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Giris
Dogum ve sonrasinda gelisen bir dizi yasanti orlntilerinin oyun kavrami altinda kiimelendigi
gorulebilir. Cocugun duyularinin gelismesinde basvuru kaynagi cogunlukla oyun olabilmektedir. Bir
nesneyi kesfetme denemelerinde ¢ocugun nesneye dokunmasi, tatma girisiminde bulunmasi ilk oyun
kivilciminin ateslenmesi olarak dislndlebilir. Literatlirde oyunun farkh ozelliklerine odaklaniimis, kiltur
(Huizinga, 1961; Kale, 2003; Nutku, 1998), enerjinin bosaltiimasi (And, 1974; Onder, 1999; Schiller,
1954), eglence (Wolff, 2000) ya da yasama sevinci (Badegruber, 2006; Nutku, 1998) olarak tanimlanmis
ve en 6nemlisi 6grenmek icin dnemli bir yol olarak ifade edilmistir. Cocuklar oyun oynarlarken sosyal,

duygusal ve motorsal gelisimlerine katki saglayan deneyimler yasarlar (De Grove, Bourgonjon, & Van
Looy,2012). Boylelikle etkilesim ve isbirligi ile birbirlerinden 6grenirler (Ruben, 1999).

Teknolojide yasanan bas dondiriict gelismelerin bir sonucu olarak, dijital oyunlar popiiler bir bos
zaman etkinligi durumuna gelmis ve cocuklarin yasamlarinda yerini almistir (Nippold, Duthie, &
Larson,2005). Gorsel ve isitsel 6zellikleriyle dijital oyunlar diger oyun tirlerinden ve geleneksel 6grenme
yontemlerinden daha cekicidir (Aydemir, 2011; Gee, 2003; Malta, 2010), cinkl dijital oyunlar
ogrencilerin kendi 6grenme sireglerini kontrol etmelerine imkan vermektedir (De Grove et al., 2012).
Ogrenmek icin giiclii bir motivasyon saglamanin yani sira (Bracey, 1992; Tuzun, Yilmaz-Soylu, Karakus,
Inal, & Kizilkaya,2009) ahlaki disiinceyi de tesvik etmektedirler (Koo & Seider, 2010). Dijital oyunlarin
farkh oyun tirleriyle birlestirilmesi gliclii bir egitim ortami yaratir (Oblinger, 2004; Prensky, 2001;
Robertson & Howells, 2008), bu sayede 6grenmenin etkililigi artarken (Burgos, Tattersall, & Koper,2007;
Saltzman 1999), olumlu davranislar (Koo & Seider, 2010) ve isbirliginin olusturulmasina katki saglanir
(Lainema & Saarinen, 2010).

Dijital oyunlar olumlu ozellikler disinda saldirganhgi arttirmak(Griffiths, 1999; Prot, McDonald,
Anderson, & Gentile,2012), cocuklarin kendi kimliklerini olusturmalarini engellemek (Hong, Cheng,
Hwang, Lee, & Chang,2009) gibi bazi olumsuz davranislarin ortaya ¢ikmasina neden olabilirler. Ayrica
onemli 6lim nedenlerinden biri olarak kabul edilen aktivite yetersizliginin de en biiylk nedenlerinden
biridir (Kohl et al., 2012). Aktivite yetersizligini ortadan kaldirmak igin dijital ve hareketli oyunlari
birlestirmeye yonelik ¢esitli calismalar yuratilmektedir.

Dijital oyunlarin ve egzersizin bitlnlestirilmesi egzersiz oyunlari (Staiano & Calvert, 2011) olarak
tanimlanmaktadir. Egzersiz oyunlar fiziksel aktivite ve teknolojinin fonksiyonel bir sekilde
kaynastiriimasidir (Hansen, 2006). Egzersiz oyunlarinin aerobik kapasitenin gelistirilmesi(Unnithan,
Houser, & Fernhall,2006) kalori tiketiminin arttirilmasi ve kilo kontroll (Christison & Khan, 2011; Exner,
2012) gibi fizyolojik etkileri vardir. Ayrica 6zsaygi ve sosyal etkilesimin gelisimi agisindan sosyal ve bilissel
katkilar saglamaktadir (Gerling, Miller, Mandryk, Birk, & Smeddinck,2014; Lieberman, 2006). Bunlara
ilave olarak o6grencileri karar verme ve yeni fikirler gelistirme konusunda gelistirirken (Bork & King,
1998), onlarin akademik performanslarini arttirmalarini saglar (Héysniemi, 2006; inan, Dervent, Ozden,
& Arslantas, 2015).

12-17 yas arasindaki kisilerin %97’si dijital oyunlar oynuyor olsalar da (Lenhart, 2008), 6grencilere
okullarda gegirdikleri uzun saatlerde genellikle dijital oyunlarla bitlinlestirilmis egzersiz oyunlari ya da
bunlarin uyarlanmis versiyonlarini oynayabilecekleri firsatlar sunulmaz. Bu c¢alismaya baslama
konusunda bizi harekete gegiren sey dijital oyunlarin ilgi gekiciligi ve popilaritesiydi.

Dijital 6geler ve fiziksel aktiviteyi kombine eden egzersiz oyunlarinin etkilerini belirlemeye ¢alisan
arastirmalardan ayri olarak (Di Tore & Raiola, 2012; Peng, Lin, & Crouse,2011; Whitehead, Johnston,
Nixon, & Welch, 2010), bizim odagimiz sadece bir dijital oyunun uyarlanmis aktif versiyonunun (egzersiz
oyunlarindaki gibi kombinasyonu degil) 68rencileri hareketli hale getirmek icin kullanabilir olabilecegini
belirlemekti. Bu baglamda, bu galismanin amaci Angry Birds™ isimli dijital oyunun uyarlanmis aktif
versiyonuna &grencilerin verdikleri tepkilerin belirlenmesidir. Ozellikle dijital ve hareketli oyuna verilen
tepkiler arasindaki farklar incelenmistir.
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Yontem

Bu ¢alismanin amaci Angry Birds™ (Kizgin Kuslar) isimli dijital oyunun uyarlanmis aktif versiyonuna
ogrencilerin verdikleri tepkilerin belirlenmesidir. Dijital ve hareketli oyuna verilen tepkiler arasindaki
farklarin incelenmesi calismanin ana odak konusudur. Angry Birds™ oyununun bu ¢alismada kullaniimak
icin tercih edilmesinin nedeni sadece onun popiilaritesi degil, piyasaya sirilmesinin ardindan kisa bir
sire sonra en c¢ok satin alinan uygulamalardan biri olmustur (http://www.rovio.com/en/about-
us/Company), hareketli hale dénistirilmesindeki basitligidir.

