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Abstract 

The study aims to explore digital game addiction from the perspective of children aged 10 to 14, focusing on the 

impact of digital games from their perspective. To do this, the phenomenological research design, using qualitative research 

methods, was employed.  Criterion sampling, one of the purposeful sampling methods, was administered to select 

participants.  Data was collected via individual interviews with 24 children, and interview transcripts were analyzed using 

content analysis techniques. Findings showed that the majority of children equated digital game addiction to substance 

addiction. Children explained that digital games cause addiction because of several factors, such as completing missions, 

winning the game, passing to the next level, and being entertained. The study concludes that digital games affect children 

academically, socially, physically, and psychologically. Children with high addiction scores to digital games highlighted 

the effect of digital games on the increasing tendency to violence, while children with low addiction scores to digital games 

indicated the entertainment aspect of the games in terms of psychological aspects. It was determined that social isolation 

and the disruption of family relationships become prominent in the effects of digital games on children’s social lives. 

Furthermore, children stated that digital games cause skeletal and muscular system disorders and weight gain, and they 

mostly stated eye diseases among the physical effects of digital games. 

Keywords:  Children, Digital addiction, Digital game addiction, Phenomenology 

 

10-14 Yaş Arası Çocukların Gözünden Dijital Oyun Bağımlılığı: 

Fenomenolojik Bir Araştırma 

Öz 

Bu çalışma, 10-14 yaş aralığındaki çocukların gözünden dijital oyun bağımlılığını keşfetmeyi ve dijital oyunların 

etkisine odaklanmayı amaçlamaktadır. Çalışmada nitel araştırma yöntemlerinden fenomenolojik araştırma deseni 

kullanılmıştır. Katılımcıların seçiminde amaçlı örnekleme yöntemlerinden ölçüt örnekleme yöntemi kullanılmıştır. Veriler 

24 çocukla yapılan bireysel görüşmeler yoluyla toplanmış ve görüşme kayıtları içerik analizi teknikleri kullanılarak analiz 

edilmiştir. Bulgular, çocukların büyük bir kısmının dijital oyun bağımlılığını madde bağımlılığına benzettiklerini ortaya 

koymuştur. Çocuklar dijital oyunların eğlenceli olma, oyunu kazanma, görev tamamlama ve bir sonraki seviyeye geçme 

özellikleri nedeniyle bağımlılık yaptığını belirtmişlerdir. Çalışma dijital oyunların çocukları akademik, sosyal, fiziksel ve 

psikolojik yönden etkilediği sonucuna varmıştır. Öte yandan, bağımlılık puanı yüksek olan çocuklar dijital oyunların 

psikolojik açıdan en çok şiddet eğilimlerini artırma etkisinden bahsederken bağımlılık puanı düşük olan çocuklar ise 

eğlendirme etkisini dile getirmişlerdir. Dijital oyunların çocukların sosyal yaşamlarına etkisinde sosyal ortamdan uzaklaşma 

ve aile ilişkilerinin bozulmasının öne çıktığı tespit edilmiştir. Çocuklar dijital oyunların fiziksel etkilerine yönelik en çok 

göz rahatsızlıkları dile getirmekle birlikte kilo alma ve iskelet-kas ağrılarına sebep olduğunu da belirtmişlerdir. 

Anahtar kelimeler: Çocuklar, Dijital bağımlılık, Dijital oyun bağımlılığı, Fenomenoloji 
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INTRODUCTION 

Information and Communication Technology (ICT) tools have rapidly become increasingly prevalent with 

their developing features and increasing usage areas. Turkey also has a significant level of Internet access. 

According to the survey on ICT usage in households, the proportion of households accessing the Internet in 2021 

is 92%. (Turkish Statistical Institute [TURKSTAT], 2021). It is seen that children mostly use the Internet and ICT 

tools for entertainment and playing games (Kaşıkçı et al., 2014; Turgut & Kurşun, 2020; RTÜK, 2016). Ergüney 

(2017) points out that children use the Internet for various purposes, especially for watching cartoon films and 

playing games beginning at the age of three. Toran et al. (2016) have reported that the age of playing games and 

watching videos in digital media has decreased to 1-1.5.  

In the literature, studies show that digital games have many cognitive, social, and emotional contributions 

to individuals. They benefit from ensuring hand-eye coordination and improving multitasking skills (Lin & Hou, 

2015). Besides, children also might improve their social aspects in multi-user digital games by chatting with their 

friends (Aslan et al., 2019). Digital games can also improve gamers' abilities, such as analyzing, solving problems, 

reasoning, and making decisions (Kim & Smith, 2015). Digital games are also used in foreign language education 

to facilitate vocabulary learning (Ceylaner & Yanpar Yelken, 2017). They also improve their visual literacy and 

provide skills needed in some professions, such as pilots (McKinley et al., 2011). 

Besides the positive effects of digital games that children mostly prefer for entertainment, digital games 

can cause several academic problems, such as refusing to go to school, their reluctance to attend classes, lower 

academic success, forgetfulness, and sleeping in class (Gentile, 2009; Karacaoğlu, 2019; Odabaşıoğlu et al., 2007). 

