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In this study, the relationship between the digital game addiction levels of secondary
school students and their problem solving skills was tried to be revealed. The research
was designed in descriptive survey model. The study group of the research consists of
524 secondary school students, including 224 male students and 300 female students.
The research data were collected with the personal information form developed by the
researchers, the "Problem Solving Inventory for Children" developed by Serin, Bulut-
Serin and Saygili (2010), and the "Digital Game Addiction Scale for Children"
developed by Hazar and Hazar (2017). Descriptive statistics, One-way Anova test,
Pearson correlation test and simple partial regression tests were used to analyze the
research data. As a result of the research, it was reached that the digital game addiction
levels of secondary school students are in the low-risk group. In addition, it was found
that the digital game addiction levels of the students differed significantly according to
the gender and whether the students had their own smart mobile phones or not. In
addition, it was found that there was a moderate, negative and significant relationship
between students' problem solving skills and digital game addiction levels, and that
students' digital game addiction levels were an important predictor of their problem
solving skills.
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Bu arastirmada ortaokul 6grencilerinin dijital oyun bagimhilig: diizeyleri ile problem ¢6zme
becerileri arasindaki iliski ortaya ¢ikarilmaya calisgitlmistir. Arastirma betimsel tarama
modelinde tasarlanmistir. Arastirmanin c¢alisma grubunu 224 erkek Ogrenci ve 300 kiz
Ogrenci olmak iizere 524 ortaokul Ogrencisi olusturmaktadir. Arastirma verileri
arastirmacilar tarafindan gelistirilen kisisel bilgi formu, Serin, Bulut-Serin ve Saygili (2010)
tarafindan gelistirilen “Cocuklar Icin Problem C6ézme Envanteri” ve Hazar ve Hazar (2017)
tarafindan gelistirilen “Cocuklar igin Dijital Oyun Bagimliligi Olgegi” ile toplanmigtir.
Aragtirma verilerinin analiz edilmesinde betimsel istatistikler, One-way Anova testi,
pearson korelasyon testi ve basit kismi regresyon testleri kullarulmistir. Arastirma
sonucunda ortaokul &grencilerinin dijital oyun bagimhlig: diizeylerinin az riskli grupta
oldugu sonucuna ulasimustir. Ayrica Ogrencilerin dijital oyun bagimlhihig: diizeylerinin
cinsiyete ve 0grencilerin kendine ait akilli cep telefonu olup olmama degiskenlerine gore
anlaml farkhilik gosterdigi bulgusu elde edilmistir. Bunlara ek olarak 6grencilerin problem
¢6zme becerileri ile dijital oyun bagimhilig: diizeyleri arasinda orta diizeyde, negatif ve
anlamli bir iliski oldugu ve Ogrencilerin dijital oyun bagimliligi diizeylerinin problem
¢6zme becerilerinin 6nemli bir yordayicisi oldugu bulunmustur.

Sorumlu  Yazar:  Mehmet

Akif  Bircan, Dr. Ogr. Uyesi, Sivas Cumhuriyet Universitesi, Tiirkiye,

mehmetakifbircan@cumhurivet.edu.tr, ORCID ID: 0000-0003-2442-0600

Yazar 2: Ibrahim Enes Oner, Ogretmen, Emirseyit Ortaokulu, Tiirkiye, ienesoner@gmail.com, ORCID ID: 0000-0002-9513-8242

Atif igin: Bircan, M.A. & Oner, 1. E., (2022). Ortaokul 6grencilerinin dijital oyun bagimlilig1 diizeyleri ile problem ¢6zme beceri
diizeyleri arasindaki iliskinin incelenmesi. Kirsehir Egitim Fakiiltesi Dergisi, 23(2), 1934-1959.


mailto:mehmetakifbircan@cumhuriyet.edu.tr
mailto:ienesoner@gmail.com

KEFAD Cilt 23, Say1 2, Agustos, 2022
Giris

Insanlarin dogay1 ve yasami 6grenmek amaciyla kullandiklari1 oyunlar (Gengoglu, 2010) belirli

bir amag¢ dogrultusunda, kurallar cercevesinde ve nihai bir hedefe yonelik gergeklestirilir. Boylece
gercek hayata yonelik etkinlikler yapilarak bireylerin hosca zaman gecirmeleri ve eglenirken
ogrenmeleri saglamir (Dénmez, 1992). Insanlar ozellikle kiigiik yaglarda oyun sayesinde, kas
koordinasyonlar1 yardimi ile gorevler gergeklestirirken (Mitchell, 2012) problem ¢dzme, gorevleri es
zamanli yerine getirme, yaratici diisiinme ve stratejik diisiinme gibi zihinsel gorevleri de yapabilirler
(Green ve Bavelier, 2008). Ayni zamanda ¢ocuklar oyunlar araciligiyla yaparak ve yasayarak yeni
bilgiler 6grenirken (Kaynar, 2020), oyunlarda biiriindiikleri roller ile hayata dair tecriibeler edinirler
(Marsell, 2009). Cocuklar icin oyunlar fiziksel ihtiya¢ olup sosyal, psikolojik, fiziksel ve duygusal
olarak cocuklar1 etkileyerek farkli yonlerden gelisimlerine yardimci olur (Arkun-Kocadere, 2019;
Giilhan, 2012). Burada sozii edilen 6zelliklerinden dolay1 oyunlarin; gocuklarin fiziksel, sosyal ve
biligsel gelisimleri agisindan son derece 6nemli oldugu ifade edilebilir. Ayn1 zamanda ¢ocuklar igin

oyunlar vazgegilmez bir eglence aracidir. Cocuklar oyun oynarken eglenerek 6grenirler ve gelisirler.

Glintimiizde internet kullanimi yayginlasmakta, bilgi ve iletisim teknolojisi araglarina erisim
kolaylasmaktadir. Bu teknolojilerinin kullaniminin toplumun biitiin kesimlerine yayginlasmasi ile
birlikte insanlarin giinlik yasam rutinleri geleneksel ortamlardan dijital platformlara dogru
kaymaktadir. Ornegin son yillarda insanlar, resmi kurum islemlerini elektronik devlet uygulamalari
araciligy ile gerceklestirmekte, egitim ve saglk gibi temel hizmetleri dijital uygulamalar aracilig: ile
almakta ve internet tabanli mobil alisveris uygulamalarini kullanmaktadirlar. Boyle bir ortamda
¢ocuklarin oyun aliskanliklar1 ve mekanlar1 da degismektedir. Teknoloji yayginlasmadan &nce oyun
denince akla celik-comak, bes tas gibi geleneksel oyunlar gelirken teknolojinin gelismesi ile birlikte
artik dijital oyunlar yayginlasmistir (Durgut, 2016). Dijital oyunlar tablet, bilgisayar, oyun konsolu ve
cep telefonu gibi donanim araglari yardimi ile oynanan oyunlardir (Samur, 2016) ve yas fark
etmeksizin bireysel ya da bagka insanlarla oyun oynama imkani sunar (Consalvo, 2012). Aym
zamanda dijital oyunlar, bireylerin eglenceli bir sekilde bos zamanlarini gegirdikleri bir etkinlik halini
almistir (Erkan, 2019). Bununla birlikte oyunlarin sonunu gorme istegi, seviye atlama, miicadele etme
ve kazanma arzusu oyunlar1 daha ¢ok tercih edilir hale getirmistir (Arkun-Kocadere ve Samur 2016;
Oral, 2018). Gorselligin 6n planda olmasi ve oyuncularin oyunlara istedikleri zamanda erigsmeleri
geleneksel oyunlarin yerini dijital oyunlara birakmasina sebep olmustur (Ceylaner ve Yanpar Yelken,
2017). Bilgi Teknolojileri ve Iletisim Kurumu [BTK]'nin yaymladigi Dijital Oyunlar Raporu'nda 1951
yilinda ilk video oyunun gelistirilmesi ile ortaya ¢ikan dijital oyun sektoriiniin 2020 yilinda 159 milyar
dolarlik bir maddi hacme ulastig1l, bu rakamin 2026 yilina kadar 295 milyar dolar1 asacag: ifade
edilmektedir. Yine ayni raporda 2.7 milyar dijital oyun oyuncusunun var oldugundan da soz
edilmektedir (BTK, 2020). Tiirkiye Istatistik Kurumu [TUIK] (2021) tarafindan yapilan arastirmada ise

