I.l E TSAR (International Journal of Education Technology and Scientific Researches) Vol: 9, Issue: 27, 2024

Eren, M.O. & Giires, A. (2024). Investigation of Digital Gaming Attitudes Among Athletes

IJ ETS R In Terms of Demographic Variables, International Journal of Education Technology and
Scientific Researches, 9(27), 353-382.

(ISSN: 2587-0238) DOI: http://dx.doi.org/10.35826/ijetsar.736

Article Type (Makale Tiirli): Research Article

INVESTIGATION OF DIGITAL GAMING ATTITUDES AMONG ATHLETES IN TERMS OF
DEMOGRAPHIC VARIABLES

Muhammed Gmer EREN
Teacher, Resit Cif¢i Dokuz Eyliil Ortaokulu, Balikesir, Tiirkiye, momer54@hotmail.com
ORCID:0000-0003-1696-5125

Ali GURES
Ass. Prof., Aydin Adnan Menderes Universitesi, Spor Bilimleri Fakiiltesi, Aydin, Tiirkiye, agures@adu.edu.tr
ORCID:0000-0003-1696-5125

Received: 14.03.2024 Accepted: 16.05.2024 Published: 01.06.2024

ABSTRACT

This study was conducted to examine athletes' digital game playing attitudes in terms of
demographic variables. 394 individuals with different demographic characteristics who were from
different regions and continued their active sports life participated in the research. The data was
collected via Google form, and the first part consists of a personal information form prepared by
the researcher, and the second part consists of the Digital Game Playing Attitude Scale (DOOTO)
developed by Demir and Bozkurt (2019). In this study, data was analyzed using IBM SPSS 22.0
program and frequency, percentage, arithmetic mean, standard deviation and Cronbach Alpha
calculations were made. The suitability of the data for normal distribution was examined with the
Kolmogorov-Smirnov and Shapiro-Wilk tests. As a result of the analysis, it was determined that the
data did not show a normal distribution. As a result, the Mann-Whitney U test was used for
variables with two levels, and the Kruskal-Wallis H test was used for variables with three or more
levels. Athletes' attitudes towards playing digital games were examined in terms of demographic
variables; It was determined that the attitude level of playing digital games was at a medium level
and its sub-dimensions were at a very low level. There is no significant difference between the
athletes' attitude towards playing digital games and the variables of body mass index, financial
income level, and how long you have been doing sports (p>0.05). However, it was concluded that
there was a significant difference in gender, age, licensed athlete and daily digital game playing
time (p<0.05). The research shows that the attitude level of digital game playing in athletes is at a
medium level with (50.55), the attitude levels of female participants are higher in the cognitive and
affective sub-dimensions, there are significant differences in the affective and behavioral sub-
dimensions in the age variable, and being a licensed athlete creates an opposite situation in the
attitude level. It was concluded that daily digital game playing time was effective in increasing the
attitude level.
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INTRODUCTION

Turkish Language Association (2014) defines the meaning of the word digital as the electronic display of data on
a screen. Developing technology enables individuals to carry out tasks and transactions that they want to do
(such as having fun, spending time, getting rid of boredom, etc.) or that they have to do (such as applications
received electronically by various institutions and organizations) in digital environments. Digital technology can
be defined as applications that display, store and transmit information electronically on a screen (Cabi, 2015). It
is a reality that digitalization has become as widespread as possible today. This situation also affects individuals'
attitudes about having fun, spending their free time, or how to spend their free time. By definition, attitude is
expressed as tendencies that motivate people to behave towards certain events, situations, objects or people
(Baser, 2009). In other words, it can be defined as the possible behavior that an individual is expected to display
in the face of a situation, event or phenomenon (inceoglu, 2010). With all this rapid change, these developments,
which remain in the spiral of technological developments and are included in almost every aspect of life, can be
thought to cause the traditional game playing culture to decrease, change or lead to a tendency towards digital
game playing attitude. Individuals inevitably have to develop a behavior or an attitude towards these situations,

and therefore their interest in screens or digital tools may increase.

It is thought that these changing attitudes and behaviors may affect traditional gaming behaviors, where mobility
is high and contribute to the development of the physical activity levels of the participants, and as a result, this
type of gaming may bring inactivity and cause individuals or societies to be exposed to an unhealthy lifestyle.
Sport is a sport that enables the development of the abilities acquired by the individual while transforming his
natural environment into a human environment, is a sport that he does professionally, alone or with other
individuals, within the framework of certain rules, with or without tools, in his free time or all his time, improves
his physical and psychological health, and is a competitive sport. It is a cultural phenomenon that socializes and
enables integration with the social structure to which it belongs (Erkal, 1996). As a purpose, sports activities
include a number of features such as improving and protecting the physical, physiological, mental or spiritual
states of individuals and ensuring their socialization. As can be understood from the definitions and purposes of
sports, it is a phenomenon that leads to the mobility of individuals, contributes positively to physical activity
levels, serves the socialization of individuals by preventing loneliness, in short, keeps individuals active in life and
has physical, physiological and psychological benefits. With all these features of sports, it will make significant
contributions to individuals to continue their lives in a fit manner by providing a positive situation against digital

game playing behavior or attitude development that will negatively affect life.

In this sense, the successful results of the study due to the characteristics of the sport or the athletes have a
positive effect on the sport and the athletes, which have an attitude of playing digital games, and the results are
directing them towards a life with a sedentary lifestyle and their uncontrolled behaviors under the influence of

digital games. It is also considered that it will contribute to the literature.
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METHOD

In this part of the research, information is given about the research model, sample, data collection tools, and

statistical methods used in data analysis.

Model of Research

Descriptive scanning model was applied in this research. Descriptive screening models are statistical processes
that enable the determination, collection and presentation of numerical values related to a variable (Blyukoztirk

et al., 2014).

Group of Research

Appropriate sampling method was used when creating the research group. The convenient sampling method is
a preferred method because it provides the researcher with the advantage of quickly collecting data
(Buyukoztiirk et al., 2010). The survey form was delivered to the participants via Google Drive and filling out the
survey was based on voluntary participation. The population of the research was conducted with a total of 394
participants who were in different regions and continued their active sports life. In addition, Alpar (2010) states
that if the total number of items in studies is less than one-fifth of the total number of people, the study will be

a reliable and valid analysis in terms of analysis.

Data Collection Tools

Data collection in the research consists of two parts: "Personal Information Form, Digital Game Playing Attitude

Scale (DOTO)".

Personal Information

In the first part, questions consisting of 7 questions developed by the researcher (age, gender, financial income
level, body mass index (BMI), licensed sports activities, how long have you been doing sports? how long do you

play digital games during the day?) were used.

Digital Game Playing Attitude Scale (DGAS)

Digital Game Playing Attitude Scale (DGAS) developed by Demir & Bozkurt, (2019) consists of 18 items and three
sub-dimensions (Cognitive (first 5 items), Affective (5 items) and Behavioral (last 8 items)). The Cognitive sub-
dimension is reported as Cronbach Alpha (.90), the Affective sub-dimension is reported as Cronbach Alpha (.81),
the Behavioral sub-dimension is reported as Cronbach Alpha (.91), and the Cronbach Alpa value explained by the
scale is (.82). 1 - 18 very low; 19 - 37 low; 38 - 54 medium; 55 - 72 high; 73 - 90 very high" indicates that they

have a digital game playing attitude.
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Analysis of Data

In this study, data was analyzed using IBM SPSS 22.0 program and frequency, percentage, arithmetic mean,
standard deviation and Cronbach alpha calculations were made. Whether the data conformed to normal
distribution was examined using the Kolmogorov-Smirnov and Shapiro-Wilk tests. As a result of the analysis, it
was determined that the data did not show a normal distribution. As a result, Mann Whitney U test was used for
binary variables and Kruskal-Wallis H test was used for variables with three or more levels. Tamhane's T2 test
was applied to determine the source of the differences. 95% confidence interval was taken as reference in the

applied analyses.

FINDINGS
Table 1. Descriptive Statistics for individuals Participating in The Research.
Variables N %
Woman 183 46,4
Gender
Male 211 53,6
18-21 Age Range 90 22,8
A 22-25 Age Range 89 22,6
e
& 26-29 Age Range 151 38,3
30-33 Age Range 64 16,2
Weak 14 3,60
Normal 207 52,5
BMI Slightly Fat 138 35,0
Obese 35 8,90
Low 74 18,8
Middle 199 50,5
Financial Income Level Good 102 259
Very Good 19 4,80
. Yes 192 48,7
Are You a Licensed Athlete?
No 202 51,3
How M v H You B 0-3 Year Break 129 32,7
ow Many Tears nave Tou Been 4.6 Year Break 143 36,3
Doing Sports?
7 Year and Above 122 31,0
59 Min and Below 295 74,9
Daily Digital Gaming Time? 60 - 119 Min Break 38 9,60
120 Min and Above 61 15,5

According to the demographic information of the individuals who participated in our research in Table 1; In the
gender variable, 183 women and 211 men; 18 - 21 age range is 90, 22 - 25 age range is 89, 26 - 29 age range is
151, 30 - 33 age range is 64; In the body mass index variable, underweight 14, normal 207, slightly overweight
138, obese 35; In financial income level, low 74, medium 199, good 102, very good 19; Are you a licensed athlete?
In the variable, 192 in the yes group and 202 in the no group; How many years have you been doing sports? In
the variable, O - 3 years 129, 4 - 6 years 143, 7 years and above 122; Daily digital gaming time? It is seen that it
consists of 295 individuals with 59 minutes and below, 38 individuals with 60-119 minutes, and 61 individuals

with 120 minutes and above
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Table 2. Reliability Analysis Results.

Scales Cronbach Alpha Coefficient
Digital Gaming Attitude Scale 91
Cognitive Sub-Dimension .65
Affective Sub-Dimension .85
Behavioral Sub-Dimension .89

In the reliability analysis carried out to determine the internal consistency of the Digital Game Playing Attitude
Scale (0.91), Cognitive Sub-Dimension (0.65), Affective Sub-Dimension (0.85), and Behavioral Sub-Dimension
(0.89) used in Table 2, it was concluded that Cronbach's Alpha values were at the same level. The values show

that the scale used is reliable.