It is seen that some children prefer to socialize in digital game environments, and they have a problem initiating 

and managing communication in real life (Kowert & Oldmeadow, 2013). Therefore, children become less involved 

in the group of friends and have conflicts with their family members (Gülçek, 2018). Strategy games confuse 

children's inner worlds and desensitize them by triggering only the sense of winning (Budak, 2017). Exposure to 

violent scenes in digital games may normalize violence for children, leading to desensitization towards violent 

behaviors (Balıkçı, 2018). Consequently, this desensitization may prompt children to adopt violence as a solution 

to everyday challenges (Budak, 2017; Tutkun et al., 2017). Additionally, digital games are linked to various 

physical health issues, including headaches, disorders of the skeletal and muscular systems, epileptic seizures, and 

dry eye syndrome (xerophthalmia) (Griffiths & Hunt, 1998; Horzum, 2011). Moreover, there is an increased risk 

of obesity among children who engage in more than five hours of digital gaming daily (Berber et al., 2014). 

Literature Review 

Individuals experience various periods according to their mental, physical, psychological, and social 

developmental stages. The 10-14 age range is also a period that can be characterized as late childhood or early 

adolescence (Ertuğrul & Eker, 2019). In the relevant period, children pass from the concrete operational stage to 

the abstract operational stage and reach a level of maturity close to adults by developing their hypotheses, problem-

solving, reasoning, and abstract thinking abilities (Doğan, 2007; Özbay, 2004). Children at this age experience 

rapid physical growth, such as height and weight gain, development and coordination of muscle and skeletal 

systems, and maturation of vision (Doğan, 2007; Koç, 2004). Despite having a physically young individual 

appearance, the quality of social relations of children who experience psychological confusion with their childlike 

aspects in this age range changes (Blum et al., 2014; Ünalan et al., 2007).  It is seen that the socialization process 

that starts with the family at an early age has shifted to the school environment and friend groups. Gaming is an 

important activity that ensures children's mental, physical, psychological, and social development (Özer et al., 

2006). Instead of playing games with their friends in the schoolyard or on the street, children are inclined to play 

digital games with the rapid development and spread of information and communication technologies. The long-

term use of digital games, which is at the forefront of children's internet activities, causes addiction. Indeed, 

Mustafaoğlu and Yasacı (2018) have reported that 87.1% of parents think their children are addicted to digital 

games. Along with digital game addiction, there are various cognitive, physical, and behavioral problems, such as 

playing games uncontrollably, increasing in-game time, getting anger blocked, ignoring school and social life 

responsibilities and family relationships, and eating and sleeping disorders (Cham et al., 2019; Horzum et al., 

2008). Some studies have reported that digital game addiction has a positive relationship with factors such as 

anxiety (Karaca et al., 2015), depression (Baş, 2018), social anxiety and low self-esteem (Rooji et al., 2010), anger 

management, and tendency to violence. Studies also show that more and more children are addicted to digital 

games. (King et al., 2013; Kuss & Griffiths, 2012). It has been recently observed that digital game addiction causes 
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incidents resulting in theft, crime, and suicide (Odabaşıoğlu et al., 2007; Ögel, 2012; Yücel & Şan, 2018). In 

addition, due to digital game addiction is seen that children avoid socializing and have problems with family 

connections (Kim et al., 2008). 

Parents find it difficult to supervise their children's in-game time with digital games and the widespread 

use of smartphones, tablets, and laptops. This increases the risk of children’s digital game addiction (Aksel, 2018). 

Although children's time on the Internet and digital media is considered worrying by their parents, they may be 

within normal limits. In addition to the perspectives of children and their parents, who are members of different 

generations, towards digital devices and digital games, their perception of digital game addiction is also different 

(Eşgi, 2013). Therefore, identifying children's perceptions and awareness of digital game addiction is important to 

understand parents' concerns. When literature is examined, studies have been carried out on children’s digital game 

addiction levels and the positive and negative effects of digital games on children (Karagöz, 2017; Mustafaoğlu 

& Yasacı, 2018). Wan and Chiou (2013) indicated that studies on digital game addiction are generally conducted 

based on quantitative data aimed at explaining the behavior of addicted users. Similarly, in Turkey, there are also 

quantitative studies that analyze the level of children’s digital game addiction and its effect on their social life and 

academic success (Torun et al., 2015), its relationship with violence and aggression (Aydoğdu Karaaslan, 2015; 

Dolu et al., 2010), its effect on the level of loneliness (Çakır & Oğuz, 2017; Öncel & Tekin, 2015) and its 

relationship with communication (Yılmaz & Biricik, 2017). There are very few studies that examine the 

relationship of digital game addiction with violence and aggression (Özkan & Hira, 2017; Tutkun et al., 2017). In 

brief, both international and national studies have largely conducted research on the status and impacts of children 

who are addicted to digital games. However, in order to understand how addiction develops in children, it is vital 

to examine the digital game behaviors of both children with high addiction scores (CHAS) and children with low 

addiction scores (CLAS). Indeed, since children might hide the games they play on mobile devices, children's 

digital gaming behavior should be analyzed in depth through phenomenological studies (Gökçearslan & Seferoğlu, 

2016). In another study, it is emphasized that there is a need for detailed studies to reveal the reasons for children's 

digital game addiction (Ministry of Health, General Directorate of Health Promotion [MHGDHP], 2018). 

