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Abstract

The purpose of this research is to examine high school students' internet usage for game purposes in terms of
various variables. The sample of the study consisted of 360 (176 girls, 184 boys) students selected by the
convenient sampling method in the 2018-2019 academic year. The students who participated in the study were
selected from 9th, 10th, and 11th grade students in four different types of schools. In this study, the Personal
Information Form developed by the researcher, the "Internet Addiction Scale (IAS)" produced by Young (1998)
to measure students’ internet addiction levels, and "Perceived Social Support Scale (PSSS)" revised (PSSS-R)
by Yildirim (2004) to evaluate their perceptions of social support were used as data collection tools. Research
data were analyzed using Chi-square and t-test. The findings of the study revealed that high school students’
internet use for gaming purposes showed a significant difference according to gender, academic success, and
daily internet usage time. Besides, it was determined that students who do not use the internet for gaming
purposes perceive more social support than their friends who use the internet for gaming purposes.

Key words: online games, social support, internet addiction, adolescents
Introduction

The emergence and development of technology has brought along many elements that facilitate,
complicate and rarify life. The fact that people are in a lifestyle where everything is updated quickly and
information and entertainment can be accessed in any form and time has made the internet an indispensable
need. The internet has become widespread and popularized through high-tech devices such as smartphones,
tablets and computers. One of the results of this development has been online gaming, which has become one of
the most widely used leisure activities by many adults and young people. Portable devices, smartphones and
tablets have made it possible to play games regardless of time and place. In the past years, children used to play
concrete games such as "cops and robbers", "hide and seek", and "blindman’s buff", but nowadays these games
have been replaced by online games such as "Pokemon Go", "PUBG", "Minecraft", "GTA 5".

Nowadays, online gaming has become very popular among people of all ages, especially among
children and adolescents (Wang, Chan, Mak, Ho, Wong, and Ho, 2014). According to recent research, the
amount of time adolescents spends playing video games has increased (Griffiths, 2008), online gaming has
become one of the most addictive Internet activities to date (Wan and Chiou, 2006). Studies have shown that
one in three people under the age of 18 use the internet worldwide and 75% of adolescents in developed
countries play online games every day (UNICEF, 2017; Byrne and Burton, 2017). In Turkey, the rapid spread of
new generation online games has attracted the attention of primary and secondary school students. According to
a study conducted by the Turkish Statistical Institute (TurkStat, 2013), internet usage for gaming purposes was
82.5% for boys aged 11-15, while it was 60.4% for girls. In the research repeated by TURKSTAT in 2021,
internet use for gaming purposes was 53.7% for boys and 24.4% for girls in the same age group. Playing and
downloading games, which is one of the purposes of internet use among children aged 6-15, ranked 3™ among
the purposes of internet use with 66.1%. The study by Kahraman et al. (2011), which also examined the
relationship between gender and Internet use for gaming purposes, showed that 9.5% of female students follow
online games on the Internet, while 90.5% of them do not play online games. In the same study, it was
determined that 36.5% of male students followed online games, while the rest did not play online games. Inal
and Cagiltay (2005) revealed that male students play online games more than female students. In another study,
it was observed that the computer game addiction levels of male students were significantly higher than the
computer game addiction levels of female students (Tas and Gilines, 2019).
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In studies examining the relationship between academic achievement and online games, it is possible to
see negative and positive relationships. The research of Chiu, Lee, and Huang's (2004) in Taiwan shows that as
game addiction increases, the level of academic achievement decreases. The study of Suler (2004) showed that
negative effects such as distancing from inner circle, violent behavior, decline in academic achievement and
withdrawal was observed in individuals who spend a lot of time on the Internet and in games. However, there
are also studies suggesting that interactive online games can lead to increased academic performance (Anand,
2007; Jackson et al., 2008). A study by Din and Calao (2001) revealed that students who played educational
online games showed significant increases in spelling and reading learning compared to the control group.
Skoric, Teo, and Neo (2009) found that while gaming addiction leads to negative academic performance,
moderate gaming can lead to increased academic performance.

The study of Mitchell (2000), which examines the relationship between online games and internet
addiction, provides important data on addiction by stating that playing games on the internet increases dopamine
secretion and that dopamine is a neurochemical that has an important role in the emergence of addiction. The
studies examining the relationship between internet addiction for gaming purposes and internet use indicated
that non-adults who spend most of their time playing games have the symptoms seen in substance addiction
(Hsu et al., 2009; Ko et al., 2009; Mehroof and Griffiths 2010; Wolfling et al., 2008; Young, 2009). In their
study, Ayas and Horzum (2013) found that game addiction and internet addiction increase in parallel. Yilmaz et
al. (2014) found that the total addiction scores of students who used the Internet for gaming purposes were
higher than those of students who used the Internet for music-movies, homework-research and social
networking. It was observed that the total addiction scores of those whose primary purpose of internet use was
gaming were higher than those whose primary purpose was social networking and reading news.

In order to look at whether there is a relationship between the perceived social support levels of
students who use the Internet for gaming purposes, which is another question of our research, it is necessary to
address the concept of perceived social support. Perceived social support is the individual's perception that
he/she has a secure bond with the people around him/her and that he/she can obtain the necessary support from
the people around him/her. It expresses the individual's feelings that he/she is valued, loved and has healthy and
good relationships with others (Oktan, 2005). The studies examining the perceived social support levels of
students who use the internet for gaming purposes reveal different results. The study conducted by Yiiksel and
Baytemir (2010) revealed that the social support perceived by students who use the Internet for gaming and
entertainment purposes did not change. In the study conducted by Kraut et al. (2002), it was observed that as the
use of the Internet for social interaction increased, the relationship of individuals with people with whom they
had close relationships decreased, and it was revealed that there was a negative relationship between perceived
social support and Internet use. Again, it was stated that students with low perceived social support have a high
rate of problematic use of the Internet. In addition, it is stated that low perceived social support is a risk factor
for problematic internet use (Chen, Li, & Long, 2007). However, there are also studies showing a positive
relationship between perceived social support and problematic use of the Internet (Shaw and Gant, 2002;
Silverman; 1999). Kraut, Patterson, and Lundmark (1998) found that people use the Internet more for
communication with others rather than for different purposes. This shows that internet users want to meet their
need for support and interaction and that they meet these needs through the internet (Mossbarger, 2008).
However, internet use can damage interpersonal relationships as it is an activity that people do when they are
alone (Kraut et al., 1998; Sanders et al., 2000).

We have already pointed out that online games are quite common among young people and their
positive and negative effects on young people. Considering the developments in technology, the developmental
needs and problems of adolescence and the fact that playing games is a risk factor for internet addiction, it is
thought that it is important to clarify the reasons for the use of the internet for gaming purposes and how
adolescents are affected socially and behaviorally by the use of the internet for gaming purposes and that the
study will be useful in this sense. In this sense, answers to the following questions were sought in the study:

1. Is there a significant difference between genders in terms of students' internet use for gaming purposes?
2. Is there a significant effect of students' internet use for gaming purposes on their academic achievement?

3. Is there a significant difference in the daily internet usage time of students who do not use the internet for
gaming purposes and students who use the internet for gaming purposes?

4. Is there a significant difference between the levels of social support perceived by students who do not use the
internet for gaming and those who use the internet for gaming?
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5. Is there a significant difference between the internet addiction symptoms of students who do not use the
internet for gaming purposes and students who use the internet for gaming purposes?

Method
Research Design

The research approach that aims to describe a past or current situation as it exists is the survey model
(Karasar, 2014). This study aims to measure whether Internet use for gaming purposes makes a significant
difference in terms of gender, academic achievement, daily Internet usage time, perceived social support level
and Internet addiction symptom variables in high school students.

Participants

The research group consists of 360 students continuing their education in four different school types in
the 2018-2019 academic year. The students participating in the study were selected through convenient
sampling method from students studying in classes other than 12th grade. 184 of these students are boys
(51.1%), and 176 are girls (48.9%). The data were collected by the researcher himself in the classroom
environment in approximately 40-45 minutes. Volunteering was based on participation. The game types
preferred by students are listed as follows: Adventure/Action (GTA, Outlast, Left 4 Dead etc.) female (22.7%),
male (77.3%); Sports/racing (GTA, Outlast, Left 4 Dead etc.) female (26.2%), male (73.8%); FPS (First-Person
shooter) (Wolfteam, Counter Strike etc.) female (19.3%), male (80.7%); Strategy (League of Legends,
Dota,Smite etc.) female (25,3%), male (74.7%), Simulation (Ships, airplanes, etc.) female (22.4%), male
(77.6%); other types of games female (58.7%), male (42,3%) and RPG (Role Playing Game) (Diablo, Knight
online, etc.) female (17.0%) and male (83.0%). Considering daily internet usage times, it is seen that 153
students (42.5%) used the internet in 1-3 hours in a day. Other students stated that they use the internet for 4 -6
hours (20.3%), less than 1 hour (18.3%), more than 9 hours (10.8%), and 7-9 hours (8.1%), respectively.
Students' internet usage purposes are listed as follows: research-homework female (77.0%), male (23.0%);
social networks female (75.9%), male (24.1%); film-video-music female (70.7%), male (29.3%); game female
(41.5%), male (58.5%); chat female (55.3%), male (47.8%); mail-communication female (29.3%), male
(70.7%), and news female (20.7%) and male (79.3%). The number of students in the study group who showed
symptoms of internet addiction was deficient. For this reason, in order to make a meaningful statistical
comparison, those with internet addiction (IAS score 80 and above) and those with limited symptoms (IAS
score between 51-79) were combined into a single group and redefined as "those with symptoms". Thus, the
comparison was carried out between the two levels as those with IAS score of 50 and below, namely “those
without symptoms " and " those with symptoms."

Data Collection Tools

The data for the study were collected by implementing the personal information form prepared by the
researcher, perceived social support scale and internet addiction scale.

Personal Information Form

This form includes demographic information about the students, questions about the status of having a
computer of their own, the place where they connect to the internet, family intervention in internet use, how
much they use the internet daily and the purpose of use, and the last semester grade point average asked to
determine school success.

