({[{ E Klj.lléATPR

Egitim Kuram ve Uygulama Arastirmalan Dergisi

ISSN 2149-7702
e-ISSN 2587-0718 DOI: 10.38089/ ekuad.2024.178

Vol 10 (2024) Issue 2, 132-150

Digital Game Habits of Primary School Students: A Cross-Country

Comparison

Zeynep Betiil YILMAZ?, Hasan BAG?, Selami YANGIN3

Abstract

Key Words

Game is both one of the indispensable elements for children's development and
important tools that provide physiological, cognitive, affective, and social
development for children. Given the technological conditions of the 21st
century, children are increasingly turning to digital games and using various
technological tools to play them. This study aims to examine the digital gaming
habits of primary school students and how these habits change in the context of
three different countries. The research was conducted with a phenomenological
design using qualitative research methods. The study group was selected from
one primary school each in Tiirkiye, North Macedonia, and Spain. A total of 18
students, one from each country and six from each school, expressed their views
on digital gaming habits. The data for the study were collected with the help of
semi-structured interview questions developed by Tastekin (2019). The data
obtained was coded using the content analysis method and displayed under 11
themes. As a result of the research, it was revealed that primary school students
in all three countries mostly prefer to play games on devices such as tablets,
smartphones, and computers. In addition, while Turkish and Spanish students
stated that they mostly prefer action games (war, escape, football, etc.),
Macedonian students stated that they mostly prefer to play intelligence games.
Based on these results, it is suggested that tablets, smartphones and computers,
which primary school students are interested in playing games, should be
encouraged to be used for educational digital games and for this purpose,
educational digital games that can be integrated into primary school courses
should be designed.
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Introduction

All children play and interact with their environment through game. Game is also defined as
children's work since it occupies a large place in children's daily life (Duman, 2010). Children develop
their skills and interests through game. Baykog (2006: 148) stated that games support many functions
of children, such as defining, sorting, recognizing, remembering, and problem solving, as well as
developing their social-affective aspects, enabling them to acquire social roles, and completing their
personality development. While games provide physical and academic support, they also reinforce
mental development (Badegruber, 2006; Baranowski et al., 1993; Burdette & Whitaker, 2005;
Cirhinlioglu, 2001; Kogyigit, Tugluk & Kok, 2007; Plummer, 2008; Tatira, 2014). Huizinga's Homo
Ludens is one of the most frequently cited studies in the literature that shed light on game studies.
Huizinga (2017) emphasizes the importance of play by producing the concept of playing human beings.
According to some thinkers, game and culture emerge simultaneously, while Huizinga stated that play
is older than culture. In general, regardless of the structure of society, all research shows that children
are individuals who create their own culture, help shape it, and play within this culture (Smith, 2009).
Game should be considered as a cultural phenomenon. Every society has its own culture and rules
(Akkaya, 2018). Although the forms of game vary according to the cultural characteristics of societies,
it is known that the act of playing games is a form of activity seen in all cultures, from children to adults
(Biricik, 2019). Digitalization and globalization have also affected children and game culture. The
games that children mostly play outside have decreased considerably today. Different cultures and
different social classes prefer the variables of the game according to their own culture. This reveals the
cultural importance of the game (Berne, 2016).

A child's motivation for and expectation of game is one of the important factors in playing games
for a long time (Haagsma et al., 2013). Attributing to this expectation, Shaffer et al. (2005) stated that
digital games, which have become widespread today, build and serve new socio-cultural worlds
including thinking, social interaction, and technology for children to do the things they care about and
tend to do in their daily lives. In other words, children can have the opportunity to fulfill many ideals
that they dream of but cannot realize in the game world. The fact that digital games have attracted so
much attention, especially by children and young people, has brought about discussions on whether
these games are beneficial or harmful for them. Researchers continue to contribute to this debate with
their studies. Studies (Yilmaz, 2019) have revealed that digital games lead to negative outcomes for
children as well as positive products.

Concerns about the effects of the elements contained in digital games on children's moral
development are also increasing. One of the most prominent concerns is whether digital games with
aggression and violence content cause the development of negative moral values in children and young
people (Cooper & Mackie, 1986; Lemmens et al., 2011). While the first generation of digital games
generally focused on entertainment, the new generation of digital games are not only entertaining but
also used for educational purposes such as teaching, learning, and behavioral change, as well as
therapeutic intervention (Annetta, 2010; Griffiths, Kuss & Ortiz de Gortari, 2017). These results reveal
that it is not a healthy point of view to make a general evaluation as useful or harmful to include all
digital games. Therefore, this study is aimed to contributing both to the existing debate in the literature
and to the limited scientific publications by determining the perceptions of children in different countries
about the digital games they play. Again, this study was conducted in three different cultures (Tiirkiye,
Spain, and North Macedonia) to determine whether children's perceptions differ according to the culture
they live in. In this context, the aim of the research is to determine the perceptions of children about
digital games and to compare them in the context of Tiirkiye, Spain, and North Macedonia. Accordingly,
the research problem was formed as ‘How are the perceptions of children attending the 4th grade of
primary school in Tiirkiye, Spain, and North Macedonia about digital games?

Importance of the Research

The contribution of children's games to all developmental areas of children is an undeniable
fact. With the development of technology and the widespread use of the Internet, the games played by
children have started to move from the street environment to the virtual environment, and these games
have started to gain a more important place in children's lives day by day (Yilmaz, 2019). This situation
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has brought about discussions on the effects of digital games on children. In studies on the effects of
digital games, it has been reported that there are positive effects (Aldrich, 2005; Bakar, Tiiziin &
Cagiltay, 2008; Cole & Griffiths, 2007; Garris et al., 2002; Wan & Chiou, 2006) as well as negative
effects (Charlton, 2002; Griffiths, 1995; Griffiths, 2005; Lemmens et al., 2011; Yilmaz et al., 2018). As
can be seen, although the positive or negative effects of digital games on child development are known,
there is no study that addresses the perceptions of children studying in the 4th grade of primary school
in an intercultural framework. However, the Turkish education system follows the same literature on
digital game theory and game behaviors as western societies, which are considered to be at an advanced
level in child education.

Considering the game literature, there are many studies on the effects of violent digital games
and game addiction (Anderson et al., 2004; Weber, Ritterfeld & Kostygina, 2006). In a significant
number of these studies, the psychosocial and behavioral effects of these games were discussed (Dag,
Yayan & Yayan, 2021; Kadan & Aral, 2024; Karakus, Dicle & Kili¢, 2024; Kuss & Griffiths, 2012;
Simsek & Karakus Yilmaz, 2020; Uzunoglu, 2021; Yalcin Irmak & Erdogan, 2016). Simsek and
Karakus Yilmaz (2020) argued that most studies on digital games were collected in certain sample
groups at primary, secondary, and high school levels and that no criteria were applied in the selection
of participants. In addition, the variables associated with digital game addiction in the studies in the
literature are parental guidance (Biricik, 2019), gender (Karakus, Dicle & Kilig, 2024; Soysal & Kartal,
2024; Tonga, 2024), having a computer (Balc1 & Tezer, 2024; Soysal & Kartal, 2024), having an internet
connection (Demir, 2024; Ding et al, 2023; Tuncer Sener & Yorulmaz, 2023), grade level (Gliler &
Ozmaden, 2023, Karakus, Dicle & Kilig, 2024; Soysal & Kartal, 2024), parents' education level (Kaya
etal, 2023; Mogosoglu & Yorulmaz, 2023), number of days of sport (Mutlu Bozkurt, Olgun & Bozkurt,
2023, academic achievement (Demir, 2024; Soysal & Kartal, 2024), age (Bagc1 Cetin, 2023; Demir,
2024), but it is also stated that the theoretical framework has not been sufficiently drawn. Based on this
idea, although the theoretical framework against digital games is generally shared, children's perceptions
of digital games have not been systematically and cross-culturally analyzed in detail. In this period
dominated by technology and the digital age, it is evident that a digital game culture has emerged among
children. Biricik (2019) found that digital games becoming a cultural code and being effective in
children are related to socio-demographic characteristics. Therefore, the lack of a publication in the
literature that determines whether children's perceptions about digital games differ according to the
culture they live in (Tirkiye, Spain, and North Macedonia) makes this study important. In addition, this
study can be considered valuable in terms of contributing to the limited cross-cultural studies and
guiding researchers by creating new areas for cross-cultural studies.

Method

In this part of the study, information about the research model, study group, data collection tool,
data analysis, and validity and reliability of the research are given.

Research design

This research was conducted with the phenomenological design of the qualitative research
method. In phenomenological research, the focus is on the phenomena that are known, but deeper
information is desired (Biyiikoztiirk et al., 2016). In the phenomenological design, the main goal is to
reveal individual perceptions and loaded meanings about the phenomenon (Yildirim & Simsek, 2018).
Since the opinions and preferences of primary school students about their habits of playing digital games
were discussed in line with their opinions, the use of the phenomenological design was found
appropriate.

Study group

The study group of this study consisted of 18 students, six students from each country, who were
studying in the 4th grade of primary school in Tiirkiye, Spain, and North Macedonia in the 2022-2023
academic year. Eleven of the participants were female, and seven were male. The names of the
participant students were not disclosed in any part of the study. Instead, the participant students were
coded as S1, S2, S3, ...., S18. The fact that the study group was selected from different countries may
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cause difficulties in reaching the target group. In the present study, to overcome these difficulties, it was
aimed to reaching the schools in the countries with which our country is cooperating within the scope
of the Erasmus project in which the first author also took part. In this context, schools in Spain and
North Macedonia, which carry out their studies in partnership with our country within the scope of the
project, were identified. Primary school teachers in these countries, which aim to meet on a common
ground with the project, had the opportunity to examine and experience the curricula and practices of
other countries. In addition, the use of digital learning environments and educational digital games were
also included in the project, and it was observed that students tended to play digital games at this stage.
This situation led to the idea that comparing the digital gaming habits of students from different cultures
would make important contributions to the literature. Schools in the relevant countries were contacted
via their institutional e-mail addresses to introduce the subject and purpose of the current study and to
define the target group to be consulted. Six primary school students who were able to express themselves
in English were selected as the study group for online interviews from the schools that agreed to provide
the target group suitable for the purpose of the study (Table 1). The fact that the students included in the
study group have characteristics from different cultures and that the current study aims to reveal the
common patterns of different situations (Baltaci, 2018) led to the selection of maximum diversity
(heterogeneous) sampling from purposive sampling methods. The sample of Tiirkiye was obtained
through convenience sampling, one of the purposive sampling methods. The distribution of the study
group by country, age, gender, and region is given in Table 1.

Table 1. Information about the study group

Age Gender Grade Region
S1 9 M
S2 10 M
S3 10 M ) o
s4 10 = 4 Rize/TURKIYE
S5 10 F
S6 10 M
S7 10 M
S8 9 F
S9 10 F o
510 10 M 4 Logrono La Rioja/SPAIN
S11 9 F
S12 10 M
S13 9 F
S14 9 F
S15 9 F
S16 10 F 4 Debre/ NORTHERN MACEDONIA
S17 9 F
S18 10 F

Data Collection Tool

The data of the study were collected by the interview technique, one of the qualitative data
collection techniques. In the interviews with the students, semi-structured interview questions developed
by Tastekin (2019) to determine their digital gaming habits were used. In this context, the necessary
permission was obtained to use the measurement tool. In order to ensure the content and construct
validity of the interview questions, two experts from the field of primary education were asked for their
opinions on whether the interview questions were appropriate for the primary school level. At this stage,
a form was used in which they could give feedback on each interview question as
appropriate/inappropriate and write their own suggestions if the question was not appropriate. After
receiving feedback from both experts that the questions were appropriate for the level, the measurement
tool was applied to three students studying in the 4th grade of primary school, and student confirmations
were obtained that the questions were understandable. After the expert opinions and student feedback,
it was decided that the measurement tool was suitable for use. For Spanish and Macedonian students,
the English form of the interview questions was used. To test that the meaning of these questions was
the same, preliminary interviews were conducted with an expert in the field of English language as well
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as with primary school teachers in the schools selected from the related countries. At the end of the
interviews, the interview questions were finalized with the arrangements suggested by the experts.

To get the opinions of the study group about their digital game playing habits, 14 questions were
asked. The data were collected through Zoom with Spanish and Macedonian students, face-to-face
interviews with Turkish students, and video and audio recording with the consent of the students. In the
interviews with Spanish and Macedonian students, interview questions were asked in English. Each
interview lasted an average of 30 minutes. Then, the data collected with the help of the audio recordings
taken in the interviews were transcribed without any intervention, and the data obtained after participant
confirmation of the answers were analyzed.

Data analysis

Within the scope of the study, the data obtained from semi-structured interviews were subjected
to content analysis. Neuendorf (2017) defines content analysis as a summary of qualitative analyses of
messages about scientific topics to limit the types of values that occur or are measured in messages. The
basic process in content analysis is to bring together similar data within the framework of certain
concepts and themes and to organize and interpret them in a way that the reader can understand (Yildirim
& Simsek, 2006). In this context, the content analysis of the current research was carried out in four
stages in the processing of the data obtained from the documents: (1) coding the data on digital game
habits, (2) determining the themes related to digital game habits, (3) reviewing the compatibility of
codes and themes, and (4) defining and interpreting the research findings (Yildirim & Simsek, 2006).

After transcribing the records of the interviews, confirmation of the participants was obtained
to prevent misunderstandings. Then, the data were coded by the content analysis method. To create
themes representing the research questions based on the codes created, all three researchers expressed
their opinions and decided on the theme names they agreed on. In this way, a total of 11 themes (game
device, reason for game device preference, game type, reason for game type preference, time spent per
week, location, reason for location preference, reason for playing, purchase preference,
positive/negative effects, and the way to meet the game) were formed from all data and the data were
displayed.

Some measures were taken to ensure the validity and reliability of the research. In this context,
firstly, to enable the replication of the research results in similar environments and situations, the
qualifications of the study groups and the research process were clearly explained. In addition, how the
data collection tool used in the research process was decided and how it was applied was clearly defined.
For example, the pilot studies for the appropriateness of the interview questions, how the interviews
were recorded, and how they were analyzed were clearly explained (Miles & Huberman, 1994). Briefly,
in the method section of the research, explanations that will enable the research findings to be tested
with other studies are included. To ensure the confirmability of the analysis, after the codes and themes
were displayed, the student views on the themes were given in direct quotations without any comments.
In this way, it was tried to provide evidence for the consistency of the participant expressions and the
codes and themes created in the tables. For the transferability dimension, the sample selection method
was specified, and the study process was clearly described. After the interviews with the students, codes
were extracted from the student expressions by content analysis, and the generated themes were
presented with frequency information (Yiiksel et al., 2007).