Table 3. Normality Analysis Results.

Kolmogorov-Smirnov? Shapiro-Wilk
Statistic df o] Statistic df p
Digital Gaming Attitude Scale .074 394 .000 .979 394 .000

p<0.05

As a result of the Kolmogorov-Smirnov and Shapiro-Wilk normality analysis applied to the data set in Table 3,
since the significance level (p< 0.05) was low, it was concluded that the data did not show a normal distribution
and non-parametric tests were found suitable for analysis. Mann-Whitney U test was used for variables with two

levels, and Kruskal-Wallis H analysis was used for variables with three or more levels.

Table 4. Mann Wittney U Test Results According to The Gender Variable of The individuals.

Scales Gender n Rank Avg. Rank Total U Value z p

Digital Gaming Attitude Woman 183 203,91 37316,00
18133,000 -1,042 297

Scale Male 211 191,94 40499,00

N . . Woman 394 215,30 39399,50
Cognitive Sub-Dimension 16049,500 -2,908 .004

Male 183 182,06 38415,50

. . ] Woman 211 227,50 41632,00
Affective Sub-Dimension 13817,000 -4,921 .000

Male 394 171,48 36183,00

. . ] Woman 183 186,26 34085,50
Behavioral Sub-Dimension 17249,500 -1,830 .067

Male 211 207,25 43729,50

p<0.05

In Table 4, no statistically significant difference was found as a result of the Mann Witney U Test between the
digital game playing attitude scale and behavioral sub-dimension and the gender variable (p>0.05). However, in
the cognitive sub-dimension and affective sub-dimension, it was determined that female participants had a

higher level of digital game playing attitude than male participants.
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Table 5. Kruskal Wallis H Test Results According to The Age Variable of The individuals.

2

Scales Age n Rank Avg. X Df P  Post Hoc
(1)18-21 Age Range 90 200,76
Digital Gaming (2 22-25 Age Range 89 197,81
Attitude Scale 1,429 3 .699
(3)26-29 Age Range 151 190,21
(4)30-33 Age Range 64 209,69
(1)18-21 Age Range 90 181,47
(2)22-25 Age Range 89 199,65
. . . 9,178 3 .067
Cognitive Sub-Dimension (3) 26-29 Age Range 151 190,25
(4 30-33 Age Range 64 234,16
(1) 18-21 Age Range 90 136,80
(2 22-25 Age Range 89 199,87 <
Affective Sub-Dimension g g 43,920 3 .000 1<2,3,4
(3) 26-29 Age Range 151 208,08 2,34
(4)30-33 Age Range 64 254,59
(1) 18-21 Age Range 90 230,58
(2 22-25 Age Range 89 195,88
. 17,645 3 .006 1>3,4
Behavioral Sub- (3) 26-29 Age Range 151 191,36
Dimension (4) 30-33 Age Range 64 167,72
p<0.05

In Table 5, as a result of the Kruskal Wallis H Test conducted between the digital game playing attitude scale,

cognitive sub-dimension and age variable, there was no statistically significant difference (p>0.05), but a

significant result was reached between the affective sub-dimension and behavioral sub-dimension (p<0.05). As

a result of the post hoc analysis conducted to examine the direction of the difference, it was concluded that the

digital game playing attitude levels of the participants between the ages of 18 - 21 in the affective sub-dimension

were significantly lower than the participants in other age groups. In the behavioral sub-dimension, it was

concluded that the attitude levels of the participants between the ages of 18 - 21 were significantly higher than

the participants between the ages of 26 - 29 and 30 - 33.

Table 6. Kruskal Wallis H Test Results According to individuals' Body Mass index Variable.

Scales BMI n Rank Avg. X Df P

Weak 14 169,25

Digital Gaming Attitude Normal 207 200,63
Scale - 2,066 3 .559

Slightly Fat 138 191,64

Obese 35 213,37

Weak 14 213,07

. . . Normal 207 200,30
Cognitive Sub-Dimension - 2,402 .493

Slightly Fat 138 187,21

Obese 35 215,31

Weak 14 202,57

. . . Normal 207 192,91
Affective Sub-Dimension - 3,423 331

Slightly Fat 138 195,49

Obese 35 230,53

Weak 14 150,71

i - Normal 207 202,06
Behe_lwora_l Sub . 2795 124

Dimension Slightly Fat 138 196,77

Obese 35 192,13
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In Table 6, it was concluded that there was no statistically significant difference as a result of the Kruskal Wallis
H Test between the digital game playing attitude scale, cognitive sub-dimension, affective sub-dimension,

behavioral sub-dimension and body mass index variable (p>0.05).

Table 7. Kruskal Wallis H Test Results According to The Monthly Financial income Status of individuals.

Scales Financial Income Level n Rank Avg. X Df P
Low 74 181,19
Digital Gaming Attitude Middle 199 205,14
Scale Good 102 198,47 3114 > I
Very Good 19 175,84
Low 74 187,82
Middle 199 202,81
Cognitive Sub-Dimension 1,066 3 .785
Good 102 194,23
Very Good 19 197,13
Low 74 204,15
. . . Middle 199 203,98
Affective Sub-Dimension 3,794 3 .285
Good 102 186,77
Very Good 19 161,37
Low 74 183,52
. . . Middle 199 198,69
Behavioral Sub-Dimension Good 102 206,22 1,780 3 1,780
Very Good 19 192,66

p<0.05

In Table 7, it was concluded that there was no statistically significant difference as a result of the Kruskal Wallis
H Test between the Digital Game Playing Attitude Scale and all its sub-dimensions and the financial income level

variable (p>0.05).

Table 8. Mann Wittney U Test Results According to The Variable of individuals' Ability to do Sports.

Are You a
Scales Licensed N Rank Avg. Rank Total U Value z p
Athlete?
Digital Gaming Attitude Yes 192 184,83 35488,00
16960,000 -2,154 .031
Scale No 202 209,54 42327,00
. . . Yes 192 179,66 34494,00
Cognitive Sub-Dimension 15966,000  -3,052 .002
No 202 214,46 43321,00
. . . Yes 192 183,42 35217,00
Affective Sub-Dimension 16689,000 -2,418 .016
No 202 210,88 42598,00
i - Y, 192 195,41 37518,00
Behavioral Sub = 18990,000  -,357 721
Dimension No 202 199,49 40297,00

p<0.05

In Table 8, as a result of the Mann Witney U Test conducted between the digital gaming attitude scale, cognitive
sub-dimension, affective sub-dimension and the licensed athlete variable, it was concluded that there was a
statistically significant difference (p<0.05) and the digital gaming attitude of the participants who answered no.

It was concluded that the attitude levels of the scale, cognitive sub-dimension and affective sub-dimension were
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higher than the participants who answered yes. However, no significant difference was found between the

behavioral sub-dimension and the licensed athlete variable (p>0.05).

Table 9. Kruskal Wallis H Test Results According to The Variable of individuals' Duration of Doing Sports.

How Many Years Have

Scales You Been Doing Sports? N Rank Avg. X Df P

. . . 0-3 Year Break 129 200,88

Digital GaST;Teg Attitude 4-6 Year Break 143 190,93 752 2 687
7 Year and Above 122 201,64
0-3 Year Break 129 204,50

Cognitive Sub-Dimension 4-6 Year Break 143 188,04 1,623 2 444
7 Year and Above 122 201,19
0-3 Year Break 129 203,88

Affective Sub-Dimension 4-6 Year Break 143 198,53 1,035 2 .596
7 Year and Above 122 189,54
0-3 Year Break 129 194,56

Behavioral Sub-Dimension 4-6 Year Break 143 193,87 ,746 2 .689
7 Year and Above 122 204,86

p<0.05

In Table 9, it was concluded that there was no statistically significant difference as a result of the Kruskal Wallis

H Test between the Digital game playing attitude scale and the variable "How many years have you been doing

sports" (p>0.05).

Tablo 10. Kruskal Wallis H Test Results According to The Daily Digital Game Playing Time Variable of individuals.

Daily Digital Gaming 2 Post
Scales Time? N Rank Avg. X Df P Hoc
(159 Min and Below 295 177,23
Digital Gaming (2160-119 Min Break 38 269,66 14,926 2 .001  1<2
Attitude Scale
(31120 Min and Above 61 250,60
(159 Min and Below 295 215,05
Cognitive Sub-Dimension (2)60-119 Min Break 38 168,92 56,098 2 .053
(31120 Min and Above 61 130,41
(159 Min and Below 295 195,93
Affective Sub-Dimension (260-119 Min Break 38 236,42 63,773 2 .000 1<2
(3)120 Min and Above 61 180,83
havioral (159 Min and Below 295 187,28
Behavioral Sub- (2160-119 Min Break 38 261,78 69,743 2 000 1<2,3
Dimension
(31120 Min and Above 61 206,89

p<0.05

In Table 10, it was concluded that there was a statistically significant difference between the digital gaming

attitude scale and the affective sub-dimension, the behavioral sub-dimension and the daily digital gaming time

variable as a result of the Kruskal Wallis H Test (p<0.05). As a result of the post hoc analysis conducted to see in

which direction the difference lies, participants with a daily game playing time of 60 minutes or less in the digital

game playing attitude scale and affective sub-dimension were more likely than participants with a daily game

playing time of 61-119 minutes, and 60 minutes in the behavioral sub-dimension. It was concluded that the
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participants with six days of playing time had lower attitude levels than the participants with 61 - 119 minutes

and 120 minutes and more.

