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Abstract

The aim of this research is to examine the effect of university students' digital leisure activities participation
purposes in on flow experience and leisure satisfaction. Relational survey model, one of the quantitative research
methods, was used in the research. Simple random sampling technique was chosen for the sample group. The study
was carried out with a total of 731 (Age Mean = 20.75+2,468) participants, 268 women and 463 men. The
demographic information form created by the researchers, the Digital Leisure Participation Purposes Scale, the
Digital Leisure Flow Experience Scale and the Leisure Satisfaction Scale were used as data collection tools in the
study. In the analysis of the data obtained, descriptive statistics, Confirmatory Factor Analysis, Structural Equation
Modeling were performed by means of SPSS 25 and Jamovi programs. When the findings were examined, it was
determined that digital leisure participation purposes had a positive effect on digital leisure flow experience and
leisure satisfaction. In addition, it has been determined that digital leisure flow experience had a positive effect on
leisure satisfaction. In the second model created, it was determined that digital leisure flow experience had a
mediating role in the effect of digital leisure participation purposes on leisure satisfaction. As a result, with this
study, it can be said that digital leisure participation purposes positively affect digital leisure flow experience and
leisure satisfaction. However, it is possible to say that the digital leisure flow experience also had a positive effect
on leisure satisfaction.
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Dijital serbest zaman etkinliklerine katllim amaclarinin akis deneyimi ve serbest zaman

doyumuna etkisi

0z

Bu arastirmanin amaci iiniversite ogrencilerinin dijital serbest zaman etkinliklerine katilim amacglarimin akis
deneyimi ve serbest zaman doyumuna etkisinin incelenmesidir. Arastirmada nicel arastirma yontemlerinden
iliskisel tarama modeli kullamimistir. Orneklem grubu icin basit tesadiifi (rassal) orneklem teknigi secilmistir.
Calisma 268 kadin, 463 erkek olmak iizere toplam 731 (Yas Ort.=20,75+2,468) katilimci ile ger¢eklestirilmigstir.
Calismada veri toplama aract olarak arastirmacilar tarafindan olusturulan demografik bilgi formu, Dijital
Serbest Zaman Katilim Amaglart Olgegi, Dijital Serbest Zaman Akis Deneyimi Olgegi ve Serbest Zaman Doyum
Olgegi kullamilmistir. Elde edilen verilerin analizinde SPSS 25 ve Jamovi programlart araciligila tammlayict
istatistikler, Dogrulayici Faktor Analizi, Yapisal Esitlik Modellemesi analizlerinden yararlanimistir. Elde edilen
bulgular incelendiginde dijital serbest zaman katilim amaglarinin, dijital serbest zaman akig deneyimi ve serbest
zaman doyumu tizerinde pozitif yonde etkisi oldugu tespit edilmistir. Buna ek olarak dijital serbest zaman akis
deneyiminin serbest zaman doyum iizerinde pozitif yonlii etkisi oldugu saptanmistir. Olugturulan ikinci modelde
ise dijital serbest zaman katilim amaglarimin, serbest zaman doyumu iizerindeki etkisinde dijital serbest zaman
akis deneyiminin aracuik roliiniin oldugu tespit edilmigtir. Sonug¢ olarak bu ¢alisma ile dijital serbest zaman
katilm amaclarimin, dijital serbest zaman akig deneyimi ve serbest zaman doyumunu olumlu yonde etkiledigi
soylenebilir. Bununla birlikte dijital serbest zaman akis deneyiminin de serbest zaman doyumu tizerinde olumlu
etkisi oldugunu soylemek miimkiindiir.
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INTRODUCTION

Today, as a result of technological developments and the widespread use of the internet,
the social behavior of individuals and societies has also changed. While applications that can
be accessed via devices such as information and communication technologies, personal
computers, mobile phones and tablets deeply affect the norms in all living areas of the society,
this situation is also reflected in the leisure experiences of individuals (Nimrod & Adoni, 2012).
Historically, it is possible to talk about the existence of a relationship between technology and
leisure. It can be said that the development and increasing use of digital technologies have led
to the transformation of modern leisure activities (Bryce, 2001). Juniu (2009) similarly argues
that the digital revolution also games a role in the transformation of modern leisure. He argues
that digital technologies create a virtual sense of satisfaction with new concepts of distance and
communication. Finally, technological developments within the digital revolution have had a
direct impact on many areas of individuals such as relationships, communication, socialization,
education, and game. It has also caused a change in the traditional structure of leisure practices
by shaping the social participation experiences of societies. It can be said that this situation

reveals the concept of “digital leisure”.

