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ABSTRACT

The purpose of this study was to examine student athletes' perceptions of digital games and their
experiences in the virtual world. The study used a basic qualitative research design to investigate
in depth what types of digital games the participants play, how they feel while playing, and their
families' perspectives on digital games, how digital games affect their education and sports lives,
and what benefits there are to playing digital games. The research data were gathered through
semi-structured interviews with 14 sportsmen students chosen using the criteria sample approach.
The collected data were coded, categorized, divided into themes and analyzed using content
analysis. According to the participants' perspectives, digital games have a detrimental impact on
family communication, have poor physical and psychological repercussions, and contribute to
cognitive growth. It can be said that by directing and encouraging students to participate in social
activities, supporting sports activities, and strengthening the parent-child relationship through
family activities, their ties to digital games will weaken, while children who cannot receive support
in the family, are not interested in them, and whose participation in social activities is limited, will
strengthen their digital play bond even more.

Keywords: Digital game, athlete student, qualitative research pattern.
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INTRODUCTION

Game is an unregulated activity that occurs in the inner world of every age group and stems from the need to
move. The goal here is just to have fun (isler, 2012). The idea of "game" refers to a location where individuals
spend a significant portion of their time in the digital world to momentarily escape from life's unsolved concerns.
At the same time, the game is a metaphor of the joy that people feel when they visit locations with solutions that
they find comfortable (Chatfield, 2012). Digital games, on the other hand, are virtual environments in which
people interact with the computer or with each other through a program. The player can play games with the

computer by his/her own, as well as with people in any part of the world (Cakmak, 2015).

Because of factors such as technical advancements, expanding urbanization, and a lack of playgrounds, digital
games are increasingly replacing conventional gaming activities (Gentile, 2009). While computers and the
internet make life simpler in many ways, they have also grown in popularity as a gaming and entertainment tool.
According to Fleer (2014), digital games are games that have become popular culture for youngsters and give
users with a visual environment while manipulating the game inside the context in which it would be shown.
Young people, in particular, are very interested in these games, which are played by individuals of all ages, and
the amount of time they spend playing games is rising (Rideout et al., 2010). It can be said that there is a period
in which young people who closely follow technology show more interest in digital games and digital games are
a popular culture image among young people. Some aspects of digital games, as well as the feelings they elicit,
are thought to contribute to the development of addiction in the player. These characteristics and feelings can

entice players to spend a significant amount of time and interact with digital games.

In studies investigating the positive and negative effects of digital games; loneliness (Wack & Tantleff-Dunn,
2009), low life satisfaction, depression (Mentzoni et al., 2011), aggression (Anderson & Carnagey, 2009;
Bartholow et al., 2005; Demirtas & Cakilci, 2014; Polman et al., 2008, Wang et al., 2009), anxiety (Gentile et al.,
2004), tendency to violence (Fischer et al., 2010; Williams et al., 2011), decrease in prosocial behaviors
(Greitemeyer and Miige, 2014), attention problems (Chan & Rabinowitz, 2006; Gentile, et al., 2012), increased
hostile feelings (Gentile et al., 2004; Hasan et al., 2013), and depersonalization towards violence (Anderson &
Bushman, 2009; Bartholow et al., 2005; Engelhardt et al., 2011; Hummer et al., 2010; Montag et al., 2012) have
shown that it is associated with psychosocial problems. In a study conducted by Starcevic et al., (2011)
problematic digital game players were compared to normal gamers from all sub-psychopathology scales
(Somatization, Obsession, Interpersonal Sensitivity, Depression, Anxiety, Anger, Symptom Checklist 90 (SCL-90),
Phobic, Paranoid, and Psychotic) scored higher. Even though most research has focused on the negative effects
of digital games, digital games reduce fatigue and stress; games with educational content allow them to have fun
and relax, help them cope with problems, increase self-confidence, and improve their visual-attention skills
(Green & Bavelier 2003). It has also been demonstrated to boost success (Prot et al., 2014). In the literature,
there are studies that deal with the effects of leisure activities on the development of children and young people,

from physical and social perspectives (Aydin ve Birol, 2019).

1748



I.l E TSAR (International Journal of Education Technology and Scientific Researches) Vol: 7, Issue: 19, 2022

According to Cihan and ligar (2018), sports activities play a vital role in the development of young individuals’ life
abilities. Again, Bozdag (2020) observed that athletes who learn to cope with various stressors they encounter in
sports activities are more successful in terms of life skills compared to individuals who do not do sports. The
moral and humanitarian general objective of school athletics is to raise children and young people's awareness
of physical, mental, spiritual, and social health and to establish these values in them. Among the most important
educational goals and principles of school sports are raising awareness about the effects and functions of people,
nature, and social areas, in addition to human values such as developing a sense of solidarity and cooperation in
children and youth, creating awareness of rules, sharing, justice, tolerance, and helpfulness (Pehlivan, 2004).
Considering all these evaluations mentioned, it is thought that examining the effects of digital games on the

athletes playing in school teams will benefit the field.

METHOD

Research Model

Qualitative research model was used in this study. Qualitative research allows the questioning and interpretation
of the problem. It is a method that tries to understand the form of the problem in the natural environment
(Klenke, 2016). Embedded theory was used in the design of the research. Embedded theory is the systematic

collection and analysis of data during research, and a new theory is obtained (Strauss & Corbin, 1998).

Working Group

In this study, simple random sampling was utilized, which is one of the purposive sampling methods, also known
as simple random sample. Each element in the universe has an equal chance of being included in the sample in
random sampling (Kerlinger & Lee, 1999). In order to use this method, the information about the problems
addressed should be homogeneous according to the population. In simple random sampling, a sampling frame
containing all the elements of the universe should be made first (Mertens, 2014). In this aspect, the study group
of the research consists of 14 students who continue their education activities in high schools affiliated to Yozgat,

which is affiliated to the Ministry of National Education.

Data Collection Tool

This study's data was gathered through digital media. This strategy was chosen to preserve social isolation during
the epidemic period. A semi-structured interview form consisting of six questions prepared by the researcher,
taking into consideration the literature review and expert comments, was utilized in the interview. The prepared
guestions were presented to the expert panel for feedback, and the interview form was finalized. All of the data
were collected through interviews with students in the 2021-2022 academic year, which lasted an average of 15-
35 minutes, allowing the interviewers to respond with the flexibility they wanted. The research questions are as

follows;
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¢ What type of digital games do you generally play?

* How do you feel while playing digital games?

* What does your family think about your digital gaming?

¢ How does playing digital games affect your education life?

¢ To what extent does the digital game affect your sports life?

¢ What benefits do you think playing digital games do for you?

Analysis of Data

The study data were stored in a digital format. The collected data were examined using the content analysis
approach. The primary goal of content analysis is to identify concepts and correlations that will aid in explaining
the acquired material. The basic process in content analysis is to gather similar data within the framework of
certain concepts and themes, and to interpret them by arranging them in a way that the reader can understand.
Before examining the stages of content analysis, it is necessary to define the terms used (Yildirnm & Simsek,
2008). In this process, evaluations were made on whether the codes formed a meaningful whole with the themes
by taking expert opinions from within the field. Subjects with "consensus" and "disagreement" among
researchers were determined. With the Consensus/(Disagreement + Consensus) x 100 formula put forward by
Miles and Huberman (1994), the coder reliability was found to be 90% for the drawing technique and 95% for

the interviews, and it was concluded that the determined categories were consistent (Tavsancil & Aslan, 2001).

FINDINGS

The findings about the types of digital games, the feelings and thoughts they have while playing games, their
families' perspectives on the issue and their communication within the family, the positive and negative effects
of digital games on education and sports life, and the benefits of digital games on them were examined in this

section of the research.

Types of digital games played by participants

As a result of the answers given by the participants, their views on the types of games they played are given in

Table 1. Types of Games Played

Category Themes

* War

* Adventure
Game Types * Fight

* Sports

* Intelligence

According to Table 1, it is seen that students play games such as war, adventure, combat, sports, and intelligence.
Student opinions about this are shared below. (S1) “I play in war and adventure genres.”(S2) “I play fighting

games.” (S3) “I play gun games.” (S4) “I play games that have a target in front of them, such as gun games and
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leveling up.” (S5) “I mainly play sports games.” on the other hand, (S6) said that he played "architecture, action,
detective games" (S7) "l prefer simulation games." (S8) “I play war games.” (S9) “I play adventure, action.” (510)
“Console games, online games are attractive.” (S11) “I play War Games, Gun Games.” (S12) “I prefer sports

games.” (S13) “I play football and war games.” (S14) "Football, war games"

Emotions and thoughts felt by participants while playing digital games

As a result of the answers given by the participants, their views on the emotions and thoughts they felt while

playing digital games are given in Table 2.

Table 2. Emotions and Thoughts Felt While Playing Digital Games

Category Themes (Positive) Themes (Negative)
* Social Skills * Anxiety
* Psychologically being well * Stress

Feelings and Thoughts * Emotional Satisfaction * Anger
* Intelligence * Aggression

* Mental problems

According to Table 2, the emotions and thoughts felt by the students while playing digital games were examined
within the scope of two themes as positive and negative. While there are thoughts such as | relieve my stress in
positive attitudes, | feel happy; “Among the negative attitudes, there are thoughts such as feeling nervous,
numbing my brain.” Student opinions about this are given below; (S1) “I get very excited; | feel as if | am gaining
or losing something in real life. For example, If I'm making money at the end of the game, I'm really happy with
that money like me." On the other hand (S2) “I feel like it numbs my brain, but still, | feel like playing it.” He
expressed his addiction. (S3) “I spend time. It is because there is nothing else to do. | don't like reading books
anyway, because of the lessons | always read something. It makes more sense to play games in my remaining
time.” also (S4) "I feel that if | win the game that | should win, | feel that | will be strong, sometimes | just play
because I'm bored, | don't have any feelings." (S5) “I am having fun. It feels good to spend time with my friends
anyway, | can't go out, at least | spend time with my friends.” (S6) “I feel happy, | am ambitious, completing things
helps me complete a lot in my private life.” (S7) “I have fun, | relieve my stress. Normally, | am an aggressive
person; it helps me to calm down.” (S8) “Sometimes it is very boring and sometimes | don't want to quit at all.
When I'm bored, | watch TV or something." (S9) “Playing games is very fun for me. | think | have a pleasant
time.”(S10) “I feel nervous and excited.” (511) “I enjoy, have fun and distract myself while playing digital games.”
(512) “I have fun, | spend time with my friends, it feels good to spend time.” (S13) “l enjoy. The feeling of winning
something makes me incredibly happy, | relieve stress.” Finally (S14) “Playing games makes me very happy. It's

easy to do something from where | sit instead of playing outside.”

