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Abstract

Online gaming addiction, which is widely seen in children and young people all over the
world, is a serious public health problem. It is important to determine the antecedents of this
problem in preventing it. In this context, the aim of the research is to determine the possible
effects of gender, age, school type, household monthly income, parental marital status and
parental attitude in determining digital game addiction of Turkish high school students. The
research used a relational screening model. A total of 295 high school students, 175 female
and 120 male, participated in the study. Participants were included in the research using the
convenient sampling method. Data were collected using the 'Digital Game Addiction Scale',
‘Parenting Attitude Scale' and 'Personal Information Form'. Research findings showed that
there was a relationship between high school students' digital game addiction and gender
(r=.274), household income (r=.166) and parental marital status (r=143). Additionally,
gender, household income and parental marital status were found to predict digital game
addiction (R®=.127; F=6.954; p=000). As a result, it can be said that high school students'
digital game addiction levels are low, and gender, household income and parental marital
status are predictors of digital game addiction.

Keywords: Digital game, addiction, Parental attitude, High school students
Introduction

One of the most important changes in the 21st century is undoubtedly the rapid development
in technology (Giiney, 2017). With this development, the internet has managed to take place
in the lives of almost every individual with technological devices such as phones, computers,
and tablets and has become an inseparable part of our lives (Savci & Aysan, 2017). In the last
twenty years, these technologies have become a popular leisure activity, especially among
children and young people (Irmak & Erdogan, 2019). In fact, children and young people have
moved away from the traditional game world and turned to the digital game world (Horzum,
2011).

When the relevant literature is examined, digital games played in a controlled manner are seen
to have many positive aspects such as providing hand-eye coordination, increasing
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imagination, and developing spatial skills (Irmak & Erdogan, 2016). Vlachopoulos and Makri
(2017) stated that children playing digital games in a controlled manner contributes to
learning new information and improving themselves. On the other hand, excessive use of
digital games by children and adolescents can have negative effects on psychological,
physiological development, and social relationships (Von der Heiden, Braun, Miiller, &
Egloff, 2019). In particular, along with the negative effects of violent games, a number of
negative outcomes such as aggression, social isolation, and addiction are frequently discussed
in the literature regarding digital games (Ferguson, 2007; Greitemeyer, 2019). Von der
Heiden et al. (2019) stated that violent games played at an early age may have negative
consequences on children's personality development and may increase the frequency of
violent behavior in them. More importantly, it has been reported that digital games can turn
into addiction when played excessively and compulsively, even for entertainment purposes
(Mehroof & Griffiths, 2010).

Digital game addiction (American Psychiatric Association, 2013), for which different terms
such as video game addiction (Griffiths & Hunt, 1995), pathological gaming (Johansson &
Gotestam, 2004) are used in the literature, is a condition with a high probability of causing
physical, social and psychological problems (Lemmens, Valkenburg, & Peter, 2009),
manifested by symptoms such as losing the ability to control oneself while playing games and
continuing gaming behavior (Henderson, 2001), feeling deprived when prevented from
playing games and/or becoming overly addicted to games. Digital game addiction can be
defined as an addiction to listening, watching or playing games for entertainment purposes in
online or offline environments using an electronic device such as a computer or console
(Aziz, Nordin, Abdulkadir, & Salih, 2021). Addictive behavior refers to behavior that is
maintained at an excessive, compulsive, uncontrollable level despite causing destructive
problems physically, psychologically or socially (Weinstein, 2010).

While there is debate in the literature about whether playing digital games is beneficial or
harmful, research has revealed that excessive gaming at the addictive level triggers anxiety,
depression, neurotic disorders, attention deficit, aggression, eating disorders, sleep disorders,
and physical inactivity (e.g., Giilii et al., 2023; Djannah, Tentama, & Sinanto, 2021; Mehroof,
& Griffiths, 2010). Moreover, it has been found that excessive and compulsive video game
playing has a relationship with poor psychosocial well-being (Lemmens, Valkenburg, &
Peter, 2011), less satisfaction with daily life (Wang, @fsdahl, & Merch-Storstein, 2008),
lower academic achievement (Skoric, Ching Teo, & Neo, 2009), and aggression and
narcissism (Kim, Namkoong, Ku, & Kim, 2008). Liu and Peng (2009) revealed that there is a
relationship between physical problems, deterioration of academic and professional
performance and daily life problems experienced with playing digital games. Wang, Sheng,
and Wang (2019) reported that mobile game addiction is positively associated with social
anxiety, depression and loneliness. The World Health Organization (WHO) has also defined
online game addiction, which is common all over the world, as a serious public health
problem (WHO, 2018). Identifying the antecedents of this problem will help reduce or
eliminate digital game addiction in children and adolescents.