Digital leisure participation purposes

Digital leisure is a type of leisure in which individuals freely participate in digital
environments for different purposes such as game, entertainment, socialization and
communication without spatial limitation through the use of digital technologies. In other
words, digital leisure can be expressed as individuals' evaluation of their leisure experiences
with the use of digital technologies (Er & Cengiz, 2022). With another approach, digital leisure
can be expressed as any freely chosen activity carried out with digital technologies in leisure
(Sintas et al., 2015). It can be said that this transformation in leisure experiences provides new
digital applications that mediate our social life experiences such as games, entertainment,
socialization, communication and learning without a geographical binding (Carnicelli et al.,
2017). For example, individuals may tend to evaluate this experience in digital environments
due to the transformation of the game today, and this may represent an important purpose.
However, digital games, which are one of the most preferred leisure activities at the global
level, have been an active dimension in the emergence of digital leisure by significantly
affecting the way the concept of leisure is evaluated (Boyle et al., 2012; Redhead, 2016; Tham,
2019). It is also possible to say that leisure experiences include entertaining and enjoyable
activities by nature (Cushman et al., 2005; Yildirim et al., 2020). The entertainment dimension,
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which can be expressed as a purpose of participation in digital leisure, refers to participation in
an activity for entertainment purposes, which is in the basic structure of leisure. While all digital
leisure activities may include the feeling of entertainment and pleasure, it is thought that this
dimension will allow participation, the main purpose of which is entertainment and the
experience of enjoying the activity. In terms of the concept of digital leisure, it can be said that
the purpose of socialization refers to the connections established between individuals and
technological channels. While the importance of leisure for socialization is accepted by all
researchers from past to present, there are also differences in the socialization dimensions of
activities. It is thought that participation in digital leisure activities for socialization has
important effects on social characteristics, as in the experience of traditional leisure activities
(De Francisco et al., 2016). Participation in digital leisure activities is also effective in turning
individuals towards digital channels for communication in leisure, through the developments
experienced at the global level in recent years. It can be said that ease of access and accessibility
in interpersonal communication increase these tendencies (Arora, 2011; Sharaievska, 2017;
Meier et al., 2021). That can be said that the activities attended for the purpose of
communication in digital leisure can provide advantages for individuals in terms of time and
reduce obstacles such as distance (Silk et al., 2016; Valtchatanov & Parry, 2017). Therefore, it
is seen that communicating through digital channels in leisure represents participation purposes
in other dimensions. In this direction, in the present study, participation purposes of digital
leisure are considered as game, entertainment, socialization and communication (Er & Cengiz,
2022).

Flow experience

In line with the existence of studies on flow experience and leisure activities, the
relationship between these concepts can be mentioned. Especially in the measurement of flow
experience, the existence of studies on leisure participation in the literature stands out (Cheng
et al., 2016; Chang, 2017a, 2017b; Tao et al., 2022). In addition, it is seen that there are some
studies in the literature on the measurement of the relationship between the serious leisure
approach, which examines the flow experience on continuous participation in leisure activities
(Havitz & Mannell, 2005) and the regular and continuous participation in leisure activities (Heo
et al., 2010; Elkington, 2011; Shen et al., 2022). In line with these studies in the literature, it
would not be wrong to say that participation in leisure activities increases the flow experience
and that the flow experience has an effect on continuous participation in leisure activities. It is

also stated that the use of the internet as digital leisure participation can provide the flow
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experience and this can affect the continuous participation of individuals (Wang et al., 2015).
In addition, there are studies that test the effect of flow experience on leisure satisfaction and
the relationship between them in participation in leisure activities (Chen et al., 2010).

Leisure satisfaction

Leisure satisfaction is one of the concepts that was first studied in the literature by Beard
and Ragheb (1980) and is often associated with leisure activities today. Leisure satisfaction,
which consists of psychological, educational, social, physical, relaxation and aesthetic
dimensions, can be said to have an effect on future participation in leisure activities (Ayhan,
2022). With another approach, it can be said that the behavioral state and perceived experience
in the leisure activities are predictors of the leisure satisfaction levels (Er & Giizel-Giirbiiz,
2021). However, it is thought that the leisure experience comes from the meaning of the activity
for the individual, not from the activity itself. It is thought that the level of satisfaction obtained
from a certain experience such as digital leisure may also be an important determinant of
individual happiness (Ateca-Amestoy et al., 2008). It is known that many socio-economic and
psychological variables, including leisure structures, have an effect on leisure satisfaction. It

can be said that some of these factors are related to each other (Kovacs, 2007).

Human life has experienced different developments and changes in every period of
history. However, in recent years, it can be said that the speed of technological developments
has increased considerably. It is seen that these developments are included in all areas of life.
In particular, it is seen that the social and psychological interaction between humans and the
digital world has been examined from different perspectives in the literature. In the field of
leisure activities, it can be said that there is a rapid change in preference from traditional to
digital activities in line with the change in experiences. The social examination of the
participation purposes of individuals in these preferences, the examination of the psychological
process in line with the flow experience, the concept of satisfaction and the outputs reveal the
subjective aspect of this research as a whole. Another subjective aspect is that while there are
limited studies in the international literature on the concept of digital leisure, no studies have
been found on digital leisure participation purposes, digital leisure time flow experience and
interaction with leisure satisfaction. Although studies are carried out within the activities known
to be leisure activities over different concepts, it is thought that the concept of digital leisure
will be handled holistically with this study. However, it is thought that it will make an important
contribution to future studies as the first study in the national literature on the concept of digital

leisure.

547
©JROLSS



Auf/ Cited in: Er, B., & Cengiz, R. (2023). The effect of digital leisure participation purposes on flow experience
and leisure satisfaction. Journal of ROL Sport Sciences, Special Issue (1), 544-565.

