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Abstract

Two aspects of technologically driven civilization are evident:
availability of new media and interactivity. This study examines media
addiction on three levels: purpose of use, medium of choice and online
application utilized. Media addiction increases with those who use me-
dia for fun as opposed to individuals who use media for information;
level of media addiction is higher with users of new media as opposed
to users of old media; more interactive and less practical online ap-
plications such as social networks and chat are more addictive. When
looking into nature of new and old media it is possible to conclude that
media addiction may be related to number of senses grabbed by media
and media features, such as live broadcasting and interactivity. This
brings us to conclusion that future of media may be in employment of
additional human senses in its use.

Keywords: media addiction, new media, nature of media, senses, interactivity

1. INTRODUCTION

A potentially vast impact of the 21% century media to the society
has two aspects. First, media hardware makes it possible to access
media content on the go. Mobile phones and Ipads can be used to access
media content specially made for these devices. Second, new media are

*  This investigation was part of the project TR 33015 of Technological Development of the
Republic of Serbia supported by the Ministry of Education and Science of Republic of Serbia.
We would like to thank the Ministry for the financial support during this investigation.
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interactive. Internet, gaming consoles and mobile applications provide
to their users one to one, and one to many communication, making
these media much more than places for mainstream, old fashion, “one
way channels”. These two crucial features of new media, accessibility
on the go and interactive communication, may bear the great impact
to the societies around the world. They are an alternative to direct
communication. They open a way for simulation of life, possibly for
everyone who feels threatened by his or her reality. That is why it is
important to examine a relation of media addiction and different media
of communication.

The first step in doing so is taking a look at motives for media
usage, whether they are process or content gratifications. Classification
is given in Table 1. In other words, does media usage exist because of
media usage, as effective mechanism to escape reality, or because of
direct reality, as assistance to some activity?

Table 1. Examples for process versus content gratifications

Medium Process Content
The individual receives The instrumentalist is concerned
gratification from being  with self gratifying acts, when
involved in the process of  looking for information in an

communication, rather effort to increase knowledge.
than message content. Inherently connected to the world
Process gratifications outside the media system.

are focused on the
consumption of the
medium itself and pull
the user away from the
outside world.

Newspaper Picking up a newspaper  Taking a look at newspaper
for the latest news of the  to find out about tomorrow’s

world forecast
Radio Listening to radio for Tuning into specific radio
relaxation frequency to get a grasp over
road conditions
Television = Watching television to Watching documentary on
pass time television to learn about rare
species because of upcoming trip
to Africa
Internet Pass time by browsing for Seeks information about
something to catch their =~ community events, housing, or
interest online employment. An item purchased

through the Internet typically
produces a delivery to the real-
world doorstep.
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Song et al."” writes that picking up a newspaper for the latest news
of the world would be a specific example process gratification. A more
outcome-oriented approach might be represented by those who access
the Internet looking for a specific bit of information, writes Ebersole®.
LaRose et al.? find that the expectation of finding enjoyable activities
online predicted the amount of consumption. Common examples of
substance addiction are alcoholism, drug abuse, and smoking (Lee &
Perry?). Griffiths® argues that media addiction should be understood
as a process addiction, further labeling media addiction as an excessive
human-machine interaction. Yee® claims that online gamers play just
as much to form social relationships as they do to conquer the games.
Douglas et al.” write that depending on the motivation and objective
of the user, as Mafé and Blas® argue that he or she may also be placed
in one of two categories, that of a ritualist or an instrumentalist.
Miller” proposes that online activity is mainly motivated by seeking
gratifications through Interaction. For Parker & Plank,'” a Relaxation
and Escape factor predicted Internet usage. Ferguson & Perse') find
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Entertainment, Passing Time, Relaxation and Escape, and Social
Information to be the principal gratification factors. Stafford &
Stafford'? identify motivations for the use of commercial web sites and
found search, cognitive, and new and unique for content dimensions
and process-oriented social and entertainment gratifications. Song et
al.'"¥ found the virtual community, diversion and personal status process
gratifications were positively related to Internet addiction tendency, but
the aesthetic experience process gratification was not. The premise that
process gratifications give rise to Internet addiction is found in Young’s
research,'? in which she compares the applications favored by Internet
addicts and non-addicts. Results of Leung' research show that Net-
geners addicted to the Internet tend to be young female students. Ko
et al.'® find high correlation between aggressive behavior and use of
certain applications such as online chatting, visiting sex web sites,
online gaming, online gambling, online study and research and BBS.
Young!” lists Internet applications most utilized by dependents and non-
dependents. Kubey et al.'"® write that self-reported Internet dependency
and impaired academic performance were both associated with greater
use of all Internet applications. Young et al.'” write that five general
subtypes of Internet addiction were categorized based upon the most
problematic types of online applications, and they include addictions
to cybersex, cyber-relationships, online stock trading or gambling,
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information surfing, and computer games. Young & Rodgers®” write
that the interactive capabilities of the Internet such as chat rooms or on-
line games were seen to be the most addictive. Applications are divided
by their dominant users, depending if Internet addicts or non-addicts
are in question.