¢ocuklarin %36’s1 dijital oyun oynadigini beyan etmistir. Bu raporda bu bilgiye ek olarak dijital oyun
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oynadigini ifade eden c¢ocuklarin %94,7'sinin neredeyse her giin ya da haftada en az bir defa dijital
oyun oynadigl bulgusuna da yer verilmistir (TUIK, 2021). Bu veriler dogrultusunda ¢ocuklar
tarafindan dijital oyunlarin oynanma oranin yiiksek oldugu soylenebilir. Bu durumlarin yani sira
burada sozii edilen sekilde dijital oyunlarin ilgi ¢ekici olmasi, dijital oyunlara erisimin kolaylasmasi ve
bilgi iletisim teknolojisi araglarinin yayginlasmasi yeni bir bagimlilik tiiriinii ortaya ¢ikarmistir. Bu

bagimlilik tiirii dijital oyun bagimliligidir.

Dijital oyun bagimlili§1 son yillarda ortaya ¢ikmakla beraber giin gegtikce bireylerde goriilme
siklig1 yaygin olan bir bagimhilik tiirtidiir. Dijital oyun bagimliligi daha ¢ok ergenleri ve ¢ocuklar:
tehdit etmektedir (Saglik Bakanhgi, 2018). Dijital oyun bagimliligi; bireylerde sosyal ya da bireysel
sorunlardan meydana gelen olumsuz durumlari inatla dijital ortamda oyun oynayarak giderme ve
erteleme davranisi olarak ifade edilmektedir (Lemmens, Valkenburg ve Peter; 2009). Ayni zamanda
dijital oyun bagimliligi, oyuncularda sinirsel ve ruhsal problemler meydana getirmesine ragmen
oyuncularin siirekli olarak dijital oyun oynamalar: ve bu durumun kontrolden ¢ikmas olarak ifade
edilebilir (Pallesen, Lorvik, Bu ve Molde, 2015). Dijital oyun bagimliliginin bireylerin yasantilarini
sekillendirmeleri iizerine biiyiik etkisi var olmakla birlikte (Unal ve Bati, 2011) dijital oyunlarin
kontrolsiiz bir sekilde oynanmas: ve asir1 derecede oyun oynanmaya devam edilmesi neticesinde
bireyler sosyal hayatta, aile hayatinda, is ve okul hayatinda ve diger alanlarda olumsuz durumlar ile
karsilasilabilmektedir (Delebe, 2020). Dijital oyun bagimliliginin ¢ocuklar {izerisinde ki olumsuz
etkileri su sekilde siralanabilir (Saglik Bakanligi, 2018): a)cocuklarin sosyal alanlardan uzak kalarak
sosyallemesini engeller b) ¢ocuklarin sorumluluk duygusunun gelismesini engeller c) ¢ocuklarin
akademik basarisini olumsuz etkiler d)dil becerilerinin gelisimini olumsuz etkiler e) konusma ve

yazma becerilerini olumsuz etkiler f) beslenme aliskanliklarinin bozulmasina sebep olur

Problem ¢6zme, bireylerin belirledikleri hedeflere ulasmak ve gorevlerini yapmak icin
karsilastiklar1 sorunlari, mevcut ¢oziim yollarinin yani sira yeni yollar aramalar ile gerceklesen
problem ¢ozme islemidir (Korkut, 2002). Ayrica problem ¢ozerken islemleri belirli bir siraya koyup
sistematiklestirerek ¢6ziimii yapabilme yeterliligi problem ¢6zmeyi olusturur (Soylu ve Soylu, 2006).
Ayni zamanda problem ¢dzme ile bireyler karsilarina ¢ikan giigliikleri kendi bilgi deneyimine dayali
olarak yeni fikirler ortaya ¢ikarir ve bu durumlar: asarlar (Alemdar Cogskun, 2016). Bununla birlikte
ogrenciler sayisal derslerle sinirli olarak degil giinliik yasamda karsilastiklar1 olumsuz durumlarla bas
edebilmeleri, bu olumsuzluklar1 ortadan kaldirabilmeleri ve bu siirecleri rahat bir sekilde
yliriitebilmeleri i¢in problem ¢6zme becerilerinin gelistirilmesi gerekmektedir (NTCM, 2017). Egitim
hayatinda problem ¢dzme en Onemli becerilerden biri olarak kabul edilir (Kagar, 2019). Problem
¢ozme bireylere kazandirilmas: gereken becerilerden birisidir. Bireylerin problem ¢ézme becerileri
gelistikce matematigi karst da olumlu tutum gelistirirler. Bununla birlikte bireylerin iist diizey
diisiinme, isbirligi ve iletisim gibi becerileri de gelisir (Pesen, 2019). Giintimiiz diinyasinda bireylerin

is, aile ve toplum hayati gibi her alanda mutlu ve basarili olabilmesi icin egitimciler, sivil toplum
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kuruluslar1 ve meslek orgiitleri tarafindan hangi becerilere sahip olmasi gerektigi yoniinde ¢alismalar
yiliriitiilmektedir. Bu ¢alismalar sonucunda belirlenen en 6nemli becerilerden biri de problem ¢6zme
becerisidir. Bu nedenle iilkeler 6gretim programlarini olustururken problem ¢ozme becerilerinin
kazanilmasina dair amaglara programlarda yer vermektedirler. Ornegin Milli Egitim Bakanlig
tarafindan 2018 yilinda glincellenen Ogretim programlarinda problem ¢ozebilen bireylerin

yetistirilmesine yonelik 6grenme ¢iktilarina yer verilmistir.