In this direction, the aim of the research is to consider the changing and transforming
leisure experiences of individuals today as the concept of digital leisure and to examine the
effect of university students' participation in digital leisure activities on flow experience and
leisure satisfaction. For this purpose, the level of influence between the findings obtained from
the measurement tools applied to university students and the purpose of participation in digital
leisure, the experience of digital leisure and the level of leisure satisfaction within the
transformation of the concept of leisure, the importance of which is known in human life, is
also examined. However, it is thought that the study will make an important contribution to the
literature and will guide the studies in this field. The problem statement and hypotheses created

in line with the stated purpose of the research are presented below:

Does the digital leisure participation purposes of university students participating in

digital leisure activities have an effect on the flow experience and leisure satisfaction?

Hypothesis 1 (H1): The participation purposes of university students participating in
digital leisure activities have an effect on flow experience and leisure satisfaction.

Hypothesis 2 (H2): Flow experiences of university students participating in digital leisure

activities have an effect on their leisure satisfaction levels.

Hypothesis 3 (H3): Digital leisure experience has a mediating role in the indirect effect

of digital leisure participation purposes on leisure satisfaction.

METHOD

Quantitative research method, which is an approach to test objective theories by
examining the relationship between variables, was used within the planned setup of the study.
The numbered data were analyzed using statistical processes by measuring the variables
sequentially and using certain tools (Creswell & Creswell, 2017). The research design chosen
for this study is the relational model, one of the quantitative research methods. While the
relational research model provides the opportunity to observe the events taking place on earth
without directly intervening, it also allows us to follow natural events or to reach the
instantaneous impression of many variables at a single point (Field, 2009). In addition, the
research model created to examine the relationship between digital leisure participation

purposes, flow experience and leisure satisfaction is shown in the figure.
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Figure 1. Research model

Study group

In the study, "simple random sampling™ method, one of the probability-based sampling
techniques, was applied in order to ensure that each sample in the universe has an equal and
independent chance (Coskun et al., 2019). According to Tabachnick and Fidell (2001) and Child
(2006), a minimum of 5 times the number of items is sufficient for the adequacy of the sample
size. However, Tavsancil (2002) and Kline (2005) state that although 5 times the number of
items is sufficient, it should be 10 times more. Field (2005), on the other hand, defined a sample

size of 10-15 times as perfect for each item.

Table 1. Findings regarding the demographic characteristics of the participants

X S.s
Age 20.75 2.468
Gender N %
Female 268 36.7
Male 463 63.3
Regular Leisure Activity Participation N %
Yes 407 55.7
No 324 44.3
Income Status N %
0-850 b 238 32.6
851-2500 174 23.8
2501-5500 179 245
5501 b and above 140 19.1
Working Status N %
Yes 295 40.4
No 436 59.6
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When the demographic information of the university students participating in the research
IS examined, it is seen that there are 268 female (36.7%) and 463 male (63.3%) university
students in total with a mean age of 20.75 + 2.468. However, 55.7% of the university students
who participated in the study stated that they regularly participated in leisure activities, while
44.3% stated that they did not. When the distribution in the income status variable of the
participants is examined, it is seen that 32.6% of them are 0-850 b, 23.8% are 851-2500 1,
24.5% are 2501-5500 b and 19.1% are 5501 b and appears to have a higher income. In terms of
working status variable, it was determined that 40.4% of university students worked in any job
and 59.6% did not work.

Table 2. Findings on digital leisure participation

Daily Digital Leisure Participation Time N %
1 hour and below 154 21.1
1-3 hours 291 39.8
4-5 hours 203 27.8
6 hours and above 83 11.3
Weekly Digital Leisure Participation Frequency N %
1-2 days 216 29.5
3-4 days 200 27.4
5 or more days 263 36.0
Weekdays only 13 1.8
Weekend only 39 5.3
Digital Device Preference N %
Smartphone 414 56.6
Computer 116 15.9

Tablet 45 6.1

Game Console 81 11.1
Television 37 5.1

Virtual Reality 38 5.2
Digital Platform Preference N %
Internet Browser Apps 101 13.8
Social Media Apps 239 32.7
Audio Content Apps 89 12.2
Video Content Apps 113 15.4
Digital Games 87 11.9
Shopping Apps 65 8.9
Financial Apps 37 5.1

In terms of daily digital leisure participation, 21.1% of university students are 1 hour or
less, 39.8% are 1-3 hours, 27.8% are 4-5 hours and 11.3% 6 hours or more participate to
activities. When the weekly digital leisure participation frequency variable is examined, it is
seen that 29.5% of university students have 1-2 days, 27.4% 3-4 days, 36% 5 or more days,

1.8% only weekly and 5.3% stated that they only participate in activities on weekends. In the
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study, when the frequency of digital device preferences of university student participants was
examined, they appear to be 56.6% preferred smart phones, 15.9% computers, 6.1% tablets,
11.1% game consoles, 5.1% televisions and 5.2% virtual reality devices. On the other hand,
when the frequency of digital platform preferences of university students is examined, it is
observed that 13.8% internet browser applications, 32.7% social media applications, 12.2%
audio content listening applications, 15.4% video streaming content applications, 11.9% digital
games, 8.9% shopping applications and 5.1% financial applications.