Grounded in these conceptual frameworks, this exploratory study
expands previous research by addressing the three sets of questions
relating to gratifications, media and applications within those media.
These aspects represent process leading towards media addiction.

1.1. Addiction and motives for media use

The gratification set of questions relates to the looking at relations
of motives such as fun and information seeking and media addiction.

RQI1. What are levels of the media addiction for those who use
media for fun?

RQ2. What are levels of the media addiction for those who use
old media for fun?

RQ3. What are levels of the media addiction for those who often
use social networks for fun?

RQ4. What are levels of the media addiction for those who often
use old media for fun?

RQS5. What are levels of the media addiction for those who use
old media for information?

1.2. Addiction to new versus addiction to old media
and nature of media

The media set of questions is aimed to shine a light towards
previously unexamined territory of addiction levels to different media,
focusing to relation of new and old ones.

RQ6. What are levels of the media addiction for those who use
new media more than old ones and vice versa?

RQ7. What are levels of the media addiction for those who use
different media of communication?

RQ8. What are the average media addiction levels for those who
use Internet, TV, radio and print intensively?

20) Kimberly S. Young, Robert C. Rogers, “The Relationship between Depression and Internet
Addiction”, Cyber Psychology & Behavior, Mary Ann Liebert, New Rochelle, No. 1/1998,
pp. 25-28.
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1.3. Media addiction and Internet use

The application set of questions relates to use of the new media,
particularly the Internet, aiming to examine the addiction levels to
different applications utilized by this medium. These questions also
focus on a relation of motives for the social network use and media
addiction. They also grasp addiction levels for those who meet new
people by using social network, establish deeper relation with them etc.
Except social network, third set of questions examines relation of chat
function and media addiction.

RQ9. What are the average media addiction levels for those who
use different online applications?

RQ10. What is the average media addiction level for those who
met someone by using social network?

RQI11. What is the average media addiction level for those who
established deeper connection with someone they met by
using the social network?

RQ12. What is the average media addiction level for those who
use the chat often?

2. METHODOLOGY

2.1. Participants

The research questions are examined through a nationally
representative survey conducted in Serbia during the first half of 2011.
The research in media addiction is conducted by Positive Center for
Digital Media. The research is done on a multistage random sample
of 2208 participants. This sample is representative for the Serbian
population older than 15 years of age. The participants are composed of
1170 males (53%) and 1038 females (47.1%). Most of the participants
fell in the 15-64 age range (64.2%). There were 21.7% research
participants who fell in the 0-14 age range and 13.9 of them who
were older than 65 years of age. Occupations were as follows: 30.5%
students, 32.9% fulltime employees, 15.1% pensioners, and 31.5%
non-employees.

