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Aragtirma Makalesi

Ortaokul Ogrencilerinin Dijital Oyunlardaki Yabanci Sozciikleri Kullanim Durumunun
Incelenmesi

Ozet: Nitel arastirma yonteminin durum ¢alismasi deseninde tasarlanan bu ¢alismanin amaci,
dijital oyunlarda bulunan yabanci sozciiklerin ortaokul Ogrencileri tarafindan kullanim
B durumunu tespit etmektir. Arastirmanin verileri, anket ve yar1 yapilandirilmig goriisme formu
Eda Giinaydin ile toplanmustir. Ortaokul dgrencilerine yonelik anket, Tiirkce Ogretmenlerine yonelik ise
goriisme formu uygulanmistir. Elde edilen bulgular icerik analizine gore incelenmis ve
kodlamalar yapilmigtir. Calismanin sonucunda Tiirk¢e Ogretmenlerinin gozlemlerinden
hareketle gérev yaptiklar ortaokullarda &grencilerin %93,75’inin dijital oyunlar oynadig:
) sonucuna ulasilmistir. Tiirkge 6gretmenlerinin %43,75°1 dijital oyunlarin Tiirk¢eye etkisine
*Artvin Coruh Universitesi, Lisansilstii iligkin dijital oyunlarin yabanci sézciik kullanimim arttirdigini; %37,5°1 ise Tiirkgeyi olumsuz
e 60t oo e ctkiledigi yoniinde goriis bildirmistir. Ogrencilerin dijital oyunlar nedeniyle “level”, “online”,

“ofline”, “car”, “bot”, “ban”, “boss”, “tim”, “ticket”, “total”, “mod”, “klan”, “bug”, “badge”
"Sorumlu Yazar gibi sozciikleri kullanmaya basladiklar1 arastirmanin  bulgulart arasindadir. Tiirkce
ogretmenlerinin kanaatinin, dijital oyunlarin 6grencilerde saldirganligin artmasina sebep oldugu
yoniinde oldugu da arastirmada ulasilan sonuglardandir.
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GIRIS

Gilintimiizde teknoloji hizli bir ilerleme icerisindedir. Teknolojik gelismelerle beraber giinliik hayatta
farkli degisimler de meydana gelmektedir. Bu degisimlerden, 6zellikle teknoloji ile yakin temas halinde olan
cocuklar ve gengler etkilenmektedirler.

Dogan’a (2006) gore teknolojideki hizli gelismeler yagamin bir¢ok alanini etkiledigi gibi ¢ocuklarin
oyun aligkanliklarin1 da etkilemistir. Gegmiste oyunlar kapali olmayan mekanlarda, etkilesim héalinde
oynanirken giinlimiizde teknolojik gelismelerle bagli olarak kapali ve sanal ortamlarda ve bu ortamlardaki
sanal kisilerle oynanmaya baslanmistir (Horzum, Ayas & Balta, 2016). Giiniimiizde her yasta insanin etkilesim
icerisinde oldugu bilgisayar sektoriiniin, 6zellikle cocuklarin giinliik yasamina getirdigi yeniliklerden birisinin
de “dijital oyun” kavrami oldugu sdylenebilir (Erboy, Akar &Vural, 2010). Demir ve Hazar (2018), dijital
oyunlarin giinlimiiz diinyasinda yeni neslin en 6énemli ugraslarindan birisi héline geldigini sdylemistir. Yeni
gelismelere dayanarak farkli bir boyut kazanan, eglence sektoriiyle ortaya cikan dijital oyunlar; yeni bir alan
olarak varligini ortaya koymustur (Taylan, Kara & Durgun A., 2017). Bunun sonucu olarak ¢ocuklarin oyun
anlayisinda da degisiklikler meydana gelmistir.

Dijital oyunlarla ilgili farkli kaynaklarda benzer tanimlara rastlanmaktadir. Binark ve Bayraktutan
(2008); dijital oyunlarin 1980’lerin ortasindan itibaren bilgisayar/video oyunlari, elektronik oyunlar seklinde
tanimlandigina dikkat ¢ekerek Tiirkiye’de yaygin olarak kullanilan tanimin “bilgisayar oyunlar” oldugunu
ifade etmistir. Cetin’e (2013) gore dijital oyun, ¢esitli teknolojilerle programlanan ve kullanicilara gorsel bir
ortamla birlikte kullanic1 girisi yapmay1 saglayan oyunlardir. Gokgearslan ve Durakoglu (2014), cesitli
yazilimlarla programlanan ve farkli teknolojiler kullanan bu oyunlarin kullanilan teknolojiye gore dijital
konsol oyunlari, bilgisayar oyunlar1 ve ¢evrimi¢i oyunlar olarak da gruplandirildigini s6ylemistir.

Tim diinyada oldugu gibi Tiirkiye’de de dijital oyunlara olan ilgi giin gectik¢ce artmaktadir. 2021
Tiirkiye Oyun Sektorii raporuna gore Tiirkiye’de toplam oyuncu sayist 2021°de 36 milyondan 41 milyona
cikmistir. Tiirkiye’deki mobil oyuncularin demografik 6zellikleri ve davranig aligkanliklarina bakildiginda
yetiskinlerin %78’inin mobil oyun oynadigi sonucu ile karsilagilmakta; mobil oyuncularin %52’sinin erkek,
%A48’inin kadinlardan olustugu bildirilmektedir. Bu oyuncularin yag araliklarinin %28 oraninda 10-20, %44
oraninda 21-35, %29 oraninda 36-50 oldugu vurgulanmigtir. Oyuncularin haftalik olarak mobil oyuna
ayirdiklan saatlerin ise %46 oraninda 10 saatten fazla, %10 oraninda 9-10 saat, %9 oraninda 7-8 saat, %13
oraninda 5-6 saat, %10 oraninda 3-4 saat, %12 oraninda 1-2 saat araliklarinda degistigi goriilmektedir (URLI).
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Alanyazin tarandiginda dijital oyunlarin oyuncular {izerinde birgok olumlu ve olumsuz etkisine vurgu
yapan calismalara rastlanmaktadir. Ceylaner ve Yanpar Yelken (2017), calismalarinda dijital oyunlarin
Ingilizce kelime &grenimine katkisini incelemislerdir. Dursun ve Eraslan Capan (2018), calismalarinda
ergenlerin dijital oyun bagimliliklarin1 yordayan psikolojik ihtiyaclar1 arastirmislardir. Biilbiil, Tung ve Aydil
(2018), tiniversite 6grencilerine yonelik yaptiklar1 aragtirmada dijital oyun oynama davranisinin akademik
basar1 iizerindeki etkisini incelemislerdir. Tekkursun, Demir ve Cicioglu (2019), arastirmalarinda lise
ogrencilerinin fiziksel aktiviteye katilim motivasyonu ile dijital oyun oynama motivasyonlarmin ve birbiri ile
iligkisini incelemislerdir. Kii¢iik ve Cakir (2020), ortaokul 6grencilerinin dijital oyunlarla ilgili bagimliliklar
ile saldirganlik davranislar1 arasindaki iligkiyi inceleyen bir ¢alisma yapmislardir. Cengiz, Peker ve Demiralp
(2020), yaptiklar1 arastirmada ortadgretim diizeyindeki 6grencilerin mutluluk seviyeleriyle dijital oyunlara
olan bagimlilik diizeyleri arasindaki iliskiyi ele almiglardir. Gokbulut (2020), akran zorbalig: ile dijital oyun
bagimlilig1 arasindaki iligkiyi incelemistir. Dijital oyunlarla ilgili yapilan ¢alismalarda dijital oyunlarin yabanci
dil 6grenimine etkisi, bireyin kisilik ve davraniglarina etkisi, ¢ocuklar iizerindeki etkisi, siddet ve saldirganlik
gibi davraniglara etkisi, suca tesvik eden oyunlarin bireye etkisi, dijital oyun bagimlilig1 gibi farkli konular ele
alinmistir. Fakat dijital oyun oynamanin Tiirk¢e kullanimina olan etkisi {izerine az sayida ¢aligma yapildig:
goriilmektedir. Alanyazin incelendiginde oyunlarda kullanilan sézciiklerin ¢ocuklarin giinliik konusmalarinda
ne derece etkili oldugu iizerine yapilan herhangi bir calismaya ise rastlanmamistir. Bu sebeple, ortaokul
seviyesindeki ¢ocuklarin giinliik konusma esnasinda dijital oyunlardan O6grendigi sozciikleri ne derece
kullandiklarinin incelenmesi onem arz etmektedir. Bu kapsamda bu arastirmanin amaci, dijital oyunlarda
bulunan yabanc1 sézciiklerin ortaokul 6grencileri tarafindan kullanim durumunu tespit etmektir.

Problem Durumu

Arastirmada ortaokul &grencilerinin oynadiklart dijital oyunlardaki yabanci sdzciikleri kullanim
durumlarin1 belirlemek i¢in hem Tiirkge Ogretmenlerinin hem de ortaokul Ogrencilerinin goriislerine
bagvurulmustur. Bu baglamda arastirmada iki alt problem bulunmaktadir. Bu alt problemler asagida
sunulmustur:

1. Tiirk¢ce Ogretmenlerinin ortaokul &grencilerinin oynadiklart dijital oyunlarda yer alan yabanci
sozciikleri kullanmalarina yonelik goriisleri nelerdir?

2. Ortaokul 6grencilerinin oynadiklar1 dijital oyunlardaki yabanci sozciikleri kullanma durumlari
nelerdir?

Bu alt problemler dogrultusunda ¢alismada asagidaki sorulara cevap aranmistir:

1. Tiirk¢e 6gretmenlerinin dijital oyun oynama durumlar1 ve oynuyorlarsa tercih ettikleri oyun tiirleri
nelerdir?

2. Tiirkge 6gretmenlerinin dijital oyunlar hakkindaki goriisleri nelerdir?

3. Tiirkge 6gretmenlerinin gorev yaptiklar1 okullardaki 6grencilerin dijital oyun oynama durumuna
iligkin goriisleri nelerdir?

4. Tirkce 6gretmenlerinin dijital oyunlarin 6grenciler {izerindeki etkisine yonelik goriisleri nelerdir?

5. Tiirkge dgretmenlerinin dijital oyunlarin Tiirkgeye etkisine iligkin goriisleri nelerdir?

6. Tiirkge dgretmenlerinin d6grenciler tarafindan kullanildigina sahit olduklar1 dijital oyunlarda bulunan
sozciiklere yonelik goriisleri nelerdir?

7. Ortaokul dgrencilerinin giinliik hayatta internete rahatlikla erisip erisememe durumlari nelerdir?

8. Ortaokul 6grencilerinin dijital oyun oynama sikliklar1 nelerdir?

9. Ortaokul 6grencilerinin oynamak i¢in hangi dijital oyunlar tercih etmektedirler?

10. Ortaokul 6grencilerinin dijital oyun oynarken tercih ettikleri/kullandiklar1 araglar nelerdir?

11. Ortaokul 6grencilerinin dijital oyun oynama nedenlerine iliskin goriisleri nelerdir?

12. Ortaokul 6grencilerinin dijital oyunlardaki sdzciikleri kullanim durumu nedir?

13. Ortaokul 6grencilerinin giinliikk hayatlarinda en ¢ok kullandiklar1 dijital oyunlardaki sézciikler
nelerdir?
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YONTEM

Arastirmanin Modeli

Bu ¢aligma nitel aragtirma yontemlerinden durum ¢aligmasi tercih edilerek gergeklestirilmistir. Leymun,
Kabak¢1 ve Odabasi’na (2007) gore bir biitiin olarak ele alinmasi gereken incelemelerde durum caligmasi
rehber olarak karmasikliklarin kesfinde ve anlasilmasinda yol gostericidir. Subas1 ve Okumus’un (2017) bir
durumun derinlemesine galisilip betimlenmesi seklinde tanimladigi durum g¢alismasi; olaylara, durumlara
genis, derin ve farkli bakis acilar1 saglayabilen dnemli bir bilgilenme y6ntemi olarak bilinmektedir.