Internet Addiction Scale (I1AS)

It is a 20-item Likert-style scale created by Young (1998) based on the "Psychoactive Substance
Addiction" criteria of the Diagnostic and Statistical Manual of Mental Disorders-4 (DSM-IV) and adapted into
Turkish by Bayraktar (2001) and is suitable for the 12-17 age group. The scale includes items such as "How
often do you spend more time on the Internet than you planned?" and "How often is your school attendance
negatively affected by the Internet?" which are related to the intensity of Internet use and the academic, social
and behavioral problems experienced by individuals due to this use. Participants were asked to mark one of the
options "Constantly”, "Very often”, "Mostly", "Occasionally”, "Rarely" and "Never". These options are
evaluated with 5, 4, 3, 2, 1 and 0 points respectively. Those scoring 50 points and below are classified as
"Without symptoms", those scoring 50-79 points as "Limited Symptoms"”, and those scoring 80 and above as
"Pathological Internet Users". The reliability of the IAS is .91 in terms of standardized Alpha value and .87 in
terms of Spearman-Brown value. In this study, the Cronbach Alpha reliability coefficient of the scale was
calculated as 0.90.
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Perceived Social Support Scale

The revised version of the Perceived Social Support Scale developed by Yildirim (1997), which is
Yildirim (2004) (PSSS-R), was used in the study. The PSSS-R consists of three subscales: Family Support
(FMS), Friend Support (FRS) and Teacher Support (TS). The scale items consist of statements such as "My
family really cares about me", "My friends help me make the right decisions”, "My teachers help me solve my
problems™ in which the individual rates family, friend and teacher support. The PSSS-R consists of 20 items in
the family support subscale, 13 items in the friend support subscale and 17 items in the teacher support subscale,
50 items in total. It is a Likert-type scale with three ratings (agree=3, partly=2, not agree=1). There are three
reversed items, one in each of the subscales. The score ranges that can be obtained from the scales are as
follows: FMS; 20-60, FRS; 13-39, TS; 17-51, total PSSS-R; 50-150. A high score indicates that the individual
has a high perception of social support. Alpha = .93, rxx = .91 for the whole PSSS-R; Alpha = .94, rxx = .89 for
FMS; Alpha = .91, rxx = .85 for FRS; Alpha = .93, rxx = .86 for TS. The reliability coefficients obtained
indicate that the PSSS-R and its subscales can be used safely to measure social support (Yildirim, 2004). In this
study, the Cronbach's alpha coefficient was 0.91 for the family support dimension of the ASDS-R, 0.89 for the
friend support dimension, 0.92 for the teacher support dimension, and the Cronbach'’s alpha coefficient was 0.93
for the whole scale.

Data Analysis Process

Descriptive statistics were used for demographic data. Whether students' internet use for games differs
significantly in terms of gender, academic success, internet addiction, and internet usage time was determined
by chi-square test, and whether the perceived social support scores of students using the internet for gaming
purposes and those not using it for gaming purposes differs significantly was determined by T-Test. In the
research, p <0.05 was accepted as the statistical significance limit.

Results

Findings Regarding Internet Use for Gaming Purposes by Gender

In order to determine whether there is a significant difference between the use of the internet for
gaming purposes by gender, Chi-Square Test was conducted. The results are given in Table 7.

Table 1. Chi-Square Test Results Regarding Game Usage Internet by Gender

Those who use internet Those who do not

for game purposes use internet for 2 sd p
game purposes
Gender N % N %
Female students 73 415 103 58.5
Male students 142 77.32 42 22.8 46.18 1 000
Total 215 59.7 145 40.3

p<0.01

It was determined that there was a significant difference between students' use of the internet for game
purposes according to their gender (p <0.01). Male students (77.3%) use the Internet for gaming purposes more
than female students (41.5%). Gender has been determined to have a moderate effect on the use of the internet
for gaming purposes (Phi = .36).

Findings Regarding Examination of Internet Use for Gaming Purposes According to Academic Achievement
Level

The results of the Chi-Square Test on the use of the internet for gaming purposes according to the grade
point averages of the students are given in Table 2. While determining the academic success levels of the
students, classification was made by taking into account the secondary education grading system. Last grade
averages of the students were determinant in academic success.
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Table 2. Chi-Square Test Results Regarding Internet Use for Gaming Purposes According to
Academic Achievement Level

Those who use internet Those who do not use

for game purposes internet  for game 2 sd p
purposes
Academic success N % N %
Fail (0-49.99) 19 8.8 10 6.9
Pass (50, 59.99) 41 19.1 19 13.1
. 9.91 , 042
Medium (60-69.99) 68 31.6 37 25.5 4
Good (70-84.99) 80 37.2 66 455
Very good (85-100) 7 3.3 13 9.0
Total 215 59.7 145 40.3

P <0.05

Table 2 shows that there is a significant difference in the use of the internet for gaming purposes
according to students' academic achievement. The internet usage rates of students whose academic success is
Pass, Fail, and Medium are significantly higher than other students (32= 9,91, P <0.05). Cramer's V value is set
at .166. Academic achievement of medium or below can be seen as a partially effective variable in internet use
for gaming purposes.

Findings Regarding Examination of Internet Use for Gaming Purposes According to Daily Internet Usage
Time

Table 3. Chi-Square Test Results Regarding Internet Use for Gaming Purposes According to
Daily Internet Usage Time

Those who use internet  Those who do not use

for game purposes internet  for  game 2 sd p
purposes
N % N %
Daily Internet
Use
Less than 1 hour 24 36.4 42 63.6
1-3 hours 96 62.7 57 373 1907 4 001
4-6 hours 50 68.5 23 31.5
7-9 hours 19 65.5 10 34.5
More than 9 hours 26 66.7 13 33.3
Total 215 59.7 145 40.3
p<0.01

A significant difference was determined between the internet usage of the students according to the
daily internet usage time (p <0.01). The rate of students using the internet for gaming purposes is lower in
internet usage up to 1 hour per day, whereas those using the internet for 1 hour or more per day have higher
internet usage rates for gaming purposes. It can be said that daily internet usage time has an effect on internet
usage behavior for gaming purposes (Phi = .23, p<0.01).

Findings Regarding Examining Internet Use for Gaming Purposes According to Perceived Social Support
Level

The results of the T-Test conducted separately according to the social support levels perceived by the
students from their families, teachers and friends and the total score of the Perceived Social Support Scale are
shown in the tables:

Table 4. T-Test Results on Perceived Social Support Level from the Family and Internet Use
for Gaming Purposes

PSSS-R (FAMILY)

Internet Use N X SS sd t p
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Those who use it for game 215 51.91 7.305

purposes 358 .045 96
Those who do not use it for game 145 51.95 7.506

purposes

p<0.05

Independent samples t-test was conducted to compare the family support subscale scores of students
using the Internet for gaming and not for gaming purposes. Table 4 shows that there is no significant difference
between the scores obtained from students who use the Internet for gaming purposes (x = 51.91) and students
who do not use the Internet for gaming purposes (x = 51.95; t (358) =.045, p = .96).

Table 5. T-Test Results on Perceived Social Support Level from Friends and Internet Use for
Gaming Purposes

PSSS-R (FRIEND)

Internet Use N X~ SS sd t p
Those who use it for game 215 33.77 5.222

purposes 358 2.14 .033
Those who do not use it for game 145 34.97 5,218

purposes

p<0.05

An independent samples t-test was conducted to compare the friend support subscale scores of students
who use the Internet for gaming purposes and students who do not use the Internet for gaming purposes. Table 5
shows that there is a significant difference between the scores obtained from students who use the Internet for
gaming purposes (X = 33.77) and students who do not use the Internet for gaming purposes (X = 34.97; t (358) =
2.14, p = .033). The mean score of social support perceived by students who do not use the Internet for gaming
purposes from their friends (x = 34.97) is significantly higher than the mean score of students who use the
Internet for gaming purposes (X = 33.77, p <0.05).

Table 6. T-Test Results Regarding Perceived Social Support Level from the Teacher and
Internet Use for Gaming Purposes

PSSS-R (TEACHER)

Internet Use N X~ SS sd t p
Those who use it for game 215 39.46 8.352

purposes 358 124 21
Those who do not use it for game 145 40.57 8.047

purposes

p<0.05

An independent samples t-test was conducted to compare the teacher support subscale scores of students who
use the Internet for play and students who do not use the Internet for play. Table 6 shows that there is no
significant difference between the scores obtained from students who use the Internet for play (x = 39.46) and
students who do not use the Internet for play (x = 40.57; t (358) = 1.24, p = .21).

Table 7. T-Test Results on Perceived Total Social Support Level and Internet Use for Gaming

Purposes
PSSS-R (TOTAL)
Internet Use N X~ SS sd t p
Those who use it for game 215 125.4186 14.744
purposes 358 1.253 21
Those who do not use it for game 145 127.496 16.389
purposes
p<0.05

An independent samples t-test was conducted to compare the Perceived Social Support Scale total scores of
students who use the Internet for gaming purposes and students who do not use the Internet for gaming
purposes. Table 7 shows that there is no significant difference between the scores obtained from students who
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use the Internet for gaming purposes (x = 125.418) and students who do not use the Internet for gaming
purposes (X = 127.496; t (358) = 1.253, p = .21).

Findings Regarding Examining Internet Use for Gaming Purposes According to Internet Addiction
Symptoms

Table 8. Chi-Square Test Results Regarding Internet Use for Gaming Purposes According to
Internet Addiction Symptoms

Those who use Those who do not use

internet for game internet for game 2 sd p
purposes purposes
Internet addiction N % N %
Without symptoms 181 58.8 127 41.2
With symptoms 33 64.7 18 35.3 418 one 518
Total 214 59.6 145 40.4

p<0.05

Table 8 shows that there is no significant difference between students who use the internet for gaming purposes
and students who do not use the internet for gaming purposes in terms of internet addiction symptoms (y2= .418,
p> 0.05).

