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Oz

Calisma, dijital oyunlarin ¢gocuk ve ergenlere etkileri ile ilgili glincel literatlirl sistematik incelemek
amaciyla yapilmistir. 2010-2018 yili arasi dort veri tabani “computer/video/digital game/oyun” ve
“effect/etki” anahtar kelimeleri ile taranmistir. Calismaya dahil edilme kriterlerine uygun 51 makale
degerlendiriimistir. Degerlendirilen ¢alismalarin gogunda isbirlik¢gi/rekabet¢i (n=2) ve egitsel (n=15)
oyunlarin; yeni bilgi kazanma, okuma yazma becerisi, sorgulama temelli 6grenme, 6grenme
motivasyonu, teknoloji kabulli, problem ¢6zme, ders basarisi, saglikli beslenme, sinif ici etkilesime
olumlu etkisi olmustur. Hareket algilayici oyunlar (n=8); antropometrik &l¢climler, viicut yag orani,
fiziksel aktivite, akademik basari, yasam kalitesi, nesne kontrol becerisi, enerji tiketimine olumlu
etkilidir. Nitekim, siddet icerikli (n=8) ya da o6zellik belirtimeyen oyunlarin (n=17); kontrolsiz
kullaniimasi saldirganlik, anksiyete, depresyon, heyecan arayisi, kural tanimaz davranislar, sosyal
problemler, okula silah tasima, dislanma, tuzlu atistirmalik tiketimi, hareket hastaligi, bel agrisi,
psikolojk uyumsuzluk, Gzinty, intihar disiincesi, yaraticilik, dikkat sorunlari, okul faaliyetlerinin yerini
okul digi faaliyetlerin almasi, kilo, uyku kalitesi-stresi, strdurilebilir dikkat, okuma yazma becerileri
Gzerine olumsuz etkilerinin oldugu gdsterilmistir. Cevrim-ici sosyal video oyunlarinin (n=1) ise sosyal
cevre blyuklugu ve kalitesi izerinde olumsuz etkisi bulunmustur. Egitsel, hareket tabanl, isbirlikci-
rekabet¢i oyun tirlerinin egitim-6gretimde, davranis kazandirma ve slrdirme programlarinda
kullaniminin arttinlmasi ve desteklenmesi, diger oyun tirlerinin ise basta erkekler olmak lzere
genclerde kontrollii ve bilin¢li kullaniminin saglanmasi énerilmektedir.
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Abstract

This study was conducted with the purpose of systematical investigation of the current literature
about the effects of digital games on children and adolescents. Four databases between the years
of 2010-2018 has been scanned with the keywords of “computer/video/digital game/oyun” and
the “effect/etki”. 51 articles which are matching the criteria of the study were evaluated. Most of
the studies which were evaluated showed that collaborative/competitive (n = 2) and educational
(n = 15) games have positive effects on new knowledge acquisition, the ability to read and write,
inquiry based learning, learning motivation, technology adoption, problem solving, course success,
healthy eating and classroom interaction. Motion sensor games (n = 8) have a positive effect on
anthropometric measurements, body fat ratio, physical activity, academic achievement, quality of
life, the ability to control objects and energy consumption. On the other hand, it was shown that
uncontrolled use of violent (n = 8) or not specified type games (n = 17) had negative effects on
aggression, anxiety, depression, seeking excitement, violator behaviors, social problems, carrying
a gun to school, social exclusion, habit of consuming salty snacks, movement disorder, low back
pain, psychological disharmony, sadness, suicidal thoughts, creativity, attention problems, replacing
school activities with out-of-school activities, weight, sleep quality and , sustainable attention,
reading and writing skills. It is found that online social video games (n = 1) have a negative effect
on the size and quality of social circle. It is recommended that the use of educational, movement-
based and collaborative-competitive game types should be encouraged and increased in education,
behavior shaping and sustaining programs, while playing other game types are recommended to be
controlled and should be played consciously by adolescents and especially by males.

Keywords: Digital Games, Video Games, Computer Games, Positive Effects, Negative Effects.

Giris

Gegctigimiz yirmiyiligerisinde, dijital oyunlar giderek yayginlagsan bos zaman aktivitesi haline
gelmistir. Dijital oyun endustrisi diinyada 30.4 milyar dolar tiketici harcamasi ile medya
dinyasinin énemli bir b&limini olusturmaktadir (Entertainment Software Association,
2017). Oyun endustrisinin hizla blyUmesi, bircok cihaz (6rnegin, bilgisayar, konsol,
portable cihazlar, mobil cihaz) ve birgok kanal Gzerinden (6rnegin, bireysel ve ¢evrimigi)
ulasilabilir olmasi ve ntfusun buytk ¢cogunlugunun internet ve bilgisayar teknolojilerine
sahip olmasi dijital oyunlara artik daha kolay ulasma imkani saglamaktadir. Eglence Yazilim
Birliginin (Entertainment Software Association, 2017) raporunda da Amerika’da hanelerin
% 65’inde duzenli olarak video oyunlari oynayan birey oldugu ve hanelerin % 67’sinin
video oyunlari oynamak igin kullanilan bir cihaza sahip oldugu gercegi gdsteriimektedir.
Sunulan eglence unsurlarinin diger medya araclarinin aksine etkilesim ve iletisim boyutu
tasimasi, bireylere gercek hayatta gerceklestiremedikleri hayallerini gerceklestirme imkani
saglamasi, kazanma tutkusunu, basari ve hakimiyet duygusunu yasatmasi dijital oyunlara
daha fazla ilgi gésteriimesine neden olmaktadir (Ogel, 2012).
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Her yas grubundan oyuncular bulunmakla birlikte, cocuklar ve gencler tarafindan dijital
oyun kullanimi her gecgen giin artmakta ve oynama yasi giderek dismektedir. Galismalar
Ozellikle 10-19 yas arasindaki addlesanlarin daha fazla oyun oynadigini gdstermistir
(Greenberg, Sherry, Lachlan, Lucas, Holmstrom, 2010; Giriffiths, Davies ve Chappell,
2004; Griffiths ve Meredith, 2009; Rideout, Foehr ve Roberts, 2010). Teknolojiyi yakindan
takip eden genclerin dijital oyunlara daha fazla ilgi gosterdigi ve dijital oyunlarin gencler
arasinda popdler kiltir imgesi oldugu bir dénemin yasandigi sdylenebilir (Griffiths ve
Wood, 2000). Tiirkiye istatistik Kurumu (TUIK, 2018)’nun Hanehalki Bilisim Teknolojileri
Kullanimi Arastirmasi sonuglarina gére, bilgisayar ve internet kullanim oraninin 16-24 yas
arasindaki genclerde en yiksek oldugu (sirasi ile % 68,2 ve % 90,7) gosterilmistir. Son U¢
ay icerisinde internet kullanan bireylerin % 35’inin interneti oyun oynama ya da indirme
amaciyla kullandigi belirtilmigtir.

