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ABSTRACT

To examine and plan experiences for educational games in education and sports education those
are related to programming in this education and training content. In order to examine the
examinations of academic achievements, the research is designed in digital education, as motor,
affective, progress, and phenomena. The data for the study were gathered using the criterion
sampling method in all 15 secondary education processes. It was coded as received, categorized,
divided into themes, and assessed using content analysis. According to the research, games are
told in a popular and widespread manner, particularly today. When the opinions of sports high
school and science high school students about digital games are examined, it is discovered that
digital games are a tool for evaluating free time; they support the preparation process for real life,
they have a pleasant time during digital games, their ability to make quick decisions and foresight
develop, they can make new friends, and they believe that it has positive effects on the
development of reflexes. They stated that they have a negative social, academic, and physical
impact, and that they are psychologically pushed to feelings of anger, stress, and guilt.

Keywords: Mental and physical performance, digital game, phenomenology.
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INTRODUCTION

Gaming has existed throughout human history. Playing games is enjoyable and fun, the game; it is a way to get
out of the daily routine and an entertaining phenomenon that takes the individual away from daily life (Kuss &
Griffiths, 2012). In today's world, factors such as technological advancements, urbanization, and the inadequacy
of playgrounds, which are progressing at a rapid pace, are displacing traditional game activities in favor of digital
games. However, it is an indisputable fact that the positive effects of games and sports on young people due to

movement and physical activity (Konter, 2013; Bozdag & Ozbek, 2020).

Technology is present in all aspects of life, including communication, transportation, education, entertainment,
and health. Technology, which was previously incorporated into human life through mechanical inventions has
now given way to digitalization, opening the door to a virtual world (Hazar, 2018). Digital games are
entertainment and leisure activity software that is computer-based, built on text or visuals, and that one or more
people can use together over a physical or online network on electronic platforms such as computers or game

consoles (Ankara Development Agency, 2016).

Young people, in particular, are showing a strong interest in digital games, which are popular among people of
all ages, and the amount of time they spend playing games is increasing (Gentile, 2009). In today's world, digital
games have become one of the most important occupations of the new generation, known as digital natives.
With the advancement of technology, which emerged with some concepts and cultural elements such as
computer games, video games, and electronic games, it was renewed and expanded its variety, and thus the

concept of digital games took its place in the literature (Binark & Bayraktutan-Sitgl, 2008).

It can be stated that digital games, which are becoming increasingly popular, are an important source of
entertainment and have a positive impact on children's development. Many positive mental and psychological
benefits are provided by digital games, such as acquiring computer literacy, developing perception, attention,
and spatial abilities, providing hand-eye coordination, imagination, fast processing, explaining the causes of
shapes, visualizing objects related to chemistry and physics, and integrating shapes in space. They have effects,
as can be stated (Horzum et al., 2008). According to the literature, however, digital games have a calming effect
and contribute to children's cognitive, physical, socio-cultural, and language development (Horzum, 2011).
Furthermore, the positive behaviors provided by the conscious use of digital games have been shown to improve

children's imagination, self-control, concentration, and other behavioral mechanisms (Cavus et al., 2016).

In addition to these positive effects, there are some negative effects of digital games. One of the most significant
negative aspects of digital games is addiction. Addiction, by definition, reflects negatively on itself. The Turkish
Language Institution defines dependent as "depending on the will, power, or assistance of something, without
freedom or autonomy" (TDK, 2022). Addiction to digital games is defined as the excessive and compulsive use of
digital games that negatively impacts daily life (Weinstein, 2010). Another definition of digital addiction is the

inability of individuals to stop playing games for an extended period of time, the disruption of their duties in real
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life as a result of playing the game, associating the game with their real life, and preferring playing games to
other activities (Glircan et al., 2008). Game addiction is defined as the condition of playing a game without
pausing for an extended period of time and associating the virtual world with the real world, and it is believed
that these situations will have a negative impact on the child's socialization and academic success (Horzum,
2011). If there is a contrary opinion, it is believed that while games increase the student's motivation level, they
will ensure that they are interested in the content, self-confidence and activity in learning create relaxation and
motivation in the student, thus increasing the student's success and self-efficacy perception in that lesson

(Bayirtepe & Tlzlin, 2007).

Sports high schools were established with the goal of gaining the necessary knowledge and skills in the field of
physical education and sports, as well as raising qualified individuals in this field and individuals who can
represent our country in all sports (OGM, 2022). In contrast to other high schools, aptitude tests are used to
select students for sports high schools (Altindas 2009). Sports high schools differ from other high schools due to
the difference in student intake (Ayaydin, 2011).

Science high schools prepare students with strong scientific and mathematical skills for further studies in science
and mathematics. It is a source of highly qualified scientists who are required in the fields of mathematics and
science. It creates the environment and conditions for those who want to direct students toward research,
scientific and technological advances, and new inventions. It prepares people to use new technologies, create
new information, and plan projects. It ensures that students receive adequate training in a foreign language,
allowing them to conduct scientific research and keep up with scientific and technological developments.
Provided that digital games have a direct impact on the lives of today's youth, the purpose of this study is to

examine the perspectives of students studying in sports high schools and science high schools on digital games.

METHOD

Research Model

The study used qualitative research techniques to determine the attitudes of sports high school and science high
school students toward digital games. Qualitative research is defined as a study in which qualitative data
collection methods such as interviews, observation, and document analysis are used, and a qualitative process
is followed to reveal perceptions and events in a natural environment in a realistic and holistic manner (Yildirm
& Simsek, 2013). The case study pattern was adopted in the research. Case studies are a research design used in
many fields such as evaluation processes, in which the researcher analyzes a situation, often a program, event,

action, process or one or more individuals (Creswell, 2014).

Working Group

The purposeful sampling method, one of the criterion sampling methods, was used in this study. Participants in

this direction include 15 volunteer students from a sports high school, which is a public school, and a science
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high school, which is also a state school, and who have prior knowledge and ideas about the concept of digital
games. After analyzing the interview transcripts, the researchers decided to categorize the data into ten major
themes by coding the data. Seven of the students participating in the research are sports high school students
and 8 are science high school students. It was found that the students who participated in the interview regularly
played digital games, and it was determined that these games played by the students were sports-related digital
games of the students at the sports high school, while the students of the science high school were mostly digital

games related to strategy. It was specified that the ages of the participants included in the study varied 14 to 17.

Data Collection Tool

A semi-structured interview form with ten questions developed by the researcher was used in the study. In
qualitative research, one of the most common data collection methods is the interview. This is because it is
effective at revealing the emotions, thoughts, and experiences of the participants based on the speech (Yildirim
& Simsek, 2013). The questions in the interview form are flexible in the semi-structured interview method, and
specific data is usually collected from each participant. There are no fixed statements or questions (Merriam,
2013). The data were gathered as a result of interviews with students studying in sports high schools and science

high schools and lasting 20-30 minutes on average. Interview questions about digital game;

* What is digital gaming according to you?

e How many hours a day did you play when you first started digital gaming? How many hours a day do you play
right now?

¢ Which of your daily tasks do you neglect to play digital games?

* How do you relate the digital game to real life?

¢ How do digital games affect your social life?

¢ What are the aspects of digital games that affect you psychologically?

¢ How do digital games affect their cognitive / mental development?

¢ How do digital games affect affective / emotional development?

* How do digital games affect their motor/psycho-motor and physiological development?

* How do digital games affect your academic success?

Analysis of Data

The data acquired from the perspectives of sports high school and science high school students on digital games
was analyzed using descriptive and content analysis techniques. The codes extracted from the students' answers
to the semi-structured opinion form were used to categorize the students' opinions as sub-themes. It is intended
to present the approaches to the subject in a trustworthy manner by transferring the obtained data with direct
guotations. The subjects with "consensus" and "difference of opinion" were determined among the researchers
and specialists. With the Consensus/(Disagreement + Consensus) x 100 formula put forward by Miles and

Huberman (1994), the coder reliability was found to be 92% for the drawing technique and 94% for the
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interviews, and it was reached out that the determined categories were consistent. Analyzes were made with

the NVivo 12 program.

FINDINGS

The findings regarding the students' perspectives on digital games, the effects of digital games in daily life, their
interaction with real life, the benefits they provide to their relationships with social life, their effects on academic

achievement, and their mental, psychological, and cognitive effects were examined in this section of the study.

Students' views on the definition of digital game;

As a result of the answers given by the students, the definitions of digital games are given in Figure 1.

Digital Game

Figure 1. Digital Game Definitions

According to Figure 1, the definitions of the students about the digital game were given under general headings

by the researcher. Student opinions on these are given below.

S.1: “Games played with electronic devices are called digital games.” 8.2: “In my opinion, digital games were a
sector that initially focused on children, but now it is a sector that allows all segments of the society to have fun,
spend time and be informed.” S.3: “In my opinion, digital games are mostly non-educational games that people
play to pass the time and cause waste of time.” S.4: “We can consider the digital game in two parts as digital and
game. Digital events occur in electronic media. Games allow people to spend their time in a fun way. In other
words, digital games mean games that enable the person played in electronic environments to have fun.” S.5:
“For me, digital games are an entertainment tool that fills people's spare time.” $.6: “For me, digital game; It is a
tool that allows me to get away from the real world and have fun, make friends, train me when appropriate,
teach me to compete, and remind me not to give up.” 8.7: “It is a tool where | can have fun in the time left over
from my daily schedule.” S.8: “It is the activities carried out within the scope of human rights that give people
experience and pleasure to do.” 5.9: “Because | started playing at a very young age, the game is an indispensable
activity for me.” 5.10: “Digital games are the machines we play with devices such as computer game consoles.”
S.11: “They are games that we play with computers or similar electronic devices.” $.12: “It is a platform where
we evaluate our time.” S.13: “It is the things that contribute to us that we make use of our time.” 8.14: “Fun

games we had a good time with.” $.15: “I define it as a means of entertainment and spending time.”
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As it can be monitored in the statements of the students, it was concluded that the digital game is the whole of
the fun activities that make use of free time, sometimes useful and sometimes not useful, even if it is only for a

short time to spend time, which detaches them from real life.
When the students' views on how many hours a day they play the digital game are examined;

As a result of the answers given by the students, the number of hours a day they played the digital game is given

Do you play games / \

]

Figure 2. Daily Digital Game Hours

in Figure 2.

How many hours a day

—_

According to Figure 2, information about how many hours a day student plays the digital game is given under

general headings. Student opinions on these are given below.

S.1. “In the beginning, | was playing 4-5 hours a day, now | play between 30 minutes and 1 hour.” S.2.
"When | first started, | play for 1 hour, now 2.3 hours a day." §.3. "While it was 1 hour in the beginning,
now I play 2-3 hours." S.4. "While playing for almost 2 hours, now | spare 4-5 hours." S.5. “l can say more
than 3-4 hours a day.” S.6. “l used to play for 2-3 hours, now I play for 5-6 hours.” S.7. “When | first started
digital gaming, | was in 6th grade and used to play games for 5-8 hours a day and this continued for 1
month. As a result, my classes were disrupted and there was a significant decrease in my academic
success. In practice exams, | could no longer be the 1st or 2nd in the class as before. So much so that |
was 20th in the class once, which made me very sad and | tidied up myself. First, | deleted the games on
the phone, then my lessons improved again, and now | play games for 1-2 hours a day.” S.8. “Actually,
there is no exact time. Whenever | need to play, then | play. While some weeks do not play at all, some
weeks it can reach 20-30 hours.' $.9. “When | first started it was 5-6 hours. | don't spend 1.5 hours right
now.” S$.10. “I was playing 1.5 hours a day. | am not playing right now.” S.11. "Because | started at a
young age, | was not very dominant in the game world at first and | spent 3 hours, but later | started to
get drawn into the game market and | can play for 10 hours a day." S.12: "At first, | played for half an
hour on average. It hasn't changed at the moment; I'm still playing for half an hour.” §.13.” Until a few

years ago, | used to spend a certain part of the day playing digital games. But these days, | spend an
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average of half an hour a day on digital games where | can spend time more easily and learn new things.”
S.14. “l am not a person who plays a lot of digital games, | used to play a maximum of 1 hour a week, but
I can say that | almost never play anymore. Instead of playing digital games, | can do sports, yoga, etc.,
where | can improve myself mentally and physically. | prefer to deal with things.” §.15. “At first, | spent

about 2 hours a day playing digital games. Right now, I rarely play for half an hour a day.”

As it is seen in the statements of the students, it was concluded that generally at least 30 minutes and at most

10 hours were spent at the beginning of the game.

Students' views on the tasks they neglected in daily life while playing the digital game;

The tasks that students fail in daily life are given in Figure 3.