Calisma Grubu
Aragtirmanin c¢alisma grubu Artvin ili Merkez ilgesindeki ortaokullarda gorev yapan 16 Tiirkce
ogretmeni ve Artvin ili Merkez ilgesinde faaliyet gosteren bir ortaokulda &grenim goéren 110 ortaokul
ogrencisinden olugsmaktadir. Kolay ulasilabilir oldugu i¢in arastirmada bu ¢aligma grubu tercih edilmistir.
Katilimcilara ait demografik bilgiler Tablo 1 ve Tablo 2’de verilmistir.

Tablo 1.

Ortaokul 6grencilerine iliskin demografik bilgiler

Cinsiyet f % Smif f %
Kiz 58 52,7 8 44 40

7 17 15,5
Erkek 52 47,3 6 22 20

5 27 24,5
Toplam 110 100 Toplam 110 100

Tablo 1 incelendiginde arastirmaya toplamda 110 ortaokul 6grencisinin katilim sagladigi goriilmektedir.
Bu 6grencilerin 58’1 kiz, 52’si erkektir. Kiz 6grencilerin 44’1 8. sinifta, 17’si 7. sinifta; erkek 6grencilerin
22’si 6. siifta, 27’si ise 5. sinifta 6grenim gormektedir.
Tablo 2.

Tiirkge ogretmenlerine iliskin demografik bilgiler

Kisiler  O1 02 03 04 05 06 07 08
Cinsiyet  Kadm Kadin Kadin Kadin Kadin Kadin Kadin Kadin
Gorev 4 10 8 5 20 1 3 12
yili

Kisiler 09 010 o1 012 013 014 015 016
Cinsiyet  Kadin Kadin Kadn Kadin Kadn Kadn Erkek Erkek
Gorev 13 14 9 4 6 7 2 12
yil

Tablo 2’ye bakildiginda aragtirmaya 8’1 kadin, 8’i erkek olmak tizere 16 Tiirk¢e 6gretmeninin katildigi
ve bu 6gretmenlerin mesleki deneyimlerinin farkli oldugu anlasiimaktadir.
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Veri Toplama Araci

Bu arastirmada dnceden belirlenen bir amagla yapilan, soru sorma ve cevaplamadan olusan karsilikli ve
etkilesimli bir iletisim siireci olan goriisme (Yildinm & Simsek, 2011) tercih edilmistir. Bu sebeple,
arastirmanin verileri aragtirmaci tarafindan gelistirilmis yar1 yapilandirilmig gériigme formu ve anket formu ile
toplanmistir. Anket, hazirlamasi ve uygulamasi en hizli olan veri toplama araglarindan biridir. Anketler,
cevaplandiricinin daha 6nce belirlenmis bir siralamada ve yapida olusturulan sorulara karsilik vermesiyle
verilerin elde edildigi yontemdir (Kardas & Kog, 2021).

Arastirma kapsamindaki uygulamayi1 yapabilmek i¢in tiim hazirlanma siirecinde etik kurallara
uyulmustur. Calismanin verilerini toplayabilmek icin Artvin Coruh Universitesi Bilimsel Arastirma ve Yayin
Etigi Kurulu'ndan etik izni ve Artvin ili Milli Egitim Miidiirliigii’nden alinan izinler dogrultusunda Tiirk¢e
Ogretmenleri ve ortaokul 6grencileriyle goriismek i¢in uygun zaman olusturulmus ve goriisme saglanmis; elde
edilen bulgular arastirmacilar tarafindan goriisme formuna kaydedilmistir.

Arastirmada kapsam gecerliligini saglamak amaciyla verilerin elde edilmesi i¢in kullanilan yari
yapilandirilmis goriisme formu ve anket, ilk olarak 6lgme ve degerlendirme alanindan bir uzman ve Tiirkge
egitiminden ii¢ uzmanin goriisiine sunulmus; uzmanlarin énerileri dogrultusunda diizenlemeler yapilmistir.

Elde edilen veriler, arastirmaci ve bir alan uzmani tarafindan birbirinden bagimsiz bir sekilde
degerlendirilmis; sonrasinda yapilan bu degerlendirmeler karsilastirilarak giivenirlik ¢alismasi
tamamlanmistir. Giivenirlik hesaplamasi i¢in Miles & Huberman’in (1994) “Giivenirlik = goriis birligi / goriis
birligi + goriis ayrilig” formiiliinden yararlanilmistir. Arastirmacilar ve alan uzmani goriis birligine
ulastiklarinda giivenirlik silireci tamamlanmig ve aragtirmanin giivenirligi %94 olarak belirlenmistir. Saban
(2008) nitel arastirmalarda ¢aligmanin giivenirliginin saglanmasti i¢in aragtirmaci ile uzman arasindaki uyumun
%90 fizerinde olmasi1 gerektigini vurgular. Bu baglamda elde edilen sonug, bu arastirma i¢in gilivenilir
sayilmigtir.

Verilerin Analizi

Arastirmada gergeklestirilen goriismelerle elde edilen metinler, icerik analizine gore incelenmis ve
kodlamalar yapilmistir ve daha sonra kodlar tablolastirilmistir. igerik analizinde temelde yapilan islem,
birbirine benzeyen verileri belirli kavramlar ve temalar ¢ercevesinde bir araya getirmek ve bunlar1 okuyucunun
anlayabilecegi bir bi¢imde diizenlemek ve yorumlamaktir (Yildirim & Simgek, 2011). Sonmez ve Alacapinar’a
(2011) gore ise igerik analizi; verilerin igeriginin irdelendigi, verilerin siiflara ayrildigi, veriler arasindaki
iligki ve bagintilarin gdsterilmesi i¢in matrislerin hazirlandigi ve elde edilen siniflamalarin sayisal verilere
doniistiiriilebildigi bir analiz geklidir.

Arastirmanin Etik izinleri

Yapilan bu ¢alismada arastirma etigi ilkeleri gozetilmis olup gerekli etik kurul izinleri alinmistir. Etik
kurul izni kapsaminda; Artvin Coruh Universitesi Bilimsel Arastirma ve Yaym Etigi Kurulu’na
bagvurulmustur. Aragtirma Etik Kurul’un 16.04.2024 tarih ve E-18457941-050.99-132286 sayil1 karari ile
bilim ve arastirma etigi agisindan uygun bulunmustur.

BULGULAR

Bu boéliimde Tiirkge 6gretmenleri ile yapilan goriisme ve 6grencilere uygulanan anket sonucunda elde
edilen verilerin igerik analizi yontemiyle incelenerek olusturulan tablolar ve bu tablolara iliskin agiklamalar
bulunmaktadir. Arastirmanin birinci alt problemi, Tiirk¢e 6gretmenlerinin ortaokul 6grencilerinin oynadiklari
dijital oyunlardaki sozciikleri kullanma durumlarina iliskin goriislerinin tespit edilmesidir. Bu alt problemle
ilgili birinci problem ciimlesi, Tiirk¢e 6gretmenlerinin dijital oyun oynama durumlari ve oynuyorlarsa tercih
ettikleri oyunlarin neler oldugunun tespit edilmesidir. Bu kapsamdaki bulgular Tablo 3’te sunulmustur.

Tablo 3.

Tiirk¢e ogretmenlerinin dijital oyun oynama durumlart ve oyun tiirtine iliskin goriisleri

Kisiler Kod f %
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010,011, 012,013,014, 015, 016 Evet 7 43,75

01, 02, 03, 04, 05, 06, 07, 08, O9 Hayir 9 56,25
Oyun Tiirii

010,013,014 Strateji 3 18,75

011,016 Bilgi yarist 2 12,5

012,015 Egitici 2 12,5

Tablo 3 incelendiginde katilimcilarin %43,75’inin dijital oyun oynadiklar ve strateji, bilgi yarisi, egitici
tiirde oyunlar tercih ettikleri; bununla beraber katilimeilarin ¢ogunlugunun (%56,25) dijital oyun oynamadig1
gorilmektedir.

Arastirmanin ikinci problem ciimlesi, Tiirk¢e dgretmenlerinin dijital oyunlar hakkindaki goriislerinin
neler oldugudur. Bu kapsamda elde edilen bulgular Tablo 4’te verilmistir.

Tablo 4.

Tiirk¢e ogretmenlerinin dijital oyunlar hakkinda goriigleri

Kisiler Kod f %
Olumlu
02, 067,09, 010,012 Faydali olan oyunlar da vardir 5 31,25
08 Kafa dagitmayi saglayici 1 6,25
015 Eglendirici 1 6,25
01 Sosyallesmeyi saglayici 1 6,25
Olumsuz
05,011, 013 Tamamen olumsuz 3 18,75
04, 016 Gereksiz 2 12,5
03,08 Asosyallige sebep verici 2 12,5
01,03, 07 Siddete yonlendirici 3 18,75
01 Gergeklikten uzaklastirict 1 6,25
06, 08, 014, 015 Zamani bosa harcatici 4 25
08,010,011,013,016 Bagimlilik yapict 5 31,25
O5 Okudugunu anlama becerisini | 6.25

diisiiriicii

Tablo 4 incelendiginde Tiirkce Ogretmenlerinin dijital oyunlar hakkindaki goriislerinin olumlu ve
olumsuz olarak iki gruba ayrildig1 goriilmektedir. Ayrica katilimcilarin bir kisminin dijital oyunlarin olumlu
yOnlerinin yani1 sira olumsuz yonlerinin de oldugunu ifade ettikleri anlagilmaktadir. Olumlu goriisler i¢erisinde
en ¢cok deginilen, faydali dijital oyunlarin da var oldugudur. Olumsuz goriisler igerisinde ise en fazla deginilen
oyunlarm bagimlilik yapmasidir.

O1 rumuzlu katilimer gériisiinii “Dijital oyunlarin olumlu bir yonii oldugunu diisiinmemekle beraber
asosyal olan ¢ocuklarin ¢evrimigi platformlarda yazisarak iletigim kurmasi iletisim engelini bir nebze asmasini
saglayabilir...” seklinde ifade etmistir. O2 rumuzlu katihmei, “Faydali olan oyunlar elbette var fakat
ogrencilerin bunlart aywrt edebilecek durumda oldugunu diisiinmiiyorum.” diyerek goriigiinii ifade etmistir.
O5 rumuzlu katilmer ise goriisiinii “Dijital oyunlarin hicbir olumlu tarafimn oldugunu diisiinmiiyorum,
cocuklarimin oynamasindan ¢ok kaygilaniyorum. Ogrencilerimin okuma-anlama becerisinin yildan yila
diistiigiinii bunun da sebebinin oyunlar oldugunu diisiiniiyorum”’ seklinde ifade etmistir. O8 rumuzlu katilimet,
“Olumlu yani insanin zihni dagiliyor, olumsuz yani bosa zaman harcatiyor.” seklinde goriisiinii ifade etmistir.

Arastirmanin {iglincii problem ciimlesi, Tiirkge dgretmenlerinin gorev yaptiklari okullarda 6grenim
goren 6grencilerin dijital oyun oynama durumlarimin nasil oldugudur. Bu problem ciimlesine yonelik bulgular
Tablo 5’te goriilmektedir.
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Tablo 5.

Tiirkge ogretmenlerinin ogrencilerin dijital oyun oynama durumuna iliskin goriisleri

Kigsiler Kod f %
01, 03, 04, 05, 06, 07, 08, 09, 010, O11, 013, Evet 15 93,75
014,015,016
02 Olabilir | 6,25
Hayir 0 0

Tablo 5’e bakildiginda katilimeilarin %93,75°1 gorev yaptiklart okullarda 6grenim goren 6grencilerin
dijital oyunlar oynadigini ve %6,25’inin de oynuyor olabilecegini ifade ettigi goriilmektedir. Katilimcilardan
higbiri 6grencilerin dijital oyun oynamadigi yoniinde bir goriis bildirmemistir.

Tiirkce Ogretmenlerinden O1 rumuzlu katilimeci, “Evet, kendileri dijital oyun oynadiklarini
belirtivorlar.”, O2 rumuzlu katilime1, “Olabilir.”, O3 rumuzlu katihmci, “Evet ciinkii kendi aralarinda
konusurken de duyuyoruz, oyun salonlarina giderken de goriiyoruz ve odev yapmadiklart zaman birbirlerinin
ne yaptigini sordugumuzda cogunlukla oyunla vakit gecirdiklerini séyliiyorlar.” O4 rumuzlu katilime, “Bana
gore %90’ 1 oynuyor.”, O8 rumuzlu katilime1, “Bir¢ogu oynuyor ve ailesi miisaade ediyor.”, 016 rumuzlu
katilimcei ise “Evet dijital oyunlar oynadiklarini diisiiniiyorum ¢iinkii onlarla oyunlar hakkinda konustugumda
oynadiklarint ifade ediyorlar.” seklinde goriis bildirmislerdir.

