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Abstract 

The aim of our study was to examine the digital game addiction levels of the students of the 
Faculty of Sports Sciences in terms of some variables. The research group of our study consists of 
397 randomly selected undergraduate students studying at Firat University Faculty of Sports 
Sciences and Inonu University Faculty of Sports Sciences in 2019. Frequency of variables (f) and 
percentage (%) distributions were calculated and two-way variance analysis (ANOVA) was used in 
multiple group variables and t-test was used for the significance of the difference between the two 
independent groups. Tukey test was used to determine which groups it was among in the analysis 
in which significant differences were detected. According to the findings of our study, 
undergraduate students studying in the departments of Firat University Faculty of Sports 
Sciences and Inonu University Faculty of Sports Sciences; It was determined that there was no 
statistically significant difference in the level of digital game dependency of the undergraduate 
students depending on the department, class, gender and age variables in which they studied. 
There was a statistically significant difference between digital game dependency levels based on 
the state of playing the digital game and the daily playing time variables. In line with the study 
findings, digital game addiction with an average of 2.29 on the digital game addiction scores of 
undergraduate students studying at Firat University Faculty of Sports Sciences and Inonu 
University Faculty of Sports Sciences levels were below average. 
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Contribution of this paper to the literature 
This study contributes to the existing literature by examining the digital game addiction levels 
of the students of the Faculty of Sports Sciences in terms of some variables. 

 

1. Introduction 
The development of technology also leads to various changes in our lives. Technology provides convenience in 

many subjects in our lives with the development of it. When looking at the early periods when technology began to 
develop, it is seen that computers the size of a room were built. However, with the development of technology, this 
situation has become very small inventions and has developed a lot today. The development of technology has 
started to have a great impact on people not only by producing devices, but also with the development of 
applications and games that are installed in the memory of these devices. These applications, which we call digital 
games, have become people's free time appraisal activities. A new formation has begun in the sports community 
with the development of the games every day. This formation is called E-sports (Electronic sports). E-sports are 
defined as organizations organized by internationally recognized games anywhere in the world, via a console or 
computer, over the internet or by coming together with platforms anywhere in the world. There is competition in 
these tournaments (Argan et al., 2007). 

Although the beginning of e-sports was based on the emergence of the first computer games, its popularity has 
increased for about 9-10 years. The atmosphere of the games created by young people in the game center arcades 
established in 1970 constitutes the culture of E-sports. The game consoles that developed afterwards resulted in 
the mutual struggles of the two people. This is the beginning of the creation of a competitive environment in the 
history of e-sports. In the following periods, with the establishment of internet cafes, many computers came side by 
side and some games were played together in the same playground as the servers and individuals at the computer.  
In the following times, people started to compete in games online without coming together with the developing 
technology, and as a result, competitions were organized by putting different prizes. In Europe, the 1997 "Red 

Annihilation" tournament was the beginning of the award for competitions (Kocadağ, 2017). The prize money, 
which was as low as $1,500-2000 during those periods, was worth $20,770,460 in the prize pool for the 
International in 2016, and the first-place team in the competition won $9,139,000 (Font and Mahlmann, 2019). 
This situation is inevitably becoming an industry in individuals. It increases interest in digital games and causes 
people to become addicted and not leave game consoles and computers for days. Undoubtedly, this situation affects 
people in terms of health as well as disconnected from the outside world and makes them anti-social. People are 
unable to communicate correctly with the people around them, and this condition, which starts at an early age, 
affects children's futures from levels of assertiveness to self-esteem. It will cause health problems as a result of 
inactivity. 

It is important for parents to be careful when it is considered that this type of play dependency of children and 
young people will cause problems for children in both health and social terms in the future. For this reason, our 
study aimed to examine the digital game dependency levels of students studying at the faculty of sports science. 
 

