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ABSTRACT

Introduction: Trends in digital games have increased due to reasons such as technological developments, increasing
urbanization, fewer playgrounds. Digital games are a growing activity among adolescents. Adolescents and young adults are
most interested in digital games that are users of all ages. Nowadays, the time that adolescents spend playing games is
steadily increasing. It is known that digital games affect psychological, physical, social and psychological health of
adolescents.

Objective: In this study, it is aimed to investigate the relation between digital game addiction and psychological and
behavioral problems that can be experienced in adolescents.

Method: In the study, the articles scanned and accessed in Science Direct, Pubmed, Medline, Ulakbim and Google Academic
databases were scanned in a non-systematic way using the keywords "digital game", “"computer game", “behavioral",
"psychological™ and "dependency" .

Findings: Low self-efficacy, anxiety, low self-esteem, incoordination and shyness were found in adolescents with digital
gaming addiction. Game addiction also emerges as a cause of depression, social phobia and anxiety disorder. Gaming addicts
were identified as individuals who thought of social neglect, social and psychological isolation, reluctance to leisure
activities, aggressive behavior, psychological stress, drop in school performance, falling in sleep quality and suicidal thoughts
and less satisfaction in life. Violent games, especially violent games of adolescents, can lead to psychosocial problems such
as aggression, loneliness, depression, tendency towards violence, isolation, lack of attention.

Conclusion: Adolescents use digital games as the most common entertainment tool. The intensive use of digital technology
contributes to the problem of inadequate protective measures for adolescents and to the progression. It may be possible to
assess the behavior of the adolescent at home and at school by co-operation between the guidance teacher-health professional
and the parent-health professional. The Ministry of National Education, the Ministry of Health and the Ministries of Family
and Social Policy can make arrangements nationwide by making decisions.
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OZET

Girig: Teknolojik gelismeler, sehirlesmenin artmasi, oyun alanlarinin az olmasi gibi nedenler ile dijital oyunlara egilim
artmustir. Dijital oyunlar, ergenler arasinda giderek artan bir aktivitedir. Her yasta kullanicisi olan dijital oyunlara en ¢ok
ergenler ve geng eriskinler ilgi gostermektedirler. Giiniimiizde, ergenlerin oyun oynayarak gecirdikleri siire giderek
artmaktadir. Dijital oyunlarin, ergenlerin psikolojik, fiziksel, sosyal ve psikolojik sagliklarini etkiledikleri bilinmektedir.

Amag: Bu aragtirmada, ergenlerde dijital oyun bagimliligi ile yasayabilecekleri psikolojik ve davranigsal problemler
arasindaki iligkinin incelenmesi amaglanmugtir.

Yontem: Arastirmada, “dijital oyun”, “bilgisayar oyunu”, “davramigsal”, “psikolojik” ve “bagimlilik” anahtar kelimeleri
kullanilarak Science Direct, Pubmed, Medline, Ulakbim ve Google Akademik veri tabanlarinda taranmis ve ulasilan yaymlar
sistematik olmayan bir bigimde taranmigtir.

Bulgular: Dijital oyun bagimlisi olan ergenlerde, diisiikk oz-yeterlik, anksiyete, diisik benlik saygisi, uyumsuzluk ve
utangaclik saptanmustir. Oyun bagimliligr ayn1 zamanda, depresyon, sosyal fobi ve anksiyete bozuklugunun bir nedeni olarak
ortaya ¢tkmaktadir. Oyun bagimlist kisiler, sosyal ihmal, sosyal ve psikolojik izolasyon, bos zaman aktivitelerine karsi
isteksizlik, saldirgan davranislar, psikolojik stres, okul performansinda diisme, uyku kalitesinde diisme ve intihar diisiincesi
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ile yasamdan daha az memnun olma diislincesi olan bireyler olarak belirlenmistir. Ergenlerin, 6zellikle siddet iceren oyunlar
saldirganlik,  yalnizlik, depresyon, siddete egilim, izolasyon, dikkat eksikligi gibi psikososyal problemlere yol
acabilmektedir. Dijital oyun oynayan ergenlerde, psikolojik problemlerin yani sira okul basarisinda azalmanin oldugu
saptanmigtir.

