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ABSTRACT

The aim of this study is to investigate the digital game addiction in children between the ages of
9-11. This research, which is a descriptive study, has been conducted with the screening model. A
total of 1100 students, which consist of 552 girls and 548 boys, from the 6 state schools (Mehmet
Hisni Ozyegin, Erol Giingdr, Siileyman Tirkmani ve Sirri Kardes Primary Schools, and Cacabey
and 23 Nisan Secondary Schools) affiliated to the Ministry of National Education in the province
of Kirsehir participated in the research with the method of purposeful sampling. A 14-item digital
game addiction scale developed by researchers was used in the study. Percentage, frequency,
factor analysis and Chi-square test were used in the analysis of the data. As a result of the
conducted analyzes, it is seen that digital game addiction scores change according to gender and
age. According to gender, there is a significant difference between girls' low addiction levels and
boys' low addiction levels. It can be concluded that addiction level of boys is higher than the level
of girls. According to the age, it is seen that the average and high level game addiction decreases
while the low level game addiction increases as the age increases. In brief, the level of game
addiction decreases as the age increases and this result is not accidental but significant. One of
the most effective ways to cope with digital game addiction is to direct children to physical
activities. However, parents, teachers and students should be informed about digital game
addiction.
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INTRODUCTION

The rapid development of digital games has not only provided entertainment for the consumers but also
increased the motivation for playing games. Although Internet and digital gaming addictions are thought to be
more common among adolescents, it is possible to see individuals of all ages suffering from these problems.
According to international literature, the prevalence of internet and digital gaming addiction in adolescents has
increased in many countries. According to Ogel (2012), as technology develops, the use of computers occupies
more space in human life. Individuals are trying to express themselves through computers, games and other
platforms. Yengin (2010) stated that the rapid development of information technology accelerates the increase
of users seriously, and that this interaction occurs in different forms on young people. In the 2000s, computer
games have begun to increase their influence in social life and have become one of the most popular
entertainment tools. In the early of the 20th century the leisure time of people has gradually increased, and it
has led to competition in many products and environments for recreational activities. This competition, which
started with cinema, theater and concerts, infiltrated into people's houses and even into their pockets and
continued with radio, television, video, computer, internet and mobile phone. As the devices such as computer
and mobile phone are interactive, it has paved the way for them to be used not only as a device for running

business but also as a means of entertainment tool (Binark, Bayraktutan-Stit¢i and Fidaner, 2009).

One of the innovations brought by the computer industry, which affects people of all ages, to the life of
children is the concept of "digital game'. Digital game, in which the interaction is provided through the
interfaces such as monitor, mouse, keyboard or joystick, is an alliance of systems which has rules and purposes
(Kaya, 2011). Digital game can be described as a game played with electronical devices such as desktop and
laptop computers, game consoles, mobile phones (Whitton cited by Erboy and Akar-Vural, 2010). Digital games
are also emerging as a big market where millions of people are included all over the world (Erboy and Akar-
Vural, 2010). The digital gaming industry is growing faster than other entertainment industries and has become

an entertainment tool appealing to many people, from teenagers to adults. (Wallenius and Punamaki, 2008).

In the past, games played in outdoor places (playgrounds, streets, etc.) in interaction with friends, whereas
today, the games are started to be played with people in virtual and indoor environment along with the
development of technology, particularly the development of computer and internet (Horzum, Ayas and Cakir-
Balta, 2008). Postman stated that children's games that we used to see on the streets are now extinguished,
and that even the term of children's games are wiped from minds of people (Kiran, 2011) and Kaya (2013)
stated that almost any game played in parks, on the streets and even in coffee shops is played in houses,

offices, internet cafes and playstation halls.

According to Smith (2004), people have concerns on whether the video games (digital games) are good or bad
for their children and in particular, parents and educators are concerned that computer games can be harmful
to children. Kars (2010) argues that computer games can be both good and bad, depending on the content of

the game and the time spent for playing the game. Parents, psychologists, sociologists, educators,
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communicators, educational technologists and academicians constitute the parties of the debate. While one
party of the debate defends their negative effects on children, the other party emphasizes the benefits
(iscibasi, 2011). According to Sahin and Tugrul (2012), some studies have revealed the benefits of computer
games as an entertainment tool for developing the learning process, its psychomotor, physiological, cognitive,
social and emotional effects, intelligence development and motivation, whereas many studies have stated that
it has negative effects. According to Arslan et al. (2014), there are criticisms such as the fact that the virtual
world that is provided with these technologies is far from reflecting the truth, they are pulling the children from
the facts into an isolated life, they are reducing children's awareness and creativity. According to Aydogdu-
Karaaslan (2015), children playing violent games are getting used to the violence in real life and can tend to
these behaviors. Thus, children can exhibit violent behaviors as the occasion arises. As the computer addiction
that started at a young age continues in the advanced stages of education, the act of playing a digital game can

be transformed into the field of enjoyment and relaxation for the child.