2. Materials and Method 
The research universe consists of undergraduate students studying at Firat University Faculty of Sports 

Sciences and inonu University Faculty of Sports Sciences in 2019. The sample of the study consisted of 397 
randomly selected undergraduate students from the specified departments;  Firat University Sports Sciences and 
Inonu University Faculty of Sports Sciences, department of physical education teaching, sports management 
department, department of coaching education, department of exercise and sports education for the disabled. 
"Personal information form" (department, digital gaming status and daily playing time, age, gender, class) was 
used to determine the demographic information of the subjects involved in the study and the "DOBÖ-7" which is a 
7-point scale was used that developed by Lemmens and his colleagues. The likert type of the scale developed is a 5-
degree, single-factor structure. The total number of points to be collected between the scale 1 and 5 points is 
between 7 and 35 points. Monothetic and polythetic diagnosis were used to say that a young person is addicted to 
digital games according to the scale. According to the monothetic diagnosis, if a person scores three (sometimes) 
points and more on seven of the seven items; according to the polythetic diagnosis, if it gives scores of 
three(sometimes) points and more to at least four of the seven items, it is defined as a digital game addict. DOBÖ-
7’s validity and reliability values were found to be 0.92 CFI=0.904, RMSEA=0.053 (90% CI=0.049 and 0.056) for 
Cronbach alpha and have been shown to be available in adolescents. 
 

2.1. Analysıs of Data 
The analysis of the data in the research and the calculation of the results found were created by statistical 

programs in computer environment. Frequency of variables (f) and percentage (%) distributions have been 
calculated. It was checked by skewness and kurtosis tests to determine whether the data were distributed normally. 
As a result of these tests and controls, the data of the research were determined to be parametric. Tukey test 
results were used to determine which groups the difference was among the results with significant differences. The 
error level in the study was taken as p<0,05. 

 

3. Findings 
Findings on the variables of the study are given in this section. The findings showing the distribution of 

undergraduate students studying in Firat University and Inonu University Faculties of Sports Sciences according 
to their individual status as of 2019 were examined and interpreted. 
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Table-1. Demographic characteristics distribution table. 

Variable Information form N % 

Department 

Coaching 124 31,2 
Teaching 137 34,5 

Exercise and Sports Training for Disabilities  57 14,4 
Management 79 19,9 
Total 397 100,0 

Age 

17-19 Years 65 16,4 
20-22 Years 200 50,4 
23 Years and above 132 33,2 
Total  397 100,0 

Class 

1st Class 99 24,9 
2nd Class 89 22,4 
3rd Class 128 32,2 
4th Class 81 20,4 
Total 397 100,0 

Gender 
Male 226 56,9 
Female 171 43,1 
Total 397 100,0 

Digital  Game Computer 179 45,1 
Platform Phone 218 54,9 

  Total 397 100,0 

How many hours a day do you play? 

1-2 hours 182 182 45,9 
3-4 hours151 151 38,1 
5 hours and more64 64 16,0 
Total 397 100.0 

       Source: N: 397. 
 

3.1. Percentage Distribution of the Subjects. 
When the demographic distribution table of the students is examined in Table 1; Among the age groups, the 

highest participation was between 50.4% and 20-22 years, while the lowest participation was between 16.4% and 
17-19 years. When the subjects who participated in the study were examined, it was observed that the Physical 
Education and Sports Teaching department provided the highest participation with 34.5%, and the Department of 
Exercise and Sports Education for the Disabled with 14.4%. When we look at the distribution of the classes they 
are studying, it is seen that 3rd Grade students constitute 32.2%, 1st Grade 24.9%, 2nd Grade, 22,4% and 4th 
Grade 20.4% subject group, respectively. When the gender of the participants was examined, 56.9% of the subject 
group was male and 43.1% were female. When the demographic distribution table was examined, they said that 
54.9% of them were playing digital games when checked answers of the question ‘do you play digital games’? It has 
been observed that the majority of students (84%) devote time to digital play for no less than 4 hours per day. 
 

Table-2. Anova Test table of digital game addiction averages by department at university. 

 Department N X Ss f p 

 Coaching 124 2,35 ,980 1,972 0,118 
Digital Game Teaching 137 2,18 ,931   

Addiction Disabilitie 
Management 

57 
79 

2,17 
2,46 

,877 
,955 

  

 Total 397 2,29 ,948   
Note: One way anova,  p<0.05. 

 
When Table 2 was examined, it was determined that the difference between the participants' levels of digital 

game dependence and the department variable in which they were studying was not statistically significant 
(p>0.05). 
 

