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Abstract

Nowadays, developments in technology have undoubtedly facilitated people’s lives but also have caused
the human being to spend longer time with digital tools. While acknowledging the negative effects of
digital gaming, this paper poses the question whether their focus on problem-solving within a fun
environment actually improves real-world problem-solving and multi-tasking capabilities by helping
individual subjects to perform logical analyses, to develop strategic thinking, and by enhancing
communication skills. In this context, the study was conducted as a descriptive survey. A total of 521
students from various faculties of Kocaeli University took part in the study and 83.5% of them indicated
that they play digital games regularly. To determine the relationship between interpersonal problem
solving and digital addiction we used the “Interpersonal Problem Solving Scale” and the ‘‘Digital
Addiction Scale’’ to collect data. Students' perceptions about interpersonal problem-solving skills and
digital addictions were at a medium level, notably, there was a positive correlation between interpersonal
problem-solving skills and the level of digital addiction. Therefore, use of the internet within a
reasonable time can have a positive effect to improve certain skills without being dependent on the
digital game. In the future, while this study was based solely on students' perceptions, we suggest for
further study that the parameters should be extended to observational and experimental studies and

scales based on parent and peer notification or psychological tests can be used.
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Introduction

Technological developments have undoubtedly made some aspects of modern life easier. At
the same time, increased use of technology has had some unanticipated psychological
consequences, with some individuals becoming increasingly attached to the devices and
applications they use. This is the era of communications technology, and in recent decades
people have started to integrate technology into long-established human behaviours, such as
socializing and playing games together. Digital games, which are visually and cognitively
appealing to people in the virtual environment, have started to increase digital vehicle addiction

and game addiction (Hazar,2019).

This study explores the effects of digital addiction and asks if gaming can have any
positive effects on players. One area upon which this paper focuses is problem-solving. As
Bingham (1998) points out, problem solving; consists of a series of efforts to eliminate the
difficulties encountered to reach a certain purpose. Itseems possible that practicing problem-
solving, a key component in many digital games will help players to hone their skills in this
area so that real-life problems become easier to solve. It has been determined in some studies,
classroom-based and educational multiplayer digital games improve students' complex
problem-solving skills and motivation levels were positively affected by using digital games

within a learning context (Eseryel, Ge, Ifenthaler and Law, 2016; Yang, 2012).

Improving one’s problem-solving skills is crucial in the contemporary era, and its
importance has been recognized by various developments in today’s educational activities
(Anhiak and Dincer, 2005, Kim and Wong, 2020; Sahin, 2004). In particular, the problem-
solving process in and of itself enables us to understand cause and effect and interpret
relationships between connected issues, evaluate them and make attempts at solutions, and thus
it is a process involving the full engagement of one’s intelligence (Yuksel, 2008). However, It
is not always possible to learn effective problem-solving skills in daily life. In this case,
professionals need to teach these skills systematically. Many of the comprehensive
developmental guidance programs prepared with this idea in mind include problem-solving
skills (Korkut, 2002; Myrick, 1993). But nowadays, people use digital devices in an enthusiastic
and intense way, and the increase in the use of digital games requires them to make quick
decisions to solve the problems they face during the game. They certainly perform the ability
to acquire effective problem-solving skills (make quick decisions, perception, attention, task
switching or mental rotation),that they do not have in their daily life (Cardoso-Leite& Bavelier,
2014)
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Digital games lead to focus on problem solving and provide multitasking skills and

entertaining environment for individuals. Also through the effect to make logical analysis,
develop strategies, cope with problems they enhance to increase the communication
skills(Bayirtepe and Tiiziin, 2007). In addition, digital games and particularly educational
gamescan be shown to improve educational performance by improving self-confidence and
poor skills, alsoby developing visual-attention skills and spatial visualization ability(Griffiths,
2002; Bozkurt, 2014). A digital games enhance learning that provides relationships between
subjects, works and mediated social structures and leads to understand the connection between
cause and effect (Gros, 2003). Hence, Collins, Brown and Newman (1989) have mentioned, the
ability to produce a consistent, appropriate sequence of "constructive learning” is key to
environmental design. Digital games that help develop skills such as cognitive development,
attention, cooperation and problem solving on the other hand have also negative effects such as

addiction, violence, obscenity (Aydogdu Karaaslan, 2015).

Technological addictions such as internet addiction, phone addiction, social media
addiction, and digital gaming addiction are some of the increasing numbers of digital
addictions. Digital addiction can be understood asthe excessive use of digital devices combined
with a failure to satisfy the desire to use, the neglect of activities due to overuse, behaviour
which causes damage to social relations, use as a means of escape from negative emotions and
life stress, experiencing problems in reducing and stopping use, feeling agitated and angry when
not being able to use, and telling lies about the time spent on digital devices (Savci and Aysan,
2017). Lemmnes, Valkenburg and Peter (2009) defined digital gaming addiction as an excessive
or compulsive attachment to the computer and video games that causes social and/or emotional
problems in the individual and which is marked by the inability to control this overuse
(Lemmnes, Valkenburg and Peter 2009). The World Health Organization's International
Classification of Diseases Association has defined game addiction as akin to drug addiction,
referring to its hold over the individual as a “digital narcotic drug” and accepting it as a mental
disorder(Aarseth et al. 2017). In the contemporary era, according to Tatli and Nordin, one of
the mainreasons affecting interpersonal communication and socialization is the excess of time
people spend on digital devices (Tatli, 2018; Nordin 2014). Thus, one of the most important
challenges of our time is to determine the negative effects of digital game (devices) addiction,
understand the obstacles such addiction poses to human socialization, and determine both the
causes of the addiction and the level of dependence so that society can begin to take measures

to mitigate its destructive effects.
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As digital gaming is more popular among young people, countries with a significant

youth population face particular issues regarding gaming. A case in point is Turkey, which has
a young population, of which 31.2 million are regular game players. In 2017, research
conducted by Informatics Association of Turkey determined that 31.2 million digital gamers
played a total of 40 million hours. This amount of play time reveals that Turkey is among the
top three digital gaming nations worldwide (Informatics Association of Turkey, 2017).
Naturally, in a country where the digital games are played so long, the levels of digital addiction

of individuals will increase and the problems caused by this will be increased.

In this context, according todata gathered by the Turkish Statistical Institute (TSI), the
use of the internetwas seriously increased since 1992 and attained 79 % in 2020 year between
16-74 age (TUIK, 2020). Furthermore, the frequency of internet use was seen as the highest
between 15 and 24 age group (93%) that 15.8% of the population in Turkey 's
constituting(TUIK, 2018),namely the digital games use was more widespread among university
students. Furthermore, according to Young (2004), the biggest risk group for internet addiction
was university students. Therefore, the population of university students was variable both
according gender and educational department (behaviour difference between educational

department) and also was in a suitable age range conform to Turkih Standart Institute data.

Nevertheless, digital games that have positive effects on cognitive development,
attention-span, cooperation and problem-solving often have negative elements such as the
normalization of violence and obscenity (Aydogdu Karaaslan, 2015; Yalcin, Irmak and
Erdogan 2016). Moreover, an addictive attachment to playing the games themselves frequently
develops. Because digital games are marketed to the public as free-time entertainment and fun
activities, their potential to constitute a great risk for children and young people is significant.

Where digital gaming is a popular past time we can expect levels.

When looking at the studies on problem-solving skills with reference to university
students, many cite the relationships between different dependent variables such as academic
achievement, gender, socio-economic level and the departments of university students (Alver,
2005; Greening, 1997). On the other hand Bhagat, Jeong, and Kim (2020), examined that
relation between digital addiction, interpersonal incompetence, need for online social
interaction and self-regulation and determined that digital addiction to be is high key role of
interpersonal incompetence, need for online social interaction and self-regulation (control) in
predicting game addiction. Additionally said that loneliness, interpersonal incompetence, need

for online social interaction and low self-regulation influence the extent of digital game
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addiction.Also Wan ve Chiou (2006) made a study with adolescents with online game addiction

via interview method and exemined the four subfactors of depression (surface motivations,
source motivations, self-conception, and interpersonal relationships in real life) and they
determined that only the interpersonal factor showed a significant effect on game addiction. In
another research Ar Rosyid et al.(2019) exemined that online game addiction of the students of
electrical engineering, their psychological state, and also their interpersonal relationships and
determined that playing online games contributed to the student's psychological state, emotional
level, time management, and also problem-solving ability.On the other hand, Sahin, ibili, and
Uluyol (2017), determined that there was an opposite relationship between these two variables in a study
examining the relationship between pre-service teachers' internet addiction and their problem solving
tendencies. In these studies, some relationships were found between digital addiction and gender
and demographic characteristics, factors of depression, social interaction, self-control, time
management, problem solving skills of students at different education levels.

In this study, in addition to examining the relationship between interpersonal problem-
solving skills and the sub-factors of digital addiction of students who study at different faculties
and departments of our university and who play digital games, the types of digital games that
students play, the purposes of playing games, and their opinions about digital games were also
examined.There is no study that directly examines the relationship between digital addiction
and interpersonal problem solving skills in the literature. Besides, this study differs from other
studies in terms of quantitative and qualitative data collection and being more comprehensive.
For this purpose, in this study, the digital games-playing status of the university students, their
motivations for playing, the types of games they play, the levels of digital addiction and the
ability of individuals to cope with problems in everyday life were investigated and examined in
terms of various variables. In addition, the relationship between interpersonal problem solving
and digital addiction was investigated.

Method

The research was conducted using a descriptive survey model. The findings present in a
descriptive survey model areexplained according to various independent variables such as
gender, department, faculty and duration of digital playing (Karasar, 2012). Additionally
calculated correlation coefficients between interpersonal problem-solving skills and digital
addiction levels and sub-dimensions of scales. The opinions of the participants about digital

games were determined with open-ended questions. This research was carried out with the
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permission of Kocaeli University Social and Human Sciences Ethics Committee with the

decision numbered 5 in the meeting dated 23/02/2018 and numbered 2018/02.
Study Group

521 students (mean age:19.96, sd=1.652) participated in our study from different faculties of
Kocaeli university in 2018-2019 academic year studied. The study group was determined using
an easily accessible sampling method. The distribution of the study group by demographic
variables is given in Table 1.

Table 1. Distribution of working group by demographic variables, education branch, purpose

of use

Genders N %
Female 286 55.2
Male 232 44.8
The digital tools they use N %
Telephone 481 92.3
Computer 325 62.4
Tablet and play station 56 10.7
Television 51 9.8
Number of people playing digital games 435 83.5

Number of people who spend money on games in playing digital games

group 58 13.1
Educational Departments N %
Coaching 59 114
Archaeology 32 6.2
Biology 51 9.8
Midwifery 49 9.5
Philosophy 33 6.4

Science teacher 60 11.6
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Nursing 53 10.2
Recreation 64 12.4
Social service 44 8.5
Sports management 44 8.5
Turkish teacher 29 5.6

When the data of the Table 1 are examined, we can see that the majority of student
digital use focuses around their devices — mobile phones and computers. Of our sample
population, a significant majority of the students (83.5%) played digital games, but the number

who spent money on digital games was low (13.1%).
Data collection tools

In the research, two questionnaires entitled “Digital Addiction Scale” and ‘“Problem-Solving
Scale” were used, both of which contain the demographic information of students, questions
concerning their individual reasons for playing games, specific information regarding the

games they play and other open-ended questions.
Digital Addiction Scale

The scale, which was developed by Kesici and Tung (2018), was a 5-point Likert-type scale
consisting of 19 items with 5 factors, including overuse, non-restraint, inhibiting the flow of
life, emotional state and dependence. The internal consistency coefficient for the whole scale
was 0.874. The prevailing factors explain 59.51% of the variance. In this study, the internal

consistency coefficient was found to be Cronbach alpha=0.897 and KM0=0.921.
Interpersonal Problem-Solving Scale

This scale is a self-assessment scale used to measure the assessment of the individual oftheir
personal and interpersonal problem-solving skills.Sahin, Sahin and Heppner (1993) developed
the scale based on sixthLikert-type 35 items are located. Minimum of 32 points and a maximum
of 192 points can be obtained from the test. The greater the total score the more inadequate the
individual perceives himself / herself to be in terms of problem-solving skills. In this study, the
internal consistency coefficient was found to be Cronbach'’s alpha=0.860 and KMO=0.885.

Open-ended questionnaire

The survey contained four open-ended questions: “What are the benefits of digital games you

play?”’; “What are the negative aspects of the digital games you play?”; “How do digital games
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affect your social life?””; “What are the inappropriate behaviours you encounter when playing

digital games?”
Data Analysis

SPSS 18.0 package program was used to analyse the data. Arithmetic mean, standard deviation,
frequency, t test, Anova (sidak, bonferroni, tukey, Isd and dunnet) and correlation analyses were

applied to the data. Significance level was accepted as between 0.001 and 0.05.

Assuming that the degree range is equal in the responses to scale items, the highest value
is subtracted from the lowest value and divided by the number of degrees. The value of this
range is 4/5=0.8 for the Digital Addiction Scale and 5/6=0.83 for the Interpersonal Problem-
Solving Scale and is given in Tables 2 and 3. The Pearson Moments product correlation test
was used todetermine the amount and direction of the relationship between two variables and
the correlation coefficient was found to be between 0.70-1.00 as absolute value 0.70-0.30,

medium; 0.30-0.00 low-level relationship (Biiylikoztiirk, 2004).