Conclusion, Discussion, and Recommendations

The findings of the study indicate that there is a significant difference between high school students' use of the
internet for gaming purposes according to their gender. Male students (77.1%) use the Internet for gaming
purposes at a higher rate than female students (41.5%) (P<0.01). This result is in line with the studies in the
literature (Bonnaira and Baptista, 2019; Bonnaire and Phan, 2017; Wichstrem et al. 2019) in which internet
gaming disorder is evaluated according to gender. Fam (2018) conducted a meta-analysis study consisting of
research involving adolescents aged 10-19 years to determine the prevalence of internet gaming disorder in
adolescents and to establish a comparison chart. The prevalence of the disorder in adolescents was determined
as 4.6% in this study. In the same research, this rate; In the same study, it is stated that this rate is higher than
the rate of game disorder in children (4.2%) but lower than the rate determined in the adult group (8.9%) in the
meta-analysis study conducted by Ferguson et al. (2011) and it is emphasized that this may reflect the early
onset of game disorder. Fam (2018) found that the rate of gameplay disorder in boys (7.1%) is almost four times
higher than girls (1.7%). It is stated that this difference, which is revealed by gender in-game playing disorder,
can be attributed to the types of games preferred by gender (Greenberg et al. 2010; Hartmann and Klimmt,
2006; Homer et al. 2012). In terms of game preferences by gender, it was determined that boys preferred role
playing games, FPS and strategy games while girls preferred games that are more instructive and require skill
(Elliott et al. 2012; Fam, 2018; Rehbein et al. 2015). In terms of playing time, the finding that male gender and
preferred game type are predictive, and the most playing time in males was for role-playing and FPS type games
(Rehbein et al. 2015).

In this study, the types of games preferred by the students were also determined along with their purposes of
using the Internet. Considering the game types preferred by students according to their gender, it was concluded
that female students preferred sports (26.2%), strategy (25.3%), adventure/action (22.7%) games, respectively;
male students preferred RPG (83%), FPS (80.7%) and Simulation (77.6%) games, respectively, excluding the
"other" category for game types not specified in the table. Karakus, Inal, and Cagiltay (2008), in their study
investigating the types of games preferred by high school students and their reasons, found that male students
mostly preferred car racing, sports, FPS games, while female students preferred action/adventure, puzzle, car
racing, card or board games. While the reason for preferring these games was to have fun for boys, it was seen
that the instructive nature of the game was decisive for girls. Although the incidence of Internet gaming disorder
is higher in males, it is also stated that the disorder affects both genders differently neurobiologically, there are
differences in the cortical thickness of individuals with the disorder according to gender, and girls are more
affected by the disorder than boys (Ziliang et al., 2019). This is important in terms of pointing to the
neurobiological factor in the gender differences in addiction.

In terms of students' use of the Internet for gaming purposes according to academic achievement, the use of the
Internet for gaming purposes was found to be significantly higher among students with average academic
achievement and below. This result is consistent with other studies in the literature (Brunborg et al., 2014;
Miiller et al., 2015; Biilbiil et al., 2018) that reveal the relationship between computer game addiction/internet
gaming disorder and low academic achievement. This result of the study indicates that students with high
academic achievement use the Internet more consciously, use the Internet for purposes other than gaming and in
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a way that contributes to their school responsibilities. It is noteworthy that the rate of students using the Internet
for research and homework purposes (74.3%) is quite high. Chen and Fu (2009) examined the effect of 8th
grade middle school students' Internet use on their high school entrance exam one year later in Taiwan. Similar
to this study, the results of the study revealed that the test scores of students who used the Internet for
information were higher than the test scores of students who used the Internet for socializing and playing games.
Delbe and Hazar (2022) also examined the relationship between digital game addiction level and academic
achievement in middle school students and found that there was a significant negative relationship between the
level of digital game addiction and academic achievement of the participants. Considering the negative
relationship between computer game addiction/internet gaming disorder and academic achievement in the
context of the literature, it is consistent that the academic achievement of students who use the internet for
gaming purposes in this study is average or below. As a matter of fact, it is stated that digital game addiction
decreases academic achievement in children (Delbe & Hazar, 2022).

Another result of the study is that the rate of internet use for gaming purposes increases with the daily internet
use time exceeding one hour and with the increase in the duration of internet use. Similarly, Laconi et al. (2017)
determined the time interval spent by the participants in online games as less than 1 hour and more than 126
hours weekly in their studies on the psychopathology of the internet gaming disorder. NG and Weimer-Hastings
(2005), in their study on the Internet and online gaming, examined individuals playing Massively Multiplayer
Online Role Playing games (MMORPG) and offline computer games. Looking at the time these individuals
spent on computer games on a weekly basis, they found that the group playing online/internet-based games
spent more time in the game, and this was explained as individuals finding their virtual lives more comfortable
and satisfying than their real lives with social opportunities such as communicating and belonging to a group in
online games. In a study conducted by Hawi et al. (2018) with high school students in Lebanon, it was found
that students without internet gaming disorder played both online/internet-based and offline games, while all of
the students with internet gaming disorder played online games and experienced sleep disturbance. Ozgdzii,
Simsek, Arikan, Alyaprak, Giinay, and Eyigiingor (2022) also found that 56.8% of the students used the Internet
for more than three hours, while 14.1% used the Internet for more than six hours. In the same study, in line with
the findings, the prominent daily internet usage time for problematic internet use was expressed as 3 hours.
Accordingly, it was stated that the problematic internet use of students who use the internet for more than 3
hours increases. In this study, online games were also addressed and it is a noteworthy finding that among the
students who use the internet, the daily internet usage time of the students who use the internet for gaming
purposes is high. The fact that students spend more time on online games than many other internet usage
purposes such as e-mail, research, news, chat and movie-video seems to be very important considering the many
social opportunities provided by these games and the needs of adolescence.

According to the findings of the study on perceived social support, it was determined that there was no
significant difference between the social support and total social support scores of students who used the
Internet for gaming purposes and those who did not use the Internet for gaming purposes. On the other hand, it
was observed that students who did not use the Internet for gaming purposes had a higher perception of social
support from friends. In their study examining the real-life and online social support, depressive symptoms, and
duration of site usage of users of an online gaming site, Prochnow et al. (2020) found that members who spent
more time on the site tended to share important life events with other members more, showed more depressive
symptoms, and had less real-life social support. This result was interpreted as that the members may want to fill
the social support gap in their real lives with the friends they met through the site, and it was also stated that the
communication that members with depressive symptoms establish through the game may actually be a search
for help. Kowert et al. (2014) examined the involvement of emotionally sensitive individuals in online games
and the friendships they made in these games and found that emotionally sensitive individuals are mostly
involved in games to expand their social circles. This was interpreted as online games have an important
potential for shy individuals with inadequate social skills to overcome social difficulties, make new friendships
and strengthen old friendships. Paulus et al. (2018), in their study on internet gaming disorder in children and
adolescents, stated that external factors such as domestic violence, neglect and inadequacies in social skills
increase the risk of addiction to Massively Multiplayer Online Role Playing Games (MMORPG) and real-time
strategy games. The results of this study suggest that students who use the Internet for gaming purposes may be
playing online games as a means to compensate for the social support they do not receive from their friends in
their real lives.

As Young (1998) states, it is not the Internet itself, but the fact that the Internet offers applications that provide
high interaction opportunities that are effective in the emergence of addictive behaviors. In this direction, the
relationship between the purpose of playing online games and internet addiction was also addressed in the
present study. There was no significant difference between students who used the Internet for gaming purposes
and students who did not use the Internet for gaming purposes in terms of Internet addiction symptoms.
Research has shown that, apart from many other purposes of use, especially online gaming and internet
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addiction are related to each other (Jiang, 2014; Tone et al., 2014; van Rooij et al., 2010). However, at the same
time, it is also stated that the type of game played, especially the role playing (RPG) type, is associated with
internet addiction (Lee et al., 2007) along with excessive game playing (Lee et al., 2015). In this context, it can
be stated that the finding of this study on the relationship between the purpose of playing online games and
addiction indicates that internet use for gaming purposes is a risk factor for internet addiction and that internet
addiction should be examined in a multidimensional way.

The results of the study are important in terms of the fact that there is no significant difference between students
who use the internet for gaming purposes and students who do not use the internet for gaming purposes in terms
of internet addiction symptoms. As a matter of fact, there are studies (Hwang et al., 2012; Lin et al., 2012; Yang
and Quadir, 2018) revealing that game-based learning environments positively affect students' learning
motivation and performance. Jong (2015) investigated the pedagogical effects of conducting a geography course
in a virtual interactive student-oriented environment and found that students with low and medium academic
achievement had more positive pedagogical results than students with high academic achievement. However, it
is stated that there is a significant positive relationship between low academic achievement and game addiction
scores (Aslan, Bagcillar and Karatas, 2022). In this context, it can be said that the academic performance of
students with gaming internet use/internet gaming disorder should be investigated in a multidimensional way.
Another important result of the present study is that students who do not use the Internet for gaming purposes
have a higher perception of social support from friends. Van Ingen et al. (2016) examined internet activities and
well-being in relation to online coping strategies used by individuals after negative life events such as physical
health problems, psychological problems, divorce/loss of spouse. In the study, it was determined that 57% of the
research group turned to some form of online coping. In the study, it was stated that online coping was realized
through online games, searching for information on the internet, social networks and online social support
groups. In addition, an inverse relationship was found between online mental avoidance and online socio-
emotional coping and life satisfaction, self-esteem and optimism. The need for more detailed studies on the
reasons for the negative effects of online activities on well-being as well as reducing daily life stress in
individuals was emphasized. Yavuz (2018) examined internet and game addiction and perceived social support
levels in gifted students and found that there was a negative and moderate relationship between internet and
game addiction and perceived social support level. Ozgozii, Simsek, Arikan, Alyaprak, Giinay, and Eyigiingdr
(2022) determined that the perception of social support was a significant predictor of problematic internet use. It
is stated that an increase in perceived social support from family and friends decreases problematic internet use.
Aslan, Basgcillar, and Karatag (2022) revealed a significant relationship between digital game addiction and
negative social skills and social behaviors in children. In this context, in line with the findings of this study on
Internet use for gaming purposes and perceived social support, comprehensive studies on adolescents' online
experiences and well-being through online games, which have an important place in this experience, may be
useful. As a matter of fact, as Bayraktutan (2005) stated, for individuals with insufficient real social support, the
internet seems to become a place where social support is compensated.