Literatiirde dijital oyun bagimliligi ve problem c¢6zme becerileri ile ilgili arastirmalar
incelendiginde bu iki kavrami ayr1 ayr ele alan arastirmalarin oldugu fakat ikisi arasindaki iliskiyi
irdeleyen g¢alismalarin olmadig1 goriilmektedir. Bunun yani sira dijital oyun bagimlilig: ile diger
degiskenler arasindaki iliskiyi arastiran caligmalar mevcuttur. Ornegin alan yazinda dijital oyun
bagimhilig1 ve saldirganlik (McLean ve Griffiths, 2013; Koo ve Kwoon, 2014; Giivendi, Tekkursun
Demir ve Keskin, 2019; Rosendo-Rios, Trott ve Shukla,2022); dijital oyun bagimliligina bagh olarak
fiziksel davranislar1 yapma siireklilikleri (Mitchell, 2012; Hazar, Tekkursun Demir, Naml ve Tiirkeli,
2017; Kim ve dig. 2020); dijital oyun bagimliligi, 6zdenetim ve sosyal egilim (Bates, 2005; Koo ve
Kwoon, 2014; Aksel, 2018, Rosendo-Rios, Trott ve Shukla,2022) degiskenleri arasindaki iliskiyi
inceleyen calismalar vardir. Dijital oyun bagimliliginin bireylerin problem ¢dzme becerilerine olan
etkisini belirlemeyi amaclayan bu calisma alana elde ettigi bulgularla 6nemli katki saglayacag:
diistiniilmektedir. Bu amagla arastirmada “Ortaokul 6grencilerinin dijital oyun bagimlilig: diizeyleri
ile problem ¢6zme becerileri arasinda anlaml bir iliski var midir?” problemine yarnit aranmistir. Bu

problem ciimlesi dogrultusunda arastirmanin alt problemleri de su sekilde belirlenmistir:

1- Ortaokul 6grencilerinin dijital oyun bagimlilig: diizeyleri hangi diizeydedir?

2- Ortaokul 6grencilerinin dijital oyun bagimlilig1 diizeyleri kendine ait bilgisayari, tableti ve
akilli cep telefonu olup olmama degiskenlerine gore anlamli farklilik gostermekte midir?

3- Ortaokul 6grencilerinin problem ¢dzme becerileri nasildir?

4- Ortaokul 6grencilerinin dijital oyun bagimliligi diizeyleri ile problem ¢6zme becerileri
arasimnda anlamli bir iligki var midir?

5- Ortaokul 6grencilerinin dijital oyun bagimlilig1 diizeyleri problem ¢6zme becerilerinin

anlamli bir yordayicist midir?
Yontem
Arastirma Modeli

Arastirma kapsaminda ortaokul 6grencilerinin dijital oyun bagimlilig: diizeyleri ile problem
¢ozme becerileri arasinda bir iliski olup olmadig1 incelenmistir. Arastirma genel tarama

modellerinden iliskisel tarama modelinde desenlenmistir (Fraenkel ve Wallen, 2009).
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Calisma Grubu

Aragtirma, 224 erkek Ogrenci ve 300 kiz ogrenci olmak lizere 524 ortaokul Ggrencisi ile

yliritiilmiistiir. Ogrencilerin smif diizeylerine gore dagilimlar: Tablo 1’de verilmistir.

Tablo 1. Calisma grubunun smif diizeylerine gore dagilim

Toplam
Besinci sinif 134
Altincr sinif 107
Yedinci sinif 138
Sekizinci sinif 145
Toplam 524

Tablo 1'de yer verilen veriler incelendiginde 134 6grencinin besinci smifa, 107 6grencinin

altinci simifa, 138 Ogrencinin yedinci smifa ve 145 Ogrencinin sekizinci smifa

devam ettigi

goriilmektedir. Calisma grubundaki 6grencilerin bilgi ve iletisim teknolojileri kullanim diizeylerine ait

veriler Tablo 2’de sunulmustur.

Tablo 2. Ortaokul 6grencilerinin bilgi ve iletisim teknolojileri kullanim diizeyleri

N %
) o Evet 142 72,9
Kendine ait bilgisayar1 var m1?
Hayir 382 27,1
Evet 228 56,5
Kendine ait tableti var m1?
Hayir 296 43,5
Evet 149 28,4
Kendine ait akilli telefonu var m1? H\;eyu* 375 716
Evet 425 81,1
Evde internet var m1?
Hayr 99 18,9
Hi¢ oynamam 99 18,9
0-1 saat 168 32,1
1-3 saat 164 31,3
Dijital oyun oynama siiresi
3-5 saat 59 11,3
5-7 saat 16 3,1
7 saatten fazla 18 3,4

Tablo 2’de sunulan veriler incelendiginde 142 Ogrencinin kendine ait bilgisayari, 228

Ogrencinin kendine ait tableti ve 149 6grencinin kendine ait akilli cep telefonu oldugu goriilmektedir.

Ayrica 429 dgrencinin evinde internet erisimi oldugu goriilmektedir. Ogrencilerin dijital oyun oynama

siireleri incelendiginde; 168 (%32,1)’inin 0-1 saat, 164 (%31,3)"iiniin 1-3 saat, 59 (%11,3)’'unun 3-5 saat,

18 (%3,4)'inin 7 saatten fazla ve 16 (%3,1)’simin 5-7 saat araliginda dijital oyun oynamaya zaman

ayirdiklar1 goriilmektedir. Bununla birlikte 99 (%18,9) 6grenci hi¢ dijital oyun oynamadigini ifade

etmistir.
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Veri Toplama Araglarn

Kisisel bilgi formu: Arastirmada arastirmacilar tarafindan gelistirilen kisisel bilgi formunda
Ogrencilerin cinsiyet, sinif bilgileri ile bilgi iletisim teknolojileri kullanim diizeylerine ait bilgiler yer

almaktadir.

Cocuklar i¢in problem ¢6zme envanteri: Serin, Bulut-Serin ve Saygili (2010) tarafindan gelistirilen
Olcek {ic faktor ve toplam 24 maddeden olusmaktadir. Olcekte problem ¢dzme becerisine giiven, 6z
denetim ve kagmma faktorleri yer almaktadir. Olgekte yer verilen maddeler hicbir zaman boyle
davranmam (1), ender olarak boyle davranirim (2), arada sirada boyle davranirim (3), sik sik boyle
davranirim (4) ve her zaman boyle davranirim (5) seklinde dlgeklendirilmistir. Olgegin yayinlandig:
calismada Cronbach Alpha i¢ tutarhilik katsayilari hesaplanmis ve giivenirlik katsayis1 .80 olarak
bulunmustur. Olgegin uygulama grubuna ait Cronbach Alpha giivenirlik katsayisi .88 olarak

hesaplanmuistir.

Cocuklar i¢in dijital oyun bagimlilig: 6l¢egi: Hazar ve Hazar (2017) tarafindan gelistirilen 6lgek dort
faktor ve toplam 24 maddeden olugsmaktadir. Olgekte dijital oyun oynamaya yonelik asir1 odaklanma
ve catisma, oyun siiresinde tolerans gelisimi ve oyuna yiiklenen deger, bireysel ve sosyal
gorevlerin/6devlerin ertelenmesi, yoksunlugun psikolojik-fizyolojik yansimasi ve oyuna dalma
faktorleri yer almaktadir. Olgekte yer verilen maddeler hi¢ katilmiyorum (1), katilmiyorum (2),
kararsizim (3), katiliyorum (4) ve tamamen katiliyorum (5) seklinde dlgeklendirilmistir. Olgegin
yayinlandigr calismada Cronbach Alpha i¢ tutarlilik katsayilar1 hesaplanmis ve giivenirlik katsayis .90
olarak bulunmustur. Olgegin uygulama grubuna ait Cronbach Alpha giivenirlik katsayisi, .94 olarak

hesaplanmistir. Olgek puanlamasimin derecelendirmesinde ise;
1-24: Normal grup,
25-48: Az riskli grup,
49-72 Riskli grup,
73-96 Bagimli grup,
97-120 Yiiksek diizeyde bagimli grup” olarak degerlendirilmektedir.
Verilerin Toplanmasi

Arastirmada kullanilan veri toplama araglar1 Google Formlar aracilig: ile elektronik ortama
aktarilmistir. Google Formlar ile olusturulan veri toplama araglarina 6grencilerin erisimi saglanmis ve

veriler iki haftalik siire igerisinde toplanmuistir.
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Verilerin Analizi
Arastirma verileri SPSS 21 programi kullanilarak analiz edilmistir. Arastirmada nicel veriler
analiz edilirken Olgeklerden elde edilen puanlarin betimsel istatistiklerine bakilarak normallik

durumlarina karar verilmistir.