Table 11. Minimum, Maximum and Average Values of Digital Game Playing Attitude Level

Scales N Minimum Maximum Average

Digital Gaming Attitude Scale 394 34,00 68,00 50,5508
Cognitive Sub-Dimension 394 6,00 24,00 12,9061
Affective Sub-Dimension 394 5,00 24,00 13,0711
Behavioral Sub-Dimension 394 8,00 33,00 18,3198

In Table 11, the participants' digital game playing attitude scale is medium (50.55); It was concluded that the
cognitive sub-dimension (12.90), affective sub-dimension (13.07) and behavioral sub-dimension (18.31) had very

low score levels

CONCLUSION and DISCUSSION

In Table 4, no significant difference was found in the analysis between the digital game playing attitude scale and
behavioral sub-dimension and the gender variable (p>0.05). However, it was determined that female participants
had a higher level of digital game playing attitude than male participants in the cognitive sub-dimension and
affective sub-dimension. Mutlu Bozkurt & Olcay (2022) reported in their study on teachers that there was no
significant difference in terms of gender variable. Unlike our study, Sherry et al., (2003) reported in their study
that female participants played digital games at a lower level than male participants. Likewise, Orman & Aricak
(2019) found that in terms of the gender variable in excessive digital gaming behavior, the number of male
participants in excessive digital gaming was significantly higher than that of female participants. Yazicioglu et al.,
(2021) reported in their study with children participating in sports activities that there was a significant positive
situation in favor of male participants in all sub-dimensions of the scale. Hazar et al., (2017) found in their
research that male participants' digital game addiction levels were higher than female participants. In their study
on high school students, Ustiindag (2021) concluded that the digital game playing attitudes of the scale, along
with all its sub-dimensions, were significantly higher in favor of male participants in the gender variable. In
literature studies, it is seen that the attitude levels of male participants are higher. However, the reason for the
higher number of female participants in our study is that the rapidly developing and widespread digital game
industry in recent years, reaching individuals through smartphones, may have caused a change in the attitudes

of female participants in terms of gender variable.

In Table 5, it was concluded that there was no significant difference in the analysis between the digital game
playing attitude scale, cognitive sub-dimension and age variable (p>0.05), but there was a significant difference
between the affective sub-dimension and behavioral sub-dimension (p<0.05). As a result of the analysis
conducted to examine the direction of the difference, it was concluded that the digital game playing attitude
levels of the participants in the 18 - 21 age range were significantly lower than the participants in other age

groups in the affective sub-dimension. In the behavioral sub-dimension, it was concluded that the attitude levels
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of participants between the ages of 18 - 21 were significantly higher than the participants between the ages of
26-29 and 30 - 33. inal & Cagiltay (2005) reported in their study with primary school students that there was no
significant difference in terms of grade level. In their study, Yazicioglu et al., (2021) concluded that when digital
game playing attitudes were examined according to the age variable, they did not show a significant relationship
between the cognitive and affective dimensions, although they were at a low level in a positive direction, and a
relationship between the behavioral dimension was at a low level in a negative direction. Similar to our study,
Ustiindag (2021) reported in his study that there was a significant difference in other sub-dimensions except the
cognitive sub-dimension. In their study, Akcay & Ozcebe (2012) found a significant relationship between the
digital game playing attitudes of the people they included in the study and the school-age range, and reported
that as the age of these people increases, their habits of playing digital games increase. Turan &Yorulmaz (2022)
reported that digital game playing attitudes do not differ according to grade level. Although there are similarities
between the results of our study on the age variable and the results in the literature, there are differences. It can
be stated that the differences in the studies are due to the different location and time characteristics, and that
the fact that technological developments can develop and change even during the day is one of the main reasons
for these differences. In our study, the lack of differences at the cognitive level shows that individuals have a
similar perspective on playing digital games regardless of their age, and in the affective sub-dimension, the
reason why individuals in the lower age group have lower attitude levels at the affective level compared to
individuals in the upper age group is due to their education level. It can be stated that their continuation of life
is due to reasons such as exam anxiety, but they are not successful enough in turning this cognitive awareness
into action in the behavior sub-dimension compared to older age groups. It is thought that the reason for this
situation is that digital game playing behavior is more common among participants between the ages of 18 and

21 and they spend more time on this activity in daily life.

In Table 6, it was concluded that there was no significant difference in the analysis between the digital game
playing attitude scale, cognitive, affective, behavioral sub-dimensions and body mass index variable (p>0.05). In
their study where they examined the relationship between the motivation to play digital games and the body
mass index variable, Bozkurt & Tamer (2020) reported that as the participants' motivation to play digital games
increased, their BMI also increased and showed a significant difference in this situation. Sisson et al., (2010)
reported in their study that as the duration of using digital tools increases, individuals' body mass index levels
move towards the obesity group. Mustafaoglu et al., (2018) reported in their study that the increase in the time
people use digital tools or technological devices poses risks that cause users to become inactive and tend to
become obese. Kolgak (2020) reported in her study that as the time spent playing digital games increases, the
motivation to participate in physical activity decreases and BMI increases in secondary school students. Unlike
the previous studies, Namli & Demir (2020) concluded in their research that body mass index levels do not
significantly affect digital game playing tendencies. In our study, it can be stated that BMI did not show a negative

situation and that the study was conducted with athletes and therefore sports affected the increase in BMI.
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In Table 7, it was concluded that there was no significant difference between the digital game playing attitude
scale and all its sub-dimensions and the financial income level variable (p>0.05). Ustiindag (2021) reported in his
study on the digital game playing attitudes of high school students who do sports that there was a significant
difference in the scale and all its sub-dimensions. He concluded that participants with low income levels also had
low attitude levels. In his study on primary school students, Horzum (2011) concluded that those with higher
income levels in terms of DOOT's financial income had higher attitude levels than participants in the low and
middle income groups. Deniz (2021) stated that in his study on digital game addiction, family income level did
not reveal a statistically significant result. In their study on game addiction for secondary school students,
Bayramoglu & Giizel Glirblz (2023) concluded that there was no significant difference between the scale and all
its sub-dimensions and monthly financial income level. Although there are similar results to our study in the
literature, it is stated that a high level of financial income will provide people with an advantage in accessing the
digital tools they want or purchasing some technological tools, especially due to the high costs of digital tools,
and this may have an impact on individuals' attitudes and behaviors in playing games in digital environments.
can be done. Although there are similar results to our study in the literature, it can be stated that a high level of
financial income will provide an advantage for people to have what they want, especially due to the high costs

of digital tools, and this may have an impact on individuals' behavior.

In Table 8, it was concluded that there was a significant difference between the digital gaming attitude scale, the
cognitive and affective sub-dimension, and the licensed athlete variable (p<0.05). When looking at the direction
of the difference, it was concluded that the digital game playing attitude scale, cognitive and affective sub-
dimension attitude levels of the participants who answered no were significantly higher than the participants
who answered yes, but there was no significant difference between the behavioral sub-dimension variable
(p>0.05). Mutlu Bozkurt & Olcay (2022) reported in their study on teachers that there was no significant
difference in terms of the regular sports habit variable. Hazar et al., (2017) reported in their study on secondary
school students that the score levels of students who do not do sports regularly are significantly higher than
those of students who do sports regularly. It can be stated that the feature of being a licensed athlete causes
individuals to engage in sports activities individually or in groups in sports clubs, thus encouraging them to do
sports regularly, and this affects their attitudes towards playing digital games. In addition, when looking at the
literature studies on this feature, it can be seen that research is generally concentrated on the habit of doing

regular sports or the duration of doing sports, and the results are similar.

In Table 9, it was concluded that there was no significant difference between the digital game playing attitude
scale and all its sub-dimensions and the variable "How many years have you been doing sports" (p>0.05). In his
study, Ustiindag (2021) reported that there was no significant result in the analysis between the students' sports
playing time and the scale average, and it was concluded that the sports playing time had no effect on their
attitudes towards playing digital games. Yazicioglu et al., (2021) reported in their study that there was no
significant difference in the scale and all its sub-dimensions. Bozkurt et al., (2019) concluded in their study that

there was no significant difference in the duration of doing sports in the cognitive and affective sub-dimensions,
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while the duration of doing sports caused a significant difference in the behavioral sub-dimension. Biddiss and
Irwin (2010), Demir & Cicioglu (2019) reported in their research that participation in sporting events reduced the
attitude of playing digital games. Aksel (2018) concluded in his studies that the attitude levels of individuals who
do sports regularly are significantly lower than those who do not do sports. Lee & Kim (2015) found in their study
that digital game addiction can be overcome by regular sports activities. Additionally, Cakir (2013) reported that
increasing the time spent playing digital games may cause individuals to distance themselves from other
activities. In our study, the reason why there is no significant difference between the duration of doing sports
and playing digital games and all its sub-dimensions is due to the fact that all individuals are athletes, and as they
continue their sports behavior in daily life, their attitudes and behaviors such as turning to digital playgrounds
weaken and in this case, sports are affected by individuals. It can be stated that it is important in terms of its

effect on.

In Table 10, it was concluded that there was a significant difference between the digital game playing attitude
scale and the affective sub-dimension, the behavioral sub-dimension and the daily digital game playing time
variable (p<0.05). In the analysis carried out to see in which direction the difference is, participants with a daily
game playing time of 59 minutes and six in the digital game playing attitude scale and affective sub-dimension
were more likely than participants with a daily game playing time of 60 - 119 minutes, and in the behavioral sub-
dimension, participants with a daily game playing time of 59 minutes and six. It was concluded that participants
with game playing time between 60 - 119 minutes had lower attitude levels than participants with 120 minutes
and above. In their study on teachers, Mutlu Bozkurt & Olcay (2022) found a significant difference in the time
spent playing digital games and the total score and behavioral sub-dimension of attitude towards playing digital
games (p<0.05). They stated that the average score of the participants who played digital games for an hour or
more was higher than the participants who played digital games for 30 minutes to 60 minutes. Demir & Cicioglu,
(2019) reported in their study on the relationship between the motivation to participate in physical activity and
the motivation to play digital games that there was a significant difference between the duration of playing digital
games and the duration of playing digital games. Guvendi et al., (2019) in their study examining the digital
addiction and aggression levels of secondary school students, found that, similar to our study, the average score
of individuals who played digital games for 60 minutes or less was 61 - 120 minutes, and their digital game playing
levels were lower than those who played games for 121 minutes or more. They reported. Hazar et al. (2017)
found that, in parallel with the research findings, digital game levels increased as the time spent playing digital
games increased. In their studies with adolescent individuals, Gokcearslan & Durakoglu (2014) and Festl et al.,
(2016) concluded that digital addiction was positively related to game playing time. Although the studies were
conducted with individuals with different characteristics, the results show that as the time spent playing digital

games increases, it can be stated that there is an increase in individuals' attitudes towards playing digital games.