38



Ljubisa Bojic, Jean-Louis Marie Addiction to old versus new media

2.2. Procedure

For each participant, media addiction is measured through
its media usage time and its level of media addiction. The level of
media addiction (LA) represents the number of the media addiction
factors that the participant is exposed to. These seven factors are
the overconsumption, the attempts to cut use, the prolonged use, the
substitution, the withdrawal, the continued use, and the tolerance. They
correspond to the seven factors from the Diagnostic and Statistical
Manual of Mental Disorders.?” The LA may have an integer value from
0 to 7. A participant with LA=0 is not exposed to any of the media
addiction factors, a participant with LA=1 is exposed to 1 of the media
addiction factors, etc.

A participant who uses media in top 40% by the media usage
time is defined as the potential media addict. Furthermore, the potential
media addicts are filtered through seven factors to determine their levels
of media addiction. All potential media addicts with LA=0 make the
group of LAO addicts, with LA=1 the group of LA1 addicts, with LA=2
the group of LA2 addicts, with LA=3 the group of LA3 addicts, with
LA=4 the group of LA4 addicts, with LA=5 the group of LAS addicts,
and with LA=6 the group of LA6 addicts. The number of LA1 addicts
1s 612, of LA2 addicts 464, of LA3 addicts 258, of LA4 addicts 135,
of LAS addicts 31, and of LA6 addicts 2 of all research participants.
In this research, the responses of different addict groups (LA1, LA2,
LA3, LA4, LAS and LAG6) are investigated when they are exposed to
different situations (defined by the research questions).

2.3. Addiction and motives for media use

To find about the gratifications for media use, the survey
participants choose between three different potential answers such as
“for entertainment”, “for fun — to communicate with friends on social
networks and ,,for information, education and discussion”. To determine
the frequency of social network use for fun, the survey participants
select the numbers on the scale from 1 to 10. The number 1 means that
they do not use the social networks for fun at all, and the number 10
means that they use the social networks for fun all the time. To find out
the frequency of the old media use for fun, the survey participants select
from 1 to 10. The number 1 means that the survey participants do not
use the old media for fun at all, and the number 10 means that they use
it for fun all the time. Finally, the participants are asked what they use

21) Diane Zabel , Diagnostic and Statistical Manual of Mental Disorders (4th ed.), American
Psychiatric Association, Washington, DC, 1995, p. 531.
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old media for. Then, they select from the multiple choice answers such
as “for information”, “for education”, “for inspiration” and “for fun”.

2.4. Addiction to new versus addiction to old media
and nature of media

To find out about the frequency of media use in terms new versus
old, the survey participants may answer on the scale from 1 to 10, where
1 means that they use the old media all the time, and 10 means that they
use the new media all the time. To find out what media are used by the
survey participants, they may select “Facebook or some other online
social network”, “Ipod, walkman or music on mobile phone”, “Mobile
phone and its apps including text, talk, games and others”, “Any kind of
camera or audio recorder”, “Games on computer, PlayStation...”, “TV”,
“radio”, “print”, and “books, films, theater plays and other classical
media”.

2.5. Media addiction and Internet usage

To find out whether the survey participants use the online chat,
the offered answers are “Yes, often”, “Yes, sometimes”, “Yes, rarely”
and “No”. To find out about the purpose of their Internet usage, the
survey participants are given the multiple choice answers such as
“E-mail”, “Chat”, “Searching websites for purpose of education”,
“Searching websites for purpose of job”, “Social networks”, “TV Series
(watching)”, “Movies (watching)”, “Music (listening to)”, “Download
(of content)”, “Photos (looking)”, “News browsing”, “For fun (to meet
friends)” and “Other”.

3. RESULTS AND DISCUSSION

3.1. Addiction and motives for media use

Underlying gratification set of questions asked by this study are
motives for media use. Using media for purpose of fun relates to process
gratification, while using media to get information relates to content
gratification. For the groups with higher media addiction, a higher use
of media for fun is found. Social networks are highly addictive, because
they provide the most perfect interactive simulation of life. The highest
level of addictiveness is found when it comes to the social network use.
It is found that the number of those who use old media for purpose of
fun increases with levels of media addiction.
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The information seeking may be opposite of fun as motive
for media use, as it may bear practical, reality-oriented value. The
percentage of people in higher levels of media addiction groups
decreases. To conclude, results show that the fun seeking media users
are bigger media addicts than information seeking media users. They
also show that new media are more addictive than the old ones.