Tablo 3. Olgeklere ait betimsel istatistik degerleri

Carpiklik katsayisi Basiklik Katsayis1
CPCE -,403 -,057
CDOBO ,998 ,793

Cocuklar ic¢in problem ¢6zme envanteri ile ¢ocuklar icin dijital oyun bagimliligi Olcegi
verilerinden elde edilen carpiklik ve basiklik katsayist degerleri -1, +1 araliginda oldugu igin verilerin
normal dagilim 6zelligi gosterdigi kabul edilmis ve verilerin analiz edilmesinde parametrik testlerden

faydalanilmistir.
Arastirmanin Etik izinleri

Yapilan bu calismada “Yiiksekogretim Kurumlar: Bilimsel Arastirma ve Yaym Etigi
Yonergesi” kapsaminda uyulmas: belirtilen tiim kurallara uyulmustur. Yoénergenin ikinci bolimii
olan “Bilimsel Arastirma ve Yayin Etigine Aykiri Eylemler” bashg: altinda belirtilen eylemlerden

higbiri gerceklestirilmemistir.
Etik kurul izin bilgileri:

Etik degerlendirmeyi yapan kurul adi = Sivas Cumhuriyet Universitesi Bilimsel Arastirma ve Yayin

Etigi Sosyal ve Begeri Bilimler Kurulu
Etik degerlendirme kararinin tarihi= 06.07.2021
Etik degerlendirme belgesi say1 numarasi= 55672
Bulgular ve Yorum
Ortaokul 6grencilerinin dijital oyun bagimlilig1 diizeylerine ait veriler Tablo 4’te verilmistir.

Tablo 4. Ortaokul 6grencilerinin dijital oyun bagimlilig diizeyleri

CDOBO N X Ss
Toplam 524 44,70 16,72

Tablo 4 incelendiginde ortaokul 6grencilerinin dijital oyun bagimlilig1 Slgeginden ortalama
44,70 puan aldiklar1 goriilmektedir. Bu puana gore ortaokul 6grencilerinin dijital oyun bagimlilig:

yoniinden az riskli grupta olduklari ifade edilebilir.

Ortaokul ogrencilerinin dijital oyun bagimlilig1 diizeylerinin cinsiyet degiskeni agisindan

incelenmesine ait veriler Tablo 5'te verilmistir.
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Tablo 5. Ortaokul 63rencilerinin dijital oyun bagimhilhi$ diizeylerinin cinsiyet deiskeni agisindan incelenmesi

Cinsiyet N X S sd t p
Dijital oyun Kiz 300 40,49 13,41 381,36 6,64 ,00
bagimlilig:
Erkek 224 50,35 18,93

Tablo 5 incelendiginde ortaokul 6grencilerinin dijital oyun bagimlilig1 diizeylerinin cinsiyete

gore anlaml bir farklilik gosterdigi goriilmektedir (p <,05).

Ortaokul 6grencilerinin dijital oyun bagimlilig1 diizeylerinin kendine ait bilgisayari, tableti ve

akilli cep telefonu olup olmama degiskenleri agisindan incelenmesine ait veriler Tablo 6’da verilmistir.

Tablo 6. Ortaokul dgrencilerinin dijital oyun bagimlhihd: diizeylerinin kendine ait bilgisayari, tableti ve akilli
cep telefonu olup olmama degiskenleri agisindan incelenmesi

Kendine Ait Dijital N X S sd t p
Materyal Durumu
Kendine ait Var 142 46,74 16,77 522 -1,70 ,089
bilgisayar1 Yok 382 43,95 16,45
Kendine  ait Var 228 45,39 18,08 522 -,817 414
tableti Yok 296 44,18 15,59
Kendine ait Var 149 47,08 17,44 522 -2,05 ,041
akilli telefonu Yok 375 43,76 16,35

Tablo 6 incelendiginde ortaokul 6grencilerinin dijital oyun bagimlilig1 diizeylerinin kendine
ait bilgisayar1 ve tableti olup olmama degiskenine gore anlamli farkliik gostermedigi (p>,05) fakat
kendine ait akilli cep telefonu olup olmama degiskenine gore anlaml farkliik gosterdigi

goriilmektedir (p<,05).
Ortaokul 6grencilerinin problem ¢dzme becerilerine ait veriler Tablo 7’de verilmistir.

Tablo 7. Ortaokul 63rencilerinin Problem Cozme Becerileri
CPCE N X Ss
524 3,68 ,64

Tablo 7 incelendiginde ortaokul 6grencilerinin problem ¢6zme becerilerinin “arada sirada

boyle davranirim” (X= 3,68) diizeyine yakin oldugu goriilmektedir.

Ortaokul ogrencilerinin problem ¢ozme becerileri ile dijital oyun bagimlihigi diizeyleri

arasindaki iligkinin incelenmesine ait veriler Tablo 8 de verilmistir.

Tablo 8. Ortaokul 6grencilerinin problem ¢ozme becerileri ile dijital oyun bagimlhilhi§ diizeyleri arasindaki iliski

CPCE

r 488
p ,000

Tablo 8 incelendiginde ortaokul Ogrencilerinin problem ¢6zme becerileri ile dijital oyun
bagimhilig1 diizeyleri arasinda orta diizeyde, negatif ve anlaml bir iligki oldugu goriilmektedir (r= -

488 p< ,05).
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Ogrencilerin dijital oyun bagimlilig1 diizeyleri problem ¢ozme becerileri arasindaki regresyon

analizi sonuglar1 Tablo 9'da verilmistir.

Tablo 9. Ortaokul dgrencilerinin dijital oyun bagimhili§r diizeyleri ile problem ¢bzme becerileri arasindaki
regresyon analizi sonuglar

Yordanan Yordayici

2
degisken degisken R R F B B t P

Problem ¢6zme  Dijital oyun

o o . 488  ,238 162,809 -,453 -,488 12,760 ,000
becerileri bagimlilig:

Tablo 9 incelendiginde ortaokul 6grencilerinin dijital oyun bagimhilig1 diizeylerinin problem
¢ozme becerilerinin 6nemli bir yordayicisi oldugu goriilmektedir ( R= -,488 R2=,238 p<,05). Ortaokul
ogrencilerinin problem ¢6zme becerilerine iliskin toplam varyansin % 23'{iniin dijital oyun bagimlilig

diizeyi ile agiklandi8 ifade edilebilir.
Sonucg ve Tartisma

Bu arastirma kapsaminda ortaokul oOgrencilerinin dijital oyun bagimhlig1 diizeyleri ile
problem ¢6zme becerilerinin arasindaki iliski ortaya ¢ikarilmaya calisilmistir. Arastirma sonucunda
ortaokul oOgrencilerinin dijital oyun bagimliligi diizeylerinin az riskli grupta oldugu sonucuna
ulasilmistir. Marufoglu ve Kutlutiirk de (2021) gerceklestirdikleri arastirmada ortaokul 6grencilerinin
dijital bagimhilig1 diizeylerinin az riskli grupta oldugu sonucunu elde etmistir. Yapilan diger
aragtirmalarda bagka yonde bulgulara da ulagilmistir. Ornegin Korkmaz ve Korkmaz (2019) yaptiklart
arastirmada ortaokul Ogrencilerinin dijital oyun bagimlilig1 diizeylerinin oldukga diisiik oldugu;
Gilivendi ve digerleri (2019) tarafindan gerceklestirilen arastirmada ortaokul 6grencilerinin dijital
oyun bagimmliligir diizeylerinin yapilan gruplandirmada yiiksek seviyede oldugu goriilmiistiir.