Academic

Social Life
Disruptions in Daily Life

Sports

Figure 3. Disruptions in Daily Life

According to Figure 3, it is seen that students disrupt their academic, social life and activities such as sports.

Student opinions about this are shared below.

S.1. “I do not interrupt any of my duties to play games.” $.2. “l do not interrupt any of my work and do
not disrupt my daily life.” $.3. “I am not affected because | am aware of their responsibilities.” S.4. “l don't
interrupt any of my work, | play games in my spare time.” $.5. “Since | am a person who likes to do what
he does; it does not affect me.” S.6. “I am not affected because | am not busy during the day.” $.7. “l often
miss my duties such as studying and sleeping on time, but sometimes | neglect my hobbies, such as doing
sports, going out and spending time with my friends, and sometimes | become asocial.” §.8. “I am not
delaying anything. But | am waiving some things. For example, | sleep 8 hours when | can sleep for 10
hours, | work for 1-2 hours when | can study for 3 hours.” S.9. “I don't think I'm disrupting my duties.”
5.10. “My study was delayed. There was nothing that | missed from my daily duties.” S.11. “Although | am
a medical student, when computer games come into play, | can neglect everything including my lessons.”
S$12. “Sometimes, but not always, my lessons can be delayed.” $13. “When | think about the times when |
have more digital games in my life, | realize that | could spare time for games that would affect my life.

For example, studying, reading, spending time with my family, etc. | understand that I've missed the

points. Nowadays, | take care to spend more time with these games.” $14 “I could spend more time with
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my family, moreover, | could spare more time for my education. In particular, | can say that | am stifled

by these two situations.”

As it is understood in the statements of the students, it was concluded that some of them disrupted their

activities in general and some of them could spare time for their activities.

Students' views on their relationship with real life while playing the digital game;

Figure 4 indicated students' relationships with real life while playing the digital game.

Virtual World

Real Life There is no relationship with real

life

Preparation for life

Figure 4. Real Life Association

S.1. “Some games are fictionalized by quoting real-life events and they treat people well or badly.” S.2. “An
activity to spend time in spare time.” S.3. “While | spend my time on one side, | continue my life on the other.”
S.4.“My association, virtual environment is a means of entertainment for me.” S.5. “While the virtual environment
is a free place within the framework of your imagination, real life is limited to what you can do.” S.6. “I couldn't
make a connection between real life and games.” S.7. “I would argue that the digital game has nothing to do
with real life. Because even though there are realistic games, everything ends when the virtual world monitor is
turned off.” S.8. “Digital games have a very serious impact on real life. It prepares you for real life. Although our
elders do not accept this, this is the truth.” $.9. “Some of the characters in digital games can be encountered in
real life, but generally they have nothing to do with real life.” 5.10. “The decisions | make in terms of making quick
decisions and being ahead or behind my competitors are similar to the events in daily life, especially in situations
where there is competition, since the psychology | am in is the things | encounter in real life as well.” $.11. “Game
is a part of life for me.” $.12. “I think digital games are very similar to real life in terms of content.” S.13. “Digital
games daffect people in many ways; While there may be good effects such as having a good time and being
informed; it may also have negative effects such as addiction.” S.14. “I can say that digital games are a different
world with many negative effects that make us ignore instead of escaping from real life and solving problems.”
S.15. “Although digital gaming is a means of entertainment for most people, it creates a livelihood for some.
Therefore, it is difficult to generalize on this subject, but if | think about it from my own perspective, the digital

game has no connection with real life for me.”
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As it is seen in the students' statements, some students thought that digital games were related to real life, while
others stated that they had no relationship with real life, that they were limited to the virtual environment and

did not affect their own lives much.

Students' views on the psychological effects of digital games;

The psychological effects of the students' digital game are given in Figure 5.

Anger, Stress, Feeling Guilty

Psychological Effect Communicating, Self-Confidence

Feeling Relax, Fear

Figure 5. Psychological Effects of Digital Games

According to Figure 5, some students experienced negative situations such as fear, anger, stress, and guilt, while

others experienced positive situations such as communicating, feeling relaxed, and gaining self-confidence.

S.1. “Some online games can be useful for socializing even more.” S.2. “It has no effect on my life.” 8.3. “I
am someone who is interested in everything, | do not think that my social life is affected.” S.4. “I can say
it is positive because | play mostly with my friends.” S.5. “Since | am a social person in general, | can spare
time for everything, so it is not a problem.” 5.6. “It has no effect on my normal life.” §.7. “Horror games
had once driven me towards anxiety, for example, | played a lot of killing and war-style games at one
time, and | used to think that someone would come and stab me from behind and shoot me with a gun
while | was walking outside.” S.8. “I meet new and different people. | think that chatting with them is
good for my psychology. In fact, | know what | should do in the real world because | sometimes experience
things that will break my psychology in the real world.” 8.9. “Digital games do not affect my social life at
the moment, but they did affect me negatively before.” S.10. “It allowed me to practice speaking to people
I've never met, as it's almost imperative to communicate with other people while playing. He taught me
how to communicate at the beginner level with many kinds of people | meet, since the communication we
established was limited in a limited time and on certain lines.” $.11. “Of course, since we also play online
games and we communicate with our teammates or our opponents, it positively affects our
communication and prevents us from having self-confidence problems while communicating in the real
world.” $.12. “I think that digital games, especially war games, negatively affect people psychologically.”

S.13. “I think one of the good aspects of playing digital games responsibly is that it relaxes people
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psychologically. The tiredness and stress of the day can be spent in this way.” S.14. “Digital games cause
us to get away from reality, causing us to neglect our responsibilities and problems, so | think that the
feeling of guilt affects psychologically negatively like stress.” $.15. “When lost in games, nervousness and

stress can occur. But since I've played very little lately, | think it hasn't had any effect on me."

In the responses given by the students, it was determined that some students experienced negative situations
such as fear, anger, stress, and guilt, while others experienced positive situations such as communicating, feeling

relaxed and gaining self-confidence.

Students' views on the cognitive/mental effects of digital games;

The cognitive/mental effects of the students' digital game are given in Figure 6.

Problem Solution Method

Cognitive/Mental :
Developing Strategy

Focusing, Thinking Fast

Figure 6. Cognitive/Mental Effects of Digital Games

According to Figure 6, as a result of the answers given by the students, it is thought that digital games
have a positive effect on cognitive and mental development, problem solving method, strategy
development, focusing, quick thinking and decision making; It can also be thought that it has negative

effects such as addiction and aggression.

S.1. “Games do not affect me psychologically.” S.2. “There is no direction that it has affected.” §.3.“It
cannot be said that it has affected me psychologically.” §.4. “I use it more for fun, | can say positively.”
S.5.“It relaxes me and helps me to have a good time.” S.6. “It relaxes and entertains me psychologically.”
S.7. “I think that as long as digital games have useful content, they greatly improve mental development.”
S.8. “I think that especially strategic games affect me mentally and cognitively.” S.9. “Sometimes it can
make me an angry person.” S.10. “I need to keep my nerves down in case of losing and not lose my focus
when | win. It made me realize these and | gained experience. It gave me experience in giving the right
reaction to the people we matched with.” §.11. “I can literally say it's addictive. No matter how satisfying
and comforting it is both psychologically and spiritually, it sometimes leaves it in such a difficult
situation.” $.12. “I think that there can be games that affect negatively, as well as games that affect
positively.” §.13. “If | play the games that will have a good effect my development in various fields will

increase. As some parts of our society think, | see digital games as a tool that everyone can benefit from,
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not for children.” §.14. “I think it affects it negatively.” §.15. “Although it varies according to the type of
digital game, | think that it contributes to me by thinking quickly, making decisions, and learning from my

mistakes, since | play mostly mental games.”

As a result of the answers given by the students, it is thought that digital games affect cognitive and mental
development positively such as entertainment, having a good time, strategy development, focusing, quick

thinking and decision making; It can also be thought that it has negative effects such as addiction and aggression.

Students' views on the affective/emotional effects of digital games;

The affective/emotional effects of the digital game on the students are given in Figure 7.

Stress

Affective/Feeling A .
gressiveness

Self Isolation

Figure 7. Affective/Emotional Effects of Digital Games

According to Figure 7, as a result of the answers given by the students, it is thought that digital games have

negative effects on affective and emotional development, such as stress and aggression.

S.1. “You learn the equipment you use depending on the game you play, for example, you play a gun game
you learn the names of the weapons depending on that game.” 8.2. “It always affects in a good way.” S.3.
“Learning new things help me learn from my mistakes.” S.4. “It depends on what kind of game | play;
creative games affect positively.” §.5. “Although it is stressful at times, it cannot be said to have a great
effect.” S.6. “My nervousness and stress increase, but it allows me to grasp some events in real life more
quickly.” 8.7. “I think that digital games will improve emotional development to a certain extent in a
certain age range. For me, emotional development happens in the outside world. | think the effect of
family relations and friend environment is quite high compared to digital games.” S.8. “Emotional events
can happen in games just like in the real world. This prepares us for the real world, and | love that.” §.9.
“I think that if digital games are not overdone, they affect mental development positively.” S.10. “It gave
me experience in my reflex, my response to situations where | need to make quick decisions, and in
predicting what the decisions made during the process will correspond to at the end of the process.” 5.11.
“I can say that there are games that create cognitive awareness, as well as that there are so many
meaningless and useless games, so | can easily say that the situation will change depending on the games

played.” §.12. “I think it affects negatively.” S.13.“Digital games are a factor that can affect development
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well. It can develop people in areas such as logic, strategy and awareness.” §.14. “I think it has negative
effects because | think that escaping from reality and disconnecting from one's inner voice will
automatically affect one's emotions negatively.” S.15. “The only thing digital games have had an impact

on my emotional development is that they entertain me. It is because | play games to entertain myself.”

As a result of the answers given by the students, it is thought that digital games have both positive and negative

effects on affective and emotional development.

Students' views on how digital games affect social development;

The social development effects of students' digital games are given in Figure 8.

New Friends

Social Development
Communication Problems

Asociality

Figure 8. Effects of Digital Games on Social Development

According to Figure 8, as a result of the answers given by the students, it is thought that there are positive effects
such as friendship and acquaintance, while it is thought that there are also negative effects such as asociality and

communication problems.

S.1. “When you cannot do what you want in the game you are playing, there may be sudden anger or
boredom.” S.2. “It affects it badly.” $.3. “l can be sad in some games and happy in some games, this is
something that depends on your mood.” S.4. “It doesn't affect much; | play mostly football or competitive
games. Someone who plays other genres, for example, games with a story, can be very affected by this.”
S.5. “Although it affects some games, it does not affect it in general.” $.6. “It has no effect on me
emotionally.” S.7. “Online digital games provide some socialization, of course, after all, there are people
like you, they are not robots, but slang words are inevitable because there are different kinds of people.”
S.8.” | meet new and different people. | think it has a positive effect on my social development.” S.9.
“Although this situation varies depending on the content of the games, if we consider online/offline, |
think that online games have a negative effect and offline games have a positive effect.” 5.10. “It shows
me to be on my nerves and not be complacent. It also shows how | make decisions in different moods. This
shows the right and wrongs | have done and adds experience to me.” S.11. “l never thought about how it
affected my emotional development, but there were moments in some games where | became more

emotional than ever before.” 5.12. “It has negative effects because people need to communicate in order
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to socialize and | think that a healthy communication cannot be established when dealing with digital
games.” §.13. “I don't think it will affect social life after not spending a lot of time on games. But if we
spend more time than necessary, especially online and in games that force us to spend a long time in the
game, our social life is also significantly affected. Digital games do not have much effect on my social
development.” §.14. “It definitely affects negatively, the rate of socialization decreases as the duration of
playing with digital games increases, which | think reduces social development.” $.15. “There are times
when we play games with the people in that environment. So, | interact with more people. This increases

my social circle. In this respect, | can say that it is generally beneficial.”

As a result of the answers given by the students, it is thought that there are positive effects such as friendship
and acquaintance, while it is thought that there are also negative effects such as asociality and communication

problems.

Students' views on the kinetic/psycho-motor and physiological effects of digital games;

The kinetic/psycho-motor and physiological effects of the digital game of the students are given in Figure 9.

Finger Exercises Development

Motor/Psycho-motor Reflex Development

Neck and Eye Disorder

Figure 9. Motor/Psychomotor and Physiological Effects of Digital Games

According to Figure 9, as a result of the answers given by the students, there are positive effects such as rest,
finger exercises development, reflex development; It is thought to have negative effects such as neck and eye

discomfort and inactivity.

