International Education Studies; Vol. 13, No. 8; 2020
ISSN 1913-9020 E-ISSN 1913-9039
Published by Canadian Center of Science and Education

The Relationship Between the Digital Game Dependence and Violence
Tendency Levels of High School Students

Battal Goldag'
' Organized Industrial Zone Vocational School, in6nii University, Malatya, Turkey

Correspondence: Battal Géldag, Organized Industrial Zone Vocational School, indnii University, Malatya, Turkey.
E-mail: battal.goldag@inonu.edu.tr

Received: January 21, 2020 Accepted: May 3, 2020 Online Published: July 29, 2020
doi:10.5539/ies.v13n8p118 URL: https://doi.org/10.5539/ies.v13n8p118
Abstract

The aim of this study is to investigate the relationship between digital game dependence levels and violence
tendency levels of high school students. In the present research, relational survey model has been used. The
population of the study consists of 9th, 10th, 11th grade students in the high schools in Battalgazi and Yesilyurt
districts of Malatya in the spring term of 2018-2019 academic year. Simple random sampling method has been
used for our sample selection. Digital Game Addiction Scale (DGAS-7) was used to determine the level of digital
game addiction, and Violence Tendency Scale (VRS) was used to determine the levels of violence tendency.
DGAS-7 was developed by Lemmens et al. (2009). To determine the problematic digital game behaviors of
adolescents between the ages of 12-18. It has been developed by Haskan and Yildirim to measure the tendency of
violence among adolescents.

According to the results obtained in our research; according to the monotetic format, 4.6% of the students
participating in the research were addicted to digital games, while 95.4% were not dependent. According to the
polythetic format, while 21.7% is addicted to digital games, 78.3% is not addicted. There was a statistically
significant difference between female and male students in terms of digital game addiction and violence tendency
in favor of female students. There was also a significant difference between the levels of digital game addiction
and violence tendency according to mobile phone ownership. This difference is in favor of students who do not
have mobile phones. There has been a statistically significant difference between the levels of digital game
addiction in favor of the students who do not have mobile internet connection, but no significant difference has
been found between the levels of violence tendency. There has been a statistically significant difference between
non-dependent students in terms of violent tendency levels in terms of digital game addiction in monotetic and
polythetic format. The level of violence tendency of non-dependent students is lower than that of dependent
students. There has been a statistically significant difference between digital game addiction levels and violence
tendency levels according to the duration of digital game play. This difference is in favor of students who play less
time in a day. There has been a positive and moderate relationship between digital game addiction levels and
violence tendency levels.

Keywords: digital game, addiction, digital game addiction, violence, high school students
1. Introduction

The game is an activity taking place in every period of a person’s life. Game types, rules of the games and the
materials used in the games may vary from region to region, from country to country. However, with the
development of the internet and the easy accessibility of the devices used, people can now play the same games in
different places with the same rules in digital environment.

The game is a voluntary act or a voluntary action, accompanied by a sense of tension and joy and a sense of tension
and joy, which is freely accepted, but performed within certain time and space boundaries, in accordance with
strictly mandatory rules. The game is not “everyday” or a “real life”, but it offers the excuse of escaping from this
life and entering a temporary activity area with its own unique tendencies (Huizinga, 2013).

With the development of technology, distorted urbanization and the decrease in playgrounds, children started to
play games a virtual environment not in open spaces and in parks. Now children are playing virtual games instead
of playing traditional games (hide-and-seek, blind’s man buff, five stones, skittless, dodgeball, etc.). These
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environments offer children the opportunity to become the person they want to be. When digital games are played
uncontrollably, it also raises some problems. One of them is game addiction. Although addiction is known to cause
psychological and physical harm, it is a psychological and physical deficiency in case of consumption of a
chemical drug, activity or substance (Felman, 2018).

Digital game addiction is a behavioral addiction in which the biopsychosocial model is valid as in all psychiatric
disorders (Sengiil & Biiber, 2016). Dependent behavior is defined as a pattern of repetitive behavior that is
associated with personal and social problems or increases the risk of a disease. Dependent behaviors are often
subjective (loss of control). This behavior persists despite their intent to avoid or moderate use. These patterns of
behavior match the detrimental effects of immediate satisfaction (short-term reward) and offset long-term costs
(Marlatt, 1988). Disorders caused by addictive behaviors are visible and clinically important syndromes associated
with intervention or stress to personal functions that result from repeated, rewarding behaviors other than the use
of addictive substances. Disorders caused by addictive behavior include gambling disorder and gaming disorder
(World Health Organization (WHO), 2019).