According to the study of Akcayir (2013), computer games especially affect 11-14 age group players more than
adults and male players are more affected than female players. Psychological problems such as aggressive
behaviors, personality disorders, mechanization in individuals, decreased emotions, anti-social behavior,
breakdown in interpersonal relations have been observed in researches on the effects of excessive game play.
Staying still for a long time and being tense causes neck pain and neck stiffness. As a result of looking at a fixed
point for a longer time, the feeling of fatigue, burning and itching can be occurred in the eyes. Postural

disturbances caused by sitting at the computer also cause lumber and back pain.

Game addiction is being engaged in gaming constantly in the mind and playing games for a long time by
neglecting everyday life tasks and responsibilities. Tarhan and Nurmedov (2001) described addiction as a
chronic, relapsing, chronic brain disorder characterized by impulsive search for and use of substance or virtual
agent, despite harmful consequences. Digital game addiction is defined by Lemmens, Valkenburg and Peter
(2009) as "the continuing use of computer or video games in an extreme and compulsive manner, while causing
social and/or emotional problems". Game addiction is an addiction that adversely affects one's daily life and
social life. Thus, in order to be able to say that one is addicted to a game, the changes in the relevant person's
daily behavior and the effects of social life should be observed. The fact that an individual plays games for a
long time does not mean that the individual is addicted. For example, someone who neglects her/his
responsibilities for many days and plays games for long hours is not addicted to games, as long as the person

continues her/his daily life and maintains positive social relations (Akcayir, 2013).

Lieberman et al. (2009) argue that digital games can have negative consequences such as causing violence and
fear, exhibiting insensitive and aggressive behavior, spending a large part of the time with digital games rather
than exploratory games, and being away from physical and social activities. According to Griffiths and Meredith
(2009), digital game addiction has many psychological and physiological effects on the individual. The
psychological effects can be listed as the feeling of happiness and energy during the game, not being able to

finish the game, ignoring family and friends, feeling of depression and loneliness when the individual cannot
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play the game, telling lies about gaming behavior to the relatives and causing problems in individual's school
and business life, and physiological effects can be listed as carpal tunnel syndrome, ocular instability, headache
and back pain, irregular nutrition, skipping self-care and cleanliness, and sleeping disorders. Horzum (2011), on
the one hand, expresses that games have a significant contribution to children's social, spiritual, physical and
cognitive development areas, while on the other hand, games played in the past as physical activities in
playgrounds are replaced by games played virtually at home and this leads to some physical, psychological,
social and mental problems. Irmak (2016) expresses that virtual games are a tool for recreational activities,
reducing daily stress and fatigue, and being used as an entertainment component but excessive and
unconscious game playing behavior has led to virtual game addiction, which, after a while, is regarded as
impulse control disorder, becoming a controversial subject. If a person cannot control her/his desire to play
games and causes problems in terms of emotions, thoughts and social life, this should be considered as a
problem. It has been pointed out in the conducted studies that playing virtual games excessively will lead to
some kind of behavioral dependence. Along with the rapid development in the digital gaming industry, game
addiction has increased, and this has caused children to spend a significant part of their day in a virtual world

(Erboy and Akar-Vural, 2010).

Most of the parents and teachers are complaining about the unwillingness of the children to study and their
desire to spend their time with computer games. This reveals that computer games are quite powerful in
attracting and motivating children, which in turn leads to the desire to play over and over again. When it is
regarded in this respect, the addict becomes integrated with the game and begins to live the game in every
division of life. The most important indicator is that children excessively relate themselves to the characters in
the game. This association also leads to death cases. For this reason, it is very important to investigate
computer games and their dependency. The aim of this study is to investigate the digital game addiction in

children aged 9-11 years studying in Kirsehir.