When studies conducted to determine the factors associated with digital game addiction are
examined, it is revealed that parenting attitude is an important determinant. Tuncay,
Bozdogan, and Bozdogan (2023) reported that the interests, attitudes, and behaviors of
families are related to children and adolescents' use of technology and digital game addiction.
Sen (2022) revealed that there is a positive relationship between authoritarian parenting
attitudes and digital game addiction. Cakir (2021) found that parental style affects game
addiction in high school students and that children of negligent parents have a higher rate of
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game addiction. Eni (2017), who conducted a study with high school students, reported that
there is a relationship between parenting attitude and digital game addiction. Ayas and
Horzum (2013) stated that family attitude affects children's internet addiction and that
children of parents with negligent attitudes have higher levels of internet addiction. Young
(1997) emphasized that children and adolescents who do not receive sufficient attention and
affection from their families and who cannot establish healthy communication with their
families resort to internet technologies as an escape, which will cause them to be exposed to
the negative effects of technology. Studies show that children and adolescents who do not
receive appropriate attitude from their parents are addicted to the internet (Chen, Li, & Long,
2007; Esen & Siyaz, 2011), and therefore addicted to digital games. Turkish Ministry of
Health (2018) conducted a “Digital Game Addiction Workshop” to create an action plan to
prevent digital game addiction, which is considered a public health problem, and the final
report stated that parental indifference, inadequate supervision, and inconsistent and
unhealthy parenting attitudes are important factors in digital game addiction. Therefore, it can
be stated that the parent-child relationship and parenting attitude are important elements in
preventing digital game addiction (Gladkaya, Gundlach, Bergert, Baumann, & Krasnova,
2018; Kwon, Chun, & Lee, 2011). However, research on the mediation of parenting attitude
as a predictor of digital game addiction in children and adolescents is still insufficient.

Other antecedents of digital game addiction, which is a problematic game playing behavior,
are gender and age variables (Kneer, Rieger, Ivory, & Ferguson, 2014). According to the
results of the studies, the frequency of this problematic behavior is higher in boys (Hussain,
Williams, & Griffiths, 2015) and at a younger age (Skafupové & Blinka, 2016). Hussain et al.
(2015) reported that children and adolescents are in the highest risk group for game addiction.
Polat and Topal (2022), Deniz (2021), and Yayman (2019) revealed that male students have
higher levels of digital game addiction than female students in in different samples in their
studies. Greenberg, Sherry, Lachlan, Lucas, and Holmstrom (2010) stated that boys are more
prone to playing digital games. It was seen as a result of the literature review that the results
of studies on digital game addiction differ. For example, in a recent study conducted by
Kizilkaya and Erol (2024), it was reported that gender was not a determinant of digital game
addiction. Similarly, Basdas and Ozbey (2020) stated that the age variable did not affect
digital game addiction.

When the literature on digital addiction is examined, it is seen that household income level
and whether the parents are separated or together are among the antecedents of digital game
addiction. In their current study, Sosyal and Kartal (2024) revealed that high school students
whose parents live together have higher digital game addictions than those whose parents are
separated. In contrast to this study, Deniz (2021) concluded that addiction level is higher in
children and adolescents whose parents are separated. Similarly, Deniz, Aydin, and Odabasg
(2022) reported that those living in broken families, in other words, those whose parents are
divorced or living separately, have a higher risk of digital game addiction. Studies have
reported that household income level, in addition to family relationships, affects digital
addiction (e.g., Celik & Celik, 2023). Basdas and Ozbey (2020) reported that the level of
digital game addiction increases as the income level increases. Ciris et al. (2022), who
conducted a study with a similar sample, reported that children with high household income
levels also have higher game addiction levels. Contrary to these studies, the results of the
study conducted by Eni (2017) with high school students show that there is a negative
relationship between household income level and digital game addiction. In some studies
conducted to determine the variables related to digital game addiction, the type of school
studied was examined. Soysal and Kartal (2024) found that the type of school predicted
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digital game addiction. Aksoy and Erol (2021) reported that vocational high school students
had a higher rate of digital game addiction than those in other high schools. However, there is
a lack of studies on school type in the national and international literature.