In Table 11, the participants' digital game playing attitude scale is medium (50.55); It was concluded that the
cognitive sub-dimension (12.90), affective sub-dimension (13.07) and behavioral sub-dimension (18.31) had very

low score levels. In the findings of Mutlu Bozkurt & Olcay (2022) for the average values regarding the sub-
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dimensions of the digital game playing attitude scale, they found that the digital game playing attitude scale
(51.51) was medium; It was concluded that the cognitive sub-dimension (15.91), affective sub-dimension (14.74)
and behavioral sub-dimension (20.86) had very low score levels. In his study for students in the 14 - 16 age group,
Karatas (2022) scored medium on the digital game playing attitude scale (56.58); cognitive sub-dimension (19.58)
is low; affective sub-dimension (15.07) is very low; They reported that they had a low score on the behavioral
subscale (21.96). The fact that the average values for the scale and its sub-dimensions in studies conducted in
recent years are medium and below, can be stated that the studies and suggestions regarding the effects of
digitalization on individuals are considered important by the society and institutions and that some practices are

effective in this regard.

As a result of the research, the attitude level of athletes towards playing digital games was medium (50.55) and
low in the sub-dimensions, the attitude levels of female participants were higher in the cognitive and affective
sub-dimensions, there were significant differences in the affective and behavioral sub-dimensions in the age
variable, and being a licensed athlete It was concluded that it positively affected the attitude level, and daily
digital game playing time was effective in increasing the attitude level. Therefore, it can be stated that sports and

being an athlete can be considered as a protective factor against individuals' digital game playing attitude levels.

SUGGESTIONS

. In order to raise individual and social awareness about the beneficial use of digital tools, guidance
services can be provided, especially in schools and clubs, starting from lower age groups.

. Experts can explain to individuals that sports, in addition to its physical, physiological or psychological
effects, can also be used as a tool for individuals to exhibit desired attitudes.

. It is a reality that technology is spreading rapidly and its use is almost inevitable in every field. For this
reason, individuals can be guided not to use digital tools unnecessarily to prevent the digital game playing

attitude from turning into behavior and digital game addiction.
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SPORCULARDA DiJiTAL OYUN OYNAMA TUTUMUNUN DEMOGRAFiK DEGiSKENLER
ACISINDAN iNCELENMESI

0z

Bu calismada sporcular dijital oyun oynama tutumunun demografik degiskenler agisindan
incelenmesi amaciyla yapiimigtir. Arastirmaya farklh bolgelerden olup, aktif spor yasantisina devam
eden farkh demografik 6zelliklere sahip 394 birey katilmistir. Veriler google form uzerinden
toplanmis olup birinci kisimda arastirmaci tarafindan hazirlanan kisisel bilgi formu, ikinci kisimda
iseDemir ve Bozkurt (2019) tarafindan gelistirilen Dijital Oyun Oynama Tutumu Olgeginden
(DOOTO) olusmaktadir. IBM SPSS 22.0 programi kullanilarak verilerin analizi yapildigi bu ¢alismada
frekans, ylzde, aritmetik ortalama, standart sapma, Cronbach Alpha hesaplamalari yapilmistir.
Verilerin normal dagilima uygunlugu Kolmogorov-Smirnov ve Shapiro-Wilk testi ile incelenmistir.
Yapilan analiz sonucunda verilerin normal dagihim gostermedigi belirlenmistir. Bunun sonucunda
diizey sayisi iki olan degiskenler icin Mann-Whitney U testi, diizey sayisi (i¢ ve daha fazla olan
degiskenler igin Kruskal-Wallis H testi kullanilmistir. Sporcularda dijital oyun oynama tutumu
demografik degiskenler agisindan incelenmis; dijital oyun oynama tutum diizeyinin orta diizeyde,
alt boyutlarinda ise ¢ok dislik diizeyde oldugu tespit edilmistir. Sporcularda dijital oyun oynama
tutumu ile beden kitle indeksi, maddi gelir dizeyi, kag¢ yildir spor yapiyorsunuz degiskenleri
arasinda anlamli bir durum olmadigi (p>0.05). Ancak cinsiyet, yas, lisansli sporcu ve gunliik dijital
oyun oynama siresinde anlamli bir farkin oldugu sonucuna varilmistir (p<0,05). Arastirmanin
sporcularda dijital oyun oynama tutum dizeyinin (50.55) ile orta dizeyde oldugu, bilissel ve
duyussal alt boyutta kadin katilimcilarin tutum diizeylerinin daha yiksek oldugu, yas degiskeninde
duyussal ve davranissal alt boyutlarda anlamli farkhliklarin oldugu, lisansh sporcu olmanin tutum
diizeyinde zit yonli bir durum ortaya gikardigi, giinliik dijital oyun oynama siiresinin tutum diizeyini
arttirmada etkili oldugu sonucuna varilmistir.

Anahtar kelimeler: Sporcu, tutum, dijital oyun.
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GiRiS

Turk Dil Kurumu (2014) dijital s6zctgun anlami igin, verilerin bir ekran tizerinde elektronik olarak gosterilmesi
olarak anlamlandirmaktadir. Gelisen teknoloji ile bireylerin dijital ortamda yapmak istedikleri (eglenme, vakit
gecirme, can sikintisindan kurtulmak gibi.) ya da yapmak zorun olduklari is ve islemlerin ( gesitli kurum ve
kuruluslarin elektronik ortamda aldiklari basvurular gibi.) dijital ortamlarda yapilmasina imkan vermektedir.
Dijital teknoloji, bilgileri bir ekran Gzerinde elektronik olarak gorintiileyen, saklayan ve ileten uygulamalar
seklinde ifade edilebilir (Cabi, 2015). Dijitallesmenin glinimiizde olabildigince yayginlastig bir gerceklik olarak
karsimiza ¢ikmaktadir. Bu durum bireylerin eglenme, bos vakitlerini degerlendirme ya da serbest zamanlarini
nasil degerlendireceklerine dair tutumlarini da etkilemektedir. Tutum tanim olarak, kisileri belli olay, durum,
nesne veya insanlara karsi davranislar sergilemeye glideleyen egilimler olarak ifade edilmektedir (Baser, 2009).
Baska ifade de ise, bireyin bir durum, olay ya da olgu karsisinda ortaya koymasi beklenen olasi davranis bigimi
olarak tanimlanabilir (inceoglu, 2010). Tim bu hizl degisimle birlikte teknolojik gelismelerin sarmalinda kalan ve
yasamin hemen hemen her alanina dahil olan bu gelismeler geleneksel oyun oynama kiiltiiriniin de azalmasina,
degisime ugramasina ya da dijital oyun oynama tutumuna bir yénelmeye neden oldugu distnulebilir. Bireyler
olusan bu durumlara karsl ister istemez bir davranis ya da bir tutum gelistirmek durumunda kalmakta dolayisi ile

ekran ya da dijital araglara karsi ilgileri artabilmektedir.

Degisen bu tutum ve davranislar hareketliligin fazlaca oldugu, katilanlarin fiziksel aktivite seviyelerinin gelisimine
katkida bulundugu geleneksel oyun oynama davranislarini etkileyebilmekte ve sonug itibari ile bu oyun oynama
sekli de beraberinde hareketsizligi getirebilmekte ve bireylerin ya da toplumlarin sagliksiz bir yasam tarzina maruz
kalmasina neden olabilecegi disliniiimektedir. Spor, bireyin sahip oldugu dogal cevreyi beseri cevreye
donisturirken edindigi kabiliyetlerin gelisimini saglayan, bos vaktini veya bitin vaktini icerecek bicimde
profesyonel bir sekilde, tek olarak veya diger bireylerle beraber, belli kurallar cercevesinde aragli veya aragsiz
olarak yaptigl, fiziki ve psikolojik sagligini gelistiren, rekabetci, sosyallestirici ve ait oldugu sosyal yapiyla
bltinlesmesini saglayan kiltirel bir olgudur (Erkal, 1996). Amac olarak ise sportif faaliyetler bireylerin fiziksel,
fizyolojik, zihinsel ya da ruhsal durumlarini iyilestirmek, korumak ve sosyallesmesini saglamak gibi bir takim
ozellikleri igerisinde barindirmaktadir. Sporun tanimlamalarindan ve amaglarindan da anlasilacagl (zere
bireylerin hareketliligine yol actigl, fiziksel aktivite seviyelerine olumlu katki sundugu, yalnizlasmanin oniine
gecerek bireylerin sosyallesmesine hizmet ettigi, kisacasi bireyleri yasamin icinde aktif bir sekilde tutan ve fiziksel,
fizyolojik, psikolojik faydalari olan bir olgudur. Sporun tiim bu 6zellikleri ile yasami olumsuz seviyede etkileyecek
dijital oyun oynama davranisina ya da tutum gelistirmelerine karsi olumlu bir durum saglayarak bireyleri zinde

bir sekilde yasamlarina devam etmeleri konusunda 6nemli katkilar sunacaktir.

Calismanin bu anlamda sporun ya da sporcularin Gzerlerinde barindirdiklari 6zellikleri nedeni ile arastirmanin
sonucunda ortaya ¢ikmasi diisiinilen dijital oyun oynama tutum diizeyinin sporun ve sporcularin bu olumlu

ozelliklerinden etkilenebilecegi dolayisi ile ¢ikan sonuglarin sedanter yasam sekline sahip ve dijital oyunlarin
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etkisinde kalip bunlara kontrolsiiz bicimde ydnelen bireyleri hareketli bir yasama dogru yonlendirme yapacagi

ayrica alan yazin ¢alismalarina da katki sunacagi degerlendirilmektedir.