Katilimcilar

Bu calismanin katiimcilari 10’'u 6zel ve 16’si devlet okullarina kayith 26 ortaokul 6grencisinden
olusmaktadir. Katihmcilardan 12’si kiz iken 14’G erkek 6grencidir. Katihmcilarin timi bu calismaya
diistince ve duygularini paylagsmaya hevesli bir sekilde gonilli olarak katilmiglardir. Katilimcilar Angry
Birds™ oyununa asina olduklarini ve giinde en az bir saat dijital oyun oynadiklarini belirtmislerdir.

Verilerin Toplanmasi

Bu calismaya ait veriler 2012-2013 egitim ve 6gretim yilinda 3 sorudan olusan yari yapilandiriimig
gorisme formu kullanilarak toplanmistir. Gorlisme formu 6grencilerin Angry Birds™ oyununun dijital ve
uyarlanmis aktif versiyonuna verdikleri tepkileri degerlendirilmek amaciyla tasarlanmistir. Oncelikle,
yukarida tercih nedenlerini belirttigimiz Angry Birds™ oyunu Universite kampusinde kullanilmis ve geri
dondistirilebilir maddeler kullanilarak hareketli versiyonu Uretilmistir. Bunun nedeni dijital bir oyunun
hareketli halinin Uretilmesinin ucuz ve kolay oldugunu gosterebilmektir. Ardindan, hareketli versiyon
okullarin spor salonuna yerlestirilmistir. Ogrenciler 4 ile 5 kisilik gruplar halinde spor salonuna alinmis ve
kendilerine oyun tabletleri verilmistir. ilk asamada, &grenciler Angry Birds™ oyununun dijital
versiyonunu oynarken 15 dakika boyunca oynamis ve bu esnada kendilerine iki soru yoneltilmistir: (1)
“Dijital oyunlari oynarken ne hissedersin?” ve (2) “Hareketli oyunlar oynarken ne hissedersin?”. ikinci
asamada, 6grenciler Angry Birds™ oyununun hareketli versiyonu 15 dakika boyunca oynamislardir ve
hemen ardindan kendilerine {iciincii soru aktarilmistir (3) “Duygularini nasil ifade edersin?”. Ogrencilerin
oyun oynamalari ve goérismeler yaklasik 60 dakika sirmiis ve video kaydi yapilmistir. Gérismeler
dgrencilerin kendilerini rahat hissedebilmeleri icin okullarin spor salonunda yapilmistir. Ogrencilerin
demografik bilgileri okul yonetimlerinden temin edilmistir. Gorlismeler ve video gekimi igin veliler ve
okul yonetimlerinden izinler alinmistir.

Veri Analizi

Bu calismada nitel arastirma yontemlerinden durum galismasi kullanilmistir. Durum galismalari,
egitimsel durumlarin kendi baglamlarinda derinlemesine bir sekilde yorumlanmasina ve anlasilmasina
firsat verir (Merriam, 1998). Gorlisme sorularina 6grencilerin verdigi yanitlar kodlar ve kategoriler
olusturulmasi igin icerik analizi kullanilarak analiz edilmistir (Marshall & Rossman, 1999; Yildinrm &
Simsek, 2008). Gorusme verileri bu ¢alismanin iki arastirmacisi tarafindan birlikte kodlanmis ve kodlar
kategorilere ayrilmistir. Arastirmacilar bazi noktalarda anlasmazliklar yasamislar ancak tartismalar
sonrasl 31 kod 6 kategoriden olusan ilk liste yaratilmistir. Arastirmanin givenirligini arttirmak igin
olusturulan ilk liste kodlar ve kategoriler ayri ayri olmak tzere bir uzmana sunulmustur. Uzmana sunulan
listede hangi kodun hangi kategori altina eklendigi gizlenmis ve uzmanin 31 kodu 6 kategoriden
diledigine eslestirmesi istenmistir. Arastirmacilar ve uzman tarafindan olusturulan iki liste karsilastiriimis
ve uzmanin bir kodu farkli bir kategoriye ekledigi anlasiimistir. Sonug olarak, kodlayici giivenirligi 0.97
olarak hesaplanmistir. Bu islem icin asagidaki formul kullanilmistir: “Givenirlik= ((Uzlasilan kod sayist)) :
(Uzlasilan kod sayisi + Uzlasilmayan kod sayisi))x 100” (Miles & Hubermann, 1994). [Guvenirlik=
((30):(30+1))x100 => = 97%)]. Arastirmanin giivenirliginin saglanmasina katki saglayan uzman bir beden
egitimi ve spor yiksekokulunda o6gretim elemani olarak c¢alismakta ve egitsel oyunlar dersinin
ylratiaculigini Gstlenmektedir.
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Bulgular

Ogrencilerin dijital ve aktif oyunlara verdigi yanitlar sonrasi uygulanan igerik analizi 6 kategori ve 31
kod ortaya gikarmistir. Bu bélimde elde edilen 6 kategori, 6grencilerin cinsiyetleri ve okul tirlerine gore
farklari vurgulamaya ¢alisilarak sunulmustur.

Tablo 1.
Dijital ve Hareketli Oyunlara Ait Kategoriler ve Kodlar.

Kategoriler Kodlar

Sevingli, mutluluk, eglenceli, keyifli, stres attirici, zevkli, hos, heyecan

Eglence verici, sosyallestirici, arkadaslarla olmak

Gérsellik ilgi cekici, Gg boyutlu, egitici

Muicadele Zorlu, macera, hirsli, azmetmek, basarmak

Olumsuz duygular Sikici, saldirgan, sinirli, Gzantdll, kétd hissetmek, korkmak
Hareketlilik Aktif, tim viicut, caba, hareket etmek

Kontrol Ayarlamak, kontrol etmek, hesaplamak

Eglence: Grafik 2’de goriilebilecegi gibi eglence hem dijital hem de hareketli oyunlarda en fazla atif alan
kod olmustur. Ogrenciler Angry Birds™ oyununun hareketli versiyonunu oynadiktan sonra ¢ok fazla
eglendiklerini belirtmigsler ve tepkilerini asagidaki sozleriyle ifade etmislerdir.

“Gorsel efektleri yiksek oyunlari tercih ediyorum, oyunlar daha gercek¢i bu nedenle
egleniyorum”(0Z/13/E) .

“Dijital oyunlar [beni] sevindiriyor, basarmak ise beni daha da mutiu ediyor” (0Z/10/K).
“Egitici olmasalar da dijital oyunlari oynamaktan keyif aliyorum”(DO/11/E).

Ogrenciler ayrica Angry Birds™ oyununun uyarlanmis hareketli versiyonunu oynadiktan sonra cok
eglendiklerini belirtmislerdir. Bazi 6grenciler dijital ve hareketli oyun arasindaki farkhlklari da
cevaplarina yansitmislardir.