In addition, the effect size was calculated to explain the strength of the relationship
between dependent and independent variables in these tests and to show whether the difference
between the results of the study groups was significant. The effect size ranges reported by
Cohenare interpreted as 0.2: low, 0.5: medium and 0.8: high for the t test in independent groups
(Ozsoy andOzsoy, 2013). In the analysis of variance, the effect size shows the total variance in
the variable and it is found to be between 0.00 and 1.00. The eta-square values at levels 0.01,
0.06 and 0.14 are considered as the small, medium and high effect sizes, respectively (Ozsoy

and Ozsoy, 2013). Limits on the point of distribution of scales are given in Tables 2 and 3.

Table 2. Limits on the point of distribution of digital addiction scale

Options Limits

Agree completely (5) 4.20-5.00
Agree (4) 3.40-4.19
Undecided (3) 2.60-3.39
Do not agree (2) 1.80-2.59

Totally disagree (1) 1.00-1.79
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Table 3. Limits on the distribution of the interpersonal problem-solving scale

Options Limits

I always act like this (1) 1.00-1.83
I mostly act like this (2) 1.84-2.66
| often act like this (3) 2.67-3.49
| act like this occasionally (4) 3.5-4.33

| rarely behave like this (5) 4.34-5.16
I never act like this (6) 5.17-6.00

Findings

Table 4 shows the findings related to university students’ aims of using digital tools and reasons

for playing digital games.

Table 4. Students' aims of using digital tools and reasons for playing digital games.

Aims of using digital tools N %

Communication 263 50.5
Entertainment 216 415
Research 192 36.9
Social media 143 274
Education 81 155
Game 68 13.1
Reasons for playing digital games. F %

Entertainment-pleasure 312 19.31
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To get rid of stress 267 16.52
Spend leisure time 215 13.30
Need to win 120 7.43
Competition 116 7.18
Wonder 80 4.95
Motivated 75 464
Self-improvement 68 4.21
Affection the imaginary environment 66  4.08
Habit 64  3.96
Social communication 58 3.59
Discovering 57 353
Education 53 3.28
Exploring borders 40 248
Other 25 155
Total 1616 100

Table 4 shows, students’ primary reasons for playing digital games are to have fun /
pleasure, to de-stress and to relax in their free time and primary aims of using digital tools are
communication and entertainment. The findings related to the types of digital games played by

university students are given in Table 5.
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Table 5. Types of games played by students

Games types N %
First-person shooter tactical action 123 23.61
Sport 104 19.96
Crossword 73 14.01
War 56 10.75
Racing simulation 55 10.56
Action-adventure, free world, crime 53 10.17
Board games 53 10.17
Role playing MMORPG 49 9.40
Information 46 8.83
Real time strategy 34 6.53
Skill 21 4.03
Platform 10 1.92

According to the table, it was determined that the students mostly preferred to play first-

person shooter-type tactical action games, sports games and puzzle games.

Table 6 presents the distribution of the arithmetic mean and the standard deviation
values related to digital addiction levels and students’ perception of their interpersonal problem-
solving skills. According to these results, the students' digital addictions were at a moderate
level, the level of addiction to digital tools was high, and the students' perceptions about their

interpersonal problem-solving skills were moderate.
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Table 6. Distribution of the arithmetic mean and standard deviation values related to the digital

addiction scale and students perception of their interpersonal problem-solving skills.

Scales N X Sd.
Interpersonal problem-solving skills 435 2.98 0.60
Digital addiction (Total) 435 2.79 0.72
Overuse 435 2.62 0.90
Non-restraint 435 251 0.97
Inhibiting the flow of life 435 2.63 0.98
Emotional State 435 2.75 0091
Dependence 435 3.63 0.93

The results of the ANOVA (Bonferroni, tukey, Isd) test related to the difference between
addiction levels (measured according to the duration of digital play) and the perception of

interpersonal problem-solving skills are given in Table 7.

Table 7. ANOVA results of the difference between addiction levels and interpersonal problem-

solving skills according to the duration of digital play.

Differen Effec

_ ce t
Daily playing time N X Ss f p _
between size(r
groups )
Lessthan 1 hour (1) 288 95.12 19.98
Interpersonal 1-3 hour(2) 107 9558 17.32
problem- More than 3 0.096 0.908 - 0.000
) ) 40 96.48 18.09
solving skills hours(3)
Total 435 9536 19.15
Digital Less than 1 hour (1) 288 51.80 13.96
4.127 0.016 3-1 0.019

addiction 1-3 hour(2) 107  54.82 13.57
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(Total) More than 3
40 57.4 11.58

hours(3)
Total 53.06 13.76
Lessthan 1 hour (1) 288 12.73 4.59
1-3 hour(2) 107 1347 4.29
Overuse More than 3 4391 0.012 3-1 0.020
40 1485 4.16
hours(3)
Total 435 13.10 4.52
Lessthan 1 hour (1) 288  7.23 2.79
1-3 hour(2) 107  7.89 3.07 a1
Recurrence  More than 3 6.917 0.001 0.030
40 8.9 2.97 2-1
hours(3)
Total 435 7.544 292
Less than 1 hour (1) 288 10.33 3.95
Preventing  1-3 hour(2) 107 10.92 3.85
the flow of  More than 3 0.939 0.39 - 0.004
_ 40 10.73 3.86
life hours(3)
Total 435 1051 3.92
Lessthan 1 hour (1) 288 10.73 3.73
1-3 hour(2) 107 1150 3.52
Mood More than 3 2.639 0.072 - 0.012
40 11.73 3.23
hours(3)
Total 435 11.01 3.65
Less than 1 hour (1) 288 10.79 2.72
) 1-3 hour(2) 107 11.05 2.87
Not being
More than 3 0.612 0.54 - 0.003
able to leave 40 11.2 2.97
hours(3)
Total 435 10.89 2.78

The table shows that while there was no difference in the perception of interpersonal
problem-solving skills between those with higher or lower levels of daily playing time [F(2-
432)=0,096; p>.05], the level of digital addiction displayed by students playing three hours or
more per day was higher [F(2-432)=4,127; p<.05]. When the digital addiction scale is examined

in terms of subgroups, it is determined that those who play three hours a day or more are more
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addicted and more prone to overuse than others [F (2-432) =4,391; p<.05], and those who play

between 3 hours or more and 1-3 hours a day are more dependent on digital gaming than those
who play less than an hour [F (2-432) =6,917; p<.01]. Thus it can be concluded that duration
has a moderate effect on game addiction. The t test results of the students who play digital
games according to sex are given in Table 8.

Table 8. T test results of the students who play digital games according to gender

Sex Effect

size (r)

. Female 211 96.45 19.17
Interpersonal problem-solving

skills

1.170 .242 0.056
Male 223 94.30 19.16

Female 211 54.52 13.24
Digital Addiction (Total) 2.141 .033 0.102
Male 223 51.70 14.16

Female 211 13.43 457
Overuse 1.428 .154 0.068
Male 223 12.81 4.47

Female 211 7.74 2.93
Non-restraint 1.408 .160 0.067
Male 223 7.35 2.90

Inhibiting the flow of T cTae 211 1090 387

life

1.973 .049 0.094
Male 223 10.16 3.93

Female 211 11.02 3.69
Emotional State .067 .946 0.003
Male 223 11.00 3.63

Female 211 11.43 2.56
Dependence 3.982 .000 0.19
Male 223 10.38 2.89
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While there was no significant difference between the interpersonal problem-solving

skills of the students who play digital games [t (432) =1.17; p> .05], there was a significant
difference between the levels of digital addiction [t (432) =2,141; p<.05]. This study also
revealed a gender difference, with female students’ levels of digital addiction (X = 54.52) higher
than male students’ (X=51.7). In terms of sub-dimensions that inhibiting the flow of life [t
(432) =1,973; p <.05] and dependence [t (432) =3,982]; It was determined that while female
students were more prone to become addicted than male, the gender variable had a relatively

low effect on digital addiction.

The results of the ANOVA tests conducted help to determine the difference between the
student groups according to the departments where they study and are given in Table 9 and 10.

Table 9. Distribution of the arithmetic mean and standard deviation values according to the

departments of students who play digital games

Interpersonal problem- Digital
solving skills addiction
Departments N X S.d. X S.d.
Coaching 56 93.95 18.95 50,52 15,02
Archaeology 28 87.68 26.01 53,25 18,27
Biology 31 8852 2324 48,03 11,17
Midwifery 38 94.37 17.90 54,84 11,29
Philosophy 26 98.23 21.74 60,08 15,68
Science 43 93.53 15.65 51,63 10,68
Nursing 47 102.62 14.61 55,70 12,48
Recreation 61 102.08 17.38 49,93 16,06
Social service 39 96.51 16.42 54,21 11,93

Sports Management Department 38 94.08 19.58 55,61 12,69
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Turkish teacher 28 88.25 17.52 54,11 11,43

Total 435 95.36 19.15 53,06 13,76

According to Table 10, students studying in the archaeology department found
themselves better able to handle interpersonal problems than those studying in the nursing and
recreation departments, and the biology department was more positive than the recreation
department [F0-424y=2,955; p<.01]. When focusing on students' levels of digital addiction, it
can be seen that the level of addiction of those students studying in the department of philosophy
is higher than those studying coaching education or biology [F(10-424/=2,104; p<.05]; overuse
subscale in philosophy, studying sports management department of nursing and biology
students studying in accordance with section [ Fo-424)=2,428; p<.01], according to the
recreation and biology of the philosophy department in the sub-dimension of non-restraint [
F(10-424=2,454; p<.01] and in the sub-dimension of dependence, according to the recreation of
the midwifery and Turkish teaching departments [F(10-424=2,604; p<.01] it was determined to
be more dependent. Thus, by analysing the department variable, the most notable features are

a large effect on interpersonal problem-solving skills and a moderate effect on digital addiction.
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Table 10. ANOVA test results according to the departments of students who play digital games

342

Departments Sum of df Mean F p  Difference E_ffect
Squares Square size
Between 14372039 10 1037.204 Archaeology -
Interpersonal Groups Nursing
problem- Within Archaeology -
SOV rogps 148842207424 351043 2% O Recreation 00
skills Biology -
Total 159214.336 434 Recreation
Between
Digital Groups 3887.617 10 388.762 Phi|0r510phy _
o - Coaching
addiction Within 78328.820 424  184.738 2.104 .023 Philosophy - 0.047
(Total) Groups Biology
Total 82216.446 434
Between 479827 10  47.983 Philosophy -
Groups Biology
Overuse Within Nursing -
Groups 8379.309 424 19763 2428 008 g0 sponts  0-094
management-
Total 8850.136 434 Biology
Between
Groups 202.283 10  20.228 Philosophy -
Non- - Biology
restraint  Within 3495502 424 8244 2% 007 piosophy - 0090
Groups )
Recreation
Total 3697.876 434
BEWEEN 156049 10 15.625
Inhibiting ~ Groups
theflowof Within 6496.454 424  15.322 1.020 .426 - 0.023
life Groups
Total 6652.703 434
Beween 195536 10  19.654
Emotional Groups
State WIthin — 5g93497 424 13292 1490 140~ 0.034
Groups
Total 5789.963 434
Between
Groups 193.620 10 19.362 Midwifery -
- Recreation
Dependence Within 3153083 424 7437 2094 904 1yish teacher - 00°8
Groups .
Recreation
Total 3346.703 434

The results of the ANOVA tests conducted help to determine the difference between the

student groups according to the faculty where they study and are given in Table 11.
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Table 11. ANOVA test results according to faculty
) _ ) Effect
Faculties N X Sd. f p Difference _
size(r)
Education 71 91.45 16.49
Art and science 85 91.21 23.94 )
Interpersonal Education. —
problem- Health Sciences 124 98.17 16.51 3.741.011 Health 0.025
solving skills i Sciences
Sports science 155 97.18 18.81
Total 435 95.36 19.15
Education 71 52.61 10.97
. Art and science 85 53.44 15.79
Digital
addiction Health Sciences 124 54.97 11.87 1.480.219 - 0.010
(Total) )
Sports science 155 51.54 15.01
Total 435 53.06 13.76

According to Table 11, the faculty of education students' perception of their own

interpersonal problem-solving skills is more positive than those studying in the faculty of health

sciences [f(3-431)=3,741; p<.05]; however, there is no significant difference between the levels
of digital addiction [f(3-431)=1,480; p>.05]. It was found that the faculty variable had a

moderate effect on the perception of interpersonal problem solving skills and a minor effect on

digital addiction.

The relationship between the perception of interpersonal problem-solving skills and

digital addiction levels was examined in terms of general dimensions and sub-dimensions and

the results are given in Table 12.
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Table 12. Correlation coefficients between interpersonal problem-solving skills and digital

addiction levels and sub-dimensions of scales (n=521).

2.1 2.2 2.3 2.4 2.5
1. interpersonal problem-solving skills 2877 2757 274 218" .081
2. Digital addiction (Total) 889" .804™ .748™ .800™ .639"
2.1.0veruse - 683" 564" 6417 500"
2.2. Non-restraint - .55 562" .361"
2.3. Inhibiting the flow of life - 4377 2877
2.4. Emotional State - .466™

2.5. Dependence

**P< 0,01 level (2-tailed).

According to this table, there was a low level positive relationship between the

interpersonal problem-solving skills scale and the digital addiction scale, and a low level

relationship with overuse, non-restraint, inhibiting the flow of life, and emotional State. There

was a moderately positive relationship between the sub-dimensions of the digital addiction

scale.