3.2. Addiction to new versus addiction to old media

It was found that the number of those research participants who
use new media more than old ones increases in the groups with higher
levels of media addiction. Figure 1 shows the percentage of research
participants in different groups, who use different media. It clearly
shows that the new media are more addictive than the old ones. The
sharpest increase in media addiction is for users of new media (the
social networks, music on the go, mobile phones, digital cameras, voice
recorders, and gaming consoles). These media represent digital age of
interactivity and “simulation of living”. On the other side, the users
of TV, radio, print, and theatre/books/films show slightly decreasing
tendency of the levels of media addiction.

Figure 1. Levels of media addiction for those who use different media
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Figure 2 shows the average levels of media addiction for intensive
users of Internet, TV, radio, and print. The intensive users of Internet
have the average level of media addiction of 2.12, of TV 2.06, of radio
1.95, and of print 1.86.
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Figure 2. Average levels of media addiction for those who intensively use
Internet, TV, radio or print
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This means that levels of media addiction increase as new
mediums arise. The radio employs different sense than print and
happens in real time, which make it more addictive than print. TV
employs both eyes and ears. It is more addictive than radio. In terms of
visuals, it is not similar to print, because it can broadcast live video. The
most addictive of all media — Internet grasps all of the noted features
from print, radio and TV. It employs eyes and ears. It provides live
and delayed broadcasts of texts, pictures, videos and audio segments.
Internet additionally has interactivity which makes it highly addictive.
Table 2 is created by grouping potential addictive features of Internet,
TV, radio and print. By looking at this table, it is possible to conclude
that future of media may be in employing additional human senses such
as touch, smell and taste by some new medium.

Table 2. Features which possibly make Internet, TV, radio and print addictive.
Eye grasping contents are text, picture and video (in case of TV and Internet).
Ear grasping content is audio

Medium Grasping senses Other features

Eyes Ears Live broadcast  Interactive
Print Yes - - -
Radio - Yes Yes -
TV Yes Yes Yes -
Internet Yes Yes Yes Yes
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3.3. Media addiction and Internet usage

Figure 3 shows the average media addiction rate for those who
use different online applications. The highest level of media addiction is
found for mostly interactive use of Internet such as socializing, chatting
and using social networks with exception of watching movies.

Figure 3. Average media addiction levels for those who use different online
applications
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Also, those survey participants who met someone on the social
network are bigger media addicts than other survey participants.

It is found that those who did not attempt to achieve any deeper
relations with the online friends have the lowest average media
addiction (1.48). Individuals who got into deepest relations with their
online acquaintances by becoming friends have higher average media
addiction (2.04). These scores show how in fact those who have an
intention to socialize by using social networks are on a way to become
addicts, because they are focusing “their energy” to start and develop
online friendships, instead of doing the same thing in the “real world.”
Table 3 shows the answers to the question about frequency of chat use.
It is found that more frequent chat users scored higher on the media
addiction scale.
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Table 3. Answer to question about frequency of chat use, with one possible
choice as answer

Do you use chat? Level of media addiction
Yes, often 2.05
Yes, sometimes 1.84
Yes, rarely 1.55
No 1.30
4. CONCLUSION

The main question of this study is whether new media tempt their
users more than the old media, to become media addicts of high level.
By analyzing the media addiction levels from different perspectives,
the study aims to highlight possibly crucial differences between media
and applications within these media, which make them more or less
addictive. It also attempts to explain these differences in media addiction
by examining features of old and new media.

Previous research in this field showed that process gratifications
bear higher levels of media addiction than content ones. Process
gratifications can be related to ritualistic media use, because of simple
joy while using it, as a way of entertainment. Content gratifications are
related to using media for purpose of specific goal, for example — to get
information about whether condition prior to a road-trip.