When we look at the students' views on digital games, it has had positive effects for some and negative effects
for others. Positive attitudes include spending time, enjoying, having fun, the greed of the sense of winning,
distraction, stress, but not being able to find anything else to do in negative attitudes, numbness of the brain due

to spending too much time at the beginning of the game, tension caused by the feeling of winning and losing.

1751



I.l E TSAR (International Journal of Education Technology and Scientific Researches) Vol: 7, Issue: 19, 2022

While the students coded S5, S6, S7, and S12 stated that they had fun, students coded S2, S4, S8 gave negative

opinions.

Family thoughts about playing digital game

As a result of the answers given by the participants, the views of the family against the digital game are given in

Table 3.
Table 3. Thoughts of Families About Digital Gaming
Category Themes
* Physiological
* Psychology
Family * Communication

* Academic

According to Table 3, families' views on digital games are grouped as physiological, psychological, communication
and academic. While some families thought that spending time in front of the digital game endangered the health
of the student, some only expressed their opinions to the students from a psychological point of view. Family
opinions about this are shared below; (S1) “They get angry; They say that the game does not save you, the lessons
save, study. My mother says | don't even make you clean; you always play games so you can study. Even when |
take the tablet in my hand to study, they think that | am playing games and they start to get angry; | get angry
with them and do not study, we cannot communicate.” (52) “Instead, they say that it would be more enjoyable
for me to take up new hobbies with my friends. When | play games, | approach my family aggressively, and we
cannot spend time together.” however (S3) they don't want me to play too much. All they say is lesson by lesson.
When | spend a lot of time, my conversation with my family decreases” and (S4) “They think that | am addicted
to the phone now, sometimes the subject | get scolded for is usually about the phone. | don't have any
communication with them during the game; we meet at meal times all together.” (S5) “They don't react much
because | don't play too much.”(S6) “They say their thoughts according to the type of game. They don't want me
to play percussion games like wargames. It does not affect our communication badly because | play at certain
times at certain times.” (S7) “They don't think that | play too much, so no one says anything.” (S8) “They say that
| should study all the time, they ask me to solve questions, they say that it is of no use to you. | don't play with
my family, | usually play when they are not with me, | do my homework when my father comes home from work.”
(S9) “They get angry, they say what will they get when they play, they say are you a child.” (510) "As long as |
don't play for a long time, they don't get involved. When | play a lot, they take the tablet from me.” (S11) “They
don't say anything unless | miss my digital game time too much, they let Me.” differently (512) “No one says
anything to me.”(S13) “They get angry when | play for too long. They say your eyes will deteriorate, stop looking
at the screen closely.” (S14) “My mother says you are hunched from playing games. Our minds don't match, they

don't understand me, and | don't understand them."
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Since families show more importance to their children's study, they often use sentences such as 'Stop playing
and study' while playing digital games. The families of the participants with the code $13, S14, on the other hand,
think that the time spent by the child at the digital game is dangerous in terms of development and health, and
they say, “My mother says that you are hunched from playing games, your eyes will deteriorate, leave it now.
They say don't look closely at the screen." They expressed their discomfort because of their children playing
digital games by using sentences such as: Some students stated that although their playing time was long, they
did not have any negative problems with their families, while others stated that they remained silent about this

issue, which they did not mention anything by being indifferent.

Relationships between playing digital games and their educational life

As a result of the answers given by the participants, their views on the effects of playing digital games on

educational life are given in Table 4.

Table 4. Opinions on the Effect of Digital Game on Educational Life

Category Themes (Positive Effect) Themes (Negative Effect)
* Time Management *|rresponsibility
* Cognitive Development * Law Mark

Education * Analytic Thinking * Waste of Time
* Ineffective (Neutral) * Ineffective (Neutral)

According to Table 4, the positive and negative effects of playing digital games on educational life were examined
in two categories. While there were thoughts such as cognitive development, analytical thinking, and time
management skills in the positive effect, the concepts of irresponsibility, low academic achievement, and lost
time occurred under the theme of negativity. Student opinions about the themes are given below; (S1) “I never
get bored while playing games, but | get bored while studying. | say | will play and study for 5 more minutes, but
| can't get to the beginning of the lesson. This causes me to fall behind in classes.” (S2) “It affects me negatively
because | postpone my responsibilities.” (S3) “It doesn't affect me as long as | don't spend too much time. Since
there is online education now, | am always at the computer. | play games and | take care of my lessons.” (S4) “I
often put study and exams in the background, for example, | say | will do it after the game, but once | see it, |
don't feel like studying after that time.” (S5) “It doesn't affect me badly, but it doesn't affect it well either. | can
make time for both. Sometimes | can't quit the game, lessons are second plan. | try to keep both of them in
balance.” (S6) “As long as | don't get addicted to the game, it doesn't affect me badly because | play it in a certain
time.” (S7) on the other hand, "I don't think it affects me badly. On the contrary, it improves my perspective.”
(S8) “Education does not harm my life. | give my lessons the necessary importance and sufficient time.” (S9) “I
don't think | play too much therefore it has no positive or negative impact on my education life.” as emphasized.
(510) “It cannot be said that it affects much. | did not encounter a situation where my education life was left
behind because | played games.” (511) “Education does not affect my life badly; in fact, it is beneficial in terms

of daily life.” (512) “It does not affect badly, but it does not affect well. My education life has nothing to do with
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playing games.” (S13) “I neglect my lessons; | get low grades in exams.” (S14) "l can't be interested in lessons by

playing games, why should | study when | can play games?"

Considering the students' views on the effects of playing digital games on their educational life, it was concluded
that there was no effect for some of them, and that some of them had a positive or negative effect on their
lessons. While the students coded S3, S5, S9, and S10 thought that playing games had no connection with their
lessons, so it had no effect, students coded S1, S2, S4, S13, S14 stated that their lessons were secondary, and
they postponed their responsibilities. S7, on the other hand, stated that it had a positive effect and improved his

point of view.

Views on the effects of playing digital games on sports life

As a result of the answers given by the participants, their views on the effects of playing digital games on sports
life are given in Table 5.

Table 5. Opinions on the Effect of Digital Game on Sports Life

Category Themes

* Tactical

* Physiological
Sports * Psychology

* Transfer to Life
* Game Intelligence

According to Table 5, the effects of playing digital games on sports life are grouped under 5 themes. These are
tactics, physiological, psychology, transfer to life and game intelligence. Student opinions about this are indicated
below; (S1) “I don't think it affects much, | do my sports when | am going to do sports, | play my game when | am
going to play. I can make time for both of them.” on the other hand (S2) "My body is not vigorous because | stay
immobile all the time, | feel that | get tired quickly while doing sports." (S3) "When | was in the school team, |
used to give priority to the team, | used to put the game in the background, but now I play games when | find
time because there is no team."(S4) "Of course, it has a great effect on my movement; | always lie down or
sit."(S5 ) “I always give priority to my sports life, so | don't let it affect it.”(S6) “Playing games does not affect my
sports life, | even try to do what | learned in the game on the field.”(S7) “I give priority to sports, | do my training
first, then | play my game. If | have to make a choice, | choose training without thinking.” (58) “I like playing games
more than doing sports, | get very tired while doing sports, | have pain all over, but nothing hurts when | play.”
(S9) “I don't think that | play too much, so | have a positive or negative attitude towards my sports life. It does
not have any negative effects.” (S10) “As the hours | play sports and the hours | play do not intersect; it does not
affect it.” (511) “Sports does not affect my life; it directs me to sports.” (512) “I always give priority to sports.”
(513) “Football games technically give me positive tactics.” (514) “I am successful in many sports because my

reflexes have improved.”
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Considering the students' views on the effects of playing digital games on sports life, it was concluded that some
of them affect sports life and some do not affect sports life in any way. While the students with the code S1, S5,
S6, S9, S10, S11 thought that playing games with sports life had nothing to do with it, they always gave priority
to sports, so it had no effect; S2, S3, S4 coded students stated that spending time at the beginning of the game
affected their movement abilities, which negatively affected their sports. S13 and S14 stated that playing games

improved their point of view about the sports they did, and they developed new tactics.

Their views on the benefits of playing digital games Table 6. includes opinions about the benefits of playing digital
games.

Table 6. Opinions on the Benefits of Digital Gaming

Category Themes

* Education

* Technological
Digital game utilities * Social

* Handcraft

* Fun

According to Table 6, the benefits of playing digital games are the concepts of education, technological, social,
manual dexterity and entertainment were examined. When we look at the effects in daily life, it is stated that
features such as 'communication skills, socialization, dexterity' have developed, while when the effect on
education life is examined, it is stated that features such as "language development, technological

developments" have developed. Student opinions about this are presented below;

(51) “I can chat with my friends about these issues, | can socialize more. | learn about technology and computers.”
(S2) "Unfortunately, it doesn't help, | just use it to kill time." (S3) "It helps me pass the time; | can't find anything
to do, so | play games." (54) "Actually, it doesn't help at all, but at least time passes, it seems to be helpful at this
time." (S5) “l am learning English words, it is useful. In the lessons, the words | have learned appear before me.
When the teacher asks, | can answer immediately.” (S6) “I think it supports my imagination because | play games
in architectural style.” (S7) “l am learning new tactics. | think my dexterity and reflexes have improved.” (S8) “I
don't think it has any benefits. | spend time, because | don't like reading books, I try to have fun with such things.”
(S9) "For me, it's not useful, it's just an activity to pass the time." (510) “My language learning has improved a
bit.” (511) "The benefit is actually not to trust anyone, and | think my reflex tactical skills are getting stronger."
(512) “1 am learning English words.” (S13) “I understand that my reflexes have improved in my daily life.” (S14)

“I think that my communication with my friends has improved and | have become more socialized.”