Aragtirmanin dordiincii problem ciimlesi, Tiirk¢e 6gretmenlerinin dijital oyunlarin 6grenciler tizerindeki
etkisine yonelik goriislerinin neler oldugudur. Bu kapsamdaki bulgular Tablo 6’da verilmistir.

Tablo 6.

Tiirkge ogretmenlerinin dijital oyunlarin 6grenciler tizerindeki etkisine iliskin goriisleri

Kod Kisiler f %
Algilarini zayiflatiyor. 06 1 6,25
Saglik sorunlaria sebep oluyor. 06 1 6,25
Gergeklikten uzaklastirtyor. 01, 06 2 12,5
Saldirgan olmalarma sebep oluyor. 01,07,011,013,014,015,016 7 43,75
Toplum/ aile baglarin zayiflatiyor. 01,12 2 12,5
Ders bagarisini diisiiriiyor. 05, 012 2 12,5
Uyku diizenini bozuyor. 06 1 6,25
Konusmalarinda bozulmalara sebep oluyor. 07, 010, O11 3 18,75

Tablo 6 incelendiginde Tiirk¢e 6gretmenlerinin ¢ogunlugunun (%43,75) dijital oyunlarin saldirganliga
sebep oldugunu ifade ettigi goriilmektedir. Bunun ardindan katihmcilarin %18,75°1 dijital oyunlarin
ogrencilerde konusma bozukluguna sebep oldugu; %12,5’1 gergeklikten uzaklastirdigi, toplum/aile bagini
zayiflattigi, ders basarisini diisiirdiigii; %6,25°1 ise 6grencilerin algilarini zayiflattigi, saglik sorunlarina sebep
oldugu ve uyku diizenini bozdugu yoniinde goriis bildirmistir.

Katilimeilarin goriislerinden bazilar1 su sekildedir: O6 rumuzlu katilimel, “Algilarini zayiflatiyor,
uykusuz kaliyorlar, goz ile ilgili rahatsizliklar iyice artti, hayati istedikleri zaman durdurup istedikleri zaman
devam ettirecekleri bir ortam gibi gérmelerine sebep oluyor.”, O1 rumuzlu katihme1, “Gergek yasamla bagin
zedeliyor, toplumdan kopuk hale getiriyor. Ders basarisim diisiiriiyor, siddet ve argoya meyilli yapryor.”, 012
rumuzlu katilime1, “Ders basarisint diistiriiyor ve aile ici sosyal baglari zayiflatiyor. ”, O7 Rumuzlu katilimet,
“Olumsuz etkiliyor. Davranis acgisindan daha da saldirgan olmalarina neden oluyor. Konusmalarinda
bozulmalar da oyunlar dolayisiyla yogunlasti.”.

Aragtirmanin besinci problem ciimlesi, Tiirk¢e O0gretmenlerinin dijital oyunlarin Tiirkgeye etkisine
iligkin goriislerinin ortaya ¢ikarilmasidir. Bu problem ciimlesine yonelik elde edilen bulgular Tablo 7’de
sunulmustur.
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Tablo 7.

Tiirk¢e ogretmenlerinin dijital oyunlarin Tiirkge iizerindeki etkisine iliskin gériisleri

Kod Kisiler f %

Olumsuz etkiliyor 02, 03, 06, 011, O15, 6 37,5
016

Yabanct sozciik kullammmi  O4, 05, 07, 010, 012, 7 43,75

arttirtyor. 013,014

Iletisimi / konusmay1 olumsuz  O8 1 6,25

etkiliyor

Tiirkce sozciiklerin 6liimiine  O9 1 6,25

sebep oluyor.

Etkilemiyor. 01 1 6,25

Tablo 7’ye bakildig1 zaman %43,75 orani ile dijital oyunlarin yabanci s6zciik kullanimini arttirdigi ve
%37,5 orani ile olumsuz etkiledigi yoniinde goriis bildirdikleri goriilmektedir. Bu goriislerin yaninda %6,25
oraninda iletisimi/ konusmay1 olumsuz etkiledigi, Tiirk¢e sozciiklerin 6limiine sebep oldugu ve etkilemedigi
yoniindeki goriisler yer almaktadir.

Katilimeilar gériislerini su sekilde ifade etmislerdir: O1 rumuzlu katilime1, “Terimleri kullandiklarina
denk gelmedim.”, O3 rumuzlu katilime1, “Olumsuz etkilemektedir. ”, O4 ramuzlu katihmc1, “Tiirkgeye uygun
olmayan kelimeler sanki dilimizde varmis gibi kullaniliyor, bence dogru degil.”, O5 rumuzlu katilimcr,
“Oyunlardaki bazi yabanci kelimelerin dilimizi bozdugunu diisiiniiyorum.” O6 rumuzlu katilimci, “Ben
kullandiklart kelimeleri pek anlamiyorum ama kullanmamin popiiler gériindiigiinii diistintiyorlar, bu da
Tiirk¢eyi olumsuz yonde etkiliyor, anlamsiz olan bir siirii harf toplulugu kullaniyorlar.”, O8 rumuzlu katilimei,
“Iletisimi azalttig1 icin konusurken uygun kelimeyi bulamama veya kelimelerin yanls telaffuz edilmesine sebep
oluyor.”, 09 rumuzlu katilime1, “Bu kelimeleri ¢ocuklar bilingsizce hayatina alip kullaniyor. Bu nedenle
Tiirkce kelimeler 6lmeye bashyor.”, 012 rumuzlu katihmce1, “Yabanc: kelimeleri Tiirkce kelimelere tercih
ediyorlar.”

Aragtirmanin altinci problem ciimlesi, Tiirkce 6gretmenlerinin 6grenciler tarafindan kullanildigina sahit
olduklar dijital oyunlarda bulunan sozciiklere yonelik goriiglerinin neler oldugudur. Bu kapsamdaki bulgular
Tablo 8’de sunulmustur.

Tablo 8.

Tiirkce o6gretmenlerinin ogrenciler tarafindan kullanildigina sahit olduklar: dijital oyunlarda bulunan
sozctiklere iligkin goriigleri

Sozciikler f %
Level 11 68,5
Bot/ Botlar 7 435
Boss/ Bag/ Mod 6 37,5
Ban 5 31,5
Finish/ Kick/ Nerf 4 25
Class/ Car/ Game 3 18,75
Exit/ FFA/ Game Over/ GG/ Grind- Kasmak/ Online/ Klan/ Server/ Skill 2 12,5
Again/ Consol/ Danger/ Drop/ Loading/ Loot/ Pause/ Quest/ Shot/ Texture/ 1 6,25
Zone

Tablo 8’e bakildiginda katilimcilarin 6grenciler tarafindan kullanildigina en ¢ok (%68,75) sahit
olduklari s6zciigiin “level” oldugu goriilmektedir. Bu sézciigii “bot/botlar” (%43,75) takip etmektedir. Alti
katilime1 “boss 7, “bag”, “mod” sozciiklerinin kullanimina gahit olurken bes katilimcinin “ban ” s6zciigiiniin
kullanildigina sahit oldugu goriilmektedir. Dort katilimer “finish”, “kick”, “nerf”; ¢ katitlimci “class”,

“«“ 2

car”, “game”; iki katihmer “exit”, “FFA”, “game over”, “GG”, “grind- kasmak”, “online”, “klan”,
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“server”, “skill”; bir katthhmcinin ise “again”, “consol”, “danger”, “drop”, “loading”, “loot” “pause”
“quest”, “shot” “texture”, “zone” sdzciiklerinin kullanildigina sahit olduklarini ifade etmislerdir.
Arastirmanin ikinci alt problemi, ortaokul &grencilerinin oynadiklart dijital oyunlardaki sozciikleri
kullanim durumlarinin incelenmesidir. Bu alt problemle ilgili birinci problem ciimlesi, ortaokul 6grencilerinin
internete erisim durumlarinin saptanmasina yoneliktir. Bu baglamda ortaokul 6grencilerinin giinliik hayatta
internete rahatlikla erigip erisememe durumlari sorulmustur. Bu problem ciimlesine iliskin bulgular Tablo 9°da

verilmisgtir.
Tablo 9.

Ortaokul 6grencilerinin giinliik hayatta internete rahatlikla erisip erisememe durumlarina iliskin bulgular

Kod f %
Evet 92 83,6
Bazen 16 14,5
Hayir 2 1,8
Toplam 110 100

Tablo 9 incelendiginde 6grencilerin biiyiik cogunlugunun (%83,6) giinliik hayatta rahatlikla internete
erigebildiklerini belirttigi goriilmektedir. Katilimcilardan %14,5’1 bazen rahatlikla internete eristigini
belirtirken %1,8’i rahat bir sekilde internete erisemedigini belirtmistir.

Arastirmanin sekizinci problem cilimlesi, ortaokul 6grencilerinin dijital oyun oynama sikliklarinin neler
oldugunun tespit edilmesidir. Bu kapsamdaki bulgular Tablo 10°da verilmistir.

Tablo 10.

Ortaokul 6grencilerinin dijital oyun oynama sikligina iliskin bulgular

Siire f %
Haftada en az 1-2 saat 51 46,4
Haftada en az 3-4 saat 24 21,8
Haftada en az 5-6 saat 6 5,5
Haftada en az 6 saatten fazla 9 8,2
Dijital oyun oynamam 20 18,2
Toplam 110 100

Tablo 10 incelendiginde 6grenciler en ¢ok %46,4 oraniyla haftada 1-2 saat dijital oyun oynadiklar
belirtmislerdir. Bunun ardindan katilimcilarin %21,8’inin haftada 3-4 saat, %8,2’sinin 6 saatten fazla ve
%5,5’inin 5-6 saat dijital oyun oynadiklari anlagilmaktadir. Ogrencilerin %18,2’si ise dijital oyun
oynamadigini belirtmistir.

Aragtirmanin dokuzuncu problem ciimlesi, ortaokul dgrencilerinin tercih ettikleri dijital oyun tiirlerinin
neler oldugudur. Bu kapsamdaki bulgular Tablo 11°de sunulmustur.

Tablo 11.

Ortaokul 6grencilerinin oynadiklar dijital oyun tiirlerine iliskin bulgular

Tiir f %
Yarig 21 19,1
Aksiyon/ seriiven 37 33
Strateji 23 20,9
Spor 26 23,6
Bilgi yaris1 20 18,2
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Bulmaca 26 23,6
Simiilasyon 18 16,4
Diger 21 19,1
Toplam 110 100

Tablo 11 incelendiginde en sik tercih edilen oyun tiiriinden en az tercih edilene gore su sekilde
siralanabilir: %33 aksiyon/ seriiven, %23,6 spor ve bulmaca, %20,9 strateji, %19,1 yaris ve diger, %18,2 bilgi
yarisi, %16,4 simiilasyon.

Aragtirmanin onuncu problem cilimlesi, ortaokul &grencilerin dijital oyun oynarken tercih
ettikleri/kullandiklar1 araglara neler oldugunun tespit edilmesidir. Bu problem ciimlesine yonelik elde edilen
bulgular Tablo 12°de sunulmustur.

Tablo 12.

Ortaokul 6grencilerinin dijital oyun oynamak igin tercih ettikleri/kullandiklar: araglara iliskin bulgular

Arag f %

Cep telefonu 61 55,5
Tablet 28 25,5
Bilgisayar 24 21,8
Oyun konsolu 13 11,8
Toplam 110 100

Tablo 12 incelendiginde dgrencilerin en ¢ok (%55,5) cep telefonu aracihigiyla dijital oyunlar oynadig
goriilmektedir. Ikinci sirada tablet (%25,5), ligiincii sirada bilgisayar (%21,8) ve dordiincii sirada (%11,8) oyun
konsolu oldugu goriilmektedir.

Aragtirmanin on birinci problem ciimlesi, ortaokul Ogrencilerinin dijital oyun oynama nedenlerine
iligkin goriislerinin alinmasidir. Bu kapsamdaki bulgular Tablo 13’te sunulmustur.