YONTEM

Arastirmanin bu kisminda arastirmanin modeli, 6rneklemi, veri toplama araglari, verilerin analizinde kullanilan

istatistiki yontemler hakkinda bilgi verilmektedir.

Arastirmanin Modeli

Bu arastirmada betimsel tarama modeli uygulanmistir. Betimsel tarama modelleri bir degiskenle ilgili sayisal

degerlerin belirlenmesi, toplanmasi ve sunulmasina firsat veren istatistiksel islemlerdir (Blyukoztiirk vd., 2014).

Arastirmanin Grubu

Arastirmanin grubunu olustururken uygun 6rnekleme yénteminden faydalaniimistir. Uygun 6érnekleme yontemi,
bilgilerin arastirmaciya verilerin hizlica toplanmasi avantaji sagladigindan dolayi tercih edilen bir yéntemdir
(Buyukoztiirk vd., 2010). Anket formu katilimcilara Google Drive lzerinden ulastiriimis olup anketi doldurmada
gondlli katihm esas alinmistir. Arastirma farkl boélgelerde olup aktif spor yasantisina devam eden toplam 394
katilimct ile yapilmistir. Ayrica Alpar (2010) yapilan ¢alismalarda madde sayisinin toplami kisi sayisinin toplaminin
beste birinden daha az ise yapilan calismanin analiz agisindan giivenilir ve gecerli bir analiz olacagini ifade

etmektedir.

Veri Toplama Araglari

Yapilan arastirmada veri toplama ““ Kisisel Bilgiler Formu, Dijital Oyun Oynama Tutumu Olgegi (DOOTO)” iki

bolimden meydana gelmektedir.

Kisisel Bilgiler

ilk kisimda arastirmacinin gelistirmis oldugu (yas, cinsiyet, maddi gelir diizeyi, beden kitle indeksi (BKi), lisanl
spor yapma durumu, kag yildir spor yapiyorsunuz? gin igerisinde dijital oyun oynama siiresiniz ne kadardir?) 7

sorudan olugmaktadir.

Dijital Oyun Oynama Tutumu Ol¢egi (DOOTO)

Dijital Oyun Oynama Tutumu Olcegi (DOOTO), Demir ve Bozkurt (2019) tarafindan gelistirilen 6lgek 18 madde,
ve Ug alt boyuttan “(Bilissel (ilk 5 madde), Duyussal (5 madde) ve Davranissal (son 8 madde)” olusmaktadir.
Bilissel alt boyut Cronbach Alpha (.90), Duyussal’in alt boyut Cronbach Alpha (.81), Davranigsal alt boyut
Cronbach Alpha (.91), 6lgegin agikladigi Cronbach Alpa degeri ise (.82) olarak bildirilmistir. Katilimcilarin aldiklari
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puanlar “1 - 8 ¢ok diisiik; 19 - 37 duslik; 38 - 54 orta; 55 - 72 yuksek; 73 - 90 c¢ok ylksek” dijital oyun oynama

tutumuna sahip olduklarina isaret etmektedir.

Verilerin Analizi

IBM SPSS 22.0 programi kullanilarak verilerin analizi yapildigi bu ¢alismada frekans, ylizde, aritmetik ortalama,
standart sapma, Cronbach Alpha hesaplamalari yapilmistir. Verilerin normal dagihma uygun olup olmadigi
Kolmogorov-Smirnov ve Shapiro-Wilk testi ile incelenmistir. Yapilan analiz sonucunda verilerin normal dagilim
gostermedigi belirlenmistir. Bunun sonucunda ikili degiskenler icin Mann Whitney U, diizey sayisi (¢ ve daha fazla
olan degiskenler icin Kruskal-Wallis H testi kullaniimistir. Farkliliklarin kaynagini belirlemek igin ise Tamhane’s T2

testi uygulanmistir. Uygulanan analizlerde %95 giiven araligi referans alinmistir.

BULGULAR
Tablo 1. Arastirmaya Katilan Bireylere iliskin Tanimlayici istatistikler.
Degiskenler n %
o Kadin 183 46,4
Cinsiyet Erkek 211 53,6
18-21 Yas Araligi 90 22,8
Yas 22-25 Yas Araligi 89 22,6
26-29 Yas Araligi 151 38,3
30-33 Yas Araligi 64 16,2
Zayif 14 3,60
Normal 207 52,5
BKi Hafif Sisman 138 35,0
Obez 35 8,90
Dasuk 74 18,8
Orta 199 50,5
Maddi Gelir Diizeyi iyi 102 25,9
Cok Iyi 19 4,80
. Evet 192 48,7
Lisansh Sporcumusunuz?
Hayir 202 51,3
0-3 Yil Arasi 129 32,7
Kag Yildir Spor Yapiyorsunuz? 4-6 Yl Arasi 143 36,3
7 Yil Ve Uzeri 122 31,0
o 59 Dk ve Alti 295 74,9
Gunlik D"':,au'r:‘i’:" Oynama 60 119 Dk Arasi 38 9,60
120 Dk ve Uzeri 61 15,5

Tablo 1'te arastirmamiza katilan bireylerin demografik bilgilerine goére; cinsiyet degiskeninde kadinlarin 183,
erkeklerin 211; 18 - 21 yas araligi 90, 22 - 25 yas araligi 89, 26 - 29 yas araligi 151, 30 - 33 yas araligl 64; beden
kitle indeksi degiskeninde zayif 14, normal 207, hafif sisman 138, obez 35; maddi gelir diizeyinde diisiik 74, orta
199, iyi 102, ¢ok iyi 19; lisansh sporcu musunuz? degiskeninde evet grubunda 192, hayir grubunda 202; kag yildir
spor yapiyorsunuz? degiskeninde 0 - 3 yil arasi 129, 4 - 6 yil arasi 143, 7 yil ve Gizeri 122; glinliik dijital oyun oynama
sliresi? 59 dk ve alt1 295, 60-119 dk arasi 38, 120 dk ve lzeri 61 bireyden olustugu gorilmektedir.
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Tablo 2. Guvenirlik Analizi Sonuglari.

Olgekler Cronbach Alpha Katsayisi
Dijital Oyun Oynama Tutumu Olgegi 91
Biligsel Alt Boyut .65
Duyugsal Alt Boyut .85
Davranigsal Alt Boyut .89

Tablo 2’de kullanilan Dijital Oyun Oynama Tutumu Olgegi (0.91), Bilissel Alt Boyut (0.65), Duyussal Alt Boyut
(0.85), Davranissal Alt Boyut (0.89), i¢ tutarhhklarinin belirlenmesi amaciyla gergeklestirilen giivenirlik analizinde
Cronbach’s Alpha degerlerinde oldugu sonucuna ulasilmistir. Degerler kullanilan 6lgegin giivenilir oldugunu

gostermektedir.

Tablo 3. Normallik Analizi Sonuglari.

Kolmogorov-Smirnov Shapiro-Wilk
Statistic df p Statistic df p
Dijital Oyun Oynama Tutumu 074 394 000 979 394 000

Olgegi

p<0.05

Tablo 3’de veri setine uygulanan Kolmogorov-Smirnov ve Shapiro-Wilk normallik analizi sonucu anlamlilik diizeyi
(p<0.05) kiicik oldugundan verilerin normal dagilim gostermedigi sonucuna ulasiimis ve analiz i¢cin parametrik
olmayan testler uygun bulunmustur. Diizey sayisi iki olan degiskenler icin Mann-Whitney U testi, diizey sayisi lg¢

ve daha fazla olan degiskenler igin Kruskal-Wallis H analizi kullanilmistir.

Tablo 4. Cinsiyet Degiskenine Gore Mann Witney U Testi Sonuglari.

Olgekler Cinsiyet n Sira Ort. Sira Toplami U Degeri z p
Kad 183 203,91 37316,00
Dijital Oyun Oynama L 18133,000 -1,042  .297
Tutumu Olgegi Erkek 211 191,94 40499,00
. Kadin 394 215,30 39399,50
Biligsel Alt Boyut 16049,500 -2,908 .004
Erkek 183 182,06 38415,50
Kadin 211 227,50 41632,00
Duyussal Alt Boyut 13817,000 -4,921 .000
Erkek 394 171,48 36183,00
Kadin 183 186,26 34085,50
Davranigsal Alt Boyut 17249,500 -1,830 .067
Erkek 211 207,25 43729,50

p<0.05

Tablo 4’te Dijital oyun oynama tutum 6lgegi ve davranissal alt boyut ile cinsiyet degiskeni arasinda yapilan Mann
Witney U Testi sonucu istatistiksel olarak anlamh bir farkliliga ulasiimamistir (p>0.05). Fakat bilissel alt boyut ve
duyussal alt boyutta ise kadin katiimcilarin erkek katilimcilara gore daha yiiksek diizeyde dijital oyun oynama

tutum durumuna sahip oldugu tespit edilmistir.

Tablo 5. Yas Degiskenine Goére Kruskal Wallis H Testi Sonuglari.

Olgekler Yasg n Sira Ort. )(2 Df P  Post Hoc
(1) 18-21 Yas Araligi 90 200,76
Dijital Oyun"()ynua'ma $ % 1,429 3 699
Tutumu Olgegi (2) 22-25 Yas Araligi 89 197,81
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(3) 26-29 Yas Araligi 151 190,21
(4)30-33 Yas Araligi 64 209,69
(1)18-21 Yas Araligi 90 181,47

. (2) 22-25 Yag Aralig 89 199,65

Biligsel Alt Boyut = 9,178 3 .067
(3) 26-29 Yas Araligi 151 190,25
(4)30-33 Yas Araligi 64 234,16
(1)18-21 Yas Arahigi 90 136,80
(2)22-25 Yas Araligi 89 199,87
Duyussal Alt Boyut Al 43920 3 000 ‘%34
(3) 26-29 Yas Araligi 151 208,08 2,3<4
(4 30-33 Yas Araligi 64 254,59
(1) 18-21 Yas Araligi 90 230,58
(2) 22-25 Yas Aralig 89 195,88
(3) 26-29 Yas Arali 151 191,36 17,645 3 006 134
Davranigsal Alt Boyut _22 fas Arangl .