Studies have shown that playing digital games has serious harms as well as benefits for
children and young people. Preventing these harms will only be possible by determining the
antecedents of digital game addiction. However, the antecedents of digital game addiction
consist of a multidimensional structure and can be explained by many interrelated factors
(Celik & Celik, 2023). When the national and international literature is examined, it is seen
that studies have been conducted that address many different factors related to digital game
addiction, but there are differences in the results of the studies. This is a situation that
prevents understanding digital game addiction. Therefore, more studies are needed. The
purpose of this research is to determine the possible effects of gender, age, school type,
household monthly income, parental marital status and parenting attitudes of Turkish high
school students in determining digital game addiction.

Material and Method
Research Model

The research model of this study, which was conducted to determine the predictors of digital
game addiction among Turkish high school students, is the correlational survey model.
Correlational survey models are research models that aim to determine the existence of a
change between at least two variables and, if so, the level and direction of this change
(Karasar, 2015). In the study, this model was preferred to determine the existence, level and
direction of the relationship between the variables.

Research Group

A total of 295 students, 175 girls and 120 boys, studying at three different high schools in the
Yenisehir district of Mersin province in the fall semester of the 2023-2024 academic year
participated in the study. The ages of the participants ranged from 14 to 19, and the average
age was 15.34. The participants were included in the study using the convenience sampling
method. Due to the easy access to the participants in the study on the internet, the data
collection tools were prepared by the researchers on Google form. The link to the data
collection tools created on the Google Form was shared with the parent groups, and the
students whose parents approved filled out the data collection tools voluntarily via this link.
In this process, firstly the parents of the participants examined the instructions and
measurement tools regarding the purpose of the study and accepted the parental consent. Then
they informed the students of whom they were the parents and determined whether their
students were volunteers. Students who wanted to participate in the study voluntarily filled
out the data collection tools in accordance with the explanations and instructions regarding
the data collection tools from the relevant link under the supervision of their parents. In
addition, ethics committee permission was obtained from the Artvin Coruh University
Scientific Research and Publication Ethics Committee before the data collection process in
the study (decision numbered 113002 dated 11.11.2023).

Data Collection Tools

Data in the study was collected using the ‘Digital Game Addiction Scale’, ‘Parenting attitude
Scale’ and ‘Personal Information Form’.

Personal Information Form:
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Personal information of the students participating in the study was obtained using the
‘personal information form’ developed by the researchers. This form includes 6 questions
regarding gender (female, male), age, school type (project high schools accepting students by
exam, Anatolian high schools, vocational high schools), grade level (9th, 10th, 11th, 12th
grade), household monthly income (low, medium, high) and parental marital status (joint,
separated/divorced). Previous research suggests that the student’s socioeconomic status will
affect gaming addiction. Therefore, the information form asked questions about household
monthly income and parental marital status.

Digital Game Addiction Scale:

In the study, the ‘Digital Game Addiction Scale’ developed by Lemmens et al. (2009) and
adapted by Irmak and Erdogan (2015) for 12-18 year old Turkish adolescents was used to
determine the participants’ problematic digital game playing attitudes and behaviors. The
scale consists of 7 single-dimensional items. The scale is in the form of a 5-point Likert.
Scores of 3 and above from the scale indicate that the individual is a problematic digital game
addict. The test-retest stability coefficient of the scale was found to be .80, and the cronbach
alpha internal consistency coefficient was found to be .73. The reliability of the scale for this
study was calculated as .87.

