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Abstract
The rapid expansion of digital technologies has transformed modern lifestyles, offering unprecedented opportunities for communication, entertainment, and
information exchange. However, alongside these benefits, excessive engagement with digital platforms has led to the emergence of behavioral addictions such as
internet addiction, gaming disorder, and social media addiction. These forms of addiction are characterized by compulsive engagement, loss of control, and
continued use despite negative consequences. Recent psychological research suggests that certain personality traits may predispose individuals to such maladaptive
behavioral patterns. Among these, obsessive-compulsive traits such as intrusive thoughts, repetitive behaviors, perfectionism, and compulsive checking have
received increasing attention as potential predictors of problematic digital engagement.The present study aims to examine the relationship between obsessive-
compulsive traits and behavioral addictions associated with internet use, online gaming, and social media platforms. Using a quantitative research design, the study
investigates whether individuals exhibiting higher levels of obsessive-compulsive tendencies are more likely to develop addictive patterns of digital behavior. Data
are collected from a sample of young adult internet users through standardized psychological assessment scales measuring obsessive-compulsive traits and different
forms of behavioral addiction. The results indicate that obsessive-compulsive traits are significantly associated with behavioral addictions related to internet use,
gaming, and social media engagement. Correlation analysis revealed positive relationships between obsessive-compulsive traits and internet addiction (r = 0.42),
gaming addiction (r = 0.35), and social media addiction (r = 0.48). Furthermore, regression analysis demonstrated that obsessive-compulsive traits significantly
predict behavioral addictions, with the strongest predictive effect observed for social media addiction (B = 0.46, p <.001). These findings highlight the importance
of compulsive personality characteristics in understanding problematic digital behaviors.
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1. Introduction
Digital technology has significantly transformed the way individuals communicate, interact, and access information in contemporary society. The widespread
availability of high-speed internet, smartphones, and digital entertainment platforms over the past two decades has resulted in increased time spent in online
environments. While these technologies provide numerous benefits, including enhanced access to information, improved social connectivity, and diverse
entertainment opportunities, they have also raised concerns regarding excessive digital engagement.
In recent years, researchers and mental health professionals have increasingly focused on behavioral addictions, defined as compulsive engagement in rewarding
non-substance-related activities despite negative psychological, social, or occupational consequences. The most extensively studied forms include internet
addiction, gaming disorder, and social media addiction. These behaviors exhibit characteristics similar to substance-related addictions, including loss of control,
persistence despite adverse outcomes, psychological dependence, and withdrawal-like symptoms.
One psychological factor that has received increasing scholarly attention is the presence of obsessive-compulsive traits. These traits include intrusive thoughts,
repetitive behaviors, perfectionism, and compulsive checking tendencies. Although obsessive-compulsive disorder (OCD) is a clinical condition, such traits exist
on a continuum within the general population (Foa et al., 2002). Individuals with elevated levels of these traits may demonstrate difficulty disengaging from
repetitive activities and heightened sensitivity to uncertainty, which may increase vulnerability to problematic digital behaviors.
2. Literature Review
2.1 Behavioral Addictions: Behavioral addiction refers to a pattern of compulsive engagement in rewarding non-substance-related activities that produce
psychological dependence and functional impairment (Griffiths, 2005). These behaviors share core characteristics with substance addiction, including salience,
mood modification, tolerance, withdrawal, conflict, and relapse (Griffiths, 2005; Rosenberg & Feder, 2014).
Recent research highlights that excessive engagement in digital environments particularly internet use, online gaming, and social media—can lead to addictive
