240-4e2b-a2ba-94dd60a8a383
https://www.wfaa.com/article/sports/esports-gaming-industry-thriving-as-video-gamesprovide-escape-from-reality-during-coronavirus-pandemic/287-5953d982-d240-4e2b-a2ba-94dd60a8a383
https://www.wfaa.com/article/sports/esports-gaming-industry-thriving-as-video-gamesprovide-escape-from-reality-during-coronavirus-pandemic/287-5953d982-d240-4e2b-a2ba-94dd60a8a383
https://doi.org/10.1016/j.chb.2015.03.001
https://doi.org/10.24106/kefdergi.822770
https://doi.org/10.1016/j.chb.2013.10.059
https://doi.org/10.2466/PR0.105.F.1103-1112
https://doi.org/10.4162/nrp.2010.4.1.51
https://doi.org/10.1016/j.comppsych.2020.152180
https://irep.ntu.ac.uk/id/eprint/28364/
https://doi.org/10.3389/fpsyg.2018.00398
https://doi.org/10.3389/fped.2014.00127
https://doi.org/10.1016/j.chb.2010.07.015


278        Agirkan 

Li, D., Zhang, W., Li, X., Zhou, Y., Zhao, L., & Wang, Y. (2016). Stressful life events and adolescent internet 

addiction: The mediating role of psychological needs satisfaction and the moderating role of coping 

style. Computers in Human Behavior, 63, 408-415. https://doi.org/10.1016/j.chb.2016.05.070 

Lin, H., Tov, W., & Qiu, L. (2014). Emotional disclosure on social networking sites: The role of network 

structure and psychological needs. Computers in Human Behavior, 41, 342-350. 

https://doi.org/10.1016/j.chb.2014.09.045 

McKinsey & Company. (2020). How COVID-19 has pushed companies over the technology tipping point—and 

transformed business forever. https://www.mckinsey.com/capabilities/strategy-and-corporate-

finance/our-insights/how-covid-19-has-pushed-companies-over-the-technology-tipping-point-and-

transformed-business-forever 

Nadkarni, A., & Hofmann, S. G. (2012). Why do people use Facebook? Personality and Individual Differences, 

52(3), 243-249. https://doi.org/10.1016/j.paid.2011.11.007 

OECD (2020). Keeping the internet up and running in times of crisis, OECD, Paris. 

www.oecd.org/coronavirus/policy-responses/keeping-the-internet-up-and-running-in-times-of-crisis-

4017c4c9/. 

Oliver, M. B., Bowman, N. D., Woolley, J. K., Rogers, R., Sherrick, B. I., & Chung, M. Y. (2016). Video games 

as meaningful entertainment experiences. Psychology of Popular Media Culture, 5(4), 390. 

https://doi.org/10.1037/ppm0000066 

Park, N., & Lee, S. (2014). College students’ motivations for Facebook use and psychological outcomes. 

Journal of Broadcasting & Electronic Media, 58(4), 601–620. 

https://doi.org/10.1080/08838151.2014.966355 

Patrikakou, E. N. (2016). Parent involvement, technology, and media: Now what? School Community Journal, 

26(2), 9-24. https://files.eric.ed.gov/fulltext/EJ1123967.pdf 

Pawlikowski, M., & Brand, M. (2011). Excessive internet gaming and decision making: Do excessive World of 

Warcraft players have problems in decision making under risky conditions? Psychiatry Research, 

188(3), 428-433. https://doi.org/10.1016/j.psychres.2011.05.017 

Perez, M. (2020). Video games are being played at record levels as the coronavirus keeps people indoors. 

Forbes. https://www.forbes.com/sites/mattperez/2020/03/16/video-games-arebeing-played-at-record-

levels-as-the-coronavirus-keepspeople-indoors/?sh=448442202e1e 

Raftery, A. E. (1995). Bayesian model selection in social research. Sociological Methodology, 25, 111–164. 

https://doi.org/10.2307/2710 

Rigby, S., & Ryan, R. M. (2011). Glued to games: How video games draw us in and hold us spellbound. 

Bloomsbury Publishing USA, 

Ryan R. M., & Deci, E. L. (2017). Self-determination theory: Basic psychological needs in motivation, 

development, and wellness. Guilford Press. 