The results of the study are important in terms of pointing out the significant difference in academic
achievement, daily internet usage time and perceived social support from friends of students who use the
internet for gaming purposes compared to students who use the internet for non-gaming purposes. In the study,
online games played by adolescents were evaluated and considering the importance of peer support and
communication opportunities provided by these games in terms of adolescence, it is a remarkable result that the
level of social support perceived from friends of adolescents who use the internet for gaming purposes is lower
than students who do not use the internet for gaming purposes. In line with these findings, the social support
perceived by adolescents from their friends as well as the quality of the relationships they establish with their
peers and their well-being can be extensively researched in this regard.
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Lise Ogrencilerinde Oyun Amach internet Kullaniminin Demografik
Ozelliklerine Gore Incelenmesi
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Bu arastrmanin amaci lise 6grencilerinin oyun amaglt internet kullanimlarini ¢esitli degiskenler agisindan
incelemektir. Arastirma, 2018-2019 egitim-6gretim yilinda elverisli 6rnekleme yontemiyle secilmis 360 (176
kiz, 184 erkek) ogrenciyle gergeklestirilmistir. Arastirmaya katilan 6grenciler dort farkli tiir okulda 9, 10 ve
11.smifta egitimlerine devam eden 6grenciler arasindan secilmislerdir. Bu ¢aligmada, veri toplama araglari
olarak arastirmaci tarafindan gelistirilen Kisisel Bilgi Formu, Ogrencilerin internet bagimlilik diizeylerini
olgmek iizere Young (1998) tarafindan gelistirilen “Internet Bagimlihigi Olgegi” sosyal destek algilarini
degerlendirmek iizere Yildirim (2004) tarafindan revize edilen Algilanan Sosyal Destek Olgegi kullanilmistir.
Aragtirma verileri Ki kare ve t-testi kullanilarak analiz edilmistir. Aragtirma bulgularina gore, lise dgrencilerin
oyun amagli internet kullanimi ile cinsiyet, akademik basar1 ve giinliik internet kullanim siireleri arasinda
anlamli bir farklilik bulunmustur. Ayrica interneti oyun amacli kullanmayan 6grencilerin arkadaslarindan daha
fazla sosyal destek algiladiklari belirlenmistir.

Key words: ¢evrimi¢i oyun, sosyal destek, internet bagimlilig1, ergenler

Giris

Teknolojinin ortaya glk}sl ve gelisimi, hayati kolaylastiran, zorlastiran ve karmasiklastiran bir¢cok seyi de
beraberinde getirmistir. Insanin her seyin hizli bigimde giincellendigi, bilgiye ve eglenceye istedigi bigimde ve
siirede ulagilabildigi bir yasam bigiminin icerisinde olusu, interneti vazgecilmez bir ihtiya¢ haline getirmistir.
Internetin yayginlagmasi ve popiiler hale gelmesi akilli telefon, tabletler ve bilgisayarlar gibi yiiksek teknolojili
cihazlar araciliftyla ger¢eklesmistir. Bu gelismenin sonuglarindan biri de internet {izerinden ulasilan ve bir¢cok
kisi ve geng tarafindan yaygin olarak kullanilan bos zaman aktivitelerinden biri haline gelen gevrimici oyunlar

olmustur. Tasimnabilir araglar, akilli telefonlar ve tabletler zamandan ve mek&ndan bagimsiz olarak oyun
oynamay1r mimkiin kilmigtir. Gegmis yillarda ¢ocuklar, "hirsiz-polis”,"saklambag" "korebe" gibi oyunlar
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oynarlarken, simdilerde bu oyunlarin yerini "Pokemon Go" , "PUBG”’, “’Minecraft’’, ““GTA 5’ gibi ¢evrimigi
oyunlar almustir.

Glinlimiizde ¢evrimi¢i oyunlar her yastan insan arasinda, 6zellikle de ¢ocuklar ve ergenler arasinda oldukga
popiiler hale gelmistir (Wang, Chan, Mak, Ho, Wong ve Ho, 2014) . Son arastirmalara gore, ergenlerin video
oyunlarinda vakit gecirme zamani artmis (Griffiths, 2008), cevrimigi oyun bugiine kadarki en bagimlilik yaratan
internet aktivitelerinden biri haline gelmistir (Wan ve Chiou, 2006). Yapilan arastirmalar, diinya genelinde 18
yasindan kiiclik her ii¢ kisiden birinin internet kullandigini ve gelismis iilkelerde ergenlerin %75'inin her giin
¢evrimi¢i oyun oynadigini gostermistir (UNICEF,2017; Byrne ve Burton,2017). Tiirkiye’de de, yeni nesil
cevrimi¢i oyunlarin hizli bir sekilde yayilmaya baslamasiyla birlikte, ozellikle ilkdgretim ve ortadgretim
dgrencilerinin yogun ilgisini toplanustir. Tiirkiye Istatistik Kurumu (TUIK,2013)’nun yaptig1 bir arastirmaya
gore, oyun amagl internet kullanimi 11-15 yas grubu erkeklerde %82°5 ken, kiz ¢ocuklarinda %60,4’ olarak
istatistiklere yansmmustir. TUIK’in 2021 yilinda tekrar ettigi arastirmada oyun amagh internet kullanimi ayni yas
grubu erkek ¢ocuklarda %53,7 iken, kiz ¢ocuklarda %24,4 olarak belirlenmistir. 6-15 yas arasi ¢ocuklarda
internet kullanim amaglarindan biri olan oyun oynama ve indirme, %66,1’le internet kullanim amaglart arasinda
3. sirada yer almistir. Yine cinsiyet ile oyun amagh internet kullanimi arasindaki iligkinin incelendigi Kahraman
ve digerlerinin (2011), yaptig1 arastirmada, kiz 6grencilerin %9,5’i internette ¢evrimici oyunlart takip ederken,
%90,5’inin internet {izerinden oyun oynamadiklar1 belirlenmistir. Erkek 6grenciler ise %36,5’1lik bir oranla
cevrimici oyunlar: takip ederken, geriye kalanlarin internette oyun oynamadiklari belirlenmistir. inal ve
Cagiltay’in (2005), yaptig1 aragtirmada erkek 6grencilerin kizlara oranla daha fazla oyun oynadiklar1 ortaya
konulmustur. Yapilan bir diger arastirmada erkek Ogrencilerin bilgisayar oyun bagimlilik diizeylerinin, kiz
Ogrencilerin bilgisayar oyun bagimlilik diizeylerinden anlamli bir sekilde daha yiiksek oldugu goriilmiistiir (Tas
ve Glines, 2019).

Akademik basari ile ¢evrimigi oyunlar arasinda iligkinin incelendigi arastirmalarda negatif ve pozitif yonlii
iligkileri gormek miimkiindiir. Chiu, Lee ve Huang’in (2004), Tayvan’ da yaptig1 arastirma, oyun bagimlilig
arttikca akademik basar1 diizeyinin diistiiglinii géstermektedir. Suler’in ( 2004), yaptigi arastirmada internette
ve oyunda ¢ok zaman harcayan bireylerde; yakin ¢evreden uzaklasma, siddet davranigi, akademik basarida
diisiis ve ice kapanma gibi olumsuz etkilerin oldugu ortaya konulmustur. Bununla birlikte, etkilesimli ¢gevrimigi
oyunlarin akademik performansin artmasina yol agabilecegini O6ne siiren aragtirmalar da mevcuttur (Anand,
2007; Jackson ve digerleri, 2008). Din ve Calao, (2001)’nin yaptig1 bir arastirma, egitici ¢evrimigi oyunlar
oynayan Ogrencilerin heceleme ve okuma 6grenmelerinde, kontrol grubuna gore Onemli artiglar oldugunu
gostermistir. Skoric, Teo ve Neo (2009), oyun bagimliliginin olumsuz akademik performansa yol agarken, orta
diizeyde oyun oynamanin akademik performansin artisina yol agabilecegini bulgulamiglardir.

Cevrimici oyunlarla, internet bagimliligi arasindaki iliskiyi inceleyen arastirmalara bakildiginda, Mitchell
(2000), internet iizerinden oyun oynamanin dopamin salgisini artirdigint ve dopaminin bagimliligin ortaya
¢tkmasinda 6nemli bir yeri olan nérokimyasal oldugunu ifade ederek, bagimlilik ile ilgili 6nemli bir veri
sunmaktadir. Oyun amagli internet bagimlilig1 ve internet kullanimi arasindaki iligkiyi inceleyen arastirmalara
baktigimizda, zamaninin biiyiik bir kismini oyun oynayarak geciren yetiskin olmayanlarin madde bagimliliginda
goriilen belirtilere sahip oldugu goriilmistiir (Hsu vd., 2009; Ko vd., 2009; Mehroof ve Griffiths 2010; Wolfling
vd., 2008; Young, 2009). Ayas ve Horzum (2013), yaptiklar1 arastirmada, internet bagimliligt arttik¢a oyun
bagimliligimin da arttigini belirlemislerdir. Yilmaz ve digerleri (2014) yaptig1 arastirmada, oyun amach internet
kullanan 6grencilerin toplam bagimlilik puanlarinin; miizik- film, 6dev-arastirma ve sosyal ag amaciyla internet
kullanan dgrencilerinkinden daha fazla oldugunu ortaya koymustur. Oncelikli internet kullanim amaci oyun
olanlarin, toplam bagimlilik puanlar1 6ncelikli amaci sosyal ag ve haber okumak olanlardan daha fazla oldugu
gOrlilmistiir.

Aragtirmamizin bir diger sorunsali olan, interneti oyun amagh kullanan 6grencilerin algiladiklar1 sosyal destek
diizeyleri arasinda iliski olup olmadigina bakmadan Once algilanan sosyal destek kavramina deginmek
gerekmektedir. Algilanan sosyal destek, bireyin cevresindeki insanlarla giivenli bir bag kurduguna ve
cevresindeki insanlardan gereken destegi temin edebilecegine dair algisidir. Bireyin deger verildigine,
sevildigine ve digerleriyle saglikl iyi iliskiler kurduguna dair hislerini ifade eder (Oktan, 2005). Oyun amaglt
internet kullanan 6grencilerin algiladiklar1 sosyal destek diizeylerinin incelendigi arastirmalarin farkli sonuglar
ortaya koydugu goriillmektedir. Yiiksel ve Baytemir’in ( 2010 ), yaptig1 arastirmada oyun ve eglence amagh
internet kullanan Ogrencilerin algiladiklar1 sosyal destegin degismedigi ortaya konulmustur. Kraut ve
digerlerinin (2002) yaptiklar1 ¢alismada, internetin sosyal etkilesim amaciyla kullanimi arttik¢a bireylerin yakin
iliski kurdugu kisilerle olan iliskisinin azaldig1 goriilmiis, algilanan sosyal destek ve internet kullanimi arasinda
negatif yonlii bir iliski oldugu ortaya konulmustur. Yine, algilanan sosyal destek diizeyi diisiik olan
ogrencilerde, internetin problemli kullanim oraninin yiiksek oldugu ifade edilmektedir. Ayrica, diisiik sosyal
destek algisinin, problemli internet kullanim1 konusunda bir risk faktorii oldugu belirtilmektedir (Chen, Li ve
Long, 2007). Literatiirde algilanan sosyal destek ile internetin problemli kullanimi arasinda pozitif yonlii iligki



AUJES (Adiyaman University Journal of Educational Sciences 69

oldugunu gosteren ¢alismalar mevcuttur (Shaw ve Gant, 2002; Silverman; 1999). Kraut, Patterson ve Lundmark
(1998), insanlarin interneti diger amaglardan ziyade daha ¢ok bagkalariyla iletigim amagli kullandiklarini ortaya
koymustur. Bu internet kullanicilarinin destek ve etkilesim ihtiyacini karsilamak istediklerini ve internet
araciligryla bu ihtiyaglarini karsiladiklarini gostermektedir (Mossbarger, 2008). Ancak internet kullanimi yalniz
yapilan bir etkinlik oldugundan kisilerarasi iligkilere zarar verebilmektedir. (Kraut ve digerleri,1998; Sanders ve
digerleri, 2000).