METHOD

Research Model

In this study, screening model was used because an existing situation was tried to be addressed and described
as it exits without making any changes. Screening model is a research approach which aims to describe a
situation in the past or present as it exists (Karasar, 2014). The universe of the study consists of the children
between the ages of 9-11 and the sample of the study is composed of a total of 1100 students, which consist of
552 girls and 548 boys, studying at the 6 state schools (Mehmet Hisnii Ozyegin, Erol Giingér, Sileyman
Tirkmani ve Sirri Kardes Primary Schools, and Cacabey and 23 Nisan Secondary Schools) affiliated to the
Ministry of National Education in the province of Kirsehir in the 2016-2017 academic year.
Purposive/Purposeful Sampling: It is a method that enables deep researching by selecting situations rich in
information depending on the aim of the study. It is preferred to be used in one or more particular cases that

meet certain criteria or have certain characteristics (Buyuikoztirk, et al., 2012).
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Table 1. Demographic Information of the Study Group

Age Frequency Percentage (%) Gender Frequency Percentage (%)
9 410 37,3 Female 552 50,2
10 338 30,7 Male 548 49,8
11 352 32,0

Total 1100 100,0 Total 1100 100,0

Data Collection Tool

The literature on addiction and the sub-dimensions of addiction was reviewed before the items of data
collection tool were created and items were tried to be prepared by considering the theoretical structure of
addiction and the characteristics of this structure. A 5-item semi-structured interview form was prepared with
the support of experts in the creation of the data collection tool and interviews were conducted through a
semi-structured interview technique with 20 children aged between 9-11 who are playing games for 30-60
minutes and over per day. There are no pre-set expressions and question answers (Sharan B. Merriam, 2015).
The data obtained from the interviews were subjected to a content analysis and utilized in the creation of the
item repository. Furthermore, literature review was conducted and a form consisting of 14 items was created
by using the other scales and sources in the literature. The items were evaluated by a total of three experts,
which consists of a field expert, an assessment and evaluation expert and a linguist, and a pilot form was
prepared by deciding that the scale should be composed of 14 items. The final corrections were made after the
pilot form was applied to 60 children. Cronbach's Alpha value of the survey questions is 69.6. This gives the
result that the survey questions are reliable. If the Alpha value is 60% and higher, the study will be considered

as reliable particularly in the social sciences (Buyukoztiirk, 2014).

Analysis of Data

Percentage, frequency, factor analysis and Chi-square test were used in the analysis of the data. In order to
evaluate the opinions of the students on the effects of computer games, three evaluation ranges and criteria
were determined over the mean value (Table 2). Factor analysis was carried out in order to ensure the
structural validity of the developed addiction scale and to obtain a functional dimension of the items in the
scale. Factor analysis enables the variables to be presented in a more meaningful and concise manner by
examining the mutual relations between the variables (Bayram, 2015). The Chi-Square test is used as a test of
independence as well as being used in cases where the significant difference between the variables are

investigated.
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Table 2. Digital Game Addiction Evaluation Criteria

Frequency Percentage (%)

Evaluation Range Evaluation Criteria
0-4 No Score or Low Level Addiction 504 45,8
5-9 Average Level Addiction 533 48,5
10-14 High Level Addiction 63 5,7
Total 1100 100,0

FINDINGS (RESULTS)

Table 3. Percentage and Frequency Distribution of the Digital Game Addiction Scale Items

DIGITAL GAME ADDICTION SURVEY FOR CHILDREN AT 9-11 AGE YES NO
GROUPS N % N %
1 Do you think about playing games even when you do not play 162 420 638 580
games?
2 | Do you look forward to the next time that you will play a game? 637 57,9 463 42,1
3 | Do you feel happy when you play a game? 1001 91,0 99 9,0
4 | Do you feel excited when you play a game? 739 67,2 361 32,8
5 | Is it enough for you to play games for the same duration of time? 370 33,6 730 66,4
6 Do you want to play the game for a longer time when you play a 437 39,7 663 60,3
game?
7 | Do you feel unhappy when you do not play a game? 290 26,4 810 73,6
8 | Do you feel angry when you do not play a game? 146 13,3 954 86,7
9 Do you argue with the person who restrain you from playing 243 22,1 857 77,9
games?
] Do you give misleading information about the duration of the 86 7,8 1014 92,2
o | 9ames you have played to your social circle (mother, father,
teacher, friend, etc.)?
1 . . 192 17,5 908 82,5
1 When necessary, can you give up playing the game?
1 | Do you want to play games when you see any of the digital 540 49,1 560 50,9
2 | gaming devices such as computers, tablets or mobile phones?
1 | Do you postpone any of your needs like eating, sleeping and using 193 17,5 907 82,5
3 | restroom to play games?
1 | Do you postpone your responsibilities such as doing homework,
4 | tidying up your room, doing personal cleaning to play games? 178 16,2 922 83,8

The scale items in the table given above are evaluated as Yes: 1, No: 0. Only the items 5 and 10 are scored
exactly the opposite.