Aragtirma bulgularinin bu sekilde farklilasmasi ¢alisma gruplarinin farkli olmast ile iliskilendirilebilir.

Arastirma sonucunda ortaokul Ogrencilerinin dijital oyun bagimliligi diizeylerinin erkek
ogrenciler lehine kiz 6grencilere nazaran anlamlh derecede farklilik gosterdigi tespit edilmistir. ﬂgili
alan yazin incelendiginde benzer arastirma sonuclarmin oldugu goriilmektedir (Biilbiil, Tung ve
Aydil, 2018; Gokgearslan ve Durakoglu, 2014; Giivendi ve digerleri, 2019; Hazar, Ozpolat ve Hazar,
2020). Aragtirmacilar bu durumun temel nedenlerini su sekilde agiklamislardir; dijital oyun
alanlarmin ve igeriklerinin erkek 6grenciler i¢in daha uygun olmasi (Hazar ve digerleri, 2020); Tiirk
kiiltiir yapisinda kiz ¢ocuklarinin evde olan sorumluluklar: nedeniyle evde daha fazla vakit gegirmesi

ve oyun salonlarina gidememeleri (Gilivendi ve digerleri, 2019).

Arastirma sonucunda ortaokul 6grencilerinin djjital oyun bagimlilig1 diizeylerinin kendine ait
bilgisayara ve tablete sahip olmalarina gore anlamli bir sekilde farklilik gdstermedigi sonucuna
ulasilmistir. Gokgearslan ve Durakoglu (2014) gerceklestirdikleri arastirmada ortaokul 6grencilerinin
dijital oyun bagimhilig: diizeylerinin bilgisayara erisimlerinin olup olmama degiskenine gore anlamli

olarak farklilasmadig1 sonucuna ulasmaistir. Bu arastirma bulgularindan farkl: olarak AL-Kord (2016),
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Goldag (2018) ve Ozmen (2019) ise gerceklestirdikleri ¢alismalarda bilgisayara sahip olma durumuna
gore Ogrencilerin dijital oyun bagimlilig1 diizeylerinin farklilastigi sonucuna ulasmislardir. Ayrica
aragtirma sonucunda ortaokul 6grencilerinin dijital oyun bagimlilig1 diizeylerinin kendine ait akilh
cep telefonuna sahip olmalarina gore anlaml bir sekilde farklilik gosterdigi tespit edilmistir. Bagka
arastirmalarda bu bulguyu destekler sekilde sonuglar vardir (Goldag, 2018; Yavuz, Celik ve Baysan,
2018; Rosendo-Rios, Trott ve Shukla, 2022). Gergeklestirilen arastirmada Ogrencilerin bilgisayarlar
olup olmama durumuna gore dijital oyun bagimlilifi diizeylerinin farklilasmas: fakat akilli cep
telefonu olup olmama durumuna gore anlamli farklilik gostermesi giintimiizde 6grencilerin daha ¢ok

cep telefonlari ile dijital oyun oynamalarina baglanabilir.

Arastirma sonucunda ortaokul 6grencilerinin dijital oyun bagimlilig1 diizeyleri ile problem
¢ozme becerileri arasinda negatif yonde anlamh bir iliski oldugu tespit edilmistir. Alan yazinda ise
ogrencilerin dijital oyun bagimlilig1 diizeyleri ile birlikte problem ¢d6zme becerileri arasindaki iliskiyi
inceleyen kisith sayida arastirmaya rastlanmistir. Fakat alan yazinda ogrencilerin dijital oyun
bagimlilig1 diizeylerini belirleyip aymi zamanda 6grencilerin akademik basarilar1 arasindaki iliskiyi
irdeleyen ¢ok sayida ¢alisma mevcuttur. Kestane (2019) yapti1 arastirmada 6grencilerin dijital oyun
bagimlilig1 diizeyleri ile akademik basarilar1 arasinda negatif yonde anlaml sekilde iliski oldugunu
belirtmistir. Bu sonugtan hareketle dijital oyun bagimliliginin 6grencilerin akademik basarilarmni da
olumsuz yonde etkileyebilecegi ifade edilebilir. Nitekim bu ifadeyi destekler nitelikte baska bir¢ok
arastirma dijital oyunlara ¢ok fazla zaman harcayan oOgrencilerin akademik basarilarmin diisiik
oldugunu gostermektedir (Anand 2007; Chan ve Rabinowitz 2006; Chiu, Lee ve Huang 2004; Gentile,
Lynch, Linder ve Wlash 2004; Gentile 2009; Gentile ve digerleri, 2011; Sharif ve Sargent 2006).
Ogrencilerin dijital oyun bagimlilig1 diizeyleri ile problem c¢6zme becerileri arasindaki iliskiyi
irdeleyen calismalarda da aragtirma bulgusunun aksi yonde sonuglar elde edilmistir. Ornegin Dindar
(2018) video oyunlar1 ve karmasik problem ¢6zme becerileri arasindaki iligkiyi inceledigi arastirmada
video oyunlara ayrilan siire ile karmasik problem ¢6zme becerileri arasinda anlamli bir iliski
olmadigin ifade etmistir. Koo ve Kwoon, (2014) ile Beltekin ve Kuyulu (2020) 6grencilerin dijital oyun
oynama motivasyonlariin arttik¢a problem ¢6zme becerilerinin de arttigini ifade etmislerdir. Biitiin
bu bulgulara ek olarak Yal¢in ve Bertiz (2019) tiniversite 6grencileri ile gerceklestirdikleri ¢alismada
ogrencilerin dijital oyunlarin giinliik hayatta karsilasilan sorunlarin ¢oziimiinde yardimci oldugu
seklinde ifade etmislerdir. Yukarida elde edilen farkli sonuglarinin ¢ocuklarin oynadigi oyun tiirleri
(egitsel dijital oyun, strateji oyunu vs.) ile alakali oldugu ifade edilebilir. Fakat T.C Saglik Bakanlig1
tarafinda 2018 yilinda yapilan “Dijital Oyun Bagimlhiligi Calistay1” sonug¢ raporunda dijital oyun
bagimhiliginin asir1 dopamin salinimini saglayarak ¢ocuklar ve ergenlerde beyin gelisimini engelledigi
goriisiine yer verilmistir. Bu durumda en 6nemli bilissel becerilerden olan problem ¢dzme becerilerini

olumsuz yonde etkileyebilir. Ayrica Orhan (2018) ve Kim ve digerleri (2020) dijital oyun
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bagimliliginin &grencilerin dikkat dfiizeylerini olumsuz yonde etkileyecegini ifade etmistir. Bu

durumda 6grencilerin problem ¢ozme becerilerini olumsuz yénde etkileyebilir.