Tablo 13.

Ortaokul 6grencilerinin dijital oyun oynama nedenlerine iliskin bulgular

Kod f %
Stres atmak 43 39,1
Zaman gegirmek 60 45,5
Sosyal iletisim 5 4,5
Meydan okuma 7 6,4
Merak 14 12,7
Diissel ortamlar 5 4.5
Diger 1 0,9

Tablo 13 incelendiginde 6grencilerin en ¢ok zaman gecirmek (%45,5) ve stres atmak (%39,1) i¢in dijital
oyunlar oynadig1 goriilmektedir. Bunlarin pesinden iiciincii sirada merak (%12,7) gelmektedir. Daha sonra
meydan okuma (%6,4), sosyal iletisim (%4,5), diigsel ortamlar (%4,5) ve diger (%0,9) gelmektedir.

Arastirmanin on ikinci problem climlesi ortaokul 6grencilerinin dijital oyunlardaki sézciikleri kullanim
durumlarinin neler olduguna iliskin bulgularin elde edilmesidir. Bu kapsamda katilime1 6grencilerin dijital
oyunlar araciligiyla duydugu, 6grendigi ve giinliik hayatta kullandig1 sdzciiklerden elde edilen bulgular Grafik
1’de sunulmustur.

360



Vafa Savagkan, Eda Giinaydin

Grafik 1.

Ortaokul 6grencilerinin dijital oyunlardaki sézciikleri kullanim durumlar
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Grafik 1’de katilimer Ogrenciler tarafindan en ¢ok duyulan, bilinen ve kullanilan sdzciikler yer
almaktadir. Bu sozciikleri sirasiyla “sozciikleri duydum”, “biliyorum”, “kullantyorum” olarak bildiren kisi
sayilar1 sOyledir:

“Level”: 50 duydum, 54 biliyorum, 37 kullaniyorum. “Online”: 40 duydum, 35 biliyorum, 31
kullantyorum. “Ofline”: 40 duydum, 34 biliyorum, 31 kullaniyorum. “Car”: 42 duydum, 39 biliyorum, 24
kullanmiyorum. “Bot/ botlar”: 42 duydum, 42 biliyorum, 36 kullaniyorum. “Bam ”: 44 duydum, 42 biliyorum,
33 kullaniyorum. “Boss”: 35 duydum, 36 biliyorum, 17 kullantyorum. “Tim”: 36 duydum, 32 biliyorum, 35
kullantyorum. “Ticket”: 35 duydum, 28 biliyorum, 23 kullantyorum. “Total”: 30 duydum, 26 biliyorum, 25
kullamiyorum. “Simiilasyon”: 32 duydum, 28 biliyorum, 26 kullamiyorum. “Mod ”: 42 duydum, 41 biliyorum,
24 kullamiyorum. “Klan”: 39 duydum, 37 biliyorum, 29 kullaniyorum. “Bug”: 40 duydum, 40 biliyorum, 24
kullaniyorum. “Badge”: 31 duydum, 22 biliyorum, 23 kullaniyorum.

Arastirmanin son problem cilimlesi ortaokul dgrencilerinin giinliik hayatlarinda en ¢ok kullandiklar
dijital oyunlardaki sozciiklerin tespit edilmesidir. Bu kapsamda elde edilen veriler Grafik 2’de sunulmustur.

Grafik 2.

Ortaokul 6grencilerinin giinliik hayatlarinda en ¢ok kullandiklar: dijital oyunlardaki sozciiklere iliskin
bulgular
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Grafik 2 incelendiginde katilime1 6grencilerin giinliik hayatlarinda en ¢ok kullandiklar dijital oyunlarda
gecen sozciiklerin sirasiyla yiizde degerleri sdyledir: Level %33,63 / Bot %32,772 / Time %31,81 / Ofline %
28,18 / Online %28,18 / Klan %26,36 / GG (Good Game) %23,63 / Loading %23,63 / Simulasyon %23,63 /
Total %22,72 / Camper %21,81 / Car %21,81 / Mod %21,81 / Ban %20,9 / Ticket %20,9 / AFK %20 / Noob
%20/ Game %19,09 / NP/No Problem %19,09 / Game Over %18,18 / Loot %17,27 / Server %17,27 / Spawn
%17,27 / Jump %16,36 / Boss %15,54 / Drop %15,54 / Zone %15,54 / Class %14,54 / Grind %14,54 / Skill
%14,54 / Game Master %13,63 / Lag %13,63 / Player %13,63 / Safe %13,63 / Beta %12,72 / Coin %12,72 /
Nerf%12,72 / Pasworld %12,72 / Speed Hecker %12,72.

Aragtirma kapsaminda bu sdzciiklerin disinda ortaokul 6grencileri tarafindan kullanildig: tespit edilen
sozciikler ve kisaltmalar da vardir ancak bunlarin kullanim siklig1 ¢ok az oldugundan bu sozciiklere grafikte
yer verilmemistir. Bunlar arasinda “again”, “AIMBOT”, “begin”, “buff”, “chekpoin”, “combo”, “console”,
“danger”, “deathmatch”, “demo”, “dungeon”, “exit”, “FFA”, “finish”, “gank”, “item”, “kick”, “kilk”,
“KS”, “mab”, “meatshield”, “multiplayer”, “pause”, “pung”, “record”, “skip”, “weapon” gibi sézciikler
ve kisaltmalar yer almaktadir.

Ortaokul 6grencilerinin oyunlarda yer alan sozciikleri kullanimina dair 6rnek verdikleri ciimlelerden
bazilar1 soyledir: OG1 rumuzlu katilime1, “Oyunda hile yapinca ban yedim, oyunun beta siiriimii ¢ikti, oyun
sonunda boss zorladi, oyunda herkes bot gibiydi, oyun karakterim baga girdi, oyunda coin kazandim, combo
altin aldim, oyun konsolum kirilmis, oyunun demo stiriimii giizeldi, dropa takildim elimdeki kalem diistii, bu
leveli sonunda gectim, oyun modunu zora aldim, bu oyunlar noob, ofline oldum, online oldum, simiilasyonda
oyun oynadim”. OG2 rumuzlu katilimet, “Bu oyun ban yemis, kesin bu oyuncu bot, game over yazisini goriince
deliye dondii, karakterin ziplamast i¢cin jump tusuna bas, baska levele ge¢, arkadaslarim oyunda online,
simiilasyon oyunlarini seviyorum, reklami atlamak icin skip tusuna bas”. OG3 rumuzlu katthme1 “Totalde on
puanmmiz oldu”. OG5 rumuzlu katihime1, “AFK kaldim, kétii s6z séyleyenleri banladim, kétii oynayanlara bot
diyorum, buga girdi, klan kurduk, oyun modlart var”. OG7 rumuzlu katilimer, “Sifieyi birkag defa yazdigim
i¢in ban yedim, bu oyuncular ¢ok botlar, adamlar dropu aldilar, telefonum ¢ok kétii kasyor”. OGS rumuzlu
katilime1, “Oyunda AFK var, oyunda ban yedim, oyunun beta siiriimiinii oynuyorum, rakibim boss,
rakiplerimiz bot gibi, oyunda bug var, oyunda combo attim, oyun artik finish, oyun GG, oyun hardcore modda,
klana beni alir misin, level up, lootla lootla!, mobda isaretledigim yere gelin, yeni mod kurdum, ¢ok noob biri,
online oyun kurun liitfen, simiilasyon oyun kurun, karakter spawnladh, totalde 1700 dolar var”. OG9 rumuzlu
katilime1, “Arkadasim oyunda ban almis, oyundaki botu oyun disi buraktim”. OG10 rumuzlu katilimer,
“Instagramda ban yedim, sosyal medyada ¢ok bot var, oyun konsolum bozulmus, yarismacilar finish ¢izgisine
gelince soluk aldilar, pes pese yedi level gedtim, bugiin hi¢c modumda degilim”. OG12 rumuzlu katilimei,
“Oyun buga girdi, exit tugu calismryor, ben finishe geldim, online game oynayalim mi?, ben oyunda game over
oldum, bu oyun gercekten GG, oyunda kag level atladin?, ofline oyun biliyor musun?, online oyun oynuyor
musun?, en fazla iki player alabilirmis, shot tusu hangisi, skip tusu yok”. OG14 rumuzlu katilime1, “Rakip
AFK kalmis, yenilenince againe basip tekrar denedim, hileci ban yedi, bu karaktere buff gelmis, oyunda bug
olmus, bu benim ¢ar, hardcore mod girdim olemem, oyuna lag girdi, no problem dostum, arkadasim online
oldu, bu pasworld yanlis, burasi safe nokta, bu simiilasyon ¢ok sagma, yaratik spawn oldu”. OG15 rumuzlu
katilime1, “Telefon buga girdi, telefon kasiyor, oyunda level atladi, arkadasiyla ofline oyun oynadi”. OG16
rumuzlu katilimei, “Oyun buginu buldum, checkpoint aldim, oyunda amag coin kasmak, bu levelde 3’lii combo
yaptim, oyun consolu siparis verdim, yan ¢ardan devam ediyorum, kolaydi GG, level bayagi zordu, rakibe hizli
prees yapin”

TARTISMA, SONUC VE ONERILER

Amaci ortaokul 6grencilerinin dijital oyunlardaki s6zciik kullanim durumlarint incelemek olan bu
aragtirmada iki alt problem dogrultusunda su sonuglara ulagilmigtir:

Arastirmanin birinci alt problemi, Tiirk¢e dgretmenlerinin ortaokul 6grencilerinin oynadiklan dijital
oyunlardaki sozciikleri kullanma durumlarina iligkin goriiglerinin tespit edilmesidir. Bu baglamda dncelikle
Tiirk¢e 6gretmenlerinin kendilerinin dijital oyun oynama durumlar1 ve oynadiklar1 oyun tiirleri incelenmis ve
katilimcilarin %43,75’inin dijital oyun oynadiklar1 ve strateji, bilgi yarisi, egitici tiirde oyunlan tercih ettikleri
saptanmistir. Bununla beraber katilimcilarin ¢ogunlugunun (%56,25) dijital oyun oynamadig1 goriilmiistir.

Tiirkge 6gretmenlerinin dijital oyunlar hakkindaki goriislerine iligskin ulasilan bulgular incelendiginde
bunlarm olumlu ve olumsuz olarak iki gruba ayrildig: fakat katilimeilarin bir kisminin dijital oyunlarin olumlu
yOnlerinin yani1 sira olumsuz yo6nlerinin de oldugunu ifade ettigi goriilmistiir. Olumlu goriisler, faydal dijital
oyunlarin da var oldugu yoniinde; olumsuz goriigler ise bu oyunlarin bagimlilik yaptig1 yoniindedir. Buradan
hareketle dogru oyunlar tercih edildiginde ve bilingli bir sekilde oynandiginda dijital oyunlarin fayda
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saglayacagi sonucuna varilabilir. Aktas (2018)’m ortaokul 6grencilerinin bagimlilik diizeylerini inceledigi
calismasinda Ogrencilerin  %87’sinde dijital oyun bagimliligmnin olmadigi, %13’linde ise oldugu
goriilmektedir. Cakir (2013), bilgisayar oyunlart ile ilgili ailelerin goriislerini aldig1 ¢calismasinda bazi ailelerin
cocuklarmin dijital oyunlardan olumsuz yonde etkilendigini ve bu oyunlarin ¢ocuklar igin sakincali oldugunu
soyledikleri; bazilarinin ise bu konudaki olumsuzluklarin iistesinden gelebildiklerini belirttigi sonucuna
ulasmistir. Ustesinden gelebildiklerini sdyleyen aileler; ¢ocuklarinin bilgisayar oyunlarmi bilingli bir sekilde
oynadigini, oyunlar konusunda nerede durmasi gerektigini bildigini ve boylelikle bilgisayar oyunlarinin zararh
hale gelmedigini diistindiikleri goriislerini ileri stirmiislerdir.