In order to test the reliability of the coding, some of the data obtained from the interviews were
coded independently by the authors. The results of coding over 20% of the data were brought together,
and it was seen that the data were 95% compatible because of the percentage of agreement according to
Miles & Huberman (1994) formula. The researchers discussed the codes that were not consistent with
each other and reached a consensus on determining a common code.

Findings

In the research conducted to examine the digital game playing habits of primary school students
from Tirkiye, Spain, and North Macedonia, the codes and themes of the participant statements are
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presented in figures. In addition, examples of participant statements that reveal participant codes are
also included in the figure explanations.

The themes and codes obtained from the answers to the question ‘On which platforms
(smartphone, tablet, computer, console, etc.) do you play games?’ are given in Figure 1.

Ve D

. Gaming Device |

Turkiye Spain Northern Macedonia
Smartphone (f=6) Computer (f=5) Tablet (f=5)
Tablet (f=4) Tablet (f=4) Smartphone (f=3)
Computer (f=2) Game console (f=2) Computer (f=2)
Game console (f=1) Switch (f=2) Game console (f=1)

Smartphone (f=1)

Figure 1. Comparison of the codes belonging to the game device theme according to countries

According to Figure 1, it is seen that Turkish students mostly prefer smartphones to play games
(f=6), followed by tablets (f=4), computers (f=2) and game consoles (f=1). An example of a Turkish
participant's statement regarding the game tool preference is given below.

S5: ‘I have my own mobile phone and tablet, and | play with them.’

It is seen that Spanish students mostly prefer to use computers to play games (f=5), followed by
tablets (f=4), game consoles (f=2), switches (f=2), and smartphone (f=1). An example of a Spanish
participant's statement regarding the game tool preference is given below.

S7: ‘I play games on a computer, tablet, phone, game console, and switch.’

It is seen that Macedonian students mostly prefer to use tablets to play games (f=5), followed
by smartphones (f=3), computers (f=2), and game console (f=1). An example of a Macedonian
participant's statement regarding the game tool preference is given below.

S18: ‘I play on a tablet.’

The themes and codes obtained from the answers to the question ‘What is the reason why you
play on the platform of your choice?’ are given in Figure 2.

Reason to Prefer the Gaming Device

Tirkiye Spain Northern Macedonia

Individual using (f=2) Ease of use (f=3) Screen width (f=5)
Screen width (f=1) Individual using (f=2) Enjoyment (f=2)
Content richness (f=1) Speed (f=1) Individual using (f=1)
Internet infrastructure (f=1) Content richness (f=1) Ease of use (f=1)

Figure 2. Comparison of the codes belonging to the theme of game device preference according to
countries
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According to Figure 2, Turkish students stated that they preferred the game device mostly
because of the possibility of individual use (f=2). In addition, screen width (f=1), content richness (f=1),
and internet infrastructure (f=1) are also among the reasons for preferring the game device. An example
of a Turkish participant's statement regarding the reason for preferring the game device is given below.

S5: ‘I feel more comfortable using my belongings.’

Spanish students stated that they preferred the game device mostly because of ease of use (f=3).
In addition, individual use (f=2), speed (f=1), and content richness (f=1) are also among the reasons for
preferring the game device. A sample Spanish participant statement regarding the reason for preferring
the game device is given below.

S7: ‘I like to play games with Switch the most because it has more registered games than other
platforms.’

Macedonian students stated that they preferred the game device mostly because of the screen
width (f=5). In addition, situations such as entertainment (f=2), individual use (f=1), and ease of use
(f=1) are among the reasons for preferring the game device. An example of a Macedonian participant's
statement regarding the reason for preferring the game device is given below.

S18: ‘I prefer the tablet because the screen is big, and it belongs to me.’

The themes and codes obtained from the student responses to the question ‘What kind of games
do you play?’ which was asked to the participants in the interviews are given in Figure 3.

™,

Game Type
—l—
Tiirkiye Spain Northern Macedonia
Football (f=2) Memory games (f=2) Brain games (f=3)
Wwar games (f=2) Escape games (f=2) Puzzie (f=2)
Car games (f=1) War games (f=2) Matching games (f=1)
Block games (f=1) Racing games (f=2) Memory games (f=1)
Make-up games (f=1) Football (f=1) Character creation (f=1)
Strategy games (f=1) Adventure games (f=1) Structure building games (f=1)
Structure building games (f=1) Parkour games (f=1)

Structure building games (f=1)

Figure 3. Comparison of the codes belonging to the game type theme according to countries

According to Figure 3, Turkish students stated that they preferred football (f=2), and war games
(f=2) the most. In addition, car games (f=1), block games (f=1), make-up games (f=1), strategy games
(f=1), and building games (f=1) are also among the preferred game types. An example of a Turkish
participant's statement regarding the game type is given below.

S2: ‘I used to play war games, but now I usually play football games.’

Spanish students stated that they mostly preferred memory games (f=2), escape games (f=2),
war games (f=2) and racing games (f=2). In addition, football (f=1), adventure games (f=1), parkour
games (f=1) and building games (f=1) are also among the preferred game types. A sample Spanish
participant statement regarding the game type is given below.

S7: ‘War games, memory games.’

Macedonian students stated that they preferred intelligence games (f=3) the most. In addition,
puzzles (f=2), matching games (f=1), memory games (f=1), character building (f=1) and building games
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(f=1) are among the preferred game types. A sample Macedonian participant statement regarding the
game type is given below.

S15 ‘I mostly play games for intelligence and thinking.’

The themes and codes obtained from the student responses to the question ‘What is the reason
for playing these games?’ are given in Figure 4.

Game Type Preference Reason

Turkiye Spain Northern Macedonia
Enjoyment (f=2) Individual attention (f=3) Enjoyment (f=3)
Excitement (f=2) Enjoyment (f=2) Mind gymnastics (f=2)
Individual attention (f=1) Free time (f=1) Free time (f=1)
Multiple users (f=1) Excitement (f=1) Multimedia (f=1)

Desire to be alone (f=1) Happiness (f=1)

Figure 4. Comparison of the codes belonging to the theme of reason for game type preference according to
countries

According to Figure 4, Turkish students stated that entertainment (f=2) and excitement (f=2)
were most effective in their game type preferences. In addition, individual interest (f=1) and being
suitable for multiple users (f=1) are among the reasons for game type preference. An example of a
Turkish participant's statement regarding the reason for game type preference is given below.

S2: “Since | play in the substructure of the football team, | am also interested in it, so | play it.’

Spanish students stated that they preferred the game type mostly because of individual interest
(f=3). In addition, entertainment (f=2), leisure time (f=1), excitement (f=1) and the desire to be alone
(f=1) are also among the reasons for preferring the game type. An example of a Spanish participant's
statement regarding the reason for game type preference is given below.

S7: ‘I have two reasons: The first is to spend my free time, and the second is to be isolated from
the rest of the world, to be alone.’

Macedonian students stated that they preferred the game type mostly for entertainment (f=3). In
addition, mental gymnastics (f=2), leisure time (f=1), multimedia (f=1) and happiness (f=1) are also
among the reasons for preferring game genres. An example of a Macedonian participant's statement
regarding the reason for game type preference is given below.

S15: “‘Because you can join other friends’ games and play together.’

The themes and codes obtained from the student responses to the question ‘How many hours a
week do you spend on games?’ are given in Figure 5.
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p

| Time Spent Per Week |
: :

Tirkiye Spain Northern Macedonia
4-6 hours (f=3) 10 hours and more (f=3) 1-3 hours (f=3)
1-3 hours (f=1) 4-8 hours (f=2) 4-6 hours (f=2)
7-10 hours (f=1) 1-3 hours (f=1) Free time (f=1)
10 hours and more (f=1) 7-10 hours (f=1)

Figure 5. Comparison of the codes belonging to the time spent per week theme according to countries

According to Figure 5, Turkish students mostly spend 4-6 hours (f=3) playing games during a
week. It is also seen that there are students who spend 1-3 hours (f=1), 7-10 hours (f=1) and 10 hours or
more (f=1) playing games. A sample Turkish participant statement regarding the time spent per week is
given below.

S5: ‘I play an hour on weekdays and 2 hours on Sundays. | play a total of 7 hours a week. | do
homework on Saturdays, and then I play outside with my cousins and friends.’

Spanish students stated that they mostly spent 10 hours or more (f=3) playing games during a
week. There were also students who spent 4-6 hours (f=2) and 1-3 hours (f=1) playing games. A sample
Spanish participant statement regarding the time spent per week is given below.

S11: ‘I can play for a maximum half an hour a day. | have a limit set by my family. On weekends,
| play for an hour each. In total, I play video games for 4 and a half hours a week.’

Macedonian students stated that they spend 1-3 hours (f=3) at most to play games during a week.
It is also seen that there are students who spend 4-6 hours (f=2) and 7-10 hours (f=1) playing games. A
sample Macedonian participant statement regarding the time spent per week is given below.

S15: ‘I play half an hour a day and about 2 hours a week.’

The themes and codes obtained from the student responses to the question ‘Where (home,
school, internet café, workplace, friend's/neighbour’s house, etc.) do you play games?’ are given in
Figure 6.

~ Location
Turkiye Spain Northern Macedonia
Own house (f=6) Own house (f=5) Own house (f=5)
Friend's house (f=3) Friend's house (f=2) Friend's house (f=3)

Figure 6. Comparison of the codes belonging to the theme of location according to countries

According to Figure 6, Turkish students mostly prefer their own home (f=6) as a game location.
There are also students who prefer their friend's house (f=3) as a game location. An example of a Turkish
participant's statement regarding the game location is given below.

S1: ‘I play at home and on the computer at my friend's mom's workplace. I play mostly at my
own home.’

Spanish students mostly prefer their own home (f=5) as a game location. In addition, the
common game center (f=2) is also preferred as a game location. An example of a Spanish participant's
statement regarding the game location is given below.
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S8: ‘I play in my own room at home.’

Macedonian students mostly prefer their own home (f=5) as a game location. There are also
students who prefer their friend's house (f=3) as a game location. An example of a Macedonian
participant's statement regarding the game location is given below.

S14: ‘I play in my own house and my friend's house.’

The themes and codes obtained from the student responses to the question ‘Why do you prefer
this location?’ asked to the participants during the interviews are given in Figure 7.

Reason for Location Preference

Tirkiye Spain Northern Macedonia
Comfort (f=4) Infrastructure (f=3) Silence(f=4)
Security (f=1) Socialization (f=2) Socialization (f=3)
Silence (f=1) Silence (f=1)

Socialization (f=1) Comfort (f=1)

Figure 7. Comparison of the codes belonging to the theme of reason for location preference according to
countries
According to Figure 7, Turkish students stated that they prefer game location mostly because of
comfort (f=4). In addition, safety (f=1), silence (f=1), and socialization (f=1) are also among the reasons
for preferring a game location. An example of a Turkish participant's statement regarding the reason for
preferring a game location is given below.

S1: ‘I play in my room because there is a quiet environment in my own room at home. I focus
better.’

Spanish students stated that they preferred the game location mostly because of the
infrastructure (f=3). In addition, socialization (f=2), silence (f=1) and comfort (f=1) were also among
the reasons for preferring a game location. An example of a Spanish participant's statement regarding
the reason for preferring a game location is given below.

S7: ‘I play at home because I have a Wi-Fi internet connection at home. | play games on the
Internet, but I play by myself, not with others. | don't play against people.’

Macedonian students stated that they preferred the game location mostly because of the silence
(f=4). In addition, socializing (f=3) is also among the reasons for preferring a game location. An example
of a Macedonian participant's statement regarding the reason for preferring a game location is given
below.

S14: ‘I prefer my own house because it is quiet. I prefer my friend's house to have fun with him
or her.’

The themes and codes obtained from the student responses to the question ‘What (graphic
quality, sound, story, gameplay, friendship and communication, etc.) makes you play your favourite
games?’ are given in Figure 8.
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Rationale for Play
Turkiye Spain Northern Macedonia

Socialization (f=4) Enjoyment (f=2) Enjoyment (f=2)
Game quality (f=3) Game quality (f=2) Visual attractiveness (f=1)
Individual attention (f=1) Attractiveness of the scenario (f=2) Variety of games (f=1)
Enjoyment (f=1) Aim to succeed (f=1) Socialization (f=1)
Curiosity (f=1) Socialization (f=1) Attractiveness of the scenario (f=1)

Free access (f=1) Free access (f=1)

Mind gymnastics (f=1)

Figure 8. Comparison of the codes belonging to the theme of rationale for play according to countries

According to Figure 8, Turkish students stated that they play games mostly for socialization
(f=4). In addition, factors such as game quality (f=3), individual interest (f=1), entertainment (f=1), and
curiosity (f=1) are also among the reasons for playing games. An example of a Turkish participant's
statement regarding the reason for playing is given below.

S3: ‘I like these games because I can communicate with my friends, and their image quality is
very high.’

Spanish students stated that they play games mostly for entertainment (f=2), game quality (f=2),
and scenario attractiveness (f=2). In addition, factors such as achievement goals (f=1), socializing (f=1),
and free access (f=1) were also among the reasons for playing. A sample Spanish participant statement
for the reason for playing is given below.

S7: “There are levels in the games | play, and being a boss account is important for me. In the
boss account, you play against the best players, sometimes against the computer. This
improves your acting.’

Macedonian students stated that they play games mostly for entertainment (f=2). In addition,
factors such as visual appeal (f=1), game variety (f=1), socialization (f=1), scenario appeal (f=1), free
access (f=1), and mental gymnastics (f=1) are also among the reasons for playing. A sample Macedonian
participant statement regarding the reason for playing is given below.

S16: ‘I play because they are free. I play because it is fun to play.’

The themes and codes obtained from the student responses to the question ‘Do you pay money
for the games you play?’, which was asked to the participants in the interviews, are given in Figure 9.

Purchase Preference

I

|

Turkiye Spain Northern Macedonia
Yes (f=5) Yes (f=3) Yes (f=1)
No (f=1) No (=3) No (f=5)

Figure 9. Comparison of the codes belonging to the theme of purchase preference according to
countries

According to Figure 9, Turkish students mostly (f=5) stated that they paid money for the games
they played. Four of the students stated that they made in-game purchases; one student stated that he or
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she made out-of-game purchases; and one student stated that he or she did not pay any money for the
game. Sample Turkish participant statements regarding game purchase preferences are given below.

S1: ‘I paid for Brawlstars once, we paid with my aunt. We paid 90 TL with a card. | made in-
game purchases to buy characters and diamonds. It helped me get to the top round of the
game.’

S5: ‘No, I have never paid. I play free games.’