S.1. “Games can let you to learn some things and this situation contributes to your development, but it
does not contribute physiologically.” S.2. “Since | don't play a lot it doesn't have much effect, but when |
play a lot, it has an effect and | stay still.” S.3. “Because | like to do sports, | think | do everything in its
place.” S.4. “No matter how long | stay in front of the computer, | am not affected by my activities and
sports.” S.5. “Because | am a sports person, it allows me to spend my time resting.” 5.6. “My physiology
does not affect my development because | do my sports regularly.” S.7. “I think digital games have no
effect on this issue.” 5.8. “I think it is positive for hand and finger movements.” S.9. “Games have positive
effects to increase reflexes, as well as negative effects such as spine, neck and eye disorders caused by

sitting in front of the computer or the phone too much.” S.10. “It didn't have an effect on me
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physiologically, and in my psycho-motor development, my proper hand coordination in consecutive mixed
situations also added experience to me. | think that it provides me with experience in mental activities or
more complex physical activities because | also live the current psychology.” $.11.“There are games that
will strengthen our reflexes. Especially FPS games where we use our aiming ability. Therefore, it is possible
to defend its contribution to motor development.” §.12. “I think that when it is played excessively it causes
inactivity, so it affects negatively.” §.13. “If we spend more time in games than necessary, especially the
effects of games played on the computer on the physiological structure of the body are at the highest
level.” S.14. “While playing digital games, we mostly stay motionless, so it has negative psycho-motor
and physiological effects. Especially as a person in the developmental age, sitting for hours at the
beginning of the game definitely affects negatively, while our muscles and body need to move.” S.15. “|
don't think digital games have any beneficial or harmful effect on these issues for me. Because | think this

topic is more relevant to people who spend most of their day playing games.”

As a result of the answers given by the students, it is stated that there are positive effects such as rest, finger
exercises development, reflex development; It is thought to have negative effects such as neck and eye

discomfort and inactivity.

Students' views on the effects of digital games on academic achievement;

The academic success effects of digital games on students are given in Figure 10.

Intelligence Development

Academic
Thinking Fast

Waste of Time

Figure 10. The Effect of Digital Games on Academic Success

According to Figure 10, as a result of the answers given by the students, positive effects such as intelligence
development and quick thinking are considered; It is thought that they have negative effects such as delaying

their duties, decrease in academic achievement, waste of time.

S.1. “It has almost no effect on my academic success because | am not very interested in games.” S.2. “It
doesn't affect my academic life, it's more prominent.” 8$.3. “Even though it has effects, it does not create
results that are exaggerated, that is, the effects are small.” S.4. “I restrict my duties, but it does not affect
a game positively, but it does not cause any problems.” $.5 “It can be said that it almost does not affect

me because | do not spend a lot of time.” §.6. “It takes me away from the lessons a little bit.” S.7. “Digital
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games have never affected my academic success well, because | have used them for the entertainment
purposes.” S.8. “Of course, if you miss your dose, it affects badly. But if you know your limit, it will not
affect you negatively.” 8.9. “I can balance between the game and my academic success, so it does not
affectit.” §.10. “In academic terms, maybe it has improved me in terms of quick thinking. Other than that,
I think it has a lot of influence.” §.11. “I know that | have friends who direct their will very well in this
field, but it completely affects my academic life negatively.” $.12. “It does not have a positive effect, but
it does not have a negative effect as | do not exceed the time, | need to play in one day.” $.13. “l can't say
that digital games have much impact on my academic life.” S.14. “Playing with digital games is a waste
of time. Trying to spend hours looking at the screen for hours without any efficiency affects academic
success negatively; instead, | prefer to do activities where | can improve myself physically and mentally.”
S.15. “I play games that help develop the mind and intelligence. Therefore, it enables me to grasp the

events faster, interpret them in the best way and produce the most accurate solution.”

Positive effects such as intelligence development and quick thinking are thought to be a result of the students'
responses; negative effects such as delaying their duties, decreased academic achievement, and time loss are

thought to be a result of their responses.

CONCLUSION and DISCUSSION

When we consider the students' answers to the definition of digital game, we see that they gave answers like
using free time, entertainment tools, and electronic devices. As a result of their responses, students regard the
digital game as a technological recreational exercise that they use to pass the time in their spare time. In the
literature, there are studies that deal with the effects of leisure activities on the development of children and
young people, from physical and social perspectives (Aydin ve Birol, 2019). They are games that are played on
computers, game consoles, and mobile phones after being programmed with various technologies, and they are
played by preparing a visual basis for users and requiring user login (Cetin, 2013). These games, which are
technology-based and programmed with various softwares, are now used as; computer games, digital console

games, and online games (Gokgearslan & Durakoglu, 2014).

When we analyses the answers given by the students about how many hours a day, they play the digital game,
we can see that some students spend more time when they first start, while this time decreases later on, and
some students have a significant increase compared to when they first started playing. DSM V defines game
addiction as "intense and repetitive use of the Internet, often to play games with other players." In game addicts,
a variety of cognitive and behavioral symptoms such as loss of self-control, tolerance development, reaction to
frustration and anger, neglecting responsibilities and close relationships, and delaying basic needs are observed
(Koroglu, 2013). In a research realized by Mustafaoglu and Yasaci (2018), it was determined that the average age

of starting digital games in our country is 4-5, and the average daily playing time is 3 hours.
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When consider the answers given by the students about the tasks that they neglect while playing digital games,
it is seen that it affects their academic success negatively, disruptions occur in their social life, and they do not
have time to do sports (physical activity). Griffiths and Meredith (2009) state that as a result of their scientific
research, it has been proven that digital games have many physiological effects on children. These effects are
generally stated as problems such as carpal tunnel syndrome, dry eyes, headache and backache, irregular eating

habits, disruption of personal care and cleaning, and sleep disturbance.

When we examine the answers given by the students to their views on their relations with real life while playing
digital games, some of the participants think that the digital game is a virtual environment and has no relation
with real life, while some of them think that it prepares it for real life, contrary to these views. Digital games offer
an environment where they cannot do in the real world or realize their impossible imagination. It activates the
emotions of individuals and provokes their excitement and curiosity. It gives individuals the chance to experience
the feeling of winning and to dominate the game (Ogel, 2012). In their study, Kneer et al. (2014) stated that
digital games affect the development of behavioral problems, especially socially, and correlate with existing
psychological problems. According to Dogu (2006), games have an evolutionary role in the development of
species and have always fulfilled a social task. Games are thought to be the richest worlds, which are a means of

expression of culture and perception of reality.

When we scrutinize the answers given by the students to the opinions about the psychological effects of the
digital game, it can be concluded that there are negative psychological consequences such as anger, stress and
guilt, on the other hand, for some students, it improves their communication skills, gains self-confidence, creates
a feeling of relaxation, and improves the ability to cope with their fears. Children learn many emotional reactions
such as happiness, joy, pain, pity, fear, anxiety, friendship, enmity, hatred, love, trust, addiction, independence,

separation through play (Pehlivan, 2012).

When we inquire the answers of the students about the Cognitive/Mental effects of digital games, they say that
they have fun, have a good time, form strategies, improve their focusing skills, and increase their quick-thinking
skills. Digital actions are comfortable and fun to escape from the real problems of daily life, stress and seemingly
dysfunctional emotions such as fear (Tran et al., 2013). In their study, Cihan and Arag ligar (2019) concluded that
digital games have improved high-level cognitive skills such as game intelligence, analysis, visual perception,
processing speed, and imagination on athletes. When we monitor the students' ideas about the
affective/emotional effects of digital games, there are positive answers such as that they improve quick decision-
making skills, help them to be predictive, make logical decisions, reduce their stress, and there are opinions that
digital games lead them to an aggressive attitude. In the study of Wan and Chiou (2006), it was concluded that
not playing online games creates a feeling of dissatisfaction in digital game addicts and that the reason for this
addiction is related to the elimination of dissatisfaction rather than the search for satisfaction. Akandere (2013)

states that the child controls his emotional reactions through play, gets away from his problems, gains self-
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confidence, and most importantly, helps him experience the feeling of fun and entertainment by experiencing

feelings of joy and pleasure.

When we consider the students' views on how digital games affect social development, they stated that they
have made new playmates and their communication with these new friends is tense. They also think that it
negatively affects their real-life friendships and makes them asocial individuals. Individuals try to meet their need
for relationship by playing digital games or trying to interact with others in real life outside of internet activities
and by tending to social activities. Inan et al. (2019) concluded that individuals who do not participate in sports
activities increase their social anxiety. Those who cannot establish a proper relationship with their family (Wang
& Wang, 2013), have hostile feelings in their relationships (Hasan, et al., 2013) and tend to violence (Fischer,
Kastenmdiller, & Greitemeyer, 2010), it is known that adolescents who normalize violence (Bushman & Anderson
2009) have a high risk of digital game addiction. In the study of Ng and Hastings (2005), it was determined that
online game addiction and some negative aspects of substance addiction were similar, leading to results such as
failure in school, familial problems and relational problems. Kneer and Glock (2013) stated that digital game
addiction is associated with certain characteristics (eg, self-esteem) and poor social environments (eg, negative

relationships).

Considering the students' responses related to the kinetic/psycho-motor and physiological effects of digital
games, they thought that they did finger exercises and that their fingers were developed and their reflexes were
better than before; They stated that it caused neck and back pain. It has been reported that tablet use causes
more flexible and asymmetrical body, more bent and raised shoulders, and increased activity of neck muscles in
children compared to desktop computer use. Yet, more musculoskeletal problems were found in body parts with
poor posture and increased muscle activity (Straker et al., 2008). Mustafaoglu and Yasaci (2018) reported that
children's use of technological devices in inappropriate time, frequency and different postures poses health risks
such as developmental problems, musculoskeletal system problems, physical inactivity, obesity and inadequate

sleep quality.

When the opinions of the students about the effects of digital games on academic success are assessed, positive
thoughts that they contribute to the development of intelligence and affect their quick thinking; they also think
that digital games are a waste of time. According to studies, playing digital games in moderation is normal, and
even games have positive effects such as emotional discharge and relaxation (Prot et al., 2014). It is also seen
that it supports competencies such as following commands in digital games, hand-eye coordination, and motor
skill improvement. Furthermore, it is stated that it supports children's problem-solving, reasoning, analysis, and

decision-making skills, as well as their strategy and estimation competence (Kim & Smith, 2017).

When the opinions of sports high school and science high school students about digital games are examined, it
is seen that digital games are a tool to evaluate free time, digital games support the preparation process for real

life, they have a pleasant time during digital games, their ability to make quick decisions and foresight develop,
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they can make new friends, and they believe that it has positive effects on the development of reflexes; they
stated that they have negative feelings about digital games. As a consequence, games are widely used as a form
of entertainment, particularly among students. It can be stated that if educational, instructive, and developer

games are played on appropriate time scales and in a controlled manner, they will help adolescents develop.
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ZiHINSEL PERFORMANS iLE FiZiKSEL PERFORMANS TEMELLI EGiTiM GOREN OGRENCILERIN
DiJITAL OYUN HAKKINDAKiI GORUSLERi TEMELINDE BiR iNCELEME

0z

Bu arastirma fen ve matematik alanlarindaki yetenekleri yliiksek olan 6grenciler ile beden egitimi
ve spor alaninda yetenekleri yiksek olan 6grencilerin, dijital oyunlara iliskin gorislerini analiz
etmek ve deneyimlerini belirlemek amaciyla planlanmistir. Arastirma, dijital oyunun 6grencileri
bilissel, duyussal, devinimsel, psikolojik olarak ve katilimcilarin akademik basarilarina yonelik
derinlemesine inceleyebilmek adina fenomenolojik desende tasarlanmistir. Arastirmanin verileri,
Olgut 6rneklem ydntemiyle segilen 15 ortadgrenim 6grencisi ile yari yapilandirilmis goriismeler
araciligiyla toplanmistir. Elde edilen veriler kodlanarak temalara ayrilmis, kategorilestirilerek icerik
analizi ile degerlendirilmistir. Arastirmada oyunlarin 6zellikle 6grenciler arasinda popiiler ve yaygin
eglence araci olarak kullanildigi ortaya ¢ikmistir. Spor lisesi ve fen lisesi 6grencilerinin dijital oyunlar
hakkindaki gorisleri incelendiginde, dijital oyunun bos zamani degerlendirmek igin bir arag
oldugunu, dijital oyunlarin gercek hayata hazirlik siirecine destek oldugunu, dijital oyunlar
sirasinda keyifli vakit gegirdiklerini, hizli karar verebilme ve 6ngori yeteneklerinin gelistigini, yeni
arkadaslar edinebildiklerini ve reflekslerinin gelismesi yoninde olumlu etkileri oldugunu
distinlrken; sosyal, akademik ve fiziksel olarak olumsuz etkileri oldugunu, psikolojik olarak ise
sinir, stres ve sugluluk duygusuna itildiklerini belirtmislerdir.