“Guzeldi [hareketli versiyon]; benim ayarliyor olmam gercekten ¢ok hostu”(DO/10/K).

“Tablette oynamaktan c¢ok daha heyecan verici; sapana kendi ellerimle gercekten dokunmaya
bayildim” [hareketli versiyon](DO/9/E).

“Oynarken [hareketli versiyon] gercekten kendin yapiyorsun. Bu nedenle tablette oynamaktan ¢ok
daha heyecan verici”(DO/13/E).

“Arkadaslarla oynamak onu [hareketli versiyon]daha keyifli yapiyor”(DO/12/K).

Gorsellik: Ogrenciler yanitlarinda gorselligin oyunun dnemli bir ézelligi oldugunu belirtmislerdir. Buna
gore, dgrencilerin tepkileri hareketli bir oyunu daha renkli ve gekici hale getirmek icin bir ipucu olarak
kabul edilebilir.

“Gorsel efektler [dijital versiyon] ilgimi ¢ekiyor”(DO/13/E).

“Hareketli oyunlar dijital oyunlarin gérsel kalitesini yakalayamadiklari igin dijital oyunlari tercih
ediyorum. Bu oyun [hareketli versiyon] gérsel olarak gelistirilirse oynamayi tercih ederim” (DO/13/K).

*Kodlar italik yazi ile belirtilmislerdir. Parantezlerdeki ilk biyiik harfler 6grencilerin 6grenim gérdiikleri okul tiiriini (0Z=6zel okul;
DO=devlet okulu) ifade eder. Rakamlar yaslarini, parantez icindeki son biliylk harfler ise cinsiyetleri belirtmektedir (E=erkek; K=kiz).
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“Gergek olanla [hareketli versiyon] oynamayi tercih ederim, tg¢ boyutlu gibi” (DO/13/E).

Miicadele: Dijital ve hareketli oyunlarin ortak kavramlarindan biri miicadeledir. Ogrenciler oyunlarin
mucadele yonu arttikga daha fazla hirslandiklarini belirtmislerdir.

“Beni zorlayan oyunlar oynadigimda, sinirleniyorum” (DO/12/E).
“Macera oyunlarini tercih ederim... bolimU gegcemezsem saldirganlasiyorum” (DO/13/K).

“Bolumiu gecemedigimde daha da hirslaniyorum. Ama yine de basaramamak beni durduramaz; o
boliumi gegmek icin azmederim” (DO/13/K).

Angry Birds™ oyununun hareketli versiyonunu oynadiktan sonra 6grenciler hareketli versiyonu daha
zorlu bulduklarini belirtmislerdir.

“Kendimi kétii hissediyorum [active version] ¢link( tabletle oynamaktan ¢ok daha zordu” (DO/13/K).

“Zordu ama diger yandan zevkliydi ¢linkl gergekti. Bunu [hareketli versiyon] oynamayi tercih ederim
¢lnki ben zoru severim” (DO/13/E).

“Bu oyunun [hareketli versiyon] en giizel yani arkadaslarla birlikte oynamak. ihtiya¢c oldugunda
birbirimize yardim ediyoruz, tablette oynarken birbirine yardim etmek yok” (DO/11/E).

“Baslangicta [hareketli versiyon] zordu ki bu beni sinirlendirdi fakat basardiktan sonra kendimi daha
iyi hissettim”(DO/9/K).

Olumsuz Duygular: Ogrenciler duygularini asagidaki ciimlelerle ifade etmislerdir:
“Stresimi atmak igin oyun oynarim” (DO/12/E).

“Dijital oyunlari oynamak bir siire sonra beni sikiyor. Fakat hareketli oyunlari oynarken ayni sekilde
olmuyor” (DO/11/E).

“Dijital oyunlari oynarken sikiliyorum c¢inklU hareketlilik agisindan sinirhlar ama bu [hareketli
versiyon] oyle degil” (DO/11/K).

Ogrenciler dijital oyun oynarken basarisiz olduklarinda olumsuz duygular yasadiklarini su ifadelerle
belirttiler.

“B&limi gegemeyince sinirleniyorum”(0Z/10/K).

“Kaybetmek beni sinirlendiriyor”(0z/11/K).

“Edlenmek icin oynuyorum ama kaybedince saldirganlasiyorum”(DO/12/E).
Ogrencilerin Angry Birds™ oyununun hareketli versiyonu hakkindaki gorisleri ise sdyle:
“Hareketli oyun oynadigimda sinirlenmedim”(0Z/10/K).

“Burada [dijital oyun] kaybedince sinirleniyorum ama nedense vyakar top oynadigimda
sinirlenmiyorum”(0Z/10/K).

“Basta zordu [hareketli versiyon] bu da beni Gzdi... Ama daha iyi oynamaya baslayinca keyif almaya
basladim” (DO/11/K).

“Heyecan duydum [hareketli versiyon] bir de [basaramam diye] biraz korktum” (0Z/10/E).
Hareketlilik: Ogrenciler hareketli oyunlarin kendilerini nasil da hareket ettirdiklerini vurguladilar.

“Gergekten bunun [hareketli versiyon] icindeyim ama tablette oynarken degil... tablette sadece
parmaklarini  kullaniyorsun ama burada [hareketli versiyon] tim viicudunu kullanman
gerekiyor”(DO/13/K).
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“Orada [dijital oyun] bir elimle oynadim ama burada [hareketli versiyon] tim
viicudumla...”(0Z/10/K).

“Oynarken [hareketli versiyon] tiim viicudunu hareket ettirmen gerekiyor sadece parmaklarini degil.
...aktif olmak harika” (DO/10/K).

Kontrol: Ogrenciler, bu kategori ile ilgili verdikleri cevaplari sadece Angry Birds™ oyununu hareketli
versiyonu ile iliskilendirmislerdir.

“istedigin gibi ayarlayabiliyorsun” (DO/11/K).
“Hesaplama yapman lazim” (DO/10/K).

“Tablette oynarken sadece parmagini kullanip g¢ekiyorsun, ama burada sapani kendin ayarlaman
gerek” (0Z/10/E).

“Hersey kontroliin altinda” (0Z/10/K).

Ogrencilerin yanitlarindan 6 kategori ortaya cikariimistir. Kodlarin frekansi sayisi kategoriler temel
alinarak Grafik 1’de gosterilmistir.

128
56
44
33
e Bz - oa
0
Eglence Gorsellik Miucadele Olumsuz Hareketlilik Kontrol

Duygular
B Hareketli oyun @ Dijital oyun

Grafik 1. Dijital ve hareketli oyuna ait kategoriler ve frekanslari.

