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Abstract

The aim of this study is to investigate university students’ attitudes who are called as Generation Z, on digital game playing.
In this study, 109 female and 106 male students with a total of 215 students who are attending to various departments of Alanya
Alaaddin Keykubat University, took place voluntarily. In the research, Digital Game Playing Attitude Scale (DGPBS) which
was developed by Demir and Bozkurt (2019), was used. The data of the research was analysed using IBM SPSS 25 packaged
software. To statistically analyse the data obtained from the participants, independent sample T-Test and one-way analysis of
variance test are used. It is observed that there is a statically significant difference, according to the gender variable, by means
of behavioural sub-dimension in students’ digital plays. It is detected that there is a statically significant difference, in terms
of students’ cognitive sub-dimension digital plays causing from faculty difference. It is detected that there is a significant
difference in students’ digital plays by means of any sub-dimension causing from class variable. It is observed that there is
significant difference in students’ digital plays by means of cognitive sub-dimension according to the educational level variable
of the mother. It is detected that there is significant difference in students’ digital plays by means of cognitive sub-dimension
according to the digital play times. As a result of the research students’ digital play attitudes are affected accordingly to gender,
faculty, class, digital play time and mother’s educational level.
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Universite Ogrencilerinin Dijital Oyun Oynama Tutumlarinin Incelenmesi:
Z. Kusagi Uzerine Bir Arastirma

Oz

Bu ¢aligmanin amaci; Z kusagi olarak adlandirilan tiniversite 6grencilerinin dijital oyunlara yonelik tutumlarini incelemektir.
Calismaya, Alanya Alaaddin Keykubat Universitesinin farkli boliimlerinde 6grenim géren 109 kadin ve 106 erkek 6grenci
olmak tizere toplam 215 6grenci goniillii olarak katilmigtir. Aragtirmada Demir ve Bozkurt (2019) tarafindan gelistirilen Dijital
Oyun Oynama Tutumu Olgegi (DOOTO) kullanilmistir. Arastirmanin verileri IBM SPSS 25 paket programi kullanilarak analiz
edilmigtir. Katilimcilardan elde edilen verilerin istatistiksel analizlerinde bagimsiz 6rneklem T-Testi ve Tek Yonlii Varyans
Analizi testleri kullanilmustir. Ogrencilerin davramigsal alt boyutu acisindan dijital oyun oynama tutumlar arasinda cinsiyet
degiskenine gore istatistiksel olarak anlaml bir farklilik bulunmustur. Ogrencilerin bilissel alt boyutu agisindan dijital oyun
oynama tutumlari arasinda fakiilte degiskenine gore istatistiksel olarak anlaml1 bir farklilik saptanmistir. Ogrencilerin bilissel
ve davranigsal alt boyutu agisindan dijital oyun oynama tutumlart arasinda smif degiskenine gore istatistiksel olarak anlamli
bir farklilik bulunmustur. Ogrencilerin bilissel alt boyutu agisindan dijital oyun oynama tutumlari arasinda anne egitim diizeyi
degiskenine gore istatistiksel olarak anlamli bir farklilik bulunmustur. Ogrencilerin davranissal alt boyutu agisindan dijital
oyun oynama tutumlar1 arasinda dijital oyun oynama siiresi degiskenine gore istatistiksel olarak anlamli bir farklilik tespit
edilmistir. Ogrencilerin dijital oyun oynama tutumlarinm cinsiyet, fakiilte, smif, dijital oyun oynama siiresi ve anne egitim
diizeyi degiskenlerine yonelik yapilan analiz sonuglart incelendiginde, bu degiskenlerin dijital oyun oynama tutumlari iizerinde
etkili faktorler oldugu goriilmektedir.
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INTRODUCTION

When we look to the historical time course of the generation concept, it can be said that
the written sources take us to ancient Rome or even to ancient Egypt (Adigiizel et al., 2014).
Children who are born in the same years, become the same generation’s children. The word
Generation is defined in the Turkish Language Society’s (TLS) Philosophy Dictionary as;
“group of people who are approximately born in the same years and shared same age’s
conditions, thereby shared close problems, destiny and have similar responsibilities”, in the
TLS’s Sociology Dictionary as: “People who form twenty-five to thirty years of clusters, race,
breed’’ (Celebi, 2017). In time, societies’ need to evaluate, and this cause people to enhance
new habits and new behaviours. These emerging changes are described as “Generation” (Isik,
2019). Generations, “groups that are born at certain dates, during socialization, groups that are
affected from common social, economic, politic facts and as they are responsible for similar
liabilities, have similar values, beliefs expectations and behaviours” (Kon, 2017). Every
generation has working habits, value judgment, realisation of life, weaknesses and strengths
and different communication styles (Tas et al., 2017). These generations are named according
to the dates they are born; 1965-1979 X Generation, 1980-1999 Y Generation and 2000-2021
Generation Z (Kon, 2017).