Ozetle arastirmada ortaokul dgrencilerinin dijital oyun bagimlilig1 diizeylerinin diisiik riskli
grupta yer aldigi, dijital oyun bagimhiligi diizeyinin problem ¢6zme becerilerini olumsuz yonde
etkiledigi bulgusuna ulasilmistir. Bu bulgular dogrultusunda oneri olarak sunlar ifade edilebilir: Bu
arastirmanin orneklemini ortaokul 6grencileri olusturmaktadir. Ilkokul ve lise Ogrencilerine yonelik
aragtirmalar tasarlanabilir. Bu arastirmada O&grencilerinin hangi dijital oyunlar1 oynadiklar
incelenmemistir. Yapilacak diger arastirmalarda Ogrencilerin daha ¢ok hangi tiir dijital oyun
oynadiklar tespit edilerek problem ¢ozme becerilerine olan etkisi tespit edilebilir. Bu arastirmada
dijital oyun bagimmliliginin Ogrencilerin problem ¢6zme becerilerine olan etkisi incelenmistir.
Gergeklestirilecek diger arastirmalarda diger becerilerine olan etkisi ortaya konulabilir. Bu arastirma
sonucunda ortaokul &grencilerinin dijital oyun bagimlilig1 diizeylerinin problem ¢dzme becerilerini
olumsuz yénde etkiledigi sonucuna ulagilmistir. Ogrencilerin dijital oyun bagimlilig1 diizeylerinin

azaltilmasi yoniinde ilgili kurumlar tarafindan ¢alismalar yapilmalidir.
Arastirmanin Sinirliliklar:

Bu arastirmanin verileri bir il merkezinde 6grenim goren 524 ortaokul 6grencisinden elde

edilmistir. Ogrencilerin veri toplama araglarin1 dogru olarak yaritladiklari kabul edilmistir.
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Introduction

Games that people use to learn about nature and life (Gengoglu, 2010) are performed in line
with a specific purpose, within the framework of rules and for an ultimate goal. Thus, real-life
activities are carried out for people to enjoy themselves and learn at the same time (Donmez, 1992).
People can perform tasks using their muscle coordination through games, especially when they are
young (Mitchell, 2012), but at the same time they can also perform cognitive tasks such as solving
problems, multitasking, creative thinking, and thinking strategically (Green and Bavelier, 2008).
Children gain life experiences through the roles they play in games (Marsell, 2009), while also learning
new information by doing and living through games (Kaynar, 2020). Games are physical needs for
kids and affect them socially, psychologically, physically and emotionally, and help them to develop
in different ways (Arkun-Kocadere, 2019; Giilhan, 2012). It can be concluded from the features listed
here that games are essential for children's physical, social, and cognitive development. Children's
games are an indispensable source of entertainment at the same time. By having fun while playing,

kids grow and learn.

The usage of Internet is expanding, and tools for information and communication technology
are getting easier to access. People's daily activities are moving from traditional environments to
digital platforms as a result of the widespread adoption of these technologies across all society. For
instance, in recent years, individuals have used internet-based mobile shopping applications, basic
services like education and health care, and electronic government applications to conduct official
institution transactions. Children's play behaviours and environments change in this kind of
environment. Traditional games like tipcat and jacks came to mind before technology became widely
used, but as technology advanced, digital games have become more and more popular (Durgut, 2016).
Digital games are the games that can be played alone or with others regardless of age( Consalvo,
2012), and played with the aid of hardware like tablets, computers, game consoles and mobile phones
( Samur, 2016.) At the same time, digital games has evolved into a leisure activity that people enjoy
doing in their spare time ( Erkan, 2019.) In addition to this, the desire to complete the games, level up,

fight and triumph has made the games more appealing. (Arkun-Kocadere and Samur 2016; Oral,
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2018). Digital games have displaced traditional games because the visual aspect is noticeable and
players can access them whenever they want (Ceylaner and Yanpar Yelken, 2017). According to the
Information Technologies and Communications Authority's [TCA] report on digital games, the
industry, which began in 1951 with the creation of the first video game, reached a financial volume of
159 billion dollars in 2020 and will surpass 295 billion by 2026. There are 2.7 billion people who play
digital games, according to the same report (BTK, 2020). According to a study done by the Turkish
Statistical Institute [TUIK] in 2021, 36% of kids said they play digital games. In addition to these
details, this study also discovered that 94.7% of kids who claim to play digital games do so almost
daily or at least once per week (TUIK, 2021). According to these statistics, it can be said that the rate of
playing digital games by children is high. In addition to these situations, a new type of addiction has
been made apparent by the appeal of digital games, as mentioned here, the accessibility of digital
games, and the widespread use of information and communication technology tools. This type of

addiction is digital game addiction.

Even though it has only recently become an issue, addiction to digital games is a type that is
becoming more widespread among people. Digital game addiction mostly threatens adolescents and
children (Ministry of Health, 2018). Digital game addiction is defined as the behavior of repeatedly
avoiding unpleasant circumstances resulting from interpersonal or personal issues by procrastinating
and playing games online (Lemmens, Valkenburg and Peter; 2009). Digital game addiction is also
defined as the compulsive playing of digital games to the point where it becomes out of control,
resulting in nervousness and mental issues in players (Pallesen, Lorvik, Bu and Molde, 2015).
Although digital game addiction has a great effect on shaping the lives of individuals (Unal and Bati,
2011), they may encounter negative situations in social life, family life, work and school life, and other
areas as a result of uncontrolled playing of digital games and continuing to play games excessively
(Delebe, 2020). The negative effects of digital game addiction on children can be listed as follows
(Ministry of Health, 2018): a) prevents children from socializing by staying away from social areas, b)
prevents the development of children's sense of responsibility, c) negatively affect children's academic
success, d) negatively affects the development of language skills, e) negatively affects speaking and

writing skills, f) causes deterioration of eating habits

Problem solving is the process of solving problems that individuals encounter in order to
achieve the goals they set and to perform their duties, by looking for both new and existing solutions
(Korkut, 2002). Additionally, the capacity to resolve issues by organizing and systematizing processes
creates problem solving (Soylu and Soylu, 2006). At the same time, when solving problems, people
come up with fresh solutions based on their own knowledge and experience to overcome obstacles
(Alemdar Coskun, 2016). However, students' problem-solving skills should be improved not only for
mathematical courses but to be able to deal with the challenging situations they face on a daily basis,

find solutions to these problems, and carry out these processes (NTCM, 2017). One of the most crucial
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life skills in education is problem solving (Kagar, 2019). Problem solving is one of the skills that should
be acquired by individuals. Individuals develop a positive attitude towards mathematics as their
problem-solving skills improve. Individuals also learn higher-order thinking, cooperation, and
communication skills (Pesen, 2019). Studies on the abilities people should possess to be happy and
successful in all areas of life, including work, family, and social interactions, are being conducted by
educators, non-governmental organizations, and professional organizations today. One of the most
important skills identified as a result of these studies is problem solving skill. As a result, when
countries are developing their national curriculum, they include the goals of developing problem-
solving skills. Learning outcomes for developing people who can solve problems, for instance, are

included in the curriculum updated by the Ministry of National Education in 2018.

