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Dear Readers,

We are delighted to present you the July 2023 issue of the Journal of Limitless Education and
Research.

The aim of our Journal, which has been published continually by the Limitless Education and
Research Association (SEAD) since 2016, is to contribute scientifically to the field of education and
research. For this purpose, priority is given to publishing theoretical and applied studies and sharing
scientific information at national and international level.

The Limitless Journal of Education and Research is published three times a year, scanned in
various national and international indexes, and receives humerous citations. Our Journal with an
impact factor of 0.5 in SOBIAD 2021 is among the first 90 journals published in our country.

SEAD Journal is published with the scientific contributions and support of academicians
working in Turkey and abroad, such as articles, research and projects. Our journal has been
publishing for eight years without compromising its academic and scientific quality. We would like
to thank all the editors, writers, referees and translators who contributed to the preparation and
publication of our journal.

In this issue of our journal, as in other issues, six scientific research and articles related to
education are included. These studies are presented in two languages, Turkish and English.

We hope that our journal will make significant contributions to the field of education and
research. With our best regards.

LIMITLESS EDUCATION AND RESEARCH ASSOCIATION
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Degerli Okuyucular,

Sizlere Sinirsiz Egitim ve Arastirma Dergisinin Temmuz 2023 sayisini sunmaktan mutluluk
duyuyoruz.

Sinirsiz Egitim ve Arastirma Dernegi (SEAD) tarafindan 2016 yilindan bu yana kesintisiz olarak
yayinlanan Dergimizin amaci, egitim ve arastirma alanina bilimsel yonden katki saglamaktir. Bu
amagcla kuramsal ve uygulamali calismalari yayinlamaya, bilimsel bilgileri ulusal ve uluslararasi
dizeyde paylagsmaya oncelik verilmektedir.

Sinirsiz Egitim ve Arastirma Dergisi, yillda Ug¢ sayl olarak yayinlanmakta, ¢esitli ulusal ve
uluslararasi indekslerde taranmakta ve cok sayida atif almaktadir. SOBIAD 2021 yil etki faktérii 0,5
olan Dergimiz, lilkemizde yayinlanan ilk 90 dergi arasinda yer almaktadir.

SEAD Dergisi, yurt ici ve yurt disinda gorevli akademisyenlerin makale, arastirma, proje gibi
bilimsel katki ve destekleriyle yayinlanmaktadir. Akademik ve bilimsel kalitesinden 6diin vermeden
sekiz yildir yayin hayatini sirdirmektedir. Dergimizin hazirlanmasi ve yayinlanmasinda emegi gegen
bitlin editor, yazar, hakem ve ¢evirmenlere tesekkiir ediyoruz.

Dergimizin bu sayisinda diger sayilarda oldugu gibi egitimle ilgili alti bilimsel arastirma ve
makaleye yer verilmistir. Bu calismalar Tiirkge ve ingilizce olarak iki dilde sunulmustur.

Dergimizin egitim ve arastirma alanina 6nemli katkilar getirmesini diliyoruz. Saygilarimizla.

SINIRSIZ EGIiTiM VE ARASTIRMA DERNEGI
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Digital Games and Their Effects
Prof. Dr. Firdevs GUNES, Ankara University, firdevs.gunes@gmail.com, 0000-0002-9449-8617

Abstract: Digital games, personal computers, game consoles, tablets, mobile devices,
smartphones, and so on include games played in tools. They have spread rapidly with technological
developments and become an educational tool over time. Digital games have various positive and
negative aspects. Their negative aspects are of making children imprudent, letting them addicted to the
screen, directing them to violence, and disconnecting them from society and its values. The positive
aspects are listed as developing children's physical, sensory, mental and imagination skills at a high level,
giving them the habits of cooperation, helping the child discover his limits and learn about his
environment. In this study, it was aimed to determine the frequency and duration of playing digital games
of students aged between 06 and 15 in our country, to determine which game types they prefer, and to
clarify the positive and negative aspects of games. Case study, one of the qualitative research methods,
was utilized in the research, and studies published in recent years were selected. At the end of the
research, it was revealed that 96.2 of the boys aged 06 to 15 and 91.8 of the girls regularly play digital
games, boys play games for an average of 3 hours each, and girls play for 2 hours each. It was observed
that 68.4 of the boys preferred war games and 44.3 of the girls preferred adventure games. War games
are the ones with high violence content such as weapons, swords, sticks, superheroes, pirates, and
warriors. According to studies, children who play war games constantly become desensitized to real-life
violence and increasingly adopt aggressive behaviors. Violence in children becomes a habit and is directly
transferred to daily life. This situation was determined as danger for the future of boys; thus, suggestions
were made to parents to prevent it.

Keywords: Digital games, positive and negative effects, violence, addiction.
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1. Introduction

Game is an activity that everyone enjoys playing. It dates back almost as far as human
history. Children, young people, and adults prefer to play games in their spare time. Therefore,
numerous games have been developed from the past to the present, played using stones, sticks,
and papers. These games have gradually moved to the digital environment and spread anywhere
via the internet. Games previously used to pass the time have been recognized as instructional
tools over time and have been incorporated into educational programs and textbooks.
Researches have revealed that games contribute to children's language, mental, and physical
development and enrich their learning. It has been emphasized that children learn by playing
and learn by playing (CCA, 2006; UNESCO, 1979). The aim is to actively involve students

participate in activities and learn while having fun through games.

What is a game? The answer to this question is complicated. The concept of game has a
broad meaning and content. It is used in different senses. For example, in dictionaries, game is
described as a "physical and mental activity." In some sources, it is defined as an activity that is
"“for the purpose of enjoyment, free, based on mutual agreement, imaginary, and taking one
away from the responsibilities of daily life." In other sources, it is explained as "having a good
time, having fun, and solving existing problems" (Glines, 2015). In the Current Turkish Dictionary
(Turkish Language Association, TDK), it is defined as "an entertainment that enhances skills and
intelligence, has certain rules, and is meant to have a good time" (TDK, 2023). As seen, the
concept of game is approached from different aspects such as being a tool for enjoyment and

learning, being imaginary, and being a mental and physical activity.

Game influences a child's development in terms of language, cognitive, social, and
physical aspects. Research demonstrates that games directly contribute to a child's
development (UNESCO, 1979). According to Roger Caillois, games serve as a tool that prevents
a child from transitioning individuality to a social and cultural structure (Caillois, 1967). Jean
Chateau argues that a child is a constant player of games. The child engages in playing games
within specific rules and order, becomes part of a team, integrates into a social group, and
foresees his place within the group. Playing games at school helps children develop their
language, cognitive, social, and physical skills (Chateau, 1979). According to Winnicott, games
contribute to a child's emotional development. Children play games to have fun, relieve
aggression and distress, enhance their skills, and establish social relationships (Winnicott, 1975).

As observed, games form the foundation of a child's physical, cognitive, emotional, and social
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development. Through play, children learn, develop their interests and abilities, and gradually

explore the world (Musset, 2011).

In our modern era, the internet, computers, and tablets are gradually replacing various
activities, and this trend can also be observed in the gamification. Children tend to prefer video
games on computers, applications on tablets or smartphones, and other digital games. These
are generally referred to as digital games. Digital games encompass games played on personal
computers, gaming consoles, tablets, mobile devices, smartphones, and so on. They are
presented in a visual environment and often revolve around a specific objective, typically

centered on winning or losing.

Upon inquiry on digital games, we encounter over 3000 different genres. These games
cater to children, girls, boys, and the whole family, offering individual and multiplayer
experiences. For example, there are easy children's games, such as balloon popping and bubble
games as well as girl-oriented games like dress-up and makeup games, cooking games, puzzle
games, action or skill-based games, puzzles like Tetris, matching and merging games, card games
like solitaire and poker, fast-paced racing games, tower or castle defense games, war games,
backgammon, chess, football, darts, bowling, basketball, action and adventure games,
simulations, and games involving building farms or zoos. Classifying such a vast number of games
poses certain challenges. However, they are generally categorized under headings like role-

playing, simulation, sports, strategy, adventure, and war.

In addition to the genre of digital games, the frequency and duration of play are also
important factors. In developed countries, the majority of children regularly play digital games
every day. According to research, 9 out of 10 teenagers play digital games, and approximately
60% of adults engage in digital gaming. This situation is considered concerning because children
and young people are spending an increasing amount of time in front of screens (Retschitzki,
2023). These games have various positive and negative effects on children. Some of the concerns
include the potential for games to make children "stupid," create addiction and screen
dependency, promote violence, and disconnect them from society and values (Hodent-Villaman,
2007). The prevalence of violence and aggression, particularly towards the opposite sex, is also
increasing among children (UNICEF, 2017). In contrast, there are also studies that highlight the
positive aspects of digital games. According to these studies, digital games help to develop
children's physical, sensory, cognitive, and imaginative skills. They foster collaborative habits,

enable children to explore their boundaries and learn about their surroundings. These games
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allow children to create their own characters and facilitate their understanding of how things
work (Castro Arbeldez, 2019). However, it should be noted that not all digital games are

beneficial. There are also games with serious harmful effects.