This study finds that if person’s motive for media use is fun,
he or she has greater potential to become media addicts. Second, new
media are more addictive than old ones, with average intensity of
addiction dependant from order of their appearance. This may have to
do with nature of media — senses they “grab”, like hearing and vision
and features like broadcasts (instant happenings) and interactivity.
These may be crucial features of media which make them more or less
addictive. Third, to confirm the previous claim, the interactive and fun
applications utilized by Internet are more addictive (such are social
networks and chat) than less interactive and more practical ones (like
e-mail and education/job seeking by browsing web pages).

These findings point future research endeavors towards relation
of media nature and media addiction. It may be of interest to better
explore what Internet features are more addictive than the others,
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with greater aim to find out how new media impact societies. This
may bring us to conclusions about future of media, possibly finding
out that employment of additional senses in media use may produce
even better simulation of direct communication and therefore increased
addictiveness and quantity of use.
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Jbyouma bojuh, ’Kan-Jlyj Mapn

ME/NJCKA 3ABUCHOCT:
CTAPU U HOBU ME/INJN

Pe3ume

MopnepHa wuctopuja mperno3Haje  moBehame  KBaHTHUTETA
MOCpeIOBaHe KOMYHHKAIMje IM0jaBOM HOBHX Menauja. JlocTymHocT
WuTepnera myteM MoOWIHHMX ypehaja YMHM Ta NPUMaMIBHBHM 3a
kopuntheme. Ca apyre cTpaHe, KJbyYHa OJUIMKa HOBUX MenWja je
WHTEPAaKTUBHOCT, KOja JONPUHOCH YTUCKY Jia IOCTOjU KBaJUTETHA
3aMEHa JHMPEKTHO] KOMYHHKAlMjU. Y TOM TMODIEAY, IHJb OBOT
HCTpaXKUBama je ynopehusame HUBOA MEJIUjCKE 3aBUCHOCTH OJ1 HOBHX
WHTEPAKTUBHUX M IIUPOKO JOCTYITHUX MEIHUja U ca JIPyre CTpaHe Oj
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CTapHjHX KIACUYHUX MeHja Kao IITO Cy TeJICBU3H]ja, PaIU0 U ILITaMIIa.
[Ipe Tora oOpasioxkeHa je nuTEpaTrype Ha TeMy CBpxe Kopuinhema
Menuja. IlocTaBibeHa cy HMCTpakMBadka NHTamka YMjU je IHJb J1a
WCIHTAjy 3aBUCHOCT Y OJHOCY Ha CBE Me/Mje Kao U nopeheme MoTHBa
300T KOjUX C€ MEJIMj1 KOPUCTE U KOHKPETHO KOje arIMKallnje n3a3uBajy
Behu a koje Marmb¥ HUBO 3aBUCHOCTH.

OBO WCTpaKUBaWmE je CHPOBEJACHO KpO3  HAIMOHATHO
pemnipe3eHTatuBHy ankeTy y Cpouju Toxom 2011. rogmme.

IIpBu meo pe3ynrara Koju mpoydaBa MOTHBAITH]Y 3a KOPUIITNEHE
Me/I¥ja U 3aBUCHOCT O] FbUX TOBOPH Ja Cy 3aBHCHHUIM BHCOKOT HHBOA
OHH KOjH KOPUCTE Me/iHje 3a 3a0aBy, 0e3 003mpa J1a i KOPUCTE KIIaCHIHE
wi HoBe Meauje. C npyre cTpaHe HUCKH HUBO ME/IN)CKE 3aBUCHOCTHU
MOKa3aH je OJf CTpaHe OHUX UCTIUTAHUKA KOjU KOPUCTE KIIACHYHE MEIH]e
3a nH(opMUCaHE.