When the views of the students about the benefits of playing digital games are examined, it has been concluded
that some of them affect their daily life and some of them affect their educational life. Students coded S5, S10,
S11, S12 said, “I am learning English words, the words | learned in the lessons appear before me. When the

teacher asks, | can answer immediately.” He stated that he had a positive effect on his education life. Students
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with the code S1, S6, S7, S11, S13, S14 said, “I think that my communication with my friends has improved and |
have become more socialized. | am learning new tactics; | think my dexterity and reflexes have improved.” He
stated that it significantly affects his daily life and socialization level. Some of the students stated that it was not

beneficial in any way.

CONCLUSION and DISCUSSION

They were related with particular topics in this study, which aims to analyze the impact of digital games on
athletes playing in school teams by taking into consideration the motivations of the participants through one-on-

one interviews.

When the participants' perspectives on the varieties of digital games were explored, it was claimed that he played
several types of games such as war, adventure, fighting, gun games, target and sports games, architecture,
action, detective games, simulation games, console games, and internet games. When looking at the literature,
Kula & Erdem (2004) discovered that individuals' sensation of power over the player is useful in selecting a game.
Can (2003) gives two alternative perspectives on the game and the students' game type preferences. The first
point of view discusses the various play preferences of children based on the social influences of children on their
developmental processes. This viewpoint highlights the concept that children have distinct play preferences
based on how society perceives children and their various goals for them. Violence and computer games, for
example, are deemed inappropriate for girls. Prensky (2001) found four criteria as significant in digital game
choices. Gender, age, competition, and prior understanding of the game are all factors. However, while the usage
of digital games is widely favored by people of all ages today, it is also being noticed in early infancy (Plowman
et al., 2012). As a result, it can be stated that the experience of pleasure is at the forefront of individual game

choices.

When the kids' perspectives on the digital game are analyzed, it is discovered that it has both positive and bad
consequences for individuals. There are good attitudes to spend time, enjoy, have fun, the hunger of the
sensation of winning, diversion, and stress; not finding anything else to do, the numbing of the brain due to
spending too much time at the start of the game, the tension generated by the feeling of winning and losing.
Some aspects of digital games, as well as the feelings they elicit, are thought to contribute to the development
of addiction in the player. In the psychiatry literature, gaming addiction is described as an impulse control
disorder, with symptoms such as 'inability to control playing time,' 'loss of interest in other activities,' 'continuing
to play despite negative consequences,' and 'feeling psychological deprivation when unable to play' (Irmak &
Erdogan, 2015). These characteristics and feelings can entice players to spend a significant amount of time and

interact with digital games. Yee (2006) classified the components that inspire players as "success," "social," and
"immersion in the game." It has been stated that the person playing digital games provides the basis for
controlling his mental reactions, relieving stress, gaining self and experiencing feelings of happiness through the
game (Akandere, 2013). The best researched area in the literature is on the relationship of games with

psychosocial and behavioral problems. Findings show that violent digital games play on loneliness (Wack &
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Tantleff-Dunn, 2009), low life satisfaction, depression (Mentzoni et al.,, 2011), lack of self-control, anger,
irresponsibility, delaying primary needs (Kéroglu, 2013), and positive social behaviors. It has been shown that it
is associated with psychosocial problems such as a decrease (Greitemeyer & Miige, 2014) and an increase in
hostile feelings (Gentile et al., 2004; Hasan et al.,, 2013). In a study conducted by Starcevic et al., (2011)
problematic digital game players were compared to normal gamers from all sub-psychopathology scales
(Somatization, Obsession, Interpersonal Sensitivity, Depression, Anxiety, Anger, Symptom Checklist 90 (SCL-90),
Phobic, Paranoid, and Psychotic) scored higher. At this point in the research subject, it can be stated that the

digital game benefits the individual in some areas of growth while negatively affecting others.

“What does your family think about your playing digital games?” As a result of the answers given to the question,
it is seen that families give more importance to their children's study. The students stated that their families used
sentences such as "stop playing the game and study", "My mother says you're hunched from playing games, your
eyes will deteriorate; don't look closely at the screen". In general, families are concerned about their children
engaging in digital gaming. Children's digital games provide bio-psychosocial dangers such as spending too much
time with games, disrupting classes, connecting themselves with game characters, and overreacting when
interrupted while playing games (Taylan et al., 2017). Children's development can be harmed by digital gaming
addiction. Early exposure to digital games or possession of the first electronic gadgets may raise the risk of digital
game addiction (Bulbil et al., 2018). Glinli¢ & Dogan (2013) said in their study that a lack of social support in the

home will lead to the youngster becoming addicted.

Based on the students' perspectives on the consequences of digital games on their educational lives, it was
determined that some had no influence, and while others had a good and bad impact on their learning adventure.
While some students believed that playing games with their lectures had nothing to do with it and thus had no
influence, others said that their studies were secondary and that they were deferring their obligations. Computer
games are extensively employed in sectors such as science, mathematics, medicine, engineering, language
learning, problem solving, and strategic thinking skills development. The general view is that computer games
offer entertaining environments. Students want to use games in their lessons and try to research and solve
problems while playing games. It is also among the general findings that games offer environments that support
cooperation. While the games increase the motivation level of the students, they ensure that they are interested
in the content, self-confidence in what they can learn and maintain the activity and create relaxation and
motivation in the student hence student's success in that course and his/her perception of self-efficacy increase
(Bayirtepe & Tizlin, 2007). In some studies, it is seen that computer games have positive effects on the mental
development of children. According to Tarhan (2007), by activating the mental processes associated with learning
through the right games, the child can gain the ability to stay calm under stress, the ability to maintain his
attention for a long time, and that such games can be used to file down the distinctive features of hyperactive

children such as hastiness and impatience, as well as to teach them to endure and not give up.
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When the students' perspectives on the consequences of playing digital games on sports life are studied, two-
sided conclusions are reached: it either influences or does not affect sports life in any way. While some students
said that playing games had no link with sports life since they always prioritized sports, others claimed that
spending time at the start of the game impaired their movement abilities and had a bad impact on their sports.
Others mentioned that playing games improves their perspective on the sports they participate in and generates
fresh methods. The game: It is defined as “talent and intelligence development, entertainment with certain rules,
for having a good time” or “any kind of agility-based competition held to develop physical and mental abilities”
(TDK, 2022). Emphasis was placed on the themes of desire, satisfaction, and motivation. It is among the research
results that the games that support cooperation increase the motivation level of the students, ensure that they
are interested in the content, maintain their self-confidence and effectiveness in learning, create relaxation and
motivation in the student, and thus increase the student's success and self-efficacy perception in that lesson
(Tazln & Bayirtepe, 2007). In their study, Lemmens et al. (2009) found that, while digital games generate social
and emotional difficulties, the individual plays computer or video games excessively and obsessively, and the
player is unable to regulate the excessive usage. Tiiziin (2006) stated that it is a societal obligation to take
measures against digital games that have the ability to emotionally and cognitively damage children and young

adults.

Taking into account the students' perspectives on the benefits of playing digital games, it has been determined
that it influences his everyday life or his educational life. Some students claim, "l am learning English terms, and
when the instructor asks me a question, | can quickly answer." He remarked that it had a favorable impact on his
academic career. 'l think my communication with my pals has improved, I've gotten more sociable, and I'm
learning new methods,' say others. | think that my dexterity and reflexes have improved.” He stated that he had
a significant impact on his daily life and socialization. Some of the students stated that it was not beneficial in
any way. It can be said that games have more positive effects in cognitive, social, affective and psychomotor
categories in young individuals. For the category of psychological well-being, It has been determined that it
supports concepts such as happiness, positive psychology, quality of life, optimism, and self-esteem, and has
positive effects on these concepts when played with a controlled time (Cihan & Arag llgar, 2019). Aghlara &
Tamjid (2011) study pointed out that the use of digital games in teaching English vocabulary to children has a

positive effect.

As a consequence, it has been discovered in this study, which aims to uncover the participants' ideas about the
notion of digital game, that playing digital games impacts family communication, has negative physical and
psychological repercussions, and adds to cognitive growth. It can be said that by directing and encouraging
students to participate in social activities, supporting sports activities, and strengthening the parent-child
relationship through family activities, their ties to digital games will weaken, while children who cannot receive
support in the family, are not interested in them, and whose participation in social activities is limited, will

strengthen their digital play bond even more.
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DiJiTAL OYUNLARA SPORCU-OGRENCi GOZzU iLE BiR BAKIS

0z

Bu arastirma sporcu 6grencilerin, dijital oyunlara iliskin géruslerini analiz etmek ve sanal diinyaya
iliskin deneyimlerini belirlemek amaciyla planlanmistir. Arastirma, hangi tir dijital oyun
oynadiklarina, oyun oynarken ne hissettiklerine, ailelerinin duslincelerine, egitim ve spor
hayatlarini ne derece de etkiledigini ve dijital oyun oynamanin ne gibi faydasi oldugunu yoénelik
derinlemesine inceleyebilmek adina temel nitel arastirma deseninde tasarlanmistir. Arastirmanin
verileri, 6lgiit 6rneklem yontemiyle segilen 14 sporcu 6grenci ile yari yapilandiriimig goriismeler
aracihigiyla toplanmistir. Elde edilen veriler kodlanarak kategorize edilmis, temalara ayrilmis ve
icerik analizi ile degerlendirilmistir. Arastirmada katilimcilarin dijital oyun ile birlikte, aile ici
iletisimin etkilendigi, fiziksel ve psikolojik yonden olumsuz etkilerinin oldugu, bilissel gelisim
yoninden katkilari oldugu gorilmistir. Cocugun sosyal etkinliklere yonlendirilip tesvik edilmesi,
spor faaliyetlerinin desteklenmesi, aile toplantilari, ailece yapilan etkinlikler ebeveyn-gocuk
iliskisini giiclendirdiginden g¢ocuklarin dijital oyunlarla olan baglarini azalacagi ve aile igerisinde
destek goremeyen, kendisine ilgi gdsterilmeyen, sosyal etkinliklere katilmi kisitlanan gocuklarin ise
daha fazla dijital oyun bagimlisi oldugu séylenebilir.