Bugiin oyuncu tercihleri dogrultusunda sekillenmis ¢ok sayida ve farkl tirde oyun
bulunmaktadir. Bu oyun tirlerinin gruplandirimasinda arastirmacilar arasinda kesin bir
gorus birligi yoktur. Oyun tabanli 6grenme ortami saglayan yararli oyunlarin yaninda
siddet 6geleri iceren; adam oldirerek puan alinan, hirsizlik yapilarak tur atlanilan, atilan
yumrukla oyun kazanilan ¢ok sayida siddet igerikli oyuna ulasilabilir (Karaca, 2007).
Nitekim, ¢cocuklarin ve ergenlerin blylk bir kisminin siddet igerikli oyunlar tercih ettikleri
birgok calisma ile gosterilmistir (Gentile, Lynch, Linder ve Walsh, 2004; Allahverdipour,
Bazargan, Farhadinasab ve Moeini, 2010).

Ozellikle aileler ve ergenlerle birlikte calisan profesyoneller, dijital oyunlarin genclere
etkileriyle ilgili endise ve merak duymaktadir. Bu baglamda bazi kaynaklarda dijital
oyunlarin bir yéni ile yorgunluk ve stresi azalttigi, bos zamanlar degerlendirdigi, gorsel-
dikkat becerilerini gelistirdigi ve 6zellikle dijital oyun tabanli 8grenme programlarinin ders
basarisini arttirdidi, insanlar karmasik kent hayatindan, yogun is ve stres ortamindan
uzaklastirarak, eglenmesine, rahatlamasina olanak sagladigi belirtiimistir (Green
ve Bavelier, 2003; Prot, Anderson, Gentile, Brown ve Swing. 2014). Diger taraftan,
bilingsiz ve asirn oyun oynama davraniglarinin neden oldugu psiko-sosyal ve davranigsal
olumsuzluklara ve oyun bagimhligina isaret edilmistir (Roe ve Muijs, 1998; Lo, Wang ve
Fang, 2005; Mehroof ve Griffiths, 2010; Schmit, Chauchard, Chabrol ve Sejourne, 2011).
Yirmi yildan bu yana dijital oyunlarin etkilerini ele alan ¢alismalar yapilmasina ragmen
dijital oyunlarin etkileriyle ilgili halen belirsizlik sirmektedir. Bu sistematik inceleme, dijital
oyunlarin adélesanlara etkisini giincel literatiir dogrultusunda ele almasi bakimindan
onemlidir.

Bu derlemenin amaci, dijital oyunlarin adélesanlarin fizyolojik, davranigsal ve psiko-sosyal
sonugclar Uzerine etkisini arastiran calismalari analiz ederek sistematik olarak incelemektir.
Bdylece dijital oyunlarin etkileri hakkinda adélesanlarla galisan profesyonellere yol
gOsterici olmasi hedeflenmisgtir.
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Yontem

Literatiir inceleme PubMed, Science Direct, ULAKBIM ve MEDLINE veri tabanlarinda
“computer / video / digital game” and “effect” ya da “oyun” ve “etki” anahtar kelimeleri
kullanilarak yapildi. Toplam 14613 makale belirlendi. Tarama, yayin yil 2010-2018 arasi,
yayin dili ingilizce ve Tiirkgce ve tarama alani baslik, 6zet ve anahtar kelimeler olarak
sinirlandinldiginda bu sayi 823 makaleye indi. Ozetleri incelenen 823 makaleden duplike
olanlar atildi. Potansiyel olarak uygun gértilen 181 makalenin tam metni ¢alismaya dahil
etme ve ¢ikarma kriterlerine gére arastirmacilar tarafindan incelendi. Calismanin amacina
uyan 51 makale ¢alismaya dahil edildi. Literatir inceleme sireci Sekil 1’de gosterilmistir.

Sekil 1. PRISMA Literatiir inceleme Siirecinin Akis Diyagrami
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(a]

Moher D, Liberati A, Tetzlaff J, Altman DG, The PRISMA Group (2009). Preferred Reporting
Items for Systematic Reviews and Meta- Analyses: The PRISMA Statement. PLoS Med
6(6). ‘den uyarlandi.