Anahtar kelimeler: Zihinsel ve fiziksel performans, dijital oyun, fenomenoloji.
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GiRiS

Oyun insanlik tarihinde simdiye kadar daima var olmustur. Oyun oynama zevkli ve eglencelidir, oyun; giinlik
rutinin disina ¢ikmanin bir yolu ve bireyi glinlik yasamdan uzaklastiran eglenceli bir seydir (Kuss ve Griffiths,
2012). Glinimuz sartlarinda, her gegen gln bir adim daha ileriye giden teknolojik gelismeler, sehirlesme ve oyun
alanlarinin yetersizligi gibi nedenler geleneksel oyun etkinliklerinin yerini dijital oyunlara birakmaktadir. Oysa

hareket etme fiziksel aktivitede bulunma dolayisiyla oyun ve sporun gengler izerindeki olumlu etkileri tartisilmaz

bir gercektir (Konter, 2013; Bozdag ve Ozbek, 2020).

Teknoloji; iletisim, ulasim, egitim, eglence ve saglik gibi hayatin tiim alanlarinda kendini géstermektedir. Onceleri
mekanik icatlarla insan yasamina dahil olan teknoloji, simdilerde yerini dijitallesmeye birakarak sanal bir diinyaya
kapi aralamistir (Hazar, 2018). Teknolojik gelisimler sonucunda ortaya cikan dijital oyunlar; bilgisayar tabanl,
metin ya da gorsellik Gizerine insa edilmis, bilgisayar ya da oyun konsolu gibi elektronik platformlar tizerinde bir
veya birden fazla kisinin fiziksel ya da g¢evrimigi ag Uzerinden birlikte kullanabildigi bir eglence ve bos zaman

aktivitesi yazimidir (Ankara Kalkinma Ajansi, 2016).

Hemen her yasta kullanicisi olan dijital oyunlara 6zellikle gencler yogun ilgi gbéstermekte ve oyun oynayarak
gecirdikleri siire giderek artmaktadir (Gentile, 2009). Dijital oyunlar, giinimiz dinyasinda dijital yerli olarak
adlandirilan yeni neslin en dnemli ugraslarindan birisi haline gelmistir. Bilgisayar oyunlari, video oyunlari,
elektronik oyunlar seklinde birtakim kavramlarla, kiiltiirel 6gelerle ortaya ¢ikmis teknolojinin ilerlemesi ile
yenilenmeye ve cesitlerini arttirmaya devam etmistir ve boylece dijital oyun kavrami literatirde yerini almistir

(Binark ve Bayraktutan-Siitgti, 2008).

Surekli popdlerligi artan dijital oyunlarin énemli bir eglence kaynagi oldugu ve c¢ocuklarin gelisimine olumlu
etkilerinin oldugu sdylenebilir. Dijital oyunlarin bilgisayar okuryazarligi edinme, algi, dikkat ve uzamsal yetenekleri
gelistirme, el-goz koordinasyonunu saglama, hayal etme, hizli islem vyapabilme, sekillerin nedenlerini
aciklayabilme, kimya ve fizikle ilgili nesneleri zihinde canlandirabilme, uzaydaki sekillerin biitiinlesmesini saglama
gibi zihinsel ve psikolojik pek ¢ok olumlu etkilerinin oldugu belirtilebilir (Horzum vd., 2008). Ote yandan
alanyazinda dijital oyunlarin sakinlestirici bir etkisinin oldugu ve ¢ocuklarin bilissel, fiziksel, sosyo-kiltirel ve dil
gelisimlerine katkida bulundugu ifade edilmektedir (Horzum, 2011). Ayrica dijital oyunlarin bilingli kullanimi ile
saglanan olumlu davranislar, ¢ocuklarda hayal giicli, otokontrol, konsantrasyon ve diger davranissal

mekanizmalar tzerinde etkilidir (Cavus vd., 2016).

Dijital oyunlarin bu olumlu etkilerinin yani sira bazi olumsuz etkileri de vardir. Dijital oyun bagimhhg, dijital
oyunlarin barindirdig en 6nemli olumsuz 6zelliklerinden biridir. Bagimlilik tanimi itibariyle de kendisini olumsuz
olarak yansitmaktadir. Turk Dil Kurumu’na gére bagimh “Bir seyin istemine, giicline veya yardimina bagli olan,
Ozglrlugl, ozerkligi olmayan, tabi” olarak tanimlanmistir (TDK, 2022). Oyun bagimliligi, oyunun uzun zaman
middetince terk edemeden oynanmasi ve sanal diinyanin, gergek diinyayla iliskilendirilmesi neticelerini ortaya

¢ikaran durumdur (Horzum, 2011).
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Dijital oyunlarin bu olumlu etkilerinin yani sira bazi olumsuz etkileri de vardir. Dijital oyun bagimliligi, dijital
oyunlarin barindirdigi en 6nemli olumsuz 6zelliklerinden biridir. Bagimhlik tanimi itibariyle de kendisini olumsuz
olarak yansitmaktadir. Turk Dil Kurumu’na gore bagimh “Bir seyin istemine, glicine veya yardimina bagh olan,
ozglirligl, o6zerkligi olmayan” olarak tanimlanmistir (TDK, 2022). Dijital oyun bagimliligi, glinliik yasami olumsuz
etkileyen dijital oyunlarin asiri ve zorlayici kullanimi seklinde tanimlanabilir (Weinstein, 2010). Baska bir tanimda
ise dijital bagimhhk; bireylerin uzun slire oyun oynamayi birakamamasi, oyunu oynamasi nedeniyle gercek
hayattaki gorevlerini aksatmasi, oyunu gergek hayatiyla iliskilendirmesi ve oyun oynamayi diger aktivitelere tercih
etmesi gibi sonuglari olan bir durum olarak belirtilebilir (Glircan vd., 2008). Oyun bagimliligi, oyunun uzun zaman
middetince terk edemeden oynanmasi ve sanal diinyanin, gergek diinyayla iliskilendirilmesi neticelerini ortaya
¢ikaran durumdur ve bu durumlarin gocugun sosyallesmesini ve akademik basarisini olumsuz yénde etkileyecegi
duslinilmektedir (Horzum, 2011). Aksi yonde bir goriste ise; oyunlar 6grencinin glidilenmislik dizeyini
arttirirken, igerige ilgi duymasini, 6grenebilecegine iliskin 6zglivenini ve etkinligi siirdirmesini saglayacagl,
ogrencide rahatlama ve motivasyon yaratacagi, bdylece 6grencinin o dersteki basarisi ve 6z-yeterlik algisi artacagi

dustintlmektedir (Bayirtepe ve Tiiziin, 2007).

Spor liseleri, beden egitimi ve spor alaninda gerekli bilgi ve becerileri kazandirmayi ayni zamanda bu alanda
nitelikli insanlar yetistirip tGlkemizi sporun her alaninda temsil edebilecek insanlarin yetistiriimesi amaglanarak
kurulmustur (OGM, 2022). Diger liselerden farkh olarak spor liselerine 6grenci se¢iminde yetenek sinavlari
uygulanmaktadir (Altindas 2009). Ogrenci alimindaki bu farklilik spor liselerini diger liselerden farkh kilmaktadir
(Ayaydin, 2011).

Fen liseleri, fen ve matematik alanlarindaki yetenekleri yiiksek olan 6grencileri, matematik ve fen bilimleri
alaninda ylksekdgrenime hazirlar. Matematik ve fen bilimleri alanlarinda gereksinim duyulan Gstin nitelikli bilim
adamlarinin yetistirilmesine kaynaklik eder. Ogrencileri arastirmaya y&neltmeyi, bilimsel ve teknolojik gelismeler
ile yeni buluslara ilgi duyanlarin galisacaklari ortami ve kosullari hazirlar. Yeni teknolojileri kullanabilen, yeni
bilgiler iiretebilen ve projeler hazirlayabilen bireyler yetistirir. Ogrencilerin bilimsel arastirma yapmalarina,
bilimsel ve teknolojik gelismeleri izlemelerine yardimci olacak sekilde yabanci dilde iyi yetismelerini saglar.
Glnumiuzde dijital oyunlarin 6zellikle genglerin yasamlarini dogrudan etkiledigi distintildiglinde bu arastirmada,

spor lisesinde ve fen lisesinde okuyan 6grencilerin dijital oyun hakkindaki gérislerinin incelenmesi amaglanmigtir.

YONTEM

Arastirma Modeli

Arastirma, spor lisesi ve fen lisesi 6grencilerinin dijital oyunlara iliskin gortslerini belirlemek izere nitel arastirma
teknikleri kullanilarak gerceklestirilmistir. Nitel arastirma; goriisme, gézlem ve dokiiman analizi gibi nitel veri
toplama yontemlerinin kullanildig, algilarin ve olaylarin dogal ortamda gergekgi ve biitiincill bir bicimde ortaya
konmasina yonelik nitel bir sirecin izlendigi arastirma olarak tanimlanabilir (Yildirrm ve Simsek, 2013).

Arastirmada durum calismasi deseni benimsenmistir. Durum calismalari, 6zellikle degerlendirme siregleri gibi
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bircok alanda kullanilan, arastirmacinin bir durumu, siklikla da bir programi, olayi, eylemi, siireci ya da bir veya

daha fazla bireyi derinlemesine analiz ettigi bir arastirma desenidir (Creswell, 2014).

Calisma Grubu

Bu arastirmada amach 6rnekleme ydntemlerinden, 6lgiit 6rnekleme ydntemi kullanilmistir. Bu dogrultuda
arastirmanin katilimcilarini, devlet okulu olan bir spor lisesi ve yine bir devlet okulu olan fen lisesin de 6grenim
goren ve daha 6nce dijital oyun kavrami hakkinda bilgi ve fikir sahibi olan génilli 15 6grenci olusturmaktadir.
Gortsme kayitlarinin ¢éziimlenmesinden sonra verilerin arastirmacilar tarafindan kodlanarak 10 ana temada
degerlendirilmesine karar verilmistir. Arastirmaya katilan 6grencilerin 7’si spor lisesi 6grencisi, 8'i fen lisesi
Ogrencisidir. Gorlsmeye katilan 6grencilerin diizenli olarak dijital oyun oynadigi belirlenmis, 6grencilerin
oynadiklari bu oyunlarin spor lisesinde okuyan 6grencilerin sporla ilgili dijital oyunlar oldugu, Fen lisesinde
okuyan 6grencilerin ise daha ¢ok strateji ile ilgili dijital oyunlar oldugu saptanmistir. Arastirmaya dahil edilen

katihmcilarin yaslarinin 14-17 arasinda degistigi tespit edilmistir.

Veri Toplama Araci

Calismada arastirmaci tarafindan gelistirilen 10 sorudan olusan yari yapilandirilmis goriisme formu kullaniimistir.
Goriisme, nitel arastirmada kullanilan en yaygin veri toplama yéntemlerinden birisidir. Bunun nedeni, konusmayi
temel alarak, katilimcilarin duygularini, dislincelerini ve deneyimlerini ortaya ¢ikarma yoniinden gii¢li olmasidir
(Yildirirm ve Simsek, 2013). Yari yapilandiriimis gériisme yonteminde gorisme formunda sorular esnektir ve
genellikle her katimcidan spesifik veriler toplanir. Onceden belirlenmis ifade ve soru yanitlari yoktur (Merriam,
2015). Veriler spor lisesi ve fen lisesinde okuyan 6grencilerle yapilan ve ortalama 20-30 dakika stiren gérismeler

sonucu elde edilmistir. Dijital oyun ile ilgili gériisme sorulari;

o Size gore dijital oyun nedir?

o Dijital oyuna ilk basladiginizda glinde kag saat oynuyordunuz? Su an giinde kag saat oynuyorsunuz?
. Dijital oyun oynamak igin glinliik hayattaki gorevlerinizden hangilerini aksatirsiniz?

. Dijital oyunu gercek yasamla nasil iliskilendirirsiniz?

. Dijital oyunlar sosyal yasantinizi nasil etkiliyor?

. Dijital oyunlarin psikolojik olarak sizi etkiledigi yonler nelerdir?

. Dijital oyunlar bilissel / zihinsel gelisimini nasil etkiliyor?

. Dijital oyunlar duyussal / duygu gelisimini nasil etkiliyor?

. Dijital oyunlar devinimsel / psiko-motor ve fizyolojik gelisimini nasil etkiliyor?