Tiirkce 0gretmenlerinin gozlemlerinden hareketle gorev yaptiklari okuldaki 6grencilerin dijital oyun
oynama durumuna iliskin gozlemlerine bakildiginda katilimcilarin %93,75°1 gorev yaptiklart okuldaki
ogrencilerin dijital oyunlar oynadigin1 ve %06,25’inin de oynuyor olabilecegini ifade ettigi goriiliirken
katilimcilardan higbiri 6grencilerin dijital oyun oynamadigini sdylememistir. Dijital oyunlarin 6grencilerin
hayatinda biiyiik bir yeri oldugu agik bir sekilde goriilmektedir. Buradan hareketle 6grencileri bu oyunlardan
uzak tutmanin miimkiin olmayacagl sonucuna varilabilir. Bunun yerine bilingli ve dogru bir sekilde,
oyunlardan fayda elde edecekleri bicimde oynamalar1 konusunda yonlendirmeler yapilabilir.

Dijital oyunlarin d6grenciler iizerindeki etkisine yonelik Tiirk¢e 6gretmenlerinin goriislerine bakildiginda
katilimcilarin en ¢ok (%43,75) dijital oyunlarin saldirganliga sebep oldugunu ifade ettigi goriillmektedir. Bunun
ardindan katilimcilarm %18,75’1 dijital oyun oynamanin 6grencilerin konusmalarinda bozulmalara sebep
oldugunu ifade etmistir. Buradan hareketle dijital oyunlarin 6grencilerin dil gelisimi iizerinde ciddi etkileri
oldugu sdylenebilir. Kiigiik ve Cakir (2020), dijital oyun bagimlilig: izerine yaptiklar arastirmada dijital oyun
bagimlilig: yiiksek olan 6grencilerin saldirganlik davraniglarinin da yiiksek oldugu sonucuna ulagmustir.
Bunun sebebi, oyuncularm oOzellikle saldirganlik igeren video oyunlarindaki bu davramiglan
i¢sellestirilmesinden kaynaklanabilecegi yoniinde agiklanmistir. Gokbulut (2020), akran zorbalig1 ve dijital
oyun bagimliligi arasindaki iligkiyi inceledigi ¢caligmasinda ortaokul 6grencilerinin zorbalik egilimi ve dijital
oyun bagimliliklar arasinda pozitif yonlii orta diizey anlamli iliski oldugu ortaya koymustur. Tutkun,
Demirtas, Acikgoz ve Teksal (2017) yaptiklar1 ¢aligmada siddeti giinliik hayatlarinda normallestiren kisilerin
siddet icerikli oyunlar oynadiklar tespit edilmistir. Cakir (2013), dijital oyunlarin cocuklar iizerindeki etkisini
ailelere sormus ve ailelerin %53,5’1 bilgisayar oyunlarinin ¢ocugun ders ¢alismasinin, %47,4’iiniin ise sosyal
aktivitelerin oniine gectigini belirttigi sonucuna ulagmistir.

Dijital oyunlarin Tiirkceye etkisine iligkin Tiirkce Ogretmenlerinin goriigleri incelendiginde
katilimcilarin %43,75’nin dijital oyunlarin yabanci sézciik kullanimini arttirdigt ve %37,5 nin Tirkgeyi
olumsuz yonde etkiledigi baglaminda goriis bildirdikleri goriilmektedir. Bu goriislerin yaninda %6,25 oraninda
iletisimi/konusmay1 olumsuz etkiledigi, Tiirk¢e sozciiklerin 6liimiine sebep oldugu yoniindeki goriisler de yer
almaktadir. Katilimeilarin biiylik bir ¢ogunlugunun dijital oyunlarin Tiirk¢eyi olumsuz yonde etkiledigi ve
yabanci sozciiklerin dilimize yerlesmesini kolaylastirdig1 yoniinde goriis bildirdigi tespit edilmistir.

Aragtirma kapsaminda Tiirkce Ogretmenleri, Ogrencilerin oynadiklar1 dijital oyunlarda bulunan
sozclikleri kullanmalarina en ¢ok sahit olduklar1 s6zciigiin “level” oldugunu ifade etmislerdir. Bu sézciigii
sirastyla “bot/botlar”, “boss”, “bag”, “mod”, “finish”, “kick”, “nerf”, “class”, “car”, “game”, “klan”,
“server”, “skill” gibi sozciikler takip etmektedir. Giinlilk hayatta siklikla oynanan dijital oyunlar ve farkli
oyun tiirlerine gdre sozciik ¢esitliligi artmaktadir. Ogrenciler tarafindan kullanilan bu sozciiklere 6gretmenlerin
sahit olmasi sozciiklerin yayginlastiginin bir gostergesi sayilabilir.

Arastirmanin ikinci alt problemi, ortaokul &grencilerinin oynadiklar1 dijital oyunlardaki sdzciikleri
kullanim durumlarinin incelenmesidir. Bu baglamda elde edilen sonuglar sdyledir:

Gilnliik hayatta internete erisebilme durumlarima bakildiginda ortaokul &grencilerinin biiyiik
cogunlugunun (%83,6) rahatlikla internete eristiklerini belirttigi goriilmiistiir. Buradan hareketle giliniimiizde
internet kullaniminin yayginlagmasi ile 6grencilerinin biiyiik cogunlugunun evinin konforunda internet erigimi
sagladig1 sdylenebilir. Internete kolay ulasimin dijital oyun bagimhiligini da sekteye ugrattigi sdylenebilir.
Aktas (2018), calismasinda giinliik ortalama internette oyun oynama siiresi arttik¢a dijital oyun bagimliliginin
arttigi sonucuna ulagmistir.

Aragtirma kapsaminda dijital oyun oynama sikligina iliskin bulgulara bakildiginda ortaokul
Ogrencilerinin en ¢ok %46,4 oraniyla haftada 1-2 saat; %21,8 oraninda haftada 3-4 saat; %8,2 oraninda haftada
6 saatten fazla ve %5,5 oraninda haftada 5-6 saat dijital oyun oynadiklarmi belirttigi goriilmektedir.
Katilimcilarin %18,2’si ise dijital oyun oynamadigini ifade etmistir. Bu bulgular, ortaokul 6grencilerinin dijital
oyun oynamak i¢in fazla zaman ayirmadigini gostermektedir. Ancak Sagir ve Okutan (2022), ¢alismalarinda
daha farkli sonuglara ulagmiglardir. Bu ¢aligmada ortaokul 6grencilerinin giinliik dijital oyun oynama siireleri
0-1 saat aras1 %40,9; 2-3 saat arasi ise %30,7 olarak saptanmistir.
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Ortaokul 6grencilerinin en sik tercih ettikleri oyun tiirlerinin aksiyon/seriiven, spor, bulmaca, strateji
oldugu goriilmektedir. Buradan hareketle 6grencilerin farkli tiirlerde oyunlara ilgi duydugu sdylenebilir.
Ceylaner ve Yelken (2017) yaptiklar1 aragtirmada benzer sonuglara ulagsmigtir. Bu ¢alismada &grencilerin
siklikla tercih ettigi dijital oyun tiiriiniin yaris (%47,6) ve aksiyon/seriiven (%47,6) tiirli oldugu, bunlari strateji
(%40,8) ve spor (%40,4) tiirlindeki oyunlarin takip ettigi sonucuna ulagilmisgtir. Taylan, Kara ve Durgun (2017)
ise caligsmalarinda katilimecilarin en ¢ok (%41,5) “aksiyon/macera” oyunlarini oynamay1 tercih ettiklerini
saptamistir.

Aragstirma sonuglarina gore ortaokul 6grencileri dijital oyun oynarken en ¢ok (%55,5) cep telefonunu
kullanmaktadirlar. Bunu ikinci sirada tablet (%25,5), ligiincii sirada bilgisayar (%21,8) ve dordiincii sirada
(%11,8) oyun konsolu takip etmektedir. Sagir ve Okutan (2022), yaptiklar1 arastirmada ¢alisma grubunu
olusturan 6grencilerin (%40,2) akilli telefonlara sahip olduklar1 ve dijital oyunlar1 bu telefonlar vasitasiyla
oynadiklarimi ortaya koymuslardir. Taylan, Kara ve Durgun (2017) ise yaptiklar arastirmada katilimeilarinin
cogunlugunun (%56,5) oyunlar1 bilgisayar araciligiryla oynadigini tespit etmis; katilimcilarin %27’sinin akill
telefon, %13 iiniin tablet, %3,5’inin ise Play Station araciligiyla oyun oynamayi tercih ettigini ortaya
koymustur.

Aragtirma kapsaminda ortaokul 6grencilerin dijital oyun oynama nedenleri incelenmis ve katilimcilarin
en ¢ok zaman gegirmek (%45,5) ve stres atmak (%39,1) i¢in dijital oyunlar oynadig1 tespit edilmistir. Ugiincii
sirada merak (%12,7), daha sonra meydan okuma (%6,4), sosyal iletisim (%4,5), diigsel ortamlar (%4,5)
gelmektedir. Buradan hareketle 6grencilerin ¢ogunlugunun dijital oyunlar1 bos zaman etkinligi ve stres atma
yolu olarak gordiikleri sdylenebilir. Ceylaner ve Yelken (2017), yaptiklari ¢alismada benzer sonuglara
ulagsmustir. Bu calismada da 6grencilerin dijital oyunlar1 oynama amaci olarak en ¢ok stres atma (%72.8) ve
zaman gecirmek (%72.4) oldugu sonucuna ulasilmistir. Kurt, ince ve Arslan (2014) ise yaptiklari calismada
Ogrencilerin bilyiik kisminin bilgisayar oyununu eglence amach (%60,7) oyandigi bulunmustur. Ayrica bos
zaman gecirme (%14,7), diistinme yetenegini gelistirme (%13,9) ve rahatlama (%10,7) amacryla oyun oynama
da bu ¢aligmanin bulgulari arasinda gosterilebilir.

Aragtirma sonuglarima gore ortaokul Ogrencilerinin dijital oyunlar araciligiyla en ¢ok duydugu,
ogrendigi ve glinliikk hayatta kullandig1 sozciikler sirasiyla “level”, “online”, “ofline”, “car”, “bot”, “ban”,
“boss”, “tim”, “ticket”, “total”, “mod”, “klan”, “bug”, “badge” olmustur. Buradan hareketle dijital
oyunlarm yabanci dil 6grenimine katki saglayacagi sdylenebilir. Ancak dil bilincine tam olarak sahip olmayan
Ogrencilerin giinliik hayatta Tiirkge s6zclikler yerine de bu yabanci sozciikleri tercih etmesi olumsuz sonuglar
dogurabilir. Ceylaner ve Yelken (2017), dijital oyunlarin Ingilizce kelime 6grenimine katkisini belirlemek
amaciyla yaptiklar1 calismada ortadgretim 6grencilerin dijital oyun oynamalarimin kelime 6grenimine olumlu
yonde katkisi oldugu sonucuna ulagilmis; 6grencilerin farkinda olarak ya da olmayarak edindikleri kelimeleri
ogrenmelerinin diger oyuncularla iletisimde, derslerinde ve sosyallesmede fayda sagladigi goriisi ileri
siriilmiistiir.

Arastirmanin sonuglarina dayanilarak su onerilerde bulunulabilir:

Dijital oyunlarin ana dil {izerindeki etkisini daha iyi anlamak i¢in ¢aligmaya ilkokul ve lise diizeyindeki
Ogrenci guruplari ve bu diizeye egitim veren Ogretmenler de dahil edilebilir. Buradan hareketle dijital
oyunlarda kullanilan sézciiklerin hangi yas grubunda daha yaygin oldugu tespit edilebilir.

Dijital oyunlarla ilgili derinlemesine bir inceleme yapabilmek i¢in oyun tiirleri ayr1 ayri ele alinarak
bunlarin kigiler {izerindeki olumlu ve olumsuz etkileri incelenebilir. Bu sayede sakincali ve faydali olabilecek
oyun tiirleri daha iyi anlasilabilir.

Dijital oyun sektoriinde onemli bir yere sahip olan cesitli platformlarda (Twich, Kick, Youtube,
Facebook) oyun yayinlar1 yapan kisilerin gengler lizerindeki etkisi, rol model olma durumu vb. incelenebilir.
Buradan hareketle dijital oyunlarin gengler iizerindeki etkisi daha agik bir sekilde saptanabilir.