In recent years, new research has been conducted on digital games. These studies aim
to answer questions such as "What can be done to prevent the harms of digital games? How can
their negative effects be reduced while contributing to the child's development? How many hours
of gaming per day are recommended? Which games should be given based on age?" (Hewes,
2006). These questions are also important for our country, and this research is born out of such
a need. The purpose of this research is to determine the frequency and duration of digital game
played among students aged 6-15 in our country, identify the types of games they prefer, and
clarify the positive and negative aspects of these games. To achieve this, three main questions

are addressed to children aged 6-15 in our country;
1. What is the frequency and duration of playing digital games?
2. Which types of digital games do they prefer?
3. What are the positive and negative aspects of digital games?
4. What precautions should parents take to protect their children?

To determine the frequency, duration, and type of digital game played among children
aged 6-15, data from the Turkish Statistical Institute (TUIK) is utilized in the research. Therefore,
the study is limited to research and statistical data published on the TUIK website, as well as
accessible articles, reports, and scientific research based on the positive and negative effects of

digital games.
2. Method

The research focused on examining the effects of digital games on children. For this
purpose, a qualitative research method known as a case study was employed. According to
Yildirnm and Simsek (2011), a case study is a research method that allows the researcher to
thoroughly investigate an uncontrollable phenomenon or event by addressing ‘how’ and ‘why’
questions (Yildinm & Simsek, 2011). The data was collected through document analysis.
Document analysis is a scientific research method that involves scanning, classifying,
summarizing, and interpreting all relevant written works related to the identified topic in line

with the research objective (Simsek, 2009).
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Since the research was conducted using the document analysis method, it required not
any ethical approval from an ethics committee. Following the chosen research method,
necessary statistics were obtained from the website of the Turkish Statistical Institute (TUIK).
Subsequently, Turkish and French scientific sources, UNESCO and UNICEF reports, journals, and
internet sources related to digital games were scrutinized. Research was conducted on Google
Scholar and databases of foreign journals. Criteria such as recent publication, relevance to
education, and coverage of primary and middle school students were applied in selecting the
research. The obtained TUIK data was listed verbatim in Microsoft Word, research findings were

organized, and the data was transferred to tables for interpretation.
3. Findings and Comments

The findings obtained from the research are presented below in tabular form according
to the order of the research questions. In order to facilitate easy understanding of the study, the
findings have been categorized under the headings of "Frequency and Duration of Digital Game
Play, Types of Digital Games Played, Positive and Negative Aspects of Digital Games,

Recommendations for Parents".
3.1. Frequency and Duration of Digital Game Play

In the research, data from the Turkish Statistical Institute (TUIK) was utilized to
determine the frequency and duration of digital game play among children aged 6-15 in our
country. Specifically, statistics from the TUIK website under the title "Statistics on Children, Use
of Information Technologies in Children, 2021" were obtained. According to these statistics, the
frequency of game play among boys and girls aged 6-15 in our country is obtained and presented

in Table 1.

Table 1.
The frequency of game played among children aged 6-15 who play digital games

Boy Girl Total
Every day 72,7 54,2 66,3
At least once every week 23,5 37,6 28,4
Less than once every week 3,8 8,2 5,3
Regularly 96,2 91,8 94,7

Source: TUIK 2021

As displayed in Table 1, 96.2% of boys aged 6-15 and 91.8% of girls in the same age group
play digital games regularly. The number of children who play games every day is approximately

66.3%. Yet, the percentage of those who play at least once a week or less is quite low. This
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reveals that nearly all children aged 6-15 regularly engage in playing digital games. The daily

average duration of game play for these children is provided in Table 2.

Table 2.

The average daily duration of game play for children aged 6-15 who play digital games
regularly

Boy Girl Total
Mid-week 03.02 02.18 02.48
Week-end 02.59 02.11 02.43

Source: TUIK 2021

As given in Table 2, in our country, boys aged 6-15 who play digital games regularly
spend an average of three hours on weekdays and weekends playing games, while girls spend

approximately two hours for playing games on the weekdays and at the weekends.
3.2. Types of Digital Games Played

Information regarding the types of digital games played by children aged 6-15 who

engage in regular game play in our country is presented in Table 3.

Table 3.
The types of games played by children aged 6-15 who engage in reqular digital game play

Boy Girl Total
Role Playing 18,2 21,1 19,1
Simulation 26,9 28,8 27,5
Sports 34,1 11,3 26,5
Strategy 46,1 33,2 41,8
Adventure 55,8 44,3 52,0
War 68,4 26,1 54,3

Source: TUIK, 2021

As presented in Table 3, in our country, among boys aged 6-15 who engage in regular
digital game, 68.4% prefer war games. Following that, adventure games, strategy games, sports
games, simulations, and role-playing games are also popular choices. As for girls, 44.3% of them
prefer adventure games as their top choice. This is followed by strategy games, simulations, war
games, role-playing games, and sports games. War games typically involve elements such as
weapons, swords, sticks, superheroes, pirates, warriors, and so on. They often contain high
levels of violence. According to research, children who constantly play war games tend to
desensitize violence in real-life and may begin to adopt aggressive behaviors (Greenfield &

Retschitzki, 1999). It is believed that boys, in particular, spending three hours a day playing war
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games can pose a significant danger to their future. Therefore, it is crucial to raise awareness

towards this issue among teachers, parents, and students.
3.3. Positive and Negative Aspects of Digital Games

The research findings regarding the positive and negative aspects of digital games vary
based on the available research, different types of digital games, child development, and
educational approaches. Therefore, the research findings have been categorized under four
headings as they are presented below in order. It is a list of the positive and negative aspects of

digital games as follows:

1. Old and New Research: Since 2018, the World Health Organization (WHO) has
recognized digital gaming as a significant disorder, leading to continuous research on the
subject. A considerable portion of these studies aims to determine the positive and negative
aspects of digital games. Previous research often emphasized the negative effects, highlighting
those as loneliness, addiction, and violence (Scott, 2021; UNESCO, 1979). These studies have
been conducted by educators, psychologists, sociologists, and various organizations, and their

findings provide clear and explicit conclusions.

In recent research on digital games, a more moderate approach is being taken,
empbhasizing the benefits for children. These studies primarily focus on how to contribute to a
child's development by mitigating the negative effects of digital games. Questions such as how
many hours of game play per day are appropriate, which games should be recommended based
on age, and what measures can be taken to prevent the negative aspects are explored (Hewes,
2006). Some of the current research are supported by game companies since digital games have
become a significant industry and a source of finance in the World. In 2000, the video game
industry was valued at around $6 billion worldwide. By 2003, it reached 891 million euros, and
in France alone, it soared to $18 billion in the same year. This market has continued to grow
significantly in recent years (Hodent-Villaman, 2007). To sustain such a significant market, it is
observed that current research highlights the positive aspects of digital games to a greater

extent.

2. Research on Game Genres: Nowadays, it is known that there are over 3000 digital
games available on the internet. These games are generally categorized under genres such as
role-playing, simulation, sports, strategy, adventure, and war. According to research, the effects
of digital games vary depending on their genres. Negative effects are mostly associated with war

games. When we mention war games, images of weapons, swords, sticks, superheroes, pirates,
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warriors, and the like come to mind. These games, which focus on action, combat sports, war
strategies, military simulations, etc., contain high levels of violence. They can potentially harm
children's development, depending on their developmental level, age, and mental well-being.
The violent imagery and fictional acts of violence in these games reinforce a threatening
worldview. Children who play violent games for extended periods tend to desensitize to real-life
violence and gradually adopt aggressive behaviors (Greenfield & Retschitzki, 1999). Particularly

in young children, reactions to these games can be intense and severe.

According to some research, the view is put forward that violence in “digital games is
not new because violence has existed in movies, television, comic books, and even fairy tales for
a long time. What attracts children to digital games is not violence but the action. Therefore, the
escalation of violence is not related to these games” (Hodent-Villaman, 2007). Although this view
may seem valid, the violence depicted in cinema, television, comic books, and fairy tales is not
the same as the one in digital games. In cinema and television, children observe violence from a
distance, passively listen to it, or read about it in books. This situation is temporary and short-
lived. However, violence in digital games is different. In digital games, children actively
participate in the violence, hitting, breaking, crushing, killing, and applying violence themselves.
This situation persists for the duration of the three hours on average that children spend playing
games each day. Children exposed to violence for three hours every day become desensitized

to violence and directly incorporate it into their daily lives.