Parenting Attitude Scale:

In the study, the ‘Parenting Attitude Scale’ form, developed by Lamborn et al. (1991) and
adapted for Turkish high school students by Yilmaz (2000), was used to determine the
parenting attitudes of the participants. This scale consists of 21 items in three dimensions
prepared in a 4-point Likert format. The acceptance-care subscale of the scale consists of 9
items and the minimum score that can be obtained is 9, the maximum score is 36; the control-
monitoring subscale consists of 7 items and the minimum score is 7, the maximum score is
28, and the psychological autonomy subscale consists of 5 items and the minimum score is 5,
the maximum score is 20. In the evaluation of the scale, getting above average score in three
subscales means that the parents have democratic attitude, getting below average score in
three subscales means that they have undemocratic attitude, getting above average score in
any two dimensions means that they have democratic attitude to some extent and getting
above average score in only one dimension means that they have undemocratic attitude to
some extent. The test-retest stability coefficient and Cronbach alpha internal consistency
coefficient of the scale were found as .82 and .70 for acceptance/care subscale, .88 and .69 for
control-monitoring subscale, .76 and .66 for psychological autonomy subscale, respectively.
Cronbach alpha reliability coefficient of the scale in this study was calculated as .85 for
acceptance-care subscale, .74 for control-monitoring subscale and .65 for psychological
autonomy scale.

Data Analysis:

In the study, descriptive statistics such as frequency and mean were first examined in the
analysis of the data. The skewness and kurtosis values were evaluated to see whether the data
was normally distributed or not. It was observed that the skewness and kurtosis values varied
between -1 and +1. In other words, the data was normally distributed. Multiple linear
regression analysis was used in the data analysis because the data in the study was normally
distributed and met all other assumptions for regression analysis. The analyses were
performed using the SPSS program version 23.

Findings
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Table 1. Mean and Standard Deviation Values of Participants' Scores on the Digital Game
Addiction Scale in Terms of Demographic Characteristics

Digital Game Addiction

Variables Group N 2 S

Gender Female 175 1.75 .80

Male 120 2.21 .80

Project School 142 2.02 .79

School Type Anatolian High School 102 1.85 .83

All Kinds of Vocational High Schools 51 1.90 .92

9 102 1.89 17

Grade 10 62 1.83 .69

11 80 2.03 .92

12 51 2.02 .94

. Together 252 1.89 .79

Parental Mavital Status Separated/Divorced 43 2.22 .98

Low 130 1.79 74

Fousehold monthly ~“iddre 135 2.03 82
Good and above 30 2.18 1.02

Democratic Attitude 127 1.89 .83

Parenting Attitude Somewhat Democratic Attitu_de 134 1.93 .79

Somewhat Undemocratic Attitude 33 2.15 .94

Undemocratic Attitude 1 1.14 -

Table 1 shows the mean and standard deviation values for digital game addiction scores of the
high school students participating in the study. When the data were examined, it was seen that
the mean scores for digital game addiction varied between 1.14 and 2.21 in terms of all
demographic variables. In addition, it was determined that the students' mean scores for
digital game addiction were low.

Table 2. Correlation Analysis Results Between Participants' Digital Game Addiction and
Gender, Age, School Type, Household monthly income Status, Parental Marital Status and
Parenting Attitudes

Digital Game Addiction

Variables
r p

Gender 274 .000**

Age .064 136

School Type -.067 127
Household monthly income .166 .002**
Parental Marital Status 143 007**

Parenting Attitude -.066 129

** p<.01

Table 2 shows the results of the correlation analysis between digital game addiction and
gender, age, school type, household monthly income level, parental marital status, and
parenting attitudes. The findings show that there is a low level positive relationship between
digital game addiction and gender (r= .274; p= .000), household monthly income level
(r=.166; p=.002), and parental marital status (r= .143; p= .007). No significant relationship
was found between digital game addiction and the age of the students (r=.064; p=.136), the
type of school they attend (r= -.067; p=.127), and the attitudes of their parents (r= -.066; p=
129).