Makale Dahil Etme ve Diglama Kiriterleri

Tdm dahil etme ve dislama kriterleri veritabanlar taranmadan énce olusturulmustur.
Calisma kapsamina alinacak makalelerin segiminde;

® Yayn dili ingilizce ve Tiirkge,

® “computer/video/digital game” and “effect” ya da “oyun” ve “etki” anahtar
kelimeleri ile taranma,
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* Orneklemi 18 yas ve alti ergen ve cocuklarin olusturmasi,
® Oyun oynama sonucunda ortaya ¢ikan etkiyi ortaya koyan,

® QOcak 2010- Eylul 2018 tarihleri arasinda ulusal/uluslararasi hakemli bir dergide
yayimlanma,

® Tam metne ulagilabilme kriterleri dikkate alinmistir.
Verilerin Cekilmesi

Verilerin ¢ekilmesi icin standart bir form gelistiriimis ve veriler buna gére degerlendiriimistir.
Arastirmaci tarafindan calismaya dahil edilen her makaleden veri cekme formuna gore;

+ Ik yazarin adi ve calismanin yayimlanma yili

e Calismanin yapildigi tlke

* Calisma tasarimi

e Katilmci sayisi

* Katilimcilarin yas araligi

e Etkisi degerlendirilen oyunun tirtu

* Sonug degiskenleri

* Oyunun sonug degiskenleri ile iliskisi, verileri ¢cekilerek 6zetlenmistir. Gekilen veriler

Tablo 1’de gosterilmistir.

Bulgular
Makalelerin Ozellikleri

Bu calismada, konuylailgili literattr tarama sonucunda 14.613 makaleye ulasiimistir. Uygun
dahil edilme kriterlerine gére sinirlandirildiginda, bu derleme 2010-2018 yillar arasinda
yapilan 51 makalenin verilerini icermektedir (Tablo 1) (Aghlara ve Tamjid, 2011; Agina ve
Tennyson, 2012; Arbogast ve ar., 2014; Azevedo, Watson, Haighton ve Adams, 2014;
Bakker, Heuvel-Panhuizen ve Robitzsch, 2015; Baranowski ve ark., 2011; Baranowski ve
ark., 2012; Bijvank, Konijn, Bushman, 2012; Bikic, Christensen, Leckman, Bilenberg ve
Dalsgaard, 2017; Borgogna ve ark., 2014; Brom, Preuss ve Klement, 2011; Chang, Pan,
Tseng ve Stoffregen, 2012; Chaput ve ark., 2011; Chaput ve ark., 2016; Creighton ve
Szymkowiak, 2014; Deyreh 2011; Drummond ve Sauer, 2014; Ferguson 2011; Ferguson,
San miguel, Garza ve Jerabeck, 2012; Ferguson, Garza, Jerabeck, Ramos ve Galindo,
2013; Foley ve ark., 2014; Gabbiadini ve Riva, 2018; Gao, Hannan, Xiang, Stodden ve
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Valdez, 2013; Gholamitooranposhti, Sabzaliani ve Aghaei, 2012; Gunter ve Daly, 2012;
Homer ve ark. 2014; Hwang, Chiu ve Chen, 2015; Inoue ve ark., 2016; Kebritchi, Hirumi
ve Bai, 2010; Kowert, Domahidi, Festl ve Quandt, 2014; Lemmens, Valkenburg ve Peter,
2011; Maddison ve ark., 2012; Messias, Castro, Saini, Usman ve Peeples, 2011; Mo-
Suwan, Nontarak, Aekplakorn ve Satheannoppakao, 2014; Parkes, sweeting, Wight ve
Henderson, 2013; Rastegarpour ve Marashi, 2012; Shokouhi-Moghaddam ve ark., 2013;
Sun 2013; Sung, Hwang, Lin ve Hong, 2017; Suziedelyte 2015; Swing, Gentile, Anderson
ve Walsh, 2010; Thompson ve ark., 2015; Weaver, Gradisar, Dohnt, Lovato ve Douglas
2010; Weis ve Cerankosky 2010; Williams, Hecht, DeSorbo, Hug ve Noble, 2013; Wolfe
ve ark., 2014; Vernadakis, Papastergiou, Zetou ve Antoniou, 2015; Yabe ve ark., 2018;
Yang 2012; Ybarra, Huesmann, Korechmaros ve Reisner, 2014; Yu, Yu, Fan ve Wang,
2014).

Makalelerin % 7,8’i 2010 yilinda, % 15,7’si 2011 yilinda, % 19,6’si 2012 yilinda, %
11,8’i 2013 yilinda, % 23,5’i 2014 yilinda, % 9,8’i 2015 yilinda, % 3,9’u 2016 yilinda,
% 3,9’u 2017 yilinda ve % 3,9’u 2018 yilinda yayimlanmistir. Calismalarin 17’si ABD,
altisi Yeni Zelanda ve Avustralya, besi iran, licli Tayvan, ikisi ingiltere, ikisi Hollanda, ikisi
Japonya’da, ikisi Cin’de, ikisi Almanya’da yapilmistir. Libya, Cek Cumhuriyeti, Kanada,
Kolombiya, Danimarka, Fransa, italya, Tayland ve Yunanistan’da yapilmis birer calisma ve
cok merkezli (22 Ulke) yuritllen bir calisma vardir. Makalelerin sekizi randomize kontrolli
calisma (RKC), 17’si girisimsel, sekizi boylamsal, 16’sI kesitsel ¢calisma tasarimina sahiptir.
iki calismada ise hem kalitatif hem de kantitatif calisma tasarimi birlikte kullaniimistir.

Katilimcilar

Arastirmalarin érneklem buyUkIigu arasinda biyik farkliik vardir. Katilimer sayisi 13 ile
192 000 arasinda degismektedir (toplam 278 755 katilimci). Ug arastirma sadece erkek
(Chaput ve ark., 2011; Shokouhi-Moghaddam ve ark., 2013; Weaver ve ark., 2010), biri
ise sadece kiz (Rastegarpour ve Marashi, 2012) katiimcilardan olugsmustur. Katilimcilarin
yaslar 3 ile 18 arasindadir. Bir arastirma ise sadece dikkat eksikligi hiperaktivite bozuklugu
(DEHB) tanisi konulmus ¢ocuk ve ergenlerle calismayi yuritmastir (Bikic ve ark., 2017).

