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Topic area.
An exploration of media usage, media type, and impulsiveness on  adults procrastination delay behavior.

Aim.
The aim of this research is twofold. Firstly, to explore the differences between media types, the number of hours engaged in media, alongside impulsiveness scores in relation to procrastination. Secondly, to explore the correlations between media type used, facets of impulsiveness and facets of procrastination delay behavior.

Research and Theory. 
Procrastination has been defined as the delaying or postponing of a decision or task despite it being detrimental later (Steel, 2007). Research has provided the concept that procrastination can be thought of as being either active - the individual deliberately suspends actions to attend to more important matters – or to preserve self-esteem. Or passive – the individual is unable to make decisions and procrastinates even when intending to carry out a task (Chu, & Choi, 2005).
[bookmark: _Hlk517353199]Procrastination has been shown to play a role in an individual’s health, with stress playing a mediational role between procrastination and health Tice and Baumeister (1997; as cited in Sirois, Melia-Gordon, & Pychyl, 2003). Procrastinators experience more stress and report more ill health and have also been shown to delay treatment of existing health problems (Sirois, Melia-Gordon, & Pychyl, 2003).
[bookmark: _Hlk517353216]Procrastination has been shown to be related to lower salaries, duration of employment and a higher likelihood of being unemployed using an internet sample of 22,053 participants (Nguyen, Steel, & Ferrari, 2013).
[bookmark: _Hlk517353226]An integrated theory of procrastination has been put forward called Temporal motivation theory by Steel and Konig, (2006). This theory looks at the role of time in motivating towards completing a task and receiving associated rewards. It involves both the decisional and behavioral aspects of procrastination. This theory gave rise to the procrastination equation - Expectancy X Value / Impulsiveness X Delay. Higher Expectancy and Value – linked to an individual’s self-belief and the perceived reward of the task - lead to completion. However, higher Impulsiveness and Delay – linked to an individual’s drives and the amount of time available for the task at hand - lead to procrastination. 
[bookmark: _Hlk518555773][bookmark: _Hlk517353253]The pure procrastination scale (PPS) has been developed to measure procrastination with items taken from existing procrastination scales (Steel, 2010). Research by Svartdal et al., (2016) has shown that the (PPS) may measure multiple aspects of procrastination – decisional delay, implemental delay, and lateness/timeliness in meeting deadlines.
[bookmark: _Hlk517353273][bookmark: _Hlk517353294]Impulsiveness a facet of neuroticism (Costa, & McCrae, 1992) has been shown to correlate strongly with procrastination (Steel, 2007). Impulsiveness has been characterized as a drive to satisfy needs and a lack of behavioral restraint (Kwok, 2017). The Barratt Impulsiveness Scale (BIS-11; Patton et al., 1995) has been developed to measure impulsiveness and has been shown to contain three facets – attentional, motor and non-planning aspects.
[bookmark: _Hlk517353311]Impulsivity has been positively linked to social media use and loneliness by Savci 
& Aysan, (2016) using self-reporting from 307 university students, highlighting the potential impact of media use on the psychological well-being of impulsive individuals. Excessive media use - due to lack of self-control - may result in decreased one to one social interactions, leading to social isolation. 
Gaming both online and offline has been linked to higher impulsiveness and attention problems in children and adolescents by Gentile, Swing, Lim, & Khoo., (2012). The results suggested a bidirectional causality for gaming and attention problems associated with impulsiveness. Whilst this study looked at children and adolescents, a portion of the adult population also engage in video game playing and may to some degree be subject to the findings of this research.

Rationale.
Impulsivity, media use and procrastination have all been identified as being detrimental to performance and productivity at work, but also to current and future physical and psychological health, by diverting attention away from tasks and decision making.
This research has implications in the development of guide lines for media type usage in those with impulsivity related disorders, by looking at facets of impulsiveness and how they correlate with types of procrastination delay behavior. It could help towards the use of interventions aimed at reducing both impulsiveness, and procrastination in both individuals with disorders and the wider population. 
Previous research has highlighted the individual impact of variables associated with procrastination, but to the best of this authors knowledge the combination of variables in this proposal is unique. This research may offer evidence that could help in improving existing interventions, and policies in educational settings where research has shown that students are potentially at greater risk of procrastinating - due to greater enthesis on self-regulation and self-learning - and has implications for student services role in helping students.