It was revealed that the number of Spanish students who paid money for the game and those
who did not pay money for the game were equal (f=3). All of the students who paid money stated that
they made out-of-game purchases. Sample Spanish participant statements regarding game purchase
preference are given below.

S7: ‘I have never paid for the games | play on the tablet or computer. | paid to buy a PlayStation
and Switch. This payment is made at first, and then no payment is made. About 80 Euros.’

S9: ‘No, I have never paid.’

Macedonian students mostly stated that they did not pay money for the game (f=5). It was also
revealed that there was only one student who made in-game purchases. An example of a Macedonian
participant's statement regarding game purchase preference is given below.

S16: ‘I remember that I paid with my father's card once. | paid five dollars. In games, payment
may be required to buy extra products or to level up. When we pay, the number of options
we can choose for our character increases. | made in-game purchases to buy clothes and
accessories for the character I created. I dressed my avatar the way I wanted.’

S15: ‘No, I have never paid money, I play free games.’

In the interviews, the participants were asked, ‘Do you think that the games you play contribute
to you? If so, what kind of contribution do they make? ‘The themes and codes obtained from the student
answers to the questions are given in Figure 10.

Positive / Negative Effects
[

Tiirkiye Spain Northern Macedonia
Positive Positive Positive
Enjoyment (f=3) Enjoyment (f=3) Intelligence development (f=3)
Football knowledge (f=3) Dance knowledge (f=1) Enjoyment (f=2)
Make-up knowledge (f=1) Memory power (f=1) Negative
Creativity (f=1) Finger speed (f=1) Inability to focus on the lesson (f=3)
Negative Strategy skills (f=1) Headache (f=2)
Eye pain (f=3) Negative Neck pain (f=2)
Headache (f=1) Failure to socialize (f=2) Eye pain (f=2)
Back pain (f=1) Prevent family relationships (f=1) Back pain (f=1)
Neck pain (f=1) Neck pain (f=1) Fatigue (f=1)
Eye pain (f=1)
Fatigue (f=1)

Figure 10. Comparison of the codes belonging to the theme of positive/negative effects by countries

According to Figure 10, Turkish students expressed the positive effects of playing games as
entertainment (f=3) and learning football knowledge (f=3). In addition, learning make-up (f=1), and
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creativity (f=1) were also mentioned as positive effects of the game. Regarding the negative effects of
the game, eye pain (f=3) was mentioned the most. In addition, headaches (f=1), back pain (f=1), and
neck pain (f=1) were among the negative effects of the game. Sample Turkish participant statements
regarding the positive/negative effects of the game are given below.

S6: ‘I think it contributes to the football I play. There are tactics I learned from watching the
game. For example, | learned offside from the football game. | can adapt what | learned to
real life. In some games, we think about designing; I think it improves our creativity.’

S2: ‘Sometimes my eyes hurt, and sometimes it gives me a headache.’

Spanish students expressed the positive effects of playing games mostly as fun (f=3). In
addition, learning dance knowledge (f=1), memory power (f=1), finger speed (f=1), and gaining strategy
skills (f=1) were among the positive effects of the game. Regarding the negative effects of the game,
socialization problems (f=2) were mentioned the most. In addition, problems related to family relations
(f=1), neck pain (f=1), eye pain (f=1), and fatigue (f=1) are among the negative effects of the game.

S7: ‘It improves my strategy skills. It increases the speed of my fingers.’

S11: ‘Sometimes | argue with my family about the game. | want to play more, but my family
does not allow me. It does not affect my friendship relationships.’

Macedonian students expressed the positive effects of playing games as a contribution to the
development of intelligence (f=3) and entertainment (f=2). Regarding the negative effects of the game,
the inability to focus on the lesson (f=3) was expressed the most. In addition, headache (f=2), neck pain
(f=2), eye pain (f=2), back pain (f=1) and fatigue (f=1) were among the negative effects of the game.
Sample Macedonian participant statements regarding the positive / negative effects of the game are
given below.

S14: ‘Yes, I think some games make us smarter.’

S16: ‘Sometimes [ think it affects us. When I try a new game, [ want to play it for a long time.
The game is always in my mind, and I answer the questions wrong in the lessons.’

The themes and codes obtained from the student responses to the question ‘How (advertisement,
friend, etc.) did you meet the games you play?’ are given in Figure 11.

How to Meet the Game
I

Turkiye Spain Northern Macedonia
Research (f=4) Coincidence (f=4) Recommendation (f=5)
Recommendation (f=4) Recommendation (f=4) Advertisement (f=3)
Advertisement (f=3) Advertisement (f=3) Coincidence (f=2)

Coincidence (f=2)

Figure 11. Comparison of the codes belonging to the theme of the method of meeting with the game
according to the countries

According to Figure 11, Turkish students stated that they met new games mostly through
research (f=4), and recommendation (f=4). In addition, there are also participants who met games
through advertisement (f=3), and coincidence (f=2). An example of a Turkish participant's statement
regarding the way of meeting the game is given below.

S4 ‘While playing a game, the advertisements for other similar games appear on the screen. If
it interests me, I look at it, read the comments, and if I like it, I download and play it.’
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Spanish students stated that they met new games mostly through coincidence (f=4), and
recommendation (f=4). In addition, advertisement (f=3) was also among the ways of getting acquainted
with the game. A sample Spanish participant statement regarding the way of meeting the game is given
below.

S12: ‘I normally find them on YouTube and advertisements. Sometimes I play games I hear from
my friends.’

Macedonian students stated that they met new games mostly through recommendation (f=5).
There are also participants who met the game through advertisement (f=3), and coincidence (f=2). A
sample Macedonian participant statement regarding the way of meeting the game is given below.

S18: ‘I play games recommended by my friends.’

In summary, it is seen that the preferred devices for playing digital games in different countries
are mostly different (computer, tablet, smartphone), and their choice is justified by statements such as
ease of use and screen width. In terms of game type, there is no game that is grouped around a certain
majority in the three countries, and the entertainment factor is mostly cited as the reason for their
preference. In terms of the time spent per week on games, it was revealed that Spanish students spent
the most time and Macedonian students spent the least time. It is seen that students in all three countries
prefer their own homes as a game location and explain the reason for this with the concepts of comfort
and silence. In the theme of the reason for playing games, it was revealed that students generally play
games for entertainment and socialization. On the other hand, there are differences between countries in
digital game purchasing preferences. In this context, Turkish students mostly stated that they prefer to
buy games, while Macedonian students mostly stated that they do not prefer to buy games. Among
Spanish students, the ratio of preferring and not preferring is equal. It is seen that students in all three
countries are aware of the positive and negative features of digital games and express them in various
ways (entertainment, intelligence development, headaches, lack of socialization, etc.).

Discussion, Conclusion and Suggestions

In this section, the findings obtained in line with the research questions are discussed. When the
findings of the study are analyzed, it is seen that primary school students mostly prefer smartphones and
tablets to play games in Tirkiye (Figure 1). The fact that children spend their free time with smartphones
in our country increases game addiction (Biilbiil, Tung, & Aydil, 2018), which may be the reason why
phones are mostly used as a game device. On the other hand, the distribution of tablets for technology
integration within the scope of the FATIH (Movement to Increase Opportunities and Technology-
Turkish: Firsatlar1 Artirma ve Teknolojiyi Iyilestirme Hareketi) project and the acquisition of tablets by
the majority of students for distance education, especially during the COVID-19 pandemic period, may
have led to this result (Pamuk et al., 2013). The fact that Spanish students stated that they mostly play
digital games on computers and tablets may be because their phone usage habits are low compared to
the other two countries and that platforms such as computers or tablets are offered to students at the
primary school level. The fact that Turkish students mostly expressed individual use as the reason for
preferring a gaming device (Figure 2) may be due to the gradual decrease in the age of having a
smartphone of their own (Biilbiil et al., 2018). Spanish students mostly stated that they prefer the use of
computers and tablets in terms of ease of use. This may be related to the prevalence of computer use in
Spain and the different usage habits of students compared to other countries. The fact that students in
North Macedonia expressed their reasons for preferring the game tool in terms of screen width may be
due to the fact that computer usage is lower than other tools (tablets and smartphones) (see Figure 1)
and that tablets are considered to have an advantageous screen width compared to phones.

When the game types preferred by primary school students are analyzed, it is seen that Turkish
students mostly play football and war games (Figure 3). This can be explained by the fact that the
majority of Turkish participants are male students, and male students are more interested in action and
war games (Korkmaz & Korkmaz, 2019). Similarly, Spanish students stated that they mostly prefer
memory games along with escape, war, and racing games. Students in North Macedonia differ from
other countries in that they mostly prefer to play brain teasers and puzzle-type games. The fact that all

145



Hasan BAG, Zeynep Betiil YILMAZ,

Journal of Education, Theory and Practical Research 2024, Vol 10, Issue 2, 132-150 Selami YANGIN

Macedonian participants were female students and that the gender factor has a significant effect on the
preferred game types may have led to this result (Prensky, 2001). On the other hand, the fact that
Macedonian students want to prioritize games that will support their individual development in their
free time may also explain this situation. Turkish students mostly explained the reason for game type
preference with expressions of fun and excitement (Figure 4). The game types (war games, football,
etc.) preferred by the students also explain this reasoning. Spanish students attribute the reason for game
type preference to individual interest and entertainment. Macedonian students explained their game type
preferences on the grounds of entertainment and mental gymnastics, both because they have fun playing
games and because the related game types (intelligence games, puzzles, etc.) contribute to their
individual development.

When the time spent on games was analyzed, it was found that Turkish students mostly spent
4-6 hours a week on digital games, Spanish students spent 10 hours or more, and Macedonian students
spent 1-3 hours (Figure 5). The reason for the difference in the time spent on a country basis may be due
to the different intensity of the courses and curricula at the 4th grade level. On the other hand, the fact
that the time allocated for homework and home activities varies in the countries included in the study
group may also have led to this result. For example, the limited preference for homework or the tendency
to abolish homework in some European countries (Trautwein & Koller, 2003) may have led students in
Spain to spend more time with digital games during out-of-school time. In terms of the location of game,
the majority of students in all three countries stated that they preferred their own home (Figure 6). This
result shows that students prefer to play games in their own rooms or private spaces where they feel
most comfortable. Students' reasons for preferring the location of game also support this judgment
(Figure 7). While Turkish students stated that they prefer to play games at home in terms of comfort,
Spanish students stated that they prefer to play games in their own homes due to infrastructure facilities.
Macedonian students, on the other hand, prefer to play games at home because it is a quiet environment.
Especially during the COVID-19 pandemic process, the fact that children mostly spend time at home
and spend their gaming needs at home with digital tools because they cannot go out may cause them to
develop the habit of playing games in comfortable and quiet environments (Boga Baran & Saglam,
2023).

When the reasons of the students for playing games were analyzed, Turkish students stated that
they mostly played the games for socializing purposes and because the game quality was good. Spanish
and Macedonian students mostly prioritized the entertainment factor (Figure 8). The fact that digital
games allow students to have fun in terms of content and game dynamics explains the fact that students
mostly play for entertainment purposes (Driskell, 2002). When the game purchasing preferences of the
students were analyzed, it was found that the majority of Turkish students purchased games, Spanish
students preferred to purchase games partially, and the majority of Macedonian students did not
purchase games (Figure 9). This situation suggests that game purchasing preferences are affected by
some factors on a country-by-country basis. For example, the tendency of some developed countries
(Russia, China, etc.) to include educational digital games in their educational policies may be due to the
free accessibility of digital games in countries that want to use digital games for individual or academic
development (Inal & Kiraz, 2008). The fact that Macedonian participants preferred games close to
educational purposes, such as intelligence games or puzzles, as game types may be since free game
options are offered more in this field. On the other hand, the limited availability of free game options in
the fields of war and strategy (Aktas & Bostanci, 2021), which are preferred by Turkish students who
prefer games with more commercial purposes such as adventure, racing, or war games, may lead them
to purchase more games than students in other countries. In summary, the types of games that students
mostly prefer to play may also have determined their purchasing preferences.

When the opinions on the positive or negative effects of the games were analyzed, Turkish
students mostly emphasized the positive aspects, such as entertainment and gaining football knowledge;
however, they also stated that there may be negative effects in terms of health. Similarly, while Spanish
students mostly stated that playing games has positive effects in terms of entertainment, on the other
hand, they also emphasized the negative aspect that it prevents socialization. While Macedonian students
emphasized the positive aspects of digital games in terms of intelligence development and entertainment,
they stated that there were negative effects on lessons and health. These statements show that although
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there are positive aspects, all students are aware of the negative situations such as mental, skeletal-
muscular system, eye, and physical disorders that digital games can cause (Mustafaoglu & Yasaci,
2018). In addition, this awareness may have emerged thanks to the guidance of the students to use digital
games safely (Yigit & Alat, 2022). Finally, when the opinions about the way of getting acquainted with
the game are examined, it is seen that Turkish students mostly acquired the games they played as a result
of research and on recommendation; Spanish students acquired them by chance and on recommendation;
and Macedonian students mostly acquired them on recommendation.

In this study, in which the digital gaming habits of primary school students were compared
according to countries, the preference of smartphones, tablets, and computers as game devices emerged
as an important result. From this point of view, digital learning environments that provide advantages
in terms of interest and motivation towards the lesson can be designed by integrating these habits of
students with their lessons at school (Bag & Calik, 2021). In this regard, especially primary school
science education researchers’ designing and implementing digital games for teaching concepts in
science subjects and developing various skills (science process skills, high-level skills, 21st century
skills, etc.) can ensure the integration of students’ digital game habits into science education. Designing
such games not only for computers but also as mobile games compatible with tablets and smart phones
can be an incentive for students to spend time with science subjects outside of school. In addition, the
effectiveness of such digital games can be analyzed in future studies.