Ogrenciler Angry Birds™ oyununun dijital ve hareketli versiyonunu sirasiyla oynamis ve disiince ve
duygularini belirtmislerdir. Verdikleri yanitlara gore “eglence”en fazla atif alan kategori olmustur.
Ogrencilerin eglence ile ilgili kodlari ¢ogunlukla hareketli versiyon ile iliskilendirmeleri ilgi cekicidir.
Kontrol kategorisinde yer alan kodlar hareketli oyunda 44 kez atiflanirken dijital oyunlarla hig
iliskilendirilmemistir.
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Grafik 2. Okul tiiriine gére kategoriler ve frekanslari.

Ogrencilerin okul tiriine gére kategoriler ve kodlarin frekanslari Grafik 2’de sunulmustur. Devlet
okulunda 6grenim goren ogrencilerin hareketli versiyon ile iligkili en fazla atif yaptig kategori “eglence”
olmustur (f=87). Ozel okulda 6grenim géren &grenciler de eglenceyi hareketli oyun ile
iliskilendirmislerdir (f=41). Devlet okulunda 6grenim goéren o6grenciler eglence kategorisini dijital
oyunlarla 33 kez iliskilendirirken 6zel okulda 6grenim goren 6grencilerde bu sayi 23’dir.

En fazla atif alan ikinci kategori “miicadele” olmus ve ¢ogunlukla devlet okulunda 6grenim goren
ogrenciler tarafindan hareketli versiyon ile iliskilendirilmistir (f=25).Bu kategorideki kodlar ve dijital oyun
ozel okul 6grencileri tarafindan sadece 2 kez iliskilendirilmistir.

“Kontrol” kategorisi devlet okulundaki 6grenciler tarafindan 23 kez, 6zel okul 6grencileri tarafindan
ise 21 kez atiflanmistir. Kontrol kategorisi ne devlet ne de 6zel okul 6grencilerince dijital oyun ile
iliskilendirilmistir.

Hem 0zel hem de devlet okulunda 6grenim goren 6grenciler Angry Birds™ oyununun hareketli
versiyonunu “olumsuz duygular’la pek de iliskilendirdikleri sdylenemez (f=2).0grenciler olumsuz
duygular ve dijital oyunu daha cok kez iliskilendirmislerdir (f=14). Bu durum hareketli olmanin olumsuz
duygularin tolere edilebilmesine tanidigi imkanlar ile aciklanabilir. Ogrenciler “hareketlilik” kategorisinde
yer alan kodlari hareketli oyunla 11 kez iliskilendirirken dijital oyunlarda atif sayisi sadece 3’ddir.
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Grafik 3. Cinsiyete gére kategoriler ve frekanslari.
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Grafik 3 cinsiyete iliskin kategori ve frekanslar gostermektedir. Hareketli oyunlarda “eglence” hem
erkek (f=65) hem de kiz 6grenciler (f=63) tarafindan en ¢ok atiflanan kategoridir. Eglence hareketli
oyunlara kiyasla dijital oyunla daha az iliskilendirilmistir. Eglence kategorisinde cinsiyetler arasindaki fark
dijital oyunda daha belirgindir. Erkek 6grenciler eglenceyi dijital oyunla 38 kez iliskilendirirken kiz
o6grencilerde bu sayi 18'dir.

“Kontrol” sadece hareketli oyunlarla iliskilendirilmistir. Erkek 6grenciler (f=28) kontrol kategorisine
kiz 6grencilerden (f=16)daha fazla atif yapmislardir. Kontrol kategorisi dijital oyunlarla ilgili olarak hig atif
almamistir (f=0). Bulgularla ilgili diger ilgi cekici durum, erkek ogrencilerin kiz 6grencilere gore
“mucadele”, “gorsellik” ve “hareketlilik” kategorilerine iliskin daha fazla atif yapmis olmalandir.
“Olumsuz duygular” kategorisinde cinsiyetler arasinda belirgin bir fark yoktur ki bu kategorideki atiflar
cogunlukla hareketlilik kategorisi ile ilgilidir. Bu durum dijital oyunlarin olumsuz enerjinin bosaltiminda
yeteri kadar etkili olmadigi seklinde yorumlanabilir.

Tartisma

Bu calismanin amaci Angry Birds™ oyununun dijital ve uyarlanmis hareketli versiyonuna verilen
tepkiler arasindaki farklarin incelenmesidir. 9 ila 14 yaslari arasinda degisen kiz ve erkek 6grenciler Angry
Birds™ oyununun dijital ve uyarlanmis hareketli versiyonunu oynamislar ve duygu ve duslincelerini
paylasmislardir. Ogrencilerin verdikleri yanitlar 1siginda bes dikkat cekici bulguya ulasiimistir.

Ogrenciler “eglence” kategorisini Angry Birds™ oyununun hem dijital ve hem de uyarlanmis hareketli
versiyonu iliskilendirmislerdir. Sevingli, mutluluk, eglenceli, keyifli, stres attirici, zevkli, hos, heyecan
verici, sosyallestirici, arkadaslarla olmak kodlar eglence kategorisini olusturan kodlardir. Arastirma
oncesinde beklendigi gibi, en fazla atif eglence kategorisine yapilmistir. Bazi arastirmalar oyunlarin
cogunlukla keyif ve eglence 6zelliklerinden dolayr oynanmaktadir(Karakus, Inal, & Cagiltay, 2008; Kiili,
2005). Eglence yasamak fiziksel aktiviteye katilirken 6grencilerin temel hedeflerinden biridir (Cothran &
Ennis, 1998). ilgi cekici noktalardan biri eglencenin hareketli versiyonla (f=128) dijital versiyondan (f=56)
daha fazla iliskilendirilmesidir. Angry Birds™ oyununun hareketli versiyonunun 6grencileri yas, okul tir
ve cinsiyet gozetmeksizin daha fazla eglendirdigi soylenebilir.

Ogrencilerin hareketli oyunu oynadiklarinda, oyun (zerinde daha fazla kontrolleri oldugu
soylenebilir. Vorderer, Klimmt, & Ritterfeld (2004) kontrolin oyundan keyif almanin 6nemli
nedenlerinden biri oldugunu iddia etmektedirler. Ogrencilerin hareketli oyunda dijital oyuna nazaran
daha fazla eglenmis olmalarinin nedeni, oyun lzerinde daha fazla kontrolleri olmasi olarak aciklanabilir.
Hareketli versiyonu oynarlarken, 6grenciler sosyallesip, etkileserek birbirlerini desteklemislerdir. Bu
esnada aralarindaki iliskiyi gelistirecek firsatlar yasamislardir ki bu durum oyun oynamaktan keyif almayi
saglayan onemli bir oOzelliktir (Ryan, Rigby, & Przybylski,2006). Rekabet¢i oyunlarla ilgili yaptiklari
arastirmada Bernstein, Phillips, & Silverman(2011) arkadaslarla birlikte c¢alismanin Ogrencilerin
eglenmelerini sagladigini belirtmislerdir. Bunun aksine 6grenciler dijital oyun oynadiklarinda kendi
baslarinadirlar. Olson’un (2010) bu konudaki bulgusu bu durumu dogrular niteliktedir. Ona gore arkadas
edinmek dijital oyun oynamanin oncelikli motivasyonlarindan biri degildir.