Hypotheses.
1. There will be a main effect for high media use and high procrastination scores.
2. [bookmark: _Hlk518657144]Social media type users will score higher on the procrastination scale than Gamers, and Gamers will score higher than Traditional media users.
3. There will be a main effect for High impulsiveness scoring higher on the procrastination scale than low impulsiveness.
4. The will be an interaction between high media usage, social media type, and high impulsiveness with high procrastination.
5. Type of media used and scores for the facets of impulsiveness – attentional, motor, and non-planning – will be correlated with scores for the facets of procrastination - decisional, implementational, and lateness/timeliness delays.

Methodology.
Design.
This research will use a between subject’s design to show the differences between high and low media use (IV), the type of media used (IV), and high or low impulsiveness (IV) in relation to procrastination scores (DV). This research will also look at correlations to assess the relationships between type of media used, the facets of impulsiveness, and facets of procrastination delay types.

Participants.
A sample of adults with an age range of 18-65 will be required to complete questionnaires for this research. A minimum of approximately 500 participants will be required, with 20 in each group to effectively analyze the data recorded. Each group will require a minimum of 12 participants for an Analysis of variance (ANOVA) to find statistically significant differences. Participants will be an opportunity sample taking part in an online internet-based questionnaire.

Materials.
Scales for use in the questionnaire (see appendix 2.) 
· Pure procrastination scale (PPS) is composed of 12 items identified from previous procrastination scales. Steel, (2010) has reported internal consistency of the PPS with a Cronbach’s alpha score of .92 with a global sample of 4169 internet participants.
Questions such as “I delay making decision until it’s too late.” Will be score using a 5-point Likert scale ranging from (1) – strongly disagree to (5) – strongly agree.
Items 1-3 address decisional delay, items 4-8 address implementational delay, and items 9–12 focus on delay related to deadlines and timeliness (Svartdal et al., 2016).
Items 2, 6 and 9 are reverse scored.

· Barratt impulsiveness scale (BIS – 11) is a 30-item scale containing second order factors of impulsiveness, attentional, motor, and non-planning. The internal consistency has been reported as having a Cronbach’s alpha of between .79 and .83 (Patton, Stanford, & Barratt., 1995).
The scale includes questions such as “I do things without thinking” and is score using a 4-point Likert scale ranging from (1) - Rarely/Never to (4) - Almost always/Always.

· Informed consent (to be included at the start of the questionnaire).
· Debrief information (to be included at the end of the questionnaire)
· SPSS computer program to analyze the results.

[bookmark: _Hlk518906994]Procedure. (see appendix 1.)

Ethics. (see appendix 3.)

Test/Analysis.
A 2 (media usage high or low) x3 (media type – Gaming, Social media, Traditional media) x3 (Impulsiveness – Attentional, motor and planning/timeliness) x3 (Procrastination – Decisional, Implementational, non-planning) Analysis of Variance (ANOVA) will be conducted using SPSS computer software to analyze differences between variables. The correlational relationships of media type, the facets of impulsiveness, and procrastination delay types will also be analyzed using Pearson’s r correlational test.
[bookmark: _GoBack]
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Appendices.
Appendix 1.
Procedure. 
A questionnaire will be constructed to obtain demographic data from participants including age and gender. 
Media usage defined as hours per day (IV- 2 levels) – High (6-10 hours per day) and Low (0-5 hours per day). Based on finding by Rideout, Foehr, & Roberts, (2010) looking at the internet habits of 8-18-year olds. But also, the potential free time of 8 hours per day, after accounting for time spent in employment/education and sleeping. Whilst the age range differs in this research, this author believes the parameters for high/low media use to be an adequate bench mark for this research.
The question “which type of media do you use the most?” will be included for the variable - Types of media (IV - 3 levels) - Gaming, Social media and Traditional media.
The Barratt impulsiveness scale (BIS – 11) will be included in the questionnaire to gain a total score for impulsiveness for each participant. The total score will then be used to obtain scores for each of the facets of impulsiveness (IV - 3 levels) - Attentional, Motor, and Non-Planning.
The pure procrastination scale (DV) will also be included in the questionnaire so that total scores can be obtained for participants procrastination behavior. The total score will also be used to obtain scores for the associated facets, (3 levels) - Decisional, Implementational and Lateness/Timeliness delays. The questionnaire will be used to recruit an opportunity sample of online internet participants. The questionnaire will provide information regarding the nature of the research and participants rights. The option to continue with the questionnaire will be included and taken as informed consent if chosen. A full debrief regarding destruction of data and storage as well as any ethical considerations that may be relevant regarding the impact of participating in this research will also be outlined with options for contacting the researcher or any third-party assistance will be provided.
Data will be pooled and analyzed using IBM SPSS computer software. An analysis of variance (ANOVA) will be used to analyze differences between multiple independent variables regarding procrastination behavior.
A Pearson’s r test will also be conducted to gain correlational relationships regarding types of media used, the facets of impulsiveness and facets of procrastination.

