
INTRODUCTION

Multimedia has become more important in the last decades for adolescents, and they
are heavy users of multimedia. Adolescents use instant messaging and social networking
sites (facebook, whatsapp, hike, twitter etc.) to keep in touch with their friends and they use
blogs to share details of their daily lives. Adolescent’s digital world is enriched by anonymous
online contexts, like bulletin boards, massively multiplayer online games (MMOGs) and chat
rooms where they search for information, find support, play games, role play or participate in
conversations (Subrahmanyam and Greenfield, 2008).

Although multimedia has used as communication, study, entertainment etc., but excessive
use of these multimedia have causes adolescents to become addicted. The most important
significant characteristics of an addictive disorder is that it involves dependency. Even if
Multimedia addiction disorder interferes with other activities and is harmful to the adolescent,
the addict adolescent may unable to stop engaging in this behaviour. The most significant
Multimedia addictions involve the Mobile phone, Internet, Television and Video games.

Objectives of the study :
1. To examine the extent of multimedia addiction among adolescents.
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ABSTRACT
This study explored extent of multimedia addiction and gender differences among adolescents.
The present study, a sample of 200 adolescents (100 male and 100 female) studying in 11th and
12th class in age range of 15-17 years, has been selected from various inter college in Gorakhpur
city through random sampling. Three questionnaire were administered 1st was Young’s Internet
Addiction Test (YIAT 20), 2nd was Bianchi and Philips Mobile Problem Use Scale and 3rd was
Lemmens Game Addiction Scale applied for measured to Multimedia addiction in respondents.
Results revealed that extent of multimedia addiction among adolescents were high and there
were significant gender differences were also found.
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2. To find out gender differences for multimedia addiction among adolescents.

METHODOLOGY
The present study, a sample of 200 adolescents (100 male and 100 female) studying in

11th and 12th class in age range of 15-17 years, has been selected from various inter college
in Gorakhpur city through random sampling. In the present study researcher was used the
following standardized tools:

1. Young’s Internet Addiction Test (YIAT 20) was applied to qualify for the extent of
Internet addiction. The Internet Addiction Test is the first valid and reliable measurement of
internet addiction. This 20-item questionnaire was designed by Kimberley Young (1998). It
measures Internet addiction in mild, moderate and severe levels. Each answer is scored on
a Likert scale from 1 to 5. In a way that, score 1= rarely, 2=occasionally, 3=frequently,
4=often, and 5=always. The final score is obtained by summing the scores of all questions.
The higher score represents a greater level of addiction. The total score 20-49 represents a
mild addiction, 50-79 represents moderate addiction, and 80-100 represents severe addiction.
The instrument has exhibited good psychometric properties in previous researches. The
reliability for this questionnaire is 0.899 in Cronbach’s Alpha.

2. Bianchi and Philips Mobile addiction test was applied for measured to Mobile addiction
in respondents. Mobile Phone Problem Use Scale (MPPUS; Bianchi and Phillips, 2005) is a
27- item self-report scale. Mobile Phone Problem Use Scale listed a series of questions
based on the Addiction literature and in particular, what is currently known about behavioural
and technological addiction. Twenty seven questions covered the issues of tolerance, escape
from others problems, withdrawal, craving and negative life consequences in the areas of
social, familial, work and financial difficulties. A five-point Likert scale was utilized to score
the MPPUS with responses ranging from Not true at all (1), Somewhat true (2), True (3),
Very True (4) and Extremely True (5). Scores on the MPPUS range from 27 to 135, with
higher scores 50 and above indicating greater levels of dependence. If the respondents
score 50 and above, then they are taken as addictive to mobile addiction, whereas respondents
scoring below 50 are taken as not addictive. The authors of this scale (Bianchi & Phillips)
analysis of the internal consistency of the MPPUS yielded a Cronbach’s alpha of 0.93, from
which it can be implied that the measure is reliable and has high internal consistency between
items.