Dijital oyun oynama aliskanligimin hangi meslek gruplarinda daha yaygin oldugunu belirlemeye ve
bunun nedenlerini saptamaya yonelik bir arastirma yapilabilir. Bu sayede dijital oyun oynama aliskanligi ile
meslekler arasinda baglanti kurulabilir.
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Abstract: The purpose of this study, designed using the case study method of qualitative
research, is to determine the usage of foreign words found in digital games by secondary school
students. Data for the research were collected through a survey and a semi-structured interview
form. A survey was administered to secondary school students, while the interview form was
applied to Turkish teachers. The obtained findings were analyzed using content analysis, and
coding was performed. As a result of the study, based on the observations of Turkish teachers,
it was concluded that 93.75% of the students at their secondary schools play digital games.
While 43.75% of Turkish teachers expressed that digital games increase the usage of foreign
words in Turkish, 37.5% indicated that they have a negative impact on the Turkish language.
Findings of the research include that students have started using words like “level,” “online,”

“offline,” “char,” “bot,” “ban,” “boss,” “team,” “ticket,” “total,” “mod,” “clan,” “bug,” and
“badge” due to digital games. It was found that Turkish teachers believe digital games lead to
an increase in aggression among students.
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INTRODUCTION

Today, technology is in a rapid progress. Along with technological developments, different changes occur in
daily life. Especially children and young people who are in close contact with technology are affected by these
changes.

According to Dogan (2006), rapid developments in technology have affected children's play habits as it has
affected many areas of life. While in the past, games were played in non-closed spaces and interactively, today, due
to technological developments, games are played in closed and virtual environments and with virtual people in these
environments (Horzum, Ayas & Balta, 2016). It can be said that one of the innovations brought by the computer
sector, which people of all ages interact with today, especially to the daily lives of children, is the concept of "digital
game" (Erboy, Akar & Vural, 2010). Demir & Hazar (2018) stated that digital games have become one of the most
important activities of the new generation in today's world. Digital games, which have gained a different dimension
based on new developments and emerged with the entertainment sector, have emerged as a new field (Taylan, Kara
& Durgun A., 2017). As a result, changes have also occurred in children's understanding of play.

Similar definitions of digital games are found in different sources. Binark & Bayraktutan (2008) pointed out
that digital games have been defined as computer/video games and electronic games since the mid-1980s and stated
that the definition commonly used in Turkey is "computer games". According to Cetin (2013), digital games are
games that are programmed with various technologies and provide users with a visual environment and user input.
Gokgearslan & Durakoglu (2014) stated that these games, which are programmed with various software and use
different technologies, are also grouped as digital console games, computer games and online games according to
the technology used.

As in the rest of the world, interest in digital games is increasing day by day in Turkey. According to the
2021 Turkey Gaming Industry report, the total number of gamers in Turkey increased from 36 million to 41 million
in 2021. Looking at the demographic characteristics and behavioral habits of mobile gamers in Turkey, 78% of
adults play mobile games; 52% of mobile gamers are male and 48% are female. It is emphasized that the age ranges
of these players are 10-20 by 28%, 21-35 by 44%, and 36-50 by 29%. It is seen that 46% of the players spend more
than 10 hours on mobile gaming weekly, 10% spend 9-10 hours, 9% spend 7-8 hours, 13% spend 5-6 hours, 10%
spend 3-4 hours, and 12% spend 1-2 hours (URLI).

Cite as(APA 7): Savaskan V., & Giinaydin, E. (2025). Investigating the Usage Status of Foreign Words in Digital Games Among Secondary School Students
. Trakya Journal of Education 15(1), 352-380. https://doi.org/10.24315/tred.1480414

~~ -

This is an open Access paper distributed under the terms of Conditions of the Creative Commons Attribution-NonCommercial 4.0 International License.


https://orcid.org/0000-0002-9946-7297
https://orcid.org/0000-0002-3094-8084

Trakya Egitim Dergisi, 15(1) 2025, 352-380

When the literature is reviewed, there are many studies emphasizing the positive and negative effects of
digital games on players. Ceylaner & Yanpar Yelken (2017) examined the contribution of digital games to English
vocabulary learning. Dursun & Eraslan Capan (2018) investigated the psychological needs that predict adolescents'
digital game addiction. Biilbiil, Tung & Aydil (2018) examined the effect of digital game playing behavior on
academic achievement in their research on university students. Tekkursun, Demir & Cicioglu (2019) examined the
motivation of high school students to participate in physical activity and their motivation to play digital games and
their relationship with each other. Kiigiik & Cakir (2020) conducted a study examining the relationship between
secondary school students' addictions to digital games and aggression behaviors. Cengiz, Peker & Demiralp (2020)
examined the relationship between the happiness levels of secondary school students and their addiction levels to
digital games. Gokbulut (2020) examined the relationship between peer bullying and digital game addiction. In
studies on digital games, different issues such as the effect of digital games on foreign language learning, the effect
of digital games on the personality and behavior of the individual, the effect on children, the effect on behaviors
such as violence and aggression, the effect of games that encourage crime on the individual, and digital game
addiction have been discussed. However, it is seen that few studies have been conducted on the effect of playing
digital games on Turkish usage. When the literature was examined, no study was found on how effective the words
used in games are in children's daily speech. For this reason, it is important to examine the extent to which secondary
school children use the words they learn from digital games during daily speech. In this context, the aim of this
study is to determine the usage of foreign words in digital games by secondary school students.

Problem Status

In the study, the opinions of both Turkish teachers and secondary school students were consulted to determine
the use of foreign words in the digital games played by secondary school students. In this context, there are two
sub-problems in the research. These sub-problems are presented below:

1. What are the opinions of Turkish teachers on the use of foreign words in digital games played by secondary
school students?

2. What are secondary school students' use of foreign words in the digital games they play?

In line with these sub-problems, the following questions were sought to be answered in the study:

1. What are the digital game playing status of Turkish teachers and the types of games they prefer if they
play?

2. What are the opinions of Turkish teachers about digital games?

3. What are the opinions of Turkish teachers about the digital game playing status of the students in the
schools where they work?

4. What are the views of Turkish teachers on the effects of digital games on students?

5. What are the opinions of Turkish teachers on the effect of digital games on Turkish?

6. What are the opinions of Turkish teachers about the words found in digital games that they have witnessed
being used by students?

7. What are the secondary school students' accessibility to the Internet in daily life?

8. What are the frequency of secondary school students playing digital games?

9. Which digital games do secondary school students prefer to play?

10. What are the tools that secondary school students prefer/use while playing digital games?

11. What are the opinions of secondary school students about the reasons for playing digital games?

12. What is the use of words in digital games by secondary school students?

13. What are the words in digital games that secondary school students use the most in their daily lives?

METHOD
Research Model

This study was conducted by choosing case study as one of the qualitative research methods. According to
Leymun, Kabak¢1 & Odabasgi (2007), case study is a guide in exploring and understanding complexities as a guide
in examinations that need to be handled as a whole. The case study, which Subas1 & Okumus (2017) define as an
in-depth study and description of a situation, is known as an important information method that can provide broad,
deep and different perspectives on events and situations.

Study Group
The study group of the research consists of 16 Turkish teachers working in secondary schools in the central
district of Artvin province and 110 secondary school students studying in a secondary school operating in the central

district of Artvin province. This study group was preferred because it was easily accessible.
Demographic information of the participants is given in Table 1 and Table 2.
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Table 1.

Demographic information about secondary school students

Gender f % Grade f %

8 44 40
Girl 58 52,7 7 17 15,5
Male 52 473 6 22 20

5 27 24,5
Total 110 100 Total 110 100

When Table 1 is examined, it is seen that a total of 110 secondary school students participated in the study.
Of these students, 58 were female and 52 were male. Of the female students, 44 were in 8th grade and 17 were in
7th grade; 22 of the male students were in 6th grade and 27 were in 5th grade.
Table 2.

Demographic information about Turkish teachers

Contacts T1 T2 T3 T4 T5 T6 T7 T8
Gender Woman Woman Woman Woman Woman Woman Woman Woman
Professional 4 10 8 5 20 1 3 12
experience

Contacts T9 T10 T11 T12 T13 T14 T15 T16
Gender Woman Woman Woman Woman Woman Woman Male Male
Professional 13 14 9 4 6 7 2 12
experience

Table 2 shows that 16 Turkish teachers, 8 female and 8 male, participated in the study and that these teachers
had different professional experiences.

Data Collection Tool

In this research, interview, which is a mutual and interactive communication process consisting of asking
and answering questions for a predetermined purpose (Yildirim & Simsek, 2011), was preferred. For this reason,
the data of the study were collected with a semi-structured interview form and a questionnaire form developed by
the researcher. Questionnaires are one of the fastest data collection tools to prepare and implement. Questionnaires
are a method in which data are obtained by the respondent responding to questions formed in a predetermined order
and structure (Kardas & Kog, 2021).

In order to carry out the application within the scope of the research, ethical rules were followed in all
preparation processes. In order to collect the data of the study, in line with the ethical permission from Artvin Coruh
University Scientific Research and Publication Ethics Board and the permissions obtained from Artvin province
Directorate of National Education, a suitable time was created to interview Turkish teachers and secondary school
students, and interviews were conducted; the findings obtained were recorded by the researchers on the interview
form.

In order to ensure content validity in the study, the semi-structured interview form and the questionnaire used
to obtain the data were first presented to one expert from the field of measurement and evaluation and three experts
from Turkish education, and adjustments were made in line with the experts' suggestions.

The data obtained were evaluated independently by the researcher and a field expert, and the reliability study
was completed by comparing these evaluations. For the reliability calculation, Miles & Huberman's (1994) formula
"Reliability = agreement / agreement + disagreement" was used. When the researchers and the field expert reached
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a consensus, the reliability process was completed and the reliability of the research was determined as 94%. Saban
(2008) emphasizes that the agreement between the researcher and the expert should be above 90% in order to ensure
the reliability of the study in qualitative research. In this context, the result obtained was considered reliable for this
study.

Data Analysis

The texts obtained from the interviews conducted in the research were analyzed and coded according to
content analysis and then the codes were tabulated. The basic process in content analysis is to bring together similar
data within the framework of certain concepts and themes and to organize and interpret them in a way that the reader
can understand (Yildirim & Simsek, 2011). According to Sonmez & Alacapinar (2011), content analysis is a form
of analysis in which the content of the data is examined, the data are divided into classes, matrices are prepared to
show the relationships and relations between the data, and the classifications obtained can be converted into
numerical data.

Ethical Permissions for the Research

In this study, the principles of research ethics were observed and the necessary ethics committee permissions
were obtained. Within the scope of ethics committee permission; Artvin Coruh University Scientific Research and
Publication Ethics Committee was applied. The research was found appropriate in terms of science and research
ethics with the decision of the Ethics Committee dated 16.04.2024 and numbered E-18457941-050.99-132286.

FINDINGS

In this section, there are tables and explanations about these tables created by analyzing the data obtained as
a result of the interviews with Turkish teachers and the questionnaire applied to the students by content analysis
method. The first sub-problem of the research is to determine the opinions of Turkish teachers on the use of words
in digital games played by secondary school students. The first problem statement related to this sub-problem is to
determine the status of Turkish teachers' playing digital games and the games they prefer if they play. The findings
within this scope are presented in Table 3.

Table 3.

Turkish teachers' views on digital game playing status and game type

Contacts Code f %
T10, T11,T12, T13, T14, T15, T16 Yes 7 43,75
T1, T2, T3, T4, TS5, T6, T7, T8, T9 No 9 56,25
Game Type
T10, T13, T14 Strategy 3 18,75
T11,T16 Quiz 2 12,5
T12, T15 Educational 2 12,5

When Table 3 is examined, it is seen that 43.75% of the participants play digital games and prefer strategy,
quiz, and educational games; however, the majority of the participants (56.25%) do not play digital games.

The second problem statement of the research is the opinions of Turkish teachers about digital games. The
findings obtained in this context are given in Table 4.

Table 4.