Sonug: Ergenler, dijital oyunlar1 en yaygin eglence aract olarak kullanmaktadirlar. Dijital teknolojinin yogun bi¢imde
kullanilmasi, ergenler i¢in koruyucu Onlemlerin yetersizligi problemin olusmasina ve ilerlemesine katki vermektedir.
Ergenler i¢in okullarda gergeklestirilebilecek dijital oyun bagimliliginin belirlenmesine iligkin ¢alismalar ile, buna yonelik
onleme ¢abalar1 Onerilebilir. Rehber 6gretmen- saglik profesyoneli ve ebeveyn- saglik profesyoneli arasinda olusturulacak
isbirligi ile ergenin evdeki ve okuldaki davranislarinin degerlendirilmesi miimkiin olabilir. Milli Egitim Bakanligi, Saglik
Bakanlig1 ile Aile ve Sosyal Politikalar Bakanliklarinin bir arada alacaklar1 kararlar ile, iilke ¢apinda diizenlemeler
gergeklestirilebilir.

Anahtar Kelimeler: Dijital Oyun, Ergen, Psikolojik, Davranigsal, Bagimlilik
1. INTRODUCTION

The most important developmental tools in childhood are games, cultural, psychological,
physical and social contributions. It helps the children to express themselves to their friends,
to improve their relations and communication skills, and to increase their social skills (Kuss,
2013).

Computer and internet make life easier in many areas (D. Gentile, 2009). Computers, the
Internet and mobile devices are provided to children by parents, and children can easily access
computer-based games (Kuss, 2013). More reasons for digital games, access to technology,
easy access to mobile phones and access to digital games are other reasons. In addition, parent
and peer influence is important for the development of attitudes and behaviors (Armsden &
Greenberg, 1987). Another reason for demanding digital games is the inadequacy of
playgrounds and the effect of urbanization. In recent years, it has been observed that the
internet and the computer become a gaming tool, especially the adolescents spend a lot of
time on computer-based games (Durkee et al., 2012; Tsitsika et al., 2014). In one study, peer
influence in adolescents' digital play addiction was noted (Gunuc, 2017). Internet and digital
gaming addictions are more common among adolescents. In a study based on digital gaming
addiction rate among adolescents in Turkey, 10% were found to be 1 (Gunuc & Kayri, 2010).
Factors related to digital game dependence can be listed as age, culture, access to technology,
parental education, income level (Durkee et al., 2012; Tsitsika et al., 2014).

The fact that computer based games are connected to the internet causes the children to move
away from the face-to-face communication with their friends, causing social anxiety and
tension in social skills (D. Gentile, 2009).

Studies show that lack of parental control is an important factor in digital game addiction, due
to the lack of a home environment. Digital play addiction causes depression, low self-esteem
and anxiety in children (King, Delfabbro, & Griffiths, 2010). Digital gaming addiction is
defined as the ability of the gaming individual to leave the game, constant game thinking and
game play (D. Gentile, 2009).

Nowadays, the time that adolescents spend playing games is steadily increasing. It is known
that digital games affect psychological, physical, social and psychological health of
adolescents. In this study, it is aimed to investigate the relationship between digital game
addiction and psychological and behavioral problems that can be experienced in adolescents.

2. METHOD

In the study, the articles scanned and accessed in Science Direct, Pubmed, MEDLINE,
ULAKBIM and Google Academic databases were scanned in a non-systematic way using the

keywords "digital game", "computer game", "behavioral®, "psychological" and "dependency".
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3. FINDINGS AND DISCUSSIONS
3.1. Psychological And Behavioral Findings Caused By Digital Games

Social anxiety is related to being more limited in interpersonal communication. Individuals
with social anxiety choose to pursue other ways of reducing social anxiety and social
relations. Children and adolescents prefer to play computer-based games with the aim of
reducing social anxiety (Lo, Wang, & Fang, 2005; Weinstein et al., 2015). Studies have
indicated that there is a relationship between social anxiety disorder and computer-based
gaming addiction (Kuss & Griffiths, 2012; Mehroof & Griffiths, 2010). Digital play addiction
causes problems such as sleeplessness, difficulty in continuing schooling, inability to
participate in family programs, and difficulty in participating in school activities (Kuss &
Griffiths, 2012). Zboralski and colleagues have found that the use of computers and the
Internet is associated with aggression and anxiety (ZboralskiACD et al., 2009). In a survey of
2,500 people in Norway, the use of problem video games has been associated with low life
satisfaction, depression, and high anxiety (Mentzoni et al., 2011). In the rewarded players
after violent games, it was determined that the players who increased the aggressive thoughts
and aggressive behaviors and the ones punished after the violent games increased the hostile
emotions but did not increase the aggressive thinking and behavior (Carnagey & Anderson,
2005). In a different study of violent digital games, it has been reported that repeated exposure
to violent video games causes individuals to increase their aggressive behavior through
changes in cognitive and personality factors associated with depersonalization (Bartholow,
Sestir, & Davis, 2005). Adolescents who were exposed to too much video game violence
reported that they were more aggressive, frequently engaged in discussion with teachers,
reported that physical brawls did not participate much, and that they performed worse at
school (D. A. Gentile, Lynch, Linder, & Walsh, 2004). Bullying and physical fighting
tendencies are more common in adolescents who play violent video games (Olson et al.,
2009).