University students’ views on digital games

The findings from our sample student population regarding their personal opinions about digital

games are included. In order to indicate particularly widespread or popular opinions, examples

are categorized into themes where the highest frequencies were included.
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Table 13. Student views on the positive and negative aspects of digital games

Positive aspects f %  Negatives f %
Relieve stress/Eliminate boredom 65 21.5 Waste of time 201 62.8
Have a fun/enjoyable time 56 18.5 Fatigue and pain in the eyes 33 103
Spending time 23 7.6 Addiction 30 94
Developing strategy and planning skills 22 7.3  Stress creation / irritation 23 7.2
To learn new information and to _

develop general culture 20 6.6 Headache /numb the brain 11 34
Making friends and socializing 15 50 Disrupting other jobs / failing 10 31

to socialize

Improve imagination 15 5.0 Violence 5 1.6
Improve vocabulary 14 4.6 Insomnia 4 1.3
Improve yourself 14 4.6 Mental problems 3 0.9
Winning and competition 12 40

improve foreign language 12 40

Motivation 9 30

Improve reflex 8 26

Making decisions and performing 8 26

quickly

Earn money 5 17

communication 4 13

Total 302 100 320 100

Table 13 shows that while the percentage of positive opinions in this table analysis was

48.6% (f=302), the ratio of negative opinions was 51.4% (f=320). When the positive opinions

are examined, the most frequently stated ideas are themes to do with relieving stress,

eliminating boredom, to 21.5% (f=65) and having fun or taking enjoyment 18.5% (f=56) also

stated that playing digital games has helped to develop planning skills, to learn new information

and to develop general cultural knowledge. A recurring negative theme however was related to
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wasting time 62.8% (f=201). In addition, students reported physical symptoms from

overexposure such as eye fatigue and headache and increased propensity to stress, as well as
the general theme that overuse contributed to increased addiction. The following illustrate the
themes of the responses to the open-ended questions regarding student views on the positive

and negative aspects of playing digital games:

“Filling time, forget the stress and focus on one thing.”

“[Playing digital games] allows me to fill time, forget my stress and focus on one thing.”
“I play for stress. If my day is too busy, I play to empty my head.”

“I play to de-stress. If my day has been very busy, I play in order to clear my head.”
“Increased my imagination skills, increased my reflex strength.”

“[Playing digital games] has expanded my imaginative skills and improved my reflex

responses.”

“Personal development language development, creativity, entertainment, analytical thinking,

stress relief.”

“[Playing digital games] has improved my language skills, my analytical thinking skills, and

my creativity while I play for stress relief and entertainment.”
“Loss of time, addiction, antisociability, loss of physical fitness/posture problems.”

“Addiction, wasting time.’

Table 14. The effect of digital games on social life

Social experience f %
Not affect 121 473
Affects negatively 51 19.9
Affects positively 26 10.2
To break away from life, from the family 18 7.0
Developing social relations and recognizing new people 14 55
Causes antisocial 14 55
Communication problems 12 4.7

Total 256 100
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As Tablel4 illustrates,47.3% of the students stated that digital games had no effect on their

social lives, while 19.9% (f=51) stated that playing games affected their social lives negatively
and 10.2% that it affected their social lives positively. These students stated that digital games
helped them to develop social relations and to meet new people, while those with more negative
opinions stated that they caused problems related to life, environment, family, and

communication. Themes related to student views on the effect of digital games on social life:

1

“I isolate myself from my physical environment as [ become more addicted to the game.’

“Loss of social life, becoming addicted to the home environment, spending less time with

friends.”

“Sometimes we can act in the same way as the characters in digital games do in our own social
life.”
“It did not cause any problems in my social life.

Table 15. Impolite or inappropriate behaviours provoked by playing digital games

Inappropriate behaviours f %
Profanity and slang words/nastier behaviour 93 52
Unnecessary and inappropriate ads/videos/messages 27 151
Insulting/humiliating statements/accusation 25 14
Violence/aggression 15 84
Getting angry 15 84
Loud noises 4 2.2
Total 179 100

According to Tablel5, the students stated that they encountered while playing digital game
most profanity and slang words/nastier behaviours 52% (f=93), followed with unnecessary and
inappropriate ads, videos, messages 15.1% (f=27) and insults, humiliating expressions,
accusations 14% (f=25).Themes related to inappropriate behaviours that students face when
playing digital games:

“Sometimes players I do not know personally behave inappropriately online, and, violence-

related games often seem to encourage violence.”
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“[Online games can inflate the] ego, [and encourage] poor communication. Also, younger age

2

groups feel too free in these environments.
“Inappropriate words related to ambition developing from competition [are often used].”
“People [often] swear, [or are] offensive.”

Discussion and Conclusion

One of the primary goals of education is to educate people to be able to overcome the academic
and social problems that they may face during their lives (Charles and Lester, 1982, Sahin,
2004). Technological developments, achange in the social, political and economic structures
are making for an increasingly complex world for individuals to navigate and increasing the
problems individuals face throughout their lives. Accordingly, improving individuals’ problem-
solving skills has gained importance. To this end, this study has focused on students and their
relationship with digital games. As we have seen, the study focused on individual’s frequency
of play, their reasons for playing, the types of games they played, theirdigital addiction and
their perception of their own ability to cope with interpersonal problems. The study determined
that the majority of the students who participated in the research played digital games and
played these games mainly for fun, pleasure or enjoyment, to fill their leisure time and to
destress. In terms of popular genres of games, it was determined that students preferred to play
tactical action games, sports games and puzzle games, particularly of the first-person shooter
type. Pala and Erdem (2011) made a similar study, have determined that university students
play digital games in order to experience excitement, visuality and proximity to real-life,
develop a strategy, they also found that students mostly first and third-person shooter and race
type played real-time games. Also they determined that students who play real-time games
choose these games because of excitement and visual-current-real-life proximity, while
students who play all-time games prefer it because of their proximity to strategy, sports-

competition, and visual-current-real life.

The study has shown that the digital addictions levels of those students who play digital
games are at a medium level; in terms of sub-dimensions, the level of dependence to the digital
device is high, and the students’perceptions of their own interpersonal problem-solving skills
is moderate. There was no significant difference between the students' digital addiction and
interpersonal problem-solving skill levels according to the type and duration of play. These
results contrast with those found by Yang (2012), whoin a similar study that focused on

classroom-based digital game use among young people found that students' problem-solving
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skills and motivation levels were positively affected by using digital games within a learning

context. The discrepancy can be accounted for by the educational purpose of the game Yang
(2012) focused the study, which was designed to develop those skills directly. In a similar study,
Eseryel, Ge, Ifenthaler and Law (2016) found that educational multiplayer digital games
improve students' complex problem-solving skills.Just as was indicated in the present study’s
results, this study found a gender gap in terms of propensity to digital addiction, with female
students who play three or more hours per day display higher levels of digital addiction than
males do. Elsewhere in the literature, one study investigating smartphone addiction also found
that women were more prone to digital addiction than men (Deursen, Bolle, Hegner and
Kommers, 2015). On the other hand Kesici (2020) determined that gender (in case of being
male) affect digital game addiction negatively in high school students.

Turning to the present study, the perceptions of Archaeology students about their own
interpersonal problem-solving skills were found to be more positive than those who studied
Nursing or Recreation, with students from the Biology department likewise more positive about
their own problem-solving skills in this area than those from the Recreation department.
Students studying at the Faculty of Education had a more positive impression of their
interpersonal problem-solving skills thank those studying in the Faculty of Health Sciences;
however, there was no significant difference between the levels of digital addiction. Especially
Archaeology department and Education department consist mostly of students with emotional
intelligence. According to Schutte et al. (2001) students with high social skills had higher levels
of emotional intelligence, exhibited more cooperative behaviours, and were more successful in
close emotional and social relationships. Furthermore, emotional maturity can be defined as the
ability of the individual to understand his / her own feelings, to organize the life level of the
person ahead and to empathize for the emotions of others (Schutte et al., 2001). In this context,
Cetinkaya and Alparslan (2011) have determined a positive significance between sub-
dimensions of emotional intelligence (mental, emotional, behavioural dimensions) and

communication skills.

It has been determined that the level of addiction of the students studying in philosophy
is higher than the coaching and biology department. Addiction levels were determined that
students in philosophy, nursing and sports management departments higher than the biology
department in the sub-dimension of overuse, philosophy department is higher than recreation
and biology in the sub-dimension of non-resistant, midwifery and Turkish teachers

departments is higher than recreation in the sub-dimension of dependence. Simsek, Elciyar and
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Kizilhan (2019) found different levels of addiction in students studying in different departments

of universities. Differently, in a study researchers compared “Educational Use of Internet Self-
Efficacy Beliefs” and “Internet Addiction” among university students in different departments
in school of education and they found no meaningful relationship among the different
departments (Sahin, Aydin and Balay, 2016)

Between the interpersonal problem-solving skills scale and digital addictionscale and
the sub-dimensions of the digital addiction scale were generally found to be a positive and
moderate significant relationship. Thus, it can be concluded that the less addicted an individual
is to digital devices or games, the better their interpersonal problem-solving skills are. One
conclusion we can take from this finding is that individuals who find it difficult to solve
problems with others may be trying to meet their socialization and entertainment needs in a
virtual environment and, as a result,are more at risk of becoming addicted to digital games. In
a similar study Sahin, Ibili, and Uluyol (2017), determined that there was an opposite
relationship between pre-service teachers' internet addiction and their problem solving
tendencies. In a study which examined the relationship between adolescents’ psychological
needs and game addictions, Dursun and Eraslan-Capan (2018) placed emphasis on the
importance of autonomy, which they defined as including self-confidence, a personal belief in
being able to control their own life choices, the ability to regulatebehaviour, emotions and
cognitions, and found that individuals with high levels of autonomy had low game addiction.
Also, Bhagat, Jeong, and Kim (2020) determined that loneliness, interpersonal incompetence,
need for online social interaction and low self-regulation influence the extent of digital game
addiction. Similarly, Whang, Lee and Chang (2004) found that individuals with internet
addiction were escapist and looking for ways to avoid dealing with the real world while those
who fostered a greater number of real-world bonds and associations were less likely to suffer

from digital addiction.

According to the results of this study, there is a relatively even split between the positive
and negative opinions of the students towards digital gaming. When positive opinions are
examined, the students repeatedly emphasizethat digital game can help to relieve stress and
boredom and provide fun and enjoyment within one’s free time. The students also highlighted
that digital games help them to unwind during their leisure time while at the same time help
them to develop strategy and planning skills, learn new information and develop general
cultural knowledge. In a similar study by Ar Rosyid et al.(2019) determined that online games

contributed to the student's psychological state, emotional level, time management, and also
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problem-solving ability. Furthermore digital games could be a factor to improve learning,

attention and visuality (Bozkurt, 2014). Otherwise, one of the repeatedly stressed negative
opinions on gaming was that playing digital games wastes time. The reviewed literature shows
thatindividuals,who regularly play computer games tend to spend less time with their families,
prefer to get away from their family environment, avoid face-to-face communication (Kuzu,
Odabas, Eristi, Kabakci and Kurt, 2008) and postpone their daily activities. This can result in
deterioration in academic attainment (Amatem, 2008). The students in our study also reported
that overusing digital games frequently caused them problems such as eye fatigue, headache,
stress and increasingly addictive behaviours. Their comments echo the findings of Mustafaoglu
and Yasaci (2018) who reported that playing digital games can cause physical and mental health
problems such as anxiety, aggressive attitude and depression, mental and musculoskeletal
problems, dryness, redness and pain of the eyes and deterioration in sleep quality. In this way,
the findings of our study support the previous work done in the field of the psychological effects

of digital gaming.

The students also indicated that they frequently encountered swearing and slang words,
disrespectful behaviours, unnecessary and inappropriate advertisements, videos, and messages.
Despite these results, the rate who reported positive opinionsin terms of digital games and those
who reported negative opinionswas closed together. The fact that the positive and negative
opinions are similar to each other revealed that digital gaming addiction did not affect the social
lives of the individuals and had no effect on the problem solving skills. Groves and Anderson
(2015) stated that even though video games have negative effect on individuals, they also have
tremendous potential for positive outcomes. Whereas violent video games increase aggression
and decrease prosocial outcomes, prosocial video games increase positive interpersonal
relations (Greitemeyer and Mugge, 2014). For example, according to a study, playing fast-
paced video games may have positive effects on a number of visual and spatial skills, such as
faster visualreaction times, and improved target localization and mental rotation (Achtman et
al., 2008). Finally, digital game can be a device to improve hand motor skills, as well described
in the study of Rosser et al. (2007) that demonstrated important hand skills in laparoscopic

surgeons who play video game.

Our results suggest thatthe use of digital games, which are becoming more common
among individuals of all ages, has both positive and negative consequences. Digital games can
be perceived as negative in terms of wasting time and the development of bad habits which can

adversely affect an individual’s physical and psychological health. Our study supports the


https://www.ncbi.nlm.nih.gov/pubmed/?term=Greitemeyer%20T%5BAuthor%5D&cauthor=true&cauthor_uid=24458215
https://www.ncbi.nlm.nih.gov/pubmed/?term=M%C3%BCgge%20DO%5BAuthor%5D&cauthor=true&cauthor_uid=24458215
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widespread assumption that intensive gaming has a negative impact on players’ social lives and

interpersonal communication. Our results also support the idea that the development of digital
addiction increases in likelihood when digital games are played frequently and that this level of
addiction can cause physical-psychological problems in individuals. In order to counteract this
addictive effect, one suggestion we can make from the findings of this study is that gaming
manufacturers could be encouraged to develop more educational platforms for gaming and that
the huge budgets digital games currently command could be siphoned off into developing
teaching and learning tools that capture the imagination and help develop authentic problem
solving skills. To this end, E-sport or digital game lessons couldbe included on the university
curriculum as elective courses or recreational courses. Moreover, raising awareness about the
pitfalls of developing digital addiction through topics integrated into student degree should be
recommended, particularly focussing on psycho-social subjects and digital game usage skills in
the hope that this knowledge will enable students to mitigate any of their own addictive

behaviours.