Research indicates that digital games such as role-playing, simulation, sports, strategy,
and adventure have positive effects. Strategy games, in particular, are considered an effective
tool for children's cognitive development and education. They help improve students' cognitive
skills and processing speed. In other words, strategy games enhance children's cognitive skills,
learning speed, and attention. These games promote strategic thinking, engage the entire brain,
and support mental agility. They are highly beneficial for the development of intelligence and
cognitive flexibility. Through strategy games, children learn to make sound decisions and
improve themselves (Castro Arbeldez, 2019). Therefore, it is recommended that children play

strategy games for no more than one hour per day, ensuring a balanced approach.

3. Research on Child Development: Digital games should be selected according to
children's age, gender, educational level, language, and cognitive development. According to
Hewes (2006), structured games are suitable for children after the age of 5, while games like

LEGO and puzzles are appropriate for children between the ages of 3 and 8. Completion and
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modeling games are recommended for children between the ages of 5 and 8 (Hewes, 2006). If

the game is unsuitable for the child's age and level, certain problems may arise as listed below:

* Children who excessively play digital games show less interest in their studies and

become detached from education.

* Their relationships with family and friends weaken socially, and communication

becomes compromised.
* They may experience psychological loneliness and an increase in gaming addiction.

* They may fail to develop essential life skills, struggle to reach the necessary

psychological maturity, and face difficulties in problem-solving.

* Due to spending most of their time in front of a computer, they engage in less physical

activity and experience physical problems.

* Insufficient development of motor skills, muscles, and body movements can occur due

to prolonged sitting, leading to health issues.

* Additionally, symptoms such as headaches, backaches, eye dryness, skipping meals,
irregular eating habits and sleeping pattern, and neglecting personal hygiene may be observed

(Scott, 2021).

To prevent these issues, it is suggested to limit the duration of playing digital games,
provide children with games that are suitable for their level, and encourage outdoor play

(Hewes, 2006).

4. Research Related to Educational Approaches: For many years, play has been seen as
an extracurricular activity in the field of education, with little emphasis on incorporating play
into school programs and textbooks. However, contemporary research highlights the significant
contribution of play to a child's development and emphasizes the importance of utilizing play
for effective and long-lasting learning. These views are supported by renowned scientists such
as Donald Winnicott, Jean Piaget, Lev Vygotsky, and Jérdme Bruner (UNESCO, 1979). As a result,
the approach of learning through play is increasingly being adopted in schools. In the learning-
through-play approach, the focus is on play as a tool rather than an end goal. The emphasis is
“on playing while learning”, rather than “learning while playing”. Educational games, which aim
to equip students with various knowledge and skills, are considered a means to achieve this.
Educational games prioritize skills such as attention concentration, critical thinking, research,

tactical decision-making and application, discovery and inquiry of information, effective
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communication, active participation, role-sharing, adherence to rules, and collaborative learning

(Glnes, 2015; Sautot, 2006). Similar views are expressed regarding digital games as well.

The Negative Aspects of Digital Games: The positive and negative aspects of games
targeting children are addressed in four areas: education, social, psychological, and physical
(UNESCO, 1979). Therefore, the negative aspects of digital games are categorized under the

headings of "violence, addiction, loneliness, and health".

* Violence: Violence is a recurring theme in digital games. Various studies have been
conducted to determine whether or not this is harmful to children. The results of recent research
are not conclusive and definitive. There is a certain relationship between the depiction of
violence in games and aggression. However, it is emphasized in studies that imaginary violence
should not be confused with real violence. Real violence, such as those seen in daily news or
movies, may have a greater impact. Violence on screens can lead to desensitization and

normalization of violence (Leprévost, 2023; Scott, 2021).

* Addiction: Addiction is a vicious cycle that worsens the situation and leads to fatal
consequences. According to research, digital game addiction begins to resemble substance or

other addictions after a certain period.

* Loneliness: In the past, continuous reading in a solitary place was suspected to lead to
loneliness. Nowadays, this claim is made for digital games. However, there are also studies that

suggest the opposite, stating that it helps students socialize.

* Health: It is important to pay attention to posture and position while playing games. A
chair with proper support should be chosen to ensure good visibility of the screen. Eye and dry
eye conditions should be taken into consideration as it can worsen visual impairments. Taking
frequent breaks is advisable (Leprévost, 2023; Retschitzki, 2023). Health problems such as

headaches and sedentary lifestyle may occur.

Positive Aspects of Digital Games: The positive aspects of digital games are listed as
learning, skill development, focus, imagination, and psychological therapy. Each of these aspects

strengthens and enhances the child's language, cognitive, social, and motor skills (Scott, 2021).

* Learning: Digital games start off easy and gradually increase in difficulty according to
the child's progress. They are designed to provide learning opportunities. Paying attention to

rules and managing the game effectively are important aspects of learning during gameplay.
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* Skill Development: Digital games require the integration of information obtained
through hands, ears, and eyes as well as the coordination among them. By combining and
managing these skills, children improve their overall abilities and enhance their mental capacity

and speed.

* Focus: Some digital games require quick decision-making by gathering and integrating
information from various sensory channels (vision, hearing, touch). This ability improves over
time and contributes to the child's effectiveness in real-life tasks. It also enhances their

multitasking skills and ability to focus on multiple things at once.

* Imagination: In certain digital games, children engage in activities such as navigating
through space, creating mental space maps, exploring within clouds, and self-guidance. This
allows them to embark on journeys in different places like space, Earth, and stars, fostering a

rich imagination.

* Psychological Therapy: Digital games have significant contributions to child
psychology. In these types of games, children are not passive but active participants. Sometimes,
they not only play games but also become creators of new games. The choice of games can
reveal whether a child is trying to escape from conflicts, exams, or daily problems. In such cases,
playing games serves as a way for children to find psychological relief. There are also well-
designed educational digital games that adapt the presentation of challenging topics, benefiting
children who struggle academically (Leprévost, 2023; Retschitzki, 2023). These games prove to

be beneficial.

As afore-mentioned, the positive and negative aspects of digital games vary according
to research, game genres, child development level, and educational approaches. In recent years,
research has generally highlighted the positive aspects and emphasized the use of digital games
as educational tools. It is recommended that beneficial digital games, which enhance language,
cognitive, and social skills, may be played for no more than one hour a day. However, it is also
emphasized that digital games should be carefully selected based on the student's age and

educational level.
3.4. Recommendations for Parents

To mitigate the negative impact of digital games on children, parents should get
knowledge about games. They need to closely monitor their children's activities, establish

effective communication, and maintain control. Careful selection of digital games is essential,
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ensuring they contribute to the child's language and cognitive development while supporting
their emotional and social growth. It is important to note that elementary-level students may
not necessarily enjoy games recommended to them, and they may struggle to choose
appropriate games on their own. In such cases, parents should provide guidance and assistance.
Emphasis should be placed on selecting educational and strategy-based games (Castro Arbeldez,
2019; Leprévost, 2023; Retschitzki, 2023; Retschitzki & Wicht, 2008). Additionally, parents

should pay attention to the following areas.

* Parents should learn about the specific digital games their child is playing and ensure

that the content is appropriate for their age and developmental level.

* They should engage in conversations with their child about the dangers of games that
contain violence and inappropriate content. Express concerns, take a firm stance, and explain

these concerns to the child.
* Elementary school children should not be allowed to play unsupervised digital games.

* Games should be distinguished from one another, and "killer games" that may create

conflicts between the child and parents should be avoided.

* There are numerous games available that do not involve violence. Sports games,
simulations, management games, adventure and puzzle games, and strategy games are among

the options to consider (Castro Arbeldez, 2019; Scott, 2021).

¢ Strategy games are highly beneficial for cognitive development and should be

prioritized.
* The duration of gaming sessions should not exceed 1 hour per day.
4. Conclusion, Discussion and Suggestions

In this study, numerous scientific research studies and the 2021 statistics from the
Turkish Statistical Institute (TUIK) were examined to determine the frequency and duration of
digital game play as well as the types of games played by children aged 6-15 in Turkey. The
research findings revealed that 96.2% of boys and 91.8% of girls in the 6-15 age group regularly
engage in digital gaming, with boys playing an average of 3 hours per weekday and weekend,
while girls play for an average of 2 hours. Among boys in the 6-15 age group who engage in
regular digital gaming, 68.4% prefer war games, whereas among girls, 44.3% prefer adventure
games as their top choice. War games involve elements such as weapons, swords, sticks,

superheroes, pirates, warriors, etc., and contain high levels of violence. Research denotes that
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children who constantly play war games tend to desensitize to real-life violence and gradually
adopt aggressive behaviors. They actively participate in acts of violence within the game, such
as hitting, breaking, crushing, and killing. The active engagement in violence persists for the
duration of the three-hour gameplay session. Consequently, children develop a habit of
violence, which is directly transferred to their daily lives. Particularly, the habit of boys playing

war games for three hours a day poses a significant danger to their future.