Table-3. Anova test table of digital game addiction averages by university classes. 

 Class N X Ss f p 

 1st Class 99 2,29 ,906 2,233 0,84 
Digital Game 2nd Class 89 2,22 ,965   

Addiction 3rd Class 
4th Class 

128 
81 

2,44 
2,10 

1,007 
,855 

  

 Total 397 2,29 ,948   
Note: One way anova, p<0.05. 

 
When Table 3 was examined, the difference between participants' digital game dependency levels and class 

levels variables was not statistically significant (p>0.05). 
 

Table-4. Anova test table on digital gaming addiction averages by age of students at university. 

 Age N X Ss f p 

 17-19 65 2,10 ,937 1,607 0,202 
Digital Game Addiction 20-22 

23 Years and above 
200 
132 

2,35 
2,28 

,930 
,975 

  

Total 397 2,29 ,948   
Note: One way anova, p<0.05. 
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When Table 4 was examined, the difference between participants' digital game dependency levels and age 
variables was not statistically significant (p>0.05). 
 

Table-5. T test table of digital game addiction averages by gender of students at university. 

 Gender N X Ss t p 

Digital  Game Addiction Male 226 2,34 ,966 1,348 0,179 
Female 171 2,21 ,920   

          Note: Independent sample T-test, p<0.05. 
 

When Table 5 was examined, the difference between participants' digital game dependency levels and gender 
variables was not statistically significant (p>0.05). 
 

Table-6. T test table of digital game addiction averages based on university students' participation in digital game. 

 
Digital  Game Platform N X Ss t p 

Digital Game Computer 179 1,71 ,698 -13,041 ,000 
Addiction Phone 218 2,76 ,863 

  
         Note:  Independent sample T-test, p<0.05. 
 

The participants’ digital game dependency levels and the digital game platform question variable were 
examined in Table 6, it was determined that there was a statistically significant difference between those who 
played the game on a computer and those who played the game with the phone (p<0.05). 
 

Table-7. Digital game dependencies averages T test results by time to participate in digital game. 

 
Playing Period N X Ss f p Tukey 

 
1-2 HoursA 182 2,28 ,780 54,704 0,00 A-B,C 

Digital Game 3-4 HoursB 151 2,95 ,615 
   Addiction 5 Hours and moreC 64 3,66 ,684 

 
Total 397 2,76 ,863 

   
                    Note: One way anova (Tukey), p<0.05. 

 
When Table 7 was examined, it was determined that there was a statistically significant difference between the 

group playing 1-2 hours and the participants who played 3-4 hours and played 5 hours or more when the 
participants' digital game dependency levels and game time variable levels were examined (p<0,05). 
 

4. Discussion and Conclusion 
In this part of our study, the undergraduate students studying at Firat University Faculty of Sports Sciences 

and Inonu University Faculty of Sports Sciences who participated in the study, have a variety of variables in terms 
of the level of digital game dependency. Based on the hypothesis that it differs, the data of the study will be 
discussed in this section. 

The 50.4% of students are studying between the ages of 20 and 22, 34.5% in physical education and sports 
teaching department, and 14.4% in the newly opened Department of Exercise and Sports Education for the newly 
opened Disabled people in Turkey. When we look at the distribution of the classes they are studying, it is seen that 
3rd Grade students constitute 32.2%, 1st Grade 24.9%, 2nd Grade, 22,4% and 4th Grade 20.4% subject group, 
respectively. When the gender of the participants was examined, 56.9% of the subject group was male and 43.1% 
were female. When the demographic distribution table was examined, they said that 54.9% of them were playing 
digital games when checked answers of the question ‘do you play digital games? 

When the Anova test results were examined according to the variables of the departments in which the 
subjects participated in the study, the difference between the participants' levels of digital game dependence and the 
department variable in which they were studied was considered statistically not significant.  Looking at the average 
score, it is seen that the students of the management department have the highest score. However, it is observed 
that all departments remain below the average of dependency points. 