Using of the internet in education within a reasonable time can have a positive effect to
improve certain skills without being dependent on the digital game. Nevertheless, the authors
still maintain that if individuals can adapt their ability to solve the problems they face during
the digital game into the challenges they face in their daily life, then digital gaming practices
may also have a positive impact on problem-solving ability. In the future, whilethis study was
based solely on students' perceptions, we suggest for further study that the parameters should
be extended toobservational and experimental studies and scales based on parent and peer

notification or psychological tests can be used.
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Ozet

Gilintimiizde gelisen teknolojinin insan hayatini kolaylastirmasi yaninda, insanoglunun dijital araclarla
daha uzun zaman gegirmesine neden olmustur. Dijital oyunlarin olumsuz etkileri olsa da bir sorunu
¢b6zme durumu iizerine odaklandigindan bireylere eglenceli bir ortam sunarak problem ¢ézme ve ¢oklu
gorev yetisini kuvvetlendirmekte, mantiksal analiz yapmaya, strateji gelistirmeye, iletisim becerilerini
arttirmaya yardimci olmaktadir. Bu ¢alismada tiniversite 6grencilerinin dijital oyun oynama durumlari,
nedenleri, oynadiklari oyun tiirleri ve buna bagli olarak ta bagimlilik diizeyleri ile bireylerin
problemlerle bas edebilme becerisi arastirilmis ve cesitli degiskenler agisindan incelenmistir. Calisma
betimsel tarama seklinde gerceklestirilmis ve veri toplamak “Kisiler Aras1 Problem Cdzme Olcegi” ve
“Dijital Bagimlilik Olgegi” ile goriisme formu kullamlmistir. Calismaya Kocaeli Universitesinin gesitli
fakiiltelerinde 6grenim goren 521 6grenci katilmistir. Sonug olarak 6grencilerin genellikle telefon ve
bilgisayar gibi dijital araglar1 kullandigi, dijital araglar1 en fazla iletisim, eglence ve arastirma amagl
kullandig, arastirmaya katilan grencilerin %83,5 nin dijital oyun oynadig1 belirlenmistir. Ogrencilerin
kisiler arasi problem ¢6zme becerilerine iligkin algilarinin ve dijital bagimliliklarinin orta diizeyde
oldugu, alt boyutlar agisindan bakildiginda dijital araci birakamama ve diizeyinin yiiksek oldugu
belirlenmistir. Ayrica kisiler aras1 problem ¢6zme becerileri dlgegi ile dijital bagimlilik Slgegi arasinda
pozitif yonde orta diizeyde anlaml1 bir iligskiye rastlanmistir. Bu nedenle, internetin makul bir siire iginde
kullanilmasi, dijital oyuna bagimli kalmadan belirli becerileri gelistirmede olumlu bir etkiye sahip
olabilir. Bu arastirmada kullanilan Olgeklerden elde edilen sonuglar Ogrencilerin algilarina
dayanmaktadir. Sonraki arastirmalarda gozlemsel ve deneysel ¢aligmalar yapilabilir, ebeveyn ve akran
bildirimine dayali 6l¢ekler ya da psikolojik testler kullanilabilir.

Anahtar kelimeler: Dijital oyunlar, dijital bagimlilik, Kisiler aras1 problem ¢6zme becerileri, tiniversite
Ogrencileri.
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Giris

Gliniimiizde gelisen teknoloji insan hayatin1 kolaylastirmasi yaninda, insanoglunun dijital
araclarla daha uzun zaman gecirmesine neden olmustur. Iletisim ¢aginda oldugumuz bu
giinlerde, insanlar sosyallesmek i¢in teknolojiyi kullanmaya baglamis ve bununla beraber de
dijital oyun oynama aliskanliklar1 da kazanmaya baslamistir. Ayni zamanda, artan teknoloji
kullaniminin bazi beklenmedik psikolojik sonuglari ortaya ¢ikmis ve bazi bireyler kullandiklart
cihazlara ve uygulamalara giderek daha fazla baglanmaya baslamistir. Sanal ortamda gorsel ve

bilissel olarak insanlara cazip gelen bu oyunlar, dijital ara¢ ve oyun bagimliligini artirmaya

baglamistir (Hazar, 2019).

Dijital bagimliligin etkilerini ve oyun oynamanin oyuncular {izerinde olumlu bir etkisi
olup olmadigini aragtiran bu ¢alismanin odaklandigi alanlardan biri problem ¢6zmedir. Problem
¢ozme; belli bir amaca erismek icin karsilasilan giicliikleri ortadan kaldirmaya yonelik bir dizi
cabadan olusmaktadir (Bingham, 1998). Pek cok dijital oyunda kilit bir bilesen olan problem
¢Ozme pratigi yapmak, oyuncularin bu alandaki becerilerini gelistirmelerine yardimci olacak
ve boylece ger¢ek hayattaki problemlerin ¢oziilmesi daha kolay hale gelecektir. Bazi
caligmalarda, smif temelli ve egitimsel amacgli ¢ok oyunculu dijital oyunlarin 6grencilerin
karmasik problem ¢ézme becerilerini gelistirdigi ve motivasyon diizeylerinin dijital oyunlarin
bir 6grenme baglaminda kullanilmasiyla olumlu yonde etkilendigi belirlenmistir (Eseryel, Ge,

Ifenthaler ve Law, 2016; Yang, 2012).

Kisileraras1 problem ¢dzme becerisi, yasamin ilk yillarindan itibaren desteklenmesi
gereken, tiim yasam boyu siiren becerilerden biri olarak kabul edilmektedir (Anlhiak ve Dinger,
2005; Kim ve Wong, 2020; Sahin, 2004). Problem ¢dzme iglemi, iligkileri ve nedenleri anlama,
yorumlama, se¢enekleri degerlendirip uygulamay1 saglamakta ve bdylece zekay: etkin olarak
calistirmaktadir (Yiiksel, 2008). Etkili problem ¢6zme yollarinin giinliik hayatta 6grenilmesi
her zaman miimkiin olmayabilir. Bu durumda profesyonellerin bu becerileri sistemli olarak
ogretmeleri gerekmektedir. Bu diislince ile hazirlanmis kapsamli gelisimsel rehberlik
programlarinin pek ¢gogunda problem ¢ozme becerileri yer almaktadir (Korkut, 2002; Myrick,
1993). Fakat giiniimiizde insanlarin istekli ve yogun bir sekilde dijital cihaz kullanmalar1 ve
bununla beraber dijital oyunlarin kullaniminin artmasi, bu kisilerin oyun esnasinda
karsilastiklar1 problemleri ¢6zmek icin hizli karar vermelerini gerektirmektedir. Giinliik hayatta

kazanamadiklar etkili problem ¢6zme becerilerini (hizli karar verme, algilama, dikkat, gérev
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degistirme veya zihinsel rotasyon) farkinda olmadan dijital oyun oynarken kazanabileceklerdir

(Cardoso-Leite ve Bavelier, 2014).

Dijital oyunlarin olumsuz etkileri olsa da bir sorunu ¢dzme durumu {izerine
odaklandigindan bireylere eglenceli bir ortam sunarak problem ¢6zme ve ¢oklu gorev yetisini
kuvvetlendirmekte, mantiksal analiz yapmaya, strateji gelistirmeye, problemler ile bas
edebilmeye, iletisim becerilerini arttirmaya yardimci olmaktadir (Bayirtepe ve Tiiziin, 2007).
Ayrica dijital oyunlar 6z giiveni yiikseltmekte, gorsel-dikkat becerilerini gelistirmekte ve
ozellikle egitsel icerigi olan oyunlar ders basarisimi arttirmaktadir (Griffiths, 2002; Bozkurt,
2014). Dijital oyunlar neden ve sonug arasindaki baglantiy1 anlamak igin iyi bir aractir (Gros,
2003). Bu nedenle Collins, Brown ve Newman (1989) tutarli ve uygun bir "yapilandirmaci
O0grenme" dizisi iiretme becerisinin g¢evresel tasarim ic¢in anahtar oldugunu belirtmislerdir.
Biligsel gelisim, dikkat, isbirligi ve problem ¢ézme gibi becerilerin gelismesine yardim eden
dijital oyunlar bagimlilik, siddet egilimi, miistehcenlik gibi olumsuz etkilere sahiptir (Aydogdu
Karaaslan, 2015).

Internet bagimlihg, telefon bagimhiligi, sosyal medya bagimlhiligi, dijital oyun
bagimlilig1 gibi teknolojik bagimliliklar dijital bagimliligin tiirleri arasinda yer almaktadir.
Dijital bagimlilik, dijital araglar1 asir1 kullanma, kullanma istegini doyuramama, asiri
kullanimdan dolay1 aktivitelerin ihmal edilmesi, agir1 kullanimin sosyal iliskilere zarar vermesi,
negatif duygu ve yasam stresinden bir kacis araci olarak kullanma, kullanimi azaltma ve
durdurmada problemler yasama, kullanimin miimkiin olmadigi durumlarda gergin ve sinirli
olma ve kullanim siiresi ve miktarina iligkin yalan sdyleme durumu olarak tanimlanmaktadir
(Saver ve Aysan, 2017). Lemmnes, Valkenburg ve Peter (2009) ise dijital oyun bagimliligini
bireyde sosyal ve/veya duygusal sorunlara yol agan bilgisayar ve video oyunlarini kiginin asir1
ve zorlayict bir sekilde kullanmasi ve bu asir1 kullanimi kontrol edememesi olarak
tanimlamislardir. Diinya Saglik Orgiitii'niin Uluslararas1 Hastaliklarin Siniflandirmasi Kurumu,
oyun bagimliligini "dijital bir uyusturucu madde" seklinde tanimlayarak, akil hastalig1 kabul
etmistir (Aarseth et al., 2017). Giiniimiizde insanlar arasi iletisimi ve sosyallesmeyi etkileyen
temel nedenlerden biri insanlarin dijital cihazlarla gegirdikleri zamanin fazlaligidir (Tatli, 2018;
Nordin 2014). insanlarda sosyallesmenin oniinde énemli bir engel olan dijital oyun (arag)
bagimliliginin olumsuz etkilerinin tespit edilmesi, bagimliliga yol agan nedenlerin ve bagimlilik
diizeylerinin belirlenmesi ve bu sorunu ¢ozebilecek Onlemlerin alinmasi 6nemlilik arz

etmektedir.
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Serbest zaman degerlendirmek ve eglenmek i¢in siklikla basvurulan dijital oyunlar
ozellikle ¢ocuklar ve gengler i¢in biiyiik bir risk olusturmaktadir. Geng niifusa sahip bir iilke
olan Tirkiye’de 2017 yilinda yaklasik olarak giinde 31,2 milyon oyuncu ile 40 milyon saat
oyun oynamakta ve oyun oynama siiresi olarak Tiirkiye ilk 3 {ilke arasinda yer almaktadir
(Tirkiye Bilisim Dernegi, 2017). Bu kadar fazla siire oyunun oynandig bir {ilkede dogal olarak

bireylerin dijital bagimlilik diizeyleri ve buna bagl olarak yasanan sorunlar artacaktir.

Bu kapsamda Tiirkiye Istatistik Kurumu (TUIK) tarafindan derlenen verilere gére
internet kullanimi1 1992 yilindan bu yana ciddi sekilde artmis ve 2020 yilinda 16-74 yas
araliginda %79’a ulagsmistir. Hane halki bilisim teknolojileri kullanim aragtirmasi sonuglarina
gore, internet kullanim orani Tirkiye niifusunun %15,8°ni olusturan 15-24 yas grubundaki
gengler icin 2018’de %93 olarak belirlenmistir (TUIK, 2018), yani dijital oyun kullanimi
tiniversite 0grencileri arasinda daha yaygindir denilebilir. Ayrica Young (2004) internet
bagimliligi i¢in en riskli grubun tiniversite 6grencileri oldugunu ifade etmistir. Bu nedenle, bu
calismaya katilan iiniversite Ogrencileri hem cinsiyet hem de egitim gordiikleri bdliimler
acisindan (egitim aldiklar1 boliimlere gore davranis farkliligi) ve Tiirk Standartlari Enstitiisii

verilerine uygun yas araligindadir.

Biligsel gelisim, dikkat siiresi, isbirligi ve problem ¢6zme iizerinde olumlu etkileri olan
dijital oyunlar, genellikle siddetin normallesmesi ve miistehcenlik gibi olumsuz unsurlara
sahiptir (Aydogdu Karaaslan, 2015; Yalcin, Irmak ve Erdogan, 2016) ve siklikla dijital oyun
oynama bagimliligina neden olabilir. Dijital oyunlar insanlara bos zaman gegirme ve eglence
etkinlikleri olarak pazarlandigindan, c¢ocuklar ve gengler icin biiyiik bir risk olusturma
potansiyeli 6nemlidir. Dijital oyunlarin popiiler bir zaman ge¢irme yontemi oldugu durumlarda

bu tiir sorunlar bekleyebiliriz.