In the current study, it can be shown as a limitation that the study group was selected from only
three countries that cooperate within the scope of the Erasmus project. However, the findings of the
study can be considered an important example for intercultural comparisons to be made in future
research. In future research, cross-cultural characteristics can be defined, and the differences between
these characteristics and digital gaming habits can be investigated.
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Ilkokul Ogrencilerinin Dijital Oyun Aliskanhklari: Ulkeleraras: Bir

Karsilastirma
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Oz

Anahtar Kelimeler

Oyun, ¢ocuklarin gelisimi i¢in olmazsa olmaz unsurlardan biri olup gocuklarin
fizyolojik, bilissel, duyugsal ve sosyal yonden gelisimini saglayan oOnemli
araglardan biridir. Yirminci ylizyilin teknolojik sartlar1 disiiniildiigiinde, bu
durum cocuklarin dijital oyunlara yonelmelerine ve ¢esitli teknolojik araglar
iizerinden oyunlar oynamalarina evrilmistir. Bu ¢alismada ilkokul 6grencilerinin
dijital oyun aligkanliklarin1 incelemek ve bu aligkanliklarm ii¢ farkli {ilke
baglaminda nasil degistigini incelemek amaglanmistir. Arastirma nitel arastirma
yontemlerinden olgubilim deseniyle yiiriitiilmistir. Calisma grubu Tiirkiye,
Kuzey Makedonya ve Ispanya’da bulunan birer ilkokuldan secilmistir. Her bir
tilkeden birer okul ve her bir okuldan altisar 6grenci olmak iizere toplam 18
ogrenci dijital oyun aligkanliklariyla ilgili gériislerini belirtmistir. Aragtirmanin
verileri Tastekin (2019) tarafindan olusturulan yari-yapilandirilmis goriisme
sorulart yardimiyla toplanmistir. Elde edilen veriler igerik analizi yontemiyle
kodlanmis ve 11 tema altinda sergilenmistir. Aragtirmanin sonucunda ¢ iilke
genelinde ilkokul 6grencilerinin ¢ogunlukla tablet, akilli telefon ve bilgisayar
gibi araglar iizerinden oyun oynamay: tercih ettikleri ortaya ¢ikmustir. Ayrica
Tiirk ve Ispanyol 6grenciler cogunlukla aksiyon oyunlarimi (savas, kacis, futbol
vb.) tercih ettigini ifade ederken, Makedon 6grenciler ¢cogunlukla zeka oyunlarini
oynamay1 tercih ettiklerini ifade etmistir. Bu sonuglardan hareketle ilkokul
ogrencilerinin oyun oynamak icin ilgi duydugu tablet, akilli telefon ve
bilgisayarlarin egitsel dijital oyunlar i¢in kullanimina tesvik edilmesi ve bunun
icin de ilkokul derslerine entegre edilebilecek egitsel dijital oyunlarin
tasarlanmasi Onerilmistir.
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Giris

Biitiin ¢ocuklar oyun oynarlar ve g¢evreleri ile oyun yoluyla etkilesime gecerler. Oyun ile
ugrast, ¢ocuklarin giinlik yasaminda ¢ok yer tuttugundan cocuklarin isi olarak da tanimlanmistir
(Duman, 2010). Cocuklar, oyun yolu ile beceri ve ilgi alanlarimi gelistirirler. Baykog (2006: 148),
oyunlarin ¢ocuklarin tanimlama, siralama, tanima, hatirlama ve problem ¢ozme gibi pek c¢ok
fonksiyonlar1 desteklendigi gibi sosyal-duyussal yonlerini de gelistirerek sosyal roller edinmelerine ve
kisilik gelisimlerinin tamamlanmasini sagladigini belirtmistir. Oyunlar, fiziksel ve akademik yonden
destek verirken ayrica zihinsel gelisimi de pekistirmektedir (Badegruber, 2006; Baranowski vd., 1993;
Burdette & Whitaker, 2005; Cirhinlioglu, 2001; Kogyigit, Tugluk & Kdok, 2007; Plummer, 2008;
Tatira, 2014). Oyun caligmalarina 151k tutan ve literatiirde siklikla yer verilen ¢alismalarin basinda
Huizinga’nin Homo Ludens’i gelmektedir. Huizinga (2017), oynayan insan kavramini iireterek
oyunun Onemine deginmektedir. Bazi diisiiniirlere gore oyun ve Kkiiltlir eszamanli ortaya
cikmaktayken, Huizinga oyunun kiiltiirden daha eski oldugunu ifade etmistir. Genel olarak, toplumun
yapis1 ne olursa olsun, tiim arastirmalar ¢ocuklarin kendi kiiltiirlerini yaratarak onun sekillenmesine
yardimei olan ve bu kiiltiir igerisinde oyun oynayan bireyler oldugunu bize gostermektedir (Smith,
2009). Oyun kiiltiirel bir olgu olarak ele alinmalidir. Her toplumun kendine ait bir kiiltiirii ve kurallart
vardir (Akkaya, 2018). Toplumlarin kiiltiirel 6zelliklerine gore oyun sekilleri farkliliklar gosterse de
temelde oyun oynama ediminin biitlin kiiltiirlerde ¢ocuklardan yetiskinlere kadar goriilen bir etkinlik
bigimi oldugu bilinmektedir (Biricik, 2019). Dijitallesme ve kiiresellesme, ¢ocuk ve oyun kiiltiiriini de
etkilemistir. Cogunlukla ¢ocuklarin disarida oynadigi oyunlar, giinlimiizde olduk¢a azalmigtir. Farkli
kiiltiirler, farkli sosyal siniflar kendi kiiltiirlerine gére oyunun degiskenlerini tercih ederler. Bu oyunun
kiiltiirel olarak 6nemini ortaya koymaktadir (Berne, 2016).

Bir ¢ocugun oyun hakkindaki motivasyonu ve oyundan beklentisi uzun bir siire oyun
oynamasindaki 6nemli faktorlerden biridir (Haagsma vd., 2013). Shaffer ve arkadaslar1 (2005), bu
beklentiye atfederek giiniimiizde yaygin hale gelen dijital oyunlarin ¢ocuklarin giinliik yasamlarinda
onemsedikleri ve yonelme egilimindeki seyleri yapabilmelerinde onlara diisiinme, sosyal etkilesim ve
teknolojinin dahil oldugu yeni sosyo-kiiltiirel diinyalar insa edip hizmetlerine sundugunu
belirtmislerdir. Yani ¢ocuklar, hayalini kurup ama gerceklestiremedikleri pek ¢ok ideallerini oyun
diinyasinda yerine getirme firsatin1 yakalayabilmektedirler. Dijital oyunlarin 6zellikle g¢ocuklar ve
gengler tarafindan bu kadar ilgi toplamast bu oyunlarin onlar agisindan faydali m1 yoksa zararli mi
oldugu tartismalarin1 da beraberinde getirmistir. Arastirmacilar yaptiklar1 caligmalarla bu tartismaya
katki yapmaya devam etmektedirler. Yapilan ¢aligmalar (Yilmaz, 2019) dijital oyunlarin gocuklara
yonelik negatif ¢iktilara yol agtiklar1 gibi olumlu iirtinlerin de varliginm ortaya koymustur.

Dijital oyunlarin igerdigi dgelerin ¢ocuklarin ahlaki gelisimleri iizerindeki etkilerine yonelik
kaygilar da gitgide artis gostermektedir. En basta gelen kaygilardan birisi de saldirganlik ve siddet
igerikli dijital oyunlarin ¢ocuklarda ve genglerde olumsuz ahlaki degerlerin gelisimine neden olup
olmadigidir (Cooper & Mackie, 1986; Lemmens vd., 2011). Ilk nesil dijital oyunlari genellikle
eglendirmeye odaklanirken, yeni nesil dijital oyunlar1 sadece eglendirmekle kalmayip ayn1 zamanda
ogretme, 6grenme ve davranig degisikligi gibi egitsel ve terapotik miidahale gibi iyilestirici hedefler
icin de kullanilmaktadirlar (Annetta, 2010; Griffiths, Kuss & Ortiz de Gortari, 2017). Bu sonuglar,
dijital oyunlarin tiimiinii igerecek bi¢imde yararlidir ya da zararlidir seklinde genel bir degerlendirme
yapilmasinin saglikli bir bakis agis1 olamayacagini ortaya koymaktadir. Dolayisiyla bu caligma ile
birlikte farkli iilkelerdeki ¢ocuklarin oynamis olduklari dijital oyunlar hakkindaki algilarim
belirleyerek hem alan yazinda mevcut olan tartismaya hem de sinirli bulunan bilimsel yayinlara katki
saglamasi hedeflenmistir. Yine hem ¢ocuklarin algilarinin i¢inde yasadiklan kiiltiire gore farklilasip
farklilasmadiginin  belirlenmesi admna bu calisma, ii¢ farkl kiiltirde (Tiirkiye, Ispanya, Kuzey
Makedonya) gerceklestirilmistir. Bu baglamda arastirmanin amaci, dijital oyunlar hakkinda ¢ocuklarin
algilarim  belirleyerek Tiirkiye, Ispanya ve Kuzey Makedonya &rneklemleri baglaminda
karsilastirilmasidir. Buna bagh olarak arastirmanin problemi ‘Tiirkiye’de, Ispanya ve Kuzey
Makedonya’da ilkokul 4. smifa devam eden g¢ocuklarin dijital oyunlara iligkin algilar1 nasildir?’
seklinde olusturulmustur.

133



Hasan BAG, Zeynep Betiil YILMAZ,

Egitim Kuram ve Uygulama Arastirmalar1 Dergisi 2024, Cilt 10, Say1 2, 132-150 Selami YANGIN

Arastirmanin Onemi

Cocuk oyunlarinin ¢ocuklarin tiim gelisim alanlarina olan katkis1 yadsinamaz bir gercektir.
Teknolojinin gelisimi ve internetin yayginlagsmasiyla birlikte ¢ocuklarin oynadiklar1 oyunlar da sokak
ortamindan sanal ortama dogru ge¢meye baslamis ve bu oyunlar giin gectikce de cocuklarin
yasamlarinda daha 6nemli bir yer edinmeye baslamistir (Yilmaz, 2019). Bu durum dijital oyunlarin
cocuklara etkisine yonelik tartismalar1 da beraberinde getirmistir. Dijital oyunlarin etkisine yonelik
yapilan calismalarda olumlu etkilerin (Aldrich, 2005; Bakar, Tiiziin & Cagiltay, 2008; Cole &
Griffiths, 2007; Garris vd., 2002; Wan & Chiou, 2006) yani sira olumsuz etkilerin (Charlton, 2002;
Griffiths, 1995; Griffiths, 2005; Lemmens vd., 2011; Yilmaz vd., 2018) de bulundugu belirtilmistir.
Gorildiigi lizere dijital oyunlarin ¢ocuk gelisimine olan olumlu ya da olumsuz etkileri bilindigi halde
ilkokul 4. smifta 6grenim goren cocuklarin algilarimi kiiltiirlerarasi cercevede ele alan bir ¢aligmaya
rastlanmamugtir. Oysaki Tiirk egitim sistemi, ¢ocuk egitiminde ileri bir seviyede bulundugu 6ngoriilen
bat1 toplumlari ile dijital oyun kuram ve oyun davraniglari1 konusunda aynm alanyazin takip etmektedir.

Oyun alanyazinina bakildiginda ozellikle siddet igeren dijital oyunlarin etkileri ile oyun
bagimliligi konusunda pek c¢ok caligma bulunmaktadir (Anderson vd., 2004; Weber, Ritterfeld &
Kostygina, 2006). Bu caligmalarin 6nemli bir kisminda bu oyunlarin psikososyal ve davranissal
etkileri ele alinmistir (Dag, Yayan & Yayan, 2021; Kadan & Aral, 2024; Karakus, Dicle & Kilig,
2024; Kuss & Griffiths, 2012; Simsek & Karakus Yilmaz, 2020; Uzunoglu, 2021; Yal¢in Irmak &
Erdogan, 2016). Simsek ve Karakus Yilmaz (2020) dijital oyun konusundaki c¢alismalarin
cogunlugunun ilkokul, ortaokul ve lise diizeyindeki belli &rneklem gruplarinda toplandigini ve
katilimcilarin se¢iminde herhangi bir kriterin uygulanmadigini 6ne siirmiiglerdir. Ayrica alanyazindaki
caligmalarda dijital oyun bagimlilig1 ile iligkili olan degiskenler, ebeveyn rehberligi (Biricik, 2019),
cinsiyet (Karakus, Dicle & Kilig, 2024; Soysal & Kartal, 2024; Tonga, 2024), bilgisayara sahip olma
(Balc1 & Tezer, 2024; Soysal & Kartal, 2024), internet baglantisina sahip olma (Demir, 2024; Ding
vd., 2023; Tuncer Sener & Yorulmaz, 2023), simif diizeyi (Giiler & Ozmaden, 2023, Karakus, Dicle &
Kilig, 2024; Soysal & Kartal, 2024), anne-baba egitim durumu (Kaya vd., 2023; Mogosoglu &
Yorulmaz, 2023), spor yapilan giin sayis1 (Mutlu Bozkurt, Olgun & Bozkurt, 2023, akademik basari
(Demir, 2024; Soysal & Kartal, 2024), yas (Bagci Cetin, 2023; Demir, 2024) bakimindan
incelenmesine ragmen teorik olarak yeterince gercevesinin c¢izilmedigi de ifade edilmistir. Bu
diisiinceden hareketle dijital oyunlara karsi genel itibariyle ayn1 kuramsal gergeve paylasilmasina
ragmen, ¢ocuklarin dijital oyunlar hakkindaki algilar1 sistematik ve kiiltiirleraras1 karsilagtirmali olarak
detayli bir sekilde analiz edilmemistir. Teknolojinin ve dijital ¢cagin egemen oldugu bu doénemde,
cocuklar arasinda dijital oyun kiiltiiriiniin olustugu goriilmektedir. Biricik (2019) tarafindan dijital
oyunlarin bir kiiltiirel kod haline gelmesi ve ¢ocuklarda etkili olmasinin sosyo-demografik 6zelliklerle
iligkili oldugu bulunmustur. Bundan dolay1 alanyazinda c¢ocuklarin dijital oyunlar hakkindaki
algilariin iginde yasadiklar1 kiiltiire (Tiirkiye, Ispanya, Kuzey Makedonya) gore farklilagip
farklilagsmadigimi belirleyen bir yaymin bulunmamasi bu ¢alismayr 6énemli kilmaktadir. Ayrica bu
caligma, sinirli bulunan kiiltiirleraras: caligsmalara katki yapmasi ve arastirmacilara kiiltlirlerarasi
caligmalar i¢in yeni alanlar olusturarak rehberlik etmesi bakimindan degerli goriilebilir.

Yontem

Calismanin bu boliimiinde arastirmanin modeli, ¢calisma grubu, veri toplama araci, veri analizi
ve aragtirmanin gegerlik ve giivenirligi konularinda bilgilere yer verilmistir.