Appendix 2.
Questionnaire.
A questionnaire will be constructed to obtain the following: -

Age 
“Please indicated your age” with options from 18 - 65

Gender 
· male 
· female 
· other

Media use  
“please indicated the number of hours you typically use media – social media/gaming/traditional - each day.”
· 0-5 hours per day.
· 6-10 hours per day.

Media type
“please indicate the type of media you use most often.”
· Social media (Facebook/twitter etc.)
· Gaming (online/offline)
· Traditional (tv/radio)

Barratt impulsiveness scale (BIS – 11) 
DIRECTIONS: People differ in the ways they act and think in different situations. This is a test
to measure some of the ways in which you act and think. Read each statement and put an X on
the appropriate circle on the right side of this page. Do not spend too much time on any
statement. Answer quickly and honestly.
􀁣 􀁤 􀁥 􀁦
Rarely/Never Occasionally Often Almost Always/Always
1 I plan tasks carefully. 􀁣 􀁤 􀁥 􀁦
2 I do things without thinking. 􀁣 􀁤 􀁥 􀁦
3 I make-up my mind quickly. 􀁣 􀁤 􀁥 􀁦
4 I am happy-go-lucky. 􀁣 􀁤 􀁥 􀁦
5 I don’t “pay attention.” 􀁣 􀁤 􀁥 􀁦
6 I have “racing” thoughts. 􀁣 􀁤 􀁥 􀁦
7 I plan trips well ahead of time. 􀁣 􀁤 􀁥 􀁦
8 I am self controlled. 􀁣 􀁤 􀁥 􀁦
9 I concentrate easily. 􀁣 􀁤 􀁥 􀁦
10 I save regularly. 􀁣 􀁤 􀁥 􀁦
11 I “squirm” at plays or lectures. 􀁣 􀁤 􀁥 􀁦
12 I am a careful thinker. 􀁣 􀁤 􀁥 􀁦
13 I plan for job security. 􀁣 􀁤 􀁥 􀁦
14 I say things without thinking. 􀁣 􀁤 􀁥 􀁦
15 I like to think about complex problems. 􀁣 􀁤 􀁥 􀁦
16 I change jobs. 􀁣 􀁤 􀁥 􀁦
17 I act “on impulse.” 􀁣 􀁤 􀁥 􀁦
18 I get easily bored when solving thought problems. 􀁣 􀁤 􀁥 􀁦
19 I act on the spur of the moment. 􀁣 􀁤 􀁥 􀁦
20 I am a steady thinker. 􀁣 􀁤 􀁥 􀁦
21 I change residences. 􀁣 􀁤 􀁥 􀁦
22 I buy things on impulse. 􀁣 􀁤 􀁥 􀁦
23 I can only think about one thing at a time. 􀁣 􀁤 􀁥 􀁦
24 I change hobbies. 􀁣 􀁤 􀁥 􀁦
25 I spend or charge more than I earn. 􀁣 􀁤 􀁥 􀁦
26 I often have extraneous thoughts when thinking. 􀁣 􀁤 􀁥 􀁦
27 I am more interested in the present than the future. 􀁣 􀁤 􀁥 􀁦
28 I am restless at the theater or lectures. 􀁣 􀁤 􀁥 􀁦
29 I like puzzles. 􀁣 􀁤 􀁥 􀁦
30 I am future oriented. 􀁣 􀁤 􀁥 􀁦

Pure Procrastination Scale (PPS) Items.
	Scale
	Item
	Origin

	PPS
	(1) I delay making decision until it’s too late.
	DPQ4

	PPS
	(2) Even after I make a decision I delay acting upon it.
	DPQ2

	PPS
	(3) I waste a lot of time on trivial matters before getting to the final decisions.
	DPQ1

	PPS
	(4) In preparation for some deadlines, I often waste time by doing other things.
	GPS12

	PPS
	(5) Even jobs that require little else except sitting down and doing them.
	GPS7

	
	I find that they seldom get done for days.
	