Ryan, R. M., & Deci, E. L. (2000). Self-determination theory and the facilitation of intrinsic motivation, social 

development, and well-being. American Psychologist, 55(1), 68. https://doi.org/10.1037/0003-

066X.55.1.68 

Ryan, R. M., Soenens, B., & Vansteenkiste, M. (2019). Reflections on self‐determination theory as an 

organizing framework for personality psychology: Interfaces, integrations, issues, and unfinished 

business. Journal of Personality, 87(1), 115-145. https://doi.org/10.1111/jopy.12440 

Sailer, M., Hense, J. U., Mayr, S. K., & Mandl, H. (2017). How gamification motivates: An experimental study 

of the effects of specific game design elements on psychological need satisfaction. Computers in 

Human Behavior, 69, 371-380. https://doi.org/10.1016/j.chb.2016.12.033 

Sanders, W., Parent, J., Forehand, R., Sullivan, A. D., & Jones, D. J. (2016). Parental perceptions of technology 

and technology-focused parenting: Associations with youth screen time. Journal of Applied 

Developmental Psychology, 44, 28-38. https://doi.org/10.1016/j.appdev.2016.02.005 

Scerri, M., Anderson, A., Stavropoulos, V., & Hu, E. (2019). Need fulfilment and internet gaming disorder: A 

preliminary integrative model. Addictive Behaviors Reports, 9, 100144. 

https://doi.org/10.1016/j.abrep.2018.100144 

Selvi, K., & Bozo, Ö. (2020). The dark side of bodybuilding: The role of bodybuilding activities in 

compensation of frustrated basic psychological needs. Motivation and Emotion, 44(2), 190-208. 

https://doi.org/10.1007/s11031-019-09805-6 

Serenko, A., & Turel, O. (2020). Directing technology addiction research in information systems: Part I. 

Understanding behavioral addictions. ACM SIGMIS Database: the DATA BASE for Advances in 

Information Systems, 51(3), 81–96. https://doi.org/10.1145/3410977.3410982. 

Sheldon, K. M., Abad, N., & Hinsch, C. (2011). A two-process view of Facebook use and relatedness need-

satisfaction: Disconnection drives use, and connection rewards it. Journal of Personality and Social 

Psychology, 100(4), 766–775. https://doi.org/10.1037/a0022407 

https://doi.org/10.1016/j.chb.2016.05.070
https://doi.org/10.1016/j.chb.2014.09.045
https://www.mckinsey.com/capabilities/strategy-and-corporate-finance/our-insights/how-covid-19-has-pushed-companies-over-the-technology-tipping-point-and-transformed-business-forever
https://www.mckinsey.com/capabilities/strategy-and-corporate-finance/our-insights/how-covid-19-has-pushed-companies-over-the-technology-tipping-point-and-transformed-business-forever
https://www.mckinsey.com/capabilities/strategy-and-corporate-finance/our-insights/how-covid-19-has-pushed-companies-over-the-technology-tipping-point-and-transformed-business-forever
https://doi.org/10.1016/j.paid.2011.11.007
http://www.oecd.org/coronavirus/policy-responses/keeping-the-internet-up-and-running-in-times-of-crisis-4017c4c9/
http://www.oecd.org/coronavirus/policy-responses/keeping-the-internet-up-and-running-in-times-of-crisis-4017c4c9/
https://doi.org/10.1037/ppm0000066
https://doi.org/10.1080/08838151.2014.966355
https://files.eric.ed.gov/fulltext/EJ1123967.pdf
https://doi.org/10.1016/j.psychres.2011.05.017
https://www.forbes.com/sites/mattperez/2020/03/16/video-games-arebeing-played-at-record-levels-as-the-coronavirus-keepspeople-indoors/?sh=448442202e1e
https://www.forbes.com/sites/mattperez/2020/03/16/video-games-arebeing-played-at-record-levels-as-the-coronavirus-keepspeople-indoors/?sh=448442202e1e
https://doi.org/10.2307/2710
https://doi.org/10.1037/0003-066X.55.1.68
https://doi.org/10.1037/0003-066X.55.1.68
https://doi.org/10.1111/jopy.12440
https://doi.org/10.1016/j.chb.2016.12.033
https://doi.org/10.1016/j.appdev.2016.02.005
https://doi.org/10.1016/j.abrep.2018.100144
https://doi.org/10.1007/s11031-019-09805-6
https://doi.org/10.1145/3410977.3410982
https://doi.org/10.1037/a0022407


279 
 

J Educ Sci Environ Health 

Simcharoen, S., Pinyopornpanish, M., Haoprom, P., Kuntawong, P., Wongpakaran, N., & Wongpakaran, T. 

(2018). Prevalence, associated factors and impact of loneliness and interpersonal problems on internet 

addiction: A study in Chiang Mai medical students. Asian Journal of Psychiatry, 31, 2-7. 

https://doi.org/10.1016/j.ajp.2017.12.017 

Soper, D.S. (2023). A-priori sample size calculator for structural equation models [Software]. 

https://www.danielsoper.com/statcalc 

Subrahmanyam, K., & Lin, G. (2007). Adolescents on the net: Internet use and well-being. Adolescence, 

42(168). https://sites.lifesci.ucla.edu/psych-cdmc/wp-

content/uploads/sites/170/2018/05/kaveri_lin_2007.pdf 

Sun, Y., Li, Y., Bao, Y., Meng, S., Sun, Y., Schumann, G., ... & Shi, J. (2020). Brief report: Increased addictive 

internet and substance use behavior during the COVID‐19 pandemic in China. The American Journal 

on Addictions, 29(4), 268-270. https://doi.org/10.1111/ajad.13066 

Tabachnick, B. G., & Fidell, L. S. (2013). Using multivariate statistics: Pearson new international edition. 