In a study with adolescents, the playing of a violent video game for men led to more
aggression than watching television violence (Polman, De Castro, & van Aken, 2008). In a
study performed on adolescents, it was observed that the nervous system interfered with
magnetic resonance imaging due to a short-term violent video game, according to nonviolent
video game (Wang et al., 2009). Findings show that violent games have both short- and long-
term consequences, as well as a reduction in social behavior (Greitemeyer & Miigge, 2014).
In more than one hour of consoles and adolescents playing digital games, more attention
deficit and hyperactivity disorder symptoms have been observed. In addition, over-spending
time for digital games has caused school problems in these individuals (Greitemeyer &
Miigge, 2014). In the 8-18 age group, which is a digital game addict, children and adolescents
were found to have low school grades, attention problems and comorbidities (D. Gentile,
2009). It has been found out that video games have caused attention problems in studies
conducted with 3034 children and adolescents in Singapore (D. A. Gentile, Swing, Lim, &
Khoo, 2012). There has been an increase in hostile emotions in university students playing
violent video games (Hasan, Bégue, Scharkow, & Bushman, 2013). In a study of adolescents
playing violent digital gaming, they observed the suppression of unwanted thoughts and
behaviors by magnetic resonance imaging. In adolescents who play violent games in short
vaults, it has been determined that there is desensitization towards violence (Hummer et al.,
2010). Somatization, paranoid, phobic, anger, obsessive, interpersonal susceptibility and
depression scores were found to be higher in adolescents aged 14-18 who played problem
video games (Starcevic, Berle, Porter, & Fenech, 2011).

The meta-analysis study proved that exposure to violent video games caused aggressive
behavior. Individuals have reported that empathy is reduced, increased in aggressive behavior,
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and having an aggressive conception. It has been determined that the problems that are
developing are not affected by gender and eastern-western culture (Anderson et al., 2010).
Ferguson's meta-analysis argues that violent video games do not constitute aggressive
behavior in individuals (Christopher John Ferguson, 2007). The study of the same researcher
for three years suggests that digital games have no effect on aggression (Christopher J
Ferguson, San Miguel, Garza, & Jerabeck, 2012). In adolescents who spend too much time on
digital games, low academic achievement has been identified (Anand, 2007; Sharif & Sargent,
2006). In a study of children and adolescents in Taiwan, it has been suggested that digital play
addiction is associated with distress, family function, and social skill level. Digital gaming
addiction is negatively associated with academic achievement (Chiu, Lee, & Huang, 2004). It
has been found that playing limited computer games among adolescents is related to adequate
sleep (King et al., 2013; Sharif & Sargent, 2006). Children and adults who play digital games
spend part of their time as sedans (Fullerton, Taylor, Dal Grande, & Berry, 2014).

It is predicted that digital gaming addiction may lead to addictions related to substance use
(Saquib et al., 2017). Adolescents who are addicted to digital gaming view digital games as a
way of escaping cognitive reality (Taquet, Romo, Cottencin, Ortiz, & Hautekeete, 2017).

4. CONCLUSIONS AND RECOMMENDATIONS

It is very important to take some precautions in order to prevent addiction because of the
excessive time period of violent games and adolescents to digital games. Health professionals,
parents and teachers should be informed about the negative effects of digital games to
increase their awareness, since the adolescent's game addiction situation can be observed by
the teacher or the parent. The presence of increased psychological and behavioral symptoms
of adolescence due to play addiction may require psychiatric help.

Adolescents use digital games as the most common entertainment tool. The intensive use of
digital technology contributes to the problem of inadequate protective measures for
adolescents and to the progression. Efforts to prevent digital gaming addiction that can be
implemented in schools for adolescents can be suggested with efforts to prevent this. It may
be possible to assess the behavior of the adolescent at home and at school by co-operation
between the guidance teacher-health professional and the parent-health professional. The
Ministry of National Education, the Ministry of Health and the Ministries of Family and
Social Policy can make arrangements nationwide by making decisions.
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