Ogrencilerin hareketli versiyonun miicadele yéniiniin daha fazla oldugunu belirtmislerdir. Bu kategori
zorlu, macera, hirsli, azmetmek, basarmak kodlarini icermektedir. Ogrenciler miicadeleyi dijital oyunla
12 kez, hareketli versiyonla ise 33 kez iliskilendirmislerdir. Deci & Ryan (1985) micadeleyi oyunun
anahtar 6gelerinden biri olarak gostermislerdir. Miicadele ayni zamanda oyundan alinan keyif agisindan
da &nemlidir (Colwell, 2007). Miicadele hareketli oyunla daha fazla iliskilendirilmistir. Ogrenciler Angry
Birds™ oyununun uyarlanmis hareketli versiyonunu arastirmanin uygulama boéliminde ilk kez
oynamislardir ki bu esnada yeni ve farkli beceriler elde etmislerdir. Bu oyunu ilk kez oynamak 6grenciler
icin micadele yoni yiiksek bir durum olusturmustur. Micadeleye iliskin duygularin dijital oyunlarda igsel
olarak yasarlarken hareketli versiyonda bu duygulari disari vurabildikleri seklinde yorumlanabilir. Zira
ogrenciler hareketli versiyonu isbirlikli bir ortamda oynamislar, duygularini gruptakilerle paylasabilirken
gerektiginde arkadaslarindan yardim alabilmislerdir. Kendileri icin yeni bir oyunda basarili olmaya
basladikca daha fazla eglenmeye baslamislardir.
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Tim viicudu kontrol etmek hareketli oyunun énemli unsurlarindan biridir. El-gdz koordinasyonu ve
biligsel siregler dijital oyun esnasinda da kullaniimaktadir. Dijital oyunlarda el-géz koordinasyonu
genellikle gorsel algilama ve el/parmak hareketleriyle sinirliyken hareketli oyunlarda gorsel algi tim
viicut hareketleriyle bitiinlesmektedir. Ogrenciler tim viicudu kullanabilmenin hareketli versiyonun
dijital oyundan en buyik farki oldugunu belirtmislerdir.

Ayarlamak, kontrol etmek, hesaplamak “kontrol” kategorisi altinda toplanmislardir. Ogrenciler bu
kategorideki kodlari sadece hareketli oyunla iliskilendirmislerdir (f=44).Tasarimcilar, modern teknolojiyi
kullanarak dijital oyunlari mimkiin oldugunca gergek¢i yapabilmek, oyun oynayanlarin kendilerini
oyunun iginde hissetmelerini saglamak igin ¢alismaktadirlar. Hareketli versiyon aslinda tam anlamiyla
gercektir. Ogrenciler gercekten oyunun icindedirler. Hareketli oyun esnasinda égrenciler sapana kendi
elleriyle dokunmakta, hedefi kendileri hesaplamakta, hizi ayarlamaktadirlar. Kisacasi oyunla ilgili hersey
onlarin kontroli altindadir. Klimmt, Hartman, & Frey (2007)’e gore oyun oynamak 6zerklik duygusunu
tatmin eder.

Olumsuz duygular hareketli oyunlarda kontrol altina alinabilir. Bu kategori sikici, saldirgan, sinirli,
GzlntllG, kot hissetmek, korkmak kodlarindan olusmaktadir. Olumsuz duygular dijital oyun ile 14 kez
iliskilendirilirken, aktif oyunlarla sadece iki kez iliskilendirilmistir. Buna bagh olarak 6grencilerin dijital
oyun esnasinda olumsuz duygulari kontrol edemedikleri sdylenebilir. Dijital oyun esnasinda gicl
hissetmek, oyuna ait nesnelere dokunamamak, onlari hissedememek, gercek anlamda oyunun iginde
olamamak olumsuz duygularin kontrol edilmesini zorlastirdigi sdylenebilir. Fakat hareketli versiyonun
olumsuz duygularin kontroliine imkan verdigi sdylenebilir. Cinkid oyunun icindeki ekipmanlara
dokunabilmek, diledigin gibi ayar, hesaplama yapabilmek, hizi ve glici kontrol edebilmek 6grencilere
oyunu kontrol edebildikleri hissi vermektedir. Bunun da oyunla iliskili duygularin da kontroliinii sagladigi
dusunilebilir. Lee & LaRose (2007) da oyun Uzerinde diisiik kontrole sahip olmanin olumsuz duygularla
sonuglandigini ifade etmektedirler.

Kiz 6grenciler hareketli oyunlardan dijital oyuna nazaran daha fazla keyif aldiklarini belirtmislerdir.
Kiz 6grenciler hareketli oyunlari eglence ile 63 kez iliskilendirirlerken, bu kategori dijital oyunda sadece
18 kez kodlanmistir. Bu hareketli ve dijital oyun arasindaki en buyik frekans farklarindan biridir. Bu
erkeklerin video oyun oynamaya kizlardan daha meyilli olduklarini iddia eden calismalari dogrular gibi
gorinmektedir (Hamlen, 2010; Phan, Jardina, Hoyle, & Chaparro, 2012; Quaiser-Pohl, Geiser &
Lehmann, 2006). Bunun yaninda bazi ¢calismalar da kiz ve erkeklerin farkli oyun tirlerini oynamayi tercih
ettiklerini belirtmektedirler (Chou & Tsai, 2007; Inal & Cagiltay, 2007).

Oneriler

Bu ¢alismanin dijital bir oyunun hareketli bir oyuna dontstirilmesinin kolayhgini gostermesi
acisindan 6nemli oldugu disiinilmektedir. Bati Virginia eyaletinde yapilan bir egzersiz oyun projesi olan
Dance Dance Revolution okul basina 12005’a mal olmustur (Ferdinand, 2008). Bununla kiyaslandiginda
popller bir oyunu hareketli bir oyuna uyarlamaya calistigimiz bu arastirma 6nemli oranda dislik
maliyetlidir (20S). Bu finansal avantaj, uyarlamis hareketli oyunlarin 6zellikle gelismis ulkelerin egitim
programlarinda kullanabilmelerini kolaylastirabilecegi diisiiniilmektedir. Ogretmenlere dgrencilerini aktif
hale getirebilecek yeni ve ilgi cekici bir firsat sunabilecegi diisiinilen uyarlamis hareketli oyunlar, her yil
yaklasik 3.2 milyon insanin 6limiine neden olan aktivite yetersizligini (WHO, 2008) 6nlemede bir
secenek olabilir. Bilgiyi yapilandirma, problem ¢6zme ve elestirel diisinme becerilerinin gelistirilmesi
acisindan bakildiginda da popiler dijital oyunlarin uyarlanmis versiyonlarinin oyun temelli egitim
programlarina eklenebilecegi diisiniimektedir.