According to Griffiths (2005), dependencies are part of the biopsychosocial process involving contemporary
psychology, biology and sociology. The biopsychosocial process leads to the development of addictions such as
Internet game addiction, which includes the following components:

First, the behavior is evident (the individual is busy playing games). Second, the individual uses his behavior to
change his mood (that is, the game is used to escape from reality or to create a sense of euphoria (experience of
pleasure or excitement and feelings of happiness)). Third, tolerance develops (the individual needs more time to
feel the same effect). Fourth, withdrawal symptoms occur upon termination of behavior (the individual feels
anxious, depressed and restless when playing is prevented). Fifth, interpersonal and personal conflict develops as a
result of behavior (the individual has problems with relationship, work and hobbies, and lack of achievement in
deprivation). Finally, upon the end of the behavior, individual experiences recur (they start to play again) (Kuss,
2013)

According to the WHO, gaming disorder is characterized by a pattern of persistent or recurring gaming behavior
(digital gaming or video gaming), which can be online (online) or offline;

1) Unbalanced control over the game (continuity, frequency, intensity, duration, finish, content)
2) Increased priority given to the game so that it gives priority over other life interests and daily activities.

3) Continuous and increasing play despite negative results. This behavior is severe enough to result in significant
deterioration in personal, family, social, educational, professional or other important functional areas.

Game behavior can be continuous or intermittent and repetitive. In order for a diagnosis to be made, gaming
behavior and other characteristics should normally be observed for at least 12 months (WHO, 2019).

Computer Game Addiction, developed by the American Psychiatric Association (APA, 2013) and published in
May 2013 in the Diagnostic and Statistical Manual of Mental Disorders-5 (DSM-5) in the third research section
under the name of personality disorders online game gaming disorders (internet gaming disorder).

DSM-5 internet game addiction criteria are taken to a large extent in substance addiction criteria and these criteria
are given in Table 1.

Table 1. DSM-5 Criteria for Internet Gaming Disorder

Criteria

Engagement on Internet gaming and games becomes the dominant activity.
Symptoms of withdrawal (Anxiety, sadness when the game is taken away).
Tolerance (Need to spend more time for the game)

Unsuccessful attempts to control the amount of play

Loss of interest in previous hobbies

Continuous use despite problems

Don’t lie to the family about the time spent on the game

Play games to avoid negative mood

O 0 N N W B W N =

Loss of relationship due to game

Diagnosis requires 5 or more symptoms within a 12-month period (Bean, Nelsen, Van Rooij, & Ferguson, 2017).
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Violence: Definitions of violence seem to vary especially in terms of scope. Traditional definitions define physical
actions as intent to harm. Historically, the concept of violence has only been used to refer to physical actions, and
to this day, meaning has been extended to include psychological and sexual attacks (Ulu, 2016). Another
distinction about violence is the definition of violence in a narrow and broad sense. Violence in a narrow sense
defines physical violence. Physical violence, on the other hand, is a harsh and painful act directed against the
physical integrity of people. In the broad sense, violence can be in the form of psychological violence that is felt
indirectly and that physical and mental effects on human beings cannot be clearly measured (Republic Of Turkey,
Ministry of National Education, 2008).

Violence comes from Latin violentia. Violentia means violence, harsh or cruel personality, power. Violare means
acting violently, not knowing value, and violating the rules. These words are linked to vis. Vis, on the other hand,
means power, power, authority, violence, the use of physical force, as well as quality, abundance, essence or the
actual structure of something (Michaud, 1991).

The WHO defines violence as “the deliberate use of threatening or real physical force against one’s self, another, a
group or community.” This may or may result in injury, death, psychological harm, impaired development and
deprivation (Krug et al., 2002).

Games are for entertainment, educational purposes, but most of them are violent. According to content analysis,
89% of the games contain violence or violence elements (Gentile, 2003). When the literature was examined, it was
found that violent computer games increased the negative effects of aggressive thinking, aggressive emotion,
psychological desensitization against violence and arousal in cognitive behavior and increased aggressive
emotions, thoughts and behaviors. It was stated that violent computer games can cause confusion in children’s
inner world and may diminish the sense of conscience (Gentile, 2003; Prot et al., 2014; Burak & Ahmetoglu,
2015).