Dijital Oyunlar ve Etkileri

Makalelerde etkisi degerlendirilen oyunlar sirasiyla; 6zellik belirtiimeyen (oyuncularin
tercih ettigi oyunlar) (n=15), egitsel icerikli (n=15), siddet iceren (n=8), hareket algilayici
(exergame) (n=8), isbirlikci ya da rekabetci (n=2) ve cevrimigi sosyal etkilesimli (n=1)
oyunlardir. iki makalede oynanma zamani esas alinarak uyku &ncesi oynanan oyunlarin

sonug degiskeni Uzerine etkileri degerlendirilmigtir.
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Davranis degisikligi hedefleri olan ve / veya bigi iceren egitsel oyunlar; yeni bilgi kazanma
(Aghlara ve Tamijid, 2011; Arbogast ve ark., 2014; Bakker ve ark., 2015; Brom ve ark., 2011;
Homer ve ark., 2014; Rastegarpour ve Marashi, 2012; Williams ve ark., 2013), okuma
yazma becerisi (Homer ve ark., 2014), sorgulama temelli 5grenme (Hwang ve ark., 2015),
6grenme motivasyonu (Sung ve ark., 2017, Yang, 2012; Yu ve ark., 2014), teknolojinin
kabulli (Sung ve ark., 2017), problem ¢ézme becerileri (Yang 2012), ders basarisi (Kebritchi
ve ark., 2010; Yu ve ark., 2014) ve sebze-meyve yeme aliskaniigi (Baranowski ve ark.,
2011; Thompson ve ark., 2015) lzerinde olumlu yonde etki gostermistir. Aksine sinif
motivasyonu (Kebritchi ve ark., 2010), 6grenme basarisi (Sung ve ark., 2017, Yang, 2012)
Uzerinde bilgi igerikli egitsel oyunlarin etkisinin olmadigini gésteren g¢alismalar da vardir.
Bikic ve arkadaslarn (2017) da calismasinda DEHB tanisi konulmus cocuk ve ergenlere
uygun olarak gelistirilen Bilimsel Beyin Egitimi egitsel icerikli oyunun biligsel test, dikkat
testleri, DEHB semptomlari Gzerinde anlamli bir etkisinin olmadigini gdstermistir.

Isbirlikgi rekabetci oyunlarin; sinif ici etkilesimi arttirdigi (Creighton ve Szymkowiak,
2014), enerji tlketiminin azalmasina ragmen gida aliminin arttigi (Chaput ve ark., 2011)
calismalarda rapor edilmigtir.

Cevrim-i¢ci sosyal video oyunlarinin ise sosyal cevre bulyukligu ve kalitesi Uzerinde

olumsuz etki sagladigi (Kowert ve ark., 2014) bulunmustur.

Hareket algilayicili kumandalara sahip (exergame) oyunlarin; antropometrik Slgtimler
(Azevedo ve ark., 2014; Foley ve ark., 2014; Madison ve ark., 2012), viicut yag orani
(Foley ve ark., 2014), yasam kalitesi (Azevedo ve ark., 2014), fiziksel aktivite (Gao ve
ark., 2013; Sun, 2013), akademik basari (Gao ve ark., 2013), aerobik siresinin arttiriimasi
(Madison ve ark., 2012), enerji tiketiminin artmasi (Chaput ve ark., 2016) ve erken yas
cocuklarda nesne kontrol becerisi gelismesi (Vernadakis ve ark., 2015) tizerinde olumlu
etki sagladigi bildirilmistir. Diger taraftan hareket tabanli oyunlarin fiziksel aktivite siresi
(Azevedo ve ark., 2014; Baranowski ve ark., 2012; Madison ve ark., 2012), fiziksel aktivite
0z yeterliligi (Azevedo ve ark., 2014), enerji alimi (Chaput ve ark., 2016) ve gida tiketimi
(Chaput ve ark., 2016; Madison ve ark., 2012) sonu¢ degiskenleri Uzerine herhangi bir

etkinin bulunmadigdi ya da etkisiz oldugu saptanmistir.

Siddet iceren dijital oyunlar, disliik akademik basarisi olan ve kontrolstiz uzun siire oyun
oynayan Ozellikle erkeklerde, saldirganlik (Bijvank ve ark., 2012; Gabbiadini ve Riva,
2018; Lemmens ve ark., 2011) heyecan arayisi (Bijvank ve ark., 2012), okula silah getirme
(Ybarra ve ark., 2014) ve sosyal digslanma (Gabbiadini ve Riva, 2018) ile olumsuz iligkisinin
oldugu gosterilmistir. Diger taraftan siddet iceren oyunlarin 6z dizenleyici davraniglar
(duygular, duslinceleri ve davranislar kontrol edebilme) ve yiksek sesle disiinme (Agina
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ve Tennyson, 2012) Uzerinde olumlu katkilarinin da olabilecegi gosterilmistir. Aksine
Ferguson (2012; 2013) ve Gunter (2012) ve arkadaslan calismalarinda siddet iceren
oyunlar ile saldirganlik, siddet davranislan, gérsel-uzamsal alg,, madde kullanimi ve

matematik basarisi arasinda iliski bulamamistir.