It has been determined that the positive and negative aspects of digital games vary
according to previous and recent research, game genres, children's development, and their
educational benefits and risks. Previous researches have highlighted the negative effects of
digital games, such as promoting loneliness, addiction, and containing violence. These findings
are the result of studies conducted by educators and psychologists. However, recent research
has shown a more moderate approach, emphasizing the benefits of digital games for children.
The negative aspects of digital games, including violence, addiction, loneliness, and health
effects, have been identified. The educational benefits, on the other hand, have been listed as
learning, skill development, focus improvement, imaginative thinking, and psychological
therapy. As a result of the study, it is recommended that parents acquire knowledge about
games in order to reduce the negative impact of digital games on children. They should closely
monitor their children's activities, establish good communication, and maintain control. Digital
games should be carefully selected to make contribution to the child's language and cognitive
development as well as support their emotional and social growth. It is suggested that
educational and strategy-based games be chosen. The recommended game duration should not
exceed one hour per day. Strategy games are highly beneficial for children's language and
cognitive development; therefore, choosing strategy games instead of war games is advised.
Our wish is to raise students who have developed language and cognitive skills through effective

games and who will shape the future.
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Ozet: Dijital oyunlar, kisisel bilgisayar, oyun konsollari, tabletler, mobil cihazlar, akilli telefonlar
vb. araglarda oynanan oyunlari kapsamaktadir. Teknolojik gelismelerle birlikte hizla yayilmis ve zamanla
egitim araci olmustur. Dijital oyunlarin olumlu ve olumsuz gesitli yonleri vardir. Olumsuz yénleri
cocuklar aptallastirmasi, bagimhlik yaparak ekrana kilitlemesi, siddete yonlendirmesi, toplumdan ve
degerlerinden bagini koparmasi olmaktadir. Olumlu yonleri ise ¢gocuklarin fiziksel, duyusal, zihinsel ve
hayal kurma becerilerini st duzeyde gelistirmesi, isbirlig§i yapma aliskanhklari kazandirmasi,
cocugun sinirlarini kesfetmesine ve ¢evresini 6grenmesine yardimci olmasi olarak siralanmaktadir.
Bu arastirmada, Glkemizde 06-15 yas arasi 6grencilerin dijital oyunlari oynama sikligi ve stresini belirleme,
hangi oyun tirlerini tercih ettiklerini saptama, oyunlarin olumlu ve olumsuz yoénlerini agikhga kavusturma
amagclanmistir. Arastirmada nitel arastirma yontemlerinden durum galismasi kullaniimis ve son yillarda
yayimlanmig arastirmalar segilmistir. Arastirma sonunda 06-15 yas arasi erkek ¢ocuklarin 96,2’sinin, kiz
cocuklarin ise 91,8’inin diizenli olarak dijital oyun oynadiklari, erkek gocuklarin ortalama 3’er saat, kizlarin
ise 2’ser saat oyun oynadiklari ortaya ¢ikmistir. Erkek ¢ocuklarin 68,4’lnlin savas oyunlarini, kizlarin ise
44,3’tGnlin macera oyunlarini tercih ettikleri gérilmustir. Savas oyunlari silahlar, kiliglar, sopalar, sliper
kahramanlar, korsanlar, savascilar gibi iceriginde yiksek siddet bulunan oyunlardir. Arastirmalara
gore savas oyunlarini slirekli oynayan cocuklar, gercek hayattaki siddete duyarsizlasmakta ve giderek
saldirgan davranislari benimsemektedir. Cocukta siddet aliskanlik olmakta ve ginliik yasama dogrudan
aktariimaktadir. Bu durum gocuklarin gelecegi agisindan tehlike olarak gériilmis ve 6nlenmesi igin velilere
Oneriler getirilmistir.

Anahtar Sozciikler: Dijital oyunlar, olumlu ve olumsuz etkileri, siddet, bagimhhk.

Kiinyesi: Glnes, F. (2023). Digital games and their effects, Dijital oyunlar ve etkileri. The Journal of Limitless Education
and Research, Sinirsiz EGitim ve Arastirma Dergisi, 8(2), 202-228. DOI: 10.29250/sead.1317753.
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1. Giris

Oyun herkesin severek oynadigi bir etkinliktir. Neredeyse insanlik tarihi kadar eskidir.
Cocuk, genc ve yetiskin cogu kisi bos vakitlerinde oyunu tercih ederler. Bu nedenle gecmisten
glinimize kadar ¢ok sayida oyun gelistirilmis, taslar, sopalar, kagitlar kullanilarak oynanmustir.
Bu oyunlar giderek dijital ortama tasinmis ve internet araciligiyla her yere yayilmistir. Eskiden
bos zaman gecirmek icin kullanilan oyunlar zamanla egitim araci olarak kabul edilmis, egitim
programlari ve ders kitaplarina alinmistir. Arastirmalarda oyunun c¢ocuklarin dil, zihinsel ve
fiziksel gelisimine katki sagladigi ve 6grenmesini zenginlestirdigi ortaya ¢ikmistir. Cocuklarin
o6grenmek icin oynadigl ve oynayarak o6grendigi vurgulanmistir (CCA, 2006; UNESCO, 1979).

Oyunla 6grencilerin etkinliklere aktif katilmalari ve eglenerek 6grenmeleri hedeflenmistir.

Oyun nedir? Bu soruya verilecek cevap karmasiktir. Oyun, kavram olarak genis bir anlam
ve icerige sahiptir. Farkli anlamlarda kullaniimaktadir. Ornegin sézliiklerde oyun, “fiziksel ve
zZihinsel bir etkinlik” olarak aciklanmaktadir. Bazi kaynaklarda“ eglenme amagl, licretsiz, karsilikli
anlasmaya dayali, hayal iriini, giinliik yasamin sorumluluklarindan uzaklastiran etkinlik” olarak
verilmektedir. Bazi kaynaklarda ise “hos vakit gecirme, eglenme, mevcut sorunlari ¢ézme” olarak
acitklanmaktadir (Glnes, 2015). TDK Guincel Turkge Sézlukte ise “yetenek ve zekd gelistirici, belli
kurallari olan, iyi vakit gecirmeye yarayan edlence” olarak tanimlanmaktadir (TDK, 2023).
Goruldigu gibi oyun kavrami, eglenme ve 6grenme araci, hayal Grind, zihinsel ve fiziksel etkinlik

gibi farkli yonlerden ele alinmaktadir.

Oyun c¢ocugun dil, zihinsel, sosyal ve fiziksel yonden gelisimini etkilemektedir.
Arastirmalar oyunun ¢ocugun gelisimine dogrudan katki sagladigini ortaya koymaktadir
(UNESCO, 1979). Roger Caillois’a gére oyun ¢ocugun bireysellikten sosyal ve kiiltiirel bir yapiya
gecmemesini saglayan bir aractir (Caillois, 1967). Jean Chateau’ya gore cocuk sirekli oyun
oynayan bir varhktir. Cocuk oyunu belirli kurallar ve diizen icinde oynamakta, ekibin bir parcasi
olmakta, bir sosyal grupla bitinlesmekte ve grup icinde yer edinmektedir. Okulda oyun oynayan
cocuk dil, zihinsel, sosyal ve fiziksel becerilerini gelistirmektedir (Chateau, 1979). Winnicott'e
gore oyun ¢ocugun duygusal gelisimini saglamaktadir. Cocuk eglenmek, saldirganlik ve sikintilari
gidermek, becerilerini gelistirmek, sosyal iliskiler kurmak i¢in oyun oynamaktadir (Winnicott,
1975). Goéruldiagiu gibi oyun ¢ocugun fiziksel, zihinsel, duygusal ve sosyal gelisiminin temeli
olmaktadir. Cocuk oyunla 6grenmekte, ilgi ve yeteneklerini gelistirmekte, giderek diinyayi

kesfetmektedir (Musset, 2011).
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Cagimizda internet, bilgisayar, tablet gitgide cesitli etkinliklerin yerini almaktadir.
Bunlardan biri de oyun alaninda gortlmektedir. Cocuklar bilgisayardaki video oyunlari, tablet
veya akilli telefonlardaki uygulamalari ya da oyunlari daha ¢ok tercih etmektedirler. Bunlara
genel olarak dijital oyunlar denilmektedir. Dijital oyunlar, kisisel bilgisayar ve oyun konsollari,
tabletler, mobil cihazlar, akill telefonlar vb. araglarda oynanan oyunlari kapsamaktadir. Bunlar
gorsel bir ortam icerisinde sunulmakta, belirli bir amaca yonelik, genellikle kazanma-kaybetme

Gzerine kurulu etkinlikler olmaktadir.