Generation Z is also called “Internet Generation” as they are born in an age that is
completely under internet influence and they have serious skills over the internet (Egitimpedia,
2014). The other names for Generation Z are: ‘‘Millennials, Digital Natives, Net Generation,
the Gamer Generation, Next Generation, N-generation, Cyber Kids, Homo Zappiens,
Grasshopper Minn”’ (Yal¢in and izgi, 2014). As they are born in the technology age, it is easier
for them to reach information. It is known that Generation Z kids have the ability to follow
more than one task at the same time (Tas et al., 2017). Having started to receive education in
earlier ages, Generation Z show faster intellectual improvement. Their memories do not depend
on memorising. Their memories are more depending on impersonation, storification and
imagination (Isik, 2019).

Generation Z is born in an era in which digital technologies and electronic devices
developed and is a Generation who witnessed these developments and they are described as
“technology curious” (tech-savvy) (Singh, 2014). Generation Z has a digital technology based
life style, and because they live in a high technology communication era they have the
capability to solve problems with the help of technology and highly interrelating generation
(Erten, 2019). Amongst all the generations, Generation Z has the highest motor skill
synchronisation of hand, eye and ear (Keles, 2011). These advantages may provide several
disadvantages, and cause attention, focusing and concentration difficulties (Altunbay and
Bigak, 2018).

In the Turkish Language Society’s Turkish dictionary many different definitions of
game take place. These definitions are: “Entertainment that develops talent and intelligence,
has certain rules and provides quality time; In theatre or cinema, the style of the artist’s role
performing; all the moves that are done accompanied with music; zeybek dance, artifact, act,
play which is designed to be performed on stage; all kinds of competition that are performed
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to develop body and mind talents depending on the agility; talent, gamble which arouse
amazement” (TDK, 2020). Schiller (1990) defined “human plays in where he/she is a complete
human, and he/she is only a complete human in where the play is played.”” While play is an all
day long entertainment for kids during which they learn, express themselves and gain motoric
and intellectual skills, for adults, game is a recreation and relaxing tool (Kilig, 2020). Game is
an occasion for children which develops in firstly psychomotor, emotional, social fields and
also helps the children in language and intellectual developing, prepares him/her to life and
teaches cooperation (Ayan and Memis, 2012). Game, being a universal concept, is a learning
act physically, psychologically and emotionally for people to prepare them to their lives
(Sezgin, 2014).

Even though the history of game is as old as humanity, with help of archaeological
diggings, it is discovered that the history of game and toy goes back to 5500-2750 B.C. and
belongs to Cucuteni-Trypillian culture which dominated today’s Romania region. The wheeled
bull-shaped toy which was found during the archaeological diggings has a big importance in
showing us how advanced the toy culture was and shows the revolution of game culture
(Vatandas, 2020). The history of toy and the history of humanity are in parallel directions
(Niemann, 1980). All toys have a cultural value. Toys carry the markings of the societies they
were built in and are a mirror to the society geographically, culturally and economically
(Vatandas, 2020). The traditional games, which were defeated by the developing technology,
changed in many ways because of this technology (Kilig, 2020). As a result of changing game
understanding, the games with physical activity leave their place to digital platforms and this
makes the child physically passive and affects social intellectual way negatively (Hazar, 2018).
In becoming modernized societies, as a result of developing and digital technology, the games
become more digital (Yigitoglu, 2018). The computer games which developed in direct
proportion to technological developments, became more attractive and this has raised the
interest in games (Tural, 2005). As in the traditional games, it is known that digital games,
regardless of their type, have an educational function, this function comes out from social,
economic, cultural, ideologic and historical reasons (Binark et al., 2009).