Problem ¢6zme becerileri {lizerine yapilan calismalara bakildiginda; {niversite
ogrencilerinin problem ¢6zme becerileri ile akademik basarilari, cinsiyet, sosyoekonomik
diizey ve okuduklar1 boliimler gibi farkli bagimli degiskenler arasindaki iliskileri belirleyen
calismalar vardir (Alver, 2005; Greening, 1997). Ote yandan Bhagat, Jeong ve Kim (2020)
dijital bagimlilik, kisileraras: yetersizlik, ¢evrimici sosyal etkilesim ihtiyact ve 6z diizenleme
arasindaki iligkiyi incelemisler ve kisilerarasi yetersizligi, cevrimigi sosyal etkilesim ihtiyaci ve
0z diizenlemenin (kontrol) oyun bagimhiligim1 6ngérmede anahtar rol {istelendigini
belirlemislerdir. Ayrica yalnizlik, kisilerarasi yetersizlik, ¢evrimici sosyal etkilesim ihtiyaci ve

diisik 6z diizenleme becerilerinin dijital oyun bagimliliginin boyutunu etkiledigini ifade
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etmislerdir. Ayrica Wan ve Chiou (2006), ¢evrimi¢i oyun bagimliligi olan ergenlerle goriisme

yontemi ile bir ¢alisma yapmis ve depresyonun dort alt faktoriinii (yiizeysel motivasyonlar,
kaynak motivasyonlari, benlik anlayis1 ve gergek yasamdaki kisilerarasi iliskiler) incelemisler
ve sadece kisilerarast faktoriin, oyun bagimlilig1 iizerinde onemli bir etkisi oldugunu
belirtmislerdir. Bir bagka arastirmada ise Ar Rosyid ve arkadaslar1 (2019), elektrik mithendisligi
ogrencilerinin ¢evrimi¢i oyun bagimliliklarini, psikolojik durumlarimi ve ayrica kisilerarasi
iligkilerini incelemisler ve ¢evrimi¢i oyun oynamanin Ogrencinin psikolojik durumuna,
duygusal diizeyine, zaman ydnetimine ve ayrica problem ¢ézme yetenegine katki sagladigini
tespit etmislerdir. Sahin, ibili ve Uluyol (2017) ise dgretmen adaylarinin internet bagimliligi ile
problem ¢6zme egilimleri arasindaki iligkiyi inceledikleri bir ¢alismada bu iki degisken
arasinda ters yonde bir iliski oldugunu belirlemistir. Genel olarak yapilan ¢alismalarda, farkli
egitim diizeylerindeki Ogrencilerin dijital bagimlilik ile cinsiyet ve demografik ozellikleri,
depresyon faktorleri, sosyal etkilesim, 6zdenetim, zaman y6netimi, problem ¢dzme becerileri

arasinda bazi iliskiler oldugu goézlemlenmistir.

Bu calismada tiniversitemizin farkli fakiilte ve boliimlerinde 6grenim goren ve dijital
oyun oynayan Ogrencilerin kisiler arasi problem ¢dzme becerileri ile dijital bagimliligin alt
faktorleri arasindaki iliskinin incelenmesinin yani sira 6grencilerin oynadiklar1 dijital oyun
tiirleri, oyun oynama amaglari, dijital oyunlarla ilgili goriisleri de incelenmistir. Literatiirde
dijital bagimlilik ile kisilerarasi problem ¢6zme becerileri arasindaki iliskiyi dogrudan
inceleyen bir ¢alisma bulunmamaktadir. Ayrica bu ¢alisma verilerin nicel ve nitel olarak
toplanmas1 ve daha kapsamli olmasi agisindan diger caligmalardan ayrilmaktadir. Bu amacla
bu c¢aligmada tiniversite 6grencilerinin dijital oyun oynama durumlari, nedenleri, oynadiklar
oyun tiirleri ve buna bagli olarak ta dijital bagimlilik diizeyleri ile bireylerin problemlerle bas
edebilme becerisi arastirilmis ve ¢esitli degiskenler agisindan incelenmistir. Ayrica kisiler arasi

problem ¢dzme ile dijital bagimlilik arasindaki iliski incelenmistir.
Yontem

Arastirma, betimsel tarama modelinde gergeklestirilmistir. Betimsel tarama modelinde
var olan bir durum cinsiyet, boliim, fakiilte ve dijital oyun oynama siiresi gibi ¢esitli bagimsiz
degiskenler dogrultusunda agiklanmaya calisilir (Karasar, 2012). Ayrica kisileraras: problem
cozme becerileri ile dijital bagimlilik diizeyleri ve 6lgeklerin alt boyutlar1 arasindaki korelasyon
katsayilar1 hesaplanmistir. Katilimcilarin dijital oyunlara iligskin goriisleri agik uglu sorularla

belirlenmistir. Bu arastirma Kocaeli Universitesi Sosyal ve Beseri Bilimler Etik Kurulunun
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23/02/2018 tarih ve 2018/02 nolu toplantisinda alinan 5 sira sayili karart ile alinan izinle
yuriitilmistir.

Cahsma Grubu

Calismamizda Kocaeli Universitesi'nin farkli fakiiltelerinde &grenim goren 521 (yas
ortalamasi=19,96, ss=1,652) o6grenci katilmistir. Calisma grubu, kolay erisilebilir 6rnekleme

yontemi kullanilarak belirlenmistir. Calisma grubunun demografik degiskenlere gore dagilimi

Tablo 1’de verilmistir.

Tablo 1. Calisma Grubunun Demografik Degiskenlere Gore Dagilimi

Cinsiyetleri N %
Kadin 286 55,2
Erkek 232 44,8
Kullandiklari dijital araglar N %
Telefon 481 92,3
Bilgisayar 325 62,4
Tablet ve playstation 56 10,7
Televizyon 51 9,8
Dijital oyun oynayanlarin sayisi 435 83,5

Dijital oyun oynayanlar arasinda oyunlara

para harcayanlarin sayisi 58 13,1
Ogrenim gordiikleri boliimler N %
Antrenorlitk 59 11,4
Arkeoloji 32 6,2
Biyoloji 51 9,8
Ebelik 49 9,5
Felsefe 33 6,4

Fen Bilgisi 6gretmenligi 60 11,6
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Hemsirelik 53 10,2
Rekreasyon 64 12,4
Sosyal Hizmet 44 8,5
Spor yoneticiligi 44 8,5
Tiirkce Ogretmenligi 29 5,6

Demografik bilgiler incelendiginde 6grencilerin genellikle telefon ve bilgisayar gibi
dijital araclari kullandigi, dijital araclar1 en fazla iletisim, e§lence ve arastirma amagh
kullandigi, 6grencilerin biiyiik bir gogunlugunun (%83,5) dijital oyun oynadigi ve dijital oyun

oynayanlar arasinda oyunlara para harcayanlarin sayisinin az (%13,1) oldugu goriilmektedir.
Veri Toplama Araci

Arastirmada 6grencilerin demografik bilgilerinin yani sira oyun oynama amaglari, oynadiklari
oyunlar ve acik uglu sorulardan olusan anket kismi ile “Dijital Bagimlilik Olgegi” ve “Kisiler

Aras1 Problem Cézme Olgegi” kullanilmistr.
Dijital Bagimlilik Olcegi

Kesici ve Tung (2018) tarafindan gelistirilen 6lgek asir1 kullanim, niiks etme, hayatin akisini
engelleme, duygu durumu ve birakamama olmak tizere 5 faktér 19 maddeden olusan besli likert
tipi bir dlcektir. Olgegin tamamu icin i¢ tutarlilk katsayis1 0,874°dir. Faktorler varyansin
%59.51’ini agiklamaktadir. Bu arastirmada i¢ tutarlilik katsayist Cronbach alpha= 0,897 ve
KMO=0,921 olarak bulunmustur.

Kisiler Arasi Problem Cézme Olgegi

Bireyin problem ¢6zme becerileri konusundaki algilayisini 6lgmek amaciyla uygulanan kendini
degerlendirme dlgegidir. Sahin, Sahin, Heppner (1993) tarafindan gelistirilen 6l¢ekte altili likert
tipi 35 madde yer almaktadir. Puanlama yapilirken 9, 22 ve 29. maddeler puanlanmaz. Testten
en diisiik 32, en yiiksek 192 puan alinabilir. Olgekten alinan toplam puan yiikseldikge, “bireyin
problem ¢6zme becerileri konusunda kendini yetersiz olarak algiladigi” seklinde yorumlanir.
Bu aragtirmada i¢ tutarlilik katsayis1 Cronbach alpha= 0,860 ve KMO=0,885 olarak

bulunmustur.
Actk u¢lu soru anketi

Bu ankette Oynadiginiz dijital oyunlarin size ne tiir faydalari vardir?, Oynadiginiz dijital

oyunlarin sizin a¢iizdan olumsuz ydnleri nelerdir?, Dijital oyunlar sosyal yasaminizi nasil
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etkilemektedir?, Dijital oyun oynarken karsilastiginiz uygunsuz davranislar nelerdir? seklinde

4 adet agik uclu soru yer almistir.
Verilerin Analizi

Elde edilen verilerin analizinde SPSS 18.0 paket programi kullanilmistir. Verilerin iizerinde
aritmetik ortalama, standart sapma, frekans, t testi, Anova (sidak, bonferroni, tukey, Isd ve
dunnnet) ve koreleasyon analizleri uygulanmistir. Anlamlilik diizeyi 0.001 ve 0.05 olarak kabul

edilmistir.

Olgek maddelerine verilen cevaplarda derece araliginin esit oldugu varsayildiginda, en
yiiksek deger en diisiik degerden ¢ikarilarak derece sayisina bolinmiistiir. Bu araligin degeri
Dijital Bagimlilik Olgegi icin 4/5=0.8 ve Kisiler Aras1 Problem Cézme Olgegi icin 5/6=0,83 tiir
ve Tablo 2 ve 3’te verilmistir. Pearson Momentler ¢arpimi korelasyon testi kullanilmustir.
Korelasyon testi iki degisken arasindaki iligkinin miktarini, yOniinii belirlemeye yarar ve
korelasyon katsayisinin, mutlak deger olarak, 0.70-1.00 arasinda olmasi, yiiksek; 0.70-0.30
arasinda olmasi, orta; 0.30-0.00 arasinda olmasi ise, diisiik diizeyde bir iliski olarak
tanimlanabilir (Biyiikoztiirk, 2004). Ayrica bu testlerde bagimli ve bagimsiz degiskenler
arasindaki iliskinin giiclinli agiklamak ve ¢aligmadaki gruplara ait sonuglar arasi farkin 6nemli
olup olmadigini gostermek igin etki biiyiikligi de hesaplanmistir. Cohen tarafindan bildirilen
etki biiyiikliigli araliklar1 bagimsiz gruplarda t testi i¢in 0.2:diisiik, 0.5: orta ve 0.8: yiiksek
olarak yorumlanmaktadir (Ozsoy ve Ozsoy, 2013). Varyans analizinde etki biiyiikliigii
degiskendeki toplam varyansin ne kadarini agikladigini gosterir ve 0.00 ile 1.00 arasinda deger
alir. .01, .06 ve .14 diizeyindeki eta-kare degerleri sirasiyla kiigiik, orta ve genis etki biiyiikligi

olarak degerlendirilir(Ozsoy ve Ozsoy, 2013)..

Tablo 2. Dijital Bagimlilik Olgegine Iliskin Puan Dagilimi Sinirlar

Segenekler Sinirlar

Tamamen katiliyorum (5) 4.20-5.00
Katiliyorum(4) 3.40-4.19
Ne katiliyorum ne katilmiyorum (3) 2.60-3.39
Katilmiyorum (2) 1.80-2.59

Tamamen katilmiyorum (1) 1.00-1.79
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Tablo 3. Kisiler Arasi Problem Cozme Olgegine Iliskin Puan Dagilimi Sinirlar:

Segenekler Sinirlar
Her zaman boyle davranirim (1) 1.00-1.83
Cogunlukla boyle davranirim(2) 1.84-2.66
Sik sik boyle davranirim (3) 2.67-3.49
Arada sirada bdyle davranirim(4) 3.5-4.33
Ender olarak boyle davranirim (5) 4.34-5.16
Higbir zaman bdyle davranmam(6) 5.17-6.00
Bulgular

Dijital oyun oynayan iiniversite 6grencilerinin dijital oyun oynama amaglarina iliskin bulgular

Tablo 4’te verilmistir.

Tablo 4. Ogrencilerin Dijital Araglart Kullamim Amaglart ve Oyun Oynama Amaglar

Dijital araglar1 kullanim amaglari N %
Iletisim 263 50,5
Eglence 216 415
Arastirma 192 36,9
Sosyal medya 143 27,4
Egitim 81 15,5
Oyun 68 13,1
Dijital oyun oynama amaglari F %
Eglence-zevk 312 19,31

Stres atmak 267 16,52
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Bos zaman gegirmek
Kazanma istegi
Rekabet

Merak

Motive olmak
Kendimi gelistirmek
Diissel ortamlari sevdigim i¢in
Aligkanlik

Sosyal iletigim kurmak
Kesfetmek

Egitim

Sinirlarimi gérmek
Diger

Toplam

215

120

116

80

75

68

66

64

58

57

53

40

25

1616

335

13,30

7,43

7,18

4,95

4,64

4,21

4,08

3,96

3,59

3,53

3,28

2,48

1,55

100

Bu tabloya gore ogrencilerin dijital araglar1 en fazla iletisim ve eglence amacl

kullandiklar1 ve dijital oyunlar1 en fazla eglence-zevk, stres atmak ve bos zaman gegirmek

amaciyla oynadiklar1 belirlenmistir.