Dijital oyunlar incelendiginde karsimiza yaklagik 3000’den fazla tir ¢tkmaktadir. Bunlar
cocuk, kiz, erkek ve biitiin aileye yénelik bireysel ve ortak oyunlardir. Ornegin kolay ¢ocuk
oyunlari, balon patlatma, kabarciklar, kiz oyunlari, giydirme ve makyaj oyunlari, yemek yapma,
yapboz oyunlari, aksiyon veya beceri oyunlari, bulmaca, tetris, lc¢lini eslestirme ve birlestirme
oyunlari, solitaire ve poker gibi kart oyunlari, hizli arabali yaris oyunlari, kule veya kale savunma
oyunlari, savas oyunlari, tavla, satrang, futbol, dart, bowling, basketbol, aksiyon ve macera,
similasyon, ciftlik veya hayvanat bahgesi kurma oyunlari gibi. Bu kadar ¢ok oyunu siniflamada
bazi zorluklar bulunmaktadir. Ancak genel olarak rol yapma, similasyon, spor, strateji, macera

ve savas basliklari altinda toplanmaktadir.

Dijital oyunlarin tiiri yani sira oynama sikligi ve siresi de dnemli olmaktadir. Gelismis
Ulkelerde gocuklarin ¢ogu her giin diizenli olarak dijital oyun oynamaktadir. Arastirmalara gore
her 10 gengten 9'u dijital oyun oynamaktadir. Yetiskinlerin ise yaklasik %60" dijital oyun
oynadigini soylemektedir. Bu durum endise verici olmakta ¢linkii ¢ocuk ve gengler ekran
karsisinda giderek daha fazla vakit gegirmektedir (Retschitzki, 2023). Bu oyunlarin ¢ocuklar
tzerinde olumlu ve olumsuz gesitli etkileri vardir. Bunlarin basinda ¢ocuklari "aptallastirici”
olmasi, bagimlilik yaparak ekrana kilitlemesi, siddet yanlisi, toplumdan ve degerlerinden bagini
koparmasi gelmektedir (Hodent-Villaman, 2007). Cocuklarda siddet ve saldirganlik, karsi cinse
saldirganlik giderek artmaktadir (UNICEF, 2017). Bunun tam tersi arastirmalar da bulunmaktadir.
Bunlara gore dijital oyunlar cocuklarin fiziksel, duyusal, zihinsel ve hayal kurma becerilerini
gelistirmektedir. isbirligi yapma aliskanliklarini kazandirmakta, c¢ocugun sinirlarini
kesfetmesine ve cevresini 6grenmesine yardimci olmaktadir. Bu oyunlarla ¢ocuk kendi
karakterlerini olusturmakta ve islerin nasil yiratildigini daha kolay o6grenmektedir
(Castro Arbeldez, 2019). Ancak her dijital oyunun yararl oldugundan bahsedilemez. Ciddi

zararlari olanlar oyunlar da vardir.
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Son vyillarda dijital oyunlarla ilgili yeni arastirmalar yapilmaktadir. Bu arastirmalarda
“Dijital oyunlarin zararlarini énlemek icin neler yapilabilir? Olumsuz etkilerini azaltarak ¢ocugun
gelisimine nasil katki saglanabilir? Giinde ka¢ saat oyun oynamali? Yaslara gére hangi oyunlar
verilmeli?” Gibi sorulara cevap aranmaktadir (Hewes, 2006). Bu sorular tlkemiz agisindan da
onemlidir. Bu arastirma boyle bir ihtiyactan dogmustur. Arastirmada, tGlkemizde 06-15 yas arasi
ogrencilerin dijital oyunlari oynama sikligi ve siiresini belirleme, hangi oyun tirlerini tercih
ettiklerini saptama, oyunlarin olumlu ve olumsuz yonlerini agikhga kavusturma amaglanmistir.

Bu amagla li¢ temel soruya yer verilmistir. Ulkemizde 06-15 yas arasi cocuklarin;
1. Dijital oyunlari oynama sikhgi ve siiresi nedir?
2. Hangi dijital oyun tirlerini tercih etmektedirler?
3. Dijital oyunlarin olumlu ve olumsuz yonleri nelerdir?
4. Veliler 6nlem almak icin neler yapmahdir?

Arastirmada, 06-15 yas arasi ¢cocuklarin dijital oyunlari oynama sikhg, stiresi ve tiirlinii
belirlemek icin TUIK verilerinden vyararlaniimistir. Bu nedenle arastirma, TUIK sitesinde
yayinlanan arastirma ve istatistik verileriyle, bu konuda yayinlanan ve ulasilabilen makale, rapor,

dijital oyunlarin olumlu ve olumsuz etkilerine yonelik bilimsel arastirmalarla sinirhdir.
2. Yontem

Arastirmada, dijital oyunlarin ¢ocuklar tzerindeki etkileri ele alinmistir. Bu amagla nitel
arastirma yontemlerinden durum c¢alismasi kullaniimistir. Yildirm ve Simsek’e (2011) gore
durum galismasi, nasil ve nigin sorularini temel alarak arastirmacinin kontrol edemedigi bir olgu
ya da olayi derinligine incelemesine olanak veren arastirma yontemidir (Yildirnm & Simsek, 2011).
Veriler ise dokiiman analizi yontemi ile elde edilmistir. Bilindigi gibi dokiiman analizi, belirlenen
konuya iliskin Onceden yapilan her tlrli yazili calismanin amaca yonelik taranmasi,
siniflandiriimasi, 6zetlenmesi ve ulasilan bulgularin amag dogrultusunda yorumlanmasini iceren

bilimsel arastirma yontemidir (Simsek, 2009).

Arastirma dokiman analizi yontemiyle ylritildiginden etik kurul izni alinmamistir.
Belirlenen arastirma yontemi dogrultusunda TUIK Web sayfasindan gerekli istatistikler
alinmistir. Ardindan dijital oyunlar konusunda ulasilabilen Tiirkce ve Fransizca bilimsel kaynaklar,
UNESCO ve UNICEF raporlari, dergiler ve internet kaynaklari taranmistir. Google Akademik ve
yabanci dergilerin veri tabanlarinda arastirma yapilmistir. Arastirma seciminde son vyillarda

yayinlanma, egitimle ilgili olma, ilk ve ortaokul 6grencileri kapsama gibi olgltler uygulanmistir.
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Elde edilen TUIK verileri Word programinda listelenmis, arastirma sonuglari siralanmis, veriler

tablolara aktarilarak yorumlanmistir.
3. Bulgular ve Yorumlar

Arastirma sonucu elde edilen bulgular arastirmanin soru sirasina gore asagida tablolar
halinde verilmistir. Calismanin kolay izlenebilmesi agisindan bulgular “Dijital Oyun Oynama
Sikhg1 ve Siresi, Oynanan Dijital Oyun Turleri, Dijital Oyunlarin Olumlu ve Olumsuz Yoénleri,

Velilere Oneriler ” basliklari altinda toplanmistir.
3.1. Dijital Oyun Oynama Sikligi ve Siiresi

Arastirmada, (lkemizde 06-15 yas arasi cocuklarin dijital oyunlari oynama sikhgr ve
siiresini belirlemek igin TUIK verilerinden yararlanilmistir. Bunun icin TUIK Web Sayfasi
Istatistiklerle Cocuk, Cocuklarda Bilisim Teknolojileri Kullanim Arastirmasi, 2021 bashg altindaki
istatistikler alinmistir. Bu istatistikleri gore tilkemizde 06-15 yas arasi kiz ve erkek cocuklarin oyun

oynama sikliklari Tablo 1'de verilmistir.

Tablo 1.