Table 4. Digital Game Addiction Evaluation Results According to Gender

Gender (%)
Group Female Male Total X? Sd P
0-4 No Score or
Low Level 52,5 39,1 45,8
Addiction
5-9 Average
Level Addiction 44,2 52,7 48,5 26,817° 2,000
10-14 High Level
Addiction 3,3 8,2 5,7
Total 100,0 100,0 100,0

a. 0 cells (,0%) have expected count less than 5. The minimum expected count is 31,39.
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As seen in the table above, there is a significant difference between low level addiction of girls (52.5%) and low

level addiction of boys (39.1%).

Table 5. Digital Game Addiction Evaluation Results According to Age

Age(%)
Group 9 10 11 Total X? Sd P
0-4 No Score or
Low Level 34,1 42,6 62,5 45,8
Addiction
5-9 Average
Level Addiction 59,8 49,7 34,1 48,5 65,916° 4 ,000
10-14 High
Level Addiction 6,1 7,7 3,4 5,7
Total 100,0 100,0 100,0 100,0

a. 0 cells (,0%) have expected count less than 5. The minimum expected count is 19,36.

As seen in the table given above, the low level game addiction increases and the average and high level game
addiction decreases as the age increases. It was tested whether these increases and decreases were significant
(65, 916; p <0.05). It provided the result that the value is significant within the reliability level of 95%. In brief,

the low level game addiction increases and the average and high level game addiction decreases as the age

increases
Table 6. Factor Analysis Results
Component Extraction Sums of Squared Rotation Sums of Squared
Initial Eigen values Loadings Loadings
% of Cumulativ % of Cumulativ % of Cumulativ
Total Variance e % Total Variance e % Total  Variance e %

1 2,884 20,600 20,600 2,884 20,600 20,600 2,130 15,213 15,213
2 1,333 9,521 30,121 1,333 9,521 30,121 1,668 11,916 27,129
3 1,074 7,674 37,796 1,074 7,674 37,796 1,294 9,246 36,375
4 1,027 7,336 45,132 1,027 7,336 45,132 1,226 8,757 45,132
5 ,946 6,759 51,891
6 ,910 6,499 58,390
7 ,904 6,455 64,844
8 ,852 6,088 70,932
9 ,813 5,804 76,736
10 ,718 5,130 81,867
11 ,707 5,052 86,918
12 ,652 4,657 91,575
13 ,605 4,324 95,900
14 ,574 4,100 100,000

Extraction Method: Principal Component Analysis.
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When study data were subjected to factor analysis, game addiction of children was grouped according to four

main factors as seen in the table above:

The questions that make up dimension 1 are the questions 1, 2, 5, 6, 12 respectively. These items cover the
extreme focus on playing digital games and excessive desire to play games.

The questions that make up dimension 2 are 9th, 10th, 11th, 13th, 14th questions. These items indicate that
there is a desire to postpone any business for playing games.

The questions that make up dimension 3 are 7th and 8th questions. These items can be called as the dimension
of unhappiness and insufficiency.

The questions that make up dimension 4 are 3rd and 4th questions. These items can be called as the dimension

of happiness and excitement.

CONCLUSION and DISCUSSION

The level of digital game addiction of children aged between 9-11 was researched in this research. As a result
of analysis, it is seen that scores of digital game addiction vary by age and gender. According to gender,
significant differences are seen between low level addiction of girls and boys. We can say that level of boys'
addiction is higher in comparison to girls'. According to age, the low level game addiction increases and the
average and high level game addiction decreases as the age increases. In short, the low level game addiction

increases and the average and high level game addiction decreases as the age increases
The results of the researches related to addiction of digital game conducted in abroad are as follows:

According to Anderson’s study (2001); it was concluded that video games including violence affect behavior of
aggression positively in young adults. In the study of Weber, Ritterfeld and Mathiak (2006) addressing the
subject “Do video games including violence prompt aggression? An experimental functional magnetic
resonance imaging’’. Brain activities of the participants were measured when they played games including
violence. As a result of measurements carried out, it was seen that behavior of aggression displayed in the
game triggered defence mechanism taking part in the left lobe of the brain and similar reactions the brain gives
in case of any violence that could happen in real life. As a result of measurements carried out by Bartholov,
Bushman and Sestir (2006), levels of aggression and desensitization to violence are substantially higher than
gamers playing nonviolent games. According to results of research of Wallenius and Punamaki (2008), it is seen
that schoolboys play violent video games more in comparison to schoolgirls and the scores boys get directly on
scale of aggression come up more than the scores that girls get. It was seen that levels of playing violent games
of older students and levels of direct aggression are higher than younger students. According to results of the
study of Kneer, Glock, Beskes and Bente (2012), it was found out that aggressiveness and emotional instability
were accelerated in negative content games, while responses to social interaction and achievement dimensions
were higher in positive content games. According to results of research of Blinka and Mikuska (2014), it was

found that there was a high positive correlation among online game addiction, social motivation and duration
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of playing game, whereas there was a negative relationship among online game addiction and self-efficacy, age
and in-game friendship relationship. According to results of research of Miiller et al. (2014) titled as “Regular
game behavior and internet game disorder in young people in Europe”, 84% of boys, 42.8% of girls play online
games regularly and this result is on behalf of male gamers in astatistically significant level. The results in
comparison among countries related to levels of addiction according to age factor differ on behalf of Germany
and too little from Poland and Spain. In other words, there is a direct relation between level of addiction and
age factor. In the study ofKneer, Rieger, Ivory (2014) titled as “Awareness of risk factors related to addiction of
digital game”, the participants indicated factors such as “low self- respect”, “friendlessness”, “bad family

VY]

past”, “not having another hobby”’ as negative risk factors, whereas they described factors taking part in the

games such as “social interaction”,”success”’, “engrossment- drift’”’, “high self-respect”” are positive risk factors
that cause individuals to be addicted to games. In the result of the research Pallesen, Lorvik, Bu and Molde
(2015) titled as “Research on effects of treatment guide for addiction of video addiction”, it was seen that level
of video game addiction of 12 participants decreased but it was reported that this result was not statistically
significant. In the research of Donati, Chesi, Ammannato and Primi (2015) titled as “Variety and addiction in
games: video game variety and relation of addiction in male adolescents”, it was seen that there was a strongly
positive relation among level of video game addiction and game variety and duration of playing game. In the
research of Irles and Gomis (2015) titled as “Impulsivity and video game addiction”, the time that male
participants spend on the computer and level of frequency and level of video addiction concluded relatively
higher in comparison to female participants. In research of Fest, Scharkow and Quandt (2016), “Problematic
computer game playing (digital game) in adolescents, young people and adults”; there is an inversely
proportional relation between video game and level of addiction and it was found out that the young play
video game much more. It was seen that there was a meaningful and strong relation between duration of daily
playing game and level of video game addiction. It was found out that level of video game addiction of boys is
substantially higher than the girl’s levels. Park vd. (2016), in the research themed “Effects of virtual reality
games for online game addiction”, it was observed that there were no statistically significant differences
between groups whereas, scores of addiction between both cognitive — behavioural thearapy group (control)
and virtual-reality therapy group (experiment) significantly decrease in the result of four-week application. In
the study of Fréolichet al. (2016) titled as “Addiction of computer games in adolescents-sample of clinical
study’,’ it was concluded that 14,5% of women are highly addicted, and this difference is statistically relatively

significant, whereas 44,7% of men are highly addicted to computer games (digital game).
The results of some studies carried out related to addiction of digital game in our country is as as follows:

In the research of Pala and Erdem (2011) titled as “A study on relations between digital game preference and
gender due to game preference, class level and style of learning”, it was found out that there was a significant
relation between gender and game preference. Girls preferred real time games to whole time games whereas
boys preferred real and whole-time games at nearly same rates. According to the result of the research