Understanding how children aged 10 to 14, a critical developmental period, perceive digital game addiction will 

offer valuable insights for preventing and addressing this risk. Indeed, no in-depth study has been found in Turkey 

that shows how children between the ages of 10 and 14 are affected by digital games and how they perceive digital 

games and digital game addiction. The current study aims to reveal digital game addiction from children’s 

perspective between the ages of 10 and 14 and how they are affected by digital games. In line with this purpose, 

the following research questions below were formulated: 

1. How are the digital game habits of CHAS and CLAS to digital games? 

2. What does digital game addiction mean for CHAS and CLAS to digital games?  

3. How do digital games affect children who are/are not addicted to digital games? 

 

METHOD 

The phenomenology research design was preferred in this study to determine how children between the 

ages of 10 and 14 perceive the phenomena of digital games and digital game addiction. It is important to perform 

phenomenological analysis to develop datasets and provide a comprehensive definition of the phenomenon 

(Yüksel & Yıldırım, 2015). Phenomenological studies focus on how participants make sense of a phenomenon 

through their points of view (Johnson & Christensen, 2014). Digital games are a phenomenon that is preferred and 

are played by many children and causes addiction to some of them; however, there is no in-depth information 

about how children make sense of them and how they explain it (Şimşek & Karakuş Yılmaz, 2020)  

Research Design 

Participants 

Data sources in phenomenological research are individuals who have directly experienced the phenomenon 

under investigation (Yıldırım & Şimşek, 2008). The data source of this study is also children between the ages of 

10 and 14 being the addressees of digital game addiction. The criterion sampling method, one of the purposeful 

sampling methods, was used to select participants. This method aims to study all situations providing a 

predetermined set of criteria (Yıldırım & Şimşek, 2008). For the selection of the sample, having a high addiction 
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score and a low addiction score were determined as the main criteria. Within this context, a secondary school in 

Türkiye's province with a moderate socio-economic level was visited. Children who met the criteria set in this 

secondary school were informed about the study. The parental consent form was given to 51 children who 

volunteered to participate in the study. The children of 43 parents who signed the consent form for their children 

to participate in the study were included. The 24 children included in the study were coded F6H1, M8L2, etc. 

(Appendix 1).  The codes are designed to represent as F6H1 code, F(Female), 6 (Grade 6), H (High Addiction 

Score), 1 (Participant No. 1) and M8L2 code M (Male), 8 (Grade 8), L (Low Addiction Score),2 (Participant No. 

2). Information on gender, grade level, age and digital game addiction levels of the participant children is presented 

in Appendix1. 

Data Collection 

The scale Hazar and Hazar (2017) developed was used to determine children's digital game addiction levels. 

As a result of factor analysis conducted in the scale development process, a structure consisting of the Cronbach 

alpha coefficient of 0.91 and 24 items and four factors were obtained. These four factors are “excessive focus and 

conflict towards digital gaming”, “development of tolerance in duration of playing and the value of the game”, 

“postponement of individual and social tasks”, and “psychological-physiological reflection of deprivation and 

being hooked on digital games”. 

A semi-structured interview form was developed to reveal children's digital game habits and perceptions 

of digital game addiction and how they are affected by digital games. Firstly, a draft interview form with 12 

questions suitable for the research was prepared. Additionally, arrangements for interview form were made in line 

with feedback received from two field experts working on digital game and digital game addiction. A pilot study 

was conducted with eight children, a girl, and a boy, from each grade level at secondary school. According to the 

findings obtained from the pilot study, the interview form was finalized by adding probes to one question. 

Data Analysis 

The necessary permission was taken from the institution for a scale study to be carried out with children 

within the scope of the study. Accordingly, the study's data collection process was carried out between February 

and May 2019. At first, children at schools were informed about the study within the framework of research ethics. 

After the children had been informed, the parents whose children wanted to participate were given permission. 

Scores they received from the scale developed by Hazar and Hazar (2017) formed a basis for determining their 

addiction level. Children can score between 1 and 120 on the scale. In this study, children who scored between 1 

and 72 on the scale were considered CLAS, and children who scored between 73 and 120 were considered CHAS 

(Hazar & Hazar, 2017). The information on the addiction scores of the participants is presented in Appendix 1. 

After the scale study was carried out with 43 children, individual interviews were conducted with the 

children. During the interviews, the children were not informed about the scores they received from the scale and 

about their addiction status. In order to prevent data loss and save time, interviews were audio-recorded with the 

participant's permission. Content analysis was performed after the voice recordings were transcribed. The content 

analysis increases the comprehensibility of the researched phenomenon with the process of data combination by 

coding data and collecting them under certain themes (Elo & Kyngӓs, 2008). In this process, as Karasar (2009) 

stated, data were coded by the first researcher by considering the purpose of the study and without being detached 

from the context of the study. Other researchers checked the coding and made arrangements. Temporary themes 

were created by evaluating the answers given for each question. Intersecting themes were determined and gathered 

under the same theme, and a code-theme relationship was established. Within the scope of the study, the findings 

obtained from the interviews were examined, and feedback was received from the field experts. Based on the 

received feedback, 24 children were included in the study by considering the focus of the study, the amount of 

data, and the theoretical sampling, which are the three basic principles put forward by Yıldırım and Şimşek (2008) 

to determine the sample size in qualitative research. With the data obtained from the individual interviews with 

children, the data depth has been reached in a way that does not cause data repetition. The findings obtained from 

these data were tabulated to the research questions and presented by direct quotations. 

Studies of Validity and Reliability  

Due to the preference for a phenomenological pattern, which is one of the qualitative research methods in 

this study, the strategies by Lincoln and Guba (1985), such as credibility, transferability, dependability, and 

confirmability, were adopted in order to ensure reliability and validity (as cited in Yıldırım & Şimşek, 2008). 
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Credibility 

● In developing the interview form, opinions from two field experts on Computer Education and Instructional 

Technology (CEIT) were obtained. 

● The pilot study for the interview form was conducted with eight children, one girl and one boy from each 

grade level. 

● While preparing the interview form, a theoretical framework was considered the pattern, and the adequacy 

of the data obtained to answer research questions was considered.  