Bu calismanin sinirhliklarindan biri katilimci sayisidir. Gelecekte arastirmacilar boylamsal bir ¢alisma
gerceklestirebilirler. Boylelikle o6grencilerin  verdikleri tepkiler derinlemesine incelenebilirken
distncelerindeki degisimler tespit edilebilir. Buna ek olarak, farkli dijital oyunlarin uyarlanmis
versiyonlari gelecek arastirmalarin konusu olabilir.
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Extended Abstract

Introduction

There have been definitions of game focusing on different aspects such as culture (Huizinga,
1961; Kale, 2003; Nutku, 1998), a way of discharging energy (And, 1974; Onder, 1999; Schiller, 1954),
entertainment (Wolff, 2000), joy of living (Badegruber, 2006; Nutku, 1998), and more importantly a
means for learning (Dienstmann, 2008). While playing a game, children practice skills, which foster
social, emotional, and motoric development (De Grove, Bourgonjon, & Van Looy,2012), they interact
and collaborate thus learn from each other (Ruben, 1999).

As a result of a stupendous progress in technology, digital games have taken the place in lives of
children hence digital games are very popular free-time activity among them (Nippold, Duthie, &
Larson,2005). Digital games, with their visual and audial preferences, are more attractive than other
types of games and traditional learning modes (Aydemir, 2011; Gee, 2003; Malta, 2010) as they offer
students taking control of their own learning processes (De Grove et al., 2012). They not only provide a
strong motivation to learn (Bracey, 1992; Tuzun, Yilmaz-Soylu, Karakus, Inal, & Kizilkaya,2009), but also
promote moral reasoning (Koo & Seider, 2010). When combined with other games, they create a
powerful learning environment (Oblinger, 2004; Prensky, 2001; Robertson & Howells, 2008), enhance
the effectiveness of learning (Burgos, Tattersall, & Koper,2007; Saltzman 1999), and shape, reinforce
positive behaviors (Koo & Seider, 2010), and contribute cooperation (Lainema & Saarinen, 2010).

Besides the positive qualifications, digital games have some deficiencies such as increasing
aggression (Griffiths, 1999; Prot, McDonald, Anderson, & Gentile,2012), undermining role identities
(Hong, Cheng, Hwang, Lee, & Chang,2009), and causing inactivity, which is considered the fourth leading
cause of death worldwide (Kohl et al., 2012), therefore there have been efforts for combining digital
games with dynamic games in order to prevent inactivity.

Digital games combining exercise with game play are defined as exergames (Staiano & Calvert, 2011)
that compose a functional fusion of physical activity and technology (Hansen, 2006). They provide health
related acquisitions such as developing aerobic capacity (Unnithan, Houser, & Fernhall,2006), increasing
caloric expenditure, and controlling weight (Christison & Khan, 2011; Exner, 2012). They also have
psychosocial and cognitive impacts such as increased self-esteem (Gerling, Miller, Mandryk, Birk, &
Smeddinck,2014) and social interaction (Lieberman, 2006). In addition, they enhance students’ abilities
about decision making and developing ideas (Bork & King, 1998) while improving academic performance
(H®ysniemi, 2006; inan, Dervent, Ozden, &Arslantas, 2015).

Even though children spend quite a long time at schools, they are not usually provided with neither
exergames nor attractive equipment but traditional learning options. As 97% of teens between ages 12
to 17 play digital games (Lenhart, 2008), our motivation to conduct this research was to use the
attractiveness/popularity of digital games. Apart from the studies focused on the impacts of the
exergames, which combine digital elements and physical activity (Di Tore & Raiola, 2012; Peng, Lin, &
Crouse,2011; Whitehead, Johnston, Nixon, & Welch,2010), our focus was to find out if just the active
version (not the combination) of a digital game can be used to make them active. Aligned with this
focus, the purpose of this study was to examine the responses of students to the active version of the
digital game -Angry Birds™-. Specifically, the differences between the responses to the digital game and
the active game were examined.
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Method

The purpose of this study was to examine the responses of the students to the adapted active
version of Angry Birds™. The specific research focus was the examination of the differences between the
responses to the digital and the active version. The reason of preferring Angry Birds™ in this study was
not only its popularity -as it became the number one paid app of all time within a few months of its
release- (http://www.rovio.com/en/about-us/Company), but also its simplicity for adapting into an
active version.

Participants

Participants of this study were comprised of 26 secondary school students, who enrolled in a state or
a private school. The participants consisted 12 female and 14 male students, while 10 of them enrolled
in a private school and 16 of them attended a state school. All participants took part in this research
voluntarily and were willing to discuss their thoughts and feelings. They were all familiar with Angry
Birds™ and spent at least one hour a day playing digital games.

Data Collection

The data for the study were collected during the 2012-2013 school years by using a three question
semi-structured interview. The semi-structured interview was formulated to assess students’ responses
to the digital and active version of Angry Birds™. After we preferred the game Angry Birds™ for this
research because of the reason mentioned above, we started to design the active version of it on our
university campus with used, recyclable materials in order to show that it could be produced in an easy
and cheap way. The active version was installed at the students’ school gym. They were invited to the
gym in groups of 4-5 students and they were given tablets. The interviews were conducted by the
researchers at students’ school gym at their convenience. In the first phase, while they were playing the
digital version of Angry Birds™ for 15 minutes, they were asked two questions: (1) “What do you feel
when you play digital games?” and (2) “What do you feel when you play active games?”. In the second
phase, they played the active version for 15 minutes. Right after they had played the active version, they
were asked the third question (3) “How do you explain your feelings?”. All the process including game
play and interviews for each group lasted approximately 60 minutes and were videotaped. Preliminary
demographical information such as age, and gender was obtained from the school administrations.
Permissions for video-taping game plays and interviews were taken from the school administrations and
the parents, respectively.