(4)30-33 Yas Araligi 64 167,72

p<0.05

Tablo 5’te Dijital oyun oynama tutum olgegi, bilissel alt boyut ile yas degiskeni arasinda yapilan Kruskal Wallis H
Testi sonucu istatistiksel olarak anlamli farkhlik olmadigi (p>0.05), fakat duyussal alt boyut, davranissal alt boyut
arasinda anlamli bir farklilik oldugu sonucuna varilmistir (p<0.05). Farkliligin hangi yonde olduguna bakmak amaci
ile yapilan post hoc analizi sonucunda duyussal alt boyutta 18 - 21 yas araliginda bulunan katilimcilarin, diger yas
gruplarinda bulunan katihmcilardan dijital oyun oynama tutum dizeylerinin anlamli sekilde daha diisik oldugu
sonucuna varilmistir. Davranigsal alt boyutta ise 18 - 21 yas araliginda bulunan katilimcilarin 26 - 29 yas araligi ile

30 - 33 yas araliginda bulunan katilimcilardan tutum dizeylerinin anlamli sekilde daha yiliksek oldugu sonucuna

varilmistir.
Tablo 6. Beden Kitle indeksi Degiskenine Gére Kruskal Wallis H Testi Sonuglari.
Olgekler BKi n Sira Ort. X Df P
Zayif 14 169,25
Normal 207 200,63
Dijital Oyun_pynima : 2,066 3 559
Tutumu Olgegi Hafif Sisman 138 191,64
Obez 35 213,37
Bilissel Alt Boyut Zayif 14 213,07
Normal 207 200,30
— 2,402 3 493
Hafif Sisman 138 187,21
Obez 35 215,31
Zayif 14 202,57
Duyussal Alt Boyut Normal 207 192,91
— - 3,423 3 331
Hafif Sisman 138 195,49
Obez 35 230,53
Zayif 14 150,71
Normal 207 202,06
Davranigsal Alt Boyut o 2795 3 oy
Hafif Sisman 138 196,77
Obez 35 192,13

p<0.05
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Tablo 6’da Dijital oyun oynama tutum 6lgegi, bilissel alt boyut, duyussal alt boyut, davranissal alt boyut ile beden
kitle indeksi degiskenine arasinda yapilan Kruskal Wallis H Testi sonucu istatistiksel olarak anlamh farkhlik

olmadigi sonucuna varilmistir (p>0.05).

Tablo 7. Maddi Gelir Diizeyi? Degiskenine Gore Kruskal Wallis H Testi Sonuglari.

Olgekler Maddi Gelir Diizeyi n Sira Ort. )(2 Df P
Disilik 74 181,19
Orta 199 205,14
Dijital Oyun“Oyn;a.ma = 3114 3 374
Tutumu Olgegi iyi 102 198,47
Cok iyi 19 175,84
Dislk 74 187,82
. Orta 199 202,81
Biligsel Alt Boyut — 1,066 3 .785
lyi 102 194,23
Cok iyi 19 197,13
Dislk 74 204,15
Orta 199 203,98
Duyussal Alt Boyut — 3,794 3 .285
lyi 102 186,77
Cok iyi 19 161,37
Dislk 74 183,52
Orta 199 198,69
Davranigsal Alt Boyut s 1,780 3 1,780
lyi 102 206,22
Cok iyi 19 192,66

p<0.05

Tablo 7’de Dijital oyun oynama tutumu 6lgegi ve tiim alt boyutlari ile maddi gelir dizeyi degiskeni arasinda

yapilan Kruskal Wallis H Testinde istatistiksel olarak anlamli farklilik olmadigi sonucuna varilmistir (p>0.05).

Tablo 8. Lisansli Sporcu musunuz? Degiskenine Gore Kruskal Wallis H Testi Sonuglari.

Lisansh sporcu

Olgekler musunuz? n Sira Ort. Sira Toplami U Degeri z p
Dijital Oyun Oynama Evet 192 184,83 35488,00
P 16960,000 -2,154 .031
Tutum Olgegi Hayir 202 209,54 42327,00
il Evet 192 179,66 34494,00
Bilissel Alt Boyut 15966,000 -3,052  .002
Hayir 202 214,46 43321,00
Evet 192 183,42 35217,00
Duyussal Alt Boyut 16689,000 -2,418 .016
Hayir 202 210,88 42598,00
Evet 192 195,41 37518,00
Davranigsal Alt Boyut 18990,000 -,357 721
Hayir 202 199,49 40297,00

p<0.05

Tablo 8'de Dijital oyun oynama tutum olgegi, bilissel alt boyut, duyussal alt boyut ile lisansl sporcu degiskeni
arasinda yapilan Mann Witney U Testi sonucu istatistiksel olarak anlamli bir farklilik oldugu sonucuna ulasiimis
olup (p<0.05) hayir cevabini veren katilimcilarin dijital oyun oynama tutum 6lgegi, bilissel alt boyut, duyussal alt
boyut tutum dizeyleri evet cevabini veren katilimcilardan daha yiliksek oldugu sonucuna ulasiimistir. Fakat

davranissal alt boyut ile lisansli sporcu degiskeni arasinda anlamh bir farkhhga ulasilamamistir (p>0.05).
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Tablo 9. Kag Yildir Spor Yapiyorsunuz? Degiskenine Gore Kruskal Wallis H Testi Sonuglari.

Kag Yildir Spor 2

Olgekler Yapiyorsunuz? n Sira Ort. X Df P

0-3 Yil Arasi 129 200,88

Du:iltgmné?::;ma 4-6 Y1 Arasi 143 190,93 752 2 687
7 Yil Ve Uzeri 122 201,64
0-3 Yil Arasi 129 204,50

Biligsel Alt Boyut 4-6 Yl Arasi 143 188,04 1,623 2 444
7 Yil Ve Uzeri 122 201,19
0-3 Yil Arasi 129 203,88

Duyusgsal Alt Boyut 4-6 Y1l Arasi 143 198,53 1,035 2 .596
7 Yil Ve Uzeri 122 189,54
0-3 Yil Arasi 129 194,56

Davranissal Alt Boyut 4-6 Yil Arasi 143 193,87 746 2 689
7 Yil Ve Uzeri 122 204,86

p<0.05

Tablo 9’da Dijital oyun oynama tutum 6lgegi ile kag yildir spor yapiyorsunuz degiskeni arasinda yapilan Kruskal

Wallis H Testi sonucu istatistiksel olarak anlamh farklilik olmadigi sonucuna varilmistir (p>0.05).

Tablo 10. Ginliik Dijital Oyun Oynama Siresi? Degiskenine Gore Kruskal Wallis H Testi Sonuglari.

Olgekler Gu:\:::r:gt?;r::iun n Sira Ort. X Df P '::’S:
W60 dk ve alti 295 177,23

Dijital Oyun Oynama (2161-119 dk Arasi 38 269,66 14,926 2 .00l  1<2

Tutumu Olgegi
(31120 dk ve iizeri 61 250,60
W60 dk ve alti 295 215,05
Bilissel Alt Boyut (2161-119 dk Arasi 38 168,92 56,098 2 .053

(31120 dk ve iizeri 61 130,41
W60 dk ve alti 295 195,93

Duyusgsal Alt Boyut 261-119 dk Arasi 38 236,42 63,773 2 .000 1<2
(31120 dk ve uzeri 61 180,83
(160 dk ve alti 295 187,28

Davranissal Alt Boyut (2161-119 dk Arasi 38 261,78 69,743 2 .000 1<2,3
(31120 dk ve iizeri 61 206,89

p<0.05

Tablo 10’da Dijital oyun oynama tutum 6lcegi ile duyussal alt boyut, davranissal alt boyut ile glnliik dijital oyun
oynama sliresi degiskeni arasinda yapilan Kruskal Wallis H Testi sonucu istatistiksel olarak anlamli farklilik oldugu
sonucuna varilmistir (p<0.05). Farkliigin hangi yonde olduguna bakma amaci ile yapilan post hoc analizi
sonucunda dijital oyun oynama tutum olceginde ve duyussal alt boyutta 60 dk ve alti glinlik oyun oynama
sliresine sahip katilimcilarin, 61 - 119 dk arasi giinliik oyun oynama siiresine sahip katilimcilardan, davranissal alt
boyutta ise 60 dk ve alti ginlik oyun oynama siresine sahip katilimcilarin, 61 - 119 dk arasi ile 120 dk ve lzeri

katilimcilardan daha disiik tutum diizeyine sahip olduklari sonucuna varilmistir.
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Tablo 11. Dijital Oyun Oynama Tutum Dulzeyi Minimum, Maksimum Ve Ortalama Degerleri.

Olgekler n Minimum Maximum Ortalama

Dijital 0vun6(:;/:§aima Tutumu 394 34,00 68,00 50.5508
Biligsel Alt Boyut 394 6,00 24,00 12.9061
Duyugsal Alt Boyut 394 5,00 24,00 13.0711
Davranigsal Alt Boyut 394 8,00 33,00 18.3198

Tablo 11’de katilimcilarin dijital oyun oynama tutum olgeginde (50.55) orta; bilissel alt boyut (12.90), duyussal
alt boyut (13.07) ve davranissal alt boyut ise (18.31) ¢ok dusik puan diizeyine sahip olduklari sonucuna

varilmistir.