Dijital oyun oynayan {iniversite dgrencilerinin oynadiklar1 dijital oyun tiirlerine iliskin

bulgular Tablo 5’te verilmistir. Bu tabloya gore Ogrencilerin en fazla birinci sahis

nisanci tiiriinde taktiksel aksiyon oyunlar, spor oyunlar1 ve bulmaca oyunlarini oynadiklar

belirlenmistir.
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Tablo 5. Ogrencilerin Oynadiklar: Oyun Tiirleri

Oyun tiiri N %
Birinci sahis nisanci tiiriinde taktiksel aksiyon 123 23,61
Spor 104 19,96
Bulmaca 73 14,01
Savas, moba 56 10,75
Yaris, similasyon 55 10,56
Aksiyon-macera, serbest diinya, sug 53 10,17
Okey_masa oyunlari 53 10,17
MMORPG _rol oynama 49 9,40
Bilgi 46 8,83
Strateji-ger¢ek zamanli 34 6,53
Beceri 21 4,03
Platform 10 1,92

Dijital oyun oynayan {iniversite dgrencilerinin dijital bagimlilik diizeyleri ile kisiler
arasi problem ¢6zme becerileri algilarina iliskin aritmetik ortalama ve standart sapma

degerlerinin dagilimi1 Tablo 6’da verilmistir.
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Tablo 6. Dijital Bagimlilik Olcegi Toplam ve Alt Boyutlar: Ile Kisiler Arasi Problem Cézme

Becerileri Algisina Iliskin Aritmetik Ortalama ve Standart Sapma Degerlerinin Dagilimi

Olcekler N X S.s.
Kisiler arasi problem ¢6zme becerileri 435 2,98 0,60
Dijital bagimlilik (Toplam) 435 2,79 0,72
Asir1 kullanim 435 2,62 0,90
Nuks etme 435 2,51 0,97
Hayatin akisini engelleme 435 2,63 0,98
Duygu durumu 435 2,75 0,91
Birakamama 435 3,63 0,93

Bu sonuglara gore 6grencilerin dijital bagimliliklarinin orta diizeyde oldugu, alt boyutlar

acisindan bakildiginda dijital araci birakamama diizeyinin yiiksek oldugu ve 6grencilerin kisiler

aras1 problem ¢dzme becerilerine iliskin algilarinin orta diizeyde oldugu belirlenmistir.

Dijital oyun oynama siiresine gore 6grencilerin bagimlilik diizeyleri ile kisiler arasi

problem ¢6zme becerileri arasindaki farka iliskin ANOVA (Benforroni, tukey, Isd) testi

sonuglar1 Tablo 7°de verilmistir.

Tablo 7. Dijital Oyun Oynama Siiresine Gore Ogrencilerin Bagimlilik Diizeyleri Ile Kigsiler
Aras: Problem Cozme Becerileri Arasindaki Farka Iliskin ANOVA Sonuclari

_ Gruplar Etki
Giinliik oyun oynama siiresi N X Ss f p
arast F.  biiyii. (1)
. 1saatten az(1) 288 95,12 19,98
Kisiler arasi
problem 1-3 saat(2) 107 95,58 17,32
) 0,096 0,908 yok 0,000
¢ozme 3 saat tizeri(3) 40 96,48 18,09
becerileri
Toplam 435 9536 19,15
1saattenaz(l) 288 51,80 1396 4,127 0,016 3-1 0,019
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Dijital 1-3 saat(2) 107 54,82 13,57
bagimlilik 3 saat lizeri(3) 40 57,4 11,58
(Toplam)  r51am 5306 13,76
1saattenaz(l) 288 12,73 4,59
Asirt 1-3 saat(2) 107 13,47 4,29
4,391 0,012 3-1 0,020
kullanim 3 gaat iizeri(3) 40 14,85 4,16
Toplam 435 13,10 4,52
1saattenaz(l) 288 7,23 2,79
1-3 saat(2) 107 7,89 3,07 3-1
Nuks etme 6,917 0,001 0,030
3 saat lizeri(3) 40 8,9 2,97 2-1
Toplam 435 7,544 292
1saattenaz(l) 288 10,33 3,95
Hayatin 1-3 saat(2) 107 10,92 3,85
akisini 0,939 0,39 yok 0,004
3 saat tizeri(3) 40 10,73 3,86
engelleme
Toplam 435 10,51 3,92
1saattenaz(l) 288 10,73 3,73
2,639 0,072 yok 0,012
durumu 3 saatiizeri3) 40 11,73 3,23
Toplam 435 11,01 3,65
1saattenaz(l) 288 10,79 2,72
1-3 saat(2) 107 11,05 2,87
Birakamama 0,612 0,54 yok 0,003
3 saat lizeri(3) 40 11,2 2,97
Toplam 435 10,89 2,78

Bu tabloya gore giinliilk oyun oynama siiresine gore ogrencilerin kisiler aras1 problem

¢ozme becerileri arasinda bir farka rastlanmazken [F(2-432)= 0,096; p>.05] giinde 3 saat ve

lizeri oyun oynayan Ogrencilerin dijital bagimlilik diizeylerinin daha yiiksek oldugu
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belirlenmistir [F(2-432)= 4,127; p<.05]. Dijital bagimhilik 6l¢eginin alt boyutlar1 agisindan
incelendiginde asir1 kullanimda giinde 3 saat ve {lizeri oyun oynayanlarin bagimlilik diizeyinin
digerlerine gore daha fazla oldugu [F(2-432)= 4,391; p<.05], niiks etmede ise giinde 3 saat ve
iizeri oyun oynayanlar ile 1-3 saat arasinda oynayanlarin bir saatten az oynayanlara gére daha
bagimli oldugu belirlenmistir [F(2-432)=6,917; p<.01], Ayrica siirenin oyun bagimliligina orta

diizeyde etki ettigi belirlenmistir.

Dijital oyun oynayan 0grencilerin cinsiyete gore t testi sonuglar1 Tablo 8’de verilmistir.
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Tablo 8. Dijital Oyun Oynayan Osrencilerin Cinsiyete Gore T Testi Sonuglar

Etki biiy.

Cinsiyet N X Ss t p
(n

Kadm 211 96,45 19,17
1,170 ,242 0,056
Erkek 223 94,30 19,16

Kisiler aras1 problem ¢6zme

becerileri

Kadmn 211 54,52 13,24
Dijital bagimlilik (Toplam) 2,141 ,033 0,102
Erkek 223 51,70 14,16

Kadin 211 13,43 4,57
Asirt kullanim 1,428 ,154 0,068
Erkek 223 12,81 4,47

Kadin 211 7,74 2,93
Niiks etme 1,408 ,160 0,067
Erkek 223 7,35 2,90

Kadin 211 10,90 3,87
Hayatin akisini engelleme 1,973 ,049 0,094
Erkek 223 10,16 3,93

Kadin 211 11,02 3,69
Duygu durumu ,067 946 0,003
Erkek 223 11,00 3,63

Kadin 211 11,43 2,56
Birakamama 3,982 ,000 0,19
Erkek 223 10,38 2,89

Dijital oyun oynayan Ogrencilerin kisiler arast problem ¢ozme becerileri arasinda
anlaml bir farka rastlanmazken [t(432)=1,17; p>.05] dijital bagimhilik diizeyleri arasinda
anlamli bir farka rastlanmistir [t(432)=2,141; p<.05]. Kiz &grencilerin dijital bagimlilik
diizeyleri (X=54,52) erkeklere (X=51,7) gore daha fazladir. Alt boyutlar agisindan bakildiginda
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hayatin akisini engelleme [t(432)=1,973; p<.05] ve birakamama[t(432)=3,982; p<.01]
boyutlarinda kadin 6grencilerin erkeklere goére daha bagimli oldugu ve cinsiyet degiskeninin

dijital bagimliliga diisiik diizeyde etki ettigi belirlenmistir.

Dijital oyun oynayan 6grencilerin 6grenim gordiikleri boliimlere gore gruplar arasi farki

belirlemek i¢in yapilan ANOVA testi sonuglar1 Tablo 9 ve Tablo 10’da verilmistir.

Tablo 9. Dijital Oyun Oynayan Ogrencilerin Béliimlerine Gore Aritmetik Ortalama ve Standart

Sapma Degerlerinin Dagilimi

Kisiler aras1 problem

c5zme becerileri Dijital bagimlilik

Bolim N X S.s. X S.s.

Antrenorlik 56 93,95 18,95 50,52 15,02
Arkeoloji 28 87,68 26,01 53,25 18,27
Biyoloji 31 88,52 23,24 48,03 11,17
Ebelik 38 94,37 17,90 54,84 11,29
Felsefe 26 98,23 21,74 60,08 15,68
Fen bilgisi 43 93,53 15,65 51,63 10,68
Hemgirelik 47 102,62 14,61 55,70 12,48
Rekreasyon 61 102,08 17,38 49,93 16,06
Sosyal hizmet 39 96,51 16,42 54,21 11,93
Spor yoneticiligi prg. 38 94,08 19,58 55,61 12,69
Tiirkce ogr 28 88,25 17,52 54,11 11,43

Toplam 435 95,36 19,15 53,06 13,76
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Tablo 10. Dijital Oyun Oynayan Ogrencilerin Ogrenim Gérdiikleri Boliimlere Gore ANOVA

Testi Sonucglar:

Kareler Kareler = Fark Etki
toplami Ort biiy.(r)
Gruplar aras1 10372,039 10 1037,204 Arkeoloji-
Kisiler arasi Hemsirelik
problem 2955 Arkeoloji- 0,065
¢ozme ' rekreasyon ’
becerileri  Grup ici 148842,297 424 351,043 Biyoloji-
rekreasyon
Toplam 159214,336 434
Dijital Gruplar aras1 3887,617 10 388,762 Felsefe -
bagimhilik  Grup i¢i 78328,829 424 184,738 2,104 ,023 antrenorliik 0,047
(Toplam) Toplam 82216,446 434 Felsefe-biyoloji
Gruplar aras1 479,827 10 47,983 Felsefe-Biyoloji
Asiri Hemsirelik-
kullanim 2,428 ,008 Biyoloji 0,054
Grup igi 8379,309 424 19,763 Spor yoneticiligi-
Biyoloji
Toplam 8859,136 434
Gruplar aras1 202,283 10 20,228 Felsefe-Biyoloji
Niiks etme  Grup i¢i 3495592 424 8,244 2,454 007 Felsefe- 0,055
Toplam 3697,876 434 rekreasyon
Hayatin Gruplar aras1 156,249 10 15,625
akisint Grupici 6496454 424 15322 1020 0,023
engelleme
Toplam 6652,703 434
Duygu Gruplar aras1 196,536 10 19,654
durumu Grup igi 5593,427 424 13,192 1,490 0,034
Toplam 5789,963 434
Gruplar aras1 193,620 10 19,362 Ebelik-
Birakamama 2,604 re.!(reasxovn 0,058
Grup ici 3153,083 424 7,437 Turkge 6gr-
rekreasyon
Toplam 3346,703 434
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Bu tabloya gore arkeoloji boliimiinde 6grenim goren 6grencilerin kisiler aras1 problem
¢ozme becerilerine iliskin alg1 diizeyleri hemsirelik ve rekreasyon boliimlerine gore, biyoloji
boliimiiniin ise rekreasyon boliimiine gore daha olumlu oldugu belirlenmistir [f(10-424=2,955;
p<.01]. Ogrencilerin dijital bagimlilik diizeyleri incelendiginde felsefe boliimiinde dgrenim
goren dgrencilerin bagimlilik diizeyinin antrendrlilk ve biyoloji boliimlerine gore daha fazla
oldugu [ F(0-424=2,104; p<.05]; asir1 kullanim alt boyutunda felsefe, hemsirelik ve spor
yoneticiligi boliimlerinde 6grenim goren Ogrencilerin biyoloji boliimiinde 6grenim gorenlere
gore [ F(10424y=2,428; p<.01], niiks etme alt boyutunda felsefe boliimiiniin rekreasyon ve
biyolojiye gore [ F(io-424=2,454; p<.01] ve birakamama alt boyutunda ise ebelik ve Tiirkge
ogretmenligi boliimlerinde 6grenim gorenlerin rekreasyona gore [ F(10-424=2,604; p<.01] daha
fazla bagimli oldugu belirlenmistir. Bolim degiskeninin kKigiler arasi problem ¢ozme

becerilerine biiyiik, dijital bagimliliga ise orta diizeyde etki ettigi tespit edilmistir.

Dijital oyun oynayan O6grencilerin 6grenim gordiikleri fakiiltelere gore kisiler arasi
problem ¢6zme becerileri ve dijital bagimlilik diizeyleri arasindaki farki belirlemek icin yapilan

ANOVA testi sonuclar1 Tablo 11°de verilmistir.