Data collection tools
In the study, demographic information form, Digital Leisure Participation Purposes Scale
(DLPPS), Digital Leisure Flow Experience Scale (DLFES), and Leisure Satisfaction Scale

(LSS) were used as data collection tools.

Demographic information form: The demographic information form created by the
researcher was used in the study. This demographic information form includes variables such
as the age, gender, regular participation in lesiure activities, income status, employment status,
daily participation in digital leisure activities, weekly participation in digital leisure activities.
In addition, the demographic information form also includes questions to determine the types
of devices and platforms used in digital leisure participation.

Digital leisure participation purposes scale (DLPPS): The Digital Leisure Participation
Scale (DLPPS) Er and Cengiz (2022) considers the whole of leisure activities that individuals
participate through the use of digital technologies as “digital leisure™; It was developed to
determine and measure the purposes of participation in digital leisure activities. The fact that it
is the first measurement tool to determine the current and common digital participation purposes
of individuals in their leisure activity preferences reflects the subjective aspect of the scale. The
Digital Leisure Participation Purposes Scale has a 7-point Likert type (1-strongly disagree 7-
strongly agree) and consists of 24 items and 4 sub-dimensions. The sub-dimensions of the scale
are “game (5 items)”, “entertainment (8 items)”, “socialization (5 items)” and “‘communication
(6 items)”. The Cronbach Alpha internal consistency coefficients of the sub-dimensions in the
original study were game o= 0.816; entertainment a= 0.852; socialization o= 0.798;
communication was determined as o= 0.799. The item contents of the sub-dimensions of the

scale are 1-5 game; 6-13 entertainment; 14-18 is socialization and 19-24 is communication.
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Digital leisure flow experience scale (DLFES): The Digital Leisure Flow Experience
Scale (DLFES) Er and Cengiz (2023) was developed to address the change of individuals'
leisure experiences in the digitalized world with the concept of "digital leisure” and to measure
the flow experience in these activities. The sub-dimensions of the scale, which consists of 17
items and 3 sub-dimensions, are respectively 1-experience, 2-activity 3-time. The internal
consistency coefficients of the sub-dimensions of the scale were experience a= 0.867; activity
o= 0.795; time was calculated as o= 0.736. The scale, which has a 7-point Likert type structure,
is answered as "1-strongly disagree and 7-strongly agree™. Items related to the sub-dimensions

of the scale are 1-8 experience, 9-12 activities and 13-17 time.

Leisure satisfaction scale (LSS): The Leisure Satisfaction Scale, developed by Beard and
Ragheb (1980) to measure the leisure satisfaction of individuals, has 51 items and six
dimensions. These dimensions are psychological, educational, social, relaxation, physical and
aesthetic. The short form of the reorganized scale was adapted to Turkish culture by Gokge and
Orhan (2011) as the “Leisure Satisfaction Scale”. While the scale consists of 6 dimensions as
psychological, educational, social, relaxation, physical and aesthetic, it has a 5-point Likert
structure (1-almost never true, 5-almost always true). The internal consistency coefficients of
the sub-dimensions of the scale were psychological a=0.77; educational a.=0.77; social a.=0.76;
physiological 0=0.79; a=relaxation a=0.80 and aesthetics a=0.79. The item contents of the
sub-dimensions of the scale are, respectively, 1-4 items are psychological, items 5-8 are
educational, items 9-12 are social, items 13-16 are physiological, items 17-20 are relaxation,
and items 21-24 are aesthetic.

The Cronbach Alpha (a) reliability coefficient values obtained in the current study were
for the Digital Leisure Participation Purposes Scale (DLPPS); game «.=0.825; entertainment
0=0.885; socialization o=0.838 and communication o=0.857. For the Digital Leisure Flow
Experience Scale (DLFES), the experience was a=0.900; activity o=0.848 and time o=0.831.
For Leisure Satisfaction Scale (LSS); psychological a=0.790; educational o=0.780; social
a=0.735; relaxation=0.798; physiological a=0.764 and aesthetic a=0.774. The obtained values
show that the measurement tools used in the study have a reliable structure.

Data collection

Permission for the research was obtained from the Social and Human Sciences Scientific
Research and Publication Ethics Committee of the Presidency of Manisa Celal Bayar
University, with the ethics committee report dated 20.05.2022 and numbered E-050.01.04-
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306670. It was applied face-to-face and through digital channels between November 2022 and
January 2023, by giving information about the purpose of the research and data collection tools
to the university students, who are the target group of the study. In both methods, necessary

information about the study was given to the volunteer participants.

Analysis of data

SPSS 25 and Jamovi licensed package program were used in the analysis of the data
obtained. Percentage and frequency values were examined in the distribution of the
demographic information of the participants. Skewness and Kurtosis values were used to
examine whether the data showed a normal distribution. While it was determined that the data
showed normal distribution, arithmetic mean, standard deviation and frequency values were
presented in their statistical representations. In order to test the effect between the variables, the
models created for Structural Equation Modeling were tested using the Jamovi package

program.