Digital games are the games played by large populations as an entertainment tool in
which they can choose who to play with and, regardless of the outer world, has their own
independent rules and contain entertainment material in digital platforms (Garris et al., 2002).
Digital games are grouped as; online games (Gokgearslan and Durakoglu, 2014) and
multiplayer games or individual games (Kdose, 2013). These games are available to the players
in 5 categories. These are; “strategy games, racing games, sports games, simulation games and
mission games” (Gokgearslan and Durakoglu, 2014). Digital games that are played via desktop
and laptop computers, game consoles, cellular phones, tablets, Playstation, Xbox, etc. are
played extensively by people of all ages (Taylan et al., 2018). Especially having youth leading,
the number of people who use mobile devices for game purpose is significantly high
(Tarlakazan and Yavuz, 2018). These games are intensely preferred by children and youth and
the time they spend to play increases day by day (Demirel et al., 2019). It is known that
approximately 30 million people are playing digital games. This shows us the increase in
interest to digital games (Can and Tekkursun-Demir, 2020). The aim of this study is to

18



CBU Journal of Physical Education and Sport Sciences, 2024, 19(1), 16-28

investigate university students’ attitudes who are called as Generation Z, on digital game
playing. In line with this purpose, answers to the following questions will be sought.

Do university students' attitudes towards playing digital games differ according to gender
variable?

Do university students' attitudes towards playing digital games differ according to the
faculty variable?

Do university students' attitudes towards playing digital games differ according to age
variable?

Do university students' attitudes towards playing digital games differ according to the class
variable?

Do university students' attitudes towards playing digital games differ according to the
variable of father's education level?

Do university students' attitudes towards playing digital games differ according to the
variable of mother's educational status?

Do digital game playing attitudes of university students differ according to the variable of
daily digital game playing time?
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MATERIALS AND METHODS
Research Model

In this study, in order to research the attitude of the university students’ attitude to
digital game playing, “To picture a still ongoing fact or event from past to present as it is and
for the case which is subject to study, the person or the object’s being described as it exists”
sweeping model is used (Karasar, 2005).

Universe and Sample of the Research

The universe of this research is formed upon the university students who are born in
and after the year 2000 which is accepted as the start of the Generation Z and are having their
education inside Turkish borders. The sample of the research consists of 215 students who
attend to various branches of Alanya Alaaddin Keykubat University.

Data Collecting Tool

Digital Game Playing Attitude Scale (DGPBS): The scale which was developed by Demir and
Bozkurt (2019) consists of 18 items in total which go under 3 sub-dimensions: Cognitive (5
items), Affective (5 items) and Behavioural (8 items). The scale is graded from “I Totally
Disagree” (1) to “I Totally Agree” (5) which is prepared using 5-point Likert scale. The
Cronbach’s Alpha internal reliability index is calculated as .82. In this study the internal
reliability index is calculated as .61.

Criterion values for reliability index according to Kili¢ (2016);

When .00< o< .40 “Not reliable”,
When .41< a< .60 “Low reliability”,
When .61< a< .80 “Intermediate reliability”
When .81< a< 1.00 “Highly reliable”
In the light of these values, recent research is observed to have intermediate reliability.

Research Ethics

It was unanimously decided that Alanya Alaaddin Keykubat University Social
Sciences and Humanities Scientific Research Ethics Committee is ethically appropriate as per
the decision of 01/17 dated 20.02.2023.

Analyse of Data

The data of the research was analysed using IBM SPSS 25 packaged software. To
determine whether the data distribution is normal or not, skewness and kurtosis values are
observed. As the skewness and kurtosis values are between the limits (-1.5 and +1.5) which
was stated by Tabachnick and Fidell (2015) data is observed to have normal distribution. Since
the data were normally distributed, independent sample t test and one-way ANOVA test were
used as parametric tests. The significance level of the tests was tested with p<.05.
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RESULTS
The demographic distribution of the data obtained in the study is as in Table 1.