Dijital oyun oynayan 06-15 yas arasi cocuklarin oyun oynama sikligi

Erkek Kiz Toplam
Her giin 72,7 54,2 66,3
Haftada en az bir kez 23,5 37,6 28,4
Haftada birden az 3,8 8,2 5,3
Diizenli 96,2 91,8 94,7

Kaynak: TUIK 2021

Tablo 1’de gorildigl gibi 06-15 yas arasi erkek ¢cocuklarin 96,2’si, kiz cocuklarin 91,8’
diizenli olarak dijital oyun oynamaktadir. Her giin oynayanlar toplam 66,3 civarindadir. Buna
karsilik hafta en az bir kez ve birden az oynayanlarin orani ise oldukga dusiiktiir. Bu durum 06-
15 yas arasi ¢ocuklarin tamamina yakini dizenli olarak dijital oyun oynadigini ortaya

koymaktadir. Bunlarin glinliik ortalama oyun oynama sireleri Tablo 2’de verilmektedir.

Tablo 2.

Diizenli dijital oyun oynayan 06-15 yas arasi ¢ocuklarin giinliik ortalama oyun oynama siiresi

Erkek Kiz Toplam
Hafta ici 03.02 02.18 02.48
Hafta sonu 02.59 02.11 02.43

Kaynak: TUIK 2021

Tablo 2'de gorildigu gibi Glkemizde dizenli dijital oyun oynayan 06-15 yas arasi erkek

cocuklar hafta ici ve sonu ortalama 3’er saat, kizlar ise 2’ser saat oyun oynamaktadir.
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3.2. Oynanan Dijital Oyun Tiirleri

Ulkemizde 06-15 yas arasi diizenli oyun oynayan ¢ocuklarin oynadiklari dijital oyunlarin

turine iliskin bilgiler Tablo 3’te verilmektedir.

Tablo 3.

Diizenli dijital oyun oynayan 6-15 yas arasi ¢ocuklarin oynadiklari oyun tiirleri

Erkek Kiz Toplam
Rol yapma 18,2 21,1 19,1
Simdilasyon 26,9 28,8 27,5
Spor 34,1 11,3 26,5
Strateji 46,1 33,2 41,8
Macera 55,8 44,3 52,0
Savas 68,4 26,1 54,3

Kaynak: TUIK 2021

Tablo 3’te de goriildiigi gibi Glkemizde diizenli dijital oyun oynayan 6-15 yas arasi erkek
cocuklarin 68,4’l savas oyunlarini tercih etmektedir. Bunu macera oyunlari, strateji oyunlari,
spor, simiilasyon ve rol yapma oyunlari izlemektedir. Kiz cocuklara gelince, kizlarin 44,3’G ilk
sirada macera oyunlarini tercih etmektedir. Bunu strateji oyunlari, similasyon, savas, rol yapma
ve spor oyunlari izlemektedir. Savas oyunlari silahlar, kiliclar, sopalar, stiper kahramanlar,
korsanlar, savasgilar vb. icermektedir. iceriginde yiiksek siddet bulunmaktadir. Arastirmalara
gbre savas oyunlarini stirekli oynayan cocuklar, gercek hayattaki siddete duyarsizlasmakta ve
giderek saldirgan davranislari benimsemeye baslamaktadir (Greenfield & Retschitzki, 1999).
Ozellikle erkek cocuklarin giinde ii¢ saat savas oyunu oynamasi, gelecekleri agisindan dnemli bir
tehlike olusturacagi distintlmektedir. Bu konuda 6gretmen, veli ve 6grencilerin bilgilendirilmesi

gerekmektedir.
3.3. Dijital Oyunlarin Olumlu ve Olumsuz Yénleri

Dijital oyunlarin olumlu ve olumsuz yonlerine iliskin ulasilabilen arastirma sonuglari eski
ve yeni arastirmalara, dijital oyun tirlerine, gocuklarin gelisimine ve egitim yaklasimlarina gore
degismektedir. Bu nedenle arastirma sonuglari 4 baslk altinda toplanmistir. Bunlar asagida

sirasiyla verilmekte, ardindan dijital oyunlarin olumlu ve olumsuz yoénleri siralanmaktadir.

1. Eski ve Yeni Arastirmalar: Diinya Saghk Orgiiti (DSO) dijital oyunlari 2018 yilindan bu
yana onemli bir hastalik olarak kabul etmektedir. Bu nedenle stirekli arastirmalar yapilmaktadir.
Bu arastirmalarin 6nemli bir bolimua dijital oyunlarin olumlu ve olumsuz yonlerini saptamaya
yoneliktir. Eski arastirmalarda daha ¢ok olumsuz etkileri vurgulanmakta, yalnizlik ve bagimlilik

yaptigl, siddet icerdigini gdstermektedir (Scott, 2021; UNESCO, 1979). Bunlar egitimci, psikolog,

220 Sinirsiz Egitim ve Arastirma Dergisi, 8 (2), 202 - 228



(\&zz7 Dijital Oyunlar ve Etkileri

Firdevs GUNES

sosyolog ve cesitli kuruluslar tarafindan yapilan arastirmalardir. Sonuglar agik ve net olarak

vurgulamaktadir.

Dijital oyunlarla ilgili yeni arastirmalarda konuya iliml yaklasilmakta ve ¢ocuklara yararh
oldugu agiklanmaktadir. Bu arastirmalarda genellikle dijital oyunlarin olumsuz etkilerini
azaltarak cocugun gelisimine nasil katki saglanabilir? Glinde kag¢ saat oyun oynamali? Yaslara
gore hangi oyunlar verilmeli? Olumsuz yonlerini dnlemek igin neler yapilmali? Gibi sorulara
cevap aranmaktadir (Hewes, 2006). Gincel arastirmalarin bazilari oyun firmalari tarafindan
desteklenmektedir. Clinki dijital oyunlar diinyamizda dnemli bir sektor ve finans kaynagi haline
gelmistir. 2000 yilinda video oyun endustrisi diinyada 6 milyar dolar civarindaydi. 2003 yilinda
891 milyon avro oldu. Ornegin sadece Fransa’da 2003 yilinda 18 milyar dolara yiikseldi. Son
yillarda iyice artmaktadir (Hodent-Villaman, 2007). Béylesine énemli bir pazari slirdiirmek icin

giincel arastirmalarda dijital oyunlarin olumlu yénlerinin daha fazla 6ne ciktigi gérilmektedir.

2.0yun Tiirlerine Yénelik Arastirmalar: Ginimuizde internet ortaminda 3000'in (izerinde
dijital oyun oldugu bilinmektedir. Bunlar genel olarak rol yapma, simulasyon, spor, strateji,
macera ve savas basliklari altinda toplanmaktadir. Arastirmalara gore dijital oyunlarin etkileri
oyun tirlerine gore degismektedir. Olumsuz etkiler daha ¢cok savas oyunlari icin belirtilmektedir.
Savas oyunlar denilince silahlar, kiliclar, sopalar, stiper kahramanlar, korsanlar, savascilar vb.
akla gelmektedir. icerigi aksiyon odakli, déviis sporlari, savas stratejileri, askeri simiilasyon olan
video oyunlari vb. ylksek siddeti icermektedir. Bunlar ¢ocuklarin gelisim dizeyi, yas ve ruh
sagliklarina bagli olarak zarar verebilmektedir. Bu oyunlardaki siddet goriintileri ve kurgusal
siddet eylemleri tehdit edici bir diinya gorislinii pekistirmektedir. Siddet oyunlarini uzun siire
oynayan c¢ocuk, gercek hayattaki siddete duyarsizlasmakta ve giderek saldirgan davranislari
benimsemektedir (Greenfield & Retschitzki, 1999). Ozellikle kiiciik cocuklardaki tepkiler ¢cok

glcli ve sert olabilmektedir.

Bazi arastirmalara gére “dijital oyunlardaki siddet yeni degildir. Ciinkii eskiden bu yana
sinemada, televizyonda, ¢izgi romanda ve hatta masallarda bile siddet vardir. Cocuklari dijital
oyunlara ¢eken siddetten ¢ok aksiyondur. Bu nedenle siddetin tirmanmasi bu oyunlarla ilgili
degildir”, gortisind ileri sirilmektedir (Hodent-Villaman, 2007).Bu géris dogru gibi goériinse de
sinema, televizyon, ¢izgi roman ve masallardaki siddet ile dijital oyunlardaki siddet ayni degildir.
Clinkl cocuk sinema ve televizyonda siddeti uzaktan seyretmekte, pasif olarak dinlemekte veya
kitapta okumaktadir. Bu durum gegici ve kisa sireli olmaktadir. Ancak dijital oyunlardaki siddet

boyle degildir. Dijital oyunda g¢ocuk bizzat siddetin icinde yer almakta, vurmakta, kirmakta,
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ezmekte, 6ldirmekte yani aktif olarak siddet uygulamaktadir. Bu durum gilinde ortalama (g saat
oyun oynayan ¢ocuklarda (g saat boyunca stirmektedir. Her giin (i¢ saat siddetle i¢ ice olan ¢ocuk

siddete alismakta ve glinliik yasama dogrudan aktarmaktadir.