1.1 Purpose of the Research

The aim of this study is to investigate the relationship between digital game addiction levels and violence tendency
levels of high school students.

For this purpose, the following questions were sought:

1) Do high school students’ levels of digital game dependence and violence tendency differ according to gender,
having a mobile phone, having a mobile Internet connection, playing time, family income status and the classroom
variables in which they study?

2) Is there a significant relationship between high school students’ violent tendency levels and digital game
addiction levels?

2. Method
2.1 Research Model

In this research, relational survey model, one of the quantitative research methods, was used. Survey models are
research approaches aiming to describe a situation as it exists in the past or still. Relational screening models are
research models aiming to determine the presence or degree of co-change between two and more variables (Cohen,
Manion, & Morrison, 2011).

2.2 Population and Sample

The population of the study is composed of the students in the 9th, 10th, 11th grades of Malatya Battalgazi and
Yesilyurt districts in the spring term of 2018-2019 academic year. Grade 12 students are not included in the
program because they were preparing for the university entrance exam. Simple random sampling method has been
used for sample selection. Basic information about the students is given in Table 2.
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Table 2. Descriptive statistics of students

Frequency  Percentage

Female 260 57.0
Gender
Male 196 43.0
9 112 24.6
Grades 10 179 393
11 165 36.2
Yes 303 66.4
Have a computer at home?
No 153 33.6
Yes 287 62.9
Have Internet Access at home?
No 169 37.1
Yes 352 77.2
Have a cell phone?
No 104 22.8
Yes 289 63.4
Have Internet Access on cell phone?
No 167 36.6
1-2 hours 291 63.8
. . 3-4 hours 112 24.6
Game Playing duration
5-6 hours 24 53
7 hours or more 29 6.4
Telephone 291 63.8
Computer 126 27.6
With which device do you play? Tablet 24 53
Game console 6 1.3
Other 9 2.0
b famil trol th av? Yes 179 39.3
oes your family control the game you play?
your famty game you play No 277 60.7
D family control the duration of th lay? Yes 22 93
oes your family control the duration of the game you play?
your famty N game you play No 231 50.7
Low 45 9.9
The level of your family income Middle 375 82.2
High 36 7.9
Total 456 100

57% of the students (260 people) were female and 43% (196 people) were male. 24.6% (112 people) are in the
ninth grade, 39.3% (179 people) are in the tenth grade, 36.2% (165 people) are in the eleventh grade. 66.4% (303
people) had computers and 33.6% did not. 62.9% (287 people) have fixed internet connection at home, 37.1% (169
people) do not have fixed internet connection. 77.2% (352 people) have mobile phones and 22.8% (104 people) do
not have mobile phones. 63.4% (289 people) have internet connection in their mobile phone, 36.6% (167 people)
do not have internet connection in their mobile phone. 63.8% (291 people) 1-2 hours a day, 24.6% (112 people) 3-4
hours, 5.3% (24 people) 5-6 hours and 6.4% (29 people) play digital games for 7 hours or more. 63.8% (291
people) are digital games phone, 27.6% (126 people) computer, 5.3% (24 people) tablet, 1.3% (6 people) game
console and 2.0% (9 people) play with different devices. 39.3% (179 people) of the family controls the games they
play, while 60.7% (277 people) does not control the games they play. The family of 49.3% (225 people) controls
their playing time, while the family of 50.7% (231 people) does not control their playing time. 9.9% (45 people)
had low income, 82.2% (375 people) had medium income, 7.9% (36 people) had high income.

2.3 Data Collection Tools

The Digital Game Addiction Scale has been used to identify students’ addictions to digital issues, and The
Tendency Scale for Violence has been used to identify levels of violence.