behavioral patterns (Kuss & Griffiths, 2012; Starcevic, 2016). These behaviors are reinforced through immediate gratification and reward-based mechanisms,
which strengthen repeated engagement over time (Brand et al., 2019).
Furthermore, the Interaction of Person-Affect-Cognition-Execution (I-PACE) model suggests that behavioral addictions develop through interactions between
personality traits, emotional states, cognitive responses, and executive functioning (Brand et al., 2019). While earlier models focused primarily on behavioral
symptoms, the I-PACE framework provides a more comprehensive explanation by integrating psychological and neurobiological mechanisms.
While Kuss and Griffiths (2012) primarily focus on the prevalence and behavioral manifestations of digital addiction, Brand et al. (2019) emphasize the underlying
cognitive and neurobiological mechanisms through the I-PACE model. This shift from descriptive to explanatory frameworks highlights the growing complexity
in understanding behavioral addictions. However, despite these advancements, limited research has examined obsessive-compulsive traits as a unified predictor
across multiple forms of digital addiction, indicating a significant gap in the existing literature.
2.2 Internet Addiction: Internet addiction was first conceptualized by Kimberly S. Young (1998), who described it as excessive or poorly controlled preoccupations
and behaviors related to internet use leading to impairment. Subsequent studies have validated internet addiction as a significant psychological concern associated
with reduced well-being, academic decline, and social dysfunction (Kuss & Griffiths, 2012; Caplan, 2010).
Research indicates that individuals with higher levels of anxiety, depression, and compulsive tendencies are more vulnerable to problematic internet use (Brand et
al., 2014; Meerkerk et al., 2009). The compulsive nature of internet use is particularly evident in behaviors such as repeated checking, excessive browsing, and
inability to disengage, which closely resemble obsessive-compulsive patterns.
Additionally, Kardefelt-Winther (2014) argued that internet addiction may function as a coping mechanism for psychological distress, further linking it to
compulsive behavioral tendencies.
2.3 Gaming Addiction: Gaming disorder has been formally recognized by the World Health Organization (2019) in the ICD-11, highlighting its clinical significance.
It is characterized by impaired control over gaming, prioritization of gaming over other activities, and continuation despite negative consequences.
Empirical research suggests that gaming environments are designed with reinforcement mechanisms such as reward systems, leveling structures, and achievement
feedback loops that promote prolonged engagement (Pontes & Griffiths, 2015). These systems can be particularly appealing to individuals with obsessive-
compulsive traits, who may be drawn to repetitive tasks, structured routines, and goal-oriented progression.
Studies have shown that compulsivity, rather than impulsivity alone, plays a critical role in gaming addiction (Montag & Reuter, 2017). This reinforces the idea
that obsessive-compulsive tendencies may significantly contribute to problematic gaming behavior.
2.4 Social Media Addiction: Social media addiction has emerged as a major concern in recent years, driven by the widespread use of platforms that provide
continuous social interaction and feedback (Andreassen, 2015). Social networking sites utilize variable ratio reinforcement schedules, similar to gambling
systems, where users receive unpredictable rewards such as likes, comments, and shares (Turel et al., 2011).
Andreassen et al. (2012) developed the Bergen Social Media Addiction Scale (BSMAS), which identifies key addiction components including salience, tolerance,
mood modification, withdrawal, conflict, and relapse. Research indicates that excessive social media use is associated with anxiety, depression, and reduced life
satisfaction (Kuss & Griffiths, 2017).Obsessive-compulsive traits play a significant role in social media addiction, particularly through compulsive checking
behaviors and fear of missing out (FoMO). Individuals with high compulsive tendencies may feel an uncontrollable urge to monitor updates, respond to
notifications, and maintain constant online presence (Andreassen, 2015).
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2.5 Obsessive-Compulsive Traits and Behavioral Addictions: Obsessive-compulsive traits exist on a continuum and are not limited to clinical diagnoses of OCD
(Foa et al., 2002). These traits include intrusive thoughts, repetitive behaviors, perfectionism, and difficulty disengaging from tasks.