Table 1. Demographical features of the students who took place in the research

Factor Variable N %
Gender Woman 109 50.7
Man 106 49.3

Sports Sciences 50 23.3

Health Sciences 33 15.3

Faculty Educational Sciences 44 205
Social Human and Admin. Sciences 39 18.1

Engineering and Architect Sciences 49 22.8

18 and below 38 17.7

Age 19 age 61 28.4
20 and above 116 53.9

1%t Class 80 37.2

Class 2" Class 57 26.5
3" Class 52 24.2

4t Class 26 12.1

Father’s Pr_|mary — Secondary School 90 41.9
Education Level High School 72 334
Graduate - Postgraduate 53 24.7

Mother’s Pr_|mary — Secondary School 111 51,6
Education Level High School 53 24.7
Graduate - Postgraduate 51 23.7

. - 30-60 Min. 108 50.2
Qv suooun .
Time 91-1ZQ Min. 35 16.3
121 Min. and above 28 13.0

It is observed that 49.3% of the students who participated in the research according to
the “gender” variable are men (n=106) and 50.7% are women. According to the “faculty”
variable, the highest participation amongst the students consists of Sports Sciences Students by
23.3%. It is seen that the lowest participation to the research came from students of Health
Sciences Faculty by 15.3%. When “age” variable is studied, students at age 20 and above has
the highest participation (53.9%) while the students under 18 years of age has the lowest
(17.7%) participation rate. When “class” variable is studied, 37.2% (n=80) of the students who
participate in the research are attending to 1% class, 26.5% (n=57) 2" class, 24.2% (n=52) 3"
class and 12.1% (n=26) 4" class. When “father’s education level” variable is studied it is
observed that 41.9% (n=90) of the students’ fathers graduated from primary or secondary
school, 33.4% (n=71) high school and 24.7% (n=53) graduate or postgraduate. It is seen that
51.6% (n=111) of the students’ mothers are graduated from primary or secondary school,
24.7% (n=53) high school and 23.7% (n=51) graduate or postgraduate. When “daily digital
game playing” times of the students’ is observed the highest percentage 50.2% (n=108) belongs
to the group who plays 30-60 min. daily and the lowest is with 13% (n=28) 121 min. daily.
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Table 2. T-Test results based on students’ digital game playing attitude according to gender variable

Gender N X SD f p
. . . Man 106 2.9175 .806 -5.696 -
Behavioural Sub-Dimension Woman 109 3.5080 712 -5 686 .00

p<.05

In terms of students’ behavioural sub-dimension, it is found out that there is statistically
significant difference based on gender variable of digital game playing attitude (p=.00).

Table 3. ANOVA analyse results based on students’ digital game playing attitude according to faculty
variable

Faculty N X SD f p
Sports Sciences 50 2.8160 .57689

Cognitive Sub- Health Sciences 33 2.9697 53179

Dimension Educational Sciences 44 3.3682 .63677 6.408 .00*
Engineering and Architect. Sci. 49 2.9265 .60648
Social Human and Admin. Sci. 39 3.1333  .46415

p<.05

In terms of students’ cognitive sub-dimension, it is found out that there is statistically
significant difference based on faculty variable of digital game playing attitude (p=.00). In order
to observe between which groups there is a statistically significant difference in the cognitive
sub-dimension, Bonferroni (Kayri, 2009), one of the post-hoc tests, was used due to the
homogeneous distribution of the data and the unequal sample size.

Table 4. The Post-Hoc test results based on the students’ digital game playing attitude according to
faculty variable

Dependent Average  Standard
Variable Difference Error P
Cognitive Educational azzﬁf] SS?iZ?\ieess 55218 11817 .00*
Sub- Bonferroni Sciences Engineering and .39848 13165 .02*
Dimension . . 44165 11874 .00*
Architect. Sci.
p<.05

Based on the Bonferroni test results, amongst “Educational Sciences”, “Sports
Sciences”, “Health Sciences” and “Engineering and Architectural Sciences”, the difference was
on behalf of “Educational Sciences”. According to this result, it is observed that, faculty of
educational students”’ attitude to digital games are more.

In terms of students’ any sub-dimensions, statistically, there is no significant difference
was observed based on age variable of digital game playing attitude (p=.97>.05 for cognitive
sub-dimension, p= .47>.05 for affective sub-dimension, p= .88>.05 for behavioural sub-
dimension.
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Table 5. ANOVA analyse results based on the students’ digital game playing attitude according to class
variable

Class N X SD f p
1% Class 80 2.9550 54654
Cognitive Sub- 2" Class 57 2.9263 57772 6.6630 00*
Dimension 3" Class 52 3.0500 .59128 ' '
4" Class 26 3.4923 .64058
1% Class 80 3.3328 .80297
Behavioural Sub- 2" Class 57 3.4342 .81665 5.863 00*
Dimension 3" Class 52 3.0240 72931 ' '
4" Class 26 2.7692 78716

p<.05

In terms of students’ cognitive and behavioural sub-dimension, it is found out that there
is statistically significant difference based on class variable of digital game playing attitude
(p=.00 and p=.00). To observe amongst which groups there is cognitive and behavioural low
dimension difference, being data’s homogenous distribution, Bonferroni from post-hoc tests is
used.
Table 6. The Post-Hoc test results based on the students’ digital game playing attitude according to class
variable