	PPS
	(6) I often find myself performing tasks that I had intended to do days before
	GPS1

	PPS
	(7) I am continually saying “I’ll do it tomorrow.”
	GPS19

	PPS
	(8) I generally delay before starting on work I have to do.
	GPS9

	PPS
	(9) I find myself running out of time.
	AIP10

	PPS
	(10) I don’t get things done on time.
	AIP5

	PPS
	(11) I am not very good at meeting deadlines.
	AIP9

	PPS
	(12) Putting things off till the last minute has cost me money in the past.
	AIP15


Open in a separate window
DPS, Decisional Procrastination Scale; GPS, General Procrastination Scale; AIP, Adult Inventory of Procrastination Scale.
AS SCORED WITH A 5 POINT LIKERT SCALE. Strongly agree to strongly disagree.

Appendix 3.
Ethics.
Participant information, ethical considerations and debrief.

Invitation.
You are being asked to take part in a research study on media use, media type, impulsiveness, and procrastination. I am a third-year Applied Psychology degree student at UWTSD Carmarthen campus. This experiment is being carried out under the supervision of Dr Stuart Jones.

What will happen.
For this research you will be required to answer questions contained within a questionnaire.

Time commitment.
The questionnaire will take approximately …… minutes.

Participant’s rights.
You may decide to stop being a part of the research study at any time without explanation. You have the right to ask that any data you have supplied to that point be withdrawn/destroyed. 
You have the right to omit or refuse to answer or respond to any question that is asked of you (as appropriate, “and without penalty”).
You have the right to have your questions about the procedures answered (unless answering these questions would interfere with the study’s outcome). If you have any questions because of reading this information sheet, you should ask the researcher before the study begins.

Benefits and risks
This research involves answering questions related to impulsiveness and procrastination. There is the potential for feelings of low self-worth because of the nature of the questions contained within. This research has the potential to impact on an individual’s psychological well-being. A full de-brief will be available at the end of this research to help address any concerns you may have. This research has benefits for participants and the wider population in potentially helping towards research and development of guidelines and interventions aimed at reducing procrastination. This research also has potential benefits for educational settings in targeting interventions to reduce procrastination in students, increasing pass, and decreasing dropout rates.
This research will not use deception at any point.

Cost, reimbursement and compensation.
Your participation in this study is voluntary, there will be cost to take part and you will receive no payment for participating.

Confidentiality/Anonymity.
The data we collect will not contain any personal information about you except for age and gender. No one will link the data you provided to the identifying information you supplied (e.g., name). The results recorded will be pooled and analysed using SPSS and used as part of an applied psychology degree. Data will be destroyed following a period of ….. in line with university policy.

For further information.
I will be glad to answer your questions about this study at any time. You may contact me at ……….

Debrief.
An investigation into media use, impulsiveness and procrastination.

This experiment was designed to examine differences in media use, types and impulsiveness and how they relate to procrastination behaviour. 
The experiment used a questionnaire to gain insight into how adults use media.
The responses given to the answers contained within the questionnaire will be analysed for statistical differences and correlational relationships.
It is hoped that findings will show how differences in media use, and types of media used, alongside levels of impulsiveness will relate to levels of procrastination and specific delay types.

The only data that will be recorded will be the participants age, gender and the responses given to questions in the questionnaire. Participants retain the right to withdraw at any time and have the results of the experiment removed. All data will be destroyed after a set period and will only be used for this dissertation research.

You were asked to complete questions relating to your performance and productivity, this could result in feelings of low worth and self-esteem. It is important to note that everyone is thought to procrastinate to some degree and there is potential for the findings in this research to help with improving performance in many aspects of day to day life.
Thank you for your time.
For any questions please contact – Mr Stephen Busby @ stevebusby81@gmail.com