When the literature on digital game addiction and problem solving skills is examined, it is
found that there are studies focusing on these two ideas independently, but there are no studies that
examine the relationship between the two. Furthermore, there are studies investigating the
relationship between digital game addiction and other variables. For example, in the literature, there
are studies examining the relationship between the variables of digital game addiction and aggression
(McLean and Griffiths, 2013; Koo and Kwoon, 2014; Giivendi, Tekkursun Demir and Keskin, 2019;
Rosendo-Rios, Trott and Shukla, 2022) continuities of doing physical activities due to digital game
addiction (Mitchell, 2012; Hazar, Tekkursun Demir, Namli and Tiirkeli, 2017; Kim et al. 2020), and
digital game addiction, self-control and social disposition (Bates, 2005; Koo and Kwoon, 2014; Aksel,
2018; Rosendo-Rios, Trott and Shukla,2022). It is expected that the findings of this study, which aims
to determine the effect of digital game addiction on individuals' problem-solving skills, will make a
significant contribution to the field. For this purpose, an answer to the question "Is there a significant
relationship between secondary school students' digital game addiction levels and their problem
solving skills?" was sought in the study. The following sub-problems of the study were identified in

accordance with this problem statement:

1- What is the level of digital game addiction among secondary school students?

2- Do the levels of digital game addiction among secondary school students differ
significantly depending on whether they own a computer, tablet, or smart mobile phone?

3- How is the problem-solving skills of secondary school students?

4- Is there a significant connection between secondary school students’ levels of digital game
addiction and their problem-solving skills?

5- Is the level of digital game addiction among secondary school students a significant

predictor of problem-solving skills?
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Research Model

Method

Within the scope of the research, it was examined whether there is a relationship between the

digital game addiction levels of secondary school students and their problem solving skills. The

research was designed in the relational survey model, which is one of the general survey models

(Fraenkel and Wallen, 2009).

Study Group

A total of 524 secondary school students with 224 boys and 300 girls participated in the study.

Table 1 shows the distribution of the students by their grade levels.

Table 1. Distribution of the study group by grade levels

Total
Fifth grade 134
Sixth grade 107
Seventh grade 138
Eighth grade 145
Total 524

When the data in Table 1 are examined, it is seen that 134 students attend the fifth grade, 107

students attend the sixth grade, 138 students attend the seventh grade and 145 students attend the

eighth grade. The data on the information and communication technologies usage levels of the

students in the study group are presented in Table 2.

Table 2. Usage levels of information and communication technologies among secondary school students

N %
Yes 142 72.9
Does she/he have his own computer?
No 382 27.1
Yes 228 56.5
Does she/he have her own tablet?
No 296 435
Yes 149 28.4
i ?
Does she/he have his own smartphone? No 375 716
Yes 425 81.1
Is there internet access at home?
No 99 18.9
I never play. 99 18.9
0-1 hours 168 32.1
1-3 hours 164 31.3
Total Time of Digital Gaming
3-5 hours 59 11.3
5-7 hours 16 3.1
More than 7 hours 18 3.4

1948



KEFAD Cilt 23, Say1 2, Agustos, 2022

When the data in Table 2 is examined, it is seen that 142 students have their own computers,
228 students have their own tablets, and 149 students have their own smartphones. In addition, 429
students are found to have access to the internet at home. In examining how much time students
spend playing digital games, it is found that 168 (%32.1) of them spend 0-1 hour, 164 (%31.3) of them
spend 1-3 hours, 59 (%11.3) of them spend 3-5 hours, 18 (%3.4) of them spend more than 7 hours, and
16 (%3.1) of them spend 5-7 hours. However, 99 students (18.9%) said they had never played any

digital games.
Data Collection Tools

Personal information form: The personal information form developed by the researchers within the
scope of the research includes the students' gender, class information and information and

communication technologies usage levels.

Problem solving inventory for children: The scale developed by Serin, Bulut-Serin, and Saygili (2010)
consists of three factors and 24 items in total. The scale includes (a) confidence in problem solving
skills, (b) self-control and (c) avoidance factors. The scale's items are rated as follows: I never behave
this way (1), I rarely behave this way (2), I occasionally behave this way (3), I frequently behave this
way (4), and I always behave this way (5). The reliability coefficient was determined to be .80 by using
the Cronbach Alpha internal consistency coefficients in the study in which the scale was published.

The Cronbach Alpha reliability coefficient of the application group of the scale was calculated as .88.

Digital game addiction scale for children: The scale created by Hazar and Hazar (2017) consists of 24
items in total and four factors. The scale includes the development of tolerance in playing time,
delaying individual and social tasks/homework, excessive focus and conflict, value attributed to the
game, immersion in the game, and the psychological-physiological reflection of deprivation. The
included items were scaled as strongly disagree (1), disagree (2), neutral (3), agree (4), and strongly
agree (5). When the Cronbach Alpha internal consistency coefficients were calculated for the study in
which the scale was published, the reliability coefficient was discovered to be 90. The scale's
application group's Cronbach Alpha reliability coefficient was calculated to be .94. The grading of the

scale scoring is as follows:
1-24: Normal group,
25-48: Low-risk group,
49-72 Risky group,
73-96 Addicted group,

97-120 Highly Addicted group”.
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Data Collection

The data collection tools used within the scope of the research were digitized via Google
Forms. The data were collected within two weeks after students were given access to the data

collection tools prepared with Google Forms.
Data Analysis

The SPSS 21 software was used to analyze the study data. The normality was determined by
examining the descriptive statistics of the scores obtained from the scales while analyzing the

quantitative data in the study.

Table 3. Descriptive Statistical Values of the Scales

Skewness Coefficient Kurtosis Coefficient
PSIC -.403 -.057
DGASC 998 .793

Since the values of the skewness and kurtosis coefficients from the data of the children's
digital game addiction scale and the problem-solving inventory for children were in the range of -1,
+1, it was decided that the data showed a normal distribution, and parametric tests were used in the

data analysis.
Ethical Permissions of the Study

Throughout this analysis all guidelines specified to be applied within the scope of the
"Scientific Research and Publication Ethics Directive for Higher Education Institutions” were
implemented. None of the actions listed under the title of "Actions Contrary to Scientific Research and

Publication Ethics", which is the next stage of the directive, were carried out.
Ethics committee permission information:

Name of the committee that performed the ethical evaluation = Sivas Cumhuriyet University Scientific

Research and Publication Ethics Social and Human Sciences Board
Date of ethical assessment decision= 06.07.2021
Ethical assessment document issue number= 55672

Findings and Interpretation

Table 4 contains information on the degree of digital game addiction among secondary school

students.

Table 4. Levels of digital game addiction among secondary school students

DGASC N X Ss
Total 524 44.70 16.72
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When Table 4 is examined, it can be seen that students in secondary schools scored a mean of
44.70 on the scale for digital game addiction. This score indicates that secondary school students are in

the low-risk group for developing an addiction for digital games.

Table 5 contains information on the analysis of secondary school students' levels of digital

game addiction in relation to gender.

Table 5. Examination of secondary school students’ digital game addiction levels in terms of gender variable

Gender N X S sd t p
Digital Game Female 300 40.49 13.41 381.36 6.64 .00
Addiction Male 224 50.35 18.93

When Table 5 is examined, it can be seen that there is a significant gender difference in the

degree of digital game addiction among secondary school students (p <.05).