Arastirmanin Modeli

Bu arastirma, nitel aragtirma yonteminin olgubilim deseni ile yliriitiilmiistiir. Olgubilim
aragtirmasinda, bilinen ama daha derin bilgi edinilmek istenen olgulara odaklanilir (Biiyiikoztiirk vd.,
2016). Olgubilim deseninde olguya dair birey algilarint ve yiiklenilen anlamalar ortaya ¢ikarmak asil
hedeftir (Yildinm ve Simsek, 2018). Arastirmada ilkokul 6grencilerinin dijital oyunlar1 oynama
aliskanliklariyla ilgili goriisleri ve tercihleri, yine onlarin goriisleri dogrultusunda ele alindigindan
olgubilim deseninin kullanimi uygun bulunmustur.
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Calisma Grubu

Bu ¢alismanin ¢alisma grubunu, 2022-2023 egitim dgretim yilinda Tiirkiye, Ispanya ve Kuzey
Makedonya’da ilkokul 4. siifta 6grenim gormekte olan ve her bir iilkeden ulasilan altisar 6grenci
olmak iizere toplam 18 Ogrenci olusturmaktadir. Katilimeilarin 11’1 kiz 7’si erkektir. Katilimer
ogrencilerin isimleri calismanin herhangi bir boliimiinde agik edilmemistir. Bunun yerine katilimeci
ogrenciler O1, 02, 03,...., O18 olarak kodlanmstir. Calisma grubunun farkli iilkelerden segilmis
olmasi, hedef kitleye ulasmak noktasinda giicliikler dogurabilmektedir. Mevcut calismada bu
giicliikleri agmak i¢in birinci yazarin da gorev aldigi Erasmus projesi kapsaminda iilkemizin is birligi
icerisinde oldugu iilkelerdeki okullara ulasilmasi hedeflenmistir. Bu kapsamda Ispanya ve Kuzey
Makedonya’da proje kapsaminda calismalarimi {ilkemizle ortak yiirliten okullar tespit edilmistir.
Projeyle birlikte ortak bir paydada bulusmay: hedefleyen bu iilkelerde simif 6gretmenleri diger
tilkelerin 6gretim programlarini ve uygulamalarini inceleyerek tecriibe etme firsati bulmustur. Ayrica
proje kapsaminda dijital 6grenme ortamlarinin kullanimi ve egitsel dijital oyunlara da yer verilmis ve
bu asamada Ogrencilerin dijital oyunlar1 oynama egiliminde olduklari gézlemlenmistir. Bu durum
farkl kiiltiirlere sahip 6grencilerin dijital oyun aliskanliklarinin karsilastirilmasinin alanyazina 6nemli
katkilar sunacagi fikrini dogurmustur. Ilgili iilkelerdeki okullarla kurumsal e-posta adresleri yoluyla
iletisime gegilerek mevcut arastirmanin konusu ve amaci tanitilmig ve goriislerine basvurulacak hedef
kitle tanimlanmistir. Aragtirmanin amacina uygun hedef kitleyi saglamayi1 kabul eden okullardan
(Tablo 1) cevrimici goriismeler yapmak iizere Ingilizce dilinde kendini ifade edebilen altisar ilkokul
Ogrencisi caligma grubu olarak belirlenmistir. Calisma grubuna dahil edilen 6grencilerin farkli
kiiltiirlerden 6zelliklere sahip olmasi ve mevcut ¢alismanin farkli durumlarin ortak oriintiilerini ortaya
¢ikarmay1 amaglamasi (Baltaci, 2018), amagli 6rneklem se¢imi yontemlerinden maksimum ¢esitlilik
(heterojen) orneklem sec¢imine yoneltmistir. Tirkiye Orneklemine ise amagli Orneklem segimi
yontemlerinden kolay ulagilabilir orneklem segimiyle ulasilmistir. Calisma grubunun iilkelere
dagilimi, yas, cinsiyet ve bolge bilgileri Tablo 1’de verilmistir.

Tablo 1. Calisma grubuna ait bilgiler

Yas1 Cinsiyet Simif Bolge
01 9 E
02 10 E
03 10 E . .
o4 10 K 4 Rize/TURKIYE
05 10 K
06 10 E
07 10 E
08 9 K
09 10 K D
610 10 E 4 Logrono La Rioja/ISPANYA
0o11 9 K
012 10 E
013 9 K
014 9 K
015 9 K
016 10 K 4 Debre/KUZEY MAKEDONYA
017 9 K
018 10 K

Veri Toplama Aract

Calismanin verileri nitel veri toplama tekniklerinden goriisme teknigiyle toplanmustir.
Ogrencilerle yapilan goriismelerde dijital oyun aliskanliklarini belirlemeye yénelik Tastekin (2019)
tarafindan olusturulan yari-yapilandirilmis gériisme sorulari kullanilmigtir. Bu kapsamda 6l¢me aracini
kullanmak i¢in gerekli izin alinmistir. Goriigme sorularinin kapsam ve yapi gegerliligini saglamak igin;
siif egitimi alanindan iki uzmandan goriisme sorularinin ilkokul diizeyine uygun olup olmadig ile
ilgili goriisler alinmigtir. Bu agsamada her bir goriisme sorusuyla alakali uygundur/uygun degildir
seklinde doniit verebilecekleri ve sorunun uygun olmamasi halinde kendi 6nerilerini yazabilecekleri
bir form kullanilmigtir. Her iki uzmandan sorularin diizeye uygun oldugu déniitii alindiktan sonra,
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6leme araci ilkokul 4. smifta okuyan {i¢ 6grenciye uygulanmis ve sorularin anlasilir olduguna yonelik
Ogrenci onaylart alinmigtir. Uzman gorisleri ve o6grenci doniitlerinin ardindan Olgme aracinin
kullanima uygun olduguna karar verilmistir. Ispanyol ve Makedon &grenciler icin goriisme sorularinin
Ingilizce hazirlanmis formu kullamilmistir. Bu sorularin anlam karsiligmin ayni oldugunu test etmek
icin Ingiliz dili alanindan bir uzmanin yam swra, ilgili iilkelerden segilen okullardaki smif
Ogretmenleriyle 6n goriismeler yapilmigtir. Gortismeler sonunda uzmanlarin 6nerdigi diizenlemelerle
gorlisme sorularina son sekli verilmistir.

Calisma grubunun dijital oyun oynama aligkanliklarina yonelik goriislerini almak tizere 14
adet soru yoneltilmistir. Veriler Ispanyol ve Makedon &grencilerle Zoom iizerinden, Tiirk dgrencilerle
ise yiiz yiize bire bir goriismeler seklinde ve Ogrencilerin rizasiyla goriintii ve ses kaydi alinarak
toplanmistir. Ispanyol ve Makedon Ogrencilerle yapilan goriismelerde goriisme sorularr Ingilizce
sorularak veri toplanmistir. Her bir goriisme ortalama 30 dakika slirmiistiir. Daha sonra goériigsmelerde
alinan ses kayitlar1 yardimiyla toplanan veriler herhangi bir miidahale olmaksizin yaziya dokiilmiis ve
cevaplarla ilgili katilime1 teyidi alindiktan sonra elde edilen verilerin analizine ge¢ilmistir.

Verilerin Analizi

Calisma kapsaminda yari-yapilandirilmis goériismelerden elde edilen veriler igerik analizine
tabi tutulmustur. Neuendorf (2017) igerik analizini mesajlarda ortaya ¢ikan ya da Olgiilen degerlerin
tipini sinirlamak ve bilimsel konular hakkinda gelen mesajlarin niteliksel analizlerinin 6zeti olarak
tamimlamaktadir. Igerik analizinde temelde yapilan islem, birbirine benzeyen verileri belirli kavramlar
ve temalar gergevesinde bir araya getirmek ve bunlar1 okuyucunun anlayabilecegi bir bigimde organize
ederek yorumlamaktir (Yildirim ve Simsek, 2006). Bu baglamda mevcut arastirmanin igerik analizi,
dokiimanlardan elde edilen verilerin islenmesinde dort agsamada gergeklestirilmistir: (1) Dijital oyun
aligkanliklarmna ait verilerin kodlanmasi, (2) Dijital oyun aligkanliklariyla ilgili temalarin belirlenmesi,
(3) Kodlarin ve temalarin uyumunun gozden gegirilmesi ve (4) arastirma bulgularmin tanimlanmasi ve
yorumlanmasi (Yildirim & Simsek, 2006).

Ogrenci  goriismelerinde alman kayitlarmin yaziya dokiilmesinin  ardindan, yanlis
anlagilmalarin Oniline gegmek i¢in katilimcilarin teyidi alinmigtir. Ardindan, veriler igerik analizi
yontemiyle kodlanmustir. Olusturulan kodlardan yola ¢ikarak arastirma sorularin1 temsil eden temalar
olusturmak icin ii¢ arastirmaci da goriislerini ifade etmis ve ortak fikirde bulustuklari tema isimlerine
karar vermistir. Bu yolla tiim verilerden toplam 11 tema (oyun araci, oyun araci tercih nedeni, oyun
tiirli, oyun tiirii tercih nedeni, haftalik harcanan siire, mekan, mekan tercih nedeni, oynama gerekgesi,
satin alma tercihi, olumlu/olumsuz etkileri ve oyunla tanisma yolu) olusturularak veriler
sergilenmisgtir.

Aragtirmanin gegerligini ve giivenirligini saglamak i¢in bazi 6nlemler alinmistir. Bu kapsamda
ilk olarak, arastirma sonuglarinin benzer ortamlarda ve benzer durumlarda tekrarlanabilmesine olanak
saglayabilmek i¢in arastirmanin yapildig1 c¢alisma gruplarinin nitelikleri ile arastirma siireci net bir
sekilde agiklanmaya caligilmistir. Ayrica arastirma siirecinde kullanilan veri toplama aracina nasil
karar verildigi ve nasil uygulandig1 agik¢a tamimlanmistir. Ornegin; goriisme sorularimin uygunlugu
icin yapilan pilot uygulamalar, goriismelerin nasil kaydedildigi ve nasil analiz edildigi acikca ortaya
konmustur (Miles & Huberman, 1994). Kisaca arastirmanin yontem boliimiinde, arastirma
bulgularinin bagka arastirmalarla test edilebilmesini saglayacak agiklamalara yer verilmistir. Analizin
teyit edilebilirligini saglamak igin sergilenen kod ve temalarin ardindan temalara iliskin 6grenci
goriisleri herhangi bir yorum katilmadan dogrudan alintilarla verilmistir. Bu yolla katilimci ifadeleri
ile tablolarda olusturulan kod ve temalarin tutarliligi noktasinda kanit saglanmaya calisilmistir.
Aktarilabilirlik boyutu i¢in drneklem seg¢im yoOntemi belirtilmis ve ¢alisma siireci agik bir sekilde
betimlenmistir. Ogrencilerle yapilan goriismeler sonrasi dgrenci ifadelerinden igerik analizi yapilarak
kodlar ¢ikarilmis ve olusturulan temalar frekans bilgileriyle sunulmustur (Yiksel vd., 2007).

Kodlamalarin giivenirligini test etmek amaciyla goriigmelerden elde edilen verilerin bir
boliimii yazarlar tarafindan bagimsiz olarak kodlanmistir. Verilerin %20’si iizerinden yapilan kodlama
sonuglari bir araya getirilmis ve Miles & Huberman (1994) formiiliine gore yapilan uyum yiizdesi
sonucunda verilerin %95 uyumlu oldugu goriilmiistiir. Aragtirmacilar birbiri ile tutarli olmayan kodlar
iizerinde tartigarak ortak bir kod belirlenmesi hususunda uzlagmaya varmstir.
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Bulgular

Tiirkiye, Ispanya ve Kuzey Makedonya’dan ilkokul 6grencilerinin dijital oyun oynama
aliskanliklarin1 incelemeye yonelik yapilan arastirmada katilimci ifadelerine ait kodlar ve temalar
sekillerle sunulmustur. Ayrica katilimer kodlar ortaya ¢ikaran katilimer ifadelerine ait 6rneklere de
sekil agiklamalarinda yer verilmistir.

Goriismelerde katilimeilara yoneltilen “Hangi platformlarda oyun oynuyorsunuz? (Telefon,
tablet, bilgisayar, konsol vb.) sorusuna yonelik cevaplardan elde edilen tema ve kodlar Sekil 1°de
verilmisgtir.

Oyun Araci
/ 1
Tiirkiye Ispanya Kuzey Makedonya
Telefon (f=6) Bilgisayar (f=5) Tablet (f=5)
Tablet (f=4) TR (1) Telefon (=3)
S — Oyun konsolu (f=2) e
Oyun konsolu (=1) e ) Oyun konsolu (f=1)
Telefon (f=1)

Sekil 1. Oyun araci temasina ait kodlarin tilkelere gore karsilastirmasi

Sekil 1°e gore; Tiirk 6grencilerin oyun oynamak icin en fazla telefon aracini tercih ettigi (f=6);
ardindan tablet (f=4), bilgisayar (f=2) ve oyun konsolu (f=1) tercihlerinin yer aldig1 goriilmektedir.
Oyun araci tercihine yonelik 6rnek bir Tiirk katilimer ifadesi agsagida verilmistir.

O3 “Kendi cep telefonum ve tabletim var onlarla oynuyorum.”

Ispanyol &grencilerin oyun oynamak icin en fazla bilgisayar kullanmay1 tercih ettigi (f=5);
ardindan tablet (f=4), oyun konsolu (f=2), switch (f=2) ve telefon (f=1) tercihlerinin yer aldigi
goriilmektedir. Oyun arac1 tercihine yonelik drnek bir Ispanyol katilimei ifadesi asagida verilmistir.

07 “Bilgisayarda, tablette, telefonda, oyun konsolunda ve switchte oyun oynuyorum. ”

Makedon &grencilerin oyun oynamak igin en fazla tablet kullanmayi tercih ettigi (f=5);
ardindan telefon (f=3), bilgisayar (f=2) ve oyun konsolu (f=1) tercihlerinin yer aldig1 goriilmektedir.
Oyun arac1 tercihine yonelik 6rnek bir Makedon katilimer ifadesi asagida verilmistir.

018 “Tablette oynuyorum.”

Gortismelerde katilimcilara yoneltilen “Se¢tiginiz platformda oynamanizin sebebi nedir?”
sorusuna yonelik cevaplardan elde edilen tema ve kodlar Sekil 2’de verilmistir.
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Oyun Araci Tercih Nedeni

™ "

Turkiye ispanya Kuzey Makedonya

Bireysel kullanim (f=2) Kullamm kolayhgi (f=3)

Ekran genigligi (f=5)

Ekran genigligi (f=1) Bireysel kullanim (f=2)

Edlence (f=2)

Icerik zenginligi (f=1) Hiz (f=1)

Bireysel kullanim (f=1)

internet altyapisi (f=1) icerik zenginligi (f=1)

Kullanim kolaylig: (f=1)

Sekil 2. Oyun araci tercihi temasina ait kodlarin iilkelere gore karsilastirmasi

Sekil 2’ye gore; Tiirk 6grenciler en fazla bireysel kullanim imka&ni nedeniyle (f=2) oyun araci
tercih ettigini ifade etmistir. Ayrica ekran genisligi (f=1), igerik zenginligi (f=1) ve internet alt yapis1
(f=1) gibi durumlar da oyun aracini tercih etme nedenleri arasinda yer almaktadir. Oyun araci tercih
etme sebebine yonelik 6rnek bir Tiirk katilimcr ifadesi asagida verilmistir.