Jpyru neo UCTpaXMBauyKuX NMHUTamba UMa 3a LWJb J1a YIOPEAH
HUBOE 3aBHCHOCTH KJIACHYHUX M HOBUX Meauja. Pesynraru cy cnenehu:
OHHU KOjU BHILE KOPUCTE HOBE MEJAHWje Cy 3aBUCHUIM BHCOKOT HUBOA.
3aruMm cy moceHo ymnopel)eHu MpOCEeYHM HUBOW 3aBUCHOCTU KOjU CY
MOKa3aHU y OAHOCY Ha CBAKU MEJIUjH MIOjEeANHAYHO OJ] CTPAHE HbHXOBHX
KOpPHUCHHUKA J]a OU Ce TIOTBP/IUO 3aKJbYYaK JIa j€ BUIIM HUBO 3aBUCHOCTHU
MOKa3aH MpeMa HOBHM Y OJHOCY Ha KiacuuHe Menuje. DuHamHo, 0BO
MUTakE OCBETJHEHO j& U ca jOIII jeIHe CTPaHe Kajia Cy yropeheHu HuBou
3aBHCHOCTH KOJI MHTEH3UBHUX KopucHUKa MHTepHera, TB-a, paauja n
mTamIie fia Ou ce Takole MOTBPAMO UCXO Aa CY JbYIH HajUHTCH3UBHHU]C
3aBUCHU OJ] HOBHjUX MEHja.

Tpehu cer muTama 7OBOAM Y BE3y HaUWH KopHuIThema HajHOBH]jeT
Me/Hja ¥ HUBOE 3aBUCHOCTH Jia OW ce JIOIIIO JI0 3aKJbydaKa 3aIiTo je
WnTepHer Haj3aBucHUjU Menwj. Ha mpumep, pesyaTaru cy moxazand
Ja Cy OHHM KOjH KOpHcTe 3a0aBHE a HE NpaKkTUYHE cajpkaje Behu
3aBUCHUIIM, HAa IPIMEP OHHU KOjH BOJIE YET M JIPYyLITBEHE Mpexe. To je
UCIIUTAHO JIO JeTaJba.

VY 3akJbyuKy je aHAIM3MPAHO 3aIUTO CYy HOBH MEAMjU 3aBUCHHjH
on knacuyHux. [lpupoma HOBuX Meauja je moryhe objammeHe 3a
BHCOK WHTCH3UTET 3aBUCHOCTH KOjU H3a3uBajy. OO0jamimeHo je na
HOBH MEIHWjU aHTaxyjy cBa JbYJCKa Uyla ceM 4yla MHpHCa, Kao U
Ja MOTYhHOCTH Kao IITO Cy MHTEPAKTUBHOCT W MPEHOC YKUBO YHHE
OBe MeJMje HajcIMYHHje AMPEKTHO] KOMyHHKaluju. HuBo cimyHOCTH
HOBHX MeJWja ca JUPEKTHOM KOMYHHUKAIMjOM je YIpaBO MOTYYH
pasJior 3a MHTEH3UTET 3aBHCHOCTH Koju m3a3uBajy. OBe HaBoje Tpeba
JeTalbHIje UCIIUTATH Y HApPEAHUM HCTPaKHBabHMa Kako O ce 00Jbe
OCBETIIMIIO MTUTAE KAKO MPUI0/Ia MEINja YTHUYE HAa MOJIepHa JPYIITBA.
M3 cBera W3MOXKEHOT MOXE C€ 3aKJBYUYHTH Aa OymyhHOCT Memwmja
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CIIM 6poj 2/2017, eoouna XX1V, ceecka 56. cmp. 33-48.

JISKW Y MHOBalLlMja Ma Koje he mX jou BuIe NPUOIMKHUTH ITUPEKTHO]
KOMYHUKaluju Moryhe tako mto he OuTH aHra’)koBaHO M 4yJI0 MHPHCA.

KibyuHe peun: Menujcka 3aBHCHOCT, HOBU MEAWjH, NPUPOAA MEAMja, dyJja,
WHTEPaKTHBHOCT

*  Ogaj pan je npumsber 21. mapra 2017. roquue a npuxsaheH 3a IITaMITy Ha cacTaHKy Penak-
umje 22. maja 2017. ronune.
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