FINDINGS

Findings regarding the model measurement of the research

Structural equation modeling, which expresses the sum of statistical techniques that
allows to examine a series of relationships between one or more continuous or discrete
independent variables and one or more continuous or discrete dependent variables, was used in
the study (Ullman & Bentler, 2013). Confirmatory Factor Analysis was carried out using the
maximum probability estimation method in order to verify the created model. Confirmatory
factor analysis refers to an analysis process to create a latent variable (factor) based on the
variables observed through a previously created model and is used to verify a structure
(Yaslioglu, 2017). However, some fit indices were examined in order to test the suitability of
the research model. These fit indices are Chi-Square divided by degrees of freedom-CMIN/DF
(x2/df), Standardized Root Mean Square Errors (SRMR), Root Mean Square Errors of
Approximate (RMSEA), Comparative Fit Index (CFI), Goodness of Fit Index (GFI) and Tucker
Lewis Index (TLI) (Hu & Bentler, 1999; Kline, 2005; Hair et al, 2006; Hair et al, 2010; Byrne,
2016; Schumacker & Lomax, 2016).
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Table 3. Regression weights, internal consistency, composite reliability and average variance exracted

Factors/ Items Estimate Factor Loading o CR AVE
Digital Leisure Participation Purposes 0.878 0.959 0.646
Game 0.824 0.860 0.555
DLPPS-1 1.000 0.696
DLPPS-2 1.104 0.769
DLPPS-3 1.167 0.813
DLPPS-4 1.181 0.822
DLPPS-5 0.868 0.604
Entertainment 0.884 0.816 0.531
DLPPS-6 1.000 0.735
DLPPS-7 0.905 0.666
DLPPS-8 1.012 0.744
DLPPS-9 1.028 0.756
DLPPS-10 0.972 0.715
DLPPS-11 0.975 0.717
DLPPS-12 1.031 0.758
DLPPS-13 1.001 0.736
Socialization 0.838 0.860 0.552
DLPPS-14 1.000 0.717
DLPPS-15 1.070 0.767
DLPPS-16 0.980 0.703
DLPPS-17 1.049 0.752
DLPPS-18 1.080 0.774
Communication .857 0.866 0.552
DLPPS-19 1.000 0.753
DLPPS-20 1.005 0.756
DLPPS-21 1.033 0.777
DLPPS-22 1.046 0.787
DLPPS-23 0.908 0.683
DLPPS-24 0.924 0.695
Digital Leisure Flow Experience 0.901 0.957 0.749
Experience 0.900 0.908 0.556
DLFES-1 1.000 0.738
DLFES-2 0.996 0.735
DLFES-3 0.958 0.706
DLFES-4 1.082 0.798
DLFES-5 0.979 0.722
DLFES-6 1.026 0.757
DLFES-7 1.041 0.768
DLFES-8 0.996 0.735
Activity 0.849 0.871 0.629
DLFES-9 1.000 0.788
DLFES-10 0.975 0.769
DLFES-11 1.030 0.812
DLFES-12 1.017 0.802
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Table 3. (Continued) Regression weights, internal consistency, composite reliability and average
variance exracted

Time 0.831 0.854 0.541
DLFES-13 1.000 0.707
DLFES-14 0.974 0.689
DLFES-15 1.083 0.766
DLFES-16 1111 0.785
DLFES-17 1.030 0.728
Leisure Satisfaction 0.900 0.964 0.602
Psychological 0.794 0.839 0.568
LSS-1 1.000 0.703
LSS-2 1.148 0.807
LSS-3 1.137 0.799
LSS-4 0.996 0.700
Educational 0.784 0.829 0.549
LSS-5 1.000 0.779
LSS-6 0.972 0.757
LSS-7 0.963 0.750
LSS-8 0.867 0.675
Social 0.739 0.786 0.480
LSS-9 1.000 0.708
LSS-10 0.971 0.687
LSS-11 0.934 0.661
LSS-12 1.008 0.713
Physiological 0.800 0.835 0.559
LSS-13 1.000 0.759
LSS-14 0.985 0.748
LSS-15 0.963 0.731
LSS-16 0.991 0.753
Relaxation 0.770 0.796 0.495
LSS-17 1.000 0.649
LSS-18 1.166 0.757
LSS-19 1.061 0.688
LSS-20 1.101 0.715
Aesthetic 0.777 0.814 0.525
LSS-21 1.000 0.676
LSS-22 1.066 0.721
LSS-23 1.136 0.768
LSS-24 1.078 0.729

x2/sd=1.659 , RMSEA=0.030, SRMR= 0.036, GFI=0.993, CFI=0.997 , TLI= 0.996

In line with the model created in the study, CFA, which included 65 items and 13 factors
(DLPPS-4 factor, DLFES-3 factor, LSS-6 factor) was performed in the first stage. Although it
was determined that the model showed a good fit in line with the results, CFA was performed
again in line with the covariance associations among the suggested items. As a result of the

CFA performed after the proposed covariance matching, it was seen that the fit indices of the
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model were found to be close to perfect fit (y2/sd=1.659, RMSEA=0.030, SRMR=0.036, GFI=
0.993, CFI=0.997, TLI= 0.996). When Table 2 is examined, it is seen that the standardized
regression weights of 65 items are between 0.60 and 0.82 and are statistically significant
(p<.05).