Research suggests a strong overlap between compulsive personality traits and behavioral addictions (Pallanti et al., 2006). Both involve repetitive actions performed
to reduce anxiety or achieve psychological relief.

Neuropsychological studies further support this relationship, indicating that both OCD and behavioral addictions involve dysfunction in brain regions related to
reward processing and impulse control (Brand et al., 2014). This overlap suggests that individuals with higher obsessive-compulsive tendencies may be more
susceptible to developing digital addictions.

2.6 Research Gap: Although prior studies have explored internet addiction, gaming disorder, and social media addiction independently, limited research has
examined these behaviors collectively under a unified psychological framework (Carbonell et al., 2016).

Furthermore, while personality traits such as impulsivity and neuroticism have been widely studied, obsessive-compulsive traits remain underexplored as a
common predictor across multiple forms of behavioral addiction.

This study addresses this gap by investigating the predictive role of obsessive-compulsive traits across internet, gaming, and social media addictions simultaneously.
3. Theoretical Framework: Cognitive-Behavioral Theory suggests that maladaptive behaviors arise from learned associations between environmental stimuli,
cognitive processes, and emotional responses (Beck, 1976). In digital contexts, individuals may engage in online activities as coping mechanisms for stress or
negative emotions, reinforcing repeated behavioral patterns over time (Brand et al., 2019).

The Compulsive Behavior Model proposes that repetitive actions are performed to alleviate psychological distress (Pallanti et al., 2006). Individuals with obsessive-
compulsive traits may repeatedly engage in digital behaviors, such as checking notifications or refreshing content, to reduce anxiety.

Reward System Theory highlights the role of dopamine-driven reinforcement mechanisms in addictive behaviors (Montag & Reuter, 2017). Digital platforms
provide immediate rewards, including social validation and achievement feedback, which strengthen continued engagement.

Self-Regulation Theory emphasizes the importance of cognitive control in managing behavior (Baumeister & Vohs, 2007). Individuals with lower self-regulation
may struggle to disengage from digital platforms, particularly when compulsive tendencies are present.

4. Conceptual Framework: Based on the theoretical perspectives discussed above, the present study proposes a conceptual framework that examines obsessive-
compulsive traits as a key psychological predictor of behavioral addictions related to digital technology use. In this framework, obsessive-compulsive traits
function as the independent variable, while different forms of behavioral addiction namely internet addiction, gaming addiction, and social media addiction
serve as the dependent variables.
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Figure 1 shows the conceptual framework that shows how obsessive-compulsive traits are thought to be related to three types of behavioral addiction. Obsessive-
compulsive traits serve as the independent variable, whereas internet addiction, gaming addiction, and social media addiction act as the dependent variables. The
arrows in the model show the proposed predictive relationships that were tested in the study. Obsessive-compulsive traits encompass behavioral tendencies
characterized by intrusive thoughts, repetitive checking behaviors, an intensified preoccupation with order or perfection, and challenges in disengaging from
repetitive actions. These characteristics may heighten individuals' susceptibility to compulsive interaction with digital technologies. For instance, people who often
have intrusive thoughts or feel the need to check things over and over may check their online notifications, messages, or gaming progress over and over again.
Over time, these actions could turn into regular and too much time spent online.In this context, it is posited that elevated obsessive-compulsive traits will correlate
positively with increased behavioral addiction within the three digital domains analyzed in this study. Individuals exhibiting pronounced obsessive-compulsive
tendencies are anticipated to exhibit elevated levels of internet addiction, gaming addiction, and social media addiction.
The conceptual model guiding this research can therefore be summarized as follows:
Obsessive-Compulsive Traits — Internet Addiction
Obsessive-Compulsive Traits — Gaming Addiction
Obsessive-Compulsive Traits — Social Media Addiction
This framework provides the basis for the quantitative analysis conducted in the study. By examining the relationships between obsessive-compulsive traits and
multiple forms of behavioral addiction, the research aims to identify whether compulsive personality characteristics significantly predict problematic digital
engagement. The next section outlines the research methodology used to test these proposed relationships.
5. Research Methodology: This section outlines the research design, sampling strategy, data collection procedures, and analytical techniques used to examine the
relationship between obsessive-compulsive traits and behavioral addictions related to internet use, gaming, and social media. The methodology is designed to
provide a systematic and empirical approach to testing the hypotheses proposed in the conceptual framework.
5.1 Research Design: The current study utilizes a quantitative cross-sectional research design to examine the predictive relationship between obsessive-compulsive
traits and behavioral addictions in digital environments. A quantitative methodology is suitable for this research as it enables the researcher to quantify psychological
variables utilizing standardized scales and to examine the interrelationships among variables through statistical methods. The cross-sectional design facilitates the
acquisition of data from participants at a singular moment, elucidating the correlation between obsessive-compulsive tendencies and digital engagement patterns.
5.2 Participants: The target population for this study consists of young adult internet users, as this demographic group tends to demonstrate high levels of digital
engagement across multiple online platforms. Participants are expected to be between the ages of 18 and 35 years, a group that is particularly active on the internet,
social media platforms, and online gaming environments.
A sample size of approximately 250 to 400 participants is considered sufficient to ensure adequate statistical power for correlation and regression analyses.
Participants are required to meet the following inclusion criteria:

o  Regular use of the internet and digital platforms.

®  Access to social media or online gaming platforms.

e  Willingness to voluntarily participate in the research study.
Participation is voluntary, and respondents are assured that their responses will remain anonymous and confidential.
5.3 Sampling Technique: The study employs a convenience sampling method, which involves recruiting participants who are readily accessible to the researcher.
This method is commonly used in behavioral and psychological research involving online surveys. Participants are invited to participate through digital channels
such as academic networks, online forums, and social media platforms.
Although convenience sampling may limit the generalizability of the results, it allows for efficient data collection from individuals who actively engage with digital
technologies, which is relevant to the focus of the study.
5.4 Data Collection Instruments: To measure the variables included in the conceptual framework, the study utilizes established psychological assessment scales
that have been validated in previous research.
Obsessive-Compulsive Traits: Obsessive-compulsive tendencies are measured using the Obsessive-Compulsive Inventory-Revised (OCI-R). This instrument
assesses several dimensions of obsessive-compulsive behavior, including checking, ordering, washing, obsessing, hoarding, and neutralizing. Participants rate their
agreement with various statements using a Likert scale, allowing researchers to quantify the level of obsessive-compulsive tendencies present in each participant.
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To measure the variables included in the conceptual framework, several standardized psychological instruments were used. These instruments assess obsessive-
compulsive traits and different forms of behavioral addiction. The details of the measurement scales used in this study are presented in Table 1.
Table 1. Measurement Instruments Used in the Study

Variable Instrument / Scale Number of | Sample Dimension Source
Items
Obsessive-Compulsive Obsessive-Compulsive Inventory — Revised | 18 Checking, Ordering, Washing, Obsessing Foa et al., 2002
Traits (OCI-R)
Internet Addiction Internet Addiction Test (IAT) 20 Compulsive internet use, time management | Young, 1998
issues
Gaming Addiction Internet Gaming Disorder Scale (IGDS) 9 Preoccupation, withdrawal, tolerance Pontes &  Griffiths,
2015
Social Media Addiction Bergen Social Media Addiction Scale (BSMAS) 6 Salience, tolerance, mood modification Andreassen et al., 2012

Internet Addiction: Internet addiction is measured using the Internet Addiction Test (IAT) developed by Kimberly Young. The IAT evaluates problematic
internet usage by examining factors such as compulsive online behavior, neglect of responsibilities, and emotional dependence on internet activities.

Gaming Addiction: Gaming addiction is assessed using the Internet Gaming Disorder Scale (IGDS), which measures the extent to which individuals exhibit
behaviors associated with problematic gaming. The scale evaluates symptoms such as preoccupation with gaming, withdrawal symptoms, and continued gaming
despite negative consequences.

Social Media Addiction: Social media addiction is measured using the Bergen Social Media Addiction Scale (BSMAS). This scale assesses key addiction-
related components including salience, mood modification, tolerance, withdrawal, conflict, and relapse related to social media use.