TARTISMA ve SONUC

Tablo 4’te dijital oyun oynama tutum oOlgegi ve davranigsal alt boyut ile cinsiyet degiskeni arasinda yapilan
analizde anlamh bir farkliliga ulasiimamistir (p>0.05). Fakat bilissel alt boyut ve duyussal alt boyutta kadin
katilimcilarin erkek katilimcilara gére daha yiksek diizeyde dijital oyun oynama tutum durumuna sahip oldugu
tespit edilmistir. Mutlu Bozkurt ve Olcay (2022) 6gretmenlere yonelik yapmis olduklari ¢alismada cinsiyet
degiskeni acisindan anlamli bir farklihk bulunmadigini bildirmislerdir. Calismamizdan farkli olarak Sherry vd.,
(2003) arastirmasinda katilimcilar arasinda kadin katilimcilarin erkek katilimcilara gére daha distik seviyede dijital
oyun oynadiklarini bildirmislerdir. Ayni sekilde Orman ve Aricak (2019) asiri dijital oyun oynama davranisinda
cinsiyet degiskeni acisindan erkek katilimcilarin kadin katilimcilara gére asiri dijital oyun oynama durumunun
erkek katilimci sayisinin anlamli olarak daha fazla oldugunu saptanmistir. Yazicioglu vd., (2021) sportif aktivitelere
katilan ¢ocuklarla yaptiklari calismada 6lgek tim alt boyutlarinda erkek katihmcilarin lehine pozitif yénde anlamh
diizeyde bir durumun oldugunu bildirmislerdir. Hazar vd., (2017) arastirmalarinda erkek katilimcilarin dijital oyun
oynama bagimliligi diizeylerinin kadin katilimcilara gére daha yiiksek diizeyde oldugunu bulmuslardir. Ustiindag
(2021) lise 6grencilerine yonelik yaptiklari ¢calismada cinsiyet degiskeninde tim alt boyutlari ile birlikte dlcegin
erkek katihmcilarin lehine dijital oyun oynama tutumlarinin anlamli sekilde daha yiiksek oldugu sonucuna
varmislardir. Literatlr ¢alismalarinda erkek katilimcilarin tutum dizeylerinin daha yiksek ¢iktigi gorilmekte.
Ancak ¢calismamizda kadin katilimcilarin daha yiiksek ¢ikmasinin nedeni son yillarda hizla gelisen ve yayginlasan
dijital oyun sektoériuntn akilli telefonlar araciligi ile de bireylere ulagmasi cinsiyet degiskeni agisindan kadin

katihmcilarin bu tutumlarinda bir degisiklige yol agmis olabilecegi seklinde diisiiniilmektedir.

Tablo 5’te dijital oyun oynama tutum olgegi, bilissel alt boyut ile yas degiskeni arasinda yapilan analizde anlamli
farklhihk olmadigi (p>0.05), fakat duyussal alt boyut, davranissal alt boyut ile arasinda anlaml bir farklilik oldugu
sonucuna varilmistir (p<0.05). Farkhhgin hangi yonde olduguna bakmak amaci ile yapilan analiz sonucunda
duyussal alt boyutta 18 - 21 yas araliginda bulunan katilimcilarin, diger yas gruplarinda bulunan katilimcilardan
dijital oyun oynama tutum dizeylerinin anlaml sekilde daha disilik oldugu sonucuna varilmistir. Davranissal alt
boyutta ise 18 - 21 yas araliginda bulunan katiimcilarin 26 - 29 yas araligi ile 30 - 33 yas araliginda bulunan

katilimcilardan tutum diizeyleri anlamli sekilde daha yiiksek oldugu sonucuna variimistir. inal ve Cagiltay (2005)
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ilkogretim ogrencileri ile yaptiklari galismalarinda sinif diizeyi agisindan anlamli bir farkhiigin olmadigini
bildirmislerdir. Yazicioglu vd., (2021) calismalarinda dijital oyun oynama tutumunun yas degiskenine gore
incelendiklerinde, bilissel ve duyussal boyut arasinda pozitif yonde disik dizeyde, davranissal boyut arasinda
negatif yonde duslik diizeyde olmasina karsin anlamli bir iliski géstermedigi sonucuna varmislardir. Calismamiza
benzer sekilde Ustiindag (2021) calismasinda bilissel alt boyutu haricinde diger alt boyutlarda anlamh bir
farkhhigin oldugunu bildirmistir. Akgay ve Ozcebe (2012) yaptiklari galismada arastirmaya dahil ettikleri kisilerin,
dijital oyun oynama tutumlari ile okul-yas araliginda anlaml bir iliski tespit etmis ve bu kisilerin yaslari arttik¢a
dijital oyunlari oynama ahskanliklarinin yikseldigini bildirmislerdir. Turan ve Yorulmaz (2022) dijital oyun oynama
tutumlarinin sinif seviyesine goére ise farklilasmadigini bildirmislerdir. Yas degiskeni ile ilgi calismamizda gikan
sonuglar ile literatlirde sonuglari arasinda benzerlikler bulunsa da farkliliklarinda oldugu gérilmektedir. Yapilan
¢alismalarin farkliliklar gostermesi yer ve zaman 6zelliklerinin farkli olmasindan kaynaklandigi ayrica teknoljik
gelismelerin glinimizde gin igerisinde dahi gelisebilmesi ve degisiklik gostermesi bu farkhliklarin temel
nedenlerinden oldugu ifade edilebilir. Calismamizda bilissel dizeyde farkliliklarin olmamasi bireylerin yas
durumlari fark etmeksizin dijital oyun oynama durumuna karsi benzer bakis agisina sahip olduklarini géstermekte,
duyussal alt boyutta ise alt yas grupta bulunan bireylerin Ust yas grupta bulunan bireylere gére duyussal seviyede
tutum dizeylerinin daha disiik olmasinin nedeni bulunduklari yas durumlarindan dolay! egitim yasantilarinin
devam etmesi sinav kaygisi gibi nedenlerden kaynaklandigi, ancak bu bilissel farkindaligi davranis alt boyutunda
Ust yas gruplarina gore karsilastirildiginda eyleme doniistiirme konusunda yeteri kadar basarili olamadiklari ifade
edilebilir. Bu durumun nedeni olarakta dijital oyun oynama davranisinin 18 - 21 yag araliginda bulunan
katilimcilarinda daha yaygin olmasi ve giinlik yasam icerisinde bu duruma daha fazla vakit ayirmalarindan

kaynaklandigi disiintilmektedir.

Tablo 6’da dijital oyun oynama tutum olgegi, bilissel, duyussal, davranigsal alt boyut ile beden kitle indeksi
degiskeni arasinda yapilan analizde anlamli farklilik olmadigi sonucuna varilmistir (p>0.05). Bozkurt ve Tamer
(2020) dijital oyun oynama motivasyonu ile beden kitle indeksi degiskeni arasindaki iliskiyi inceledikleri
calismalarinda katiimcilarin dijital oyun oynama motivasyonu arttik¢a BKi’nin de arttigi ve bu durumunda anlamli
diizeyde bir farklilik gosterdigini bildirmislerdir. Sisson vd., (2010) yaptiklari calismada, dijital araglari kullanma
surelerinin artisi ile birlikte bireylerin beden kitle indeksi diizeylerinin obezite grubuna dogru ilerledigini
bildirmislerdir. Mustafaoglu vd., (2018) yaptiklari ¢alismalarinda kisilerin dijital ara¢ ya da teknolojik cihazlari
kullanim sirelerinin artisi kullanicilarda hareketsizlige, obez olma durumuna dogru bir yonelmeye neden olan
riskler icerdigini bildirmislerdir. Kolcak (2020) yapmis oldugu calismasinda Dijital oyun oynama siresi arttikca
ortaokul &grencilerinde fiziksel aktiviteye katilim motivasyonlarinin azaldigini ve BKi’'nin yiikseldigini
bildirmislerdir. Yapilan ¢calismalardan farkli olarak Namli ve Demir (2020) arastirmalarinda beden kitle indeksi
dizeylerinin dijital oyun oynama yoOnelimlerine anlaml diizeyde bir etki etmedigi soncuna varmislardir.
Calismamizda BKi’nin olumsuz bir durum ortaya ¢ikmamasi olarak calismanin sporcular ile yapilmasi ve dolayisi

ile sporun BKi artisini etkiledigi ifade edilebilir.
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Tablo 7’de dijital oyun oynama tutum 6lgegi ve tiim alt boyutlari ile maddi gelir diizeyi degiskeni arasinda anlamh
farkhlik olmadig sonucuna varilmistir (p>0.05). Ustiindag (2021) spor yapan lise dgrencilerinin dijital oyun
oynama tutumlarina iliskin ¢alismasinda o6lgek ve tim alt boyutlarinda anlamh farklilik oldugunu bildirmistir.
Dusuk gelir duzeyine sahip katilimcilarin ayni zamanda dusik tutum diizeyine sahip olduklari sonucuna varmistir.
Horzum (2011) ilkégretim ¢agindaki 6grencilere yonelik yapmis oldugu ¢alismada DOOT nun maddi gelir dizeyi
acisindan gelir diizeyinin ylksek olmasinin alt ve orta gelir grubunda bulunan katilimcilara goére daha yiksek
tutum dizeyine sahip olduklari sonucuna varmistir. Deniz (2021) ise dijital oyun bagimlihg ile ilgili yaptigi
calismasinda aile gelir duzeyinin istatistiksel olarak anlamli bir sonug¢ ortaya koymadigini ifade etmistir.
Bayramoglu ve Gizel Giirbliz (2023) ortaokulégrencilerine yonelik yapmis olduklari oyun bagimliligi ile ilgili
¢alismalarinda olgek ve tim alt boyutlari ile ayhk maddi gelir diizeyi arasinda anlamli bir farkhhk olmadigi
sonucuna varmiglardir. Calismamiza benzer sonuglar literatiirde olmasina ragmen maddi gelir diizeyinin yiiksek
olmasi 6zellikle dijital araglarin yiiksek maliyetleri nedeni ile kisilerin istedikleri dijital araglara ulasmada ya da bir
takim teknolojik araglar satin alma konusunda bir avantaj saglayacagl ve bu durumunda bireylerin dijital

ortamlarda oyun oynama tutum ve davranislari tizerinde etkili olabilecegi ifade edilebilir.