Data Analysis

In this research, case study was conducted following a qualitative research design. Case studies
enable to gain an in-depth understanding and interpreting of the educational phenomenon within its
real life context (Merriam, 1998). The responses to the interviews were analyzed with the qualitative
method of content analysis, which allows categories to emerge from the data itself (Marshall &
Rossman, 1999; Yildirm & Simsek, 2008). The data derived from the interviews were coded and
categorized by the researchers collaboratively. The researchers had discussions on the conflicts they
encountered while they were trying to create a list of codes and categories. After the researchers had
reached a consensus, the initial list, which was comprised of 31 codes and 6 categories was created. The
study was tested for reliability through the submission to an expert of the list of 31 codes and the list of
6 categories, separately. The expert was asked to place the 31 codes into the 6 categories. The initial list
created by the expert and the one created by the researchers were compared. As the expert put one
code in a different category than the researchers, the reliability was found 0.97 that might be
considered at desired level. The inter coder reliability of the study was calculated through the formula,
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articulated as “Reliability=((Number of Agreements):(Number of Agreements+Number of
Disagreements))x100”, suggested by Miles and Hubermann (1994). The inter coder reliability was
calculated as follows: [Reliability=((30):(30+1))x100=>Reliability=97%)]. The expert was a faculty member
at a teacher education department in school of physical education and sports. And, she was the
instructor of educational games course.

Results

6 categories and 31 codes were emerged from the responses of the students to the digital and the
active games. This section introduces the 6 categories with the comparison of responses of the students
according to their gender and school types.

Table 1.
Categories and Codes of Digital and Active Games.

Categories Codes

Joyful, happiness, fun, enjoyable, lets the steam off, amusing, delightful,

Entertainment . s . . .
exciting, socializing, being with friends

Visuality Attractive, 3D, educative

Challenge Hard, adventure, ambitious, determine, accomplish
Negative Emotions Boring, aggressive, angry, sad, feel bad, to be afraid of (fear)
Mobility Active, whole body, effort, moving

Control Adjusting, controlling, calculating

Entertainment: As can be observed in Graph 2, entertainment was the most cited category for both
digital and active games. The participant students stated that they entertained a lot after they had
played the digital version of Angry Birds™ and used different expressions.

“| prefer visually enhanced games; these games are more realistic thus | have fun”(PS/13/M)* .
“Digital games are joyful, to accomplish makes me more than happy” (PS/10/F).
“I enjoy playing digital games, even though they are not educative” (S5/11/M).

Students indicated that they also entertained a lot after they had played the adapted active version.
Some students also emphasized the differences between the digital and the active version of Angry
Birds™.

“It was nice [active version]; to adjust it by myself was really delightful” (S5/10/F).
“It was more exciting than playing with a tablet; | liked actually touching the sling” (SS/9/M).

“While playing this [active version]l actually perform. That is why it is more exciting than playing on a
tablet” (SS/13/M).

“Playing with friends makes it [active version] more enjoyable” (S5/12/F).

Visuality: According to the students’ responses, visuality is an important feature of a game.
Relatively, comments of the students about visuality can be accepted as a tip to make an active game
colorful.

Words in italic specify the codes. The first capital letters in parentheses represent the school type of the students (i.e., PS=private
school; SS=state school). The numbers represent their age and the capital letters at the end show their gender (i.e., M=male;
F=female).
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“Visual effects [digital version] attract me” (SS/13/M).

“Active games can’t reach the visual quality of digital games hence | prefer digital games. If this
[active version] could be developed visually, I'd rather to play it” (SS/13/F).

“I'd rather to play with the real one [active version], it is kind of 3D” (SS/13/M).

Challenge: Challenge is one of the common concepts of digital and active games. Students mostly
specified about a game that the more challenging it gets, the more ambition they have.

“When | play a hard game which pushes me, | feel angry” (SS5/12/M).
“I prefer to play adventure games ...if | can’t pass the level; | get aggressive” (SS/13/F).

“l am more ambitious when | fail to pass the level. Anyway, failing can’t stop me; | determine to pass
it” (SS/13/F).

After they had played the active version, students stated that they found the active version more
challenging.

“| felt bad because this [digital version] was harder than playing on a tablet” (S5/13/F).

“It [active version] was hard but on the other hand it was amusing because it was real. | prefer to
play this [active version] because | ask for the moon” (SS/13/M).

“The nicest part of this game [active version] is playing with friends. We help each other when it is
needed, there is no one giving a hand while playing on tablet” (S5/11/M).

“At the beginning it [active version] was hard, which made me angry but after | had accomplished, |
felt better” (SS/9/F).

Negative emotions: Students emotionally expressed themselves as below:
“I play games to let my steam off” (SS/12/M).

“After a while, playing digital games makes me bored. But, it never happens in an active game”
(SS/11/M).

“I get bored when | play digital games because they are limited in terms of mobility but this [active
version] is not like that” (SS/11/F).

They also pointed out that not being able to succeed emerge negative emotions while playing a
digital game.

“When | can’t pass, | get angry” (PS/10/F).

“When | lose, | feel angry” (PS/11/F).

“I play just to have fun but if | fail | get aggressive” (SS/12/M).
Students’ responses about the active version are below:

“I didn’t feel angry when | played the active version” (PS/10/F).

“l get aggressive when | fail [digital version] but somehow | don’t feel angry while playing dodge
ball” (PS/10/F).

“It [active version] was hard at the beginning so it made me sad... | enjoyed it after starting to
perform well” (S5/11/F).

“| got excited [active version] on the other hand | was afraid [of failure]” (PS/10/M).
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Mobility: Students emphasized how active games make them move.

“l am actually in this [active version] but not on the tablet... you can use only your fingers on the
tablet but here [active version] you need to use your whole body” (S5/13/F).

“There [digital game] | played with one hand but here [active version] | played with my whole body”
(PS/10/F).

“You need to move not only your fingers but also your whole body [active version]. ...being active is
awesome” (SS/10/F).

Control: This category was only referred to the active version by the students.
“You can adjust it the way you want” (SS/11/F).
“You have to calculate” (SS/10/F).

“In the digital game you just use your finger and drag it, but here you must adjust the sling”
(PS/10/M).

“Everything is under your control” (PS/10/F).

Students’ responses emerged 6 categories. Frequencies of codes based on these categories are
shown in Graph 1.
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Graph 1. Frequencies of categories about active and digital games.

Students played the digital version and the active version, respectively. And, they expressed their
feelings and thoughts. According to their responses, entertainment was the most cited category. It was
remarkable that students referred to entertainment mostly about active games. And control was not
referred in digital games while it was cited 44 times in active games.
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Graph 2. Frequencies of categories according to the school type.
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Categories and frequencies of codes based on the school type are presented in Graph 2. The most
popular category referred by the state school students was “entertainment” in active games (f=87).
Private school students also related entertainment to active games (f=41). State school students
mentioned entertainment (f=33) more than private school students in digital games (f=23).

The second most cited category was “challenge”, which was mostly mentioned by state school
students about the active games (f=25) while digital games were only cited two times by private school
students (f=2).