Reliability: Cronbach alpha coefficient (o) and composite reliability value (CR) were
used to evaluate the reliability of the measured model. It is recommended that the Cronbach
alpha coefficient value be 0.70 and above (Seger, 2017) in the current study. It is seen that it
takes values between 0.73 and 0.90. While the composite reliability value above 0.70 was
shown as the reference value (Fornell & Larcker, 1981), it was found that it took a value
between 0.79 and 0.96 in the current study. With these results, it is seen that the model has a

very reliable structure.

Validity: In the measurement of the model, the average variance (AVE) value was used
to evaluate the validity. While Bagozzi and Yi (1988) stated that the acceptable value for the
AVE value is >0.5, Hair et al. (2010) state that this value should be lower than the composite
reliability value. It is seen that the mean variance values extracted in this direction take values
between 0.48 and 0.75 and are lower than the composite reliability values. However, Hatcher
(1994) states that low mean variance values are acceptable when composite reliability is at
acceptable levels for construct reliability. In general terms, considering the reference values, it
is possible to say that the model to be measured has a reliable and valid structure.

Table 4. Impact results on the research model

Standart

Relationship Estimate Estimate B p
DLPPS — DLFES 1.006 0.0500 0.860 0.001*
DLPPS — LSS 0.205 0.0556 0.300 0.001*
DLFES — LSS 0.232 0.0473 0.395 0.001*

p<0.001"

When the results of the direct effects between the variables regarding the research model
are examined in Table 3, the effect of digital leisure participation purposes on the digital leisure
flow experience is high (p=0.860, p<0.01), and the effect on leisure satisfaction is moderately
positive (=0.300, p<0.01). On the other hand, the effect of digital leisure flow experience on
leisure satisfaction is moderate in the positive direction ($=0.395, p<0.01). When the multiple
correlation coefficients related to the model were examined, it was determined that the findings
explained 74% (R?=0.74) of the variance in the digital leisure participation purposes, digital
leisure flow experience variable and 44% (R?=0.44) of the variance in the leisure satisfaction

variable.
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Figure 2. Model results
¥?/sd=4.016 , RMSEA=0.064, SRMR= 0.032, GFI=0.992, CFI1=0.971, TLI= 0.964

In general, when the findings are examined, first of all, the results for CFA and structural
equation modeling show that the data set has an acceptable good fit. In the model, the direct
positive effect of digital leisure participation purposes on digital leisure experience and leisure
satisfaction; However, a direct positive effect of digital leisure flow experience on leisure
satisfaction was determined. When Figure 2 is examined, it is seen that the fit index values
obtained as a result of the model are at an acceptable level (x2/sd= 4.016, RMSEA=0.064,
SRMR=0.032, GFI=0.992, CFI=0.971, TLI=0.964).

The results of the second model, which was created to examine whether digital leisure
experience has a mediating role in the indirect effect of digital leisure participation purposes on
leisure satisfaction, are shown in Table 4 and Table 5.

557
©JROLSS



Atuf/ Cited in: Er, B., & Cengiz, R. (2023). The effect of digital leisure participation purposes on flow experience
and leisure satisfaction. Journal of ROL Sport Sciences, Special Issue (1), 544-565.

Table 5. Path coefficents (direct and indirect effects)

Direct Effects B p
DLPPS — DLFES 0.608 0.001"
DLFES — LSS 0.409 0.001"
DLPPS — LSS 0.294 0.001"
Indirect Effects
DLPPS — DLFES — LSS 0.248 0.001"
p<0.001"
Table 6. DLPPS, DLFES and LSS standardized direct, indirect and total affect
DLPPS DLFES LSS
Direct Indirect Total Direct Indirect Total Direct Indirect Total
Effect Effect Effect Effect Effect Effect Effect Effect Effect
DLPPS 0.294 0.248
DLFES 0.608 0.608 0.409
LSS 0.294 0.248 0.543 0.409 0.409
p<0.001"

According to the results, digital leisure participation purposes is directly and positively
on digital leisure flow experience (=0.608; p<0.001), digital leisure flow experience is direct
and positive on leisure satisfaction ($=0.409; p<0.001) and digital leisure participation
pusposes have a direct and positive (p=0.294; p<0.001) effect on leisure satisfaction. On the
other hand, it was determined that digital leisure flow experience had a partial mediation effect
on the effect of digital leisure participation purposes on leisure satisfaction ($=0.248; p<0.001).

DISCUSSION AND CONCLUSION

The aim of this research is to consider the changing and transforming leisure experiences
of individuals today as the concept of digital leisure and, in this direction, to examine the effect
of university students' participation in digital leisure activities on flow experience and leisure

satisfaction.

When we look at the findings of the structure examined as a result of the model created
in the research, it has been determined that digital leisure participation purposes (DLPPS) have
an effect on digital leisure flow experience (DLFES) and leisure satisfaction (LSS). In addition
to this, it was concluded that digital leisure flow experience (DLFES) also has an effect on
leisure satisfaction (LSS). As a result of the second model created, it was determined that the
digital leisure flow experience (DLFES) had a mediating role in the effect of digital leisure

participation purposes (DLPPS) on leisure satisfaction (LSS).