Anahtar kelimeler: Dijital oyun, sporcu 6grenci, nitel arastirma deseni.
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GiRiS

Oyun; her yas kesimindeki ferdin kendi i¢ diinyasinda meydana gelen ve hareket icglidusiinden kaynaklanan,
kuralsiz faaliyetlerdir. Buradaki ama¢ tamamen hosca vakit gecirmekten ibarettir (isler, 2012). “Oyun” kavrami
dijital ortamda insanlarin hayatlarinin biiyik bir bolimini gecirdigi ve yasamin ¢ézilmemis sorunlarindan gegici
olarak uzaklastigi yerdir. Ayni zamanda oyun, bireylerin rahat hissettigi ¢6zim Onerileri iceren alanlara girdigi
hazzin sembolldir (Chatfield, 2012). Dijital oyunlar ise insanlarin bir program vasitasiyla bilgisayarla ya da
birbirleri ile etkilesim kurduklari sanal ortamlardir. Oyuncu tek basina bilgisayar ile oyun oynayabildigi gibi

diinyanin herhangi bir bélgesindeki insanlarla da oyun oynayabilmektedir (Cakmak, 2015).

Her gegen giin ilerleyen teknolojik gelismeler, hizla biylyen sehirlesme durumu ve oyun alanlarinin yetersizligi
gibi nedenlerle geleneksel oyun etkinliklerinin yerini dijital oyunlar almaktadir (Gentile, 2009). Bilgisayar ve
internet pek ¢cok alanda yasami kolaylastirirken, oyun ve eglence araci olarak da giderek yayginlasan bir ilgi alani
haline gelmistir. Fleer, (2014)’a goére dijital oyun, kullanicilara gorsel bir ortamla birlikte kullanici girisi yapmayi
saglayan ayni zamanda oyunun sunuldugu cercevede asamali olarak maniple eden ¢ocuklar icin popiler bir kilttr
haline gelen oyunlar olarak tanimlanmaktadir. Hemen her yasta kullanicisi olan bu oyunlara 6zellikle gengler
yogun ilgi gostermekte ve oyun oynayarak gecirdikleri stire giderek artmaktadir (Rideout vd. 2010). Ginimuizde
teknolojiyi yakindan izleyen genclerin dijital oyunlara daha fazla ilgi gosterdigi ve dijital oyunlarin gengler arasinda
populer kiltiir imgesi oldugu bir donemin yasandigi sdylenebilir. Dijital oyunlarin sahip oldugu bazi 6zellikler ve
yasattig duygular oyuncuda bagimhlk gelisimini destekleyen unsurlar olarak ele alinmaktadir. Bu 6zellikler ve

duygular oyuncularin dijital oyunlara uzun zaman harcamasina ve baglanmasina neden olabilmektedir.

Dijital oyunlarin olumlu ve olumsuz etkilerinin arastirildigi calismalarda; siddet iceren dijital oyunlarin yalnizlik
(Wack ve Tantleff-Dunn, 2009), disik yasam doyumu, depresyon (Mentzoni ve ark., 2011), saldirganhk
(Anderson ve Carnagey, 2009, Bartholow ve ark., 2005, Demirtas ve Cakilci, 2014, Polman ve ark., 2008, Wang ve
ark., 2009), anksiyete (Gentile ve ark., 2004), siddet egilimi (Fischer ve ark., 2010, Williams ve ark., 2011), olumlu
sosyal davranislarda azalma (Greitemeyer ve Mige, 2014), dikkat sorunlari (Chan ve Rabinowitz, 2006, Gentile,
ve ark., 2012), dismanca duygularda artis (Gentile ve ark., 2004, Hasan ve ark., 2013) ve siddete karsi
duyarsizlasma (Anderson ve Bushman, 2009, Bartholow ve ark. 2005, Engelhardt ve ark., 2011, Hummer ve ark.,
2010, Montag ve ark., 2012) gibi psikososyal problemler ile iliskili oldugunu géstermistir. Starcevic ve ark., (2011)
tarafindan yapilan bir galismada problemli dijital oyun oynayan oyuncular, normal oyunculara gore Belirti Tarama
Listesi 90 (SCL-90)'in tim alt psikopatoloji olceklerinden (Somatizasyon, Obsesyon, Kisilerarasi Duyarlilik,
Depresyon, Anksiyete, Ofke, Fobik, Paranoid ve Psikotik) daha yiiksek puan almistir. Arastirmalarin biyiik
cogunlugu dijital oyunlarin olumsuz etkileri Gizerinde yapilmis olmasina karsin, dijital oyunlarin yorgunluk ve stresi
azalttigl, bos zamanlari degerlendirdigi, insanlari karmasik kent hayatindan, yogun is ve stres ortamindan
uzaklastirarak eglenmesine, rahatlamasina olanak sagladigi, problemler ile bas edebilmeye yardimci oldugu, 6z
glveni yikselttigi, gorsel-dikkat becerilerini gelistirdigi (Green ve Bavelier 2003) ve 6zellikle egitsel icerigi olan

oyunlarin ders basarisini arttirdigi (Prot ve ark., 2014) da gosterilmistir. Literatlirde bos zaman etkinliklerinin
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¢ocuk ve genglerin gelisimi lizerindeki etkilerini, fiziksel ve sosyal agilardan ele alan ¢alismalar bulunmaktadir

(Aydin ve Birol, 2019)

Cihan ve llgar Arag (2018)’a gore genglerin yasam becerilerini arttirmak agisindan spor aktivitelerinin 6nemi
blylik oldugunu belirtmislerdir. Yine Bozdag, (2020) spor aktivitelerinde karsilastiklari cesitli stresorlerle
micadele etmeyi 6grenen sporcularin yasam becerileri agisindan spor yapmayan bireylere kiyasla daha basaril
oldugu gozlemlenmistir. Okul sporlarindan bahsetmek gerekirse ahlaki ve insani genel amaglarini su sekilde
Ozetleyebiliriz; cocuk ve genglerde bedensel, zihinsel, tinsel ve toplumsal saglik bilincinin uyandiriimasi ve onlara
bu degerlerin kazandirilmasidir. Bu genel amag cergevesinde cocuk ve genglerde dayanisma ve is birligi
duygusunu gelistirmek, kural bilinci olusturmak, paylasim, adalet, hosgdrii ve yardim severlik gibi insani
degerlerin yani sira sporun; insan, doga ve toplumsal alanlardaki etkisi ve islevi konularinda bilinglendirmek okul

sporlarinin en 6nemli egitim amaclari ve ilkeleri arasindadir (Pehlivan, 2004).

Bahsedilen bitin bu degerlendirmeler gbz 6niinde tutuldugunda, dijital oyun bagimhliginin okul takimlarinda

oynayan sporcular tzerine etkisinin incelenmesinin, alana fayda saglayacagi distinilmektedir.

YONTEM

Arastirma Modeli

Bu calismada nitel aragtirma modeli kullanilmistir. Nitel aragtirma, problemin sorgulamasina ve yorumlanmasina
imkan saglar. Problemin bigimini dogal ortamda anlamaya ¢alisan bir yontemdir (Klenke, 2016). Arastirmanin
deseninde gomiilii teori kullaniimistir. GomUll teori, arastirma esnasinda verilerin sistematik bir sekilde

toplanarak analiz edilerek yeni bir teori elde edilmesidir (Strauss ve Corbin, 1998).

Calisma Grubu

Bu arastirmada amagli 6rnekleme yontemlerinden basit tesadifi drnekleme basit rastgele 6rnekleme de denilen
ornekleme yontemi kullanilmistir. Tesadiifi 6rneklemede, evrendeki 6gelerin her birinin 6rneklem icinde yer
almasi igin esit bir ihtimali vardir (Kerlinger ve Lee, 1999). Bu yontemin kullanilabilmesi igin ele alinan
problemlerle ilgili bilgilerin evrene gére homojen olmasi gerekir. Basit tesadifi orneklemede 6ncelikle evrenin
tiim 6gelerini iceren bir 6rneklem cergevesi yapiimalidir (Mertens, 2014). Bu dogrultuda arastirmanin g¢alisma
grubunu Milli Egitim Bakanligina bagli Yozgat’a bagh liselerde egitim 6gretim faaliyetlerine devam etmekte olan

14 6grenci olusturmaktadir.

Veri Toplama Araci

Bu arastirmanin verileri dijital ortam araciligi ile toplanmistir. Pandemi slirecinde sosyal mesafeyi koruyabilmek
adina bu yoéntem tercih edilmistir. Gorliismede, alan-yazin incelemesi ve uzman gorisleri dikkate alinarak
arastirmaci tarafindan gelistirilen 6 sorudan olusan ve vyari yapilandiriimis gorisme formu kullaniimistir.

Arastirmada veri toplama yontemi olarak yari yapilandiriimis gértisme teknigi kullaniimistir. Hazirlanan sorular
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uzman gorlsline sunularak gériigme formuna son sekli verilmistir. Verilerin tamami, 2021-2022 egitim-0gretim
yilinda, 6grencilerle yapilan ve ortalama 15-35 dakika sliren gorlismelerle toplanmistir. Gortismecilerin istedikleri

esneklikte cevap vermelerine olanak saglanmistir. Arastirma sorulari asagidaki gibidir;

o Genel olarak hangi tur dijital oyun oynuyorsunuz?

o Dijital oyun oynarken ne hissediyorsunuz?