Arastirmalarda, rol yapma, simtlasyon, spor, strateji ve macera gibi dijital oyunlarin ise
olumlu oldugu aciklanmaktadir. Ozellikle strateji oyunlari cocuklarin egitimi ve zihinsel
gelisimi icin etkili bir ara¢ olarak kabul edilmektedir. Ogrencilerin zihinsel becerilerini ve
hizini gelistirmeye yardimci olmaktadir. Bir baska ifadeyle strateji oyunlari cocuklarin bilissel
becerilerini, 6grenme hizini ve dikkatini gelistirmektedir. Bu oyunlar stratejik disinmeyi
tesvik etmekte, beynin tamamini calistirmakta ve zihinsel cevikligi desteklemektedir. Zeka
ve zihinsel ¢evikligin gelisimi acisindan cok yararli olmaktadir. Strateji oyunlari sayesinde
cocuklar dogru kararlar vermeyi 6grenmekte ve kendini gelistirmektedir (Castro Arbeldez,
2019). Bu nedenle ¢ocuklarin giinde bir saati gegmemek lzere strateji oyunlari oynamalari

onerilmektedir.

3. Cocuk Gelisimine Yénelik Arastirmalar: Dijital oyunlarin cocuklarin yas, cinsiyet, egitim
dizeyi, dil ve zihinsel gelisimine uygun secilmesi gerekmektedir. Hewes’e (2006) goére, 5
yasindan sonra kuralli oyunlar, 3-8 yaslari arasinda lego, yapboz, 5-8 yaslari arasinda
tamamlama, modelleme gibi oyunlar verilmelidir (Hewes, 2006). Eger oyun ¢ocugun yas ve

diizeyine uygun degilse bazi sorunlar gorilmektedir. Bunlar sdyle siralanmaktadir;
* Asiri dijital oyun oynayan ¢ocuk dersleriyle az ilgilenir ve egitimden uzaklasir.
* Sosyal agidan aile ve arkadaslariyla iliskileri zayiflar, iletisimsizlik baslar.
* Psikolojik olarak yalnizliga itilir ve oyun bagimhligi artar.

* Temel yasam becerilerini gelistiremez, gerekli psikolojik olgunluga ulasamaz ve sorun

¢6zmede giliclikler yasar.
* Vaktin cogunu bilgisayar basinda gecirdigi icin az hareket eder ve fiziksel sorunlar yasar.

¢ Surekli oturdugu icin motor becerileri, kas ve beden hareketleri yeteri kadar gelismez

ve saglik sorunlari ortaya cikar.

* Bunlara ek olarak bas ve sirt agrilari, g6z kurulugu, 6glin atlama, diizensiz yemek yeme,

diizensiz uyku, kisisel temizligi ihmal etme vb. gézlenmektedir (Scott, 2021).
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Tum bunlarin 6nlenmesi i¢in dijital oyunlari oynama siiresinin sinirlandiriimasi, cocuklara
diizeye uygun oyun verilmesi ve aclk hava oyunlarina yonlendirilmesi gerektigi dile

getirilmektedir (Hewes, 2006).

4. Egitim Yaklagimlariyla llgili Arastirmalar: Oyun, egitim alaninda uzun yillar ders dis
etkinlik olarak gorilmis, okul programlarinda ve ders kitaplarinda oyuna yer verilmemistir.
GUnUm{z arastirmalari ise oyunun ¢ocugun gelisimine biiylk katki sagladigini ortaya koymakta,
etkili ve kalici 6grenme icin oyundan yararlanilmasi gerektigine dikkat cekmektedir. Bu gorisler
Donald Winnicott, Jean Piaget, Lev Vygotsky, Jérdme Bruner gibi bilim adamlari tarafindan da
desteklenmektedir (UNESCO, 1979). Bu gelismeler Gizerine okullarda oyunla 6grenme yaklagimi
giderek yayillmaktir. Oyunla 6grenme yaklasimda oyun amacg degil ara¢ olmaktadir. Oynarken
o0grenmeye degil 6grenirken oynamaya agirlik verilmektedir. Bir baska ifadeyle “oyun icinde
egitim” degil “egitim icinde oyun” iizerinde durulmaktadir. Ogrencilere gesitli bilgi ve becerileri
kazandirmayl amacglayan oyunlara ise egitici oyunlar denilmektedir. Egitici oyunlarla dikkat
yogunlastirma, dislinme, arastirma, taktik secme ve uygulama, bilgileri kesfetme, sorgulama,
etkili iletisim kurma, aktif katilma, rol paylasma, kurallara uyma, isbirlikli 5grenme gibi becerileri
gelistirmeye agirlik verilmektedir (Glnes, 2015; Sautot, 2006). Dijital oyunlar icin de benzer

gorusler dile getirilmektedir.

Dijital Oyunlarin Olumsuz Yénleri: Cocuklara yonelik oyunlarin olumlu ve olumsuz
yonleri egitim, sosyal, psikolojik ve fiziksel olmak Uzere 4 alanda ele alinmaktadir (UNESCO
(1979). Bu nedenle dijital oyunlarin olumsuz yonleri “siddet, bagimhlik, yalnizlik ve saghk”

basliklari altinda toplanmistir.

* Siddet: Dijital oyunlarda siddet yinelenen bir temadir. Bunun ¢ocuklara zararli olup
olmadigini belirlemek icin cesitli arastirmalar yapilmistir. Son vyillarda yapilan arastirmalarin
sonuglari ¢ok belirleyici ve net degildir. Oyundaki siddet gosterisi ile saldirganlik arasinda belirli
bir iliski vardir. Ancak arastirmalarda hayali siddet ile gergek siddetin karistirlmamasi gerektigi
vurgulanmaktadir. Gergek siddet ginliik haberlerde, filmlerde daha ¢ok etki yaratabilir.
Ekranlarda siddet daha yiksektir. Bunlar duyarsizlasma ve siddete alismayi getirebilir (Leprévost,

2023; Scott, 2021).

* Bagimhlik: Bagimhlik, durumu koétilestiren ve 6limcil sonuglara yol acan bir kisir
dongidir. Arastirmalara gore dijital oyun bagimliligi bir sire sonra madde veya diger

bagimhliklarla benzerlik gostermektedir.
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* Yalnizhk: Eskiden sirekli olarak yalniz bir yerde okumanin okuyucuyu yalnizliga
gotirdiglinden stipheleniliyordu. Ginimiizde bu durum dijital oyunlar igin iddia edilmektedir.

Ancak tam tersine 6grencileri sosyallestirdigini dile getiren arastirmalar da vardir.

* Sagdlik: Oyun sirasinda oturma bigimine ve pozisyona dikkat etmek gereklidir. Ekrant iyi
gormek icin arkalikl bir sandalye secilmelidir. Ekran gérme kusurlarini artirdigi iin géze ve goz
kuruluguna dikkat edilmelidir. Sik stk mola verilmelidir (Leprévost, 2023; Retschitzki, 2023). Bas

ve sirt agrilari, hareketsizlik gibi saglik sorunlari gorilir.

Dijital Oyunlarin Olumlu Yénleri: Dijital oyunlarinin olumlu yénleri é6grenme, beceri
gelistirme, odaklanma, hayal kurma ve psikolojik terapi olarak siralanmistir. Bunlarin her biri

¢ocugun dil, zihin, sosyal ve motor becerilerini gelistirerek gliclendirmektedir (Scott, 2021).

» Ogrenme: Dijital oyun ilk baslarda kolay, ardindan ¢ocugun ilerlemesine uygun olarak
zorlasmaktadir. Yani kolaydan zora dogru gidilir. ilk etkinlikler genellikle basit diizeyde verilir. Bu
durum Ogrenmeyi gelistirir. Oyun sirasinda kurallara dikkat etmek ve oyunu iyi yonetmek de

gerekir.

* Beceri gelistirme: Dijital oyunlar, el, kulak ve gbzle alinan bilgileri zihinde birlestirme,
aralarinda koordinasyon kurmayi gerektirir. Cocuk bunlarin her birini birlestirerek ve iyi

yoneterek bitlin becerilerini gelistirir. Zihin kapasitesini ve hizini artirir.

* Odaklanma: Bazi dijital oyunlarda, ¢ok hizli karar vermek igin ¢esitli duyusal
kanallardan (gérme, duyma, dokunma) gelen bilgileri alma, toplama ve biitlnlestirmeyi
gerektirir. Bu durum giderek gelisir ve cocugun gercek hayattaki gorevlerini daha etkili

yapmasina katki saglar. Ayni anda odaklanma ve ¢oklu gorev yapma becerilerini gelistirir.

