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The aim of this study is to examine the methodological orientations in game addiction studies in Turkey between 2019 and 2022 in a holistic way and to present suggestions for new literature studies. For this purpose, only articles written in Turkish language were reviewed on Google Scholar. Open-access quantitative studies between 2019 and 2022 were included in our study. As a result, 69 out of 257 studies were found to comply with the predetermined criteria. The number of participants in these 69 studies, with a total sample size of 26,415, varies between 60 and 987. Almost half of the studies sample group is children (n = 36). The majority of the studies examine the relationship between academic achievement, familial and social relationship problems, gaming behavior and game addiction in children and adolescents. It was found that gaming addiction was higher in male students compared to female students, especially between the ages of 14–15. Among children, male students play digital games more than girls, and they mostly prefer action-adventure, war, and racing games. Previous studies have concluded that the use of consoles and smartphones in adolescents and young adults has a high impact on digital game addiction. In the light of the findings, it is suggested that empirical studies on game addiction should be addressed with different aspects using new literature studies.
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Introduction

While technological devices and the internet are used as a facilitating tool in many aspects of life, their use for games and entertainment has become quite widespread. It is found that digital games, which have users in almost every segment of the society, are widespread especially among young people (1). In this respect, some individuals may lose control over gaming to the extent that it becomes problematic (2). In the 11th revision of the International Disease Classification (ICD-11), gaming disorder is defined as a gaming behavior model characterized by loss of control over gaming (3). According to the diagnosis, it has been stated that the occurrence of 5 of the following 9 items in the last 12 months can be mainly evaluated in the diagnosis. These criteria are: (1) Constantly dealing with internet games mentally. (2) The emergence of withdrawal symptoms when internet games are not accessible. (3) Willingness to spend longer periods gaming and increased tolerance. (4) Unsuccessful attempts to control the gaming behavior. (5) Loss of interest in old hobbies and entertainment due to playing internet games. (6) To continue the games excessively despite the problems that arise. (7) Lying to his/her family, therapist and environment about the duration of playing internet games. (8) Playing internet games to escape or get rid of negative emotional states (such as guilt, anxiety). (9) To jeopardize or give up an important relationship, education or job opportunity to play internet games.

When we take look at the prevalence of playing games around the world, on average, 51% of Europeans play video games, whereas 59% of them use smartphones or tablets while playing video games (4). The rate of gaming disorder in Europe is reported to be between 1 and 10% (5–8). In addition, in a study conducted among young people in East and Southeast Asian countries, the prevalence of gaming disorder was found to be around 10–15% (9). In a study conducted in Switzerland in 2015, 15% of individuals between the ages of 15–34 (10); 14% of adults in Republic of Korea (11) and 17% of participants in a study conducted with secondary school students in Iran (12) were found to develop gaming disorders.

According to the Gaming in Turkey Game/E-Sports Agency’s Game Sector in Turkey 2020 Report, 79% of adults in Turkey play digital games (13). According to a comprehensive study conducted throughout Turkey in 2019, the rate of individuals with a high risk of digital game addiction was found to be 32%. In addition, it has been stated that individuals between the ages of 18–23 living in Eastern and Southeastern Anatolia regions have a higher risk (14). Considering the data, an increased risk of game addiction is seen. In this vein, the importance of the study is that gives direction to new research by examining the previous literature on game addiction in Turkey.

In this study, it was aimed to examine the variables, methodological trends and analysis methods of digital game addiction studies conducted in Turkey between 2019 and 2022 (July 2022). In this context, the questions of our study are determined as follows.

1. What are the methodologies used in digital game addiction studies?

2. What are the characteristics of the samples in digital game addiction studies?

3. What are the data analysis methods in digital game addiction studies?

4. What are the variables in digital game addiction studies and what are the variables that are effective and are not effective?



Method


Search strategies

The study data (“Game Addiction” and “GA”), (“Digital Game Addiction” and “DGA”), (“Internet Game Addiction” and “IGA”), (“Computer Game Addiction” and “CGA”) terms were only reviewed in the literature by marking the “Search in Turkish pages” option on Google Scholar. The study data were collected only from the research data written in Turkish language. For this reason, no search was made through the Web of Science database. Studies published between 2019 and July 2022 were examined. Previously, there was a systematic review study on digital game addictions by Şimşek and Yılmaz (15) between 2010 and 2018. For this reason, it was decided that the date range of our study will cover the period between 2019 and 2022.



Study selection

After the literature review, a total of 257 open-access articles, papers and thesis studies were found. The thesis and paper studies were not included in the study because they did not undergo a double-blind review process. After the procedure, a total of 69 articles were found to comply with the following criteria (Figure 1):
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FIGURE 1
 Diagram showing the information flow through the review: the number of records identified, included, and excluded.


1. Published between 2019 and July 2022,

2. A quantitative research article,

3. Published in Turkish language (It is aimed to contribute to the international literature), and

4. Open access.



Data analysis

In systematic analysis, basic information about the study is analyzed in accordance with the purpose of the study (16). All the studies collected were numbered and listed as publication title, sampling type, sample group, sample size, study variables and analysis type with a table on Microsoft Excel. After the listing, the studies to be included were determined by considering the predetermined criteria. After the analysis procedures were completed, the findings were presented according to the methodological trends in digital game addiction studies and research questions related to digital game addiction.




Results


Methodological trends in digital game addiction studies

As seen in Table 1, the titles of 69 publications, sample group, sample size and study variables are specified.