When the literature is examined, Pelet et al. (2017) in their study on social media use and

streaming experience, they found that use for this purpose affects streaming experience in the
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dimensions of pleasure, control, concentration, challenge and curiosity. In participation in
digital leisure activities for game purposes, Chiang et al. (2008) in their study examining the
effects of participation in digital games on the flow experience of undergraduate students, they
concluded that digital games have a positive effect on the flow experience of undergraduate
students. In terms of participation in digital leisure for entertainment purposes, Kim et al.
(2015), on the other hand, in their study examining the relationship between the elements of the
game, entertainment and flow experience, determined the effect of emotional, cognitive and
social entertainment on the flow experience in terms of participation for entertainment
purposes. In another study, Khang et al. (2013) examined the effects of psychological factors
on the self-esteem, self-efficacy, self-control and educational media use motivations of
individuals who use digital media for purposes such as internet, digital games and mobile phone
use, on their flow experience and addiction levels. In the study, it was revealed that self-control
had a significant impact on the flow experiences of users of internet, digital games and mobile

phone use.

When the studies on the effect of digital leisure participation purposes on leisure
satisfaction are examined, Sharaievska and Stodolska (2017) examined the interaction with
leisure satisfaction in the use of social networking sites as a leisure activity. They found that
the use of social networking sites as a leisure activity affects leisure satisfaction. In another
study, Mohammad et al. (2019) determined that the use of the internet as a leisure activity in
the workplace affects the satisfaction level and productivity of the employees. Sepehr and Head
(2018), on the other hand, discussed the competitive element of digital games in their study
based on self-determination theory and flow experience. The results of the study show that the
perception of competition in digital games has a strong effect on flow experience and
satisfaction. Shelstad et al. (2017) found that the use of virtual reality for the purpose of playing
games has an effect on the level of satisfaction in their study. When examining the effect of
flow experience on leisure satisfaction or general satisfaction in the use of digital technologies
in leisure, Song et al. (2011) reported the positive effect of leisure flow experience on leisure
satisfaction level in their study on university students' leisure competence, leisure flow
experience and leisure satisfaction. In their study, Kim and Ko (2019) examined the effect of
the use of virtual reality technology on the flow and satisfaction of sports viewers, they
concluded that the flow experience significantly affects the level of satisfaction in the use of
virtual reality technology. Zhang and Rahman (2022), on the other hand, examined the flow

experience and satisfaction levels of individuals in smart museum technology participation. The
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results of the study determined that the information quality and system quality of the smart
museums of the Y generation participants also affect the level of satisfaction with the mediating
effect of the flow experience.

As a result, it is seen that university students' digital leisure participation purposes have a
high positive effect on flow experience and leisure satisfaction. It is thought that this effect
generally contributes to the flow experience process of university students participating in
digital leisure activities for a specific purpose. When the outputs of the specified flow
experience process are examined, it is seen that the activities as leisure satisfaction result in

positive perception and experience.

GENISLETILMIS OZET

GIRIS

Teknolojik gelismeler ve internet kullaniminin yayginlasmasi sonucunda birey ve
toplumlarin sosyal davranislart da degisim gostermistir. Bilgi ve iletisim teknolojileri, kisisel
bilgisayarlar, cep telefonlar1 ve tabletler gibi cihazlar iizerinden erisilebilen uygulamalar
toplumun tiim yasam alanlarindaki normlar1 derinden etkilerken, bu durum bireylerin serbest
zaman deneyimlerine de yansimistir (Nimrod & Adoni, 2012). Genel hayat akisinda yasanan
bu gelismelerin “dijital serbest zaman” kavramini ortaya ¢ikarttig1 sylenebilir. Dijital serbest
zaman, bireylerin serbest zaman deneyimlerini dijital teknolojilerin kullanimi ile
degerlendirmesi olarak ifade edilebilirken katilim amaglari iste oyun, eglence, sosyallesme ve
iletisim olarak belirtilmistir (Er & Cengiz, 2022). Dijital serbest zaman etkinliklerine katilimin
akis deneyimini saglayabileyecegi ve bunun da bireylerin siirekli katilimini etkileyebilecegi de
ifade edilir (Wang ve ark., 2015). Buna ek olarak serbest zaman etkinliklerine katilimda akis
deneyiminin serbest zaman doyumu iizerinde etkisini ve aralarindaki iliskiyi test eden
caligmalar da bulunmaktadir (Chen ve ark., 2010). Bu dogrultuda arastirmanin amaci,
giiniimiizde bireylerin degisim ve doniislim gosteren serbest zaman deneyimlerinin dijital
serbest zaman kavrami olarak ele alinmasi ve tliniversite 6grencilerinin dijital serbest zaman
etkinliklerine katilm amaclarinin akis deneyimi ve serbest zaman doyumuna etkisinin

incelenmesidir.