Yukarida ¢evrimigi oyunlarin gengler arasinda oldukga yaygin olduguna ve gencler iizerindeki olumlu ve
olumsuz etkilerine dikkat ¢ekilmistir. Teknolojideki geligsmeler ile ergenlik doneminin gelisimsel ihtiyaglar1 ve
sorunlar1 diisiiniildiigiinde ve oyun oynamanin internet bagimlilig1 agisindan bir risk faktorii olmasi da dikkate
almarak oyun amacl internet kullaniminin nedenleri ile beraber oyun amagli internet kullanimindan ergenlerin
sosyal ve davranigsal acidan nasil etkilendiklerinin aydinlatilmasinin 6nemli oldugu ve ¢aligmanin bu anlamda
yarar saglayacagi diisliniilmektedir. Bu dogrultuda arastirmada asagidaki sorulara yanit aranmustir:

1. Ogrencilerin oyun amagli internet kullanimu ile cinsiyeti arasinda anlamli bir farklilik var midir?
2. Ogrencilerin oyun amagli internet kullanimi ile akademik basarisi arasinda anlamli bir farklilik var midir?

3.0yun amagl internet kullanmayan 6grenciler ve oyun amagl internet kullanan dgrencilerin giinliik internet
kullanim stirelerinde anlaml bir farklilik var midir?

4.0yun amagh internet kullanmayan Ogrenciler ile oyun amacl internet kullanan Ogrencilerin algiladiklar
sosyal destek diizeyleri arasinda anlaml1 bir farklilik var midir?

5.0yun amaglt internet kullanmayan Ogrenciler ile interneti oyun amacli kullanan &grencilerin internet
bagimlilik semptomlar: arasinda anlamli bir farklilik var midir?

Yontem
Arastirma modeli

Gegmiste ya da halen var olan bir durumu var oldugu sekliyle betimlemeyi amaglayan arastirma yaklasimi
tarama modelidir (Karasar, 2014). Bu arastirmanin lise 6grencilerinde oyun amacl internet kullanimi ile
cinsiyet, akademik basari, giinliik internet kullanim siiresi, algilanan sosyal destek diizeyi ve internet bagimliligi
semptomu degiskenleri arasinda anlamli bir farklilik olup olmadigini amaglamaktadir.

Arastirma Grubu

Aragtirma grubu 2018-2019 6gretim yilinda dort farkli okul tiiriinde egitimlerine devam eden 360 6grenciden
olugmaktadir. Caligmaya katilan &grenciler, 12.simif haricindeki siniflarda okuyan 6grencilerden elverisli
ornekleme yoluyla secilmistir. Bu 6grencilerin 184’1 erkek (%51.1) ve 176’s1 kiz (48.9) dir. Veriler siif
ortaminda yaklagik 40-45 dakikada arastirmacinin kendisi tarafindan toplanmuistir. Katilimda goniilliiliik esas
almmustir. Ogrencilerin tercih ettikleri oyun tiirlerine bakildiginda macera/aksiyon (GTA, Outlast, Left 4 Dead
vb.) kiz (%22,7), erkek (%77,3); Spor/yarig (GTA, Outlast, Left 4 Dead vb.) kiz (%26,2), erkek (%73,8); FPS
(First-Person shooter) (Wolfteam, Counter Strike vb.) (kiz (%19,3), erkek (%80,7); Strateji (League of Legends,
Dota,Smite vb.) (kiz (%25,3), erkek (%74,7); Simiilasyon (Gemi, ugak vb.) (kiz (%22,4), erkek (%77,6); diger
oyun tiirleri kiz (%58,7), erkek (%42,3) ve RPG (Role Playing Game) (Diablo, Knight online vb.) (kiz (%17,0),
erkek (%83,0) tiirli oyunlarin izledigi goriilmektedir. Giinliik internet kullamim siirelerine bakildiginda 153
Ogrencinin (%42,5) interneti 1-3 saat araliginda kullandig1 goriilmiistiir. Diger 6grenciler ise interneti sirasiyla
4-6 saat (%20,3), 1 saatten az (%18,3), 9 saatten fazla (%10,8) ve 7-9 saat (%8,1) kullandiklarini belirtmislerdir.
Ogrencilerin interneti kullanim amaglar siralandiginda arastirma-6dev kiz (%77,0), erkek (%23,0); sosyal aglar
kiz (%75,9), erkek (%24,1); film-video-miizik kiz (%70,7), erkek (%29,3); oyun kiz (%41,5), erkek (%58,5);
sohbet (%55,3) kiz (%58,2,0) erkek (%47,8); mail-iletisim kiz (%29,3), erkek (%70,7) ve haber kiz (%20,7),
erkek (%79,3) amaglh kullanimin izledigi belirlenmistir. Aragtirma grubundaki 6grencilerden internet bagimliligi
semptomu gosterenlerin sayisi ¢ok az bulunmustur. Bu nedenle anlamli istatistiksel bir karsilastirmada
bulunabilmek igin internet bagimlis1 (IBO puani 80 ve iizeri) olanlar ile sinirli semptom gosterenler (IBO puani
51-79 arasinda olanlar) tek grup haline getirilerek “semptom gosterenler” olarak yeniden tanimlanmuigtir.
Béylece karsilastirma, IBO puani 50 ve altinda olanlar yani “semptom gdstermeyenler” ile “semptom
gosterenler” seklinde iki diizey arasinda gergeklestirilmistir.

Veri Toplama Araclari
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Aragtirmada; arastirmacinin kendisi tarafindan hazirlanan kisisel bilgi formu, algilanan sosyal destek 6l¢egi ve
internet bagimlilig1 dlgegi uygulanarak veri toplanmistir.

Kisisel Bilgi Formu

Bu formda 6grencilere ait demografik bilgiler ile kendine ait bilgisayara sahip olma durumu, internete
baglanilan yer, internet kullanimda aile miidahalesi durumu, interneti giinliik ne kadar kullandig1 ve kullanim
amact ve okul bagarisinin tespitine yonelik sorulan son dénem not ortalamasi yer almaktadir.

Internet Bagimliligi Olgegi (IBO)

Young’in (1998) Mental Hastaliklarin Teshis ve Istatistigi El Kitab1-4 (DSM-IV)’iin “Psikoaktif Madde
Bagimlilig1” 6lgiitlerine dayanarak olusturdugu, Bayraktar (2001) tarafindan Tiirkgeye uyarlanmis olan 20
maddelik Likert tarz1 bir 8lgektir ve 12-17 yas grubuna uygundur. Olgekte “Ne siklikla planladigmizdan daha
fazla siirede internette kaliyorsunuz?” ve “Ne siklikla okula devaminiz internetten dolay1 olumsuz etkilenir?”
gibi internet kullanim yogunluklar1 ve bu kullanima bagl olarak bireylerin yasadiklar1 akademik, sosyal ve
davranissal sorunlara iligkin maddeler yer almaktadir. Katilimcilarin “Devamli” “Cok sik” “Cogunlukla” “Arada
sirada” “Nadiren” ve “Higbir zaman” segeneklerinden birini isaretlemeleri istenmektedir. Bu seceneklere
sirastyla 5, 4, 3, 2, 1 ve 0 puan ile degerlendirilmektedir. 50 puan ve alt1 alanlar “Semptom Gostermeyenler”,
50-79 puan arasi alanlar “Sinirli Semptom Gosterenler”, 80 ve {izeri alanlar “Patolojik Internet Kullanicis1”
olarak siniflandiriimaktadir. IBO’niin standardize edilmis Alpha degeri agisindan giivenirligi .91, Spearman-
Brown degeri agisindan .87’dir. Bu aragtirmada Olgegin Cronbach Alpha giivenirlik katsayist 0.90 olarak
hesaplanmustir.

Algilanan Sosyal Destek Olgegi

Yildirim (1997) tarafindan gelistirilen Algilanan Sosyal Destek Olgeginin, Yildirim (2004) tarafindan
revize edilmis hali (ASDO-R) arastirmada kullanilmistir. ASDO-R; Aile Destegi (AID), Arkadas Destegi
(ARD) ve Ogretmen Destegi (OGD) olarak ii¢ alt dlgekten olusmaktadir. Olgek maddeleri “Ailem bana
gercekten deger verir”,”Arkadaslarim dogru kararlar vermeme yardim eder.”, "Ogretmenlerim sorunlarimi
¢ozmeme yardim eder .” seklinde bireyin aile, arkadas ve Ogretmen destegini derecelendirdigi ifadelerden
olusmaktadir. ASDO-R; aile destegi alt dlgeginde 20 madde, arkadas destegi alt lgeginde 13 madde ve
o0gretmen destegi alt dlceginde 17 madde ile toplam 50 maddeden olusmaktadir. Likert tipi {i¢ derecelendirmeli
(bana uygun=3, kismen=2, bana uygun degil==1) bir 6lgektir. Alt 6l¢eklerin her birinde birer tane olmak iizere
tersine ¢evrilmis madde sayisi ictiir. Olgeklerden alinabilecek puan araliklar soyledir: AID; 20-60, ARD; 13-
39, OGD ; 17-51, toplam ASDO-R ; 50-150. Puanin yiiksek olmasi bireyin sosyal destek algisimin fazla
olduguna isaret etmektedir. ASDO-R’nin tiimii i¢in Alpha = .93, rxx = .91; AID i¢cin Alpha = .94, rxx = .89;
ARD igin Alpha = 91, rxx = .85; OGD igin Alpha = .93, rxx = .86 bulunmustur. Elde edilen giivenirlik
katsayilari ASDO-R ve alt olgeklerinin sosyal destegi Olgmek amaci ile giivenle kullamlabilecegini
gostermektedir (Y1ldirim, 2004). Bu aragtirmada ASDO-R aile destegi boyutunun Cronbach Alfa katsayisi 0.91,
arkadas destegi boyutunun 0.89, 6gretmen destegi boyutunun 0.92 ve dlgegin tiimil igin Cronbach Alfa katsayisi
0.93 olarak hesaplanmustir.