Ozellik belirtilmeyen (oyuncularin oynamayi tercih ettigi) diger oyunlar uzun sire
oynayan gocuklarda/ergenlerde; anksiyete, depresyon ve saldirganlik (Deyreh, 2011;
Shokouhi-Moghaddam ve ark., 2013), kural tanimaz davraniglar ve sosyal problemler
(Shokouhi-Moghaddam ve ark., 2013), tuzlu atistirmalik alimi (Borgogna ve ark., 2014),
hareket hastaligi /tasit tutmasi, (Chang ve ark., 2012), bel agrisi (Yabe ve ark., 2018),
olumsuz psikolojik uyum (Gholamitooranposhti ve ark., 2012), yaraticiigin yetersiz
gelismesi (Gholamitooranposhti ve ark., 2012), dikkat sorunlari (Swing ve ark., 2010),
okul faaliyetlerinin yerini okul digi faaliyetlerin almasi, okuma yazma becerileri (Weis ve
Cerankosky, 2010) Gizerinde olumsuz etkileri oldugu gosterilmistir. Messias ve arkadaslari
(2011) glinlik 5 saat ve Uzerinde oyun oynayan ergenlerde UzUntl, intihar ve intihar
planlama dusilincesinin daha fazla oldugunu goéstermistir. Mo-Suwan ve arkadaglari
(2014) haftada 3 ginden az ve 1 saatten az fiziksel aktivite yapan ve giinde 1 saatten
fazla oyun oynayan kizlarda fazla kilo gelisebilecegini gostermistir. Ayrica Drummond
ve Sauer (2014) oyun oynama ile akademik basari arasinda ihmal edilebilecek kadar az
olumsuz yoénde iligki oldugunu gdstermistir. Bazi calismalarda ise Ozellik belirtiimeyen
oyunlari oynayan ¢ocuklarda/ergenlerde dijital oyunlar ile davranis problemleri (Parkes
ve ark., 2013), psikososyal uyum (Parkes ve ark., 2013), fiziksel yakinmalar (Shokouhi-
Moghaddam ve ark., 2013), disinme problemleri (Shokouhi-Moghaddam ve ark.,
2013), dikkat sorunlari (Ferguson, 2011; Shokouhi-Moghaddam ve ark., 2013), akademik
basar (Ferguson, 2011, Deyreh, 2011) ve uyku bozuklugu (Deyreh, 2011) arasinda iligki
bulunmamistir. Aksine Suziedelyte (2015) genclerin problem ¢6zme becerilerinde dijital

oyunlarin olumlu etkisi oldugunu gdstermistir.

Uyku 6ncesi oynanan dijital oyunlarin; uyku kalitesi (Weaver ve ark., 2010), uyku siresi ve

surdurulebilir dikkat (Wolfe ve ark., 2014) Gizerinde olumsuz etkisi oldugu rapor edilmistir.
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Tartisma

Her gecen gln bir adim daha ileriye giden teknolojik gelismeler, sehirlesme ve oyun
alanlarinin yetersizligi arkadas gevresinin daralmasi, ebeveylerin endiseleri gibi nedenlerle
geleneksel oyun etkinliklerinin yerini dijital oyunlar almigtir. Dijital oyunlari oynamanin gocuk
ve gencler arasinda bir prestij meselesi olusturmasi, zeka gdstergesi olarak algilanmasi ve
kendilerini ifade etme araci olarak kullanmalari bu oyunlara olan ilgiyi artirmaktadir. Her
yas grubunda dijital oyuncu olmakla birlikte, oynama yasi giderek dismektedir. Calismalar
ozellikle 10-19 yas arasindaki erkek addlesanlarin asiri oyun oynama yatkinliginin ergen
kizlara ve diger yas gruplarina gére daha yiksek oldugunu géstermistir (Chou ve Tsai
2007; Greenberg ve ark. 2010; Griffiths ve ark. 2004; Griffiths & Meredith 2009; Ko ve
ark. 2005; Rideout ve ark. 2010; Quaiser-Pohl ve ark. 2006). Bu sistematik inceleme de,
dijital oyunlarin ¢cocuk ve ergenlere etkilerini glincel literatiir dogrultusunda ele almasi
bakimindan énemlidir. Calisma sonuglari ile bu alanda calisan profesyonellere genel bir
bakis saglayarak katkida bulunmak hedeflenmistir. Bu kapsamda, son sekiz yil igerisinde
yayinlanmis ¢cogu girisimsel ve kesitsel arastirma tasarimina sahip 51 arastirma makalesi
incelenmistir.

Medyada oyunlarin olumsuz etkilerine yapilan vurguya ragmen, calisma bulgulari, dijital
oyunlar ile sonug degiskenleri arasinda hem olumlu hem olumsuz, hem de etkisiz iligki
oldugunu géstermektedir. Ozellikle egitsel icerikli, hareket algilayici, isbirliki ve rekabetgci
icerik yapisina sahip dijital oyunlarin kullanildigi makalelerin hi¢birinde olumsuz etki
goérilmemistir. Yani sira bu oyun tirleri yeni bilgi kazandirma, okuma yazma becerisi,
sorgulama temelli 6grenme, 6grenme motivasyonu, teknoloji kabulli, problem ¢dzme,
ders basarisi, saglikl beslenme, sinif igi etkilesimi, antropometrik dlgtimler, viicut yag
orani, fiziksel aktivite, akademik basari, yasam kalitesi, nesne kontrol becerisi, enerji
tiketiminde olumlu yénde artis saglamistir. Cocuklarin gelisim dénemlerine ve mufredat
icerigine uygun olarak hazirlanmis oyunlarin 6grenmeyi hizlandirdigi, hedef konu/ders
ile ilgili basaryr arttirdigi, 6grencilerin ilgisini ve dikkatini ¢ektigini gosteren calismalar
bulunmaktadir (Connolly, Boyle, MacArthur, Hainey ve Boyle, 2012; Corbett, Koedinger &
Hadley 2001; Gentile & Gentile 2008). Bu oyun tirleri genclerin motivasyonunu arttirarak
basta egitim- 6gretim olmak lzere davranis degistirme sirecine yarar saglayabilir.