Table 3. Results of Multiple Regression Analysis for Predicting Digital Game Addiction

Variables B S.H. B t P

Gender 435 .004 .259 4.609 .000**
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Age .027 .041 .024 423 .673
School Type -.005 .052 -.006 -.104 918
Household monthly income .228 .073 .180 3.124 .002**
Parental Marital Status .363 132 .155 2.755 .006**
Parenting Attitude -.031 .068 -.025 -.452 .651

R=.356; R”=.127; Durbin Watson; =1.960; F 288 —6.954; p=.000

** n<.01

Table 3 presents the results of multiple regression analysis to reveal the role of the gender,
age, school type, household monthly income, parental marital status and parenting attitude of
the high school students participating in the study in determining digital game addiction. In
the regression analysis, the autocorrelation between the variables was examined with the
Durbin-Watson coefficient and was calculated as 1.960. The fact that this coefficient is close
to 2 indicates that the variables are not autocorrelated. The research findings reveal that
gender (B= .259; t= 4.609; p= .000), household monthly income (f= .180; t= 3.124; p=.002)
and parental marital status (= .155; t= 2.755; p= .006) predict digital game addiction (R=
356; R?= .127; F, 288= 6.954; p= .000). Furthermore, it was determined that these three
variables explained only 12.7% of digital game addiction and the most important variable in
this model was gender (= .259).

Discussion, Conclusion and Recommendations

This study aimed to determine the antecedents of digital game addiction in Turkish high
school students and examined the possible effects of gender, age, school type, household
monthly income, parental marital status and parenting attitudes in determining digital game
addiction. The results show that there is a positive relationship between gender, household
income and parental marital status and digital game addiction, and that these three variables
positively predict digital game addiction in high school students. However, it was found that
the participants' digital game addiction was low. These findings are consistent with the results
of similar studies examining the effect of gender on digital game addiction in Turkey (Isik
Afacan & Afacan, 2024; Polat & Topal, 2022; Deniz, 2021; Yayman, 2019; Ekinci, Yalgin,
Ozer, & Kara, 2017). According to the 2021 data of the Turkish Statistical Institute (TurkStat,
2021), it was determined that 94.7% of Turkish children aged 6-15 play digital games at least
one day a week, and 96.2% of boys and 91.8% of girls play digital games regularly. This data
shows that the rate of children playing digital games is generally high in Turkey, while boys
play digital games at a higher rate. In the literature, similar research results on digital game
addiction conducted in different cultures show that there is a relationship between gender and
digital game addiction and that gender significantly predicts digital game addiction. Chiu,
Lee, and Huang (2004), who examined digital game addiction in Taiwanese adolescents,
found that there was a relationship between gender and digital game addiction in favor of
males. Li and Wang (2013) reported that male adolescents in China were at higher risk of
developing digital game addiction than females. Wittek et al. (2016) found that gender was
positively associated with digital game addiction in a study conducted with Norwegian
adolescents and adults. The results of a study conducted with adolescents in Hong Kong also
reported that gender affected digital game addiction (Wang, Chan, Mak, Ho, Wong, & Ho,
2014). Similarly, Hussain et al., who conducted a study with a sample of many countries from
Europe, America, and Asia such as Germany, Canada, and Japan, (2015) reported that males
are in the risk group in terms of online game addiction. Lin and Yu (2008) reported that males
prefer to play video and internet games, while females prefer to use the internet more for
social media. In other words, the difference in digital game addiction in terms of gender may
be due to males and females preferring different online activities.
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There are also research results in the literature showing that digital game addiction does not
differ between boys and girls. For example, Basha (2021) revealed that gender did not affect
digital game addiction in his study with Kosovar adolescents. The results of a recent study
conducted by Kizilkaya and Erol (2024) also showed that gender was not a determinant of
digital game addiction. These research results contradict the results of the current study.
Nowadays, both girls and boys have to spend more time at home and with technological
devices such as phones due to different concerns of their families such as security (Basha,
2021). This may cause both genders to spend time playing games on digital platforms in a
similar way. In addition, the similarity of digital addiction in terms of gender can be explained
by the fact that in most societies, parental control is higher in girls than in boys, which causes
girls to spend less time on the internet than boys (Tsai et al., 2009).