Digital Game Addiction Scale (DGAS-7): DGAS-7 was developed by Lemmens et al. (2009) to determine the
problematic digital game behaviors of adolescents aged 12-18. Irmak and Erdogan (2015) conducted a validity and
reliability study. Alpha reliability coefficient of the Turkish scale was found to be 0.72. In this study, Alpha
reliability coefficient of the scale was found to be 0.86. A total of 21 items are the seven-item short form of the
DGAS-21, which consists of seven sub-dimensions. The scale is a five-point Likert type with a factor structure and
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scores between 1-5 (1 = never, 5 = always) (range: 7-35). Monothetic and polythetic diagnoses were used to
determine whether or not he was addicted to the game according to the DGAS-7. According to the monotetic
diagnosis, if a person scores seven (seven) out of seven items; if he scores at least four out of seven items according
to the polythetic diagnosis, he is defined as game addict (Irmak & Erdogan, 2015).

The Tendency Scale for Violence (TSV): Haskan and Yildirim (2012) were developed to measure the tendency of
violence in adolescents. There is a total of 20 items in the TSV, 1 of which is reversed. The scale is of triple likert
type (3 = always, 2 = sometimes, 1 = never). The score that can be obtained from the TSV varies between 20 and
60. A high score means that the individual has a high tendency to violence. Alpha reliability coefficient of the scale
was found to be 0.83. In this study, Alpha reliability coefficient of the scale was found to be 0.87.

2.4 Data Analysis

Statistical analysis of the data was performed by using statistical package program SPSS24.0. The normality
assumption for difference analysis was examined and the coefficients of kurtosis and skewness were in the range
of £ 1 (George & Mallery, 2016) and the data showed normal distribution characteristics. Therefore, the data were
tested by using t-test (to test data from two independent samples), one-way analysis of variance test (ANOVA (to
test data from three or more samples independently) for independent groups which were descriptive analyzes
(mean and standard deviation) and parametric analyzes. Pearson Product Moment Correlation Analysis was used
to determine the relationship between students’ violent tendency levels and digital game commitment levels.
Significance level was taken as 0.05 (p < 0.05).

3. Results

In this section, digital game addiction levels of high school students, findings related to violent tendency levels,
then the comparison of digital game addiction and violent tendency levels according to various variables, and the
relationship between the levels of digital game addiction and violence tendency levels of high school students are
given.

3.1 Digital Game Addiction Status of Students
The findings regarding the Digital Game Addiction Status of the students are given in Table 3.

Table 1. The conditions of Students Digital Game Addiction Cases

Monothetic Polythetic
Frequency Percentage Frequency Percentage
Digital Game Addict 21 4.6 99 21.7
Not Digital Game Addict 435 95.4 357 78.3
Total 456 100.0 456 100.0

According to Table 3, 4.6% of the students participating in the research according to the monotetic format are
digital game addicts while 95.4% are not addictive. According to the polythetic format, while 21.7% are addicted
to digital games, 78.3% are not addicted.

3.2 Students’ Levels of Violence Tendency

The findings regarding the students’ tendency to violence are given in Table 4.

Table 4. Levels of violence tendency of students

N  Lowest Highest X S
Violence Tendency 456  20.00 60.00 35.51 8.16

According to Table 4, the average score of the students was calculated as 35.51 + 8.16. This value indicates that
the students’ violence tendency scores are moderate.

3.3 Digital Game Addiction Levels and Violence Tendency Levels of Students in Terms of Gender
Table 5 shows the level of play addiction and violence tendency of the students who participated in the study.
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Table 2. T test analysis results of students’ digital game addiction levels and violence tendency levels according to
gender

Gender n X S df t p
L. . Female 260 11.60 6.061 454 -6.22 .000
Digital Game Addiction
Male 196 15.26 6.422
. Female 260 33.78 7.883 454 -5.34 .000
Violence Tendency
Male 196 37.79 7.993

According to Table 5, a statistically significant difference was found in favor of female students between the levels
of digital game dependence (t (454) = - 6.22, p <0.05) of female and male students who participated in the study.
Female students have lower levels of digital gaming addiction than male students. There was also a significant
difference between male and female students’ tendency to violence (t (454) =- 5.34, p < 0.05). This difference is in
favor of female students. Violence tendency levels of female students are lower than male students.

3.4 Digital Game Addiction Levels and Violence Tendency Levels of Students in Terms of Their Mobile Phone
Status

Findings related to whether the game addiction and violence tendency levels of the students participating in the
study differ according to their mobile phone status are given in Table 6.