conducted by Glinay (2011) titled as “Effects of violent online computer games on aggression reactions of
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primary school students”, it was found out that playing violent online computer game (digital game) had no
significant effect on physical and verbal aggression reactions. According to the result of the research conducted
by Demir (2011) titled as “Research on relation between computer games and psychopathology of children and
teenagers”, rate of playing computer games 4 times and more in a week are 33,4% in girls 72.1% in boys. A
statistically significant difference was found in favor of male in comparison of genders in terms of the
frequency of playing computer games per week. According to the result of the research of Horzum (2011),
titled as “Examination on computer game addiction level of primary school students according to various
factors”, it was observed that male students were found to have a higher level of game addiction compared to
female students in terms of the gender variable, and when the socio-economic level (SEL) is regarded, the
students in the upper SEL were found to have higher game addiction level than the students in the middle and
lower SEL, and in terms of grade level, the students in the 4th grade were found to have higher game addiction
level compared to the 3rd and 5th grade. In the result of the research conducted by Solak (2012) titled as “An
examination of the relationship between computer game attitudes and aggression and loneliness tendencies of
secondary school students”, it is concluded that secondary school students have a meaningful positive
relationship between computer game (digital game) attitudes and aggression tendencies, however, there is no
significant relationship between computer game attitudes and loneliness tendencies In the analysis performed
according to the gender variable, computer game attitude and negative personality attitude variables were
found to be significantly different in favor of men. Sahin and Tugrul (2012) found out in their study
"Examination on computer game addiction levels of primary school students" that male students have higher
levels of computer game (digital game) addiction than female students, the students who have a computer at
their home have higher levels of computer game addiction than the others and the students whose mothers
have higher educational background have higher levels of computer game (digital game) addiction than those
whose mothers have lower educational background. According to the result of research conducted by Akgay
and Ozcebe (2012) titled as “Evaluation of habits of playing computer games of children who get preschool
education and their families’”” it was indicated that the level of playing computer games of children whose
mothers or father play computer games (digital games)were higher in comparison to the ones whose mother
or father do not play. It was found out that level of playing computer game of boys was higher than girls.
Another result of research is that the frequency of playing games of children who are older was more in
comparison to children who are younger. According to the result of the research by Burak (2013) titled as
“Examination of effects of computer games on aggression levels of primary school first stage students”, a
difference in significant level was determined according to their gender and it was stated that level of
aggression of schoolboys was higher than schoolgirls. According to study conducted by Kose (2013) titled as'
'Investigating playing computer game habits and socialization of 13-14 age group adolescents" (Kutahya
Sample)”, it was found out that 76% of participants prefer individual game and computer games make
adolescents an individual. Nearly half of adolescents (48,5%) emphasized that computer games intervened
relations with their families. Celik (2013) found out in the research titled as “Determination of the effect of

computer and computer games on selected psychomotor development profiles of primary school second grade
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students” that there was a significant relation between frequency of using computer according to father’s
occupation of primary school students and it was seen that frequency of using computer of the students whose
fathers are civil servant are higher than the students whose fathers are described as workers, freelance and the
others. According to study of Ergin et al. (2013) titled as “Frequency of internet addiction in medical faculty
students and factors affecting them”’, it was seen that the difference was not significant whereas, level of being
risky to be addicted in men are higher in comparison to women. One of interesting results of the research,
possibility of level of being risky-addicted for people who do sport regularly came up to be relatively higher
than the ones who do not sport. In the research conducted by Gékgearslan and Durakoglu (2014) titled as
“Examination on level of computer game addiction of secondary school students according to various factors”,
level of game addiction of schoolboys came up to be higher than schoolgirls. Another significant result that
drew attention is the students whose mothers and fathers have graduate/doctorate degrees were found out
that have higher game addiction scores in comparison to the students whose mothers and fathers have
primary, secondary, high school degrees and bachelor/associate degree. According to results of research
Yesilyurt (2014) titled as “Experiences of adolescents in online games and research of their attitudes related to
the games”’, boys prefer sport, car racing, action and strategy role playing games, girls prefer desktop games
more. The highest level of online playing game motivation is escape dimension and the lowest level of online
playing game motivation is social relations dimension. It was seen that there was a positive relation between
self-respect and playing simulation games, there was a negative relation between social media games.
According to results of analysis of interviews, participants consider that playing online games contribute to
socializing in both virtual platform and real life. Adolescents do not agree the idea that online games cause
violence to themselves. According to result of another research,76,7% of boys, 50,0% of girls indicated that
they spend money for online games. According to the research conducted by Demirtas Madran and Ferligiil
Cakilci (2014) titled as “Video game addiction and aggression in individuals who play multiplayer online video
games”. It was reached to the conclusion that there was a relatively significant relation between aggression
scores of participants and scores of online video game addiction. It was seen that physical aggression scores of
boys are relatively higher in comparison to girls' scores. It was put forward that there were adversely significant
relations between age and level of addiction and aggression. According to the research conducted by Zorbaz et
al. (2014) titled as “The relation between video game addiction of primary school students and family
communication”, researchers indicated that preventive family behaviors cause children to spend more time on

the computer and therefore; level of video game addiction of children came up to be higher.