Each of these instruments uses Likert-scale response formats, allowing participants to indicate the degree to which they agree with various statements about their
behaviors.

5.5 Data Collection Procedure: Data for this study are collected through an online questionnaire distributed using digital survey platforms such as Google Forms.
The survey includes three main sections: demographic information, obsessive-compulsive trait measures, and behavioral addiction measures.

Participants first review an informed consent statement explaining the purpose of the study and confirming that participation is voluntary. After providing consent,
respondents complete the questionnaire by answering a series of structured questions related to their digital behavior and psychological tendencies.

The online survey format allows for efficient distribution and enables participants to complete the questionnaire at their convenience.

5.6 Data Analysis: Once the data are collected, statistical analysis is conducted using software such as SPSS or R. Several analytical techniques are used to examine
the relationships between the variables included in the study.

First, descriptive statistics are used to summarize demographic characteristics and overall patterns of digital engagement among participants. These statistics
include measures such as mean values, standard deviations, and frequency distributions.

To ensure the internal consistency and reliability of the measurement scales used in this study, Cronbach’s alpha reliability analysis was conducted. Cronbach’s
alpha is widely used in psychological research to evaluate the reliability of multi-item scales. A Cronbach’s alpha value above 0.70 is generally considered
acceptable for research purposes. The reliability results for the scales used in this study are presented in Table 7.

Table 7: Reliability Analysis of Measurement Scales

Scale Number of Items Cronbach’s
Alpha
Obsessive-Compulsive Inventory-Revised (OCI-R) | 18 0.89
Internet Addiction Test (IAT) 20 091
Internet Gaming Disorder Scale (IGDS) 9 0.87
Bergen Social Media Addiction Scale (BSMAS) 6 0.85

Next, Pearson correlation analysis is conducted to examine the strength and direction of the relationships between obsessive-compulsive traits and each form of
behavioral addiction. This analysis helps determine whether higher levels of obsessive-compulsive tendencies are associated with increased levels of internet
addiction, gaming addiction, and social media addiction. Finally, multiple regression analysis is performed to evaluate whether obsessive-compulsive traits
significantly predict behavioral addiction outcomes. Regression analysis allows the researcher to assess the predictive power of obsessive-compulsive traits while
controlling for potential confounding variables. Through these statistical techniques, the study aims to empirically test the hypotheses proposed in the conceptual
framework and determine the extent to which obsessive-compulsive traits contribute to behavioral addictions in digital environments.

6. Results and Data Analysis: This section presents the statistical findings of the study. The data collected from participants were analyzed using statistical
techniques including descriptive statistics, correlation analysis, and regression analysis. These analyses were conducted to examine the relationship between
obsessive-compulsive traits and behavioral addictions related to internet use, gaming, and social media.

6.1 Demographic Characteristics of Participants

The demographic characteristics of the participants were analyzed to provide an overview of the sample used in the study. The final dataset consisted of 300
participants aged between 18 and 35 years who regularly use digital platforms such as the internet, social media, and online gaming environments.

The distribution of participants based on gender, age group, and daily internet usage is presented in Table 2.

Table 2. Demographic Characteristics of Participants

Variable Category Frequency | Percentage
Gender Male 160 53%
Female 140 47%
Age Group 1822 years | 120 40%
23-27 years | 110 37%
28-35 years | 70 23%
Daily Internet Use | 1-3 hours 80 27%
4-6 hours 130 43%
7+ hours 90 30%

The results show that the sample included a relatively balanced gender distribution, with 53% male and 47% female participants. Most respondents were between
the ages of 18 and 27, indicating that the majority of participants belonged to the young adult demographic group. In terms of internet usage, a large proportion of
participants reported spending more than four hours per day using digital platforms.

6.2 Descriptive Statistics: Descriptive statistics were calculated to summarize the distribution of the main study variables. These statistics include mean values,
standard deviations, and the range of responses for obsessive-compulsive traits, internet addiction, gaming addiction, and social media addiction.