Table 6. Students’ digital game dependence levels and tendency levels of violence tendency levels according to
the status of cell phone t test analysis

Dou you have cell phone? n X S df t p
. L Yes 352 13.84 6.581 454 4131 .000
Digital Game Addiction
No 104 1091 5.547
. Yes 352 36.17 8.184 454 3247 .00l
Violence Tendency
No 104 33.25 7.728

According to Table 6, a statistically significant difference was found between the levels of digital game
dependence (t 4s4 = 4,131, p < 0.05) in favor of the students who did not have a mobile phone according to their
status. Students who do not have a mobile phone have lower levels of digital gaming addiction than students who
have a mobile phone. There was also a significant difference between students’ violent tendency levels (t (4s4) =
3.247, p < 0.05). This difference is in favor of students who do not have mobile phones. Violence tendency levels
of students who do not have mobile phones are lower than students who have mobile phones.

3.5 Digital Game Dependence Levels and Violence Tendency Levels of Students in Terms of Their Mobile
Internet Connection

Findings related to whether the game addiction and violence tendency levels of the students participating in the
study differ according to their mobile internet connection status are given in Table 7.

Table 7. Students’ digital game dependence levels and violence tendency levels according to the status of mobile
internet connection t test analysis results

Do you have mobile internet? n X S df t p
Yes 289 1411 6.703 454 4.135 .000
No 167 11.55 5.719
Yes 289 36.00 8306 454 1.734 .084
No 167 34.65 7.871

Digital Game Addiction

Violence Tendency

According to Table 7, a statistically significant difference was found between the levels of digital game
dependence (t 4s4 = 4.135, p < 0.05) in favor of the students who did not have mobile internet connection
according to their status of having mobile internet connection. Students who do not have a mobile internet
connection have lower levels of digital game addiction than students who have a mobile internet connection. There
was no significant difference between students’ violence tendency levels (t 4s4 = 1.734, p > 0.05). Based on this
finding, it can be said that violent tendency levels of students who do not have mobile internet connection and
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students with mobile internet connection are the same.

3.6 Digital Game Dependence Levels and Violence Tendency Levels of Students in Terms of Their Daily Digital
Game Playing Time

Table 8 shows whether the game addiction and violence tendency levels of the students participating in the study
differ according to their daily playing time.

Table 8. Results of Anova analysis of students’ digital game dependence levels and violence tendency levels
according to daily digital game play time

Sum of squares Sd  Mean Square F p difference
Between Groups 2396.619 3 798.873 21.661 .000 CandA
Digital Game Addiction Within Group 16669.993 452 36.881 D and
Total 19066.612 455 A.B
Between Groups 1041.667 3 347.222 5.355  .001 D and
Violence Tendency Level Within Group 29310.278 452 64.846 Aand B
Total 30351.945 455

A: 1-2 Hour; B: 3-4 Hour; C: 5-6 Hour; D: 7 Hour or more.

According to Table 8, there was a statistically significant difference between the levels of digital game
dependence (F (3,452 = 21.661, p <0 .05). According to the Tukey test to determine which groups are different,
this difference is between 5-6 hours of play (Xs5.6 sous = 17.00) and 1-2 hours of play (X ;.; jous =11.85) and 7
hours and more a day and between (X7 jours and more = 20.31) and 1-2 hours per day (X ;.5 jous =11.85) and 3-4 hours
per day (X3-4 pours = 13.93).

A statistically significant difference was found between the students’ tendency to violence (F . 452y = 5.355, p <
0.05) according to the duration of digital game play. According to Tukey test to determine which groups are
different, this difference is between the students who play 7 hours and more hours (X 7 sours and more = 41.13) and
the students who play 1-2 hours a day (X;.; sous = 34.95); and those who 3-4 hours between students playing (x
34 hours =35.25) in a day.

3.7 Digital Game Dependence and Violence Tendency Levels of Students in Terms of Family Income Status

Table 9 shows whether the game addiction and violence tendency levels of the students who participated in the
study differ according to their family income.

Table 9. Anova analysis results of students’ digital game addiction levels and violence tendency levels according
to family income status

Sum of squares  df Mean Square  F Sig(p) Diftrence
Between Groups  94.779 2 47.390 1.132 323 None
Digital Game Addiction Within Group 18971.833 453 41.880
Total 19066.612 455
Between Groups  946.118 2 473.059 7.288 .001 A and
Violence Tendency Level ~ Within Group 29405.827 453 64914 B.C
Total 30351.945 455

A: Low; B: Middle; C: High.