Calisma bulgularinda, distk akademik basarisi olan ve siddet igerikli oyunlari oynamayi
tercih eden ve uzun saatler oyunda vakit geciren erkekler icin, anksiyete, saldirganlik,
sosyal problemler, okula silah tasima, enerji tiketiminin azalmasina ragmen gida aliminda
artis gosterilmistir. Siddet igerikli oyunlari ele alan sekiz makalenin tgilinde erkekler icin
olusan olumsuzluklardan s6z edilmektedir. Erkeklerin daha fazla oyun oynadigi, siddet
icerikli oyunlarin erkekler tarafindan daha fazla tercih edildigi ve bagimli oyuncularin
blylk oranda erkeklerden olustugu baska calismalarla kanitlanmistir (Chou, & Tsia, 2007;
Griffiths et al., 2004; Quaiser-Pohl et al., 2006; Ko et al., 2005). Allahverdipour, Bazargan,
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Farhadinasab ve Moeini (2010)’'nin misliman toplumlarda erkek adolesanlarin oyun
davraniglarini inceledigi calismasinda oyun bagimliligi ile erken yaslarda oyuna baslama,
uzun oynama sulresi ve ruh saghgr problemleri arasinda iliski bulmustur. Siddet igeren
dijital oyunlarin saldirganlik ve ilgili degiskenler Uzerine etkisi konusunda bugiline kadar
yapllmis en kapsaml meta-analiz, Anderson ve arkadaslarinin (2010) calismasidir. Bu
meta analiz ¢alismasi 130.000 katiimciyr yansitan 136 arastirma makalesinin analizini
icermektedir. Orneklem hem yayinlanmis hem de yayinlanmamis calismalarin yani sira
Dogu ve Bati kiltirinden ¢alismalar da kapsamaktadir. Bu ¢alisma siddet iceren dijital
oyunlari oynamanin saldirgan davraniglari, distinceleri ve fizyolojik uyariimayi artirdigini
goOstermistir. Ayrica siddet iceren dijital oyunlara uzun siire maruz kalmanin siddete karsi
duyarsizlasma / duslk empati ve sosyal agidan yararli davraniglarda azalma yarattig
sonucunu gostermigtir.

Oyuncularin oynamay tercih ettigi 6zellik belirtiimeyen oyunlar icin problem ¢ézme
becerilerini gelistirme disinda olumlu bir etkiden s6z edilmemekle birlikte bircok bilissel,
davranissal ve psiko-sosyal degisken Gzerinde olumsuz etkiden s6z edilmistir. Genglerin
egitsel, hareket algilayici ya da isbirlikgi/rekabetci icerik yapisindaki oyunlardan ziyade
daha c¢ok siddet igerikli, aksiyon oyunlari oynamayi tercih ettigi ve kontrolstiz, bilingsiz
kullanim yayginhiginin fazla oldugu dikkate alindiginda bu sonugclar sasirtici degildir.

Sonug¢ olarak, dijital oyunlarin potansiyel olumlu ve olumsuz etkilerini inceleyen
calismalarin kanitlari, gocuklarin gelisim slreclerine uygun tasarlanmis egitsel, hareket
algilayici ya da igbirlikgi/rekabetgci icerige sahip oyunlarin gocuklarda olumlu davraniglar
kazandirmada etkili olabilecegini gdstermektedir. Buna karsin siddet icerikli ve cevrim ici
sosyal etkilesimli oyunlarin kontrolsiiz, uzun saatler ve sik oynanmasi dijital oyun bagimhligi
basta olmak Uzere bircok psikososyal ve davranigsal soruna neden olabilmektedir. Dijital
oyunlarin gocuk ve ergenler Uzerindeki etkilerini glincel literatlir dogrultusunda ele almasi
bakimindan énemli olan bu galismada egitsel icerikli, hareket tabanl, isbirlik¢i ve davranig
gelistirmeye ydnelik oyun tlrlerinin egitim-6gretimde, davranis kazandirma ve sirdirme
programlarinda kullaniminin arttirimasi ve desteklenmesi, diger oyun tirlerinin ise basta
erkekler olmak lizere genclerde kontrolll ve bilingli kullaniminin saglanmasi 6nerilmektedir.
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EXTENDED ABSTRACT

The Effects of Digital Games
on Children and Adolescents:
Literature Review

Aylin Yalcin Irmak*
Aysun Ardic**

Introduction

In the last 20 years, digital games had become free time activity with gradually increasing
popularity. With 30.4 billion dollars consumer spending all around the world, digital
gaming industry comprises an important part of media world (Entertainment Software
Association, 2017). The rapid growth of the gaming industry, accessibility via many devices
(for example, computer, console, portable devices, mobile device), via many channels (for
example, individual and online) and availability of Internet and computer technologies for
the majority of the population have provided an easier access to the digital games. In the
2017 report of Entertainment Software Association also states the fact that in America,
65% of households there is someone who plays video games on a regular basis and
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67% of households had devices which people can play video games on. Unlike other
media entertainment elements, having the interaction and dialog dimensions, providing
the opportunity to fulfil the dreams which people could not actualize in the real world,
passion for winning, offering the experience of success and domination causes more
attraction toward digital games (Ogel, 2012).

While there are players from every age group, the use of digital games amongst children
and adolescents is becoming more and more common every day and playing age
decreases steadily. Studies showed that adolescent between the ages of 10 and 19
are playing games more (Greenberg et al., 2010; Griffiths, Davies and Chappell, 2004;
Griffiths and Meredith, 2009; Rideout, Foehr, and Roberts, 2010). It can be stated that we
are experiencing a period where the young people who closely follow technology show
great interest in digital games and digital games are considered as a popular culture
image amongst the young people (Griffiths and Wood, 2000). According to the results of
Household Survey on information technology conducted by Turkey Statistics Institution
(TSI, 2018), it is shown that the computer and Internet use rates are highest amongst
the ages between 16-24 (68.2% and 90.7%, respectively). It is determined that 35%
of individuals who used the Internet in the last three months utilized it to play games or
download.