In the research carried out by Burak and Ahmetoglu (2015) with the aim of “Examining the effect of computer
games on aggression level of children”, they stated that 37,8% of the students play violent computer games
and 62,2% of them do not play violent games. Another result of the research that draws attention is that the
score of the children who play violent games came up to be higher than the children who do not play violent
games. According to the research conducted by Torun, Ak¢ay and Coklar (2015) related to “Examination on the
effects of computer games on academic behavior and social life of secondary school students”, it was observed

that the mostly-preferred games by students were action, sport, intelligence and adventure games. A
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remarkable result of the research is that playing computer game (digital game) does not substantially affect
social life of children. Another remarkable result is the finding that playing computer game does not affect level
of academic success. In the research conducted by Aydogdu Karaaaslan (2015) titled as “Digital games and
digital violence awareness: a comparative analysis carried out on parents and children”, it was observed that
88% of the participants spend 2-5 hours of their free times on the net and computer. 71% of these children use
that time to play game. It was concluded that boys prefer violent games more than girls and they assimilate
themselves with game characters more. In the study of Agaoglu and Metin (2015) carried out with the aim of
examining the level of playing violent computer games of 4-8thgrade students who participate in Bilim ve Sanat
Merkezi (BILSEM) and who do not participate, it was determined that the participants who go to BILSEM plays
more computer games(digital game) and they mostly prefer adventure and intelligence-logic games when
compared to the participants who don't go to BILSEM. They also came up with the conclusion that only those
students who are getting formal education play violent games more often than the others ('Science and Art

Centre in Turkey).

SUGGESTIONS

One of the most effective ways to deal with digital gaming addiction is to direct children to physical activities.

However, parents, teachers and students should be informed about digital gaming addiction.
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9-11 YAS GRUBU COCUKLARDA DiJiTAL OYUN BAGIMLILIGININ ARASTIRILMASI:
KIRSEHIR iLi ORNEGI

GiRIS

Bircok aile ve 6gretmen cocuklarin ders galismadaki isteksizligi ve bilgisayar oyunlariyla gegirilen vakitteki
istekliligine dair sikayette bulunmaktadir. Bu durum bilgisayar oyunlarinin ¢ocuklarin ilgilerini gekme ve onlari
motive etme acisindan oldukga gii¢li oldugunu ortaya ¢ikarmakta, bu da tekrar tekrar oyun oynama istegini
beraberinde getirmektedir. Bu yoniyle dusindldiginde bagimh, oyunla bitinlesir ve tim hayatinda onu
yasamaya baslar. En dnemli géstergesi ¢ocuklarin oyunlardaki karakterlerle kendilerini asiri iliskilendirmeleridir.
Bu iliskilendirme de olime giden olaylari ortaya cikarmaktadir. Bu nedenle bilgisayar oyunlarinin ve
bagimlihginin arastiriimasi olduk¢a 6nemlidir. Bu ¢alismanin amaci Kirsehir ilinde 6grenim géren 9-11 yas grubu

¢ocuklarda dijital oyun bagimliliginin arastirmaktir.

YONTEM

Bu arastirmada, var olan bir durum hicbir degisiklik yapilmadan var oldugu sekliyle ele alinip betimlenmeye
calisildigi i¢in tarama modeli kullaniimistir. Calismanin evrenini 9-11 yas grubu ¢ocuklar, 6rneklemini ise amagli
orneklem yontemi ile secgilen 2016-2017 egitim-6gretim doneminde Kirsehir ilinde bulunan Milli Egitim
Bakanligina bagh 6 (Mehmet Hiisnii Ozyegin, Erol Giingér, Siileyman Tiirkmani ve Sirri Kardes ilkokulu; Cacabey,
23 Nisan Ortaokulu) devlet okulunda O6grenim goéren 552’si kiz 548’i erkek toplam 1100 &grenci

olusturmaktadir.

Veri toplama aracinin olusturulmasinda uzmanlar esliginde hazirlanan 5 maddelik bir yari yapilandiriimig
goriasme formu hazirlanmis, glnliik ortalama 30-60 dk ve (izeri oyun oynayan ve yaslari 9-11 arasinda degisen
20 cocukla yari yapilandirnilmis gériisme teknigine gére gériismeler yapilmistir. Onceden belirlenmis ifade ve
soru yanitlari yoktur. Goérismelerden elde edilen veriler igerik analizine tabi tutularak madde havuzunun
olusturulmasinda yararlanilmistir. Bununla birlikte literatiir taramasi yapilmis ve literatiirde yer alan diger 6lcek
ve kaynaklardan yararlanilarak toplam 14 maddelik bir form olusturulmustur. Olusturulan maddeler biri alan
uzmani, bir 6lgme-degerlendirme ve bir dil uzmani olmak tzere toplam li¢ uzman tarafindan degerlendirilmis ve
Olgegin 14 maddeden olusturulmasina karar verilerek deneme formu olusturulmustur. 60 cocuga pilot
uygulamadan sonra son dizeltmeler yapilmistir.Anket sorularinin Cronbach’s Alpha degeri 69,6’dir. Bu da anket

sorularinin givenilir oldugu sonucunu vermektedir.