Pearson Higher Ed. 

Taylor, R. D., Oberle, E., Durlak, J. A., & Weissberg, R. P. (2017). Promoting positive youth development 

through school‐based social and emotional learning interventions: A meta‐analysis of follow‐up effects. 

Child Development, 88(4), 1156-1171. https://doi.org/10.1111/cdev.12864 

Tilki, M. (2021). Ortaokul öğrencilerinin dijital oyun bağımlılığı ile sosyal duygusal öğrenme becerileri 

arasındaki ilişkinin incelenmesi (Publication No. 694995) [Unpublished Master's thesis, Mersin 

Üniversitesi]. Council of Higher Education National Thesis Center. 

Tsitsika, A. K., Tzavela, E. C., Janikian, M., Ólafsson, K., Iordache, A., Schoenmakers, T. M., ... & Richardson, 

C. (2014). Online social networking in adolescence: Patterns of use in six European countries and links 

with psychosocial functioning. Journal of Adolescent Health, 55(1), 141-147. 

https://doi.org/10.1016/j.jadohealth.2013.11.010 

Turel, O., Serenko, A., & Giles, P. (2011). Integrating technology addiction and use: An empirical investigation 

of online auction users. MIS Quarterly, 1043-1061. https://doi.org/10.2307/41409972 

TURKSTAT (2022). Hane halkı bilişim teknolojileri (BT) kullanım araştırması, 2022. 

https://data.tuik.gov.tr/Bulten/Index?p=Hanehalki-Bilisim-Teknolojileri-(BT)-Kullanim-Arastirmasi-

2022-45587 

Ümmet, D., & Ekşi, F. (2016). Türkiye’deki genç yetişkinlerde internet bağımlılığı: Yalnızlık ve sanal ortam 

yalnızlık bağlamında bir inceleme. Addicta: The Turkish Journal on Addictions, 3(1), 29-53. 

https://10.15805/addicta.2016.3.0008 

Vansteenkiste, M., & Ryan, R. M. (2013). On psychological growth and vulnerability: Basic psychological need 

satisfaction and need frustration as a unifying principle. Journal of Psychotherapy Integration, 23(3), 

263. https://doi.org/10.1037/a0032359 

Vansteenkiste, M., Simons, J., Lens, W., Sheldon, K. M., & Deci, E. L. (2004). Motivating learning, 

performance, and persistence: The synergistic effects of intrinsic goal contents and autonomy-

supportive contexts. Journal of Personality and Social Psychology, 87(2), 246. 

https://doi.org/10.1037/0022-3514.87.2.246 

Varol-Afo, L., & Sevi, O. M. (2019). Yalnızlık, utangaçlık, algılanan sosyal destek ve yaşam doyumunun 

problemetik internet kullanımı ile ilişkisi. https://www.researchgate.net/profile/Fatih-

Bal2/publication/332080035_COCUKLUKTAN_YASLILIGA_DEGISEN_ZAMAN_ALGISI/links/5c

9e3596299bf11169500413/COCUKLUKTAN-YASLILIGA-DEGISEN-ZAMAN-

ALGISI.pdf#page=76 

Volpi, D. (2012). Heavy technology use linked to fatigue, stress and depression in young adults. Huffington 

Post. https://www.huffpost.com/entry/technology-depression_b_1723625 

Wong, T. Y., Yuen, K. S., & Li, W. O. (2015). A basic need theory approach to problematic internet use and the 

mediating effect of psychological distress. Frontiers in Psychology, 5, 1562. 

https://doi.org/10.3389/fpsyg.2014.01562 

Wu, A. M., Lei, L. L., & Ku, L. (2013). Psychological needs, purpose in life, and problem video game playing 

among Chinese young adults. International Journal of Psychology, 48(4), 583-590. 

https://doi.org/10.1080/00207594.2012.658057 

Yao, M. Z., & Zhong, Z. J. (2014). Loneliness, social contacts and internet addiction: A cross-lagged panel 

study. Computers in Human Behavior, 30, 164-170. https://doi.org/10.1016/j.chb.2013.08.007 

Yu, C., Li, X., & Zhang, W. (2015). Predicting adolescent problematic online game use from teacher autonomy 

support, basic psychological needs satisfaction, and school engagement: A 2-year longitudinal study. 