. Dijital oyun oynamaniza aileniz ne diyor?

. Dijital oyun oynamak egitim hayatinizi nasil etkilemektedir?

o Dijital oyun spor hayatinizi ne derece de etkilemektedir?

. Dijital oyun oynamanin size ne gibi faydasi oldugunu disiiniyorsunuz?

Verilerin Analizi

Arastirmanin verileri dijital ortamda kayit altina alinmigtir. Gériismede, alan-yazin incelemesi sonucunda 6
sorudan olusan ve yari yapilandiriimis gériisme formu kullanilmistir. Hazirlanan sorular okul takimlarinda
oynayan dijital oyun bagimlisi 6grencilere sunularak gorisme formuna islenmistir. Veriler, dijital oyun bagimlisi
oldugu dusindlen okul takimlarindaki 6grencilere yapilan ve ortalama 20-30 dakika sliren goriismelerle
toplanmistir. Gorlismecilerin istedikleri esneklikte cevap vermelerine olanak saglanmistir. Elde edilen veriler
icerik analizi ydntemine gére analiz edilmistir. igerik analizinde temel amag, toplanan verileri agiklamaya yardimci
olacak kavramlara ve iliskilere ulasmaktadir. icerik analizinde temelde yapilan islem, birbirine benzeyen verileri
belirli kavramlar ve temalar gergevesinde bir araya getirmek ve bunlari okuyucunun anlayabilecegi bir bicimde
diizenleyerek yorumlamaktir. icerik analizinin asamalarini incelemeden &nce kullanilan terimleri tanimlamak
gerekir (Yildirnm & Simsek, 2008). Bu siiregte, alan icinden uzman goérusleri alinarak kodlarin temalarla anlamli bir
bltin olusturup olusturmadigi noktasinda degerlendirmeler yapilmistir. Arastirmacilar arasinda “goérus birligi” ve
“gbris ayriligl” olan konular belirlenmistir. Miles ve Huberman (1994) tarafindan ortaya konan Goris Birligi/
(Gorus Ayriligi + Gorus Birligi) x 100 formali (Tavsancil & Aslan, 2001) ile kodlayici glivenirligi cizim teknigi icin

%90, gorismeler igin ise %95 olarak bulunmus ve belirlenen kategorilerin tutarl oldugu sonucuna ulasiimistir.

BULGULAR

Arastirmanin bu béliminde 6grencilerin dijital oyun tirleri, oyun oynarken hissettikleri duygu ve disincelere,
ailelerinin bu konudaki géruslerine ve aile icerisindeki iletisimlerine, dijital oyunun egitim ve spor hayatina olumlu

olumsuz etkilerine, dijital oyunun kendilerine sagladigi faydalara yonelik bulgular incelenmistir.

Katihmcilarin oynadiklari dijital oyun tirleri

Katilimcilarin verdikleri cevaplar neticesinde oynadiklari oyun tirlerine iliskin gortslerine Tablo 1'de yer

verilmistir.
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Tablo 1. Oynanan Oyun Tirleri

Kategori Temalar
* Savas
* Macera
Oyun Tdrleri * Dovis
* Spor
* Zeka

Tablo 1’e gore Ogrenciler savas, macera, dovis, spor, zeka gibi tirlerde oyunlar oynadiklari gérilmektedir.
Bununla ilgili 6grenci gérisleri asagida paylasiimistir. (01) “Savas, macera tiirlerinde oynuyorum.” (02) “Déviis
(fighting) oyunlari oynuyorum.” (03) “Silah oyunlari oynuyorum.” (04) “Silah oyunlari, level atlama gibi éniinde
hedef olan oyunlar oynuyorum.” (05) “Spor oyunlarini agirlikl olarak oynuyorum.” farkh olarak (06) “Mimari,
aksiyon, polisiye” oyunlarini oynadigini (07) “Similasyon oyunlari tercih ediyorum.” (08) “Savas oyunlari
oynuyorum.” (09) “Macera, aksiyon oynuyorum.” (010) “Konsol oyunlari, online oyunlar cazip geliyor. “(011)
“Savas Oyunlari, Silah Oyunlari vb. oynuyorum.” (012) “Spor oyunlari tercih ediyorum.” (013) “Futbol, savas

oyunlari oynarim.” (014) “Futbol, savas oyunlar” gibi tiirlerde oyunlar oynadiklarini belirtmislerdir.
Ogrencilerin birgok tiirde oyunlar oynadigi oynanan oyunlarin tiirlerine gére isimleri de sekillerde belirtilmistir.
Katihmcilarin dijital oyun oynarken hissettigi duygu ve diisiinceler

Katiimcilarin verdikleri cevaplar neticesinde dijital oyun oynarken hissettigi duygu ve disincelere iliskin

gorislerine Tablo 2’'de yer verilmistir.

Tablo 2. Dijital Oyun Oynarken Hissettigi Duygu ve Dlslinceler

Kategori Temalar (Olumlu) Temalar (Olumsuz)
* Sosyal Beceri * Kaygl
* Psikolojik lyi Olus * Stres

Duygu ve Dislinceler * Duygusal Tatmin * Ofke
* Zeka * Saldirganhk

* Zihinsel problemler

Tablo 2’ye gore 6grencilerin dijital oyun oynarken hissettigi duygu ve dislinceler olumlu ve olumsuz olarak iki
tema kapsaminda incelenmistir. Olumlu tutumlar icerisinde stresimi atiyorum, mutlu hissediyorum gibi
disinceler varken; olumsuz tutumlar arasinda gergin hissediyorum, beynimi uyusturuyor gibi diistinceler yer
almaktadir. Bununla ilgili dgrenci goriisleri asagida verilmistir; (01) “Cok heyecanlaniyorum, sanki gercek hayatta
bir seyler kazaniyor ya da kaybediyor gibi hissediyorum. Ornegin; oyun sonunda para kazaniyorsam gercekten o
para benim gibi seviniyorum.” bununla birlikte (02) “Beynimi uyusturuyor gibi hissediyorum ama yine de
oynadikca oynayasim geliyor.” diyerek bagimhiligini dile getirmistir. (03) “Zaman gegiriyorum. Yapacak baska bir
sey yok cilnki. Kitap okumayl sevmiyorum zaten derslerden dolayi siirekli bir seyler okuyorum. Kalan
vakitlerimde oyun oynamak daha mantikli.” ayrica (04) “Oyunu kazanmam gerektigini kazanirsam giicli

olacagimi hissediyorum genelde bazen de sadece sikildigim icin oynuyorum herhangi bir hissim olmuyor.”
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seklinde goriis belirtmistir. (O5) “Egleniyorum. Arkadaslarim ile vakit gecirmek iyi hissettiriyor zaten disar
ctkamiyorum en azindan bdyle arkadaslarimla vakit gecirmis oluyorum.” (06) “Kendimi mutlu hissediyorum,
hirslaniyorum, bir seyleri tamamlamak 6zel hayatimda da ¢ok seyi tamamlamami sagliyor.” (07) “Egleniyorum,
stresimi atiyorum. Normalde agresif biriyim sakinlesmemi saglyor.” (08) “Bazen ¢ok sikici oluyor bazen de hig
birakmak istemiyorum. Sikildigimda televizyon falan izliyorum.” (09) “Oyun oynamak bana cok eglenceli geliyor.
Zamanimi keyifli gegirdigimi diistintiyorum.” (010) “Gergin ve heyecanli hissediyorum.” (011) “Dijital oyun
oynarken keyif aliyorum, egleniyorum ve kafami dagitiyorum.” (012) “Egleniyorum arkadaslarimla vakit
geciriyorum, vakit gecirmek iyi hissettiriyor.” (013) “Zevk aliyorum. Bir seyleri kazanma hissi beni inanilmaz
derecede mutlu ediyor, stres atiyorum.” son olarak (014) “Oyun oynamak beni ¢cok mutlu ediyor. Disarida oyun

oynamak yerine oturdugum yerden bir seyler yapmak ¢ok kolay.” diyerek duygu ve diisiincelerini belirtmistir.

Ogrencilerin dijital oyun gériislerine baktigimiz zaman bazilari igin olumlu bazilari igin ise olumsuz etkileri
olmustur. Olumlu tutumlar arasinda zaman gegirmek, zevk almak, eglenmek, kazanma hissinin verdigi hirs, kafa
dagitmak, stres atmak varken olumsuz tutumlar icerisinde yapacak baska bir sey bulamamak, ¢ok fazla oyun
basinda vakit gecirmekten dolayi beynin uyusmasi, kazanma ve kaybetme hissinin vermis oldugu gerginlik yer
almaktadir. 05, 06, 07, 012 kodlu 6grenciler eglendiklerini belirtirken 02, 04, 08 kodlu 6grenciler olumsuz

gorislere yer vermistir.

Dijital oyun oynama ile ilgili aile gorisleri

Katilimcilarin verdikleri cevaplar neticesinde dijital oyuna karsi ailenin gorislerine iliskin goriislerine Tablo 3'de
yer verilmistir.