The category of “control” about active games was cited by state school students (f=23) and private
school students (f=21). Neither private school students nor state school students mentioned control in
digital games.

Regardless of the type of school, active games were hardly related to “negative emotions” (f=2)
while the students mostly associated it to digital games (f=14). It might be accepted that being active
provides opportunities to tolerate negative emotions. The students referred to “mobility” in active
games (f=11) while it was cited only three times in digital games (f=3).
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0 00
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Entertainment Visuality Challenging Negative E. Mobility Control

M Active games (Female) O Active games (Male) [ Digital games (Female) O Digital games (Male)

Graph 3. Frequencies of categories according to gender.

Graph 3 illustrates frequencies of categories based on the gender. Active games entertained both
male (f=65) and female students (f=63). “Entertainment” was less cited in digital games when it was
compared to active games. The difference between genders was more significant in digital games. Male
students mentioned entertainment 38 times (f=38) while it was cited 18 times (f=18) by female
students.

“Control” was only referred to active games. Male students mentioned control (f=28) more than
female students (f=16). None of the students related control to digital games.

” u

Another remarkable point that can be observed in Graph 3 is the categories “challenge”, “visuality”,
and “mobility”, which were more cited by male students than female students. In the category of
“negative emotions”, there was not a significant difference between genders while it was mostly
referred to digital games. That can be interpreted as digital games are inadequate in discharging
negative emotions.
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Discussion

The purpose of this study was to examine the differences between the responses to the digital and
the active version of Angry Birds™. Male and female students ranging in age from 9 to 14 played both
the digital and the adapted active version of Angry Birds™ and shared their feelings and thoughts.
According to responses of the students, five significant conclusions were revealed.

Students referred to “entertainment” for both digital and the active versions of Angry Birds™ many
times as it was the most cited category. This category is comprised of the codes joyful, happiness, fun,
enjoyable, lets the steam off, amusing, delightful, exciting, socializing, and being with friends. We had
been expecting such a result before we started this study as some researches specified that games are
mostly played because of their enjoyable and entertaining features (Karakus, Inal, & Cagiltay, 2008; Kiili,
2005). Fun is one of the main goals of students for physical activity (Cothran & Ennis, 1998). It was
remarkable that entertainment was cited more in the active version (f=128) than the digital version
(f=56). The active version entertained students more than the digital game regardless of age, school
type, and gender.

During the active game play, students had broader opportunities in terms of controlling the game. As
Vorderer, Klimmt, & Ritterfeld (2004) claim, control is one of the reasons of enjoyment in game play.
This might be the reason why the active game entertained students more than the digital game. During
the active version, students were with their friends where they socialized, interacted, and supported
each other. They had the opportunity to develop relationships, which was an important contributor to
game enjoyment (Ryan, Rigby, & Przybylski,2006). In their research about competitive games, Bernstein,
Phillips, & Silverman(2011) point out that working with friends makes students have fun. On the
contrary; players are generally on their own while playing a digital game. Olson’s (2010) finding is
remarkable as making friends is not a primary motivation in digital/video game plays.

The students found the active version more challenging. The category “challenge” included the
codes hard, adventure, ambitious, determine, and accomplish. The students related challenge with the
digital (f=12) and the active version (f=33). Deci & Ryan (1985) propose challenge as a key element of
game play, it is important for game enjoyment as well (Colwell, 2007). The active version revealed
feelings connected to challenge more than the digital game. Students played the active version for the
first time at the experimental stage of the research where they performed and acquired new, different
skills. Playing the active version for the first time created a challenging condition for the students. It can
be interpreted that such feelings related to challenge were experienced internally in digital games
whereas it was expressed externally in active games. Students played the active game cooperatively in
which they shared their feelings with the group and got help from friends. Once they accomplished, they
started to entertain more.

Controlling whole body is an important element of active game play. Hand-eye coordination and
cognitive processes are used while playing digital games. Hand-eye coordination is usually limited with
vision perception and some finger/hand movements in digital games while vision perception is
combined with whole body movements in active games. Students revealed that -using whole body- was
the main distinctness between the active and the digital game. The codes adjusting, controlling, and
calculating were gathered in the category “control”. Students connected these codes only with the
active game (f=44) but the digital game (f=0). Designers have been working hard, by using modern
technology, to make digital games as realistic as possible in order to make players feel like they are
actually in the game. The active version was real indeed. Students were actually in the game. During the
active game play, students touched the sling; calculated the target, and adjusted the speed, in brief,
anything related to the game was under their control. Klimmt, Hartman, & Frey (2007) put forth that
games satisfy needs for autonomy.

Negative emotions were controllable in active games. This category included the codes boring,
aggressive, angry, sad, feel bad, and to be afraid of (fear). It was cited 14 times (f=14) in the digital game
whereas it was mentioned only two times in the active game (f=2). Accordingly, students did not
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manage to control negative emotions during digital games. In digital games some elements, such as,
force, not to touch/feel the objects of the game, and not actually being in the game might cause lack of
controlling negative emotions. But in active games, players can control their negative emotions, just
because they control the game play as well as they can touch the equipment of the game, adjust them
the way they want, and they make the calculations, they control the speed and the force. This
conclusion is in line with Lee & LaRose (2007) who claim that having less control in game results in
negative emotions.

Female students enjoyed the active game rather than the digital game. Female students cited
entertainment eighteen times (f=18) in digital games while they connected it to the active game 63
times (f=63). This is one of the significant differences in the frequency of occurrences between the
digital and the active version. This finding corroborates the studies that indicated males tend to play
video games more than females (Hamlen, 2010; Phan, Jardina, Hoyle, & Chaparro, 2012; Quaiser-Pohl,
Geiser & Lehmann, 2006). Besides, some researches point out that males and females prefer to play
different types of games (Chou & Tsai, 2007; Inal & Cagiltay, 2007).

Implications

This research is important because it proved the simplicity of transforming a digital game into an
active game. Producing the adapted active version was cheaper ($20) than West Virginia’s Dance Dance
Revolution exergame project, which costed almost $1200 per school (Ferdinand, 2008). This financial
advantage makes it favorable for educational programs especially for developing countries. Adapted
active games might be an opportunity to prevent inactivity while obesity is the reason of approximately
3.2 million deaths each year (WHO, 2008), as they provide a new, attractive activity option for teachers
in order to make their students active. Adapted active versions of popular digital games should also be
added to educational programs from the point of promoting constructing knowledge, problem solving
and critical thinking skills.

Limitations and Suggestions for Further Study

There are some limitations to this study including the limited sample size. Future researchers might
use a longitudinal design. Herewith, a deeper understanding of the students’ responses and the
transition of their thoughts might be examined. In addition, future studies can be conducted with
adapted versions of different digital games.
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