* Hayal kurma: Bazi dijital oyunlarda, ¢ocuk uzayda yolunu bulma, zihninde uzay haritasi
olusturma, bulutlarin icinde gezme ve kendini yonlendirme gibi etkinlikler yapmaktadir. Boylece
uzay, dlnya, yildiz gibi farkli mekanlarda geziler yapmakta, kendini genis bir hayal diinyasina

yerlestirmektedir.

* Psikolojik Terapi: Dijital oyunlarin ¢ocuk psikolojisine 6nemli katkilari vardir. Bu tir
oyunlarda ¢ocuk pasif degil aktiftir. Bazen sadece oyun oynamaz, yeni oyunlarin Ureticisi de
olabilir. Oyun tercihinden ¢ocugun kavgadan, sinavdan veya ginlik sorunlardan mi kagmaya
calistigl anlasiimaktadir. Boyle durumlarda ¢ocuk oyun oynayarak psikolojik olarak rahatlamaya

calismaktadir. Okuldaki derslerde basarisiz olan ¢ocuklar igin zor konularin sunum seklini
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degistiren iyi hazirlanmis egitici dijital oyunlar vardir (Leprévost, 2023; Retschitzki, 2023).Bunlar

yararli olmaktadir.

Gorildigu gibi dijital oyunlarin olumlu ve olumsuz yonleri arastirmalara, oyun tirlerine,
cocuk gelisim dizeyine ve egitim yaklasimlarina gore degismektedir. Son yillarda yapilan
arastirmalarda genellikle olumlu yonleri 6ne ¢ikmakta, egitim araci olarak kullanilmasi gerektigi
vurgulanmaktadir. Cocuklar igin yararli, dil, zihinsel ve sosyal becerileri gelistirici, egitsel yonden
iyi hazirlanmis dijital oyunlarin glinde bir saati gegmemek lizere oynanmasi dnerilmektedir.
Ancak dijital oyunlarin 6grenci yasina ve egitim diizeyine uygun dikkatle segilmesi gerektigi

de dile getirilmektedir.
3.4. Velilere Oneriler

Dijital oyunlarin cocuklar Gzerindeki olumsuz etkisini azaltmak icin veliler oyunlar
konusunda bilgi sahibi olmalidir. Cocuklarinin ne yaptigini yakindan takip etmeleri, iyi iletisim
kurmalari ve kontrollii elden birakmamalari gerekmektedir. Dijital oyunlari, cocugun dil ve
zihinsel gelisimine katki saglayacak, duygusal ve sosyal yonden gelisimine destek verecek
nitelikte 6zenle segcmelidirler. ilkégretim diizeyindeki 6grenciler kendilerine énerilen dijital
oyunlari sevmezler. Kendileri de ¢ogu zaman iyi oyun secemezler. Boyle durumlarda onlara
yardimci olunmalidir. Secilen oyunlarin egitici ve strateji icerikli olmasina dikkat edilmelidir
(Castro Arbelaez, 2019; Leprévost, 2023; Retschitzki, 2023; Retschitzki & Wicht, 2008). Bunlarin

yani sira veliler asagidaki konulara 6zen gostermelidir.

* Cocugun hangi dijital oyunlarini oynadigini 6grenmeli, igerigin yasina ve gelisimsel

diizeyine uygun oldugunu kontrol etmelidir.

* Siddet ve uygunsuz icerikle dolu oyunlarin zararlari konusunda gocukla konugmalidir.

Endiseler dile getirilmeli, net bir tavir sergilenmeli ve ¢ocuga agiklanmalidir.
* Bir ilkokul cocugunu gozetimsiz dijital oyun oynamasina izin verilmemelidir.

* Oyunlar birbirinden ayirilmali, cocukla aranizda catisma yaratabilecek "oldlrici

oyunlardan" kacinilmaldir.

* Siddet icermeyen c¢ok sayida oyun vardir. Spor oyunlari, similasyonlar, yénetim
oyunlari, macera ve bulmaca oyunlari, strateji oyunlari vb. Bunlar arasindan se¢gmeye 6zen

gosterilmelidir (Castro Arbeldez, 2019; Scott, 2021).

* Strateji oyunlari zihin gelisimi agisindan ¢ok yararhdir. Strateji oyunlari secilmelidir.
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* Oyun oynama siresi glinde 1 saati gegmemelidir.
4. Sonug, Tartisma ve Oneriler

Bu arastirmada Ulkemizde 06-15 yas arasi ¢ocuklarin dijital oyunlari oynama sikligi ve
siiresi ile oynadiklari oyunlarin tiirlerini belirlemek icin TUIK 2021 istatistikleri ile cok sayida
bilimsel calisma incelenmistir. Arastirma sonunda 06-15 yas arasi erkek cocuklarin 96,2’sinin, kiz
cocuklarin ise 91,8’inin diizenli olarak dijital oyun oynadiklari, erkek ¢cocuklarin hafta ici ve sonu
ortalama 3’er saat, kizlarin ise 2’ser saat oyun oynadiklari ortaya ¢ikmistir. Dlzenli dijital oyun
oynayan 6-15 yas arasi erkek cocuklarin 68,4’linlin savas oyunlarini tercih ettikleri, kizlarin ise
44,3'intn ilk sirada macera oyunlarini tercih ettikleri goérilmistir. Savas oyunlari silahlar,
kililar, sopalar, siiper kahramanlar, korsanlar, savascilar vb. icermektedir. iceriginde yiiksek
siddet bulunmaktadir. Arastirmalara gore savas oyunlarini sirekli oynayan cocuklar, gercek
hayattaki siddete duyarsizlasmakta ve giderek saldirgan davranislari benimsemektedir. Cocuk
bizzat siddetin icinde yer almakta, vurmakta, kirmakta, ezmekte, 6ldirmekte yani aktif olarak
siddet uygulamaktadir. Glinde (¢ saat oyun oynayan ¢ocuklarda aktif siddet uygulamasi g saat
sirmektedir. Boylece c¢ocukta siddet aliskanlik olmakta ve glnlik yasama dogrudan
aktarilmaktadir. Ozellikle erkek ¢ocuklarin giinde (ic saat savas oyunu oynamasi, gelecekleri

acisindan 6nemli bir tehlike olusturmaktadir.

Dijital oyunlarin olumlu ve olumsuz yonlerinin eski ve yeni arastirmalara, oyun tirlerine,
cocuklarin gelisimine, egitsel yarar ve zararlarina gore degistigi saptanmistir. Eski arastirmalarda
olumsuz etkilerin 6ne ¢iktigl, yalnizlik ve bagimhhk yaptigi, siddet icerdigi belirlenmistir. Bunlar
egitimciler ve psikologlar tarafindan yapilan arastirmalardir. Ancak yeni arastirmalarda konuya
daha itlimh yaklasildigl ve ¢ocuklara yararli oldugu vurgulandigi gorilmustur. Dijital oyunlarin
cocuklarda siddet, bagimlilik, yalnizlik ve saghk gibi yonleri etkiledigi saptanmistir. Egitsel
yararlari ise 6grenme, beceri gelistirme, odaklanma, hayal kurma ve psikolojik terapi olarak
siralanmistir. Arastirma sonunda dijital oyunlarin cocuklar tGzerindeki olumsuz etkisini azaltmak
icin velilerin oyunlar konusunda bilgi sahibi olmalari, cocuklarini yakindan izlemeleri, iyi iletisim
kurmalari ve kontroll elden birakmamalari gerektigi dile getirilmistir. Dijital oyunlari, cocugun
dil ve zihinsel gelisimine katki saglayacak, duygusal ve sosyal yénden gelisimine destek verecek
nitelikte 6zenle segilmesi gerektigi dnerilmistir. Secilen oyunlarin egitici ve strateji icerikli olmasi
gerektigi ve oyun siresinin glinde bir saati gegmemesi gerektigi belirtilmistir. Strateji oyunlari

cocuklarin dil ve zihinsel gelisimi icin ¢ok yararli oldugundan savas yerine strateji oyunlarinin
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secilmesi dnerilmistir. Dilegimiz etkili oyunlarla dil ve zihinsel becerileri gelismis, gelecege yén

veren 6grencilerin yetistirilmesidir.
CIKAR CATISMASI BEYANI
Yazar bu calismasinda herhangi bir sekilde cikar catismasi olmadigini beyan eder.
ARASTIRMA VE YAYIN ETiGi BEYANI
Yazar bu calismasinda arastirma ve yayin etigine uyuldugunu beyan eder.
YAZAR SORUMLULUK BEYANI

Yazar bu galismanin her asamasini kendisinin yaptigini beyan eder.
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