»

O5 “Bana ait esyalari kullanirken daha rahat hissediyorum.”’

Ispanyol &grenciler en fazla kullamm kolayligi (f=3) nedeniyle oyun aracini tercih ettigini
ifade etmistir. Ayrica bireysel kullanim (f=2), hiz (f=1) ve igerik zenginligi (f=1) gibi durumlar da
oyun aracini tercih etme nedenleri arasinda yer almaktadir. Oyun araci tercih etme sebebine yonelik
ornek bir Ispanyol katilimci ifadesi asagida verilmistir.

O7 “En ¢ok switch ile oyun oynamay: seviyorum. Ciinkii diger platformlara gére iceriginde
cok fazla kayitl oyun var.”

Makedon 6grenciler en fazla ekran genisligi nedeniyle (f=5) oyun aracini tercih ettigini ifade
etmistir. Ayrica eglence (f=2), bireysel kullanim (f=1) ve kullanim kolaylig1 (f=1) gibi durumlar da
oyun aracini tercih etme nedenleri arasinda yer almaktadir. Oyun araci tercih etme sebebine yonelik
ornek bir Makedon katilimer ifadesi asagida verilmistir.

’

018 “Ekram biiyiik ve bana ait oldugu icin tableti tercih ediyorum.’

Goriismelerde katilimcilara yoneltilen “Hangi tiir oyunlart oynuyorsunuz?” sorusuna yonelik
Ogrenci cevaplarindan elde edilen tema ve kodlar Sekil 3’te verilmistir.

Oyun Tura

/ |

Tiirkiye ispanya Kuzey Makedonya

Futbol (f=2)

Savas oyunlan (f=2)

Araba oyunlan (=1)

Blok oyunlan (f=1)

Makyaj oyunlan (f=1)

Strateji oyunlan (f=1)

Yapi insa oyunlan (f=1)

Hafiza oyunlan (f=2)

Kacis oyunlan (f=2)

Savasoyunlan (f=2)

Yans oyunlan (=2)

Futbol (f=1)

Macera oyunlan (f=1)

Parkur oyunlan (f=1)

Zeka oyunlan (f=3)

Bulmaca (=2)

Eslestirme oyunlan (f=1)

Hafiza oyunlan (=1)

Karakter olusturma (f=1)

Yapi insa oyunlan (f=1)

Yapi insa oyunlan (f=1)

Sekil 3. Oyun tiirli temasina ait kodlarin tilkelere gore karsilastirmasi
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Sekil 3’e gore; Tiirk 6grenciler en fazla futbol (f=2) ve savas oyunlarini (f=2) tercih ettigini
ifade etmigtir. Ayrica araba oyunlar1 (f=1), blok oyunlar1 (f=1), makyaj oyunlar1 (f=1), strateji oyunlari
(f=1) ve yap1 insa oyunlar1 da (f=1) tercih edilen oyun tiirleri arasinda yer almaktadir. Oyun tiiriine
yonelik 6rnek bir Tiirk katilimci ifadesi asagida verilmistir.

O2 “Eskiden savas oyunlart oynuyordum ama simdi genellikle futbol oyunlart oynuyorum.”

Ispanyol dgrenciler en fazla hafiza oyunlarini (f=2), kacis oyunlarini (f=2), savas oyunlarini
(f=2) ve yaris oyunlar (f=2) tercih ettigini ifade etmistir. Ayrica futbol (f=1), macera oyunlar1 (f=1),
parkur oyunlar1 (f=1) ve yap1 insa oyunlar1 da (f=1) tercih edilen oyun tiirleri arasinda yer almaktadir.
Oyun tiiriine yonelik 6rnek bir Ispanyol katilime: ifadesi asagida verilmistir.

O7 “Savas oyunlari, hafiza oyunlari.”

Makedon Ogrenciler en fazla zekd oyunlarimmi (f=3) tercih ettigini ifade etmistir. Ayrica
bulmaca (f=2), eslestirme oyunlar1 (f=1), hafiza oyunlar1 (f=1), karakter olusturma (f=1) ve yap1 insa
oyunlar1 (f=1) tercih edilen oyun tiirleri arasinda yer almaktadir. Oyun tiirline yonelik 6rnek bir
Makedon katilimci ifadesi agagida verilmistir.

015 “Daha ok zekdya ve diisiinmeye yonelik oyunlar oynuyorum.”

Gortismelerde katilimcilara yoneltilen “Bu oyunlari oynama sebebiniz nedir?” sorusuna
yonelik 6grenci cevaplarindan elde edilen tema ve kodlar Sekil 4’te verilmistir.

Oyun Tiri Tercih Nedeni

-~

Tarkiye ispanya Kuzey Makedonya
Eglence (f=2) Bireysel ilgi (f=3) Eglence (f=3)
Heyecan (f=2) Eglence (f=2) Zihin jimnastigi (f=2)
Bireysel ilgi (f=1) Bos zaman (f=1) Bos zaman (f=1)
Goklu kullanics (f=1) Heyecan (f=1) Goklu ortam (f=1)

Yalniz kalma istegi (f=1) Mutiuluk (f=1)

Sekil 4. Oyun tiirii tercih nedeni temasina ait kodlarin iilkelere gore karsilagtirmasi

Sekil 4’e gore; Tiirk 6grenciler oyun tiirii tercihlerinde en fazla eglence (f=2) ve heyecanin
(f=2) etkili oldugunu ifade etmistir. Ayrica bireysel ilgi (f=1) ve ¢oklu kullaniciya uygun olusu (f=1)
oyun tiirli tercih nedenleri arasinda yer almaktadir. Oyun tiirii tercih nedenine yonelik 6rnek bir Tiirk
katilime1 ifadesi asagida verilmistir.

O2 “Futbol takimi alt yapisinda oynadigim icin ilgim de var bu nedenle oynuyorum.”

Ispanyol dgrenciler en fazla bireysel ilgi (f=3) nedeniyle oyun tiirii tercih ettigini ifade
etmistir. Ayrica eglence (f=2), bos zaman (f=1), heyecan (f=1) ve yalmz kalma istegi de (f=1) oyun
tirii tercih nedenleri arasinda yer almaktadir. Oyun tiirii tercih nedenine yonelik 6rnek bir Ispanyol
katilimer ifadesi asagida verilmistir.

O7 “Iki sebebim var, ilki bos zamanmi gecirmek, ikincisi diinyanin geri kalanindan izole
olmak, yalniz kalmak.”

Makedon 6grenciler en fazla eglence (f=3) nedeniyle oyun tiirii tercih ettigini ifade etmistir.
Ayrica zihin jimnastigi (f=2), bos zaman (f=1), ¢oklu ortam (f=1) ve mutluluk da (f=1) oyun tiirii
tercih nedenleri arasinda yer almaktadir. Oyun tiirii tercih nedenine yonelik 6rnek bir Makedon
katilimer ifadesi agagida verilmistir.

015 “Ciinkii baska arkadaslarimn oyunlarina katilabiliyorsun ve birlikte oynayabiliyorsun.”
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Goriismelerde katilimeilara yoneltilen “Haftada kag¢ saatinizi oyuna aywrryorsunuz?” sorusuna
yonelik 6grenci cevaplarindan elde edilen tema ve kodlar Sekil 5’te verilmistir.

Haftalik harcanan siire

|

Tlrkiye ispanya Kuzey Makedonya
4-6 saat (f=3) 10 saat ve Gzeri (f=3) 1-3 saat (f=3)
1-3 saat (f=1) 4.6 saat (f=2) 4.6 saat (f=2)
7-10 saat (f=1) 1-3 saat (f=1) 7-10 saat (f=1)

10 saat ve lizeri (f=1)

Sekil 5. Haftalik harcanan siire temasina ait kodlarin iilkelere gore karsilastirmasi

Sekil 5’e gore; Tirk 6grenciler bir hafta boyunca ¢ogunlukla 4-6 saat (f=3) oyun oynamaya
zaman ayirmaktadir. Ayrica 1-3 saat (f=1), 7-10 saat (f=1) ve 10 saat ve iizerinde (f=1) oyun
oynamaya zaman ayiran dgrencilerin oldugu da goriilmektedir. Haftalik harcanan siireye yonelik 6rnek
bir Tiirk katilime1 ifadesi agsagida verilmistir.

OS5 “Hafta ici ler saat Pazar giinleri 2 saat oynuyorum. Haftada toplam 7 saat oynuyorum.
Cumartesi giinleri ddev yapiyorum ve sonra disarida kuzenlerimle arkadaslarimla
oynuyorum.”

Ispanyol 6grenciler bir hafta boyunca ¢ogunlukla oyun oynamak icin 10 saat ve iizerinde (f=3)
zaman ayirdigini ifade etmistir. Ayrica 4-6 saat (f=2) ve 1-3 saat (f=1) oyun oynamaya zaman ayiran
ogrencilerin oldugu da gériilmektedir. Haftalik harcanan siireye yonelik &rnek bir Ispanyol katilimei
ifadesi asagida verilmistir.

Ol11 “Giinde en fazla yarim saat oynayabiliyorum. Ailemin belirledigi bir limitim var. Hafta
sonlart ise ler saat oynuyorum. Toplam haftada 4buguk saat video oyun oynuyorum.”

Makedon 6grenciler bir hafta boyunca oyun oynamak i¢in en fazla 1-3 saat (f=3)zaman
ayirdiklarini ifade etmistir. Ayrica oyun oynamaya 4-6 saat (f=2) ve 7-10 saat (f=1) zaman ayiran
ogrencilerin oldugu da goriilmektedir. Haftalik harcanan siireye yonelik 6rnek bir Makedon katilimei
ifadesi agagida verilmistir.

015 “Giinde yarim saat ve haftada yaklasik 2 saat oynuyorum.”

Gortgmelerde katilimeilara yoneltilen “Oyunlart nerelerde oynuyorsunuz? (Ev, okul, internet
kafe, is yeri, arkadasinizin/komsunuzun evi vb.)” sorusuna yonelik 6grenci cevaplarindan elde edilen
tema ve kodlar Sekil 6’da verilmistir.

Mekan
Tiirkiye / Ispanya Kuzey Makedonya
Kendi evi (f=6) Kendi evi (f=5) Kendi evi (f=5)
Arkadasinin evi (f=3) Arkadaginin evi (f=2) Arkadasinin evi (f=3)

Sekil 6. Mekan temasina ait kodlarin {ilkelere gore karsilagtirmasi
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Sekil 6’ya gore; Tiirk 6grenciler oyun mekani olarak en fazla kendi evini (f=6) tercih
etmektedir. Ayrica oyun mekani olarak arkadasinin evini (f=3) tercih eden ogrenciler de
bulunmaktadir. Oyun mekanina yonelik 6rnek bir Tiirk katilimer ifadesi asagida verilmistir.

Ol “Evimde ve arkadasimin annesinin igyerindeki bilgisayarda oynuyorum. En ¢ok kendi
evimde oynuyorum.”

Ispanyol dgrenciler oyun mekani olarak en fazla kendi evini (f=5) tercih etmektedir. Ayrica
oyun mekani olarak ortak oyun merkezi (f=2) de tercih edilmektedir. Oyun mekanina yénelik ornek
bir Ispanyol katilimci ifadesi asagida verilmistir.

08 “Evimde kendi odamda oynarim.”

Makedon ogrenciler oyun mekani olarak en fazla kendi evini (f=5) tercih etmektedir. Ayrica
oyun mekani olarak arkadasinin evini (f=3) tercih eden 6grenciler de bulunmaktadir. Oyun mekanina
yonelik 6rnek bir Makedon katilimci ifadesi asagida verilmistir.

014 “Kendi evimde ve arkadasimin evinde oynuyorum.”

Goriismelerde katilimcilara yoneltilen “Neden bu mekdnlar tercih ediyorsunuz?” sorusuna
yonelik 6grenci cevaplarindan elde edilen tema ve kodlar Sekil 7°de verilmistir.

Mekan Tercih Nedeni

-~

Tiirkiye ispanya Kuzey Makedonya
Konfor (f=4) Alt yapi (f=3) Sessizlik (f=4)
Giivenlik (f=1) Sosyallesme (f=2) Sosyallesme (f=3)
Sessizlik (f=1) Sessizlik (f=1)

Sosyallesme (f=1) Konfor (f=1)

Sekil 7. Mekan tercih nedeni temasina ait kodlarin iilkelere gore karsilastirmast

Sekil 7’ye gore; Tiirk 6grenciler en fazla konfor nedeniyle (f=4) oyun mekani tercih ettigini
ifade etmistir. Ayrica giivenlik (f=1), sessizlik (f=1) ve sosyallesme de (f=1) oyun mekani tercih
nedenleri arasinda yer almaktadir. Oyun mekéani tercih nedenine yonelik 6rnek bir Tiirk katilimci
ifadesi asagida verilmistir.

01 “Evimde kendi odamda sessiz bir ortam oldugu icin odamda oynuyorum. Daha iyi
odaklanyyorum.”

Ispanyol 6grenciler en fazla alt yap1 (f=3) nedeniyle oyun mekan1 tercih ettigini ifade etmistir.
Ayrica sosyallesme (f=2), sessizlik (f=1) ve konfor da (f=1) oyun mekani tercih nedenleri arasinda yer
almaktadir. Oyun mekam tercih nedenine ydnelik 6rnek bir Ispanyol katilimeci ifadesi asagida
verilmistir.

O7“Evimde oynuyorum. Ciinkii evimde wifi internet baglantim var. Internetten oyun
oynuyorum ama baskalar: ile degil kendi kendime oynuyorum. Insanlara karst
oynamiyorum.

Makedon ogrenciler en fazla sessizlik nedeniyle (f=4) oyun mekani tercih ettigini ifade
etmistir. Ayrica sosyallesme de (f=3) oyun mekani tercih nedenleri arasinda yer almaktadir. Oyun
mekani tercih nedenine yonelik 6rnek bir Makedon katilimei ifadesi asagida verilmistir.

014 “Kendi evimi sessiz oldugu icin tercih ediyorum. Arkadasimin evini ise onunla eglenmek
icin tercih ediyorum.”
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Goriismelerde katilimcilara yoneltilen “Sevdiginiz oyunlart oynamanizi saglayan sey nedir?
(Grafik kalitesi, ses, hikdye, oynanis, arkadaslik ve iletisim vb.)” sorusuna yonelik O6grenci
cevaplarindan elde edilen tema ve kodlar Sekil 8’de verilmistir.