According to Table 9, no statistically significant difference was found between the levels of digital game
dependence (F (5;453y= 1.132, p > 0.05) of the students who participated in the study according to their family
income.

There was a significant difference between students’ levels of violence tendency according to their family
income (F (5, 453y = 7.288, p < 0.05). According to Tukey test which was used to determine which groups the
differentiation was between, this difference is found between the students with low family income (Xiow income=
39.82) and medium familiy income(Xmedium income = 35.10); and with the students having high income (¥nigh income =
34.36).
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3.8 Digital Game Dependence and Violence Tendency Levels of Students in Terms of the Classes They Study

Table 10 shows whether the game addiction and violence tendency levels of the students participating in the
study differ according to the classes they study.

Table 10. The results of anova analysis of students’ digital game dependence levels and violence tendency levels
according to the classes they studied

Sum of squares Sd = Mean Square F Sig (p) Difference

Between Groups 459.320 2 229.660 5.591 .004 9 and
Digital Game Addiction Within Group 18607.292 453 41.076 10.11
Total 19066.612 455
Between Groups 590.400 2 295.200 4.493 .012 11 and
Violence Tendency Level Within Group 29761.545 453 65.699 9.10
Total 30351.945 455

According to Table 10, there was a statistically significant difference between the levels of digital game
dependence (F (5, 453y = 5.591, p < 0.05). According to Tukey test to determine which groups are differentiation,
this difference is seen between the 9th grade students (Xow grade = 14.32) and 10th grade students (¥Xiom grade =
13.64); and those students in 11th grade (X 14 grade = 11.89).

There was also a statistically significant difference between students’ violent tendency levels (F (453 = 4.493, p
< 0.05). According to Tukey test to determine which groups are differentiation, this difference is between 11th
grade students (X grade =37.00) and 10th grade students (X o gradce=34.82); and with those in 9th grade (X g grade
=34.40).

3.9 The Relationship Between Students’ Violent Tendency and Digital Game Addiction Levels

The findings of the relationship between the levels of violence tendency and digital game addiction levels of the
students who participated in the research are given in Table 11.

Table 11. Results of Pearson product moment correlation analysis to determine the relationship between digital
game dependence levels and violence tendency levels

Variable n r p
Digital Game Addiction
Violence Tendency

398 .000

According to Table 11, there is a positively moderately significant relationship between students’ levels of digital
game dependence and violence tendency (r=.398, p <.01).

4. Discussion

According to the results obtained in our study, 4.6% of the students who participated in the research were digital
game addicts while 95.4% were not. According to the polythetic format, while 21.7% is addicted to digital games,
78.3% is not addicted.

In the publications about game addiction, there are big differences in the world. While the rates are low in Europe,
for example in the Netherlands, it is between 1.5-3% for children aged 13-16. It was found to be high (50% South
Korea) in the Far East (Evren, 2017; Sakuma et al., 2017). Gentile et al. (2011) concluded that 9% of students were
game addicts in their study in primary and secondary schools in Singapore. In their study in Germany, Griisser et
al. (2007) concluded that 11.9% of the participants were game addicts.

According to the results we obtained in our study, male students had higher levels of violence tendency than female
students. Results obtained from the studies (Ozgiir, Yoriikoglu, & Arabaci, 2011; Lemmens, Valkenburg, & Peter,
2011; Kodan-Cetinkaya, 2013; Bebis, Coskun, & Acikel, 2014; Yiiksel, Engin, & Turgut, 2015; Bellici, Sardogan,
& Yilmaz, 2015; Aver & Yildirim, 2015; Goldag, 2015; Saglam & Twin, 2017; Balikgi, 2018; Emiroglu & Bindak,
2018; Kanat, 2019) support our results. Aggressive behaviors, especially in severe forms, are more common in
men. It has been suggested that less severe manifestations of severe violence in women are due to biological
protection mechanisms such as greater corpus callosum volume in women, better inter-hemispheric connectivity,
higher verbal skills, and earlier frontal maturation. In addition to biological differences, males are more exposed to
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environmental risk factors and central nervous systems are more sensitive to these effects (Yal¢in & Erdogan,
2013).