TABLE 1 Methodological trends in digital game addiction studies.
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As a result of the literature review, there are 69 studies that meet the criteria. The total sample size of 69 studies was 26,415. Many different types of samples were used, and the number of participants in the studies varied between 60 and 987. Most of the studies have studied large sample groups. The sample group of almost half of the studies consisted of children (n = 36). The remaining sample groups consisted of studies with adolescents or those involving adolescents (n = 21) and studies with young adults or those involving young adults (n = 15).

Data collection tools used to measure game addiction levels are presented in Table 2. In these studies, valid and reliable scales were utilized. Especially since 2020, new scales have been developed and started to be widely used with the concept of game addiction finding more place in the literature. The Computer Game Addiction Scale for Children and the Digital Gaming Addiction Scale for Children are among the commonly used scales. In the 16 study “Computer Game Addiction Scale for Children,” in 16 study “Digital Game Addiction Scale for Children,” in the 14 study “Digital Game Addiction Scale,” in the 9 study “Game Addiction Scale for Adolescents,” in the 5 study “Online Gaming Addiction Scale,” in the 4 study “Digital Gaming Addiction Scale for University Students,” in the 2 study “Internet Gaming Disorder Scale Short Form” and in the 2 study “Gaming Addiction Scale” was used.



TABLE 2 Scales used in relation to game addiction.
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Children and adolescents have a higher risk of gaming addiction. However, it was found that gaming addiction was higher in male students compared to female students, especially between the ages of 14–15 (in the 24 study). It was concluded that the levels of digital game addiction and aggression were high in children whose gaming duration was not restricted by parents. Among children, male students play digital games more than girls, and they mostly prefer action-adventure, war, and racing games. As children’s digital game addiction increases, their subjective well-being, and self-efficacy levels tend to decrease. Studies conducted with children have demonstrated that social anxiety significantly affects computer game addiction in children. In addition, it can be purported that computer game addiction and the tendency to violence in children may increase with the prolonged playing of violent computer games. Similarly, studies conducted with children have shown that most of the children play games from mobile devices; most students play games at home; they mostly prefer educational games, and they usually play games while traveling and in their spare time.

It was observed that adolescents who played excessive digital games had lower levels of self-control. In addition, it has been revealed that adolescents watching violent movies have higher levels of game addiction. Moreover, previous studies have concluded that the use of consoles and smartphones in adolescents and young adults has a high impact on digital game addiction.

It has also been observed that anxiety can lead to digital game addiction in young adults and those with aggressive behaviors have a higher risk of game addiction. When the duration of playing digital games before and during the pandemic in young adults was compared, it was found that this duration increased significantly during the pandemic, that digital games were played mostly by phone, and that the pandemic process increased the rate of playing war strategy games. According to a study conducted with young adults, it was found that males had a higher risk of being addicted to digital games than females, that 58% of university students chose mobile platforms to play digital games, that the most preferred game genre was First-Person Shooter (FPS) genre (31%), and that 80.7% of the students participated in the study had low-risk and risky scores in terms of addiction.




Discussion

In this study, the studies conducted in the literature were reviewed in order to present new ideas and draw a road map for the studies on game addiction in Turkey. When the studies on game addictions are examined, it is seen that the studies conducted in certain areas make the literature saturated.

According to previous studies, digital game addiction has been shown to have a negative effect on physical and psychological health, well-being, functionality, work, school and private life (93–95). When the literature was examined, it was seen that gaming addiction had negative effects on children and adolescents’ academic achievement, family life and social relations in parallel with our systematic review (96–98). On the other hand, as in children and adolescents, there are negative effects of game addiction in adults (99–101). Considering the studies conducted with adults, it is noteworthy that there are few studies conducted with adults in Turkey. The majority of the studies studied children and adolescents. The effects of game addiction on adults need to be further examined in Turkey.

Considering the studies conducted, it is of great importance to select the correct and appropriate sample although the selected sample sizes are sufficient (102). In the majority of the studies, it was observed that more easily accessible sample groups were selected. As the sample size increases, it is seen that the statistical significance increases especially in correlational studies. For this reason, it is important that the studies designed have randomization and control groups in order to obtain more qualified results. When the studies were examined, it was seen that they recruited the participants with random sampling method. In addition, these studies should be supported by regression studies, beyond correlation studies. In order to obtain more accurate and generalizable data, experimental studies with control groups and random assignment should be designed.

When the variables and results discussed in these studies were examined, it was seen that correlational analyzes were used for variables such as gender, age, parental education status, having a computer, grade level, academic achievement, and the ages of the participants. These variables are also widely discussed in the global literature. When the studies were examined, it was determined that males were more addicted to digital games or riskier than females in terms of gender. Literature shows that boys are more interested in computer games than girls, that the level of game addiction was higher than girls, and that they were more exposed to the effects of computer games—all of which are in line with the findings of the current research (103–105). Similarly, considering the previous studies, it was observed that children and adolescents who perceived that they had social support had a lower risk of game addiction. When the global literature is examined, it is seen that social support reduces game addiction levels as it positively affects psychosocial well-being (106, 107).

As a result, this study has made suggestions on the elements to be considered in the digital game addiction studies conducted in Turkey. During the assessment process of this study, new studies were conducted in accordance with some of the suggestions in the discussions of this study. Especially in children and adolescents, there are studies examining the relationship between academic achievement, familial and social relationship problems, gaming behavior and game addiction. However, there is still a need for studies that are supported by quantitative methods that will provide an in-depth understanding of addiction, and whose methodologies are clear and appropriate. Finally, it can be suggested to future empirical studies to address different dimensions of digital game addiction with new literature studies.


Limitation of study

This study has various limitations. Firstly, the study is limited to the studies conducted in Turkey between certain years and reviewed in certain databases. In the preparation phase of the study, studies conducted until 2022 were addressed. Finally, only quantitative data were included in the study.
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