The research results show that the household monthly income level predicts digital game
addiction and that digital game addiction scores increase as the income level increases. It is
seen that different results are obtained in the studies in the literature examining the
relationship between household monthly income and digital game addiction. For example,
Ciris, Baskonus, Kartal and Tasdemir (2023), who studied high school students in Turkey,
stated that household income is an important determinant for digital game addiction and that
having a high household income increases the frequency of playing games and the time spent
playing games. Basdas and Ozbey (2020) found that Turkish adolescents with high digital
game addiction also have high income levels. Wu et al. (2016), who studied a Chinese
sample, reported that adolescents with high socioeconomic status or family annual income
were more likely to be addicted. Walther, Morgenstern, and Hanewinkel (2012) reported in
their review that high socioeconomic status was associated with problematic computer game
playing behavior. Go6ldal (2018) stated that children and adolescents with high-income
families have easy access to technological tools such as computers, phones, and mobile
internet used to play digital games. Aksoy and Erol (2021) reported that children from higher-
income families spend more time on the internet for leisure or social interaction. They
reported that this could increase game addiction in children and adolescents. Contrary to these
studies, Aksoy and Erol (2021) reported a negative relationship between household income
level and digital game addiction. Similarly, Eni (2017), who conducted a study with high
school students in a Turkish sample, found that those with low household income had higher
addiction. The high addiction level of adolescents from both low- and high-income families
suggests that game addiction is not only affected by household income. Therefore, the effects
of different socioeconomic parameters other than household income on game addiction
should be examined.

Another result of the study is that whether the parents are together or separated or divorced
does not predict digital game addiction. Wang et al. (2014) conducted a study on a Hong
Kong sample and found that game addiction in adolescents is not associated with the marital
status of the parents. This result supports our current research result. Behavioral addictions or
behaviors such as technology or game addiction are seen as a simple habit or a means of
emotional calming, especially by parents (Gokel, 2020), and these problematic behaviors can
be ignored regardless of the marital status of the parents. This means that children experience
these problematic behaviors in a similar way, whether their parents are together, divorced, or
separated. However, there are also research results in the literature that show that parental
marital status affects gaming addiction. Miiller et al. (2015) conducted a study with 12,938
adolescents aged 14-17 in seven European countries and stated that children with separated or
divorced parents have higher levels of addiction to the internet or online games. Frangos,
Frangos, and Sotiropoulos (2011), who conducted a study on a Greek sample, reported that
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university students with a divorced family were more problematic internet users. These
research results (Miiller et al., 2015; Frangos et al., 2011) contradict the results of the current
study. This situation can be explained by the fact that the researchers worked with a larger
sample group in the given studies and that in divorced, separated families, children living with
a single parent have less control than those living with a single parent (Juthamanee &
Gunawan, 2021). In addition, a single parent has less time and resources to support the
interests and needs of their child compared to two parents (Schneider, King, & Delfabbro,
2017). This may result in the child playing games at an addictive level instead of alternative
activities.

The current research results have shown that age is not a predictor of digital game addiction.
There are research results supporting this result in both national and international literature.
Basha (2021), who conducted a study with high school students in a Kosovo sample, revealed
that age did not differentiate the level of digital game addiction. Wang et al. (2014) found that
age and grade level did not affect digital addiction in a study with Hong Kong adolescents
studying from 8th to 11th grades. Taylan, Topal, and Ayas (2018), who examined digital
game addiction in a Turkish sample, concluded that age was not a precursor to digital game
addiction in Turkish high school students. Basdas & Ozbey (2020) reported that there was no
relationship between age and digital game addiction in university students. A recent study
conducted with university students in a Nigerian sample showed that there is no relationship
between age and game addiction (Badejo & Gandonu, 2024). In fact, this is an expected
situation considering that children today are introduced to digital technologies at an early age
(Kaya & Pazarcikci, 2023). There are also research results in the literature that show a
relationship between age and game addiction. For example, Sayeed, Rasel, Habibullah, &
Hossain. (2021) reported a relationship between increasing age and mobile game addiction in
their study examining mobile game addiction among Bangladeshi university students. The
results of this study contradict the current research result. This may be due to the fact that
Sayeed et al. (2021) conducted their study with university students, that is, adults with higher
awareness. Karabulut Coskun & Akgay (2023) revealed that awareness of digital game
addiction negatively affects gaming behavior. They also stated that awareness is a
determinant of perceived usefulness. Sanchez-Mena, Marti-Parrefio, & Aldas-Manzano
(2017) reported that perceived usefulness directly and positively affects the intention to play
the game. As a matter of fact, it is known that there is a relationship between awareness and
behavior and attitude and that it can reinforce and strengthen the display of behavior (Hutton
& Baumeister, 1992).