Oynama Gerekgesi

Tiirkiye / isp!nya Kuzey Makedonya
Sosyallesme (f=4) Eglence (f=2) Eglence (=2)
Oyun kKalitesi (f=3) Oyun kalitesi (f=2) Gérsel gekicilik (f=1)
Bireysel Ilgi (f=1) Senaryo cekiciligi (=2) Oyun cesitliligi (f=1)
Eglence (f=1) Basar hedefi (f=1) Sosyallesme (f=1)
Merak (f=1) Sosyallesme (f=1) Senaryo gekiciligi (f=1)

Ucretsiz erisim (f=1) Ucretsiz erisim (f=1)

Zihin jimnastigl (i=1)

Sekil 8. Oynama gerekgesi temasina ait kodlarin iilkelere gore karsilastirmasi

Sekil 8’e gore; Tiirk 6grenciler en fazla sosyallesme (f=4) gerekgesi ile oyun oynadigini ifade
etmistir. Ayrica oyun kalitesi (f=3), bireysel ilgi (f=1), eglence (f=1) ve merak (f:1) gibi faktorler de
oyun oynama gerekgeleri arasinda yer almaktadir. Oynama gerekgesine yonelik ornek bir Tiirk
katilimer ifadesi agagida verilmistir.

03 “Arkadaslarimla iletisim kurabildigim icin bu oyunlari seviyorum. Bir de gériintii
kaliteleri ¢ok yiiksek.”

Ispanyol dgrenciler en fazla eglence (f=2), oyun kalitesi (f=2) ve senaryo gekiciligi (f=2)
gerekgeleri ile oyun oynadigini ifade etmistir. Ayrica basar1 hedefi (f=1), sosyallesme (f=1) ve iicretsiz
erisim (f=1) gibi faktorler de oynama gerekgeleri arasinda yer almaktadir. Oynama gerekgesine
yonelik 6rnek bir Ispanyol katilime: ifadesi asagida verilmistir.

07 “Oynadigim oyunlarda seviyeler var ve patron hesabi olmak benim icin énemli. Patron
hesabinda en iyi oyunculara karsi oynamwr, bazen bilgisayara karsi oynamr. Bu da
oyunculugunu gelistirir.”

Makedon 6grenciler en fazla eglence (f=2) gerekgesi ile oyun oynadigini ifade etmistir. Ayrica
gorsel cekicilik (f=1), oyun ¢esitliligi (f=1), sosyallesme (f=1), senaryo cekiciligi (f=1), licretsiz erisim
(f=1) ve zihin jimnastigi (f:1) gibi faktorler de oynama gerekgeleri arasinda yer almaktadir. Oynama
gerekgesine yonelik 6rnek bir Makedon katilimer ifadesi agagida verilmistir.

016 “Ucretsiz olduklart i¢in oynuyorum. Oynanisi eglenceli oldugu icin oynuyorum.”

Gorligmelerde katilimcilara yoneltilen “Oynadiginiz  oyunlara para odemesi  yapiyor
musunuz?”’ sorusuna yonelik égrenci cevaplarindan elde edilen tema ve kodlar Sekil 9°da verilmistir.

Satin Alma Tercihi

s

Tirkiye ispanya Kuzey Makedonya
Evet (f=5) Evet (f=3) Evet (f=1)
Hayir (f=1) Hayir (f=3) Hayir (f=5)

Sekil 9. Satin alma tercihi temasina ait kodlarin tilkelere gore karsilagtirmasi
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Sekil 9’a gore; Tiirk 6grenciler ¢ogunlukla (f=5) oynadigi oyuna para 6demesi yaptiklarini
ifade etmistir. Ogrencilerden dérdii oyun i¢i satn alma yaptigini belirtirken; bir grenci oyun dis1 satin
alma yaptigini ve 1 6grenci ise oyun i¢in hi¢ para 6demesi yapmadigini belirtmistir. Oyun satin alma
tercihine yonelik 6rnek Tiirk katilimer ifadeleri asagida verilmistir.

Ol “Brawlstars’a bir kere édeme yapmistim. Teyzemle birlikte édedik. Kartla 90 TL odedik.
Oyun i¢i satin alma yaptim. Karakter satin alma ve elmas satin almak igin. Oyunda iist
tura ¢ikmami sagladi.”

O35 “Hayr hi¢ 6deme yapmadim. Ucretsiz oyunlari oynuyorum.”

Ispanyol &grencilerden oyun icin para ddemesi yapan ve yapmayan &grenci sayisinin esit
oldugu ortaya ¢ikmustir (f=3). Para 6demesi yapan 6grencilerin tamami oyun dist satin alma yaptigin
ifade etmistir. Oyun satin alma tercihine yonelik 6rnek Ispanyol katilimci ifadeleri asagida verilmistir.

O7 “Tabletten veya bilgisayardan oynadigim oyunlar icin hi¢c 6deme yapmadim. Playstation
ve switch satin almak i¢in 6deme yaptim. Bu édeme ilk basta yapiliyor sonra herhangi bir
odeme yapumuyor. Yaklasik 80 euro.”

09 “Hayr hi¢ 6deme yapmadim.”

Makedon Ogrenciler ¢ogunlukla oyun i¢in para 6demesi yapmadigini ifade etmistir (f:5).
Ayrica oyun i¢i satin alma yapan sadece bir 6grenci oldugu ortaya ¢ikmistir. Oyun satin alma tercihine
yonelik 6rnek bir Makedon katilimer ifadesi asagida verilmistir.

016 “Bir kere babamin karti ile 6deme yaptigimi hatirliyorum. 5 dolar édedim. Oyunlarda
ekstra iiriin almak icin veya seviye atlamak icin édeme gerekebiliyor. Odeme yapinca
karakterimiz igin tercih edecegimiz segcenek sayisi artiyor. Oyun i¢i satin alma yaptim,
olusturdugum karaktere kiyafet ve aksesuar satin almak igin. Avatarum istedigim sekilde
givdirmis oldum.”

O15 “Haywr hi¢ para édemesi yapmadim. Ucretsiz oyunlardan oynuyorum.”

Gorligmelerde katilimcilara yoneltilen “Oynadiginiz oyunlarin size bir katkist oldugunu
diigtiniiyor musunuz?  Varsa ne gibi bir katkisi var? “sorularina yonelik 6grenci cevaplarindan elde
edilen tema ve kodlar Sekil 10°da verilmistir.

" Olumlu/Olumsuz Etkileri |

Turkiye ) ispanya Kuzey Makedonya
Olumlu Olumiu Olumlu
Eglence (f=3) Eglence (f=3) Zeka gelisimi (f=3)
Futbol bilgisi (f=3) Dans bilgisi (f=1) Eglence (f=2)
Makyaj bilgisi (f=1) Hafiza giicti (f=1) Olumsuz
Yaraticilik (f=1) Parmak hizi (f=1) Derse odaklanamama (f=3)
Olumsuz Strateji becerisi (f=1) Bas agnsi (f=2)
Géz afinsi (=3) Olumsuz Boyun agnisi (f=2)
Bas agnisi (F=1) Sosyallesememe (f=2) Goz agnsi (f=2)
Bel agnsi (f=1) Aile iligkileri (f=1) Sirtagnisi (f=1)
Boyun agrisi (F=1) Boyun agnsi (f=1) Yorgunluk (f=1)
Goz agnisi (F=1)

Yorgunluk (f=1)

Sekil 10.0lumlu/olumsuz etkileri temasina ait kodlarin iilkelere gore karsilagtirmasi

143



Hasan BAG, Zeynep Betiil YILMAZ,

Egitim Kuram ve Uygulama Arastirmalar1 Dergisi 2024, Cilt 10, Say1 2, 132-150 Selami YANGIN

Sekil 10’a gore; Tiirk 6grenciler oyun oynamanin olumlu etkilerini en fazla eglence (f=3) ve
futbol bilgisi 6grenme (f=3) seklinde ifade etmistir. Ayrica makyaj bilgisi 6grenme (f=1) ve yaraticilik
(f=1) da oyunun olumlu etkileri kapsaminda belirtilmistir. Oyunun olumsuz etkilerine yonelik en fazla
gbz agrist (f=3) ifade edilmistir. Ayrica bas agrist (f=1), bel agris1 (f=1) ve boyun agris1 (f=1)
durumlar1 da oyunun olumsuz etkileri arasinda yer almaktadir. Oyunun olumlu/olumsuz etkilerine
yonelik 6rnek Tiirk katilimci ifadeleri asagida verilmistir.

06 “Oynadigim futbola katkist oldugunu diisiiniiyorum. Oradan izleyim 6grendigim taktikler
oluyor. Mesela ofsayti ben futbol oyunundan ogrendim. Ogrendiklerimi gercek hayata
uyarlayabiliyorum. Bazi oyunlarda da tasarim yapmak igin diigiiniiyoruz bence
yaratictliginizi gelistiviyor.”

’

O2 “Bazen gozlerim agriyor bazen de bas agrist yapiyor.’

Ispanyol 6grenciler oyun oynamanin olumlu etkilerini en fazla eglence (f=3) seklinde ifade
etmistir. Ayrica dans bilgisi 6grenme (f=1), hafiza giicii (f=1), parmak hiz1 (f=1) ve strateji becerisi
kazanma (f=1) durumlar1 da oyunun olumlu etkileri arasinda yer almaktadir. Oyunun olumsuz
etkilerine yonelik en fazla sosyallesme problemleri (f=2) ifade edilmistir. Ayrica aile iliskilerine dair
yaganan problemler (f=1), boyun agris1 (f=1), goz agris1 (f=1) ve yorgunluk (f=1) durumlar1 da oyunun
olumsuz etkileri arasinda yer almaktadir. Oyunun olumlu/olumsuz etkilerine yonelik érnek Ispanyol
katilimci ifadeleri asagida verilmistir.

O7 “Strateji becerilerimi gelistiriyor. Parmaklarimin hizini artirtyor.”

Ol11 “Bazen ailemle oyun konusunda tartisiyorum. Ben daha fazla oynamak istiyorum ama
ailem bana izin vermiyor. Arkadaslik iliskilerimi etkilemiyor.”

Makedon 6grenciler oyun oynamanin olumlu etkilerini zeka gelisimine katki (f=3) ve eglence
(f=2) olarak ifade etmistir. Oyunun olumsuz etkilerine yonelik en fazla derse odaklanamama (f=3)
durumu ifade edilmistir. Ayrica bag agris1 (f=2), boyun agris1 (f=2) goz agris1 (f=2), sirt agris1 (f=1) ve
yorgunluk (f=1) durumlari da oyunun olumsuz etkileri arasinda yer almaktadir. Oyunun
olumlu/olumsuz etkilerine yonelik 6rnek Makedon katilimer ifadeleri asagida verilmistir.

’

014 “Evet bazi oyunlarin bizi daha zeki yaptigim diisiiniiyorum.’

016 “Bazen etkiledigini diisiiniiyorum. Yeni bir oyun denedigimde onu uzun siire oynamak
istiyorum. Oyun stirekli aklimda oluyor ve derslerde sorulart yanlis cevaplyyorum.”

Gortismelerde katilimcilara yoneltilen  “Oynadiginiz  oyunlarla tamismamiz nasil oldu?
(Reklam, arkadag vb.)” sorusuna yonelik 6grenci cevaplarindan elde edilen tema ve kodlar Sekil 11°de
verilmistir.

Oyunla Tanisma Yolu

-~

Tirkiye ispanya Kuzey Makedonya
Arastirma (f=4) Rastlant (f=4) Tavsiye (f=5)
Tavsiye (f=4) Tavsiye (f=4) Reklam (f=3)
Reklam (f=3) Reklam (f=3) Rastlant: (f=2)
Rastlant (f=2)

Sekil 11.0yunla tanigma yolu temasina ait kodlarin iilkelere gore karsilagtirmasi

Sekil 11°e gore; Tirk 6grenciler en fazla arastirma (f=4) ve tavsiye yolu ile (f=4) yeni
oyunlarla tanigtigin1 ifade etmistir. Ayrica reklam (f=3) ve rastlant1 (f=2) araciligiyla oyunla tanisan
katilimcilar da bulunmaktadir. Oyunla tanisma yoluna yonelik 6rnek bir Tiirk katilimer ifadesi asagida
verilmistir.
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O4 “Bir oyunu oynarken ekrana benzer baska oyunlarin reklami geliyor. Ilgimi cekerse
bakiyorum, yorumlarim okuyorum. Begenirsem indirip oynuyorum.”

Ispanyol dgrenciler en fazla rastlanti (f=4) ve tavsiye (f=4) yoluyla yeni oyunlarla tanistigini
ifade etmistir. Ayrica reklam (f=3) da oyunla tanisma yollari arasinda yer almaktadir. Oyunla tanisma
yoluna yonelik 6rnek bir Ispanyol katilimer ifadesi asagida verilmistir.

012 “Normalde youtube ve reklamlardan buluyorum. Bazen arkadaslarimdan duydugum
oyunlart oynuyorum.”

Makedon Ogrenciler en fazla tavsiye yolu ile (f=5) yeni oyunlarla tanistigini ifade etmistir.
Ayrica reklam (f=3) ve rastlantt (f=2) araciligiyla oyunla tamisan katilimcilar da bulunmaktadir.
Oyunla tanigma yoluna yonelik 6rnek bir Makedon katilimci ifadesi agagida verilmistir.

>

018 “Arkadaslarimin tavsiye ettigi oyunlari oynuyorum.’