. Dijital oyunlar akademik basarini nasil etkiliyor?

Verilerin Analizi

Spor lisesi ve fen lisesi 6grencilerinin dijital oyunla iliskin gérislerden elde edilen verilerin analizinde, betimsel ve
icerik analizi tekniginden yararlaniimistir. Gériismede, alan-yazin incelemesi sonucunda 10 sorudan olusan ve

yari yapilandirilmis goriisme formu kullanilmistir. Veriler, 6grencilere yapilan ve ortalama 20-30 dakika siiren
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goriismeler sonucu elde edilmistir. Ogrencilerin yari yapilandiriimis gériis formuna verdikleri cevaplardan kodlar
cikarilarak alt temalar seklinde 6grenci gorusleri kategorilestirilmistir. Elde edilen veriler, direkt alintilarla
aktarilarak konuya yaklasimlarin givenilir sekilde ortaya konulmasi amaglanmistir. Arastirmacilar ve uzmanlar
arasinda “gorus birligi” ve “géris ayrihgl” olan konular belirlenmistir. Miles ve Huberman (1994) tarafindan
ortaya konan Gorus Birligi/(Gorus Ayriligi + Goris Birligi) x 100 formli ile kodlayici glivenirligi cizim teknigi icin
%92, gorismeler igin ise %94 olarak bulunmus ve belirlenen kategorilerin tutarli oldugu sonucuna ulasilmistir.

Analizler NVivo 12 programi ile yapilmistir.

BULGULAR

Arastirmada elde edilen bulgular; ¢alismanin amacini ve problemini destekler nitelikte olmahdir. Bulgular
kisminda sadece bulgular sunulup agiklanmalidir. Asla yorum yapilmamalidir. Yorum, tartisma ve sonug kisminda
yapilmahdir. Bulgular bélimiinde gerek gorildiugiinde tablo, sekil, grafik veya resimlerle kullanilip agiklama

yapilabilir.

Arastirmanin bu boliminde 6grencilerin dijital oyun hakkindaki gorislerine, dijital oyunlarin ginliik hayattaki
etkilerine, gercek yasamla etkilesimine, sosyal yasam ile iliskilerine sagladigi faydalara, akademik basariya

etkisine ve zihinsel, psikolojik, bilissel etkilerine yonelik bulgular incelenmistir.

Ogrencilerin dijital oyununun tanimi hakkindaki goriisleri;

Ogrencilerin verdikleri cevaplar neticesinde dijital oyun tanimlari Sekil 1’de verilmistir.

E— — B—
—— — .
—— — I

Sekil 1. Dijital Oyun Tanimlari

Sekil 1’e gore o6grencilerin dijital oyun hakkindaki tanimlari arastirmaci tarafindan genel basliklar halinde

verilmistir. Bunlara iliskin 6grenci gorislerine asagida yer verilmistir.

0.1. “Elektronik cihazlar ile oynanan oyunlara dijital oyun denir.” 6.2. “Bana gére dijital oyun ilk baslarda
daha ¢ok ¢ocuklara yénelik isler yapan bir sektérken simdilerde toplumun her kesiminin eglenmesini,
zaman gegirmesini ve bilgilenmesini saglayan bir sektérdiir.” 6.3. “Bence dijital oyunlar kisinin zaman
gecirmek icin oynadidi cogunlukla editici olmayan zaman kaybina sebep olan oyunlardir.” 6.4. “Dijital

oyunu, dijital ve oyun olarak iki pargada ele alabiliriz. Dijital olaylar elektronik ortamlarda meydana gelir.
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Oyun ise insanlarin vakitlerini edlenceli bir sekilde gegirmesini saglar. Yani dijital oyun, elektronik
ortamlarda oynanan kisinin vaktini edlenceli gecirmesini saglayan oyunlar anlamina gelir.” 6.5. “Bana
gére dijital oyun insanlarin bos zamanini dolduran bir edlence aracidir.” 6.6. “Bana gére dijital oyun;
gercek diinyadan uzaklasip eglenmemi saglayan, arkadas edinmemi saglayan, yeri geldiginde beni editen,
rekabet etmeyi éGreten, pes etmemen gerektigini hatirlatan bir aragtir.” 6.7. “Giinliik programimdan arta
kalan zamanda eglenebilecedim aragtir.” 6.8. “insanlara tecriibe katan, yapmasi zevk veren insan haklari
déhilinde yapilan aktivitelerdir.” 6.9. “Oyuna cok kiiciik yaslarda basladiimdan dolayi oyun benim icin
vazgecilmez bir etkinliktir.” 6.10. “Dijital oyunlar bilgisayar oyun konsollari gibi cihazlarla oyun
oynadigimiz makinelerdir.” 6.11. “Bilgisayar ya da benzeri elektronik cihazlar ile oynadigimiz oyunlardir.”
6.12. “Vaktimizi dederlendirdigimiz bir platformdur.” 6.13. “Zamanimizi dederlendirdigimiz bize katkisi
olan seylerdir.” 0.14. “Hosca vakit gecirdidimiz eglenceli oyunlar.” 6.15. “Edlence ve vakit gecirme araci

olarak tanimlarim.”

Ogrencilerin ifadelerinde de gériildiigii gibi dijital oyunun bos vakitlerin degerlendirildigi, kimi zaman faydali kimi
zaman ise higbir faydasi olmayan sadece vakit gecirmek igin basinda olunan kisa bir zaman diliminde dahi olsa

gercek hayattan koparan eglenceli aktivitelerin biitliini oldugu gériisiine ulasiimigtir.
Ogrencilerin dijital oyununun giinde kag saat oynadiklarina yonelik gériisleri incelendiginde;

Ogrencilerin verdikleri cevaplar neticesinde dijital oyunu giinde kag saat oynadiklari Sekil 2’de verilmistir.

Glnde Kag -

Saat Oyun / \

Sekil 2. Ginluk Dijital Oyun Saatleri

Sekil 2’e gore 6grencilerin dijital oyunu glinde kag saat oynuyorsunuz hakkindaki bilgiler genel basliklar halinde

verilmistir. Bunlara iliskin 6grenci gorislerine asagida yer verilmistir.

6.1. "ilk zamanlar giinde 4-5 saat oynuyordum simdi ise 30 dakika 1 saat arasi oynuyorum.” 6.2. "ilk
basladi§imda giinde 1 saat simdi 2,3 saat oynuyorum.” 6.3. "En baslarda 1 saat iken simdilerde 2-3 saat
oynuyorum.' 6.4. "2 saate yakin oynarken su an 4-5 saat vakit ayiriyorum.” 6.5. ""Giin icinde 3-4 saatten
fazla diyebilirim." 0.6. ''2-3 saat oynuyordum simdi ise 5-6 saat oynuyorum.” 0.7. “Ben dijital oyuna ilk

basladigimda 6.siniftim ve giinde 5-8 saat oyun oynardim ve bu 1 ay boyunca devam etti. Sonucunda
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derslerim aksadi akademik basarimda belirgin bir diisiis oldu. Deneme sinavlarinda artik eskisi gibi sinif
1.si veya 2.si olamiyordum. Oyle ki bir defasinda sinifta 20.0lmustum bu beni ¢ok iizdii ve kendime ceki
diizen verdim. ilk olarak telefondaki oyunlari sildim ondan sonra derslerim tekrar diizeldi simdilerdeyse
giinde 1- 2saat oyun oynuyorum.” 0.8. “Aslinda net bir saat yok. Ne zaman oyun oynamaya ihtiyag
duyarsam o zaman oynuyorum. Bazi haftalar neredeyse hi¢ oynamazken bazi haftalar 20-30 saati
bulabiliyor.”" 6.9. "ilk basladi§imda 5-6 saatti. Su an 1,5 saati gegirmiyorum.” 6.10. “Giinde 1,5 saat
oynuyordum. Su an oynamiyorum.” 0.11. “Kiiciik yaslarda baslamamdan dolayi oyun diinyasina ilk
zamanlarda ¢ok hdkim degildim ve 3 saat gibi bir siire gegiriyordum fakat sonralari oyun piyasasinin igine
cekilmeye basladim ve giinde 10 saat oynayabiliyorum.” 0.12.”ilk basta ortalama yarim saat
oynuyordum. Su an da dedismedi hala yarim saat oynuyorum.” 0.13.” Birkac yil 6ncesine kadar giiniin
belirli bir kismini kesinlikle dijital oyun oynama ayirirdim. Ama bugiinlerde giinde ortalama yarim saatimi
daha kolay vakit gecirebilecedim ve yeni seyler 6Grenebilecedim dijital oyunlara ayiriyorum.” 0.14. “Ben
cok dijital oyun oynayan bir insan degilim eskiden haftada maximum 1 saat oynardim ama artik nerdeyse
hic oynamiyorum diyebilirim. Dijital oyun oynamak yerine kendimi mental ve fiziksel olarak
gelistirebilecegim spor, yoga vb. seyler ile ugrasmay: tercih ediyorum.” 0.15. “ilk baglarda giiniimiin
yaklasik 2 saatini dijital oyunlar oynamakla gegiriyordum. Su anda nadiren giinliik yarim saat oyun

oynuyorum.”

Ogrencilerin ifadelerinde de goriildiigii gibi genellikle en az 30 dakika, en fazla ise 10 saate yakin oyun basinda

vakit gegirildigi sonucuna ulasiimistir.
Ogrencilerin dijital oyunu oynarken giinliik hayattaki aksattigi gorevlere dair hakkindaki goriisleri;

Ogrencilerin glinliik hayattaki aksattigi gdrevler Sekil 3'te verilmistir.

Akademik

Gunlik Hayattaki Aksatmalar
Sosyal Yasam

Spor

Sekil 3. Glinlik Hayattaki Aksatmalar

Sekil 3’e gore 6grenciler akademik, sosyal yasam ve spor gibi etkinliklerini aksattigl goriilmektedir. Bununla ilgili

Ogrenci gorusleri asagida paylasiimistir.

6.1. “Oyun oynamak igin herhangi bir gérevimi aksatmam.” 0.2. “Hicbir isimi aksatmam ve giinliik

yasantimi bozmam.” 0.3. “Sorumluluklarinin bilincinde oldugumdan dolay etkilenmem.” 6.4. “Herhangi

1465



I.I OE E C (International Journal of Eurasian Education and Culture) Vol: 7, Issue: 18 2022

bir isimi aksatmam bos zamanlarimda oyun oynarim.” 0.5. “Yaptigi isi tam yapmayi seven birisi oldugum
icin beni etkilemiyor.” 0.6. “Giin icinde mesgul olmadi§imdan etkilenmiyorum.” 6.7. “Ders calismak,
zamaninda uyumak gibi gérevlerimi ¢ok aksatirim fakat hobilerimi de aksattigim oluyor mesela spor
yapmak, disari ¢ikip arkadaslarimla zaman gegirmek gibi hobilerim aksiyor bazen ve asosyallesiyorum.”
0.8. “Hicbir seyi aksatmiyorum. Ama bazi seylerden feragat ediyorum. Mesela 10 saat uyuyabilecekken 8
saat uyuyorum, 3 saat ders calisabilecekken 1-2 saat ¢alisiyorum.” 0.9. “Gérevlerimi aksattiGimi
diisinmiiyorum.” 6.10. “Ders ¢alismam aksadi. Giinliik gérevierimden aksattigim bir sey olmad:.” 6.11.
“Tip diisiinen bir 6grenci olmama ragmen bilgisayar oyunlari isin igine girdiginde derslerim dahil her seyi
ihmal edebilirim.” 612. “Her zaman olmasa da bazen derslerim aksayabiliyor.” 613. “Dijital oyunlari
hayatimda daha ¢cok bulundurdugum dénemleri simdi diisiiniince anliyorum ki yasantimi etkileyecek
derecede oyunlara vakit ayirabiliyormusum. Ornedin; derslerime ¢alismak, kitap okumak, ailemle vakit
gecirmek vb. konulari aksattigimi anliyorum. Simdilerdeyse bu oyunlarla daha kararinda vakit gegirmeye
dzen gésteriyorum.” 6.14. “Ailem ile daha cok zaman gecirebilir, ayrica editimim igin daha ¢ok zaman

ayirabilirdim. Ozellikle bu iki durumdan kisti§imi séyleyebilirim.”

Ogrencilerin ifadelerinde de gériildigl gibi kimisinin genel olarak aktivitelerini aksattigi kimisinin ise

aktivitelerine de zaman ayirabildikleri gérisiine ulasilmistir.
Ogrencilerin dijital oyunu oynarken gercek yasamla iliskilerine dair hakkindaki gériisleri;

Ogrencilerin dijital oyunu oynarken gercek yasamla iliskileri Sekil 4'te verilmistir.