Verilerin analizinde yiizde, frekans, faktér analizi ve Ki-kare testi kullanilmistir. Ogrencilerin bilgisayar
oyunlarinin etkilerine yonelik gorislerini degerlendirebilmek igin ortalama deger Uzerinden lg¢ degerlendirme

aralig1 ve kriteri belirlenmistir. Gelistirilen bagimlilik 6lceginin yapi gegerliligini saglamak ve oOlgekte yer alan
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maddelerin islevsel bir boyutlandirmasinin elde edilebilmesi amaciyla faktor analizi yapilmistir. Faktor analizi,
degiskenler arasindaki karsilikh iliskileri inceleyerek, degiskenlerin daha anlamli ve 6zet bir sekilde sunulmasini
saglar. Ki-Kare testi bagimsizlik testi olarak kullanildigi gibi degisenler arasinda anlamli fark olup olmadiginin

arastirildigi durumlarda da kullanilan bir testtir.

BULGULAR

Arastirma bulgularina gore, kizlarin distk bagimlilik seviyeleri ile ( % 52,5) erkeklerin disiik bagimlilik seviyeleri
(% 39,1) arasinda anlamli farklilik goriilmektedir. Yas ilerledikge disiik seviye oyun bagimliliginin arttig1 orta
dizey ve yiksek oyun bagimliliginin azaldigi gériilmektedir. Bu artma ve azalmalarin anlamli olup olmadigi test
edilmistir(65, 916; p<0,05). Bu da degerin % 95 givenlik seviyesi igerisinde anlaml oldugunu sonucunu

vermektedir. Kisacasli yas ilerledik¢e oyun bagimliligi seviyesi diismektedir ve bu sonug tesadifi degil anlamhdir.
Bu arastirmada ¢ocuklarin oyun bagimhliklari 4 ana faktor tGzerinden gruplandiriimistir:

1. Boyutun meydana geldigi grup sorulari sirasiyla 1, 2, 5, 6, 12. sorulardir. Dijital oyun oynamaya yonelik asiri
odaklanma ve asiri oyun oynama arzusu iginde olan maddelerdir.

2. Boyutu meydana getiren sorular 9, 10, 11, 13, 14. sorulardir. Bu maddeler herhangi bir isi erteleme
arzusunda oldugunu belirtmektedir.

3. Boyutu meydana getiren sorular 7 ve 8. sorulardir. Bu maddeler mutsuzluk ve eksiklik boyutu olarak
adlandirilabilir.

4. Boyutu meydana getiren sorular 3 ve 4. sorulardir. Bu maddeler de mutluluk, heyecan boyutu olarak

adlandirilabilir.

TARTISMA VE SONUG

Bu arastirmada, 9-11 yas grubu cocuklarda dijital oyun bagimhhk dizeyleri arastirilmistir. Yapilan analizler
sonucunda dijital oyun bagimhligi puanlari cinsiyet ve yasa gore degistigi gortilmektedir. Cinsiyete gore; kizlarin
disuk bagimhlik seviyeleri ile erkeklerin diisik bagimlilik seviyeleri arasinda anlamli farklilk gorilmektedir.
Erkeklerin bagimlilik diizeyi kizlara gore daha yliksek denilebilir. Yasa gore ise, yas ilerledikge disiik seviye oyun
bagimliiginin arttigl orta dizey ve yiksek oyun bagimliliginin azaldigi gorilmektedir. Kisacasi yas ilerledikce
oyun bagimhhg! seviyesi dismektedir ve bu sonug tesadifi degil anlamlidir. Kisacasi yas ilerledikce oyun
bagimlilig seviyesi diismektedir ve bu sonug tesadiifi degil anlamhdir. Dijital oyun bagimlilgi ile bas etmede en
etkili yontemlerden birisi cocuklari fiziksel aktivitelere yonlendirmektir. Bununla birlikte dijital oyun bagimhhgi

konusunda veliler, 6gretmenler ve 6grenciler bilgilendirilmelidir.

Anahtar Kelimeler: Dijital oyun, bagimlilik, 9-11 yas grubu
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