Tablo 11. Dijital Oyun Oynayan Ogrencilerin Ogrenim Gérdiikleri Fakiiltelere Gore ANOVA

Testi Sonucglar:

. - Etki
Fakiilteler N X Ss. f p Fark biiyii(r)
Kisiler Egitim 71 91,45 16,49
oroblem  Fenedebiyat 85 9121 23,04 Eg;t;xllkF
¢ozme Saglik bilimleri 124 98,17 16,51 3,741 ,011 Rl i 0,025
becerileri ° Bilimleri

Spor bilimleri 155 97,18 18,81
Total 435 9536 19,15
Dijital  Egitim 71 52,61 10,97
bagimlilik )
(Toplam) Fen edebiyat 85 53,44 15,79
Saglik bilimleri 124 54,97 11,87 1,480 ,219 Yok 0,010
Spor bilimleri 155 51,54 15,01
Total 435 53,06 13,76

Bu tabloya gore egitim fakiiltesinde 6grenim goren 6grencilerin kisiler arasi problem

cozme becerilerine iligkin algisinin saglik bilimleri fakiiltesinde 6grenim gorenlere gore daha
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olumlu oldugu [F3-431y=3,741; p<.05] fakat dijital bagimlilik diizeyleri arasinda anlamli bir fark

olmadig1 [Fg-431)=1,480; p>.05] belirlenmistir. Fakiilte degiskeninin Kisiler arasi problem

cozme becerilerine orta, dijital bagimliliga ise kiiciik diizeyde etki ettigi tespit edilmistir.

Universite 6grencilerinin kisiler aras1 problem ¢dzme becerileri ile dijital bagimlilik

diizeyleri arasindaki iliski genel ve alt boyutlar agisindan incelenmis ve sonuglart Tablo

12°deverilmistir.

Tablo 12. Kisiler Arasi Problem Cozme Becerileri Ile Dijital Bagimlilik Diizeyleri ve Olgeklerin

Alt Boyutlart Arasindaki Koreldasyon Katsayilar: (N=521)

1 2 2.1 2.2 2.3 2.4 2.5
1. Kisiler aras1 problem ¢dzme becerileri - 3007 287 2757 2747 218™ 081
2. Dijital bagimlilik (Toplam) - ,889™ 804 ,748™ ,800 ,639"
2.1.Asint kullanim - 683" 564" 6417 5007
2.2. Niiks etme - 5567 562" 3617
2.3. Hayatin akisini engelleme - 4377 287
2.4. Duygu durumu - 4667

2.5.Birakamama

**P< 0.01 diizeyinde (2 yonlii) anlamlidir.

Bu tabloya gore kisiler arasi problem ¢6zme becerileri dl¢egi ile dijital bagimlilik 6lgegi

arasinda pozitif yonde orta diizeyde ve alt boyutlar acgisindan ise asir1 kullanim, niiks etme,

hayatin akisini engelleme, duygu durumu ile diisiik diizeyde anlamli bir iliskiye rastlanmistir.

Dijital bagimhilik 6l¢eginin alt boyutlar1 arasinda genel olarak olumlu yonde orta diizeyde

anlamli bir iliskiye rastlanmistir.
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Universite 6grencilerinin dijital oyunlara iliskin gériisleri

Universite 6grencilerinin dijital oyunlara iliskin goriislerinden elde edilen bulgular yer
almaktadir. Calismada bulgular aktarilirken yaygin goriisii belirtmek amaciyla, frekansi en

yiiksek olan kategorilere iliskin 6rneklere yer verilmistir.

Tablo 13. Dijital Oyunlarin Faydalar: ve Olumsuz Yonlerine Iliskin Ogrenci Goriisleri

Olumlu Yoénleri f %  Olumsuz yonleri F %

Stres atmak/Can sikintisini

) 21,5 Zaman kaybi 201 62,8
gidermek
Eglenceli/zevkli vakit gecirmek 56 18,5 Gozlerde yorgunluk ve agri 33 10,3
. _ Bagimlilik  yapmasi/  kendini
Bos vakit gecirmek 23 76 30 94
kaptirmak
Strateji ve planlama yetenegi
o 22 7,3 Stres olusturma/sinirlenme 23 1,2
gelistirmek
Yeni bilgiler o6grenmek ve
e 20 6,6 Basagrisi/beyni uyusturmak 11 34
genel kiiltlirii gelistirmek
Arkadas edinmek ve Diger islerini aksatmak/
15 50 10 31
sosyallesmek Sosyallesememek
Hayal giiciinii gelistirmek 15 5,0 Siddete yonelme 5 16
Kelime dagarcigini gelistirmek 14 4,6  Uykusuzluk 4 13
Kendini gelistirmek 14 4,6 Ruhsal sorunlar 3 09
Kazanma istegi ve rekabet 12 4,0
Yabanci dili gelistirmek 12 4,0

Motivasyon saglamak 9 3,0
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Refleks gelistirmek 8 2,6
Hizli  karar vermek ve
8 2,6
uygulamak
Para kazanmak 5 1,7
fletisim kurmak 4 1,3
Toplam 302 100 320 100

Dijital oyunlarin faydalari ve olumsuz ydnlerine iliskin 6grenci goriisleri Tablo13’te
verilmistir. Bu tablo analizinde olumlu goriislerin oran1 %48,6 iken (f= 302) olumsuz
goriiglerin orant %51,4 (f=320) olarak belirlenmistir. Olumlu goriisler incelendiginde
ogrencilerin en fazla belirttikleri temalarin dijital oyunlarin stres atmaya, can sikintisini
gidermeye %21,5 (f=65) ve eglenceli/zevkli vakit gegirmeye %18,5 (f=56) faydasi oldugu,
ayrica bos vakit gecirmeye, strateji ve planlama yetenegini gelistirmeye, yeni bilgiler
dgrenmeye ve genel kiiltiirii gelistirmeye de faydasi oldugunu ifade etmislerdir. Ogrencilerin
olumsuz goriislerine iliskin temalarin basinda dijital oyunlarin zaman kaybina neden oldugu
%62, 8 (f=201) goriisii gelmektedir. Ayrica g6z yorgunlugu/bas agrisi gibi sorunlar
yasadiklarini, bagimliliga neden oldugu, stres yarattig1 gibi goriislerde siklikla dile getirilmistir.
Dijital oyunlarin faydalar1 ve olumsuz yonlerine temalara iliskin 6grenci goriislerinin
olusturdugu acik uc¢lu soru temalari:

“Bos vakit doldurmak, stresi unutup tek bir seye odaklanmak™

“Stres atmak i¢in oynarim. Giiniim ¢ok fazla yogun ge¢misse kafami bosaltmak icin oynarim.”
“Hayal kurma becerimi artirdi, refleks giictimii artirdi.”
“Kisisel gelisim dil gelisimi, yaraticilik, eglence, analitik diigiince, stres atma.”
“Zaman kaybi, bagimlilik, asosyallik, viicut zarari.”

“Siddet gelisimi ve zaman kayb1.”

“Bagimlilik yapmasi zamani bosa harcamak.”
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Tablo 14 . Dijital Oyunlarin Sosyal Yasantiyi Etkileme Durumu

Sosyal yasanti f %
Etkilemiyor 121 47,3
Olumsuz etkiliyor 51 19,9
Olumlu etkiliyor 26 10,2
Hayattan, ¢evreden, aileden kopmak 18 7,0
Sosyal iligkileri gelistirme ve yeni insanlar tanima 14 9,5
Asosyallige neden oluyor 14 55
[letisim sorunlari 12 4.7
Toplam 256 100

Tablo 14°¢ gore 6grencilerin %47,3’1 dijital oyunlarin sosyal yasamlarina herhangi bir
etkisi olmadigmi, %19,9 (f=51)’u sosyal yasamlarin1 olumsuz ve %10,2’si ise olumlu
etkiledigini belirtmistir

Ogrenciler dijital oyunlarin sosyal iliskileri gelistirmeye ve yeni insanlar tanimaya
yardimer oldugu seklinde olumlu goriis bildirirken hayattan, cevreden, aileden kopmaya,
asosyallige ve iletisimle ilgili sorunlara neden oldugunu belirtmislerdir. Dijital oyunlarin sosyal

yasami etkileme durumuna iliskin 6grenci goriislerine ait temalar:

“Oyuna baglandik¢a ¢evreden kendimi soyutluyorum.”

’

“Asosyallik, eve bagimlilik, arkadagslarla az vakit gegirme.’

“Bazen sosyal yasamda dijital oyunlardaki karakterlerin yaptiklarini yapabiliyoruz.”

’

“sosyal yasamimda herhangi bir durumla karsilasmadim.’
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Tablo 15. Dijital Oyun Oynarken Karsilastikiar: Uygunsuz Davranislar

Uygunsuz davraniglar f %
Kiifiir ve argo kelimeler/Nezaketsiz davranislar 93 52
Gereksiz ve uygunsuz reklamlar/videolar/mesajlar 27 151
Hakaret/kiigiik diisiiriicii ifadeler/su¢lama 25 14
Siddet/saldirganlik 15 84
Sinirlenmek 15 84
Girilti 4 2,2
Toplam 179 100

Tablo 12’ye gore 6grenciler oyun oynarken en ¢ok kiifiir ve argo kelimeler/nezaketsiz
davraniglarla %52 (f=93), sonrasinda gereksiz ve uygunsuz reklamlar, videolar, mesajlarla
%15,1(f=27) ve hakaret, kiigiik diigiirticii ifadeler, suglamalarla %14(f=25) karsilagtiklarini
belirtmislerdir. Dijital oyun oynarken Ogrencilerin karsilastiklari uygunsuz davranislara ait

temalar:

“Online oyunlarda tammadigim insanlarin uygunsuz konusmalar: siddet icerikli
oyunlarin siddete tesviki.”

“Ego yiiksekligi, diisiik iletisim, kiiciik yas gruplarinin bu ortamlarda kendini ¢ok fazla

’

ozglir hissetmesi.’

“Rekabetten geligen hirsa baglh uygunsuz kelimeler.”

’

“Kiifreden hakaret eden insanlar.’
Tartisma ve Sonug¢

Insanlarin yasamlar1 boyunca karsilasabilecekleri gerek akademik gerek sosyal problemlerin
tistesinden gelebilecek bir seviyede olmalari i¢in yetistirilmesi egitimin dncelikli hedeflerinden
biridir (Charles & Lester, 1982, Sahin C, 2004). Sosyal yonden gittikge karmasik bir hale gelen

toplum yapisi, teknolojik gelismeler, siyasi, sosyal ve ekonomik krizler bireylerin yasamlari
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boyunca karsilagtiklar1 sorunlari arttirmaktadir. Buna bagli olarak kisilerin problem ¢ézme
becerilerinin artmasi1 6nem kazanmistir. Bu amacla bu ¢alismada {iniversite 6grencilerinin
dijital oyun oynama durumlari, nedenleri, oynadiklar1 oyun tiirleri ve buna bagl olarak ta
bagimlilik diizeyleri ile bireylerin problemlerle bas edebilme becerileri arastirilmistir. Caligma
bulgularina gore arastirmaya katilan 6grencilerin biiyiik bir ¢ogunlugunun dijital oyunlar
oynadig1 ve bu oyunlari en fazla eglence-zevk, stres atmak ve bos zaman gecirmek amaciyla
oynadiklar1 belirlenmistir. Ogrencilerin oynadiklar1 oyun tiirleri incelendiginde en fazla birinci
sahis nisanci tiirlinde taktiksel aksiyon oyunlar, spor oyunlari ve bulmaca oyunlarini
oynadiklari belirlenmistir. Pala ve Erdem (2011) yaptiklar1 benzeri bir ¢aligmada iiniversite
ogrencilerinin heyecan yasamak, gorsellik ve gergek yasama yakinlik, strateji gelistirmek
amaciyla dijital oyun oynadiklarini, ayrica birinci ve {igiincii sahis nisanci, yaris tiiriinde gergek
zamanlt oyunlar oynadiklarint belirlemislerdir. Ayrica gercek zamanli oyunlart oynayan
ogrencilerin en fazla heyecan ve gorsel-giincel-gercek yasama yakinlik, tiim zamanli oyunlari
oynayan Ogrencilerin ise strateji, spor-rekabet ve gorsel-giincel-gergek yasama yakinlik nedeni

ile bu oyunlar1 oynadiklarini belirlemislerdir.

Dijital oyun oynayan &grencilerin dijital bagimliliklarinin orta diizeyde oldugu, alt
boyutlar agisindan bakildiginda dijital araci birakamama diizeyinin yiiksek oldugu ve
ogrencilerin kisiler arasi problem ¢ézme becerilerine iligkin algilariin orta diizeyde oldugu
belirlenmistir. Oynanan oyun tiirii ve siiresine gore 6grencilerin dijital bagimlilik ve kisiler arasi
problem ¢dzme beceri diizeyleri arasinda anlamli bir farka rastlanmamaistir. Bu sonucun aksine
Yang (2012) genglerle yaptig1 sinif iginde dijital oyun tabanli 6grenme ile ilgili bir ¢alismada
ogrencilerin problem ¢6zme becerileri ve motivasyon diizeylerinin olumlu yonde etkilendigini
belirtmistir. Fakat burada dogrudan bu becerileri gelistirmek i¢in tasarlanan bir egitim amach
bir oyun s6z konusudur ve bdyle bir sonucun bulunmasi dogaldir. Eseryel, Ge, Ifenthaler ve
Law (2016)’da egitimsel amagli ¢ok oyunculu dijital oyunlarin 6grencilerin karmasik problem
cozme becerilerini gelistirdigini belirlemislerdir. Gilinde 3 saat ve iizeri oyun oynayan
ogrencilerin ve kiz dgrencilerin erkeklere gore dijital bagimlilik diizeylerinin daha yiiksek
oldugu bulunmustur. Alan yazinda akilli telefon bagimliligin arastirildigi bir ¢alismada
kadinlarin bagimlilik gosterme durumlarinin daha yiiksek oldugu belirlenmistir (Deursen,
Bolle, Hegner ve Kommers, 2015). Kesici (2020) ise cinsiyetin (erkek olma) lise 6grencilerinde

dijital oyun bagimlilig: i¢in risk teskil ettigini belirlemistir.