Cyberpsychology, Behavior, and Social Networking, 18(4), 228-233. 

https://doi.org/10.1089/cyber.2014.0385 

https://doi.org/10.1016/j.ajp.2017.12.017
https://www.danielsoper.com/statcalc
https://sites.lifesci.ucla.edu/psych-cdmc/wp-content/uploads/sites/170/2018/05/kaveri_lin_2007.pdf
https://sites.lifesci.ucla.edu/psych-cdmc/wp-content/uploads/sites/170/2018/05/kaveri_lin_2007.pdf
https://doi.org/10.1111/ajad.13066
https://doi.org/10.1111/cdev.12864
https://doi.org/10.1016/j.jadohealth.2013.11.010
https://doi.org/10.2307/41409972
https://data.tuik.gov.tr/Bulten/Index?p=Hanehalki-Bilisim-Teknolojileri-(BT)-Kullanim-Arastirmasi-2022-45587
https://data.tuik.gov.tr/Bulten/Index?p=Hanehalki-Bilisim-Teknolojileri-(BT)-Kullanim-Arastirmasi-2022-45587
https://10.0.61.189/addicta.2016.3.0008
https://doi.org/10.1037/a0032359
https://doi.org/10.1037/0022-3514.87.2.246
https://www.researchgate.net/profile/Fatih-Bal2/publication/332080035_COCUKLUKTAN_YASLILIGA_DEGISEN_ZAMAN_ALGISI/links/5c9e3596299bf11169500413/COCUKLUKTAN-YASLILIGA-DEGISEN-ZAMAN-ALGISI.pdf#page=76
https://www.researchgate.net/profile/Fatih-Bal2/publication/332080035_COCUKLUKTAN_YASLILIGA_DEGISEN_ZAMAN_ALGISI/links/5c9e3596299bf11169500413/COCUKLUKTAN-YASLILIGA-DEGISEN-ZAMAN-ALGISI.pdf#page=76
https://www.researchgate.net/profile/Fatih-Bal2/publication/332080035_COCUKLUKTAN_YASLILIGA_DEGISEN_ZAMAN_ALGISI/links/5c9e3596299bf11169500413/COCUKLUKTAN-YASLILIGA-DEGISEN-ZAMAN-ALGISI.pdf#page=76
https://www.researchgate.net/profile/Fatih-Bal2/publication/332080035_COCUKLUKTAN_YASLILIGA_DEGISEN_ZAMAN_ALGISI/links/5c9e3596299bf11169500413/COCUKLUKTAN-YASLILIGA-DEGISEN-ZAMAN-ALGISI.pdf#page=76
https://www.huffpost.com/entry/technology-depression_b_1723625
https://doi.org/10.3389/fpsyg.2014.01562
https://doi.org/10.1080/00207594.2012.658057
https://doi.org/10.1016/j.chb.2013.08.007
https://doi.org/10.1089/cyber.2014.0385


280        Agirkan 

Yu, L., & Zhou, X. (2021). Emotional competence as a mediator of the relationship between internet addiction 

and negative emotion in young adolescents in Hong Kong. Applied Research in Quality of Life, 1-20. 

https://doi.org/10.1007/s11482-021-09912-y 

Zhang, M. W., Tran, B. X., Hinh, N. D., Nguyen, H. L. T., Tho, T. D., Latkin, C., & Ho, R. C. (2017). Internet 

addiction and sleep quality among Vietnamese youths. Asian Journal of Psychiatry, 28, 15-20. 

https://doi.org/10.1016/j.ajp.2017.03.025 

Zheng, F., Gao, P., He, M., Li, M., Tan, J., Chen, D., ... & Zhang, L. (2015). Association between mobile phone 

use and self-reported well-being in children: a questionnaire-based cross-sectional study in Chongqing, 

China. BMJ Open, 5(5), e007302. http://dx.doi.org/10.1136/bmjopen-2014-007302 

Zhou, Z., Zhu, H., Li, C., & Wang, J. (2014). Internet addictive individuals share impulsivity and executive 

dysfunction with alcohol-dependent patients. Frontiers in Behavioral Neuroscience, 8, 288. 

https://doi.org/10.3389/fnbeh.2014.00288. 

 

 

Author(s) Information 
Murat Agirkan 
Erzincan Binali Yıldırım University 

College of Education, Department of Psychological 

Counseling & Guidance, Turkey 

Contact e-mail: murat.agirkan@erzincan.edu.tr 

ORCID iD: 0000-0002-9695-8525 

 

 

https://doi.org/10.1007/s11482-021-09912-y
https://doi.org/10.1016/j.ajp.2017.03.025
http://dx.doi.org/10.1136/bmjopen-2014-007302
https://doi.org/10.3389/fnbeh.2014.00288
mailto:murat.agirkan@erzincan.edu.tr