Tablo 3. Ailelerin Dijital Oyun Hakkindaki Gorusleri

Kategori Temalar
* Fizyolojik
* Psikoloji
Aile * {letigim
* Akademik

Tablo 3’e gore ailelerin dijital oyun hakkindaki gorisleri fizyolojik, psikolojik, iletisim ve akademik olarak
gruplandiriimistir. Bazi aileler dijital oyun basinda vakit gegirmenin 6grencinin saghgini tehlikeye distrduguni
duslintirken bazilari sadece psikolojik agidan 6grencilere goérislerini bildirmislerdir. Bununla ilgili aile gorisleri
asagida paylasilmistir. (01) “Kiziyorlar; oyun seni kurtarmaz dersler kurtarir ders calis diyorlar. Annem ben sana
temizlik bile yaptirmiyorum ders galis diye sen hep oyun oynuyorsun diyor. Ders ¢alismak icin bile tableti elime
aldigimda oyun oynadigimi disinip kizmaya baslyorlar, bende onlara sinirlenip ders galismiyorum, iletisim
kuramiyoruz.” (02) “Bunun yerine arkadaslarimla beraber yeni hobiler edinmemin daha keyifli olacagini
sdyliiyorlar. Oyun oynarken aileme agresif yaklasiyorum, beraber vakit geciremiyoruz.” bununla birlikte (33)
Fazla oynamami istemiyorlar. Tek soyledikleri sey ders ders ders. Cok zaman gegirdigim zaman ailem ile sohbetim

azaliyor” ayrica (04) “Telefona artik bagimli oldugumu diisiiniiyorlar bazen azar yedigim konu genelde telefon
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hakkinda oluyor. Oyun oynadigim siire boyunca onlarla bir iletisimim olmuyor, yemek zamanlari rastlasiyoruz
hep birlikte.” (05) “Cok fazla oynamadigim icin fazla tepki vermiyorlar.” (06) “Oyunun tiiriine gére diisiincelerini
soyluyorlar. Savas oyunu tarzinda vurmal kirmali oyunlari oynamami istemiyorlar. Belirli zaman belirli siirelerde
oynadigim icin iletisimimizi kéti etkilemiyor.” (07) “Cok fazla oynadigimi diisiinmiiyorlar o yiizden kimse bir sey
sdylemiyor.” (08) “Siirekli ders galismami sdyliyorlar, soru ¢6z diyorlar, onun sana bir faydasi yok diyorlar.
Ailemin yaninda oynamiyorum genellikle onlar yanimda yokken oynuyorum, babam isten gelince 6devlerimi
yaptyorum.” (09) “Kiziyorlar, oyun oynayinca eline ne gegecek diyorlar, cocuk musun sen diyorlar.” (010) “Cok
uzun siire oyun oynamadigim miiddetce karismiyorlar. Cok oynadigimda tableti elimden alyorlar.” (011) “Dijital
oyun siiremi fazla kagirmadigim siirece bir sey demiyorlar izin veriyorlar.” farkl olarak (012) “Kimse bana bir sey
demiyor.” (013) “Cok uzun siire oynadigimda kiziyorlar. Gézlerin bozulacak birak artik diyorlar, ekrana yakindan
bakma diyorlar.” (014) “Annem oyun oynamaktan kambur kaldin diyor. Kafalarimiz uyusmuyor onlar beni

anlamiyor ben de onlari anlamiyorum.” seklinde goris bildirmislerdir.

Aileler cocuklarinin ders ¢alismasina daha ¢ok 6nem verdikleri igin dijital oyun oynarken genellikle ‘Oyunu birak
ders calis’ gibi ciimleler kurmaktadirlar. 013, 014 kodlu katimcilarin ailesi ise ¢ocugun dijital oyun basinda
gegcirdikleri siirelerin gelisim ve saglik agisindan tehlikeli oldugunu dusiinerek “Annem oyun oynamaktan kambur
kaldin diyor, Gozlerin bozulacak birak artik diyorlar. Ekrana yakindan bakma diyorlar.” gibi climleler kurarak
cocuklarinin dijital oyun oynamasindan dolayi rahatsizliklarini dile getirmislerdir. Bazi 6grenciler oyun stirelerinin
fazla olmasina ragmen aileleriyle olumsuz higbir sikinti yasamadigini kimisi ise ilgisiz kalarak higbir sey

soylemedikleri bu konu hakkinda sessiz kaldigini belirtmistir.
Dijital oyun oynamalari ile egitim hayatlari arasindaki iliskiler

Katilimcilarin verdikleri cevaplar neticesinde dijital oyun oynamanin egitim hayatina etkilerine iligkin gérislerine

Tablo 4’te yer verilmistir.

Tablo 4. Dijital Oyunun Egitim Hayatina Etkisine iliskin Gorisler

Kategori Temalar (Olumlu Etki) Temalar (Olumsuz Etki)
* Zaman Yonetimi *Sorumsuzluk
* Bilissel Geligim * Duistik Not

Egitim * Analitik Dislince * Zaman Kaybi
* Etkisiz (notr) * Etkisiz (notr)

Tablo 4’e gore dijital oyun oynamanin egitim hayatina olumlu ve olumsuz etkisi olarak iki kategoride
incelenmistir. Olumlu etki icerisinde, bilissel gelisim, analitik diislince, zaman ydnetimi becerisi gibi distinceler
varken, olumsuzluk temasi altinda sorumsuzluk, diisiik akademik basari, kaybolan zaman kavramlari olusmustur.
Temalar ile ilgili 68renci gorisleri asagida verilmistir. (01) “Oyun oynarken hic sikilmiyorum ama ders calisirken
cok sikiliyorum. 5 dakika daha oynayip ders galisacagim diyorum ama bir tiirli dersin basina gegcemiyorum. Bu da
derslerden geri kalmama neden oluyor.” (02) “Sorumluluklarimi erteledigim icin olumsuz yénde etkiliyor.” (03)

“Cok fazla zaman gecirmedigim siirece etkilemiyor. Su an online egitim oldugu icin zaten hep bilgisayar
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basindayim. Oyunda oynuyorum derslerimle de ilgileniyorum.” (04) “Ders calisma ve sinavlari cogu zaman ikinci
plana atiyorum mesela oyundan sonra yaparim diyorum ama bir bakmisim zaman ge¢mis o saatten sonra ders
calismak gelmiyor pek icimden.” (0O5) “Kétii etkilemiyor ama iyi de etkilemiyor. Her ikisine de zaman
ayirabiliyorum. Bazen oyunu birakamiyorum dersler ikinci planla kaliyor. ikisini de dengede tutmaya calisiyorum.”
(06) “Oyuna bagimlilik yapmadigim siirece belirli bir zaman igerisinde oynadigim icin kétii etkilemiyor.” (07) farkl
olarak “Kétii etkiledigini diisinmilyorum. Aksine gériis agimi gelistiriyor.” seklinde gériisiinii belirtmistir. (O8)
“Egitim hayatima zarar vermiyor. Derslerime gerekli 6nemi ve yeterli zamani veriyorum.” (09) “Cok fazla
oynadigimi dislinmiyorum. O ylzden egitim hayatima olumlu veya olumsuz hicbir etkisi yok.” olarak
vurgulamistir. (010) “Cok fazla etkiledigi sdylenemez. Oyun oynadigim icin egitim hayatimin geri de kaldigi bir
durumla karsilasmadim.” (011) “Egitim hayatimi kotii etkilemiyor aslinda yarari oluyor giindelik hayat
bakimindan.” (012) “Kétii de etkilemiyor iyi de etkilemiyor. Oyun oynamakla egitim hayatimin herhangi bir
alakasi yok.” (013) “Derslerimi ihmal ediyorum, sinavlardan diisiik not aliyorum.” (014) “Oyun oynamaktan

derslerle ilgilenemiyorum, oyun oynamak varken niye ders yapayim.” olarak goruslerini dile getirmislerdir.

Ogrencilerin dijital oyun oynamanin egitim hayatina etkileriyle ilgili gériislerine bakildiginda bazilari igin hicbir
etkisinin bulunmadigini, bazilarinin ise derslerini olumlu ve olumsuz yénde etkiledigi sonuglarina ulasiimistir. 03,
05, 09, 010 kodlu 6grenciler dersleriyle oyun oynamanin higbir baglantisi olmadigini o yiizden bir etkisinin
olmadigini disiiniirken 01, 02, 04, 013, 014 kodlu dgrenciler derslerinin ikinci planda kaldigini, sorumluluklarini

ertelediklerini belirtmislerdir. 37 ise olumlu yénde etkiledigini géris agisini gelistirdigini belirtmistir.
Dijital oyun oynamasinin spor hayatina etkilerine yonelik goriisleri

Katilimcilarin verdikleri cevaplar neticesinde dijital oyun oynamanin spor hayatina etkilerine iliskin gorislerine
Tablo 5’te yer verilmistir.

Tablo 5. Dijital Oyunun Spor Hayatina Etkisine iliskin Goriisler

Kategori Temalar

* Taktik

* Fizyolojik
Spor * Psikoloji

* Hayata Transfer
* Oyun Zekasi

Tablo 5’e gore dijital oyun oynamanin spor hayatina etkileri 5 tema altinda toplanmistir. Bunlar; taktik, fizyolojik,
psikoloji, hayata transfer ve oyun zekasidir. Bununla ilgili 8grenci gorisleri asagida verilmistir. (01) “Cok fazla
etkiledigini disiinmiiyorum, spor yapacagim zaman sporumu yaplyorum, oyun oynayacagim zaman oyunumu
oynuyorum. ikisine de vakit ayirabiliyorum.” farkli olarak (02) “Sirekli hareketsiz bir sekilde kaldigim igin
viicudum din¢ olmuyor, spor yaparken cabuk yoruldugumu hissediyorum.” oldugunu belirtmistir. (03) “Okul
takimindayken o6nceligi takima veriyordum, oyunu arka plana atiyordum ama su an takim olmadigi igin vakit

buldugumda oyun oynuyorum.” (04) “Tabi ki hareketlenme konusunda ¢ok etkisi oluyor siirekli yatiyor ya da
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oturuyor oluyorum.” (05) “Spor hayatima her zaman &ncelik veririm o yiizden etkilemesine izin vermiyorum.”
(06) “Oyun oynamak spor hayatimi etkilemez hatta oyunda 6grendiklerimi sahada yapmaya calisirm.” (07)
“Spora oncelik veriyorum 6nce antrenmanimi yaparim daha sonra oyunumu oynarim. Bir tercih yapmam
gerekirse diisiinmeden antrenmani secerim.” (08) “Spor yapmaktan daha ¢ok seviyorum oyun oynamayi, spor
yaparken c¢ok yoruluyorum her yerim agriyor ama oyun oynarken hicbir yerim agrimiyor.” (09) “Cok fazla
oynadigimi diistinmilyorum o yiizden spor hayatima olumlu veya olumsuz higbir etkisi yok.” (010) “Genellikle
spor yaptigim saatler ve oyun oynadigim saatler kesismedigi icin etkilemiyor.” (011) “Spor hayatimi etkilemiyor
daha cok spora yénlendiriyor.” (012) “Her zaman spora éncelik veririm.” (013) “Futbol oyunlari teknik olarak
bana olumlu yénde taktikler kazandiriyor.” (014) “Reflekslerim gelistigi icin birgok spor dalinda basarili
oluyorum.”