Especially families and professionals working with adolescents are concerned and
curious about the effects of digital games on adolescents. In this context, it is stated in
some resource that digital games provide an opportunity of relaxation and entertainment
by relieving stress and fatigue, making use of spare time, improving visual-attention skills
and enhancing school success especially with digital game based learning programs,
taking people away from complicated city life and reducing the intense work and stress
environment (Green and Bavelier, 2003; Prot et al., 2014). On the other hand, it has been
pointed out that psycho-social and behavioral adversities and game addiction were
caused by insensible and excessive gaming behavior (Roe and Muijs, 1998; Lo, Wang
and Fang, 2005; Mehroof and Giriffiths, 2010; Schmit et al., 2011). Even though studies
has been conducted about the effects of digital games for twenty years, uncertainity
about their effects still continues. This systematic examination is important in regard to
understanding the effects of digital games on adolescent in accordance with literature.

The purpose of this review is the systematical examination of the analysis of the studies
on the physiological, behavioral and psychosocial results of the digital games on
adolescents. Thus, it is aimed to be a guide in the subject of the effects of digital gaming
for the professionals who work with adolescents.

Method

Literature review made by using the keywords of “computer/video/digital game” and
“effect” or “oyun” and “etki” on the PubMed, Science Direct, ULAKBIM and MEDLINE
databases. In total, 14613 articles are specified. This number reduced to 823 articles
when scan area was limited by title, abstract and keywords, and publishing year set
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between the years of 2010-2018 and publication languages as English and Turkish. The
abstracts were reviewed and duplicated ones were ignored. The full texts of potentially
eligible 181 articles were examined by the researcher according to the inclusion and
exclusion criteria. 51 articles which fit the study were included in the study.

All the inclusion and exclusion criteria were set before scanning the databases. While
selecting the articles within the scope of the study, determined criteria were as follows;
published in English and Turkish, scanned with the keywords of “computer/video/
digital game” and “effect” or “oyun” and “etki” keywords, sampled with the adolescents
and children under 18 years of age, manifested the effects that occur as a result of
playing games, published in a national/international refereed journal between January
2010-September 2018 and accessibility of the text as a whole.

A standard form was developed for the extraction of data and evaluations were made
accordingly. According to the data extraction form; name of the first author, publishing
year, country of origin, study design, number of participants, age range of participants,
type of the game whose effects were evaluated, result variables and relationship of the
game with result variables were extracted from each article that is being used by the
researcher.

Findings

The games whose effects were evaluated in the study are respectively; games which
do not specify any genres (games that players prefer) (n=15), educational (n=15), violent
(n=8), movement sensor (exergame) (n=8), competitive or collaborative (n=2) and online
social interactive (n=1). In two articles, the effect of the games that are played before the
sleep on the result variable is evaluated based on playing time.

Educational games containing behavioural change goals and/or information on the
related subject are shown to have a positive effect on the acquisition of new knowledge
(Aghlara and Tamjid, 2011; Arbogast et al., 2014; Bakker et al., 2015; Bromine et al., 2011;
Homer et al., 2014; Rastegarpour and Marashi, 2012; Williams et al., 2013), the ability to
read and write (Homer et al., 2014), inquiry-based learning (Hwang et al., 2015), learning
motivation (Sung et al., 2017, Yang, 2012; Yu et al., 2014), adoption of technology (Sung
et al., 2017), problem-solving skills (Yang 2012), school success (Kebritchi et al., 2010;
Yu et al., 2014) and the habit of eating vegetables and fruits (Baranowski et al., 2011;
Thompson, et al., 2015). Contrarily, there are studies which show educational games with
informative content have no effect on class motivation (Kebritchi et al., 2010) and learning
success (Sung et al., 2017, Yang, 2012). In the study of Bikic et al. (2017) it is also showed
that Scientific Brain Training, an educational game which were developed to be suitable
for the children and adolescents who are diagnosed with ADHD, has no meaningful effect
on the cognitive tests, attention tests and ADHD symptoms.
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Collaborative-competitive games have been reported to increase classroom interaction
(Creighton and Szymkowiak, 2014), and although it decreases energy consumption, food
intake has shown to be increased (Chaput et al., 2011).

On-line social video games were found to have a negative impact on the size and quality
of the social environment (Kowert et al., 2014).

It has been reported that exergames have a positive effect on anthropometric
measurements (Azevedo et al., 2014; Foley et al., 2014; Madison et al., 2012), body fat
ratio (Foley et al., 2014), the quality of life (Azevedo et al., 2014), physical activity (Gao et
al., 2013; Sun, 2013), academic achievement (Gao et al., 2013), increasing the duration
of aerobic exercise (Madison et al., 2012), increasing energy consumption (Chaput et
al., 2016) and developing the ability to control the objects in early childhood (Vernadakis
et al., 2015). On the other hand, it is found out that movement-based games have been
found to be ineffective on the result variables of the physical activity duration (Azevedo
et al., 2014; Baranowski et al., 2012; Madison et al., 2012), self-sufficiency of physical
activity (Azevedo et al., 2014), energy intake (Chaput et al., 2016) and food consumption
(Chaput et al., 2016; Madison et al., 2012).

It has been shown that for males who have low academic success and who are
playing extended periods of times, violent digital games are interrelated negatively with
aggression (Bijvank et al., 2012; Gabbiadini and Riva, 2018; Lemmens et al., 2011,
seeking for excitement (Bijvank et al., 2012), and bringing gun to the school (Ybarra et al.,
2014) and social exclusion (Gabbiadini and Riva, 2018). On the other hand, it has been
shown that violent games may have positive effects on self-regulatory behaviors (control
of emotions, thoughts and behaviors) and thinking out loud (Agina and Tennyson, 2012).
On the contrary, Ferguson (2012; 2013) and Gunter et al.(2012) could not find any relation
between violent games and aggression, violent behaviour, visual-spatial perception,
substance abuse or mathematical success.