Arkeoloji bolimiinde 6grenim gdoren Ogrencilerin kisiler arasi problem ¢ozme

becerilerine iligkin algi diizeyleri hemsirelik ve rekreasyon boliimlerine gore, biyoloji
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boliimiiniin ise rekreasyon boliimiine gore daha olumlu oldugu bulunmustur. Egitim

fakiiltesinde O0grenim goren Ogrencilerin kisiler arast problem ¢ézme becerilerine iligkin
algisinin saglik bilimleri fakiiltesinde 6grenim gorenlere gére daha olumlu oldugu fakat dijital
bagimlilik diizeyleri arasinda anlamli bir fark olmadig1 tespit edilmistir. Ozellikle Arkeoloji
bolimii ve egitim fakiiltesi Ogrencileri ¢ogunlukla duygusal zekaya sahip Ogrencilerden
olugmaktadir. Schutte ve arkadaslar1 (2001) yiiksek sosyal becerilere sahip 6grencilerin daha
yiiksek duygusal zeka diizeylerine sahip olduklarini, daha fazla isbirlik¢i davranis sergiledikleri
ve yakin duygusal ve sosyal iliskilerde daha basarili olduklarini gozlemlemislerdir. Duygusal
olgunluk, bireyin kendi duygularimi anlama, yasam diizeyini yiikseltebilecek yonde
diizenlemesi ve bagkalarinin duygulariyla empati kurma yetenegi olarak tanimlanabilir (Schutte
vd., 2001). Bu baglamda Cetinkaya ve Alparslan (2011), duygusal zeka alt boyutlar1 (zihinsel,
duygusal, davranigsal boyutlar) ile iletisim becerileri arasinda pozitif bir 6nem belirlemislerdir.
Problem ¢dzme becerilerinin fakiilteler ve boliimler arasi farklilik gdstermesi, bu 6grencilerin
ders programlarinda yer alan derslerin amag ve iceriklerine baglanabilir. Bu baglamda ders

programlarinin iyi diizenlenmesi gereklidir.

Felsefe boliimiinde 6grenim goéren dgrencilerin bagimlilik diizeyinin antrendrliik ve
biyoloji boliimiine gore, asir1 kullanim alt boyutunda felsefe, hemsirelik ve spor yoneticiligi
boliimlerinde 6grenim goren dgrencilerin biyoloji boliimiine gore, niiks etme alt boyutunda
felsefe boliimiiniin rekreasyon ve biyolojiye gore ve birakamama alt boyutunda ise ebelik ve
tiirkce 6gretmenligi boliimlerinde 6grenim gorenlerin rekreasyona gore bagimlilik diizeylerinin
daha fazla oldugu belirlenmistir. Simsek, El¢iyar ve Kizilhan (2017)’da {iniversitelerin farkli
boliimlerinde 6grenim goren ogrencilerde farkli bagimlilik diizeylerine rastlamislardir. Farkli
sonuglarin ede edildigi bir calismada aragtirmacilar, egitim fakiiltesinin farkli boliimlerindeki
{iniversite &grencileri arasinda “Internet Oz-Yeterlik Inanglarmin Egitimde Kullanimi” ve
“Internet Bagimlihig1” n1 karsilastirmiglar ve aralarinda anlamli bir iliski bulamamislardir

(Sahin, Aydin ve Balay, 2016).

Kisiler aras1 problem ¢6zme becerileri 6lgegi ile dijital bagimlilik 6lgegi arasinda ve
dijital bagimhilik 6lgeginin alt boyutlar1 arasinda genel olarak olumlu yonde orta diizeyde
anlamli bir iliskiye rastlanmistir. Yani bireylerin bagimlilik diizeyleri azaldikga kisilerarasi
problem ¢6zme becerilerinin daha iyi oldugu sdylenebilir. Bu bulguya gore, bagkalariyla sorun
yasayan Ve bu sorunlar1 ¢6zmede yetersiz kalan bireylerin sosyallesme ve eglence ihtiyaglarini
sanal ortamda karsilamaya calistiklar1 ve dijital oyun bagimlilig: riski tasidiklari sdylenebilir.

Benzer bir calismada Sahin, Ibili ve Uluyol (2017) 6gretmen adaylarinin internet bagimlilig: ile
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problem ¢dzme egilimleri arasinda ters yonde bir iliski oldugunu belirlemislerdir. Dursun ve
Eraslan-Capan (2018)’da ergenlerin, psikolojik ihtiyaglar1 ve oyun bagimliliklar1 arasindaki
iliskiyi inceledikleri bir ¢alismada, 6zerkligin bireyin kendine giiven duygusunu, yasamini
kontrol edebilecegine dair inancini, davranis, duygu ve bilisleri diizenleyebilmesini kapsadigini
ve Ozerklik diizeyleri yiiksek olan bireylerin oyun bagimliliginin diisiik oldugunu
belirlemislerdir. Ayrica Bhagat, Jeong ve Kim (2020), yalnizligin, kisileraras1 yetersizligin,
cevrimigi sosyal etkilesim ihtiyacinin ve diisiik 6z diizenlemenin dijital oyun bagimliliginin
boyutunu etkiledigini belirlemistir. Buna benzer bir ¢alismada Whang, Lee ve Chang (2004),
internet bagimlilig1 olan bireylerin bagimli olma olasilig1 olanlara ve bagimli olmayanlara gore
gerceklikten daha ¢ok kagmaya calistigi, ise ya da strese maruz kaldiklarinda internete erigim
egilimlerinin yiiksek oldugu, diger gruplara gore daha yiiksek yalnizlik, depresif duygu durum
ve kompulsif bozukluk diizeyine sahip oldugu ve kisileraras1 tehlikelere karsi digerlerine gore

daha savunmasiz goriindiiglinii belirlemislerdir.

Bu calismada elde edilen sonuglara gore ¢aligmaya katilan 6grencilerin dijital oyunlarla
ilgili olumlu gorislerinin orani ile olumsuz goriislerin orani birbirine yakin belirlenmistir.
Olumlu gorisler incelendiginde 6grencilerin en fazla belirttikleri temalarin dijital oyunlarin
stres atmaya, can sikintisint gidermeye ve eglenceli/zevkli vakit gegirmeye faydasi oldugu,
ayrica bos vakit gecirmeye, strateji ve planlama yetenegini gelistirmeye, yeni bilgiler
ogrenmeye ve genel kiiltiirii gelistirmeye de faydasi oldugunu ifade etmislerdir. Ar Rosyid ve
arkadagslar1 (2019) tarafindan yapilan benzer bir ¢alismada, ¢evrimi¢i oyunlarin 6grencinin
psikolojik durumuna, duygusal seviyesine, zaman yOnetimine ve ayrica problem g¢ézme
becerisine katkida bulundugu belirlenmistir. Ayrica dijital oyunlar 6grenmeyi, dikkati ve
gorselligi gelistiren bir faktor olabilir (Bozkurt, 2014). Ogrencilerin olumsuz goriislerine iligkin
temalarin baginda dijital oyunlarin zaman kaybina neden oldugu goriisii gelmektedir. Alan
yazin incelendiginde bilgisayar oyunu oynayan bireylerin, aileleri ile daha az zaman
gecirdikleri, aile cevresinden daha c¢ok uzaklagsmayi tercih ettikleri, yliz yiize iletisimden
kacindiklar1 (Kuzu, Odabasi, Eristi, Kabak¢i ve Kurt, 2008) ve giinliikk islerini yapmay1
erteleme, azalan akademik bagar1 gibi durumlar yasadiklar1 da gézlenmektedir (AMATEM,
2008). Ayrica goz yorgunlugu/bas agrisi gibi sorunlar yasadiklarini, bagimliliga neden oldugu,
stres yaratti@i gibi goriislerde siklikla dile getirilmistir. Mustafaoglu ve Yasaci (2018) dijital
oyun oynamanin ¢ocuklarda, anksiyete ve agresif tutum ve depresyon gibi ruhsal ve kas iskelet
sistemi problemleri, gozlerde kuruluk, agri ve kizarik ve uyku kalitesinde bozulma gibi fiziksel

saglik sorunlara neden olabilecegini bildirmislerdir.
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Ogrenciler ayrica oyun oynarken kiifiir ve argo kelimeler/nezaketsiz davranislarla,

gereksiz ve uygunsuz reklamlar, videolar, mesajlarla sik¢a karsilastiklarini belirtmislerdir. Bu
sonuclara ragmen problem ¢dzme beceri diizeyleri agisindan olumlu goriis bildirenlerle,
olumsuz goriis bildirenler arasinda anlamli bir farklilik bulunmamistir. Olumlu ve olumsuz
gorlslerin birbirine yakin ¢ikmasi dijital oyun bagimliliginin kisilerin sosyal hayatlarin1 ¢ok
etkilemedigi ve problem ¢6zme becerileri lizerine bir etkisi olmadigini gostermistir. Groves ve
Anderson (2015) dijital oyun oynamanin olumsuz etkileri olsa da ayni zamanda olumlu
sonuglar i¢in ¢ok biiyiik bir potansiyele sahip oldugunu ifade etmislerdir. Siddet igerikli video
oyunlar1 saldirganlig artirir ve olumlu sosyal sonuglar1 azaltirken, olumlu sosyal olgular igeren
video oyunlar kisiler arasi iligkileri olumlu yonde artirir (Greitemeyer ve Mugge, 2014).
Ornegin, bir arastirmaya gore, hizli tempolu video oyunlari oynamak, daha hizli gérsel tepki
stireleri ve gelistirilmis hedef yerellestirme ve zihinsel rotasyon gibi bir dizi gorsel ve uzamsal
beceri tizerinde olumlu etkilere sahip olabilir (Achtman ve digerleri, 2008). Son olarak, video
oyunu oynayan laparoskopik cerrahlarda 6nemli el becerilerinin gelistigini gosteren Rosser ve
arkadaglarinin (2007) calismasinda agiklandigi gibi, dijital oyun, el motor becerilerini

gelistirmek icin bir cihaz olabilir.

Sonug olarak, her yastan bireyler arasinda gittik¢e yayginlagsmakta olan dijital oyunlar
olumlu ve olumsuz sonuglar1 beraberinde getirmektedir. Dijital oyunlar zaman kaybi ve
aliskanliklar agisindan negatif bir silire¢ olarak algilanabilir. Kisilerin sosyalliklerini
kaybettirdigi ve diger insanlarla iletisimlerini kopardig1 bir gergektir. Dijital oyunlarla birlikte
dijital bagimlilik artmakta ve bireylerde fiziksel-ruhsal sorunlara neden olmaktadir. Bu
caligmanin bulgularindan yola c¢ikarak, dijital oyunlarin bagimlilik yapici etkisini ortadan
kaldirmak i¢in, oyun tireticilerinin oyun oynamak i¢in daha fazla egitim platformu gelistirmeye
tesvik edilmesi ve su anda yonettikleri biyiik biitceli dijital oyunlarin, hayal giictinii yakalayan
ve Ozgiin problem ¢dzme becerilerini gelistirmeye yardimer olan 6gretim ve 6grenim araglarini
icerecek sekilde gelistirilmeleri onerilebilir. Bu amagla, e-spor veya dijital oyun dersleri,
secmeli ders veya eglence dersleri olarak iiniversite miifredatina dahil edilebilir. Ayrica,
ozellikle psiko-sosyal konulara ve dijital oyun kullanim becerilerine odaklanarak, bu bilginin
ogrencilerin kendi bagimlilik davraniglarindan herhangi birini hafifletmesini saglayacagi
umuduyla ders miifredatina eklenmis konular araciligiyla dijital bagimlilik gelistirmenin

tuzaklar1 hakkinda farkindalik yaratilmasi onerilebilir.

Internetin egitimde makul bir siire i¢in kullanilmasi, dijital oyuna bagimli kalmadan baz1

becerilerin gelistirilmesine olumlu etki yapabilir. Ancak bireyler dijital oyun esnasinda
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karsilastiklar1 problemleri ¢ozme yetilerini giinlilk hayata uyarlayabilirlerse problem ¢dzme
kabiliyeti agisindan pozitif katkisi olabilecegi de bir gercektir. Bu arastirmada kullanilan
Olgeklerden elde edilen sonuglar 6grencilerin algilarina dayanmaktadir. Sonraki arastirmalarda
gozlemsel ve deneysel ¢alismalar yapilabilir, ebeveyn ve akran bildirimine dayali 6lgekler yada

psikolojik testler kullanilabilir.

Etik Kurul Izin Bilgisi: Bu arastirma Kocaeli Universitesi Sosyal ve Beseri Bilimler Etik
Kurulunun 23/02/2018 tarih ve 2018/02 nolu toplantisinda alinan 5 sira sayili karari ile alinan

izinle yiiriitiilmiistiir.
Cikar Catismasi: Yazarlarin beyan edecegi bir ¢ikar ¢catismast yoktur.

Yazar Katkisi: Birinci yazar problem durumunun, veri toplama araclarin belirlenmesi ve
verilerin toplanmasi, analizlerin yapilmasi, ikinci yazar verilerin toplanmasi asamasinda, her

iki yazar da literatiir taramasi, tartisma ve raporlama agsamasinda ¢calismaya katki vermistir.
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