Transferability 

● All phases of the study were explained in detail.        

● A criterion sampling method was used to reflect the research topic for the sample selection. 

● The raw data were arranged according to the themes revealed and detailed by direct quotations.  

Dependability 

● All findings of the study were supported by raw data. 

● During the interviews, questions were asked of the participants in the same order, and expressions that 

would affect their opinions were avoided. 

● The relationship of research results with research questions was considered. 

Verifiability 

● Interview data, findings and comments, coding, and themes were noted and were repeatedly controlled.  

Research Ethics 

In this study, the rules of scientific research and publication ethics were followed in all research processes. 

Students were given detailed information about the purpose of the study. The student's participation in the study 

was voluntary, and written permission was obtained from the student's parents before participation. The student's 

personal information was kept confidential and was not shared with third parties in any way. 

 

FINDINGS 

Digital Gaming Habits 

This study examines children’s digital gaming habits in terms of games and types of games played, digital 

devices used for digital gaming, digital device ownership, in-game time, and children’s age to start digital gaming. 

Findings related to the children’s age to start digital gaming are presented in Figure 1. 

 

Figure 1. Children’s age to start digital gaming  

As illustrated in Figure 1, the age of starting digital gaming changed between 3 and 12. Participant M6H1, 

who started playing digital games at an early age, expressed, "When I was two years old, we visited our 

grandparents. They had a computer. I wanted to play computer games. My father bought me a computer when I 
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was three years old. I have been playing since I was four years old. "However, it was found that addiction is less 

common in children who started gaming after nine years old. Participant F7L5, who is CLAS, expressed the age 

of starting digital gaming, "I started playing games at the age of nine. It was forbidden for me to play on the phone. 

One day, my brother played games when I was bored at home. He told me to come and play together." 

The digital device ownership and which digital devices children play are presented in Table 1. 

Table 1. Digital Game Devices Played by Children 

Devices 
CHAS  CLAS 

Personal Co-user Personal Co-user 

Smartphone  8 3 8 3 

Computer (desktop/laptop) 4 5 6 3 

Tablet  7 1 3 1 

Console 2 1 4 1 

*Children can answer more than one regarding the game device they use 

As demonstrated in Table 1, smartphones are placed at the top among devices children prefer to play digital 

games, and computers and tablets follow it. It was observed that the condition of having ICT tools by children is 

at a considerable rate. It was observed that while almost all CHAS have at least one digital device, some of the 

CLAS have none. Participant M8H6 expressed, “My smartphone, tablet, and laptop belong to me. We use the 

console with my brother.” Besides, participant F7L18, who hasn’t got any device, expressed, “I use my cousin’s 

computer, my mother’s phone, and the PlayStation at the internet cafe.” 

Children's preferred ICT tools for playing digital games and the frequency of playing digital games vary. 

The frequency of digital gaming according to having a high addiction score or low addiction score is presented in 

Table 2. 

Table 2. Children’s In-Game Time (Weekly)  

Frequency of Digital Gaming CHAS CLAS 

0-7 hours a week  1 1 

8-14 hours a week  0 6 

15-21 hours a week  - 1 

22-28 hours a week  5 3 

29-35 hours a week - 2 

36-42 hours a week 3 - 

42 hours over a week 1 - 

As demonstrated in Table 2, all CLAS play 35 hours or less per week, and some of the CHAS are above 

this duration. Participant M6H1, who plays more than 35 hours weekly, stated, "I play very often. While playing 

8-9 hours weekly, I play more on the weekends. Even I stay awake till morning." Participant F7L16, who spends 

9-10 hours a week playing digital games, expressed, “I mean, I play every day. One and a half hours.” 

To understand children’s digital gaming habits, the frequency of gaming and the kind of games they prefer 

were analyzed, and the findings are presented in Table 3. 

Table 3. Types of Digital Games Played by Children 

Types of Game  CHAS CLAS 

Strategy (MOBA, MMO)  8 3 

FPS 3 2 

Role-playing game (MMORPG, Sandbox, RPG) 5 3 

Adventure  2 2 

Intelligence - 3 

Simulation  - 1 

 

As demonstrated in Table 3, the most preferred digital games among children are types of strategy games 

and FPS. It was determined that CHAS prefers strategy and adventure games more, but not intelligence and 
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simulation games. Participant F5H4, one of the CHAS who plays strategy and FPS games, stated, "PUBG, and 

generally gun games. My brother also has games. I play them…"On the contrary, participant F7L5, one of the 

CLAS who prefers intelligence games, stated, "I like word games. I like learning new words." 

Children’s Perception of Digital Game Addiction 

To reveal children’s perception of digital game addiction, their opinions on how they define it, what they 

liken digital game addiction to, and their opinions related to situations that cause addiction have been analyzed. In 

this context, the analysis results of their explanations of children’s digital game addiction are presented in Table 

4.  

Table 4. The Explanations of Digital Game Addiction by Children 

Digital Game Addiction CHAS CLAS 

Playing intensively 9  

Being hooked on digital games 7 8 

Being preoccupied with digital games 4 3 

Making an impression on life 1 1 

Postponing something 1 - 

Feeling bad without digital games  - 1 

Requiring effort to quit digital games - 1 

 

As demonstrated in Table 4, children mostly explained digital game addiction as “playing intensively.” 

Participant M6H8 expressed, “Digital gaming excessively, gaming until midnight, and even being unable to stop.” 