Ogrencilerin dijital oyun oynamanin spor hayatina etkileriyle ilgili goriislerine bakildiginda bazilarinin spor
hayatini etkiledigi bazilarinin ise higbir sekilde spor hayatini etkilemedigi sonuglarina ulagiimistir. 01, 05, 06, 09,
010, 011 kodlu 6grenciler spor hayatiyla oyun oynamanin hicbir baglantisi olmadigini her zaman spora 6ncelik
verdiklerini o yiizden bir etkisinin olmadigini distiniirken; 02, 03, 04 kodlu 6grenciler oyun basinda vakit
gecirmenin hareket yeteneklerini etkiledigini bununda yaptiklari spora olumsuz etki ettigini belirtmistir. 013 ve
014’Gin oyun oynamanin yaptiklari spor branslariyla ilgili gbriis acisini gelistirdigini yeni taktikler gelistirdiklerini

belirtmistir.
Dijital oyun oynamanin faydalari hakkindaki gorusleri

Tablo 6’da dijital oyun oynamanin faydalari hakkindaki gorislere yer verilmistir.

Tablo 6. Dijital Oyunun Faydalarina iliskin Gériisler

Kategori Temalar

* Egitim

* Teknolojik
Dijital oyun faydalari * Sosyal

* El becerisi

* Eglence

Tablo 6’ya gore dijital oyun oynamanin faydalari; egitim, teknolojik, sosyal, el becerisi ve eglence kavramlari ile
incelenmistir. Giinlik hayat icerisindeki etkilerine bakildiginda ‘iletisim becerisi, sosyallesme, el becerisi’ gibi
ozelliklerin gelistigi belirtilirken egitim hayatina etkisine bakildiginda ise “dil gelisimi, teknolojik gelismeler” gibi
dzelliklerin gelistigi belirtilmistir. Bununla ilgili grenci gérisleri asagida verilmistir. (01) “Arkadaslarimla bu
konular hakkinda sohbet edebiliyorum daha fazla sosyallesebiliyorum. Teknoloji ve bilgisayar hakkinda bilgi sahibi
oluyorum.” (02) “Maalesef bir faydasi olmuyor sadece zaman 6ldiirmek icin kullaniyorum.” (03) “Zaman
gecirmeme yardimci oluyor, yapacak bir sey bulamiyorum bende oyun oynuyorum.” (04) “Aslinda higbir faydasi
yok ama en azindan zaman gegiyor hele su zamanda faydasi oluyor gibi.” (05) “ingilizce kelimeler &greniyorum,
faydasi var. Derslerde, &grendigim kelimeler karsima cikiyor. Ogretmen sordugunda hemen cevap

verebiliyorum.” (06) “Mimari tarzda oyun oynadigim icin hayal giicimii destekledigini diisiiniiyorum.” (07) “Yeni
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taktikler &greniyorum. El becerim ve reflekslerimin gelistigini diisiinliyorum.” (O8) “Hicbir faydasi oldugunu
diisinmilyorum. Zaman gegiriyorum, kitap okumayi sevmedigim icin bdyle seylerle eglenmeye calisiyorum.” (09)
“Bana gore hicbir faydasi yok sadece zaman gegsin diye yapilan bir aktivite.” (010) “Dil 6grenimim biraz da olsa
gelisti.” (011) “Faydasi aslinda kimseye glivenmemek ve refleks taktik becerilerimin giiglendigini diisiinliyorum.”
(012) “ingilizce kelimeler dgreniyorum.” (013) “Giinliik hayatimda reflekslerimin gelistigini anliyorum.” (014)

“Arkadaslarimla iletisimimin gelistigini daha da sosyallestigimi dlisiniyorum.” olarak goérislerini belirtmislerdir.

Ogrencilerin dijital oyun oynamanin faydalariyla ilgili gériislerine bakildiginda bazilari giinliik hayatini etkiledigi
bazilarinin ise egitim hayatini etkiledigi sonuglarina ulagilmistir. 05, 010, 011, 012 kodlu &grenciler ‘ingilizce
kelimeler &greniyorum, derslerde 6grendigim kelimeler karsima cikiyor. Ogretmen sordugunda hemen cevap
verebiliyorum.” diyerek egitim hayatini olumlu yénde etkiledigini belirtmistir. 01, 06, 07, 011, 013, 014 kodlu
Ogrenciler “Arkadaslarimla iletisimimin gelistigini daha da sosyallestigimi duisinuyorum. Yeni taktikler
O0greniyorum, el becerim ve reflekslerimin gelistigini distintiyorum.” diyerek giinlik hayatini ve sosyallesme
diizeyini dnemli derecede etkiledigini belirtmistir. Ogrencilerden bazilari ise hicbir sekilde faydasinin olmadigini

belirtmistir.

TARTISMA ve SONUC

Dijital oyunlarin okul takimlarinda oynayan sporcular lizerine etkisinin incelenmesini amaglayan bu ¢alismada,

birebir goriismeler aracihigiyla katihmcilarin gerekgeleri dikkate alinarak belirli temalar ile iliskilendirilmistir.

Katiimcilarin dijital oyun tarleri hakkindaki gorisleri incelendiginde; savas, macera, doévds, silah oyunlari, hedef
ve spor oyunlari, mimari, aksiyon, polisiye, simiilasyon oyunlari, konsol oyunlari, online oyunlar gibi birgok tiirde
oyunlar oynadigi belirtilmistir. Literatlr incelendiginde; Kula ve Erdem (2004) bireylerin oyuncuya hakim olma
duygusunun oyun seciminde etkili oldugunu belirtmistir. Can (2003), 6grencilerin oyun ve oyun tiirii tercihleri
Uzerine iki fakh goriisten séz etmektedir. ilk goriis, cocuklarin gelisim siirecleri Gizerinde sosyal etkilerine dayanak
gostererek farkhh oyun tercihlerini agiklamaktadir. Bu goris, toplumun gocuklara iliskin algilari ve onlar
Gzerlerindeki farkli arzularina gére ¢cocuklarda farkl oyun tercihleri olustugu diisiincesini vurgulamaktadir. Siddet
ve bilgisayar oyunlarinin erkeklere uygun goralip, kizlara uygun gériilmemesi bu duruma érnektir. Prensky (2001)
dijital oyun tercihlerinde 6nemli oldugunu belirtigi dort degisken tanimlamistir. Bunlar; cinsiyet, yas, rekabetgilik
ve oyuna yonelik 6nceki bilgilerdir. Bununla birlikte, dijital oyunun kullanimi giinlimizde her yas grubu tarafindan
giderek tercih edilmekle beraber erken ¢cocukluk déneminde de kullanilmaya baslandigi gériilmektedir (Plowman

ve ark., 2012). Sonug olarak bireylerin oyun tercihlerinde haz duygusunun 6én planda oldugu séylenebilir.

Ogrencilerin dijital oyun hakkindaki gériislerine bakildiginda, bazilari icin olumlu bazilari igin ise olumsuz etkileri
oldugu gorilmektedir. Olumlu tutumlar arasinda; zaman gecirmek, zevk almak, eglenmek, kazanma hissinin
verdigi hirs, kafa dagitmak, stres atmak varken olumsuz tutumlar icerisinde; yapacak baska bir sey bulamamak,
¢ok fazla oyun basinda vakit gecirmekten dolayi beynin uyusmasi, kazanma ve kaybetme hissinin vermis oldugu

gerginlik yer almaktadir. Dijital oyunlarin sahip oldugu bazi 6zellikler ve yasattigi duygular oyuncuda bagimlilik
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gelisimini destekleyen unsurlar olarak ele alinmaktadir. Oyun bagimhhg psikiyatri yazininda ‘oyun oynama
siresini kontrol edememe’, ‘diger etkinliklere karsi ilgi kaybr’, ‘olumsuz sonuglarina ragmen oynamaya devam
etme’ ve ‘oyun oynayamadigl zaman psikolojik yoksunluk hissetme’ gibi belirtilerle goriilen dirtt kontrol
bozuklugu olarak nitelendirilmistir (Irmak ve Erdogan, 2015). Bu 6zellikler ve duygular oyuncularin dijital oyunlara
uzun zaman harcamasina ve baglanmasina neden olabilmektedir. Yee (2006), oyunculari motive eden bilesenleri

|II

“basar”, “sosyal” ve “oyuna dalma” basliklari altinda gruplandirmistir. Dijital oyun oynayan kisinin oyun
vasitasiyla ruhsal reaksiyonlarini kontrol edebilmesine, stresten arinmasina, benlik kazanmasina ve mutluluk
duygulari yasamasina zemin hazirladigi belirtilmistir (Akandere, 2013). Yazinda en iyi arastirilmis alan, oyunlarin
psikososyal ve davranissal problemler ile iliskisi Gzerinedir. Bulgular siddet iceren dijital oyunlarinin yalnizlik
(Wack ve Tantleff-Dunn, 2009), disik yasam doyumu, depresyon (Mentzoni ve ark., 2011), 6z kontrol
yoksunlugu, 6fke, sorumsuzluk, birincil ihtiyaglari erteleme (Kéroglu, 2013), olumlu sosyal davranislarda azalma
(Greitemeyer ve Miige, 2014), diismanca duygularda artis (Gentile ve ark., 2004; Hasan ve ark., 2013) gibi
psikososyal problemler ile iliskili oldugunu géstermistir. Starcevic ve ark., (2011) tarafindan yapilan bir calismada
problemli dijital oyun oynayan oyuncular, normal oyunculara gore Belirti Tarama Listesi 90 (SCL-90)’in tiim alt
psikopatoloji dlceklerinden (Somatizasyon, Obsesyon, Kisilerarasi Duyarlilik, Depresyon, Anksiyete, Ofke, Fobik,

Paranoid ve Psikotik) daha yiksek puan almistir. Calisma temasinin bu asamasinda dijital oyunun bireye bazi

gelisim alanlarinda katki sagladigi bazi gelisim alanlarini da olumsuz etkiledigi séylenebilir.