Dependent Average Standard
Variable Difference Error P
Cognitive Sub- _ 15t Class 53731 .13038 .00*
Dimension Bonferroni 4" Class 2" Class .56599 .13667 .00*
3 Class 44231 13872 .01*
p<.05

Based on the Bonferroni test results, amongst “1% class”, “2" class”, “3 class” and “4" class”,
the difference at cognitive sub-dimension was on behalf of “4™" class”. At the behavioural sub-
dimension, it is observed that, amongst “1% class” and “4t class” the difference was on behalf
of “1% class” and amongst “2" class”, 3™ class” and “4" class” the difference was on behalf
of “2" class”.

In terms of students’ any sub-dimensions, statistically, there is no significant difference
was observed based on father’s education level variable of digital game playing attitude (p=
.11>.05 for cognitive sub-dimension, p= .65>.05 for affective sub-dimension, p=.19>.05 for
behavioural sub-dimension).

Table 7. ANOVA analyse results based on the students’ digital game playing attitude according to
mother’s education level

Mother’s Education Level N X SS t p
Primary — Secondary School 111 2.9207 .57352

Cognitive Sub-Dimension  High School 53 3.1057 .64044 4757 .01*
Graduate — Postgraduate 51 3.2118  .56909

p<.05

In terms of students’ cognitive sub-dimension, it is found out that there is statistically
significant difference based on mother’s education level variable of digital game playing
attitude (p=.01). To observe amongst which groups there is cognitive sub-dimension difference,
bonferroni from post-hoc tests is used.
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Table 8. The Post-Hoc test results based on the students’ digital game playing attitude according to
mother’s education level variable

Dependent Average Standard
Variable Difference Error P
Cognitive .
Sub- Bonferroni  Craduate- Primary and 29104 09651 .01*
- . Postgraduate Secondary School
Dimension
p<.05

Based on the Bonferroni test results, amongst “primary-secondary school”, and
“graduate-postgraduate”, the difference at cognitive sub-dimension was on behalf of
“graduate-postgraduate”. According to this result, it is observed that, mother’s education level
is effective on students’ attitude to digital games.

Table 9. ANOVA analyse results based on the students’ daily digital game playing attitude according to
digital game playing time

Daily Digital Game Playing Time N X SS t p
Behavioural 30-60 m?n. 108 3.5718 .69128
Sub- 61-90 min. 44 29801 .77663 17 655 00*
Dimension 91-129 min. 35 2.7893  .71792
121 min. and above 28 2.7545  .83367
p<.05

In terms of students’ behavioural sub-dimension, it is found out that there is statistically
significant difference based on daily digital game playing time variable of digital game playing
attitude. To observe amongst which groups there is behavioural sub-dimension difference,

Bonferroni from post-hoc tests is used.

Table 10. The Post-Hoc test results based on the students’ digital game playing attitude according to

daily digital game playing time variable

Dependent

Average

Variable Difference SE P

Cognitive 61-90 min. ,59165 ,13109 ,000*

Sub- Bonferroni 30-60 min. 91-120 min. , 18247 ,14256 ,000*

Dimension 121 min. and above ,81729 ,15544 ,000*
p<.05

Based on the Bonferroni test results, amongst “30-60 min.”, “61-90 min”, “91-120
min.” and “121 min. and above” the difference at cognitive sub-dimension was on behalf of

“30-60 min.”
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DISCUSSION AND CONCLUSION

Individuals that are born on and after year two thousand are named Generation Z. The
most significant speciality differing Generation Z from others is that they are born in digital
era. While the internet network, which developed and spread with digital era, has adverse effect
on traditional games, it made a positive effect over the games that are played on the platforms.
Interbedded with the technology, Generation Z prefers digital games instead of traditional
games (Egitimpedia, 2014). In this study, it was aimed to determine the digital game playing
attitude of Generation Z.