The descriptive statistics of the variables are presented in Table 3.

Table 3: Descriptive Statistics of Study Variables

Variable Mean | Standard Deviation | Minimum | Maximum
Obsessive-Compulsive Traits | 32.45 | 8.12 12 56
Internet Addiction 45.67 10.21 18 80
Gaming Addiction 2130 | 7.45 6 40
Social Media Addiction 24.56 | 6.88 8 36

The results indicate moderate variability across all variables. The mean scores suggest that participants demonstrate varying levels of obsessive-compulsive
tendencies and digital engagement behaviors.
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6.3 Correlation Analysis: To examine the relationships between obsessive-compulsive traits and behavioral addictions, Pearson correlation analysis was
conducted. This analysis measures the strength and direction of the relationship between variables.

The correlation matrix is presented in Table 4.

Table 4: Correlation Matrix Between Variables

Variables 1 2 3 4

1. Obsessive-Compulsive Traits | 1

2. Internet Addiction 0.42%* | 1

3. Gaming Addiction 0.35%*% | 0.40%* | 1

4. Social Media Addiction 0.48** | 0.46** | 0.37** | 1
Note: p <0.01

The results indicate significant positive correlations between obsessive-compulsive traits and all three behavioral addictions. The strongest correlation was observed
between obsessive-compulsive traits and social media addiction.

6.4 Regression Analysis: Multiple regression analysis was conducted to determine whether obsessive-compulsive traits significantly predict behavioral addictions.
Regression analysis allows researchers to examine the predictive relationship between an independent variable and dependent variables.

The results of the regression analysis are presented in Table 5.

Table 5: Regression Analysis Predicting Behavioral Addictions

Dependent Variable Predictor Beta (§) | t-value | p-value

Internet Addiction OCD Traits | 0.41 7.12 <0.001

Gaming Addiction OCD Traits | 0.33 5.48 <0.001

Social Media Addiction | OCD Traits | 0.46 8.25 <0.001
R2=10.38

The results indicate that obsessive-compulsive traits significantly predict internet addiction, gaming addiction, and social media addiction.

6.5 Hypothesis Testing: Based on the regression analysis results, the hypotheses proposed in this study were evaluated. The outcomes of the hypothesis testing are
summarized in Table 6.

Table 6: Hypotheses Testing Results

Hypothesis | Statement Result

Hl Obsessive-compulsive traits significantly predict internet addiction Supported
H2 Obsessive-compulsive traits significantly predict gaming addiction Supported
H3 Obsessive-compulsive traits significantly predict social media addiction | Supported

The findings confirm that obsessive-compulsive traits play a significant role in predicting behavioral addictions associated with digital technology use.