Verilerin Analizi

Demografik veriler igin betimsel istatistikler kullamlmstir. Ogrencilerin oyun amagh internet
kullanimlarimin cinsiyet, akademik basari, internet bagimlilig1 ve internet kullanim siirelerine gére anlamli bir
farklilik gosterip gostermedigini Ki-Kare Testi ile interneti oyun amagli kullanan ve oyun amagh kullanmayan

ogrencilerin algilanan sosyal destek puanlarinin farkli olup olmadigi ise T Testi ile belirlenmistir. Arastirmada
istatistiksel anlamlilik sinir1 olarak p<0,05 kabul edilmistir.

Bulgular

Cinsiyete Gore Oyun Amach Internet Kullanimina Iliskin Bulgular

Cinsiyete gore oyun amacl internet kullanimi arasinda istatistiksel olarak anlamli bir farklilik olup olmadigini
belirlemek amaciyla Ki-Kare Testi yapilmistir. Sonuglar Tablo 7°de verilmistir.

Tablo 1. Cinsiyete Gére Oyun Amagli internet Kullanimina iligkin Ki-Kare Testi Sonuglari
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Oyun amaglt Oyun amagl

Kullananlar Kullanmayanlar %2 sd p
Cinsiyet N % N %
Kiz 6grenciler 73 415 103 58,5
Erkek dgrenciler 142 77,32 42 22,8 46,18 1 ,000
Toplam 215 59,7 145 40,3

P<0,01

Ogrencilerin cinsiyetlerine gore interneti oyun amagh kullanimlari arasinda anlamli bir fark oldugu
belirlenmistir(p<0,01). Erkek 6grenciler (%77,3) interneti kiz dgrencilere (%41,5) gore daha yiliksek oranda
oyun amagh kullanmaktadirlar. Cinsiyetin oyun amagh internet kullanimina orta diizeyde bir etkide bulundugu
belirlenmistir (Phi=,36).

Oyun Amach Internet Kullaniminin Akademik Basart Diizeyine Gire Incelenmesine Iliskin Bulgular

Ogrencilerin not ortalamalarina gore interneti oyun amagli kullanimina dair yapilan Ki Kare Testinin sonuglar
Tablo 2’de yer almaktadir. Ogrencilerin akademik basar1 diizeyleri belirlenirken ortadgretim not sistemi dikkate
almarak siniflandirma yapilmistir. Ogrencilerin son dénem not ortalamalar1 akademik basarida belirleyici
olmustur.

Tablo 2. Akademik Basar1 Diizeyine Gére Oyun Amagli internet Kullanimina iliskin Ki-Kare
Testi Sonuglari

Oyun amacl Oyun amacl

Kullananlar Kullanmayanlar $2 sd p
Akademik Basar1 N % N %
Gegmez (0-49,99) 19 8,8 10 6,9
Geger (50, 59,99) 41 19,1 19 13,1

9,91 ,042

Orta (60-69,99) 68 31,6 37 25,5 4
Iyi (70-84,99) 80 37,2 66 45,5
Pekiyi (85-100) 7 3,3 13 9,0
Toplam 215 59,7 145 40,3

p<0,05

Tablo 2 incelendiginde 6grencilerin akademik bagarilarina gére oyun amagh internet kullanimlarinda anlamli bir
fark oldugu goriilmektedir. Akademik bagarist Gegmez, Geger ve Orta olan 6grencilerin oyun amagli internet
kullanim oranlar1 diger 6grencilere gore anlamli diizeyde daha fazladir (y2= 9,91, p<0,05). Cramer’s V degeri
,166 olarak belirlenmistir. Akademik basarisinin orta ve altinda olmasinin oyun amacl internet kullaniminda
kismen etkili bir degisken oldugu ifade edilebilir.

Oyun Amach Internet Kullammumin Giinlitk Internet Kullamim Siiresine Gire Incelenmesine Iliskin
Bulgular

Tablo 3. Giinliik Internet Kullanim Siiresine Gére Oyun Amagli internet Kullamimina iliskin
Ki Kare Testi Sonuglari

Oyun amagl Oyun amaglt
Kullananlar Kullanmayanlar x2 sd p
N % N %
Giinliik Internet
Kullanim1
1 saatten az 24 36,4 42 63,6
1-3 saat 96 62,7 57 37,3 19,07 4 ,001

4-6 saat 50 68,5 23 315
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7-9 saat 19 65,5 10 34,5
9 saatten fazla 26 66,7 13 33,3
Toplam 215 59,7 145 40,3
p<0,01

Ogrencilerin giinliik internet kullanim siirelerine gore oyun amacl internet kullanimlar arasinda anlaml bir fark
oldugu belirlenmistir. Gilinliik 1 saate kadar olan internet kullaniminda interneti oyun amactyla kullandigimi
belirten 6grencilerin orani daha diisiik iken interneti giinliikk 1 saat ve daha fazla kullanan 6grencilerde oyun
amaglt kullanim orami1 daha yiiksektir. Giinlik internet kullanim siiresinin oyun amach internet kullanimi
davraniginda etkisi oldugu soylenebilir. (Phi=,23, p<0,01).

Oyun Amach Internet Kullaniminin Algilanan Sosyal Destek Diizeyine Gore Incelenmesine Iliskin Bulgular
Ogrencilerin sirastyla Aile, Ogretmen ve Arkadaslarindan algiladiklar1 sosyal destek diizeyleri ile Algilanan

Sosyal Destek Olgegi toplam puanina gore ayri ayr1 yapilan T Testi sonuglari tablolar halinde gosterilmistir:

Tablo 4. Aileden Algilanan Sosyal Destek Diizeyi ve Oyun Amagl Internet Kullanimia
Iliskin T Testi Sonuglar1

ASDOR(AILE)

Internet kullanimi N X SS Sd t p
Oyun amagl kullananlar 215 51,91 7,305

Oyun amagli kullanmayanlar 145 51,95 7,506 358 ,045 ,96

Oyun amach internet kullanan ve oyun amach kullanmayan Ggrencilerin aile destegi alt dlgek puanlarim
karsilagtirmak igin bagimsiz orneklemler t-testi yiriitiilmiistiir. Tablo 4 incelendiginde, oyun amacglh internet
kullanan 6grenciler (x=51,91) ve oyun amaglh internet kullanmayan 6grencilerden (x=51,95; t(358)=,045, p=
,96) elde edilen puanlar arasinda anlamli bir fark bulunmamastir.

Tablo 5. Arkadastan Algilanan Sosyal Destek Diizeyi ve Oyun Amagli internet Kullanimina
Iliskin T Testi Sonuglart

ASDOR(ARKADAS)

Internet kullanimi N X SS Sd t p
Oyun amagh kullananlar 215 33,77 5,222

Oyun amagli kullanmayanlar 145 34,97 5,218 358 2,14 ,033
p<0,05

Oyun amagh internet kullanan ve oyun amach kullanmayan &grencilerin arkadas destegi alt dlgek puanlarini
kiyaslamak igin bagimsiz 6rneklemler t-testi yiriitiilmiistiir. Tablo incelendiginde oyun amagh internet kullanan
ogrenciler (X=33,77) ve oyun amagli internet kullanmayan 6grencilerden (x=34,97; t(358)=2,14, p=,033) elde
edilen puanlar arasinda anlamli bir fark vardir. interneti oyun amagh kullanmayan dgrencilerin arkadaslarindan
algiladiklar1 sosyal destek puan ortalamasi (X=34,97), interneti oyun amacl kullanan 6grencilerin puan
ortalamasindan (x=33,77) anlaml sekilde yiiksektir.

Tablo 6. Ogretmenden Algilanan Sosyal Destek Diizeyi ve Oyun Amagli internet Kullanimina
Iliskin T Testi Sonuglar

ASDOR(OGRETMEN)

Internet kullanim1 N X SS Sd t p
Oyun amagli kullananlar 215 39,46 8,352

Oyun amagl kullanmayanlar 145 40,57 8,047 358 1,24 21
p<0,05

Oyun amagl internet kullanan ve oyun amagl kullanmayan 6grencilerin 6gretmen destegi alt dlgek puanlarini
kiyaslamak igin bagimsiz orneklemler t-testi yiiriitiilmiistir. Tablo 6 incelendiginde oyun amaglh internet
kullanan 6grenciler (X=39,46) ve oyun amagh internet kullanmayan 6grencilerden (x=40,57; t(358)=1,24, p=
,21) elde edilen puanlar arasinda anlamli bir fark yoktur.
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Tablo 7. Algilanan Toplam Sosyal Destek Diizeyi ve Oyun Amagh Internet Kullanimina
Iligkin T Testi Sonuglar

ASDOR(TOPLAM)

Internet kullanim1 N X SS Sd t p
Oyun amacl kullananlar 215 125,4186 14,744

Oyun amagh kullanmayanlar 145 127,496 16,389 358 1,253 21
p<0,05

Oyun amagh internet kullanan ve oyun amagh kullanmayan dgrencilerin, Algilanan Sosyal Destek Olgegi
toplam puanlarini kiyaslamak i¢in bagimsiz drneklemler t-testi yiiriitiilmiistiir. Tablo 7 incelendiginde oyun
amaglt internet kullanan O&grenciler (X=125,418) ve oyun amach internet kullanmayan O6grencilerden
(X=127,496; t(358)=1,253, p=,21) elde edilen puanlar arasinda anlamli bir fark yoktur.