When the Anova test results were examined according to the class groups’ variable of the subjects who 
participated in the study, the difference between the participants' digital game dependency levels and the class 
group variables was not statistically significant. When the class groups of the participants were examined, it was 
seen that the average scores of the students studying in 3rd grade were higher than in other class groups. 
However, it is observed that the average points are not at the level of dependency according to our scale. In a study 
similar to our study (Tanrıverdi, 2012) they found that there was no statistically significant difference between the 
level of game addiction according to the class groups variable of the participants in their studies on game addiction. 

When the Anova test results were examined according to the age group variable of the subjects who 
participated in the study, the difference between the participants' digital game dependency levels and the age 
variable was not statistically significant. Looking at the average scores, it was found that students between the ages 
of 20 and 22 had higher digital game addiction scores than other age groups, but they remained below the level of 

digital gaming dependency. In a study (Aydoğdu, 2018) that did not parallel with our study, he found that there 
was a statistically significant difference in age groups variable in the study of examining the digital game 
dependencies of children playing digital games in terms of various variables. According to the results  of the 

Aydoğdu (2018) children between the ages of 11 and 12 have higher levels of digital gaming addiction than 
children between the ages of 13 and 14. In this study which is not similar to our study, it can be said that the 
participants were in childhood and that our study was due to the fact that we examined the levels of digital game 
addiction of the participants at the university level. 

When the t test results were examined according to the gender variable of the subjects who participated in the 
study, the difference between the participants' digital game dependency levels and the gender variable was not 
statistically significant. Male participants were found to have higher digital game addiction points averages than 
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female participants. In a study similar to our study (Inal and Cağıltay, 2005; Cakır et al., 2011; Horzum, 2011; Sahin 
and Tugrul, 2012; Li and Wang, 2013) the average game addiction scores were higher in boys than girls.  

When the t-test results were examined according to the variables of the digital game playing platforms of the 
subjects participating in the study, when the participants' digital game dependency levels and the platform question 
variable in which they played the digital game were examined, it was determined that the difference between those 
who played the game on the phone and those playing on the computer was statistically significant. Looking at the 
average points of the answers given to the question of digital game playing platforms, it was found that the 
participants who played the game on the phone were higher in proportion to the participants who played the game 
on the computer. We can say that this is because mobile phones are in our lives all the time and we also carry them 
with us all the time and can be used in any environment in free time. 

When the results of the anova test were examined according to the game time variable of the subjects 
participating in the study, the group playing 1-2 hours between the participants' digital game dependency levels 
and the game play time variable and playing for 3-4 hours and 5 hours or more the difference between the group 
playing was statistically significant. When the group scores are examined, it is seen that the group playing games 
in the range of 3-4 hours per day is close to the average of dependency points, but not at the level of digital game 
dependency. It has been found that the group that plays games 5 hours or more has higher levels of dependence on 
digital gaming dependency, which is based on the digital game dependency averages. 

Undergraduate students studying in the departments of Firat University Faculty of Sports Sciences and Inonu 
University Faculty of Sports Sciences; Depending on the department, class, gender and age variables in which they 
studied, it was determined that there was no statistically significant difference in the level of digital game 
dependency of the undergraduate students. There was a statistically significant difference between digital game 
dependency levels based on the state of playing the digital game and the daily playing time variables. In line with 
the study findings, digital game addiction with an average of 2.29 on the digital game addiction scores of 
undergraduate students studying at Firat University Faculty of Sports Sciences and Inonu University Faculty of 
Sports Sciences levels were below average. 

Mobile phones, game consoles, and computers are used as leisure assessment tools. The dependence of 
individuals on such devices is inevitable to reveal various health problems and the state of anti-social status. 
Individuals will contribute to their health in terms of sports requiring physical action in leisure activities. It is 
thought that the unconscious construction of E-sports, which is called a sport and has a federation in our country, 
will create significant health problems in the coming years. Digital games banned or restricted in most countries, 
those games can be played in our country without any obstacles. It is very important that our Goverment and 
families inform our children and young people about this issue and those such games are restricted. For these 
reasons, it was deemed necessary to examine the digital game addiction levels of the students in the study group 
and as a result of the available research; it is thought to contribute to sports scientists, psychologists, and 
academicians working on this subject. Since there were no desired levels of study in the literature on the subject in 
this section of our research, not many sources could be reached. In this aspect of the research, it can be said that it 
will contribute to field writing. 
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