Sanal Diinya

Gergek Yasamla liskisi Yok
Gergek Yasam

Hayata Hazirlama

Sekil 4. Gercek Yasamla iliskilendirme

0.1. “Bazi oyunlar gercek hayatta yasanmis olaylardan alinti yapilarak kurgulaniyor ve bunu insanlara iyi
ya da kétii isliyorlar.” ©.2. “Bos zamanlarda vakit gecirmek icin yapilan aktivite.” ©.3. “Bir tarafta vaktimi
gecirirken diger tarafta hayatimi devam ettiririm.” 0.4. “iliskilendirmem, sanal ortam benim icin eglence aract.”
0.5. “Sanal ortam hayal giiciin cercevesinde serbest bir yerken gercek hayat senin yapabildiklerinle sinirl.” ©.6.
“Gergek yasamla oyunlar arasinda bir bad kuramadim.” 6.7. “Dijital oyunun gercek yasamla bir iliskisi olmadigini

savunurum. Ciinkii her ne kadar gercekgi oyunlar olsa da sanal alem monitérii kapatinca her sey bitiyor.” 6.8.
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“Dijital oyunlar gercek yasama ¢ok ciddi bir sekilde etki ediyor. Sizi gergcek yasama hazirliyor. Biiyiiklerimiz her ne
kadar bunu kabul etmese de gercek bu.” 0.9. “Dijital oyunlardaki bazi tiplemeler gercek hayatta da karsimiza
cikabilir fakat genel olarak gercek yasamla pek bir ilgisi yoktur.” 0.10. “Hizli kararlar verme agisindan ve
rakiplerimden énde veya geride olma durumlarinda verdigim kararlar, bulundugum psikoloji gercek yasamda da
karsilastigim seyler oldugu icin ézellikle icinde rekabet olan durumlarda giinliik yasamdaki olaylarla benzerlik
gésteriyor.” 0.11. “Oyun benim i¢in tamamiyla yasamin bir parcasidir.” 6.12. “Bence dijital oyunlar icerik
bakimindan gercek hayatla cok benzer.” ©.13. “Dijital oyunlar pek ¢ok sekilde insana etki eder bunlar; hos vakit
gecirmek ve bilgilenmek gibi iyi etkiler olabilecedi gibi bagimlilik gibi olumsuz etkileri de olabilir.” ©.14. “Dijital
oyunlar bence gercek yasamdan kag¢mak ve sorunlari ¢6zmek yerine gérmezden gelmemizi saglayan bircok
olumsuz etkisi olan farkli diinyadir diyebilirim.” 0.15. “Dijital oyun ¢odu kisi icin bir edlence araci olsa da bazi
kisilerin gegcim kaynagdini olusturmaktadir. Dolayisiyla bu konuda bir genelleme yapmak zordur ancak kendi

a¢imdan diisiinecek olursam dijital oyunun gercek yasam ile benim igin herhangi bir baglantisi yok.”

Ogrencilerin ifadelerinde de gériildiigii gibi bazi égrenciler dijital oyunlarin gercek hayatla iliskili oldugunu
diistiniirken bazilari ise gergek hayatla hicbir iliskisinin bulunmadigini sadece sanal ortam ile sinirli oldugunu ve

kendi yasamlarini pek etkilemedigini ifade etmistir.

Ogrencilerin dijital oyunu psikolojik olarak etkileri hakkindaki goriisleri;

Ogrencilerin dijital oyunun psikolojik etkileri Sekil 5’te verilmistir.

Sinir, Stres, Sugluluk Duygusu

Psikolojik Etki iletisim Kurma, Ozgiiven

Rahatlama Hissi, Korku

Sekil 5. Dijital Oyunlarin Psikolojik Etkileri

Sekil 5'e gore 6grencilerin verdiklerin cevaplarda bazi 6grencilerde korku, sinir, stres, sugluluk duygusu gibi
olumsuz durumlar yasanirken bazilarinda ise iletisim kurma, rahatlama hissi, 6zgliven kazanma gibi olumlu

durumlar yasadigi tespit edilmistir.

0.1. “Bazi online oyunlar daha da sosyallesmeye yarayabiliyor.” 0.2. “Yasantimda bir etkisi yok.” 0.3. “Her seyle
ilgilenen birisiyimdir sosyal yasantimin etkilendigini diisinmiiyorum.” ©.4. “Daha ¢ok arkadaslarimla oynadigim
icin olumlu diyebilirim.” 6.5. “Genel olarak sosyal birisi oldugum icin her seye vakit ayirabiliyorum bu nedenle
stkinti olmuyor.” 0.6. “Normal yasantim iizerinde hicbir etkisi yok.” ©.7. “Korku icerikli oyunlar beni bir aralar

anksiyeteye dogru siiriiklemisti mesela bir siralar ¢ok fazla adam éldiirme, savas tarzi oyunlar oynamistim ve
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disarida yiiriirken her an birinin arkadan gelip beni bicaklayacagini, silahla sikacagini diisiiniirdim.” ©.8. “Yeni ve
dedisik insanlarla tanisiyorum. Onlarla sohbetin psikolojime iyi geldigini diisiinliyorum. Hatta gercgek diinyada
psikolojimi bozacak seyleri bazen oyunlarda yasadigim icin gergek diinyada ne yapmam gerektigini biliyorum.”
0.9. “Dijital oyunlar su anda sosyal yasantimi etkilemiyor fakat 6ncesinde olumsuz yénde etkiliyordu.” ©.10.
“Oynarken diger insanlarla iletisim kurmak neredeyse zorunlu oldugu icin hi¢ tanimadigim insanlarla
konusmamda pratik yapmami sagladi. Kurdugumuz iletisim kisith siirede ve belirli gizgilerle sinirlandidi icin
karsilastigim pek cok gesit insanla baslangi¢ diizeyinde nasil iletisim kurmam gerektigini dgretti.” 6.11. “Tabi
online oyunlar da oynadigimiz i¢in takim arkadaslarimizla ya da rakiplerimizle de iletisim kurdugumuz igin iletisim
kurmamizi olumlu etkiliyor ve reel diinyada da iletisim kurarken 6zgiiven sorunu yasamamiza mani oluyor.” 6.12.
“Dijital oyunlardan ézellikle savas oyunlari insanlari psikolojik yénden olumsuz etkiliyor bence.” 6.13. “Bence
dijital oyunlari kararinda oynamanin iyi yénlerinden biri de insani psikolojik yénden rahatlatmasidir. Giiniin
yorgunlugu ve stresi bu sekilde gecirilebilir.” 0.14. “Dijital oyunlar gerceklikten uzaklasmaya sebep oldugu igin
sorumluluklari ve sorunlarimizi aksatmamiza sebep oluyor bu yiizden sugluluk duygusu stres gibi psikolojik olarak
olumsuz etkiledigini diisiiniyorum.” 0.15. “Oyunlarda kaybedildiginde sinir, stres olusabiliyor. Ancak son

zamanlarda ¢ok az oynadigim i¢in bana herhangi bir etkisi olmadigini diisiinmekteyim.”

Ogrencilerin verdiklerin cevaplarda bazi 6grencilerde korku, sinir, stres, sucluluk duygusu gibi olumsuz durumlar
yasanirken bazilarinda ise iletisim kurma, rahatlama hissi, 6zgliven kazanma gibi olumlu durumlar yasadigi tespit

edilmistir.

Ogrencilerin dijital oyunlarin biligsel/zihinsel olarak etkileri hakkindaki gériisleri;

Ogrencilerin dijital oyunun bilissel/zihinsel etkileri Sekil 6'da verilmistir.

Problem C6zme Yontemi

Strateji Gelistirme
Biligsel/Zihinsel

Odaklanma, Hizli Disiinme

Sekil 6. Dijital Oyunlarin Bilissel/Zihinsel Etkileri

Sekil 6'ya gore 6grencilerin verdiklerini cevaplar neticesinde dijital oyunlarin bilissel ve zihinsel gelisimi, problem
¢6zme yontemi, strateji gelistirme, odaklanma, hizli diislinme ve karar verme gibi olumlu etkiledigi distinilirken;

bagimlilik, agresiflik gibi olumsuz etkilerinin oldugu da distnilebilir.
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0.1. “Oyunlar beni psikolojik olarak pek etkilemiyor.” 0.2. “Etkiledigdi yén yok.” 0.3. “Psikolojik olarak beni
etkiledigi séylenemez.” 0.4. “Daha ¢ok edlenmek igin kullaniyorum, olumlu diyebilirim.” ©.5. “Beni
rahatlatiyor ve giizel vakit gegirmeme araci oluyor.” 0.6. “Psikolojik olarak beni rahatliyor ve
edlendiriyor.” 0.7. “Dijital oyunlar faydali icerigi oldugu siirece zihinsel gelisimi biiyiik él¢iide gelistirdigini
diisiiniiriim.” 0.8. “Ozellikle stratejik oyunlarin beni zihinsel ve bilissel olarak ¢ok etkiledigini
diisiiniiyorum.” 0.9. “Bazi zamanlar beni sinirli birisi yapabiliyor.” 6.10. “Kaybetme durumunda sinirimi
bastirmam gerekiyor ve kazandigim zaman dikkatimi kaybetmemem gerekiyor. Bunlari hem fark etmemi
sagladi hem de tecriibe kazanmis oldum. Eslestigimiz insanlara karsi da dogru tepkiyi vermem konusunda
tecriibe kazandird:.” 0.11. “Bagimlhilik olusturdugunu tam anlamiyla séyleyebilirim. Hem psikolojik olarak
hem ruhsal olarak ne kadar tatmin edici ve rahatlatici olsa da bazen de bir o kadar zor durumda birakiyor.”
0.12. “Olumsuz etkileyen oyunlar olabildidi gibi olumlu etkileyen oyunlar da olabilecedini diisiiniiyorum.”
0.13. “Eger iyi etki edecek oyunlari kararinda oynarsam cesitli alanlardaki gelisimim de artacaktir.
Toplumumuzun bazi kesiminin disiindiigli gibi dijital oyunlari c¢ocuklar icin degil herkesin
yararlanabilecedi bir ara¢ olarak gériiyorum.” 0.14. “Olumsuz etkiledigini diisiiniiyorum.” 0.15. “Dijital
oyunun tiiriine gére degismekle birlikte daha ¢ok zihinsel oyunlar oynadigim icin bana hizli diisiinme, karar

verme, hatalarimdan ders ¢ikarma gibi katkilari bulundugunu disiiniyorum.”

Ogrencilerin verdiklerini cevaplar neticesinde dijital oyunlarin bilissel ve zihinsel gelisimi eglence, giizel vakit
gecirme, strateji gelistirme, odaklanma, hizli disiinme ve karar verme gibi olumlu etkiledigi dusiinulirken;

bagimlilik, agresiflik gibi olumsuz etkilerinin oldugu da distnlebilir.

Ogrencilerin dijital oyunlarin duyussal/duygu olarak etkileri hakkindaki goriisleri;

Ogrencilerin dijital oyunun duyussal/duygu etkileri Sekil 7'de verilmistir.