3. Lemmens Game Addiction Scale was used for measured to Game Addicted
respondents. The Game Addiction Scale (Lemmens et al., 2009) was 21 questions and
contains seven items that measure symptoms of video game addiction over the past six
months. These are: How often during the last six months: 1. Did you think about playing a
game all day long? (Salience), 2. Did you spend increasing amounts of time on games?
(Tolerance), 3. Did you play games to forget about real life? (Mood modification), 4. Have
others unsuccessfully tried to reduce your game use? (Relapse), 5. Have you felt bad when
you were unable to play? (Withdrawal), 6. Did you have fights with others (e.g., family,
friends) over your times spent on games? (Conflict), 7. Have you neglected other important
activities (e.g., school, work, sports) to play games? (Problems). The items on the Game
Addiction Scale are rated on a 5-point Likert scale: 1 (never), 2 (rarely), 3 (sometimes), 4
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(often) and 5 (very often). As suggested by the authors of the scale, an item was considered
endorsed when a respondent scored 3 or higher. The cut-off for addiction was in the present
study set to a minimum score of three on at least four of the seven items. The reliability for
this scale is 0.84 in Cronbach’s Alpha.

Statistical Analysis:
Statistical Package for the Social Sciences (SPSS) IMB SPSS version 20 was used for

the statistical analysis, and the obtained data were analyzed based on the objectives by using
descriptive and inferential statistics. Frequency and percentage were used for assess the
extent of Multimedia addiction and ANOVA were used for assess the gender difference for
Multimedia addiction among adolescents.

RESULTSAND DISCUSSION
Table 1 showed the demographic details of this study and out of 200 adolescent students

50% male and 50% female. On the basis of this table majority of adolescents are 15 years
and 32% of 17 years old.

Table 1 : Demographical details of adolescents (N=200)
Variables Frequency Percentage

Age (years) 15 80 40

16 56 28

17 54 32

Gender Male 100 50

Female 100 50

The Table 2 shows that 65% boys and 49% girls were addicted to Multimedia, whereas
35% boys and 51% girls were not addicted to Multimedia.

Table 2 : Extent of multimedia addiction
Gender Addicted Percentage Not addicted Percentage

Boys 65 65 35 35

Girls

Total

49

114

49

57

51

86

51

43

Table 3 presented the summary of Multimedia Addiction as a function of gender
differences. The effect of gender was found to be significant for Multimedia Addiction. [F=

Table 3 : Summary table of addiction as a function of gender differences
Source df MS F

Gender 1 10425.68 9.38?  ?

Error 198 1111.26

Total 200
Note :  *p<0.05,  **p<0.01
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(1,198) 9.38 p<0.01].
The respective mean suggested that male scored higher on Multimedia Addiction test

as compared to female and both male and female are statistically different on Multimedia
Addiction test, the result indicated that male was more addicted compared to female (Table
4).

Table 4 : Mean and SD of multimedia addiction as a function of gender differences
Gender Mean SD

Boys 127.28 38.12

Girls 112.84 27.73

Total 120.06 34.03

According to the obtained results in this study, the extent of multimedia addiction among
adolescents was high and there were significant gender differences were also found.

This above result is supported by Rees and Noyes (2007), who found that there was a
significant gender difference that were reported for computer and internet use, internet
attitudes, and computer anxiety. Although both gender generally used this technologies, but
females less frequent user of technology as compared to males and that females had less
positive attitude and greater anxiety toward technology. Similarly, Deviset al. (2009) concluded
that boys spend more time using mobile phones especially on weekends than girls. Whereas,
Ruiz et al. (2010) found that among school going adolescents, the technology addiction
(internet and mobile addiction) was moderate and females were at lower risk to develop
technology addictions.

Conclusion :
It is concluded that extent of multimedia addiction among adolescents was high and

there was significant gender difference was also found among adolescents. Based on the
findings, it is concluded that multimedia addicted adolescents lives cannot be ignored so
further research is needed to develop intervention programs to prevent multimedia addiction
among adolescents.
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