As a result of the research, it was determined that the type of school does not play a role in
determining digital game addiction and that the digital game addiction scores of students
studying in different high schools are similar. There are very few studies in the literature
examining the relationship between school type and digital game addiction. Soysal and Kartal
(2024) revealed that students studying in science high schools have higher levels of digital
game addiction in their study with high school students playing e-sports. This result is
surprising since science high schools are the high schools in Turkey where students are
accepted by exam and have the highest academic success levels. Contrary to the results of this
study, Aksoy and Erol (2021) found that students studying in vocational and technical high
schools have higher digital game addiction than those studying in Anatolian high schools and
health vocational high schools. These results are not consistent with our research results. This
situation can be explained by the fact that researchers group schools in different ways in the
studies conducted. However, it is clear that the number of studies examining digital game
addiction in terms of school type is insufficient in the national and international literature.
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There are many studies in the literature examining digital game addiction and parenting
attitudes in different cultures. Eni (2017), who conducted a study with Turkish high school
students, reported that parenting attitudes affect digital game addiction and that parents'
democratic attitudes reduce game addiction. Similarly, Cakir (2021), who conducted a study
with a high school group, found that students with a neglectful parenting style had higher
digital game addictions than others. In a South Korean sample, Jang & Ryu (2016) reported
that parenting attitudes and behaviors were significant predictors of problematic gaming in
children and adolescents, and that parental monitoring of high school students reduced
problematic mobile game use. In a Singapore sample, a study with 2974 children and
adolescents found that restrictive parenting attitudes, such as stopping gaming, were not
effective in reducing excessive gaming, but the attitudes and behaviors of parents towards
their children affected their gaming levels (Choo, Sim, Liau, Gentile, Khoo, 2015). Schneider
et al. (2017), who conducted a systematic review by examining studies conducted in many
countries on different continents of the world such as Germany, China, South Korea,
Singapore, Turkey, and Australia, stated that problematic gaming in adolescents is directly
related to poor parent-child relationships and parental supervision. Contrary to these studies,
the results of the current study surprisingly revealed that parenting attitudes are not a predictor
of gaming addiction in high school students. This result contradicts the findings of the
literature. This situation can be explained by the fact that the current study was conducted in a
different sample group and with a small number of participants.

As a result, with the increase in digitalization, digital games have inevitably become a part of
the lives of individuals in all age groups. In recent years, the positive and negative effects of
digital games, especially on children and adolescents, have been discussed. However, it is
clear that excessive playing of these games at an addictive level has negative effects on
children and adolescents. Therefore, it is important to reveal possible risk factors with
research results in order to prevent the negative consequences of digital game addiction in
different cultures and samples or to prevent its progression. In this study, the role of gender,
age, school type, parental marital status, household monthly income status and parenting
attitude in determining digital game addiction of Turkish high school students was examined
and it was revealed that gender, household monthly income status and parenting attitude
explained only 12.7% of digital game addiction.

Although the current study contributes to the literature, it is clear that it has many limitations.
First, this study was conducted with a limited number of high school students in only two
cities in Turkey. Second, the study is a quantitative study in which the sampling method was
used in participant selection. Therefore, studies involving a larger number of participants and
using quantitative and qualitative research designs together can be conducted. Third, the study
addressed gender, age, school type, parental marital status, household monthly income, and
parenting attitudes as determinants of digital game addiction. In the future, more
comprehensive studies can be conducted by examining digital game addiction in terms of
physical game playing in open and closed areas, game motivation, game type, academic
school success, player personality traits, psychosocial structures such as loneliness and
depression; relationships with family and peers, household income status and other
socioeconomic indicators other than parental marital status. Indeed, digital game addiction is
affected by many interrelated factors and can be explained by the interaction of these factors
(Celik & Celik, 2023). These studies will contribute to the determination of policies for
children and young people to play digital games in a safer and healthier way.
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