Tablo 8'de dijital oyun oynama tutum 6lgegi, bilissel ve duyussal alt boyut ile lisansli sporcu degiskeni arasinda
yapilan analiz sonucunda anlamh bir farkhhk oldugu sonucuna ulasiimistir (p<0.05). Farkliigin hangi yonde
olduguna bakildiginda ise hayir cevabini veren katilimcilarin dijital oyun oynama tutum 6lcegi, bilissel ve duyussal
alt boyut tutum dizeyleri evet cevabini veren katilimcilardan anlamh sekilde daha yiiksek oldugu ancak
davranissal alt boyut degiskeni arasinda anlamli bir farkliligin olmadigi sonucuna ulasiimistir (p>0.05). Mutlu
Bozkurt ve Olcay (2022) 6gretmenlerle ilgili yapmis olduklari calismada diizenli spor yapma aliskanhigi degiskeni
acisindan anlamli bir farkliik bulunmadigini bildirmislerdir. Hazar vd., (2017) ortaokul 6grencilerine yonelik
yapmis olduklari ¢alismada dizenli olarak spor yapmayan 6grencilerin puan dizeylerinin, diizenli olarak spor
yapan Ogrencilerden anlamh sekilde daha ylksek oldugunu bildirmislerdir. Lisansli sporcu olma ozelliginin
bireylerin spor kulliplerinde bireysel ya da grup seklinde spor aktiviteleri icerisinde olmalarina yol actig1 dolayisi
ile diizenli olarak spor yapmaya sevk ettigi ve bu durumunda dijital oyun oynama tutumlarina etki ettigi ifade
edilebilir. Ayrica bu 6zellikle ilgili literatlir calismalarina bakildiginda genel olarak diizenli spor yapma aliskanhgi
ya da spor yapma siiresi 6zelligi Gzerinden arastimalarin yogunlastigi gorilmekte ve c¢ikan sonuglar benzerlik

gostermektdir.

Tablo 9’da dijital oyun oynama tutum olgegi ve tim alt boyutlari ile kag¢ yildir spor yapiyorsunuz degiskeni
arasinda yapilan analiz sonucunda anlaml farklilik olmadigi sonucuna varilmistir (p>0.05). Ustiindag (2021)
arastirmasinda 6grencilerin spor yapma sireleriile 6lgek ortalamasi arasinda yapilan analizde anlamli bir sonucun
olmadigini bildirmis ve spor yapma sirelerinin dijital oyun oynama tutumlari Gzerinde etkisinin olmadig
sonucuna ulasiimistir. Yazicioglu vd., (2021) yaptiklar calismada olcek ve tim alt boyutlarinda anlaml bir
farkhihgin olmadigini bildirmislerdir. Bozkurt vd., (2019) calismalarinda bilissel ve duyussal alt boyutta ile spor
yapma siresi arasinda anlamli bir farklilik olmadigi sonucuna varmisken, davranissal alt boyutta ise spor yapma

siresinin anlamh sekilde bir farkliiga neden oldugu soncuna varmiglardir. Biddiss ve Irwin (2010), Demir ve
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Cicioglu (2019) yaptiklari arastirmada sportif etkinliklere katilimin dijital oyun oynama tutumunu distrdigini
bildirmislerdir. Aksel (2018) calismalarinda dizenli olarak spor yapan bireylerin tutum dizeylerinin anlamh
sekilde spor yapmayan bireylere gore daha disik diizeyde olduklari sonucuna varmistir. Lee ve Kim (2015)
¢alismalarinda dijital oyun bagimliligini diizenli spor aktivitesi yapilarak agilabilecegini tespit etmislerdir. Ayrica
Cakir (2013) dijital oyun oynama siresinin artisinin bireylerin diger aktivitelerden uzaklagmasina neden
olabilecegini bildirmistir. Calismamizda spor yapma siresi ile dijital oyun oynama ve tiim alt boyutlarinda anlamli
bir farklihk ¢ikmamasinin nedeni olarak tim bireylerin sporcu olma 6zelliginden kaynaklandigi, giinlik yasam
icerisinde spor yapma davraniglarinin tamaminda devam etmesi ile de dijital oyun alanlarina yénelme gibi tutum
ve davranislarinin zayifladigl ve bu durumunda sporun bireyler tizerinde etkisini gdstermesi bakimindan énemli

oldugu ifade edilebilir.

Tablo 10’da dijital oyun oynama tutum 6lgegi ile duyussal alt boyut, davranigsal alt boyut ile glinliik dijital oyun
oynama siresi degiskeni arasinda yapilan analizde anlamli farkhhk oldugu sonucuna varilmistir (p<0.05).
Farkhhgin hangi yonde olduguna bakmak amaci ile yapilan analizde dijital oyun oynama tutum 6lgegi ve duyussal
alt boyutta 59 dk ve alti glinliik oyun oynama siiresine sahip katilimcilarin, 60 - 119 dk arasi glinlik oyun oynama
suresine sahip katilimcilardan, davranigsal alt boyutta ise 59 dk ve alti glinlik oyun oynama siiresine sahip
katilimcilarin, 60 - 119 dk arasi ile 120 dk ve Uzeri katilimcilardan daha diisiik tutum diizeyine sahip olduklari
sonucuna varilmistir. Mutlu Bozkurt ve Olcay (2022) 6gretmenlerle ilgili yapmis olduklari calismada dijital oyun
oynama suresi ile dijital oyun oynamaya tutum toplam puani ve davranigsal alt boyutunda anlamh farkhhk
saptamislardir (p<0.05). Dijital oyun oynama siresi bir saat ve Ulzeri olan katilimcilarin 30 dk ile 60 dk olan
katilimcilardan puan ortalama diizeylerinin daha yiksek oldugunu ifade etmislerdir. Demir ve Cicioglu, (2019)
fiziksel aktiviteye katilim motivasyonu ile dijital oyun oynama motivasyonu arasindaki iliskiyi arastirdiklari
¢alismalarinda dijital oyun oynama siresi ile arasinda anlamh diizeyde bir farkliligin oldugunu bildirmislerdir.
Guvendi vd., (2019) ortaokul 6grencilerinin dijital bagimhlik ile saldirganlik dizeylerini inceledikleri calismlarinda
c¢alismamiza benzer sekilde 60 dk ve altinda dijital oyun oynayan bireylerin puan ortalamalarinin 61 - 120 dk ile
121 dk ve Uzeri oyun oynayan bireylere gore dijital oyun oynama dizeylerinin daha disik seviyede oldugunu
bildirmislerdir. Hazar vd., (2017) arastirmasinda da arastirma bulgularina paralel olarak dijital oyun oynama siiresi
arttikca dijital oyun diizeylerinin arttigini saptanmislardir. Gokgearslan ve Durakoglu (2014) ile Festl vd., (2016)
ergen bireyler ile yapmis oldiklari galismalarinda dijital bagimliigin oyun oynama siiresi ile pozitif yonde bir iliskili
icinde bulundugu sonucuna varmislaridir. Yapilan galismalar her ne kadar farkli 6zellikteki bireyler ile
gerceklestirilmis olsada ¢ikan sonuglar gdéstermektedir ki dijital oyun oynama siiresi arttik¢a bireylerin dijital oyun

oynama tutumlarinda bir artisa neden oldugu ifade edilebilir.

Tablo 11’de katihmcilarin dijital oyun oynama tutum 6lgeginde (50.55) orta; bilissel alt boyut (12.90), duyussal
alt boyut (13.07) ve davranissal alt boyut ise (18.31) ¢ok dusik puan dlzeyine sahip olduklari sonucuna
varilmistir. Mutlu Bozkurt ve Olcay (2022) dijital oyun oynamaya tutum olcegi alt boyutlari ile ilgili ortalama
degerler icin verdikleri bulgularda, dijital oyun oynama tutum 6lgeginde (51.51) orta; bilissel alt boyut (15.91),

duyussal alt boyut (14,74) ve davranigsal alt boyut ise (20,86) ¢ok diisiik puan diizeyine sahip olduklari sonucuna
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variimistir. Karatas (2022) 14-16 yas grubu 6grencilere yonelik yapmis oldugu galismasinda dijital oyun oynama
tutum olgeginde (56.58) orta; bilissel alt boyut (19.58) diislik; duyussal alt boyut (15.07) ¢ok dusik; davranissal
alt boyut ise (21.96) diisik puan diizeyine sahip olduklarini bildirmislerdirBu bolimde bulgular kisminda elde
edilen verilerin tartigmasi yapilir. Aragstirmanin gergevesinde elde edilen bulgular ilgili literatiir ile kargilastirilarak
yazar yorumlari ile tartigiimahdir. Sonu¢ kisminda ise tartismalar sonucunda ortaya ¢ikan ana fikirler

aciklanmahdir.

Arastirmanin sonucunda sporcularda dijital oyun oynama tutum dizeyinin (50.55) ile orta, alt boyutlarda ise
disik dizeyde oldugu, bilissel ve duyussal alt boyutta kadin katilimcilarin tutum diizeylerinin daha yiiksek
oldugu, yas degiskeninde duyussal ve davranissal alt boyutlarda anlamh farkhhklarin oldugu, lisansli sporcu
olmanin tutum diizeyini olumlu sekilde etkiledigi, glinliik dijital oyun oynama siresinin tutum diizeyini arttirmada
etkili oldugu sonucuna varilmigtir. Dolayisi ile sporun ve sporcu olma 6zelliginin bireylerin dijital oyun oynama

tutum dizeylerine karsi koruyucu bir faktér oldugu seklinde degerlendirilebilecegi ifade edilebilir.

ONERILER

. Dijital araglarin faydali kullanimi konusunda bireysel ve toplumsal farkindalik olusturulmasi icin 6zellikle
okul ve kullplerde alt yas gruplarindan baslayarak rehberlik hizmetleri sunulabilir.

. Sporun fiziksel, fizyolojik ya da psikolojik etkilerinin yani sira bireylerin istendik yonde tutum
sergilemeleri icin de bir arag olarak kullanilabilecegi bireylere uzmanlar tarafindan anlatilabilir.

. Ozellikle teknolojinin hizla yayildigi ve kullaniminin her alanda neredeyse kacinilmaz bir durum
olusturdugu bir gercekliktir. Bu nedenle olusabilecek dijital oyun oynama tutumunun bireylerde dijital oyun
bagimliigina donlismemesi icin gereksiz sekilde dijital araglari kullanmamalari konusunda yonlendirmeler

yapilabilir.
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