Table 6 provides information on the levels of digital game addiction among secondary school

students according to whether they own a computer, tablet, or smart phone.

Table 6. Examination of digital game addiction levels of secondary school students in terms of whether they have
their own computers, tablets and smart phones

Ownership of N X S sd t P
Digital Materials

Personal Yes 142 46.74 16.77 522 -1.70 .089
computer No 382 43.95 16.45
Personal Yes 228  45.39 18.08 522 -.817 414
tablet No 296 4418 15.59
Personal Yes 149 47.08 17.44 522 -2.05 .041
smartphone No 375 43.76 16.35

When Table 6 is examined, it is seen that the level of digital game addiction among secondary
school students does not differ significantly depending on whether or not they have a personal
computer or tablet (p>,05), but it does differ significantly depending on whether or not they have a

smart phone (p<,05).
Table 7 contains information on secondary school students' aptitude for problem-solving.

Table 7. Problem solving skills of secondary school students

PSIC N Ss
524 3.68 .64

>

When Table 7 is examined, it can be seen that secondary school students' problem-solving

skills are almost at the level of (X=3,68)" I occasionally behave this way."

Table 8 contains information on the analysis of the relationship between secondary school

students' levels of digital game addiction and their problem-solving skills.
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Table 8. The relationship between secondary school students’ problem solving skills and digital game addiction
levels

PSIC

r -.488
p 000

When Table 8 is examined, it can be seen that there is a moderate, negative and significant
relationship between middle school students' levels of digital game addiction and their problem-

solving skills (r= -.488 p< .05).

Table 9 shows the findings of the regression analysis between the students' propensity for

playing digital games and their analytical skills.

Table 9. Results of regression analysis between secondary school students’ digital game addiction levels and
problem solving skills

Dependent Predictor
variable variable

Problem Digital Game

solving skills  Addiction 488 238  162.809 -.453 -.488 12,760 .000

Table 9 shows that, the degree of digital gaming addiction among secondary school students
is a significant predictor of those students' skills to solve problems (R= -.488 R2=.238 p< .05). It can be
said that the degree of addiction to digital games explains 23% of the overall variation in secondary

school students' problem-solving skills.
Conclusion and Discussion

Within the scope of this research, it is aimed to reveal the relationship between the digital
game addiction levels of secondary school students and their problem solving skills The study's
findings led to the conclusion that secondary school students are in the low-risk group for developing
digital game addiction. In their study, Marufoglu and Kutlutiirk (2021) also came to the conclusion
that secondary school students are in the low-risk group for digital addiction. Other results were also
discovered in other studies. For instance, secondary school students' levels of addiction to digital
games were found to be relatively low in the study by Korkmaz and Korkmaz (2019); however, in the
study conducted by Giivendi et al. (2019), it was seen that the digital game addiction levels of

secondary school students were at a high level in the grouping.

As a result of the research, it was determined that the digital game addiction levels of
secondary school students differ significantly in favor of male students compared to female students.
Similar research findings are evident when the relevant literature is reviewed (Biilbiil, Tun¢ and
Aydil, 2018; Gokgearslan and Durakoglu, 2014; Giivendi et al., 2019; Hazar, Ozpolat and Hazar, 2020).
The following are the main explanations provided by researchers for this situation: digital

playgrounds and their content are more appropriate for male students (Hazar et. al., 2020); due to
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their domestic responsibilities, girls spend more time at home in the Turkish cultural structure and are

unable to attend game halls (Giivendi et. al., 2019).

According to the study's findings, secondary school students' levels of addiction to digital
games did not significantly vary depending on whether they owned a personal computer or a tablet.
In their study, Gokgearslan and Durakolu (2014) found no evidence of a significant difference between
secondary school students' levels of digital game addiction depending on the variable of owning a
personal computer or not. Unlike the findings of this study, Al-Kord (2016), Goldag (2018) and Ozmen
(2019) concluded that the digital game addiction levels of students differ according to whether they
own a computer or not. In addition, as a result of the research, it was determined that the digital game
addiction levels of secondary school students differed significantly according to their own
smartphones. This conclusion is supported by the findings of additional studies (Goldag, 2018; Yavuz,
Celik and Baysan, 2018; Rosendo-Rios, Trott and Shukla, 2022). According to the study carried out, the
degree of addiction to digital games differs depending on whether the students have their own
computers or not; but it differs significantly depending on whether they had smart phones, which can

be explained by the fact that students primarily play digital games on their mobile phones.

The study's findings led to the conclusion that there is a significant negative relationship
between secondary school students' levels of addiction to digital games and their problem-solving
skills. A limited number of studies looking into the connection between students' levels of addiction to
digital games and their problem-solving abilities have been found in the literature. However, there are
a lot of studies in the literature that focus on the connection between students' academic success and
their level of addiction to digital games. According to Kestane's research, there is a negative significant
correlation between students' levels of digital game addiction and their academic success. Based on
this result, it can be stated that digital game addiction may negatively affect the academic success of
students. In fact, many other studies corroborating this claim reveal that students who play digital
games excessively perform poorly in school (Anand 2007; Chan and Rabinowitz 2006; Chiu, Lee and
Huang 2004; Gentile, Lynch, Linder and Wlash 2004; Gentile 2009; Gentile et al., 2011; Sharif and
Sargent 2006). Results of studies examining the relationship between students' digital game addiction
levels and their problem-solving skills are also contrary to this study's findings. For instance, Dindar
(2018) stated in his study, which examined the connection between video games and complex problem
solving skills, that there is no significant relationship between the time spent playing video games and
complex problem solving skills. According to Koo and Kwoon (2014) and Beltekin and Kuyulu (2020),
as students' motivation to play digital games increases, their problem-solving skills increase as well. In
addition to all these findings, Yal¢in and Bertiz (2019) stated in their study with university students
that digital games help students in solving problems encountered in daily life. It can be said that the
various outcomes found above are connected to the kinds of games that kids play (educational digital

game, strategy game, etc.). However, it was noted in the final report of the "Digital Game Addiction
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Workshop" by the Turkish Republic Ministry of Health in 2018 that excessive dopamine release
caused by playing video games prevents the brain development of children and teenagers. This may
negatively affect problem solving skills, which is one of the most important cognitive skills. Digital
game addiction will also have a negative impact on students' attention spans, according to Orhan

(2018) and Kim et al. (2020). This may also negatively affect students' problem-solving skills.

In conclusion, the study found that the levels of digital game addiction among secondary
school students were in the low-risk group, and the level of digital game addiction negatively affected
their problem-solving skills. In line with the conclusions, the following recommendations can be
made: The sample group of this research was secondary school students. Studies can be designed for
primary and high school students. This study did not examine the types of online games that students
play. The type of digital game that students play more frequently and its impact on problem-solving
skills can be investigated by other studies. The impact of digital game addiction on students' problem-
solving skills was investigated in this study. Its impact on other skills can be determined in future
research. According to the findings of this study, secondary school students' levels of addiction to
digital games have a negative impact on their problem solving skills. Relevant institutions should

conduct research to lower the student's addiction levels to video games.
Limitations of The Study

The data of this study were obtained from 524 secondary school students receiving education

in a city center. It was assumed that the students completed the data collection tools accurately.
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