Some children evaluated digital game addiction as “being hooked on games.” The statement of participant F8H5 

was that "Children focus on games played by devices like PlayStation, smartphones, and computers, and they 

never care what's happening around the world." Another statement frequently expressed by CHAS and CLAS was 

"being preoccupied with digital games." Participant M6L13 stated, “Digital game addiction is to think just about 

games by depending on them and spend all day on them, not lessons.” 

The results of the analysis of the metaphors expressed by children for digital game addiction are 

summarized in Table 5. 

Table 5. The Metaphors Related to Digital Game Addiction 

Metaphors  CHAS CLAS 

Substance addiction 6 5 

Daily habits 2 2 

Bad friend - 2 

Need  1 - 

Stupidity 1 - 

Monster - 1 

 

As illustrated in Table 5, most of the children liken digital game addiction to substance addiction, such as 

cigarettes, alcohol, and drugs. Participant M7L15 stated, "It is like smoking addiction. A cigarette addict cannot 

stand without smoking. Similarly, a game addict cannot stand without gaming." Similarly, participant F8L14 

stated, "It is similar to substance addiction because you want to use it over and over when you start to use 

substances." 

Besides substance addiction, children also created different metaphors for digital game addiction. 

According to Participant F7L18, who emphasizes digital game addiction as a bad friend, “It is like bad friends 

because it may end badly when you are addicted to them. It causes death like a blue whale”. Participant F7H11 

likened digital game addiction to stupidity as follows: “If I look at myself from this perspective, I am like a little 

stupid. I prefer to play games on my smartphone, although there are several places to visit, such as parks, forests, 

and so forth.” 

When children’s opinions about reasons for digital game addiction were analyzed, some children expressed 

that games cause addiction due to the characteristics they have. The opinion of participant M7H7, emphasizing 

the environment provided by digital games to the player, was that “Digital games cause excessive addiction. 

Because it is his world that he creates, and no one can ask him what to do. He does whatever he wants, and he 
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does freely.” On the other hand, children explained that factors such as completing missions, winning the game, 

and passing to the next level cause addiction. Participant M7H12 pointed out, “You have become very ambitious. 

You have fun as you play. You think you can do better, and so you become addicted." Some children also indicated 

that the element of entertainment in digital games can cause addiction. Participant F7L19 expressed, “When you 

start to play a game if you like it, you want to play it continuously. Entertainment is a factor that causes digital 

game addiction.” Moreover, participant F7L19, who indicates the reason why digital games cause addiction varies 

by person, expressed that “...I can be addicted because I am exhilarated. Someone also becomes addicted since 

they play and spend time with friends.” 

The Effects of Digital Games 

Children’s opinions on the effects of digital games were analyzed. The analysis found that digital games 

affect children academically, socially, physically, and psychologically. The analysis results related to the effects 

of digital games on academic performance are presented in Table 6. 

Table 6. The Effects of Digital Games on Academic Performance 

Academic Effects CHAS CLAS 

Failure in exam scores 4 3 

Improving foreign language 3 3 

Distractibility / Dysmnesia 2 4 

Neglect of tasks and responsibility 4 2 

Acquisition of problem-solving ability 2 1 

No Academic effect 1 1 

As demonstrated in Table 6, most of the CHAS stated that digital games have a positive effect on improving 

their foreign language knowledge and skills, while most of the CLAS stated that there are negative effects, such 

as distractibility or dysmnesia. In this respect, participant F5H4 stated, "I play mathematical games, and they help 

me in mathematical operations and problem-solving." Participant M5L24 said, "I can benefit from educational 

games to learn some English words." However, participant F8H5 indicated the negative effects of digital games: 

"... Before starting to play digital games, I always used to get high scores in exams. My grades have been 

decreasing more and more since I started digital gaming." 

The analysis results related to the effects of digital games on children’s social life are presented in Table 

7.  

Table 7. The Effects of Digital Games on Children’s Social Life  

Social Effects CHAS CLAS 

Social isolation  5 3 

Disruption of family relationships 2 4 

Friendship and communication in digital games 3 2 

The ease of communicating with foreigners   - 1 

Encouraging to play basketball and play the guitar 1 - 

None 1 1 

As demonstrated in Table 7, two children expressed that digital games do not affect their social lives. On 

the other hand, participant M6H9, who thinks that there are negative effects on social life, expressed, "I sometimes 

prefer to play digital games instead of socializing with my friends." According to Participant F6H10, "I can't talk 

much to my surroundings. And when I speak, I stutter. I don't like that at all. I don’t like it, but I play it anyway." 

Participant M8H2 expressed how much it affected their social life, "I stayed at home because of digital games; I 

had no reason to go out." Participant M7L22 explained the disruption of family relationships from the same 

perspective: “When my parents insist on not playing, I become furious to play. Then, they shut down the computer. 

So, we cannot get along with each other anymore.” 

The results of the analysis related to the effects of digital games on children’s psychology are presented in 

Table 8.  
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Table 8. The Effects of Digital Games on Children’s Psychology 

Psychological Effects CHAS CLAS 

No psychological effect  4 7 

Increasing violence tendency 3 1 

Entertaining 1 2 

Relaxing 1 - 

Being pessimistic/ introverted 1 - 

Being obsessed with digital games - 1 

Getting selfish 1 - 

As demonstrated in Table 8, approximately half of the children expressed that digital games have no 

psychological effect. While CHAS mostly expressed the effects of increasing the tendency to violence, CLAS also 

stated the effects of entertainment. Participant M6H8 said, “I think it causes me to argue with others.” On the other 

hand, participant F7L16 said, “I think digital games are entertaining, so I forget what keeps my mind busy.” 