Turkish teachers' opinions about digital games

Contacts Code f %
Positive

There are also games that are
useful

T8 Providing distraction 1 6,25

T2, T7,T9, T10, T12 5 31,25
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T15 Entertaining 1 6,25
T1 Ensuring socialization 1 6,25
Negative

T5,T11,T13 Completely negative 3 18,75
T4, T16 Unnecessary 2 12,5
T3, T8 Causing asociality 2 12,5
T1, T3, T7 Incitement to violence 3 18,75
T1 Distracting from reality 1 6,25
T6, T8, T14, T15 Time wasters 4 25
T8, T10, T11, T13,T16 Addictive 5 31,25
TS Lowering reading comprehension 1 6.25

skills

When Table 4 is examined, it is seen that Turkish teachers' opinions about digital games are divided into two
groups as positive and negative. It is also understood that some of the participants stated that digital games have
negative aspects as well as positive aspects. The most frequently mentioned positive opinion is that there are also
useful digital games. Among the negative opinions, the most frequently mentioned one is that games are addictive.

The participant with the pseudonym T1 expressed his opinion as "Although I do not think that digital games
have a positive aspect, the communication of asocial children by writing on online platforms can help them
overcome the communication barrier to some extent...". The participant with the pseudonym T2 expressed his
opinion by saying, "Of course there are useful games, but I do not think that students are in a position to distinguish
them." The participant with the pseudonym T35 expressed his opinion as follows: "I do not think that digital games
have any positive side, 1 am very worried about my children playing them. I think that my students' reading-
comprehension skills have decreased year by year and I think that the reason for this is games." The participant
with the pseudonym T8 expressed his opinion as follows: "The positive side is that people's minds are distracted,
the negative side is that it wastes time."

The third problem statement of the research is how the students studying in the schools where Turkish
teachers work play digital games. The findings for this problem statement are shown in Table 5.

Table 5.

Turkish teachers' opinions on students' digital game playing status

Contacts Code f %
T1, T3, T4, TS5, T6, T7, T8, T9, T10, T11, T13, T14, Yes 15 93,75
T15,T16 Possible
T2 No 1 6,25
0 0

When Table 5 is examined, it is seen that 93.75% of the participants stated that the students studying in the
schools where they work play digital games and 6.25% stated that they might be playing digital games. None of the
participants stated that students do not play digital games.

The participant with the pseudonym T1, one of the Turkish teachers, said, "Yes, they themselves state that
they play digital games.", the participant with the pseudonym T2 said, "Maybe.", the participant with the pseudonym
T3 said, "Yes, because we hear them talking among themselves, we see them going to game halls, and when we ask
what they do when they don't do homework, they say that they mostly spend time with games." The participant with
the pseudonym T4 said, "In my opinion, 90% of them play.", the participant with the pseudonym T8 said, "Most of
them play and their parents allow them.", and the participant with the pseudonym T16 said, "Yes, I think they play
digital games because when I talk to them about games, they express that they play.”

The fourth problem statement of the research is the views of Turkish teachers on the effects of digital games
on students. The findings in this context are given in Table 6.

Table 6.

Turkish teachers' views on the effects of digital games on students

Code Contacts f %
It weakens their perception. T6 1 6,25

371



Trakya Egitim Dergisi, 15(1) 2025, 352-380

It causes health problems. T6 1 6,25
It distracts from reality. T1, T6 2 12,5
It makes them aggressive. T1,7T7,T11,T13,T14, T15, T16 7 43,75
It weakens community/family ties. T1,T12 2 12,5
It lowers academic achievement. T5, T12 2 12,5
It disturbs your sleep patterns. T6 1 6,25
It causes distortions in their speech. T7, T10, T11 3 18,75

When Table 6 is analyzed, it is seen that the majority of Turkish teachers (43.75%) stated that digital games
cause aggression. Following this, 18.75% of the participants stated that digital games cause speech disorders in
students; 12.5% stated that digital games distract from reality, weaken community/family bonds, and reduce course
success; 6.25% stated that digital games weaken students' perceptions, cause health problems and disrupt sleep
patterns.

Some of the opinions of the participants are as follows: Participant with the pseudonym T6 said, "It weakens
their perception, they are sleep deprived, eye-related disorders have increased, it causes them to see life as an
environment where they can stop whenever they want and continue whenever they want."; participant with the
pseudonym T1 said, "It damages the connection with real life, makes them disconnected from society. It decreases
course success and makes them prone to violence and slang."”; participant with the pseudonym T12, "It decreases
course success and weakens social ties within the family.", participant with the pseudonym T7, "It affects negatively.
It causes them to be more aggressive in terms of behavior. The deterioration in their speech also intensified due to
the games.".

The fifth problem statement of the research is to reveal the views of Turkish teachers on the effect of digital
games on Turkish. The findings obtained for this problem statement are presented in Table 7.

Table 7.

Turkish teachers' views on the impact of digital games on Turkish

Code Contacts f %

Negative impact T2, T3, Te, T11, T15, 6 37,5
T16

It increases the use of foreign T4, T5, T7, T10, T12, 7 43,75

words. T13,T14

Negatively affects T8 1 6,25

communication / speech

It causes the death of Turkish T9 1 6,25

words.

It does not. T1 1 6,25

When Table 7 is examined, it is seen that 43.75% of the participants stated that digital games increase the
use of foreign words and 37.5% stated that digital games have a negative effect on the use of foreign words. In
addition to these opinions, there are 6.25% of opinions that digital games negatively affect communication/speech,
cause the death of Turkish words and do not affect it.

The participants expressed their views as follows: Participant with the pseudonym T1, "I have not come
across that they use terms.", participant with the pseudonym T3, "It affects negatively.”, participant with the
pseudonym T4, "Words that are not suitable for Turkish are used as if they exist in our language, I think it is not
right.; participant with the pseudonym TS5, "I think that some foreign words in the games spoil our language.”;
participant with the pseudonym T6 said, "I don't understand the words they use, but they think it looks popular to
use them, which affects Turkish negatively, they use a lot of letter groups that are meaningless."; participant with
the pseudonym T8 said, "Since it reduces communication, it causes not finding the appropriate word when speaking
or mispronouncing the words."; participant with the pseudonym T9 said, "These words are unconsciously taken
into their lives and used by children. For this reason, Turkish words start to die.", Participant with the pseudonym
T12, "They prefer foreign words to Turkish words."

The sixth problem statement of the research is what are the opinions of Turkish teachers about the words in
digital games that they have witnessed being used by students. The findings in this context are presented in Table
8.

Table 8.
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Turkish teachers' opinions on the words found in digital games that they witnessed being used by students

Words f %
Level 11 68,5
Bot/Bots 7 43,5
Boss/ Bag/ Mod 6 37,5
Ban 5 31,5
Finish/ Kick/ Nerf 4 25
Class/ Char/ Game 3 18,75
Exit/ FFA/ Game Over/ GG/ Grind- Grind/ Online/ Clan/ Server/ Skill 2 12,5
Again/ Consol/ Danger/ Drop/ Loading/ Loot/ Pause/ Quest/ Shot/ Texture/ 1 6,25

Zone

When Table 8 is examined, it is seen that the word that the participants witnessed being used by the students
the most (68.75%) is "level". This word is followed by "bot/bots" (43.75%). Six participants witnessed the use of

"non

the words "boss", "bag", "mod", while five participants witnessed the use of the word "ban". Four participants used

"on "on

"finish", "kick", "nerf"; three participants used "class”, "char", "game"; two participants used "exit", "FFA", "game

non "non "on

over”, "GG", "grind", "online", "clan", "server"”, "skill"; one participant stated that they witnessed the use of the
words "again”, "consol"”, "danger", "drop", "loading”, "loot", "pause”, "quest", "shot", "texture", "zone".

The second sub-problem of the study is to examine the use of words in the digital games played by secondary
school students. The first problem statement related to this sub-problem is to determine the access status of
secondary school students to the internet. In this context, secondary school students were asked whether they could

easily access the Internet in daily life. The findings related to this problem statement are given in Table 9.
Table 9.

Findings on whether secondary school students can easily access the Internet in daily life

Code f %
Yes 92 83,6
Sometimes 16 14,5
No 2 1,8
Total 110 100

When Table 9 is examined, it is seen that the majority of the students (83.6%) stated that they can easily
access the Internet in daily life. While 14.5% of the participants stated that they sometimes access the internet easily,
1.8% stated that they cannot access the internet comfortably.

The eighth problem statement of the research is to determine the frequency of digital game playing of
secondary school students. The findings in this context are given in Table 10.

Table 10.

Findings on the frequency of digital game playing of secondary school students

Duration f %
At least 1-2 hours a week 51 46,4
At least 3-4 hours a week 24 21,8
At least 5-6 hours a week 6 5,5
More than at least 6 hours per week 9 8,2
I don't play digital games 20 18,2
Total 110 100
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When Table 10 is analyzed, students stated that they play digital games 1-2 hours a week with a rate of
46.4%. Following this, it is understood that 21.8% of the participants play digital games for 3-4 hours a week, 8.2%
for more than 6 hours and 5.5% for 5-6 hours. 18.2% of the students stated that they do not play digital games.

The ninth problem statement of the research is the types of digital games preferred by secondary school
students. The findings in this context are presented in Table 11.

Table 11.

Findings on the types of digital games played by secondary school students

Type f %

Race 21 19,1
Action/ adventure 37 33

Strategy 23 20,9
Sport 26 23,6
Quiz 20 18,2
Puzzle 26 23,6
Simulation 18 16,4
Other 21 19,1
Total 110 100

When Table 11 is examined, it can be listed as follows from the most preferred game type to the least
preferred: 33% action/adventure, 23.6% sports and puzzle, 20.9% strategy, 19.1% racing and other, 18.2% quiz,
16.4% simulation.

The tenth problem statement of the research is to determine the tools that secondary school students prefer/use
while playing digital games. The findings obtained for this problem statement are presented in Table 12.

Table 12.

Findings on the tools that secondary school students prefer/use to play digital games

Vehicle f %

Cell phone 61 55,5
Tablet 28 25,5
Computer 24 21,8
Game console 13 11,8
Total 110 100

When Table 12 is examined, it is seen that students mostly (55.5%) play digital games via mobile phones.
Tablets (25.5%), computers (21.8%) and game consoles (11.8%) came second, third and fourth respectively.

The eleventh problem statement of the research is to obtain the views of secondary school students on the
reasons for playing digital games. The findings in this context are presented in Table 13.

Table 13.

Findings on the reasons why secondary school students play digital games

Code f %
Stress relief 43 39,1
Spending time 60 45,5
Social communication 5 4,5
Challenge 7 6,4
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Curiosity 14 12,7
Imaginary environments 5 4,5
Other 1 0,9

When Table 13 is analyzed, it is seen that students play digital games mostly to pass the time (45.5%) and
relieve stress (39.1%). After these, curiosity (12.7%) comes in third place. This is followed by challenge (6.4%),
social communication (4.5%), imaginary environments (4.5%) and other (0.9%).

The twelfth problem statement of the research is to obtain findings on the use of words in digital games by
secondary school students. In this context, the findings obtained from the words that the participant students heard,

learned and used in daily life through digital games are presented in Graph 1.
@ob &

¢
Graph 1 shows the words most frequently heard, known and used by the participant students. The number of
people who reported these words as "I heard the words", "I know", "I use" respectively are as follows:

"Level": 50 heard, 54 know, 37 use. "Online": Heard 40, know 35, use 31. "Offline": 40 heard, 34 know, 31
use. "Tsar": 42 heard, 39 know, 24 use. "Bot/bots": 42 heard, 42 know, 36 use. "Bam": 44 heard, 42 know, 33 use.
"Boss": 1 heard 35, I know 36, I use 17. "Tim": 36 heard, 32 know, 35 use. "Ticket": 35 heard, 28 know, 23 use.
"Total": 1 heard 30, I know 26, I use 25. "Simulation"”: 32 heard, 28 know, 26 use. "Mod": 42 heard, 41 know, 24
use. "Clan": 39 heard, 37 know, 29 use. "Bug": Heard 40, know 40, use 24. "Badge": Heard 31, know 22, use 23.

The last problem statement of the research is to determine the words in the digital games that secondary
school students use the most in their daily lives. The data obtained in this context are presented in Graph 2.

Graph 1.