Ozetle, farkli iilkelerde dijital oyun oynamak icin tercih edilen araclarin ¢ogunlukla
farklilagtign (bilgisayar, tablet, akilli telefon) ve bunlarin se¢iminin kullanim kolayligi ve ekran
genigligi gibi ifadelerle gerekcelendirildigi goriilmektedir. Oyun tiirii agisindan {i¢ iilkede belirli bir
cogunluk etrafinda toplanan herhangi bir oyun bulunmazken; bunlarin tercih nedeni olarak ¢ogunlukla
eglence faktorii dne siiriilmiistiir. Oyuna harcanan haftalik siireler acisindan en ¢ok siirenin Ispanyol
dgrencilere ve en az siirenin ise Makedon &grencilere ait oldugu ortaya ¢ikmustir. Ogrencilerin oyun
mekani1 olarak ii¢ iilkede de kendi evlerini tercih ettigi ve bunun gerekcesini de konfor ve sessizlik
kavramlariyla agikladigi goriilmektedir. Oyun oynama gerekgesi temasinda &grencilerin genellikle
eglence ve sosyallesme amaciyla oyun oynadiklari ortaya ¢ikmistir. diger yandan dijital oyun satin
alma tercihlerinde iilkeler arasi farkliliklara rastlanmaktadir. Bu baglamda Tiirk 6grenciler ¢gogunlukla
oyun satin almayi tercih ettiklerini ifade ederken; Makedon Ogrenciler ise biiyiik ¢ogunlukla oyun
satin almay1 tercih etmediklerini ifade etmistir. Ispanyol 6grenciler arasinda tercih eden ve etmeyen
oram esittir. Ug iilkede de dgrencilerin dijital oyunlarin olumlu ve olumsuz 6zelliklerinin farkinda
oldugu ve bunlar1 gesitli sekillerde (eglence, zeka gelisimi, bas agrisi, sosyallesememe vb.) ifade
ettikleri goriilmektedir. Oyunla tanisma yolu olarak ise ii¢ lilkedeki 6grencilerin de ¢ogunlukla benzer
ifadeler (rastlanti, tavsiye yoluyla ya da arastirarak) sunduklari ortaya ¢ikmustir,

Tartisma, Sonuc ve Oneriler

Bu boliimde arastirma sorulart dogrultusunda elde edilen bulgular tartisilmistir. Arastirmanin
bulgular1 incelendiginde; ilkokul 6grencilerinin oyun oynamak ig¢in Tiirkiye’de ¢ogunlukla akilli
telefonlar1 ve tabletleri tercih ettigi goriilmektedir (Sekil 1). Ulkemizde ¢ocuklarin bos zamanlarin
akill telefonlarla gegiriyor olmast oyun bagimliligini artirdigindan (Biilbiil, Tung & Aydil, 2018) oyun
arac1 olarak cogunlukla telefonlarn ifade edilmesine sebep olabilir. Diger yandan, FATIH projesi
kapsaminda teknoloji entegrasyonu icin tabletler dagitilmasi ve oOzellikle Covid-19 pandemi
doneminde uzaktan egitimin gerceklestirilmesi i¢in Ogrencilerin ¢ogunlugunun tablet edinmesi bu
sonucu ortaya ¢ikarmis olabilir (Pamuk vd., 2013). Ispanyol dgrenciler ise gogunlukla bilgisayar ve
tablet iizerinden dijital oyunlar oynadigin1 belirtmesi, telefon kullanma aligkanliklarinin diger iki
iilkeye oranla diisiik olmasindan ve ilkokul diizeyindeki 6grencilerin kullanimina bilgisayar ya da
tablet gibi platformlarin sunuluyor olmasindan kaynaklanabilir. Oyun araci tercih nedeni olarak Tiirk
ogrencilerin ¢ogunlukla bireysel kullanimi ifade etmis olmasi (Sekil 2), kendilerine ait bir telefona
sahip olma yasinin giderek diigmesinden kaynaklaniyor olabilir (Biilbiil vd., 2018). Ispanyol 6grenciler
cogunlukla kullanim kolayligi acisindan bilgisayar ve tablet kullanimini tercih ettiklerini ifade
etmistir. Bu durum Ispanya’da bilgisayar kullanimimin yaygmlhigiyla ve oOgrencilerin kullanim
aliskanliklarinin diger iilkelere oranla farkli olmastyla iliskili olabilir. Kuzey Makedonya’da bulunan
Ogrencilerin ekran genisligi acisindan oyun araci tercih nedenlerini ifade etmis olmasi, bilgisayar
kullaniminin diger araglara (tablet ve telefon) oranla daha diisiik olmasindan (Bkz. Sekil 1) ve
tabletlerin telefonlarla kiyaslanarak ekran genigliginin avantajli oldugunu diisiinmesinden
kaynaklanabilir.
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flkokul &grencilerinin tercih ettigi oyun tiirleri incelendiginde, Tiirk 6grencilerin ¢ogunlukla
futbol ve savas oyunlarin1 oynadiklar1 goriilmektedir (Sekil 3). Bu durum Tirk katilimcilarin
cogunlugunun erkek 6grencilerden olugmasi ve erkek 6grencilerin daha gok aksiyon ve savas oyunlari
tarzindaki oyunlara ilgi duyuyor olmastyla agiklanabilir (Korkmaz ve Korkmaz, 2019). Benzer sekilde
Ispanyol 6grenciler de ¢ogunlukla kagis, savas ve yaris oyunlartyla birlikte hafiza oyunlarini tercih
ettiklerini belirtmistir. Kuzey Makedonya’da bulunan 6grencilerin ise ¢ogunlukla zekd oyunlarini ve
bulmaca tiiriindeki oyunlari oynamay1 tercih etmeleri yoniinden diger iilkelerden ayrilmaktadir.
Makedon katilimcilarin tiimiiniin kiz 6grencilerden olusmasi ve cinsiyet faktoriiniin tercih edilen oyun
tirleri lizerinde 6nemli bir etkiye sahip olmasi (Prensky, 2001), bu sonucu ortaya ¢ikarmis olabilir.
Diger yandan Makedon &grencilerin bos vakitlerinde bireysel gelisimlerini destekleyecek oyunlar1 6n
planda tutmak istiyor olmalar1 da bu durumu agiklayabilir. Oyun tiirii tercih nedenini Tiirk 6grenciler
cogunlukla eglence ve heyecan ifadeleriyle agiklamustir (Sekil 4). Ogrencilerin tercih ettigi oyun
tiirleri de (savas oyunlari, futbol vb.) bu gerekceyi agiklamaktadir. Ispanyol 6grenciler oyun tiirii tercih
nedenini bireysel ilgi duymalarina ve eglenceye baglamaktadir. Makedon 6grencilerin eglence ve zihin
jimnastigi gerekceleriyle oyun tiirli tercihlerini agiklamasi ise hem oyun oynayarak egleniyor
olmalarindan hem de ilgili oyun tiirlerinin (zeka oyunlari, bulmacalar vb.) bireysel gelisimine katki
saglamasindan kaynaklanmaktadir.

Oyunlara ayrilan siireler incelendiginde, Tiirk 6grencilerin dijital oyunlara cogunlukla haftada
4-6 saat, Ispanyol oOgrencilerin 10 saat ve iizeri ve Makedon &grencilerin ise 1-3 saat vakit
harcadiklarim belirtmistir (Sekil 5). Ulkeler bazinda harcanan siirelerin farkli olmasinin sebebi, 4. sinif
diizeyinde derslerin ve Ogretim programlarinin yogunluklarinin farkli olmasindan kaynaklaniyor
olabilir. Diger yandan, calisma grubuna dahil edilen {ilkelerde yapilan Odevlendirme ve evde
gerceklestirilen etkinliklere ayrilan siirelerin farklilasiyor olmast da bu sonucu ortaya gikarmis olabilir.
Ornegin; bazi Avrupa iilkelerinde ev ddevlerinin sinirli dlgiide tercih edilmesi ya da kaldirilmasi
egilimi (Trautwein & Kéller, 2003), Ispanya’da okul dis1 vakitlerde 6grencilerin dijital oyunlarla daha
fazla vakit gegirmesine yol agmis olabilir. Oyun oynanan mekan bakimindan her ii¢ iilkede bulunan
ogrencilerin ¢ogunlugu kendi evini tercih ettigini ifade etmistir (Sekil 6). Bu sonu¢ Ogrencilerin
kendilerini en rahat hissettikleri 6zel alanlarinda ya da kendi odalarinda oyun oynamay tercih ettigini
gostermektedir. Ogrencilerin oyun oynama mekanini tercih etme sebepleri de bu yargiyi
desteklemektedir (Sekil 7). Tiirk 6grenciler cogunlukla konfor agisindan evde oyun oynamayi tercih
ettiklerini ifade ederken; Ispanyol 6grenciler ise alt yap1 imkanlar1 nedeniyle kendi evlerinde oyun
oynamay1 tercih ettiklerini ifade etmektedir. Makedon 6grenciler ise sessiz bir ortam oldugundan evde
oyun oynamay1 tercih etmektedir. Ozellikle Covid-19 pandemi siirecinde ¢ocuklarin ¢ogunlukla evde
vakit gecirmeleri ve disar1 ¢ikamadiklari i¢in oyun oynama ihtiyaglarin1 da evde dijital araglarla
gecirmis olmalar1 (Boga Baran & Saglam, 2023), onlarin konforlu ve sessiz ortamlarda oyun oynama
aliskanlig1 gelistirmelerine sebep olabilir.

Ogrencilerin oyun oynama gerekceleri incelendiginde, Tiirk o6grencilerin ¢ogunlukla
sosyallesme amaciyla ve oyun kalitesinin iyi olmasi sebebiyle oyunlari oynadiklarini ifade etmistir.
Ispanyol ve Makedon &grenciler ise ¢ogunlukla eglence faktoriinii 6n planda tutmustur (Sekil 8).
Dijital oyunlarin her seyden once igerik ve oyun dinamikleri bakimindan eglenceli vakit gegirmeye
olanak saglamasi (Driskell, 2002), 0&grencilerin ¢ogunlukla eglence amaciyla oynamalarin
agiklamaktadir. Ogrencilerin  oyun satin alma tercihleri incelendiginde; Tiirk ogrencilerin
cogunlugunun oyun satin aldigi, Ispanyol dgrencilerin kismen satin almayi tercih ettikleri ve Makedon
ogrencilerin ¢gogunlugunun ise oyun satin almadiklari ortaya ¢ikmistir (Sekil 9). Bu durum oyun satin
alma tercihlerinin iilkeler bazinda bazi faktorlerden etkilendigini diisiindiirmektedir. Ornegin; bazi
gelismis iilkelerin (Rusya, Cin vb.) egitim politikalarinda egitsel dijital oyunlara yer verme egilimleri
(Inal & Kiraz, 2008), dijital oyunlar1 bireysel ya da akademik gelisim amaciyla kullanmak isteyen
iilkelerde ticretsiz erisilebilmesinden kaynaklanabilir. Makedon katilimcilarin oyun tiirii olarak daha
¢ok zeka oyunlar1 ya da bulmacalar gibi egitsel amaglara yakin oyunlari tercih etmis olmalari, bu
alanda tcretsiz oyun segeneginin daha fazla sunuluyor olmasindan kaynaklanabilir. Buna karsi
macera, yaris ya da savas oyunlar gibi ticari amaglarin daha belirgin oldugu oyunlar1 tercih eden Tiirk
Ogrencilerin tercih ettigi savas ve strateji alanlarinda iicretsiz oyun seceneklerinin sinirlt olmasi (Aktag
& Bostanci, 2021), onlar diger iilkelerdeki 6grencilere oranla daha fazla oyun satin almaya yoneltiyor
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olabilir. Ozetle, 6grencilerin ¢ogunlukla oynamay tercih ettikleri oyun tiirleri ayn1 zamanda satin alma
tercihlerini de belirlemis olabilir.

Oyunlarin olumlu ya da olumsuz etkilerine yonelik goriisler incelendiginde, Tiirk dgrencilerin
cogunlukla eglence ve futbol bilgisi kazandirma gibi olumlu yoénleri vurgularken; saglik agisindan
olumsuz etkileri olabilecegi konusunda goriis bildirmistir. Benzer sekilde Ispanyol dgrenciler de
cogunlukla oyun oynamanin eglence yoniinden olumlu etkileri oldugunu ifade ederken; diger taraftan
sosyallesmenin Oniine gectigi konusundaki olumsuz yoniinii de vurgulamistir. Makedon o6grenciler
dijital oyunlarin zeka gelisimi ve eglence agisindan olumlu yo6nlerini 6n plana ¢ikarirken; dersleri ve
sagligi olumsuz etkiledigi konusunda olumsuz etkiler oldugunu ifade etmislerdir. Bu ifadeler olumlu
yonleri olsa da tiim 6grencilerin dijital oyunlarin meydana getirebilecegi ruhsal, iskelet-kas sistemi,
gbz ve fiziksel rahatsizliklar gibi olumsuz durumlarin farkinda olduklarini gostermektedir
(Mustafaoglu & Yasaci, 2018). Ayrica bu farkindalik Ogrencilerin dijital oyunlan giivenli
kullanabilmeleri i¢in yaptiklar1 yonlendirmeler sayesinde ortaya ¢ikmus olabilir (Yigit & Alat, 2022).
Son olarak oyunla tanisma yoluna ait goriisler incelendiginde, Tiirk 6grencilerin oynadiklar1 oyunlari
cogunlukla arastirmalar sonucu ve tavsiye iizerine edindikleri; Ispanyol 6grencilerin rastlanti sonucu
ve tavsiye lizerine edindikleri ve Makedon 6grencilerin ise ¢ogunlukla tavsiye iizerine edindikleri
gorlilmektedir.

[lkokul 6grencilerinin dijital oyun aliskanliklarimin iilkelere gore karsilastirildig bu ¢alismada
telefon, tablet ve bilgisayarlarm oyun araci olarak tercih edilmesi 6nemli bir sonug olarak ortaya
cikmigtir. Buradan hareketle 6grencilerin bu aligkanliklarini okuldaki dersleriyle entegre ederek derse
kars1 ilgi ve motivasyon agisindan avantaj saglayan dijital 6grenme ortalarini tasarlanabilir (Bag ve
Calik, 2021). Bu konuda 6zellikle ilkokul fen egitimi arastirmacilarinin fen konular1 6zelinde kavram
Ogretiminin saglanmasina ve gesitli becerilerin (bilimsel siire¢ becerileri, iist diizey beceriler, 21. yy.
becerileri vb.) gelistirilmesine yonelik dijital oyunlar tasarlamalar1 ve uygulamalari, 6grencilerin dijital
oyun aligkanliklarin1 fen egitim egitime entegrasyonunu saglayabilir. Bu tiir oyunlarin sadece
bilgisayarlarla degil; tablet ve akilli telefonlara uyumlu mobil oyunlar seklinde tasarlanmasi,
ogrencilerin okul diginda da fen konulariyla vakit gegirmeleri igin tesvik edici olabilir. Ayrica,
tasarlanacak bu tiir dijital oyunlarin etkililigi gelecek aragtirmalarda incelemeye alinabilir.

Mevcut arastirmada Erasmus projesi kapsaminda is birligi icerisinde olan sadece li¢ iilkeden
secilen ¢alisma grubuyla caligilmast bir sinirhilik olarak gosterilebilir. Ancak arastirmani bulgular
gelecek arastirmalarda yapilacak kiiltiirleraras1 karsilagtirmalar i¢in 6nemli bir 6rnek olarak kabul
edilebilir. Sonraki aragtirmalarda kiiltiirleraras1 karakteristik ozellikler tanimlanarak bu ozellikler
arasindaki farkliliklarin dijital oyun aliskanliklarini nasil etkiledigi arastirilabilir.
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