Stres

Duyussal/Duygu Agresiflik

Kendinden uzak

Sekil 7. Dijital Oyunlarin Duyussal/Duygu Etkileri

Sekil 7'ye gore o6grencilerin verdiklerini cevaplar neticesinde dijital oyunlarin duyussal ve duygu gelisiminde

kavramlari stres ve agresiflik gibi olumsuz etkilerinin oldugu diisinilmektedir.
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0.1. “Oynadigin oyuna badl olarak kullandigin gerecleri 6Greniyorsun érnedin bir silah oyunu oynuyorsun
o oyuna badl olarak silah isimlerini égreniyorsun.” 0.2. “Hep lyi yénde etkiliyor.” 0.3. “Yeni seyler
ddrenmem yardimci oluyor hatalarimdan ders ¢ikarmam gibi.” 0.4. “Nasil bir oyun oynadi§ima gére
dedisir, kreatif oyunlar olumlu etkiler.” ©.5. “Bazi zamanlar streslendirse de cok biiyiik bir etkisi oldudgu
séylenemez.” 0.6. “Sinir ve stresim artiyor ama gercek hayatta bazi olaylari daha cabuk kavramami
saghyor.” ©.7. “Dijital oyunlarin duygusal gelisimi belli yas araliginda belli miktar gelistirecedini
diistiniiriim. Bana gére duygusal gelisim dis diinyada yasanir. Aile ici iliskiler ve arkadas ortaminin etkisi
dijital oyunlara oranla bir hayli yiiksektir bence.” 0.8. “Oyunlarda da gercek diinyadaki gibi duygusal
olaylar olabiliyor. Bu da bizi gercek diinyaya hazirliyor ve ben bunu seviyorum.” 0.9. “Dijital oyunlarin
eder asiriya kagiimazsa zihinsel gelisimi olumlu yénde etkiledigini diisiiniiyorum.” 6.10. “Refleksimi, hizli
karar vermem gereken durumlara cevabimi, siireg icinde verilen kararlarin siirecin sonunda nelere karsilik
gelecedini tahmin etme durumlarinda tecriibe kazandirdi.” 0.11. “Bilissel farkindalik yaratan oyunlarin
oldugunu séyleyebilecedim gibi bir o kadar anlamsiz ve faydasiz oyunlarin bulundugu dolayisiyla oynanan
oyunlara gére durumun dedisecedini rahathkla séyleyebilirim.” 0.12. “Bence olumsuz etkiliyor.” 0.13.
“Dijital oyunlar gelisimi iyi etkileyebilecek bir faktér. insani mantik, strateji ve farkindalk gibi alanlarda
gelistirebilir.” 0.14. “Olumsuz etkiler diye diisiiniiyorum ¢iinkii gerceklikten kacarak bir kisinin kendi i¢
sesiyle baglantisini kesmesi otomatik olarak kisinin duygularini da olumsuz yénde etkileyecegini
diisiiniiyorum.” 0.15. “Dijital oyunlarin duygusal gelisimime etkisi oldugu tek konu beni edlendirmesidir.

Clinkii oyunlari kendimi eglendirmek i¢in oynarim.”

Ogrencilerin verdiklerini cevaplar neticesinde dijital oyunlarin duyussal ve duygu gelisiminde olumlu yanlar

oldugu gibi olumsuz etkilerinin oldugu dusunilmektedir.
Ogrencilerin dijital oyunlarin sosyal gelisim nasil etkiledigi hakkindaki gériisleri;

Ogrencilerin dijital oyunlarin sosyal gelisim etkileri Sekil 8'de verilmistir.

Yeni Arkadaslar

SRl iletisim Problemleri

Asosyallik

Sekil 8. Dijital Oyunlarin Sosyal Gelisime Etkileri
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Sekil 8'e gore 6grencilerin verdiklerini cevaplar neticesinde arkadaslik, tanisma gibi olumlu etkilerinin oldugu
disindlirken, asosyallik, iletisim problemleri gibi olumsuz etkilerinin de oldugu diisinilmektedir.

0.1. “Oynadidin oyunda istedigini yapamayinca ani sinirlenmeler veya can sikintisi olabiliyor.” 6.2. “Kotii
yénden etkiliyor.” 0.3. “Bazi oyunlarda iiziiliirken bazi oyunlarda sevinebiliyorum bu sizin ruh halinize
bagl bir seydir.” 6.4. “Pek etkilemiyor, daha ¢ok futbol veya rekabete dayali oyunlar oynuyorum. Baska
tarz mesela hikayeli oyunlar oynayan biri bundan ¢ok etkilenebilir.” ©.5. “Bazi oyunlarda etkilese de genel
anlamda etkilemiyor.” 0.6. “Duyqusal olarak hi¢bir etkisi olmuyor bana.” 0.7. “Cevrim i¢i dijital oyunlar
sosyallesmeyi bir miktar saglar elbette sonugta karsinizda sizin gibi insanlar var, robot degiller fakat cesit
cesit insan oldugu icin argo kelimeler kaginilmazdir.” 6.8.” Yeni ve dedisik insanlarla tanisiyorum. Sosyal
gelisimimi olumlu etkiledigini diisiiniiyorum.” ©.9. “Bu durum oyunlarin icerigine bagli olarak dediskenlik
gostermekle birlikte ¢evrimici/cevrimdisi olarak diisiiniirsek c¢evrimici oyunlarin negatif, cevrimdisi
oyunlarin ise pozitif etkiledigini diisiiniiyorum.” 0.10. “Sinirlerime hakim olmami ve rehavete kapiimamam
gerektigini gésteriyor. Ayrica farkli ruh hallerinde nasil karar verdigimi gésteriyor. Bu da yaptigim dogru
ve yanhslari gésterip bana tecriibe katiyor.” 0.11. “Hi¢ duygusal gelisimimi nasil etkiledigini diisiinmedim
ama bazi oyunlarda hi¢ olmadi§im kadar duygusallastigim anlar oldu.” 0.12. “Olumsuz etkiler ¢iinkii
insanin sosyallesebilmesi igin iletisim kurmasi gerekir ve dijital oyunla ilgilenirken saglikli bir iletisim
kurulamayacadini diisiiniiyorum.” 6.13. “Oyunlar iizerinde cok vakit gecirmedikten sonra sosyal hayati
etkileyecegini diisinmiiyorum. Ama ézellikle ¢evrimigi ve bizi oyunda uzun vakit gegirmek igin zorlayan
oyunlarda gereginden fazla vakit gegirirsek sosyal hayatimiz da énemli derecede etkilenir. Benim sosyal
gelisimim konusunda dijital oyunlarin pek etkisi yok.” 0.14. “Kesinlikle olumsuz etkiliyor sosyallesme orani
dijital oyunla oynama siiresi arttikca azaliyor bu da sosyal olarak gelisimi azalttigini diisiiniiyorum.” 0.15.
“O ortamdaki kisilerle birlikte oyun oynadigimiz zamanlar oluyor. Dolayisiyla daha ¢ok insanla muhatap

oluyorum. Bu da benim sosyal ¢cevremi arttiriyor. Bu yénliyle genelde faydali oldugunu séyleyebilirim.”

Ogrencilerin verdiklerini cevaplar neticesinde arkadaslik, tanisma gibi olumlu etkilerinin oldugu dustiniiliirken,

asosyallik, iletisim problemleri gibi olumsuz etkilerinin de oldugu distiniilmektedir.

Ogrencilerin dijital oyunlarin devinimsel/psiko-motor ve fizyolojik olarak etkileri hakkindaki goriisleri;

Ogrencilerin dijital oyunun devinimsel/psiko-motor ve fizyolojik etkileri Sekil 9'da verilmistir.

Parmak Egzersizleri Gelisimi

Refleks Gelisimi
Devinimsel/Psiko-motor etieks Lelizimi

Boyun ve GOz Rahatsizlig

Sekil 9. Dijital Oyunlarin Devinimsel/Psiko-motor ve Fizyolojik Etkileri
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Sekil 9'a gore 6grencilerin verdiklerini cevaplar neticesinde dinlenme, parmak egzersizleri gelisimi, refleks gelisimi
gibi olumlu etkileri oldugu; boyun ve gbz rahatsizligl, hareketsizlik gibi olumsuz etkilerinin oldugu

disinilmektedir.

0.1. “Oyunlar bazi seyleri 6§renmeni sadlayabilir ve bu senin gelisimine katkida bulunur ama fizyolojik
olarak bir katkisi olmaz.” 0.2. “Cok oynamadigim icin pek etkisi yok ama cok oynadidimda etkisi oluyor ve
hareketsiz kaliyorum.” 0.3. “Spor yapmayi sevdigim icin her seyi yerli yerinde yapiyorum diye
diisiiniiyorum.” 0.4. “Bilgisayar basinda ne kadar dursam da hareket ve spor yaptigimdan 6tiirii
etkilenmiyorum.” 0.5.” Sporla ugrasan birisi oldugum icin benim dinlenmemde vaktimi gecirmemi
saghyor.” 0.6. “Fizyolojim gelisimime bir etkisi olmuyor ¢iinkii diizenli olarak sporumu yapiyorum.” 0.7.
“Bence dijital oyunlarin bu konuda bir etkisi yok.” ©.8. “El ve parmak hareketlerine olumlu oldugunu
disiiniiyorum.” 0.9. “Oyunlarin refleksleri arttirmaya yénelik pozitif etkileri oldugu gibi, bilgisayar veya
telefon basinda ¢ok durmaktan kaynakli omurga, boyun ve géz rahatsizliklari gibi olumsuz etkileri de
vardir.” 6.10. “Fizyolojik olarak bende etkisi olmadi, psiko-motor gelisimimde ise art arda gelen karisik
durumlarda el koordinasyonumu diizgiin saglamam da bana tecriibe katti. O an ki psikolojiyi de yasadigim
icin zihin aktivitelerimde veya daha karmasik fiziksel aktivitelerde tecriibe sagladigini diisiiniiyorum.”
0.11. “Reflekslerimizi giiclendirecek oyunlar bulunuyor. Ozellikle aim yetenedimizi konusturdugumuz FPS
oyunlar. Bu yiizden motor gelisimine katkisini savunmak miimkiin.” 0.12. “Haddinden fazla oynandigi
zaman hareketsizlige yol agtigindan olumsuz etkiledigini diisiiniiyorum.” ©. 13. “Eder oyunlarda
geredinden fazla vakit gegirirsek, 6zellikle bilgisayar lzerinden oynanan oyunlarin viicudun fizyolojik
yapisi lizerine etkisi hat safhadadir.” 0.14. “Dijital oyun oynarken codunlukla hareket etmeden
durdudumuz igin psiko-motor ve fizyolojik olarak olumsuz etkiler. Ozellikle gelisme ¢aginda olan bir kisi
olarak kaslarimizin ve viicudumuz hareket etmesi gerekirken oyun basinda saatlerce oturmak kesinlikle
olumsuz etkiler.” 6.15. “Dijital oyunlarin benim ag¢imdan bu konularda yararli veya zararli herhangi bir
etkisi oldugunu diisiinmiyorum. Clinkii bence bu konu giiniiniin cogunlugunu oyunlarla gegiren kisiler ile

daha alakali oldugunu diisiiniiyorum.”

Ogrencilerin verdiklerini cevaplar neticesinde dinlenme, parmak egzersizleri gelisimi, refleks gelisimi gibi olumlu

etkileri oldugu; boyun ve goz rahatsizligi, hareketsizlik gibi olumsuz etkilerinin oldugu disinilmektedir.

Ogrencilerin dijital oyunlarin akademik basariya etkileri hakkindaki goriisleri;

Ogrencilerin dijital oyunlarin Akademik Basari etkileri Sekil 10'da verilmistir.
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Zeka Gelisimi

Akademik Hizl Diisiinme

Zaman Kaybi

Sekil 10. Dijital Oyunlarin Akademik Basariya Etkisi

Sekil 10'a gore 6grencilerin verdiklerini cevaplar neticesinde zekd gelisimi, hizlh diisinme gibi olumlu etkileri
disindlirken; gorevlerini aksatma, akademik basari dusisli, zaman kaybi gibi olumsuz etkilerinin oldugu

disilmektedir.

0.1. “Benim akademik basarimda neredeyse hic etkisi yok oyunlara pek ilgim olmadig icin.” 6.2.
“Etkilemiyor akademik yasantim daha &nde geliyor.” 0.3. “Etkileri olsa da abartilacak kadar biyiik
sonuglari olusturmaya yani etkileri az.” 0.4. “Gérevlerimi kisitlamam ancak bir oyunda olumluda
etkilemez, ancak sikinti olmuyor.” 6.5 “Cok fazla zaman ayirmadigim icin neredeyse hic etkilemiyor
denebilir.” 0.6. “Az da olsa derslerden uzaklastiriyor beni.” 0.7. “Dijital oyunlar akademik basarimi hig iyi
etkilememistir simdiye kadar ¢iinkii ben dijital oyunlari eglence amagli kullanmisimdir.” 0.8. “Dozunu
kagirirsan tabi ki koti etkiliyor. Ama sinirini bilirsen olumsuz etkilemez.” 6.9. “Oyun ile akademik basarim
arasindaki dengeyi saglayabiliyorum dolayisiyla etkilemiyor.” .10. “Akademik anlamda belki hizh
diisiinme agisindan beni gelistirmis olabilir. Onun disinda pek etkisi oldugunu disiiniiyorum.” 0.11.
“Iradesini bu alanda ¢ok iyi yénlendiren arkadaslarim oldugunu biliyorum ama benim akademik hayatimi
tam anlamiyla olumsuz etkiliyor.” 6.12. “Olumlu bir etkisi yok ama bir giinde oynamam gereken siireyi
asmadigim icin olumsuz etkisi de olmuyor.” 0.13. “Benim akademik hayatima dijital oyunlarin pek etki
ettigini séyleyemem.” 0.14. “Dijital oyunla oynamak zaman kaybina sebep olur. Hicbir verim almadan
saatlerce ekrana bakarak zaman gecirmeye calismak akademik basariyi olumsuz etkiler bunun yerine
kendimi fiziksel ve mental olarak gelistirebilecegim aktiviteler yapmayi tercih ediyorum.” 6.15. “Akil ve
zeka gelistirmede yardimci olan oyunlar oynuyorum. Bu ylizden olaylari daha hizli kavramami, en iyi

sekilde yorumlamami ve en dogru sekilde ¢6ziim yolu tiretmemi saghyor.”