7. Discussion

The objective of this study was to investigate whether obsessive-compulsive traits can forecast behavioral addictions related to internet usage, online gaming, and
social media involvement. The results of the quantitative analysis yield significant insights into the psychological mechanisms driving excessive digital behavior.
In general, the results show that obsessive-compulsive traits are linked to behavioral addictions and can help us predict bad patterns of digital engagement.
A principal finding of this study is the affirmative correlation between obsessive-compulsive traits and internet addiction. People who are more prone to obsessive-
compulsive behavior said they used the internet more often than people who weren't. This finding is consistent with prior research indicating that individuals with
recurrent thoughts and compulsive behaviors may struggle to disengage from online activities. The internet is a place where people can always be active because
there is an endless stream of information, ways to talk to each other, and fun things to do. For people who have compulsive tendencies, these features may encourage
them to use the internet in the same way over and over again, which could lead to them spending too much time online. The study also found a strong link between
obsessive-compulsive traits and social media addiction. This was the strongest link of the three behavioral addictions that were looked at. The design features of
social media platforms may help explain this result. Notification systems, feedback loops, and real-time updates are common in social media environments. These
features make users want to check their accounts over and over. People who have a habit of checking things too often may feel the need to keep an eye on messages,
notifications, or social interactions all the time. These behaviors can evolve into habitual engagement patterns akin to compulsive rituals frequently seen in
individuals with obsessive-compulsive characteristics. Another significant discovery pertains to the correlation between obsessive-compulsive traits and gaming
addiction. Even though the link between these variables was a little weaker than the link between other behavioral addictions, it was still statistically significant.
Structured reward systems that make people want to keep playing are common in online gaming environments. Badges for achievements, leveling up, and
competitive rankings are some of the features that keep players interested in the game by giving them constant rewards. For people who tend to act on their
impulses, these structured systems may create strong motivational loops that make them want to play for longer periods of time.
These results corroborate the theoretical frameworks previously examined in the study. The findings align with Cognitive-Behavioral Theory, which posits that
behaviors reinforced by positive emotional experiences are prone to repetition. Playing games, browsing the web, and using social media are all digital activities
that often give you instant rewards, like fun, social validation, or a feeling of accomplishment. When people get these rewards, they might start doing things in a
certain way that is hard to stop. The findings are also consistent with the Compulsive Behavior Model, which posits that repetitive behaviors may function as
coping strategies to alleviate anxiety or psychological distress. People who have obsessive-compulsive traits may use digital platforms to temporarily relieve stress
or uncertainty. For instance, checking notifications or online updates over and over again may help you feel better or less unsure. But over time, these actions may
become habits and lead to addictive patterns of digital engagement. The findings of this study corroborate the Reward System Theory, which highlights the
significance of dopamine-driven reinforcement mechanisms in addictive behavior. Digital platforms are made to give users rewards often, like positive feedback,
entertainment, or winning competitions. These rewards turn on the brain's reward system and make people want to do things more often. People who have obsessive-
compulsive tendencies may be especially sensitive to these reinforcement mechanisms, which can cause them to engage in digital behaviors that are more persistent
and repetitive. From a broader perspective, the findings of this research underscore the significance of psychological traits in comprehending behavioral addictions
in the digital age. While technological features and platform design contribute to sustained engagement, individual personality traits may profoundly affect
interactions within digital environments. Identifying psychological predictors, including obsessive-compulsive traits, can assist researchers in comprehending the
reasons behind the emergence of problematic digital behaviors in certain individuals while others sustain balanced wusage patterns.
The findings underscore the necessity for heightened awareness concerning the psychological hazards linked to excessive digital engagement. As digital
technologies become more and more a part of everyday life, it becomes more and more important to understand the psychological factors that lead to bad use in
order to encourage healthy technology habits. The next part talks about how these findings can be used in real life by mental health professionals, teachers, and
programs that promote digital well-being.

8. Implications: The findings of this study provide several important implications for psychological research, mental health practice, and digital well-being
initiatives. As digital technologies continue to play a central role in everyday life, understanding the psychological factors that contribute to problematic digital
behavior is increasingly important. The identification of obsessive-compulsive traits as a predictor of behavioral addictions offers valuable insights for researchers,
clinicians, and policymakers seeking to address the growing challenges associated with excessive digital engagement.

8.1 Psychological and Clinical Implications: One of the most significant implications of this research relates to the identification of obsessive-compulsive traits
as a psychological risk factor for behavioral addictions. Mental health professionals may benefit from considering compulsive personality characteristics when
assessing individuals who display problematic patterns of internet use, gaming, or social media engagement. Early identification of individuals with heightened
compulsive tendencies may help clinicians recognize those who are more vulnerable to developing behavioral addictions. Psychological interventions such as
Cognitive Behavioral Therapy (CBT) may be particularly effective in addressing compulsive digital behaviors. CBT techniques can help individuals recognize
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maladaptive thought patterns, develop healthier coping strategies, and improve self-regulation skills. By targeting underlying compulsive tendencies, therapeutic
interventions may reduce the risk of excessive engagement with digital platforms.