Secondary school students' use of words in digital games
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Findings on the words in the digital games that secondary school students use the most in their daily lives
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When Graph 2 is analyzed, the percentage values of the words used in the digital games that the participant
students use the most in their daily lives are as follows: Level 33.63% / Bot 32.772% / Time 31.81% / Ofline 28.18%
/Online 28.18%/ Clan 26.36% / GG (Good Game) 23.63% / Loading 23.63% / Simulation 23.63% / Total 22%,72%
/ Camper 21.81% / Czar 21.81% /Mod 21.81% / Ban 20.9% / Ticket 20.9% / AFK 20% / Noob 20% / Game 19.09%
/ NP/No Problem 19.09% / Game Over 18%,18 / Loot 17.27% / Server 17.27% / Spawn 17.27% / Jump 16.36% /
Boss 15.54% / Drop 15.54% / Zone 15.54% / Class 14.54% / Grind 14.54% / Skill 14.54% / Game Master 13.63%
/ Lag 13.63% / Player 13.63% / Safe 13.63% / Beta 12.72% / Coin 12.72% / Nerf 12.72% / Pasworld 12.72% /
Speed Hacker 12.72%.

Within the scope of the research, there are also words and abbreviations that were found to be used by
secondary school students, but since their frequency of use is very low, these words are not included in the graph.
These include "again", "AIMBOT", "begin", "buff", "chekpoin", "combo", "console", "danger", "deathmatch",
"demo", "dungeon", "exit", "FFA", "finish", words and abbreviations such as "gank”, "item", "kick", "kilk", "KS",
"mab", "meatshield”, "multiplayer”, "pause”, "punch", "record"”, "skip", "weapon".

Some of the sentences that secondary school students gave examples of the use of words in games are as
follows: The participant with the pseudonym ST1 said, "I got banned when I cheated in the game, the beta version
of the game came out, the game finally forced the boss, everyone was like a bot in the game, my game character
entered the bag, I earned coins in the game, I bought combo gold, my game console was broken, the demo version
of the game was nice, I got stuck in the drop and the pen in my hand fell, I finally passed this level, I made the game
mode difficult, these games are noob, I became offline, I became onlinr, I played the game in simulation”. Participant
ST2 said, "This game is banned, I bet this player is a bot, he went crazy when he saw the game over sign, press
Jump to make the character jump, go to another level, my friends are online in the game, I love simulation games,
press skip to skip the ad". Participant ST3: "We got ten points in total”. Participant with the nickname ST3, "I stayed
AFK, I banned those who said bad words, I call those who play badly bots, it went into a bug, we formed a clan,
there are game modes". Participant under the pseudonym ST7, "I got banned for typing the password several times,
these players are very bots, the guys got the drop, my phone is cramping very badly". Participant with the pseudonym
ST8, "I got AFK in the game, I got banned in the game, I'm playing the beta version of the game, my opponent is a
boss, our opponents are like bots, there is a bug in the game, I threw a combo in the game, the game is now finish,
the game is GG, the game is in hardcore mode, can you take me to the clan, level up, lootla lootla!, come to the
place I marked on the mob, I installed a new mod, someone is very noob, install an online game please, install a
simulation game, the character spawned, I have 1700 dollars in total”. Participant with the nickname ST9, "My
friend got a ban in the game, I disabled the bot in the game". Participant under the pseudonym ST10, "I got banned
on Instagram, there are a lot of bots on social media, my game console is broken, the contestants took a breath
when they came to the finish line, I passed seven levels in a row, I'm not in the mood today". Participant with the
pseudonym ST12 said, "The game went into a bug, the exit button doesn't work, I'm at the finish line, can we play
an online game, I was game over in the game, this game is really GG, how many levels did you get in the game, do
you know offline games, do you play online games, maximum two players can play, which is the shot button, there
is no skip button". Participant with the pseudonym ST14 said, "The opponent stayed AFK, I pressed againe and
tried again when I was defeated, the cheater got banned, this character got a buff, there was a bug in the game, this
is my tsar, I entered hardcore mode, I can't die, lag entered the game, no problem buddy, my friend went online,
this pasworld is wrong, this is safe point, this simulation is ridiculous, the creature spawned". Participant with the
nickname ST15 said, "The phone got into the bug, the phone is lagging, he leveled up in the game, he played an
offline game with his friend". Participant with the nickname ST16, "I found the game bug, I bought a checkpoint,
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the aim of the game is to make coins, I made a 3-way combo at this level, I ordered the game console, I continue
from the side player, it was easy GG, the level was quite difficult, make quick prees to the opponent”

DISCUSSION, CONCLUSION AND RECOMMENDATIONS

In this study, the aim of which was to examine the vocabulary usage of secondary school students in digital
games, the following results were reached in line with the two sub-problems:

The first sub-problem of the research is to determine the opinions of Turkish teachers on the use of words in
the digital games played by secondary school students. In this context, firstly, the Turkish teachers' own digital
game playing status and the types of games they play were examined and it was found that 43.75% of the participants
played digital games and preferred strategy, quiz, and educational games. However, it was observed that the majority
of the participants (56.25%) did not play digital games.

When the findings regarding the opinions of Turkish teachers about digital games were examined, it was
seen that these were divided into two groups as positive and negative, but some of the participants stated that digital
games have negative aspects as well as positive aspects. Positive views are that there are useful digital games;
negative views are that these games are addictive. From this point of view, it can be concluded that digital games
will be beneficial when the right games are preferred and played consciously. In Aktas's (2018) study examining
the addiction levels of secondary school students, it is seen that 87% of the students do not have digital game
addiction and 13% do. Cakar (2013), in his study on the opinions of families about computer games, concluded that
some families said that their children were negatively affected by digital games and that these games were
objectionable for children; some of them stated that they could overcome the negativities in this regard. The families
who said that they were able to overcome these negativities claimed that their children played computer games
consciously, knew where to stop in terms of games, and thus they thought that computer games did not become
harmful.

Based on the observations of Turkish teachers, 93.75% of the participants stated that the students at the school
where they work play digital games and 6.25% stated that they might be playing digital games, while none of the
participants said that the students do not play digital games. It is clearly seen that digital games have a big place in
students' lives. From this point of view, it can be concluded that it will not be possible to keep students away from
these games. Instead, they can be guided to play consciously and correctly in a way that they can benefit from the
games.

Looking at the opinions of Turkish teachers about the effects of digital games on students, it is seen that the
participants mostly (43.75%) stated that digital games cause aggression. After this, 18.75% of the participants stated
that playing digital games caused disruptions in students' speech. From this point of view, it can be said that digital
games have serious effects on students' language development. In their research on digital game addiction, Kiigiik
& Cakar (2020) concluded that students with high digital game addiction also have high aggression behaviors. The
reason for this is explained that this may be due to the players' internalization of these behaviors, especially in video
games that contain aggression. Gokbulut (2020), in his study examining the relationship between peer bullying and
digital game addiction, revealed that there is a positive, medium-level significant relationship between bullying
tendency and digital game addiction of secondary school students. Tutkun, Demirtas, A¢ikgoz & Teksal (2017)
found that people who normalize violence in their daily lives play violent games. Cakir (2013) asked families about
the effects of digital games on children and found that 53.5% of the families stated that computer games prevented
the child from studying and 47.4% stated that computer games prevented the child from social activities.

When the opinions of Turkish teachers on the effects of digital games on Turkish are analyzed, it is seen that
43,75% of the participants stated that digital games increase the use of foreign words and 37,5% stated that digital
games affect Turkish negatively. In addition to these opinions, 6.25% of the participants also stated that digital
games negatively affect communication/speech and cause the death of Turkish words. It was determined that the
majority of the participants stated that digital games negatively affect Turkish and facilitate the introduction of
foreign words into our language.

Within the scope of the research, Turkish teachers stated that the word they witnessed students using the
words found in the digital games they played the most was "level”. This word is followed by words such as
"bot/bots", "boss", "bag", "mod", "finish", "kick", "nerf”, "class", "char", "game", "clan", "server"”, "skill". The
variety of words increases according to the digital games frequently played in daily life and different types of games.
The fact that teachers witness these words used by students can be considered as an indication that these words have
become widespread.

The second sub-problem of the research is to examine the use of words in the digital games played by
secondary school students. The results obtained in this context are as follows:

Considering their access to the Internet in daily life, it was seen that the majority of secondary school students
(83.6%) stated that they can access the Internet easily. From this point of view, it can be said that with the widespread
use of the internet today, the vast majority of students provide internet access in the comfort of their homes. It can
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be said that easy access to the internet also supports digital game addiction. Aktas (2018) concluded in his study
that digital game addiction increases as the average daily internet game playing time increases.

When the findings regarding the frequency of playing digital games within the scope of the research are
examined, it is seen that secondary school students stated that they mostly play digital games 1-2 hours a week with
a rate of 46.4%, 3-4 hours a week with a rate of 21.8%, more than 6 hours a week with a rate of 8.2% and 5-6 hours
a week with a rate of 5.5%. 18.2% of the participants stated that they did not play digital games. These findings
show that secondary school students do not spend much time playing digital games. However, Sagir & Okutan
(2022) reached different results in their study. In this study, the daily digital game playing time of secondary school
students was found to be 40.9% between 0-1 hour and 30.7% between 2-3 hours.

It is seen that the most preferred game genres of secondary school students are action/adventure, sports,
puzzle, and strategy. From this point of view, it can be said that students are interested in different types of games.
Ceylaner and Yelken (2017) reached similar results in their study. In this study, it was concluded that the most
preferred digital game genres by students were racing (47.6%) and action/adventure (47.6%), followed by strategy
(40.8%) and sports (40.4%). Taylan, Kara & Durgun (2017) found that the participants preferred to play
"action/adventure" games the most (41.5%) in their study.

According to the results of the research, secondary school students mostly use cell phones (55.5%) while
playing digital games. This is followed by tablet (25.5%) in second place, computer (21.8%) in third place and game
console in fourth place (11.8%). Sagir & Okutan (2022) revealed in their study that (40.2%) of the students in the
study group owned smartphones and played digital games through these phones. Taylan, Kara & Durgun (2017),
on the other hand, found that the majority of their participants (56.5%) played games through computers; 27% of
the participants preferred to play games through smartphones, 13% through tablets, and 3.5% through Play Station.

Within the scope of the research, the reasons why secondary school students play digital games were
examined and it was determined that the participants mostly play digital games to pass time (45.5%) and relieve
stress (39.1%). The third reason was curiosity (12.7%), followed by challenge (6.4%), social communication (4.5%),
and imaginary environments (4.5%). From this point of view, it can be said that the majority of students see digital
games as a leisure activity and a way to relieve stress. Ceylaner & Yelken (2017) reached similar results in their
study. In this study, it was concluded that the most common purposes of playing digital games were stress relief
(72.8%) and spending time (72.4%). Kurt, Ince, and Arslan (2014) found that most of the students played computer
games for entertainment purposes (60.7%). In addition, playing games for leisure (14.7%), improving thinking skills
(13.9%) and relaxation (10.7%) can also be shown among the findings of this study.

According to the results of the study, the words that secondary school students heard, learned and used most
in daily life through digital games were "level”, "online", "offline", "char", "bot", "ban", "boss", "team", "ticket",
"total", "mod", "clan", "bug”, "badge", respectively. From this point of view, it can be said that digital games will
contribute to foreign language learning. However, students who do not have full language awareness may prefer
these foreign words instead of Turkish words in daily life, which may have negative consequences. Ceylaner &
Yelken (2017), in their study to determine the contribution of digital games to English vocabulary learning,
concluded that secondary school students' playing digital games contributed positively to vocabulary learning; it
was argued that students' learning the words they acquired consciously or unconsciously was beneficial in
communication with other players, in their lessons and socialization.

Based on the results of the research, the following recommendations can be made:

In order to better understand the impact of digital games on the mother tongue, the study can also include
student groups at primary and high school levels and teachers who teach at this level. From this point of view, it
can be determined in which age group the words used in digital games are more common.

In order to make an in-depth analysis of digital games, game types can be handled separately and their
positive and negative effects on individuals can be examined. In this way, the types of games that may be
objectionable and beneficial can be better understood.

The influence of people who broadcast games on various platforms (Twich, Kick, Youtube, Facebook),
which have an important place in the digital game industry, on young people, their status as role models, etc. can
be examined. From this point of view, the impact of digital games on young people can be determined more clearly.

A research can be conducted to determine in which occupational groups the habit of playing digital games is
more common and to identify the reasons for this. In this way, a connection between the habit of playing digital
games and professions can be established.
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