Children also pointed out the physical effects of digital games. Children mostly mentioned eye diseases 

among the physical effects. Participant F7L17 stated her physical problem, “Digital games are harmful to my eyes. 

Besides, I sometimes have arthralgia”. Also, other effects stated by children were that digital games cause skeletal 

and muscular system disorders and weight gain. Participant F8H5 explained her health condition, “I have pain in 

my fingers. My eye pain gets more and more. Even I have a headache. While playing games, I have pain in my 

waist that results from slouching.” 

The results of the analysis related to the effects of digital games on children physically are presented in 

Table 9. 

 Table 9. The Effects of Digital Games on Children Physically  

Physically Effects  CHAS CLAS 

Eye diseases 6 3 

Body pain (waist, neck, back) 4 1 

Weight gain 2 2 

Inactiveness 2 1 

Finger pain 1 1 

Slouching - 1 

None 2 4 

 

As demonstrated in Table 9, children mostly expressed eye diseases regarding the physical effects of digital 

games. However, children stated that digital games cause weight gain and body pain. Participant F8H5 indicated, 

"My fingers started to hurt a lot because of playing games. My eye pain has become worse and worse. I have a 

terrible headache. For example, my back hurts when I stand upright because I slouch too much." Participant F7L17 

expressed digital games' negative effects: "It was harmful to my eye health, and sometimes my joints hurt." 

 

DISCUSSION & CONCLUSION 

This study aims to conduct an in-depth investigation of digital game addiction and how they are affected 

by digital games from the perspective of children between the ages of 10-14. Following the study’s purpose, 

children’s digital gaming habits, how they perceive digital game addiction, and how digital games affect children 

are examined.  

Children’s Habits of Digital Gaming 

Digital games are present in children's daily lives, regardless of whether they have a high score of digital 

game addiction. However, it was revealed that there are differences in the frequency and duration of digital gaming 

between CHAS and CLAS. It has been observed that the in-game time of non-addicted children does not exceed 

35 hours. The fact that the weekly in-game time exceeds 41 hours is considered an indicator of addiction (Wan & 

Chiou, 2013). In the study conducted with 667 digital gamers between the ages of 11 and 54, digital game addiction 

was positively related to the time spent on games (Blinka & Mikuska, 2014). In another study conducted with 605 

digital game players, players with low psychological endurance played games for over 45 hours (Canale et al., 
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2019). Lewis (2016) also indicated that even though digital gaming causes several problems in people's lives, 

playing games frequently is a signal of addiction. In other many studies, it is mentioned that excess in-game time 

is positively related to addiction (Derin & Bilge, 2016; Gökçearslan & Günbatar, 2012; Karagöz, 2017; 

Kurtbeyoğlu, 2018). The fact that children determined to have a high addiction score in this study play more 

frequently and more games weekly shows similarity to the studies in the literature. On the other hand, some 

children’s in-game time was found to be 7-14 hours a week, even though they were determined to have a high 

addiction score in this study. This situation can be explained by the limitation of children's in-game time due to 

several reasons, such as exam periods or time limitations by parents. Indeed, from interviews with parents, 

Taştekin (2019) states that some parents restrict their children's time spent on digital games. Based on the findings 

in the present study and studies in the literature, the excess of in-game time is an important factor that leads to an 

increase in addiction. However, Kneer et al. (2014) noted that uninvolved parents who do not care or neglect their 

children while they play are risk factors for their children to develop game addiction. In this context, it is clear that 

families’ tendencies on children’s in-game time are also important. 

It was determined that children’s age to start playing digital games changes between the ages of 3 and 12, 

and the majority of children who started playing games after the age of nine had low addiction scores. The age to 

start digital gaming decreases day by day.  Toran et al. (2016) have indicated that the age to play digital games 

decreases to 1 -1,5; however, the intensive use of digital games is observed after five years old. Demirtaş Madran 

and Ferigül Çakılcı (2014) underline that as the age to play digital games decreases, gamers become more addicted 

and encounter some serious side effects. The study carried out by Karagöz (2017) with 740 children in the 6th and 

7th grades shows that digital game addiction increases with age. As stated in the literature, children’s age to start 

digital gaming is an effective factor for their addiction.  

In the current study, the most preferred and used digital game devices were smartphones and computers, 

tablets, game consoles, and television, respectively. In the studies conducted with different age groups in the 

literature, it is seen that the majority of participants mostly prefer smartphones as a digital game device (Ceylaner 

& Yanpar Yelken, 2017; Dursun & Eraslan-Çapan, 2018; Kurtbeyoğlu, 2018; Yiğit, 2017). Similarly, this study 

also showed that the rates of CHAS who have their own smartphone are higher than those of CLAS. The research 

conducted by Balıkçı (2018) with children between the ages of 10 and 19 shows that %94 of children have 

smartphones, and they mostly prefer smartphones for digital gaming. Moreover, the study conducted by Bülbül 

and Tunç (2018) with university students demonstrates that addiction is higher in persons who have smartphones 

at a young age. The mobility of smartphones and playing online games via smartphones with Internet access make 

it difficult for gamers to control in-game time. When considering that children do online activities without their 

parents’ permission (Mascheroni & Ólafsson, 2014), the fact that children have a smartphone can trigger addiction 

because it can be easy to hide online activities from their parents.  