Oyun Amach Internet Kullaniminin Internet Bagimlilik Semptomlarina Gire Incelenmesine Iliskin Bulgular

Tablo 8. internet Bagimlilik Semptomlaria Gére Oyun Amagli Internet Kullanmimina iliskin
Ki-Kare Testi Sonuglar1

Oyun amaglh Oyun amaclh

Kullananlar Kullanmayanlar 12 sd p
Internet bagimlihig N % N %
Semptom gdstermeyenler 181 58,8 127 41,2
Semptom gdsterenler 33 64,7 18 35,3 418 1 018
Toplam 214 59,6 145 40,4

p<0,05

Tablo 8 incelendiginde oyun amaglh internet kullanan ve oyun amagh kullanmayan 6grencilerin internet
bagimlilig: belirtileri bakimindan aralarinda anlamli bir fark bulunmamistir (y2=,418, p> 0,05).

Sonug, Tartisma ve Oneriler

Aragtirmanin bulgulari cinsiyetlerine gore lise 6grencilerinin interneti oyun amagl kullanimlari arasinda anlaml
bir fark bulunduguna igaret etmektedir. Erkek ogrencilerin(%77,1) kiz 6grencilere (%41,5) gore daha yiiksek
oranda oyun amaciyla internet kullandiklar1 belirlenmistir (P<0,01). Literatiir incelendiginde bu sonug internet
oyun oynama bozuklugunun cinsiyete gére degerlendirildigi ¢aligmalarla (Bonnaira ve Baptista, 2019; Bonnaire
ve Phan, 2017; Wichstrom vd., 2019) paralellik gostermektedir. Fam (2018), Ergenlerde internet oyun oynama
bozuklugunun yayginlhigini belirlemek ve karsilagtirma tablosu ortaya koymak icin 10-19 yas araligindaki
ergenleri kapsayan arastirmalardan olusan bir meta- analiz ¢alismasi gergeklestirmistir. Bu ¢alismada ergenlerde
bozuklugun yayginlig1 % 4,6 olarak belirlenmistir. Ay arastirmada bu oranin; Ferguson ve digerlerinin (2011)
yaptiklart meta-analiz ¢aligmasinda oyun oynama bozuklugunun ¢ocuklarda gériilme oranindan (%4,2) fazla
ancak yetiskin grupta belirledikleri orandan (%8,9) az oldugunu belirtmektedir ve bu durumun oyun
bozuklugunun erken yastaki baslangicini yansitabilecegi vurgulanmaktadir. Fam (2018), erkeklerde oyun
oynama bozuklugunun goériilme oranmin (%7,1) kizlara (%1,7) gore neredeyse dort kat fazla oldugunu ortaya
koymustur. Oyun oynama bozuklugunda cinsiyetlere gore ortaya konulan bu farkliligin cinsiyete gore tercih
edilen oyun tiirlerine atfedilebilecegi ifade edilmistir (Greenberg vd., 2010; Hartmann ve Klimmt, 2006; Homer
vd., 2012). Cinsiyete gore oyun tercihlerine bakildiginda erkeklerin daha ¢ok rol oynama, FPS ve strateji;
kizlarin ise daha Ogretici ve beceri gerektiren oyunlari tercih ettikleri belirlenmistir (Elliott vd., 2012; Fam,
2018; Rehbein vd., 2015). Oyun oynama siiresi agisindan bakildiginda erkek cinsiyet ve tercih edilen oyun
tiriiniin yordayict oldugu, erkeklerde en fazla oyun oynama siiresinin ise rol oynama ve FPS tiirii oyunlar
oldugu bulgusu (Rehbein vd., 2015) dikkati ¢ekmektedir.

Bu calismada da 6grencilerin interneti kullanim amaglariyla birlikte tercih ettikleri oyun tiirleri de
belirlenmistir. Ogrencilerin cinsiyetlerine gore tercih ettikleri oyun tiirlerine bakildiginda kiz 6grencilerin
tabloda belirtilmeyen oyun tiirleri igin yer verilen “diger” kategorisi hari¢ tutuldugunda sirasiyla spor (%26,2),
strateji (%25,3), macera/aksiyon (%22,7) oyunlarimni; erkek 6grencilerin sirasiyla RPG (%83), FPS (%80,7) ve
Simiilasyon (%77,6) oyunlarim tercih ettikleri sonucuna ulasilmistir. Karakus, Inal ve Cagiltay (2008), Lise
ogrencilerinin tercih ettikleri oyun tiirleri ve nedenlerini arastirdiklart ¢aligmalarinda erkek 6grencilerin
¢ogunlukla araba yarisi, spor, FPS oyunlarini; kizlarin ise aksiyon/macera, bulmaca, araba yarisi, kart ya da
masa oyunlarini tercih ettiklerini belirlemislerdir. Bu oyunlar1 tercih nedenleri erkeklerde eglenmek iken
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kizlarda ise oyunun &gretici olmasinin belirleyici oldugu goriilmiistiir. Internet oyun oynama bozuklugunun
goriilme orani her ne kadar erkeklerde daha fazla olsa da bozuklugun norobiyolojik olarak iki cinsiyeti de farkli
sekilde etkiledigi, bozukluga sahip bireylerin cinsiyete gore kortikal kalinliklarinda farkliliklarin bulundugu ve
kizlarm erkeklere gore bozukluktan daha fazla etkilendigi de belirtilmektedir (Ziliang vd., 2019). Bu durum
bagimliligin cinsiyetlere gore farkliliinda norobiyolojik faktdre isaret etmesi bakimindan énemlidir.

Akademik bagartya gore Ogrencilerin interneti oyun amaglt kullanimlari degerlendirildiginde;
ogrencilerden akademik basarisi ortalama ve daha altinda bulunanlarin interneti oyun amach kullanimlari
anlaml diizeyde yiiksek bulunmustur. Bu sonug literatiirdeki diger bilgisayar oyunu bagimliligi/internet oyun
oynama bozuklugu ve diisiik akademik basar1 iligkisini ortaya koyan c¢alismalar (Brunborg vd., 2014; Miiller
vd., 2015; Biilbiil vd., 2018) ile tutarlidir. Arastirmanin bu sonucu akademik basar1 diizeyi yiiksek olan
ogrencilerin interneti daha bilingli sekilde kullandiklarini, oyun amaci disinda ve okul sorumluluklarma katkida
bulunacak sekilde interneti kullandiklarma isaret etmektedir. Ogrencilerin internet kullanmim amaclar
incelendiginde aragtirma ve 6dev amagli kullanim oraninin (%74,3) oldukga yiiksek olmasi dikkati gekmektedir.
Chen ve Fu (2009) Tayvan’da ortaokul 8.sinif dgrencilerinin internet kullanimlarinin bir yil sonraki lise girig
sinavina etkisini incelemislerdir. Arastirma sonuglar1 bu ¢alismaya benzer sekilde bilgi edinmek amacl internet
kullanan 6grencilerin siav puanlarinin sosyallesme ve oyun oynamak i¢in internet kullanan dgrencilerin siav
puanlarindan daha yiiksek oldugunu ortaya koymustur. Delbe ve Hazar (2022) da ortaokul dgrencilerinde dijital
oyun bagimlilig1 diizeyi ve akademik basari iligkisini inceledikleri ¢aligmalarinda katilimcilarin dijital oyun
bagimlilig: diizeyi ve akademik basar1 durumu arasinda negatif yonde anlamli diizeyde bir iliski oldugu tespit
edilmistir. Literatiir baglaminda bilgisayar oyunu bagimliligi/internet oyun oynama bozuklugu ile akademik
basar1 arasindaki negatif iligski diistintildligiinde; bu c¢alismanin interneti oyun amagli kullanan 6grencilerin
akademik bagarisinin ortalama ve daha altinda olmasi tutarlidir. Nitekim dijital oyun bagimliliginin ¢ocuklarda
akademik basarty1 diigiirdiigli (Delbe ve Hazar, 2022) ifade edilmektedir.

Arastirmanin diger bir sonucu da giinliik internet kullanim siiresinin bir saati gegmesi ve internet
kullanim siiresinin artisiyla oyun amagl internet kullanim oranmin da artmasidir. Benzer sekilde Laconi ve
digerlerinin (2017) internet oyun oynama bozuklugunun psikopatolojisini ele aldiklar1 ¢aligmalarinda
katilimeilarin ¢evrimigi oyunlarda harcadiklar1 zaman araligini haftalik olarak 1 saatten az ve 126 saatten fazla
olarak belirlemiglerdir. NG ve Weimer-Hastings (2005), internet ve gevrimici oyun konulu arastirmalarinda
Kitlesel Katilimli Cevrimi¢i Rol Oynama (MMORPG) oyunlari ile ¢evrimdisi bilgisayar oyunlarini oynayan
bireyleri incelemislerdir. Bu bireylerin haftalik olarak bilgisayar oyunu i¢in harcadiklart zamana bakildiginda
¢evrimigi/internet bazli oyunlar oynayan grubun oyunda geg¢irdigi stirenin daha fazla oldugunu tespit etmislerdir
ve bu durum ¢evrimici oyunlarda bireylerin iletisim kurmasi ve bir gruba dahil olmasi gibi sosyal imkanlarla
beraber sanal yasamlarini gergek yasantilarindan daha rahat ve tatmin edici bulmalari seklinde agiklanmigtir.
Hawi ve digerlerinin (2018) Liibnan’da lise 6grencileriyle yaptiklar ¢alismada internet oyun oynama bozuklugu
olmayan 6grencilerin hem ¢evrimigi/internet bazli hem de ¢evrimdisi oyunlar oynadiklart belirlenirken internet
oyun oynama bozuklugu olan 6grencilerin tamaminin ¢evrimi¢i oyun oynadiklari ve uyku bozuklugu
gosterdikleri goriilmiistiir. Ozgozii, Simsek, Arikan, Alyaprak, Giinay ve Eyigiingér (2022) de ¢aligmalarinda;
Ogrencilerin %56,8’inin ii¢ saatten fazla internet kullanirken %14,1°inin ise alti saatten fazla internet
kullandigini tespit etmislerdir. Aym ¢alismada bulgular dogrultusunda problemli internet kullanimi i¢in 6ne
¢ikan giinliik internet kullanim siiresi 3 saat olarak ifade edilmistir. Buna gore 3 saatten fazla internet kullanan
ogrencilerin problemli internet kullanimlarmin arttiginin sdylenebilecegi belirtilmistir. Bu arasgtirmada da
¢evrimigi oyunlar ele alinmistir ve internet kullanan 6grenciler arasinda oyun amacgh kullanim gergeklestiren
dgrencilerin giinliik internet kullanim siiresinin fazla olmasi dikkate deger bir bulgudur. Ogrencilerin mail,
arastirma, haber, sohbet ve film-video gibi diger pek ¢ok internet kullanim amacindan daha yiiksek oranda
cevrimi¢i oyunlara zaman ayirmalari, bu oyunlarin sagladigi pek ¢ok sosyal imkan ve ergenlik donemi
ihtiyaglar1 gozetildiginde olduk¢a 6nemli goriinmektedir.