Katilimcilarin “Dijital oyun oynamaniz hakkinda aileniz ne diisiiniiyor?” sorusuna verdikleri cevaplar neticesinde
ailelerin gocuklarinin ders calismasina daha ¢ok 6nem verdikleri gériilmektedir. Ogrenciler ailelerinin “oyunu
birak ders galis”, “Annem oyun oynamaktan kambur kaldin diyor, gézlerin bozulacak birak artik, ekrana yakindan
bakma” gibi ciimleler kurduklarini dile getirmistir. Genel olarak ailelerin gcocuklarinin dijital oyun oynamasindan
dolayi rahatsiz olduklari sdylenebilir. Dijital oyunlar gocuklar i¢in; oyunlarla ¢ok fazla zaman harcama, derslerini
aksatma, kendilerini oyun karakterleri ile iliskilendirme, oyun oynarken miidahale edildiginde asiri tepkiler verme
gibi biyo-psikososyal riskler barindirmaktadir (Taylan ve ark., 2017). Cocuklari tehdit eden dijital oyun bagimhhgi,
onlarin gelisimine zarar verebilmektedir. Kiicik yasta dijital oyunlarla karsilasmak veya ilk teknolojik cihazlarina
erken yasta sahip olmak, dijital oyun bagimhlig: riskini arttirabilmektedir (Bilbil ve ark., 2018). Bu yargilari
destekleyici olarak Giinii¢ ve Dogan (2013) yaptiklari bir calismada, ailedeki sosyal destek eksikliginin cocugu

bagimhhga yonlendirecegini ifade etmislerdir.

Ogrencilerin dijital oyun oynamanin egitim hayatina etkileriyle ilgili gériislerine bakildiginda bazilari igin higbir
etkisinin bulunmadigina bazilari i¢in ise derslerini olumlu ve olumsuz yonde etkiledigi sonuglarina ulasiimistir.
Ogrencilerin bir kismi dersleriyle oyun oynamanin higbir baglantisi olmadigini o yiizden bir etkisinin olmadigini
disindrken digerleri derslerinin ikinci planda kaldigini, sorumluluklarini ertelediklerini belirtmislerdir. Bilgisayar
oyunlarinin fen, matematik, tip, mihendislik, dil 6grenme, problem ¢6zme ve stratejik diislinme becerisini
gelistirme gibi alanlarda siklikla kullanildig1 goriilmektedir. Genel gorus, bilgisayar oyunlarinin eglenceli ortamlar
sundugudur. Ogrenciler oyunlari derslerinde kullanmak istemekte ve oyun oynama siirecinde arastirip problem

¢ozmeye calismaktadirlar. Ayrica oyunlarin is birligini destekleyen ortamlar sundugu da genel bulgular
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arasindadir. Oyunlar 6grencinin gtdiilenmiglik dizeyini arttirirken, igerige ilgi duymasini, 6grenebilecegine iligkin
ozglvenini ve etkinligi stirdirmesini saglar, 6grencide rahatlama ve motivasyon yaratir. Béylece 6grencinin o
dersteki basarisi ve 6z-yeterlik algisi artar (Bayirtepe, Tizlin, 2007). Yine yapilan bazi arastirmalarda bilgisayar
oyunlarinin ¢ocuklarin zihinsel gelisimi Gizerine olumlu etkilerinin de oldugu gérilmektedir. Tarhan (2007), dogru
oyunlar araciligiyla 6grenmeyle ilgili zihinsel siregleri harekete gegirerek ¢ocuga stres altinda sogukkanh kalma
becerisi, dikkatini uzun zaman siirdiirme becerisi kazandirilabilecegini, 6zellikle hiperaktif cocuklarin acelecilik ve
sabirsizlik gibi belirgin 6zelliklerini torpilemek, onlara katlanmayi, yilmamayi 6gretmek icin bu tir oyunlarin

kullanilabilecegini belirtmistir.

Ogrencilerin dijital oyun oynamanin spor hayatina etkileriyle ilgili gbriislerine bakildiginda spor hayatini etkiledigi
ya da higbir sekilde spor hayatini etkilemedigi seklinde iki yonli sonuglara ulasilmistir. Bazi 6grenciler spor
hayatiyla oyun oynamanin higbir baglantisi olmadigini her zaman spora 6ncelik verdiklerini o ylizden bir etkisinin
olmadigini dislinirken bazilari oyun basinda vakit gegirmenin hareket yeteneklerini etkiledigini bununda
yaptiklari spora olumsuz etki ettigini belirtmistir. Kimisi ise oyun oynamanin yaptiklari spor branslariyla ilgili goris
acisini gelistirdigini yeni taktikler trettiklerini belirtmistir. Oyun; “yetenek ve zeka gelistirici, belli kurallari olan,
iyi vakit gecirmeye yarayan eglence” veya “bedence ve kafaca yetenekleri gelistirmek amaciyla yapilan, geviklige
dayanan her tiirlii yarisma” olarak tanimlanmaktadir (TDK, 2022). istek, doyum, giidilenme, motivasyon,
temalarina vurgu yapilmistir. isbirligini destekleyen oyunlarin égrencinin giidiilenmislik diizeyini arttirirken,
icerige ilgi duymasini, 6grenebilecegine iliskin 6zglivenini ve etkinligi stirdlirmesini sagladigi, 6grencide rahatlama
ve motivasyon yarattigi ve boylece 6grencinin o dersteki basarisini ve 6z-yeterlik algisini arttirdigi yapilmis olan
arastirma sonuglari arasinda yer almaktadir (Tlzlin ve Bayirtepe, 2007). Lemmens ve ark., (2009) yapmis olduklari
¢alismada dijital oyunun sosyal ve duygusal sorunlara neden oldugu halde, kisinin bilgisayar ya da video oyunlarini
asiri ve kompulsif diizeyde kullandigini ve oyuncunun asiri kullanimi kontrol edemedigi sonuglarina ulagsmistir.
Tizdn (2006), dijital oyunlarin, ¢ocuk ve gengleri duygusal ve disiinsel deformasyona ugratma potansiyeli

tastyanlarina karsi 6nlem alinmasinin toplumsal bir sorumluluk oldugu sonucuna ulasmistir.

Ogrencilerin dijital oyun oynamanin faydalariyla ilgili gériislerine bakildiginda; giinliik hayatini etkiledigi ya da
egitim hayatini etkiledigi sonuclarina ulasilmistir. Bazi grenciler ‘ingilizce kelimeler 6greniyorum, derslerde
o6grendigim kelimeler karsima cikiyor, 6gretmen sordugunda hemen cevap verebiliyorum.” diyerek egitim
hayatini olumlu yénde etkiledigini belirtmistir. Digerleri ise ‘Arkadaslarimla iletisimimin gelistigini daha da
sosyallestigimi dislinliyorum, yeni taktikler 6greniyorum. El becerim ve reflekslerimin gelistigini distiniyorum.’
diyerek giinliik hayatini ve sosyallesmeyi énemli derecede etkiledigini belirtmistir. Ogrencilerden bazilari ise
hicbir sekilde faydasinin olmadigini belirtmistir. Oyunlarin geng bireylerde bilissel, sosyal, duyussal ve psikomotor
kategorilerde daha ¢ok olumlu yonde etkileri oldugu soylenebilmektedir. Psikolojik iyi olus kategorisine yonelik
olarak; mutluluk, pozitif psikoloji, yasam kalitesi, iyimserlik, 6zsaygi gibi kavramlari destekledigini, kontrolli stire
ile oynandiginda bu kavramlara pozitif etkileri oldugu belirlenmistir (http-1). Aghlara ve Tamjid (2011) calismasi,

dijital oyunlarin gcocuklara ingilizce kelime dgretiminde kullanilmasinin olumlu etkisi oldugunu géstermistir.
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Sonug olarak, katilimcilarin dijital oyun kavramina yoénelik dislincelerini ortaya g¢ikarmayi amaglayan bu
¢alismada, dijital oyun oynamanin aile ici iletisimi etkiledigi, fiziksel ve psikolojik yénden olumsuz etkileri oldugu,
bilissel gelisim yoéniinden katkilar oldugu gorilmistiir. Ogrencilerin sosyal etkinliklere yénlendirilip tesvik
edilmesi, sportif faaliyetlerin desteklenmesi ve ailece yapilan etkinliklerin ebeveyn-gocuk iligkisini gliclendirmesi
sonucu dijital oyunlarla olan baglarinin azalacag, aile igerisinde destek géremeyen, kendisine ilgi gdsterilmeyen,

sosyal etkinliklere katilimi kisitlanan ¢ocuklarin ise dijital oyun baginin daha fazla artacagi séylenebilir.

Etik Metni
Bu makalede dergi yazim kurallarina, yayin ilkelerine, arastirma ve yayin etigi kurallarina, dergi etik kurallarina

uyulmustur. Makale ile ilgili dogabilecek her tiirlii ihlallerde sorumluluk yazarlara aittir. Yozgat Bozok Universitesi

Arastirma ve Yayin Etik Kurullarinin 2022 tarih ve 34 / 13 sayili karari ile calismanin etik kurul onayi alinmistir.

Katki Orani Beyani: Tiim yazarlar ¢ikar ¢catismasi olmadigini beyan eder. Bu ¢alismada birinci yazarin katki orani

%50, ikinci yazarin katki orani %50’dir.
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