YONTEM

Calismada nicel arastirma yonteminden yararlanilmigtir (Creswell & Creswell, 2017). Bu
calisma i¢in secilen arastirma deseni ise nicel arastirma yontemlerinden iligskisel modeldir.
Iliskisel arastirma modeli yeryiiziinde gergeklesen olaylari dogrudan miidahale etmeden
gbzlemleme imkan1 sunmakla birlikte, dogal olaylar takip etmemizi ya da bir¢ok degiskenin
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tek bir noktada anlik izlenimine ulasmamiza olanak saglamaktadir (Field, 2009). Caligma
grubunu net neslinin 6nemli bir pargast olan 741 {iniversite 6grencisi olusturmaktadir.
Calismada veri toplama araci olarak demografik bilgi formu, Dijital Serbest Zaman Katilim
Amaglar1 Olgegi (DSZ-KAOQ), Dijital Serbest Zaman Akis Deneyimi Olgegi (DSZ-ADO) ve
Serbest Zaman Doyumu Olgegi (SZDO) kullanilmistir. Elde edilen verilerin analizinde
SPSS.25 ve Jamovi lisansli paket program kullanilmistir. Katilimcilarin demografik bilgilerine
iliskin dagilimlarda yiizde ve frekans degerleri incelenmistir. Verilerin normal dagilim gosterip
gostermediklerini inceleme amaciyla ¢arpiklik (Skewness) ve basiklik (Kurtosis) degerlerinden
yararlanilmistir.  Verilerin normal dagilim gosterdikleri tespit edilirken, istatiksel
gosterimlerinde aritmetik ortalama, standart sapma ve frekans degerleri sunulmustur. Bununla
birlikte degiskenler arasindaki etkiyi test etme amaciyla ise Jamovi paket programi kullanilarak
Dogrulayict Faktor Analizi ve Yapisal Esitlik Modellemesi i¢in olusturulan modeller test
edilmistir.

BULGULAR

Caligmada olusturulan model dogrultusunda ilk asamada 65 madde ve 13 faktoriin yer aldigi
(DSZ-KAO- 4 faktor, DSZ-ADO-3 faktdr, SZDO-6 faktér) DFA gerceklestirilmistir. Sonuglar
dogrultusunda modelin iyi uyum gosterdigi tespit edilse de Onerilen Ggeler arasinda kovaryans
iliskilendirmeleri ~ dogrultusunda DFA  yeniden gerceklestirilmistir.  Onerilen  kovaryans
eslestirmelerinden sonra gerceklestirilen DFA sonucunda modelin uyum indekslerinin miikemmel
uyuma yakin oldugu tespit edildigi goriilmektedir (}2/sd= 1,659; RMSEA=0,030; SRMR=0,036; GFI=
0,993; CFI=0,997; TLI= 0,996). Sonuglar incelendiginde 65 maddenin standartlagtirilmis regresyon
agirliklarinin 0,60 ve 0,82 arasinda oldugu ve istatiksel olarak anlamli oldugu gériilmektedir (p<0,05).
Arastirmada olusturulan ilk modele iliskin degiskenler aras1 dogrudan etki sonuglari incelendiginde
dijital serbest zaman katilim amaglarinin dijital serbest zaman akis deneyimi iizerindeki etkisinin pozitif
yonde yiiksek (=0,860, p<0,01), serbest zaman doyumu iizerindeki etkisinin ise pozitif yonde orta
diizeyde ($=0,300, p<0,01) oldugu tespit edilmistir. Bununla birlikte dijital serbest zaman akis
deneyiminin serbest zaman doyumu iizerindeki etkisi ise pozitif yonde orta diizeydedir (f=0,395,
p<0,01). Ayrica dijital serbest zaman katilim amaglarinin serbest zaman doyumu tizerindeki etkisinde

ise dijital serbest zaman akis deneyiminin kismi aracilik etkisi oldugu tespit edilmistir (f=0.248;
p<0,001).

TARTISMA VE SONUC

Literatiir incelendiginde dijital teknolojilerin serbest zaman katilim amaglar
dogrultusunda ortaya ¢ikan akis deneyimine iliskin ¢alismalar goriilmektedir. Sosyal medya

kullanimi, dijital oyunlara katilm ve internet kullanimi gibi etkinliklere oyun, eglence,
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sosyallesme ve iletisim amaciyla katilimin akis deneyimini sagladigi bu ¢alismalarda da ortaya
konmustur (Chiang ve ark., 2008; Khang ve ark., 2013; Kim ve ark., 2015; Pelet ve ark., 2017).
Bununla birlikte serbest zamana katilimin dijital teknolojilerin kullanim1 yoluyla
degerlendirilmesinde akis deneyiminin serbest zaman doyumu ya da genel doyuma yonelik
etksine yonelik ¢alismalar da mevcuttur (Song ve ark., 2011; Kim & Ko, 2019; Zhang &
Rahman, 2022).

Sonug olarak, iiniversite 6grencilerinin dijital serbest zaman katilim amaglarinin akis
deneyimi ve serbest zaman doyumuna pozitif yonlii yiiksek diizeyde etki ettigi goriilmektedir.
Bu etkinin genel olarak belirli bir amag¢ dogrultusunda dijital serbest zaman etkinliklerine
katilan iiniversite Ogrencilerinin akis deneyimi siirecine katki sagladigi diisiiniilmektedir.
Belirtilen akis deneyimi siirecinin ¢iktilarina bakildiginda serbest zaman doyumu olarak

etkinliklerin olumlu alg1 ve deneyimle sonuglandig: ifade edilebilir.
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