In this study, it was found that children preferred strategy games more than others. Strategy games generally 

are war and economic games. The research conducted by Karagöz (2017) with 740 children between the ages of 

11 and 13 indicates that strategy games are positively related to addiction. Bekar (2018) and Kurtbeyoğlu (2018) 

have emphasized that the rate of not quitting the game for those who play games like war, strategy, and so forth is 

higher than others. Also, Aleksic (2018) points out that the type of game affects the duration of digital gaming, 

and time spent on intelligence games is less than on action/sports games. In this study, it was revealed that mind 

games and puzzles were preferred only by CLAS. 

Children’s Perception of Digital Game Addiction  

The expressions used by children to describe digital game addiction are compatible with the explanation of 

Lemmens et al. (2009), who state, "even if it causes several problems and playing games excessively and 

obsessively." In this context, it can be said that children have information about digital game addiction. Besides, 

children commonly liken digital game addiction to substance addiction. It was found that children express similar 

metaphors in the study by Hazar et al. (2017) conducted with 364 children between the ages of 10 and 14. The fact 

that children liken digital game addiction to substance addiction, which is difficult to treat and quit, shows that 

they are aware of the dimensions of this risk. 

Half of the participants expressed that the immersive nature of digital games causes addiction. The variation 

in digital games, the attractiveness of graphics and images (Nazlıgül et al., 2018), and factors such as arousing 

interest and character design affect addiction (MHGDHP, 2018).  It can be considered that these features make 

digital games fascinating and cause addiction. Indeed, Lemmens et al. (2009) defined mood modification, which 

is one of the criteria of digital game addiction, as gamers being inclined to the game to get rid of distress because 
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they experience the entertainment of digital games and experience this feeling over other feelings. In this study, 

children explained that digital games cause addiction because they are pleasurable and entertaining. Wood (2008) 

indicates that when digital game players cannot find anything to do, they tend to play digital games and fulfill their 

entertainment needs. Besides, most participants who said they played digital games to complete a task or win were 

CHAS. Also, gradual transition scores and competition in digital games become attractive and pave the way for 

addiction (MHGDHP, 2018). Another factor in the fact that addicted children continue to play the game is that 

they do not want to give up the character they have created (Wood, 2008). Furthermore, some of the addicted 

children consider digital games as a world where they can be isolated from real life and make decisions 

autonomously (King et al., 2013). Although children often liken digital game addiction to substance addiction, the 

fact that they have many reasons to play makes it more difficult to prevent and cope with its risk. 

The Effects of Digital Games on Children  

The children expressed positive and negative opinions while evaluating the effects of digital games. 

Expressing positive opinions, children mentioned that digital games mostly contribute to foreign language 

learning. Digital games in foreign language education facilitate vocabulary learning (Ceylaner & Yanpar Yelken, 

2017). Some children stated that digital games improve their foreign language because most digital games are 

based on a foreign language, and the dialogues, names of tools, menus, and instructions in digital games are in a 

foreign language, and even they sometimes need to communicate with foreign players. In addition, children stated 

that digital games improve their problem-solving skills. Developing problem-solving skills, increasing 

imagination, and improving visual intelligence are among the benefits of digital games (Smith, 2004; Yalçın & 

Bertiz, 2019). Some children also indicated that digital games negatively affect their academic success. The fact 

that as well as CHAS, CLAS also stated that the decrease in their academic success could be interpreted as their 

being in the risk group. Karacaoğlu (2019) underlines that academic success decreases while addiction increases, 

and Kuss and Griffiths (2012) indicate that gamers who play digital games excessively have difficulty fulfilling 

their responsibilities in daily life. Similarly, children said they ignore their tasks, such as doing homework, going 

to school, and solving problems, because they play digital games. In this context, it can be said that there is a thin 

line between the benefits and harms of digital games in terms of children's academic success. 

While evaluating the social effects of digital games, children explained that they have problems with their 

family relationships and are isolated from the social environment. In the literature, children have similar problems 

due to digital games (Kim et al., 2008; Köse, 2013); it is seen that many addicted players are phobic about 

socialization, and this phobia increases digital gaming behavior (Kneer et al., 2014). Children's need to spend more 

time socializing with their friends than their families is normal for this age period (Doğan, 2007). However, it is 

seen as worrying that children communicate with people they do not know while playing digital games and their 

efforts to socialize in virtual worlds (Bilgin, 2015). Similarly, Dönmez (2018) underlines that most children make 

new friends in digital games, and some even meet these virtual friends in the real environment. It was concluded 

that their preference to socialize with people they meet in digital games rather than the people around them, like 

their family or friends, negatively affects their social development. 

Children often mentioned the physical effect of digital games in their interviews. They stated that digital 

games cause visual impairment, eye burning, eye irritation, eye pain, and xerophthalmia. Visual impairment is a 

problem experienced by many people who play digital games regardless of whether they are addicted or not (Kuss 

& Griffiths, 2012; Mustafaoğlu & Yasacı, 2018). It is usual that children express easily noticeable situations such 

as eye diseases and musculoskeletal problems, which manifest themselves as pain and physical appearance. It was 

seen that another physical effect explained by children is to gain weight. Digital games cause weight gain and even 

obesity due to remaining still for a long time and irregular eating habits. (Berber et al., 2014; MHGDHP, 2018). 

Aksoy (2018) determines a statistically meaningful relationship between digital game addiction and obesity. The 

findings related to the relationship between digital game addiction and weight gain are available both in the current 

study and in other studies in the literature. Children stated that they also have pain in their hands, wrists, and joints 

because of digital gaming. Griffiths and Meredith indicate that Carpal Tunnel Syndrome, headache, and backache 

can occur depending upon the excessive use of digital devices (as cited in., Hazar et al., 2017). Children need to 

do sports activities when their physical growth and development are most intense in both their physical and social, 

cognitive, and psychological development (Coknaz, 2016; Koç, 2004). However, it is seen that digital game 

addiction prevents children from living this period healthfully. 