8.2 Educational Implications: The results of this study are also very important for schools and colleges. One of the most digitally active groups is students and
young adults. They often use the internet for schoolwork, socializing, and entertainment. Schools and colleges may be very important for teaching people how to
use technology safely and well. Schools and universities could have programs that teach students about the mental health risks of spending too much time on digital
devices. Workshops on time management, digital self-control, and balanced technology use could help students have better relationships with digital platforms.
8.3 Implications for Digital Platform Design

Another important point has to do with how digital technologies and online platforms are made. Many digital spaces are made to keep people interested all the
time by using notification systems, reward systems, and content delivery systems that are based on algorithms. These features can make the user experience better,
but they can also lead to compulsive use, especially in people who are prone to obsessive-compulsive behavior. Companies that make technology and platforms
might want to use ethical design practices that encourage users to be responsible. For instance, adding features like reminders to use the app, tools to keep track of
screen time, or ways to manage notifications could help users control their digital behavior and lower the chance of getting addicted.

9. Limitations

This study offers valuable insights; however, it is important to recognize its limitations. It is important to know these limits in order to understand the results and
plan future research. First, the study uses self-reported questionnaire data, which could lead to response bias. Participants might inadvertently overrate or underrate
their digital behaviors or psychological inclinations. Subsequent research may integrate behavioral tracking data or observational techniques to acquire more
objective assessments of digital engagement.Second, the study employs a cross-sectional research design that analyzes relationships among variables at a specific
moment in time. Although the results indicate substantial correlations between obsessive-compulsive characteristics and behavioral addictions, the study's design
precludes conclusive determinations of causal relationships. Longitudinal research designs would yield a more profound comprehension of the impact of
compulsive traits on the progression of digital addictions over time. Third, the use of convenience sampling may restrict the generalizability of the results.
Participants were drawn from readily available online networks, which may not accurately reflect the general population of internet users. Subsequent research
may employ more varied sampling methodologies to enhance demographic representation.

10. Future Research: Subsequent research may expand upon the results of this study in various manners. One significant avenue entails the execution of longitudinal
studies to investigate the impact of obsessive-compulsive traits on digital behavior over protracted durations. Longitudinal studies would elucidate whether
compulsive tendencies contribute to the emergence of behavioral addictions or if excessive digital engagement exacerbates compulsive behaviors. Another
promising avenue entails investigating the neuropsychological mechanisms that underpin behavioral addictions. New research in neuroscience has shown that
changes in brain areas that deal with reward processing, impulse control, and emotional regulation are linked to addictive behaviors. Examining the interplay
between obsessive-compulsive traits and neurological processes may yield profound insights into the biological underpinnings of digital addiction.
Moreover, subsequent research may investigate cross-cultural variations in behavioral addiction patterns. Cultural norms, technological accessibility, and social
expectations may shape individuals' interactions with digital technologies. Comparative studies across diverse cultural contexts may yield a more comprehensive
understanding of the psychological and social factors that contribute to behavioral addictions.

11. Conclusion: This study investigated the correlation between obsessive-compulsive traits and behavioral addictions associated with internet usage, online
gaming, and social media participation. The results show that obsessive-compulsive tendencies are positively linked to all three types of behavioral addiction and
are a strong predictor of patterns of excessive digital engagement. The findings indicate that individuals with pronounced compulsive characteristics may be more
susceptible to forming dysfunctional relationships with digital technologies. Digital environments often include features like constant notifications, reward systems,
and interactive feedback systems that can make people do things over and over again and make them more likely to engage in compulsive behaviors.
This study adds to the growing body of research on digital behavior and mental health by showing that obsessive-compulsive traits can be a psychological predictor
of behavioral addictions. The results underscore the necessity of accounting for individual psychological traits when assessing the influence of digital technologies
on human behavior. As digital platforms continue to change and become more a part of everyday life, it will still be very important to study the psychological
factors that affect how people use technology. Insights derived from studies like this one may facilitate the formulation of more effective intervention strategies,
encourage healthier digital practices, and enhance comprehension of behavioral addictions in the contemporary digital era.
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