Ogrencilerin verdiklerini cevaplar neticesinde zeka gelisimi, hizli diisinme gibi olumlu etkileri dusiiniiliirken;
gorevlerini aksatma, akademik basari disisl, zaman kaybi gibi olumsuz etkilerinin oldugu distlmektedir.
TARTISMA ve SONUC

Ogrencilerin dijital oyun tanimi hakkindaki verdikleri cevaplara bakildiginda, bos zamani degerlendirme, eglenme

araci, elektronik cihaz kullanma gibi cevaplar verdiklerini goérliyoruz. Bu cevaplar neticesinde 6grencilerin dijital
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oyunu bos zamanlarda eglenmek amaciyla kullandiklari bir teknolojik rekreatif egzersiz olarak gérmektedirler.
Dijital oyun; bilgisayarda, oyun konsollarinda, cep telefonlarinda yer alan (Rideout vd., 2010), ¢esitli teknolojilerle
programlandiktan sonra kullanicilara gorsel zemin hazirlanip, kullanici girisi yapilarak oynanan oyunlardir (Cetin,
2013). Farkh birgok yazihmla programlanip teknoloji tabanl olan bu oyunlar, bilgisayar oyunlari, dijital konsol

oyunlari ve ¢evrimici oyunlar olarak giinimizde kullaniimaktadir (Gokgearslan ve Durakoglu, 2014).

Ogrencilerin dijital oyunu giinde kag saat oynadiklarina dair verdikleri cevaplara baktigimizda, bazi 6grencilerde
ilk basladiklarinda daha fazla vakit gecirdikleri daha sonralarda bu vaktin azaldigi gérilirken, bazi 6grencilerde
ise ilk oynamaya basladiklari siireye gore ciddi oranda artis oldugu tespit edilmistir. Oyun bagimliligi DSM V'te;
yogun ve tekrarlayici olarak, sik sik baska oyuncularla beraber oyun oynamak igin internet kullanimi seklinde
tanimlanmaktadir. Oyun bagimlilarinda oto-kontrol kaybi, tolerans gelisimi, engellenmeye karsi tepki ve ofke ile
tepki gosterme, sorumluluklari ve yakin iligkileri ihmal etme, temel ihtiyaglari erteleme gibi bir takim bilissel ve
davranissal belirtiler gorilmektedir (Koroglu, 2013). Mustafaoglu ve Yasaci (2018) tarafindan yapilan bir
arastirmada, tlkemizde dijital oyunlara baslama yasi ortalama 4-5 ve giinlik oyun siiresi ortalama 3 saat olarak

tespit edilmistir.

Ogrencilerin dijital oyun oynarken giinliik hayattaki aksattigi gérevlere iliskin verdikleri cevaplara bakildiginda,
akademik basarilarini olumsuz etkiledigini, sosyal hayatinda aksakliklar meydana geldigini, spor (fiziksel aktivite)
yapmaya vakitlerinin kalmadigi goérusleri 6ne c¢ikmaktadir. Griffiths ve Meredith (2009), yaptiklari bilimsel
arastirmalar sonucunda, dijital oyunlarin ¢ocuklar tizerinde fizyolojik birgok etkisinin oldugunun kanitlandigini
ifade etmektedirler. Bu etkilerin genel olarak karpal tiinel sendromu, géz kurulugu, bas ve sirt agrisi, diizensiz

beslenme, kisisel bakim ve temizligin aksatilmasi ve uyku bozuklugu gibi sorunlar seklinde belirtilmistir.

Ogrencilerin dijital oyun oynarken gercek yasamla iliskilerine dair gériislerine verdikleri cevaplara bakildiginda,
katihmcilarin bir kismi dijital oyunun sanal bir ortam oldugunu, gercek yasamla iligkisinin olmadigini disliniirken,
bir kismi bu gorislerin aksine gercek hayata hazirladigini distinmektedirler. Dijital oyunlar; gercek diinyada
yapamadiklari veya imkansiz hayal Urlnlerini gerceklestirebildikleri bir ortam sunar. Bireylerin duygularini
harekete gegirir, heyecan ve merakini tahrik eder. Bireylere kazanma duygusunu tattirma ve oyuna hakim
olabilme sansi verir (Ogel, 2012). Kneer ve arkadaslari (2014) calismasinda dijital oyunlarin, oyuncularin ézellikle
sosyal agidan davranissal problem gelisimini etkiledigini ve mevcut olan psikolojik problemler ile iliskilendirdigini
belirtmistir. Dogu’ya gbre oyunlar (2006), turlerin gelisiminde evrimsel bir role sahiptir ve daima sosyal bir gérevi
yerine getirmislerdir. Oyunlarin kiltirin ve gergeklik algisinin bir disavurum araci olan en zengin diinyalar oldugu

duslintilmektedir.

Ogrencilerin dijital oyunun psikolojik etkileri hakkindaki gériislere verdikleri cevaplara bakildiginda, sinir, stres ve
sugluluk duygusu gibi olumsuz psikolojik sonuglarinin oldugu diger taraftan bazi 6grenciler igin iletisim kurma
becerisini gelistirdigi, 6zgliven kazandirdigi, rahatlama hissi olusturdugu, korkulariyla bas edebilme yetenegini

gelistirdigi sonucuna ulasabilir. Mutluluk, seving, aci, acima, korku, kaygi, dostluk, diismanlik, kin, nefret, sevgi,
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guven duyma, bagimlilik, bagimsizlik, ayrilik gibi pek ¢ok duygusal tepkiyi cocuk oyun yolu ile 6grenmektedir
(Pehlivan, 2012).

Ogrencilerin dijital oyunlarin Bilissel/Zihinsel olarak etkileri hakkindaki cevaplarina bakildiginda, eglendikleri,
guzel vakit gegirdikleri, strateji olusturduklari, odaklanma becerisinin gelistigi ve hizli dislinme becerilerinin
arttigini sdylemektedirler. Gunliik yasamin gergek sorunlarindan, stresten ve korku gibi islevsiz gorliinen

duygulardan kagmak icin dijital eylemler konforlu ve eglencelidir (Tran vd., 2013).

Ogrencilerin dijital oyunlarin Duyussal/Duygu olarak etkileri hakkindaki gériislerine baktigimizda, hizli karar
verme becerisini gelistirdigini, 6ngorulli olmalarina faydali oldugu, mantikh kararlar vermelerini sagladigl,
streslerini azalttig1 gibi olumlu cevaplar alinirken, dijital oyunlarin kendilerini agresif bir tutuma yoénelttigini
gorisleri de mevcuttur. Wan ve Chiou (2006) ¢alismasinda, dijital oyun bagimlilarinda online oyun oynamamak
memnuniyetsizlik duygusu yaratmakta oldugu ve bu bagimhhigin nedeninin tatmin arayisindan ¢ok tatminsizligin
giderilmesine baglanmakta oldugu sonucuna ulasiimistir. Akandere (2013), ¢ocugun oyun yoluyla duygusal
tepkilerini denetim altina aldigini, sorunlarindan uzaklastigini, 6z gliven kazandigini ve en énemlisi seving ve haz

duygularini yasayarak eglence-eglenme duygusunu yasamasina yardimci oldugunu ifade etmektedir.

Ogrencilerin dijital oyunlarin Sosyal Gelisimi nasil etkiledigi hakkindaki gériislerine bakildiginda, yeni oyun
arkadaslari edindiklerine, bu yeni arkadaslarla iletisimlerinin gergin oldugunu dile getirmislerdir. Ayrica gercek
hayattaki arkadasliklarini olumsuz etkiledigini ve kendilerini asosyal birer birey yaptiklarini disinmektedirler.
Bireyler iliski ihtiyacini, dijital oyunlar oynayarak ya da internet etkinliklerinin disinda gercek yasamda baskalari
ile etkilesim kurmaya calisarak ve sosyal aktivitelere yonelerek karsilamaya ¢alismaktadir. Ailesi ile uygun sekilde
iliski kuramayan (Wang ve Wang, 2013), iliskilerinde diismanca duygular (Hasan, ve ark., 2013) ve siddete egilimi
olan (Fischer, Kastenmiuller ve Greitemeyer, 2010), siddeti normallestiren (Anderson ve Bushman, 2009)
ergenlerin dijital oyun bagimliligi riskinin yliksek oldugu bilinmektedir. Ng ve Hastings (2005) ¢alismasinda, online
oyun bagimhligi, madde bagimhliginin bazi olumsuz yonlerinin benzedigi, okulda basarisizlik, ailesel problemler
ve iliskisel sorunlar gibi sonuglara yol actigi belirlenmistir. Kneer ve Glock (2013) dijital oyun bagimliliginin belirli
ozelliklerle (6rnegin, benlik saygisi) ve zayif sosyal ortamlarla (6rnegin, olumsuz iliskiler) iliskili oldugunu

belirtmistir.

Ogrencilerin dijital oyunlarin devinimsel/psiko-motor ve fizyolojik olarak etkileri hakkindaki cevaplarina
bakildiginda, parmak egzersizi yaptiklarini ve parmaklarinin gelistigine, reflekslerinin eskisine nazaran daha iyi
oldugunu disiiniirken; boyun ve sirt agrisi olusturdugunu dile getirmislerdir. Masalisti bilgisayar kullanimina
gore tablet kullaniminin ¢ocuklarda daha esnek ve asimetrik govdeye, daha fazla 6ne egilmis ve ylkseltilmis
omuzlara ve boyun gevresi kaslarinin artmis aktivitesine neden oldugu bildirilmistir. Bununla birlikte, durus
bozuklugu ve artmis kas aktivitesinin oldugu vicut bélimlerinde daha fazla kas-iskelet problem oldugu

saptanmistir (Straker vd.,2008). Mustafaoglu ve Yasaci, (2018) ¢ocuklarin teknolojik cihazlari uygun olmayan
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sure, siklik ve farkli durus pozisyonlarinda kullanmalarinin gelisimsel problemler, kas-iskelet sistemi problemleri,

fiziksel inaktivite, obezite ve uyku kalitesinde yetersizlik gibi saglik riskleri dogurdugu bildirmistir.

Ogrencilerin dijital oyunlarin akademik basariya etkileri hakkindaki gériislerine bakildiginda, zeka gelisimine katki
sagladigl, hizli digtinmelerini etkiledigi gibi olumlu distinceler belirtilirken; dijital oyunlarin zaman kaybi
oldugunu da dusiinmektedirler. Yapilan ¢alismalarda asiriya kagmadan dijital oyun oynamanin normal oldugu,
hatta oyunlarin duygusal bosalma ve rahatlama gibi olumlu katkilari oldugu bildirilmistir (Prot vd., 2014). Ayrica,
dijital oyunlarda verilen komutlari takip edebilme, el-g6z koordinasyonu, motor yeteneklerde ilerleme olmasi gibi
yeterlilikleri destekledigi de goriilmektedir. Bununla birlikte, gocuklarin problem ¢ézebilme, mantik ylirttebilme,
analiz yapabilme ve karar verme becerilerini destekledigi ayni zamanda da strateji ve tahmin edebilme

yeterliliklerini desteklendigi belirtilmektedir (Kim ve Smith,2017).

Spor lisesi ve fen lisesi 6grencilerinin dijital oyunlar hakkindaki gorisleri incelendiginde, dijital oyunun bos zamani
degerlendirmek igin bir ara¢ oldugunu, dijital oyunlarin gergek hayata hazirlik siirecine destek oldugunu, dijital
oyunlar sirasinda keyifli vakit gecirdiklerini, hizli karar verebilme ve 6ngéri yeteneklerinin gelistigini, yeni
arkadaslar edinebildiklerini ve reflekslerinin gelismesi yoninde olumlu etkileri oldugunu distiniirken; sosyal,
akademik ve fiziksel olarak olumsuz etkileri oldugunu, psikolojik olarak ise sinir, stres ve sugluluk duygusuna
itildiklerini belirtmislerdir. Sonug olarak, oyunlar 6zellikle 6grenciler arasinda popitler ve yaygin eglence araci
olarak kullaniimaktadir. Egitici, 6gretici ve gelistirici oyunlar uygun zaman élgileri icinde ve kontrollii oynanirsa

ergenlerin gelisimine katki saglayacagi s6ylenebilir.
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