In children/adolescents, who play other games with unspecified genres (ones that
players prefer to play) for a long time, anxiety, depression and aggression (Deyreh,
2011; Shokouhi-Moghaddam et al., 2013), noncompliant behaviour and social problems
(Shokouhi-Moghaddam et al., 2013), the habit of salty snacks (Borgogna et al., 2014),
motion/vehicle sickness (Chang et al., 2012), back pain (Yabe et al., 2018) negative
psychological adjustment (Gholamitooranposhti et al., 2012), insufficient development of
creativity (Gholamitooranposhti et al., 2012), attention issues (Swing et al., 2010), out-of-
school activities replacing school activities and negative effects on reading and writing
skills (Weis and Cerankosky, 2010) have been shown to exist. Messias et al. (2011) have
shown that sadness, suicide and thoughts of planning a suicide are more common in
adolescents that play 5 or more hours of video games. Mo-Suwan et al. (2014) have
shown that girls who have less than 3 days a week and shorter than 1 hour of physical
activity and who play more than 1 hour a day can likely be overweight. In addition,
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Drummond and Sauer (2014) showed that there is a negligible negative correlation
between gaming and academic achievement. Some studies have not found a correlation
between digital games and behavioral problems (Parkes et al., 2013), psycho-social
adjustment (Parkes et al., 2013), physical complaints (Shokouhi-Moghaddam et al., 2013),
thinking problems (Shokouhi-Moghaddam et al., 2013), attention issues (Ferguson, 2011;
Shokouhi-Moghaddam et al., 2013), academic achievement (Ferguson, 2011; Deyreh,
2011) and sleep disorder (Deyreh, 2011) in children/adolescents who play games that
have unspecified features. On the other hand, Suziedelyte (2015) has demonstrated that
digital games have positive effects on the problem-solving skills of young people.

Digital games played before sleep have been reported to have negative effects on sleep
quality (Weaver et al., 2010), sleep time and sustainable attention (Wolfe et al., 2014).

Discussion

Digital games have started to replace traditional games due to reasons such as
technological developments that take a step further every day, urbanization and lack of
playing fields. Even though there are digital gamers from every age group, gaming age
constantly decreases. Studies have shown that adolescent boys between the ages of 10-
19 have the excessive tendency for game-playing compared to adolescent girls and other
age groups (Chou and Tsai 2007; Greenberg et al. 2010; Giriffiths et al. 2004; Griffiths
and Meredith 2009; Ko et al. 2005; Rideout et al. 2010; Quaiser-Pohl et al., 2006). This
systematic review is important due to its approach of investigating the effects of digital
games on children and adolescents, in line with the current literature. With the results
of the study, it is aimed to benefit professionals working in this field, by providing an
overview. In this context, 51 research papers that were published in the last 8 years, with
a mostly interventional and cross-sectional research design were analyzed.

The study findings have demonstrated positive, negative and neutral correlation between
digital games and the result variables. No adverse effects were found especially in
the papers that handle digital games with educational, motion based, collaborative /
competitive content. In addition to this, such game types have provided positive increase
in acquiring new information, the ability to read and write, inquiry based learning, learning
motivation, technology adoption, problem solving, course success, healthy nutrition,
classroom interaction, anthropometric measurements, body fat ratio, physical activity,
academic achievement, quality of life, object control skills and energy consumption.
There are studies that demonstrate games prepared in accordance with the children’s
developmental stages and curriculum content can speed up learning, increase the
success rate of target topic/lesson, and grab the students’ interest and attention (Corbett,
Koedinger and Hadley 2001; Gentile and Gentile 2008). Such game types may benefit the
behaviour modification process of teenagers, especially education- training via increasing
motivation.
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In three out of eight papers that investigate violent games, negative effects on men were
mentioned. In the study, men that have a low academic success, prefer video games with
violent content and spend long hours in front of those games were found to have anxiety,
tendency towards violence and social problems, and carry guns to school and display an
increase in food consumption even though there is a decrease in energy expenditure. It
has been proven by other studies that men play more video games, games with violent
content are mostly preferred by males and that majority of game addicts are men (Chou
and Tsia, 2007; Griffiths et al., 2004; Quaiser-Pohl et al., 2006; Ko et al., 2005). In their
study, Allahverdipour, Bazargan, Farhadinasab and Moeini (2010) investigate the game
behaviours of male adolescents in Muslim societies and found a correlation between
game addiction and an early age beginning to play games, long hours of game play and
mental health. The most extensive meta-analysis on the subject of violent game content’s
effect on aggression and related variables has been done by Anderson et al. (2010).
This meta-analysis contains the analysis of 136 research papers that reflect 130,000
participants. Sampling covers both published and unpublished works, along with studies
from Eastern and Western cultures. This study has shown that violent digital game content
increases aggressive behaviour, thoughts and physiological stimulation. Furthermore,
being exposed to violent digital game content for too long results in desensitisation to
violence / low empathy and decrease in behaviours for the benefit of social causes.

For the preferred game type of players, with non-specified features, no positive effect
was found except for the improvement of problem solving skills; however, many negative
effects on cognitive, behavioural and psycho-social variables were mentioned. These
results are not surprising considering the fact that young people usually prefer violent,
action games instead of educational, motion based or collaborative/competitive ones
with prevalence of uncontrolled and unconscious use.

Result

As a result, the evidences of studies on potential positive and negative effects of digital
games have shown that educational, motion based or collaborative/competitive games
designed suitably for the development phase of children may be effective for acquiring
positive behaviours in children. On the contrary, violent and online social interaction
games may lead to many psycho-social and behavioural problems, particularly to digital
game addiction, when played without monitoring for long hours and very frequently. In
this study, which is important for approaching the effects of digital games on children
and adolescents in line with the current literature, it is suggested that educational, motion
based or collaborative/competitive games should be utilized more in education-training
and behaviour acquirement whereas other game types should be played in a monitored
and conscious environment, an attention should be paid particularly on males.
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