Although some children stated that digital games are fun and relaxing, children often mentioned the 

negative effects. Particularly, CHAS expressed that digital games increase their tendency to violence.  Çakıcı 
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(2018) presents that addicted children express their anger more than non-addicted children. In the literature, there 

is also evidence showing that the tendency to violence increases as game addiction increases (Aydoğdu Karaaslan, 

2015; Balıkçı, 2018; Baş, 2018; Güvendi et al., 2019). The explanations of CHAS about the increase in the 

tendency to violence caused by digital games indicate that they are aware of the psychological effects they have. 

The psychological effects expressed by children that include refrainment, fatigue, being introverted, pessimistic, 

and depressed can be associated with anxiety. Karaca et al. (2015) point out that there is a positive relationship 

between game addiction and anxiety and adds that both can be a cause or a result of each other. In the literature, 

there are studies in which digital game addiction is associated with depression and anxiety disorder (Baş, 2018) 

and with depressive mood, loneliness, social anxiety, and negative self-perception (Rooji, 2010). Even Canale et 

al. (2019) noted that digital games can be used to cope with stress. Accordingly, it can be said that digital game 

addiction may be the cause or result of psychological problems. 

Recommendations  

Based on the results obtained from the study, digital game addiction is tried to reveal from the eyes of 

children between the ages of 10-14. The research findings are limited to 24 children between the ages of 10-14 

who participated in the study and with the year the data were collected. In addition, the determination of children's 

digital game addiction status in the study was not based on clinical information but was determined by using the 

Hazar and Hazar (2017) scale. Accordingly, the following recommendations can be listed given the findings 

obtained from the study: 

• Parents can manage their children's in-game time to assess their digital game addiction status. 

• Training can be organized to increase parents' awareness that children's introduction to digital games at 

an early age causes addiction, and that guides them to take precautions in this regard. 

• It may be beneficial for parents to install a parental control application on their children's mobile devices 

to control their children's digital in-game time and guide their activities in the digital world. 

• When children want to play digital games, it may be helpful for parents to direct their children to games 

such as intelligence and puzzles. 

• Studies can be conducted that examine the reasons behind children's continuance of gaming behavior 

despite being aware of the risk of addiction to digital games. 

Children's interest in digital games should be directed towards educational games that positively affect their 

cognitive and academic development. The relevant stakeholders, especially parents, teachers, and researchers, can 

conduct common studies to determine and disseminate these games. 

• To reduce the time children spend on digital games and prevent them from becoming game addicts, 

they can be encouraged to participate in in-school or out-of-school activities that support their growth 

and development, such as sports, folklore, music, painting, and handicrafts. 

• By considering that digital game addiction may be the cause or result of psychological problems, 

children can be followed up by experts periodically through performing game addiction and 

psychological screening tests. 
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APPENDIX 

Appendix1: Demographic Characteristics of the Participants 

Code Grade Gender Age Addiction Status Addiction Scores 

M6H1 6 Male 12 CHAS 112 

M8H2 8 Male 13 CHAS 79 

M6H3 6 Male 12 CHAS 86 

F5H4 5 Female 12 CHAS 98 

F8H5 8 Female 14 CHAS 89 

M8H6 8 Male 13 CHAS 112 

M7H7 7 Male 13 CHAS 80 

M6H8 6 Male 12 CHAS 81 

M6H9 6 Male 12 CHAS 79 

F6H10 6 Female 12 CHAS 77 

F7H11 7 Female 13 CHAS 77 

M7H12 7 Male 13 CHAS 78 

M6L13 6 Male 12 CLAS 67 

F8L14 8 Female 14 CLAS 35 

M7L15 7 Male 12 CLAS 65 

F7L16 7 Female 13 CLAS 46 

F7L17 7 Female 13 CLAS 39 

F7L18 7 Female 13 CLAS 26 

F7L19 7 Female 13 CLAS 45 

M7L20 7 Male 13 CLAS 57 

M6L21 6 Male 12 CLAS 36 

M7L22 7 Male 13 CLAS 51 

M5L23 5 Male 10 CLAS 67 

M5L24 5 Male 11 CLAS 50 
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Appendix2: Interview Form 

1. How old are you? Do your parents work? What is their educational status? 

2. What do you do in your spare time? 

3. What do you think about the game? The game is like …………, because …………. 

4.What comes to your mind when you think of digital games? (Digital games are mobile games, video games, online 

games, and computer games where data is entered with tools such as a keyboard or joystick and is displayed through 

the screen) 

5. Do you play digital games? 

-How long have you been playing games? 

-Who did you meet with digital games? 

-Which devices do you use to play games? (Computer, desktop, tablet, smartphone, game console) 

-Does the device you play with belong to you or do you have it in your room? 

-How often and how long do you play? (Every day (once a day, more than once), every few days, one day a week, on 

weekends, one per month) 

6. What kind of digital games do you play? Which game do you play the most? 

7. How do you feel while playing digital games? 

8. How do you want to feel while playing digital games? What do you aim for? 

9. What is the place and importance of digital games in your life? (Above what, after what?) 

10. What benefits did digital games have for you? Can you explain? 

11. Do you think digital games harm you? Can you explain? (Is there anyone around you that you think s/he has been 

harmed by digital games? What kind of damage do you think they have?) 

 

 

 