According to the results of the research, a statistically significant difference was found
in the behavioural sub-dimension according to the gender variable. At behavioural sub-
dimension it is observed that female students have more digital game playing attitude than the
male students. The reason for female students’ higher digital game playing attitude may be that
female students’ will to create themselves a virtual world. It can be said that, the reason for the
male students’ low digital game playing attitudes, they do not go into enough physical activity
at the games they are playing digitally, so they prefer games which include more physical
activity such as football, basketball and athletics. In the studies they made, Bozkurt et al. (2019)
determined that male students have more digital game playing attitude than female students. In
his study, Balik¢1 (2018) stated that male students would like to socialize more than the female
students and they want to prove themselves not to their friends but to people in the virtual world
they created.

When the averages of the students' answers to the digital game playing attitude scale
are examined, there is a statistically significant difference in favor of the students of the faculty
of educational sciences in the cognitive sub-dimension according to the faculty variable. It can
be told that the educational sciences faculty students’ digital game playing attitude is related to
the social environment they are in. On the contrary, Bozkurt et al. (2019) determined that there
is no difference amongst the students who are attending to the same faculty but attend to
different departments, because of their conflicting schedules and classes.

When the averages of the students' responses to the digital game playing attitude scale
were compared according to the age variable, no statistically significant difference was
observed in any sub-dimension. As a reason for digital game playing attitudes’ not changing,
it can be shown that the digital games attract people of all ages and they are accepted as
entertainment and recreation tools. In the study made with 250 female participant whose ages
vary from 18 to 35, Marshall and Foran (2008) could not find any significant difference in
females’ game preferences.

In the students’ digital game playing attitude scale’s class variable analysis, at cognitive
and behavioural sub-dimension, there is a statistically significant difference. According to the
data gathered, at cognitive sub-dimension, it is found out that 2nd class students’ digital game
playing attitude is higher. During university life, it can be said that 2" class students are more
interbedded with digital games. At behavioural sub-dimension, it is observed that 4" class
students’ digital game playing attitude is higher. It can be said that digital game playing attitude
increases as the students’ education level rises. In the study they made, Bozkurt et al. (2019),
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could not observe any statistically significant difference on digital game playing attitude as the
students who attend to university, even though they were in different classes and different ages,
they belong to the same generation.

There is no statistically significant difference observed according to the students’ digital
game playing attitude scale’s father’s education level variable. It can be said that father’s
education level does not affect students’ digital game playing attitude. Contrarily to our study,
in the study he made, Erten (2019) found out that students’ digital game playing attitude
increases as the father’s education level is higher.

When the averages of the students' responses to the digital game playing attitude scale
were examined, a statistically significant difference was found in the cognitive sub-dimension
according to the mother's education level variable. It can be said that that as the students’
mother’s education level is higher, students’ digital game playing attitude increases. This
finding of the study overlaps with the study Erten (2019) completed. Erten (2019) stated that
mothers think when children uses digital technology, they benefit from it and gain knowledge
and competence.

When the averages of the students' answers to the digital game playing attitude scale
were examined, no statistically significant difference was observed in the cognitive and
affective sub-dimensions according to the variable of digital game playing time, while a
statistically significant difference was observed in the behavioural sub-dimension. It is
observed that students’ digital game playing time varies between 30-60 min. Contrarily to this
study, Bozkurt et al. (2019) stated that when digital game playing time increases the digital
game playing attitude raises. Bayrakdar et al. (2020) stated according to the study they made
with e-sporters, they lack physical activity and have obesity problems due to long hours of
training and competitions.

As a result, amongst the students’ who took participated in the study, there is a
statistically significant difference at gender, faculty, class, mother’s education level and digital
game playing time. At the present time, rapidly increasing population and along with it,
urbanization, caused children’s and youth’s playgrounds decrease. Youth’s new playgrounds
evolved from public gardens to indoor areas because of the narrowing and decreasing areas of
public gardens and playgrounds. The vanishing playgrounds and developing technology caused
digital games rise. It would appear that; internet and digital technologies will take place in lives
of today’s people and future generations increasingly. Digital games may become
indispensable for the new generations. In this study, being born in this digital age, Generation
Z’s attitude to playing digital games and it is believed that the results can be a guide to the
studies about new digital games.

Conflict of Interest: There is no personal or financial conflict of interest within the scope of
the study.

Researchers' Statement of Contribution Rate: Research Design HT, 1B; Statistical Analysis
HOC; Manuscript Preparation HT, 1B; Data Collection was carried out by HT, HOC.
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