Arastirmanin algilanan sosyal destege iliskin bulgularina gore interneti oyun amagli kullanan ve oyun
amaclh kullanmayan 6grencilerin aile ve Ogretmenden algiladiklar1 sosyal destek ve toplam sosyal destek
puanlart arasinda anlamli bir farklilik olmadigi belirlenmistir. Buna karsin interneti oyun amacglhi kullanmayan
ogrencilerin arkadag sosyal destek algisinin daha fazla oldugu goriilmiigtiir. Prochnow ve digerlerinin (2020) bir
¢evrimici oyun sitesi kullanicilarinin sahip oldugu gergek yasam ve online sosyal destegi, depresif belirtileri ve
site kullanim siirelerini inceledikleri ¢aliymada; sitede daha fazla vakit gegiren iiyelerin 6nemli yasam olaylarini
diger tiyelerle daha fazla paylasma egiliminde oldugunu, daha fazla depresif belirti gosterdiklerini ve gergek
yasam sosyal desteklerinin daha az oldugunu ortaya koymuslardir. Bu sonug iiyelerin gercek yasamlarindaki
sosyal destek boslugunu site aracilifiyla tanistiklart arkadaslarla doldurmak istiyor olabilecekleri seklinde
yorumlanmig ve depresif belirtisi olan iiyelerin oyun aracilifiyla kurduklari iletisimin aslinda bir yardim arayis1
olabilecegi de belirtilmistir. Kowert ve digerleri (2014) duygusal olarak hassas bireylerin online oyunlara dahil
olma ile bu oyunlarda kurduklar1 arkadasliklari inceledikleri caligmada duygusal olarak hassas bireylerin daha
cok sosyal cevrelerini genisletmek amaciyla oyunlara dahil olduklarini ortaya koymuslardir. Bu durum sosyal
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becerileri yetersiz olan utangag bireyler i¢in online oyunlarin; sosyal giigliikleri yenmek, yeni arkadagliklar
edinmek ve eski arkadagliklar1 giiclendirmek i¢in dnemli bir potansiyel barindirdigi seklinde yorumlanmuistir.
Paulus ve digerleri (2018), cocuklarda ve ergenlerde internet oyun bozuklugu konulu ¢aligmalarinda aile igi
siddet, ihmal ve sosyal becerilerdeki yetersizlikler gibi dig faktorlerin 6zellikle Kitlesel Katilimli Cevrimigi Rol
Oynama (MMORPG) oyunlart ve ger¢ek zamanl strateji oyunlarina bagimlilik riskini arttirdigini
belirtmiglerdir. Bu arastirmada da oyun amaglh internet kullanan Ogrencilerin gercek yasamlarinda
arkadaglarindan alamadiklar1 sosyal destegi telafi etmek icin bir ara¢ olarak cevrimi¢i oyunlari oynuyor
olabilecekleri diistiniilmektedir.

Young’un (1998) belirttigi gibi dogrudan internetin kendisi degil internetin yiiksek etkilesim imkani
saglayan uygulamalar sunmasi bagimlilik davranislarinin ortaya ¢ikmasinda etkilidir. Bu dogrultuda arastirmada
cevrimici oyun oynama amaci ve internet bagimlhiligi iliskisi de ele alinmstir. Interneti oyun amach kullanan ve
oyun amagcli internet kullanmayan 6grencilerin internet bagimlilig1 belirtileri agsisindan aralarinda anlamli bir
fark goriilmemistir. Arastirmalar pek ¢ok diger kullanim amaci disinda 6zellikle ¢evrimigi oyun oynama ile
internet bagimliligmin birbiriyle iliskili oldugunu ortaya koymaktadir (Jiang, 2014; Tone vd., 2014; van Rooij
vd., 2010). Ancak ayni zamanda agir1 oyun oynama (Lee vd., 2015) ile beraber oynanan oyun tiiriiniin ve
ozellikle rol oynama (RPG) tiiriiniin internet bagimlilig: ile iligkili oldugu (Lee vd., 2007) belirtilmektedir. Bu
baglamda bu arastirmanin ¢evrimi¢i oyun oynama amaci ve bagimlilik iliskisine dair bulgusunun; oyun amacli
internet kullaniminin internet bagimlilig1 i¢in bir risk faktorii olmakla beraber internet bagimliliginin ¢ok yonli
incelenmesi gerekliligine isaret ettigi ifade edilebilir.

Arastirmanin sonuglar1 akademik basarisi orta ve daha altinda olan 6grencilerin oyun amacli internet
kullanimlarmin fazla olmasi ile birlikte interneti oyun amagh kullanan ve oyun amagh kullanmayan dgrencilerin
internet bagimlilig: belirtileri agisindan aralarinda anlamli bir fark gortilmemesi bakimindan énemlidir. Nitekim
oyun tabanli 6grenme ortamlarinin 6grencilerin 6grenme motivasyonlar1 ve performanslarini pozitif etkiledigini
ortaya koyan aragtirmalar (Hwang vd., 2012; Lin vd., 2012; Yang ve Quadir, 2018) mevcuttur. Jong (2015)
cografya dersinin sanal etkilesimli 6grenci odakli ortamda yapilmasmin pedagojik etkilerini arastirdigi
¢aligmasinda akademik basarisi zayif ve orta olan dgrencilerde yiiksek akademik basarisi olan dgrencilere gore
daha olumlu pedagojik sonuglar gézlendigini ortaya koymustur. Ancak bununla beraber diisiik akademik basari
ile oyun bagimlilig1 puanlari arasinda pozitif yonlii anlaml iligki bulundugu (Aslan, Bascillar ve Karatag, 2022)
ifade edilmektedir. Bu baglamda oyun amach internet kullanimi/internet oyun oynama bozuklugu olan
ogrencilerin akademik performanslarinin ¢ok yonlii arastirilmasi gerektigi sdylenebilir. Aragtirmanin bir diger
onemli sonucu interneti oyun amagli kullanmayan 6grencilerin arkadag sosyal destek algisinin daha yiiksek
olmasidir. Van Ingen ve digerleri (2016) bireylerin fiziksel saglik sorunlari, psikolojik sorunlar, bosanma/es
kayb1 gibi olumsuz yasam olaylar1 sonrasinda kullandiklar1 ¢evrimigi bas etme stratejileriyle baglantili internet
aktiviteleri ve iyi olusu incelemislerdir. Caligmada arastirma grubunun %57’sinin gevrimig¢i bas etmenin bir
tiirtine yoneldigi belirlenmistir. Aragtirmada online bas etmenin; online oyunlar, internette bilgi arama, sosyal
aglar ve online sosyal destek gruplari araciligiyla gergeklestigi ifade edilmistir. Ayrica online zihinsel kaginma
ve online sosyo-duygusal bas etme ile yasam doyumu, 6zsaygi ve iyimserlik arasinda ters yonlii bir iligki ortaya
konmustur. Internet araciligiyla gerceklesen online aktivitelerin bireylerde giinliik yasam stresini azaltmasi
yaninda iyi olus tizerindeki olumsuz etkilerinin sebeplerine iligkin daha ayrintili ¢aligmalarin gerekliligi
vurgulanmistir. Yavuz (2018) tarafindan 6zel yetenekli 6grencilerde internet ve oyun bagimlilig: ile algilanan
sosyal destek diizeylerinin incelendigi ¢alismada da internet ve oyun bagimlilig1 ile algilanan sosyal destek
diizeyi arasinda negatif yonlii ve orta diizeyde bir iliski oldugu belirlenmistir. Ozgozii, Simsek, Arikan,
Alyaprak, Giinay ve Eyiglingor (2022), arastirmalarinda sosyal destek algisinin problemli internet kullaniminin
anlamli bir yordayicist oldugunu belirlemislerdir. Aile ve arkadastan algilanan sosyal destegin artmasinin
problemli internet kullanimini azalttig1 belirtilmektedir. Aslan, Bagcillar ve Karatag (2022) ise dijital oyun
bagimlilig: ile ¢ocuklarda olumsuz sosyal beceriler ve sosyal davranislar arasinda anlamli bir iliski oldugunu
ortaya koymuslardir. Bu baglamda bu arastirmanin oyun amagli internet kullanimi ve algilanan sosyal destege
iliskin bulgular1 dogrultusunda ergenlerin online deneyimleri ve bu deneyim igerisinde 6nemli bir yeri olan
online oyunlar ile iyi oluslarina yonelik kapsamli ¢aligmalarin yararli olabilecegi ifade edilebilir. Nitekim
Bayraktutan (2005)’1n belirttigi gibi gergek sosyal destegi yetersiz bireyler igin internet bir nevi sosyal destegin
telafi edildigi bir yer halini aliyor goriinmektedir.

Arastirmanin sonuglar1 interneti oyun amagh kullanan 6grencilerin oyun amaci diginda kullanan 6grencilere
kiyasla akademik basari, giinliik internet kullanim siiresi ve arkadastan algilanan sosyal destek diizeyindeki
anlaml farklilifa isaret etmesi agisindan Onemlidir. Arastirmada ergenlerin oynadifi c¢evrimici oyunlar
degerlendirilmigtir ve bu oyunlarin sagladig: iletisim imkanlar ile akran desteginin ergenlik donemi agisindan
onemi diisliniildiigiinde, interneti oyun amaclh kullanan ergenlerin arkadaglarindan algiladiklar1 sosyal destek
diizeyinin interneti oyun amacli kullanmayan 6grencilere gore daha diisitk olmas1 dikkate deger bir sonugtur. Bu
bulgular dogrultusunda ergenlerin arkadaslarindan algiladiklar1 sosyal destek ile birlikte akranlariyla kurduklart
iliskilerin niteligi ve iyi oluslar1 bu konuda kapsamli olarak arastirilabilir.