Male students have higher levels of digital game addiction than female students. The results of the studies show
that males are more game-dependent than females (Greenberg et al., 2010; Choo et al. 2010; Mentzoni et al., 2011;
Walther, Morgenstern and Hanewinkel, 2012; Kneer, Rieger, Ivory, and Ferguson, 2014; Arslan, Kirik, Karaman,
& Cetinkaya, 2015; Ekinci, Ustun, & Ozer, 2016; Hazar, Hazar, Gokyiirek, Hazar, & Celikbilek, 2017; Hazar,
Demir, Namli, & Tiirkeli, 2017; Ekinci, Yal¢in, Ozer, & Kara, 2017; Eryllmaz & Cukurludz, 2018; Eni, 2017;
Altun & Atasoy, 2018) and support our result.

As the family income levels of the students decrease, the levels of violence tendency increase. The reason for this
may be the change in the environment and friends made with the decrease in income. Ozgiir, Yoriikoglu, and
Arabaci (2011) obtained the opposite result of our study, and according to the research results, as the income level
of the families improved, the tendency of violence increases. In their studies, Bebis, Coskun, and Agikel (2014),
Ozpulat (2017), Saglam and ikiz (2017) concluded that students ‘family income levels did not affect students’
violence tendency levels. Digital game addiction levels do not change according to the family income level of the
students. Arslan, Kirik, Karaman, and Cetinkaya (2015) also supported the results we obtained in their study.
There are different results obtained from the studies. Eni (2017) concluded that digital game addiction levels
increased as the total monthly income level of the family decreased. Ekinci, Yal¢m, Ozer, and Kara (2017)
concluded that the level of game addiction increased as the family income increased.

The level of violence tendency of the students varies according to the classes they study. The level of violence
tendency of 11th grade students is higher than 9th and 10th grade students. Bebis, Coskun, and Agikel (2014),
Bellici, Sardogan, and Y1lmaz (2015), Saglam and Ikiz (2017) concluded that there was an increase in the tendency
of violence as the level of classes increased in support of the results we obtained. The level of digital game
addiction varies according to the classes of the students. As the level of education increases, the level of digital
game addiction decreases. Ayhan and Cavusg (2015), Pesen and Sanli (2018) and Balik¢1 (2018) concluded that the
level of digital game addiction decreased with increasing levels, while Eryilmaz and Cukurlu6z (2018) concluded
that there was no significant differentiation according to grade level.

The level of violence tendency varies according to the duration of the digital game play. As the daily play time of
the students increases, their tendency to violence increases (Balikgi, 2018). As students’ digital game play time
increases, their levels of digital game addiction increase. In their studies, Lemmens, Valkenburg, and Peter (2011),
Metzoni et al. (2011), Hazar et al. (2017) and Balik¢1 (2018), they have reached the conclusion that as the daily
digital game time increases, the addiction increases. According to the results we obtained in our study, there is a
moderately meaningful relationship between students’ tendency to violence and their levels of digital game
addiction. Balik¢1 (2018) concluded that there was a positive and moderate relationship between the total score of
online game addiction and the total score of physical aggression, and a positive and moderate relationship between
the total score of aggression.

5. Conclusion

In our study, regardless of the type of play the students play, a positive medium level relationship was found
between game addiction and violence tendency. According to the results of the content analysis of digital games,
families should be more careful when 89% of the games are considered violent. According to Bandura’s social
learning theory, learning takes place through observations and interactions with other people. Basically, people
learn by watching others and then imitating these actions. Violence is not only with nature or character, but learned
through observation and imitation, repeated as it is repeated, but extinguished as punished (Cherry, 2019; Sener &
Gokkaya, 2017). With some computer games, young people can be directed to suicide by disrupting their mental
health with the conscious choice of the game producer (Aytekin, 2017). Children learn violence by observing
games and imitating heroes. Rewarding violence in games, putting the child in the place of the game hero and
practicing violence during the game may make the child insensitive to violence and cause hostile feelings to
develop. According to the results of our study, families mostly control the play time of the children and less control
the games they play. It is important that families provide guidance and options rather than prohibit children from
playing. Especially the games they play, they need to check their playing time. Organizing educational seminars
for families by the guidance experts of the schools on this subject will raise the awareness of the families.
Seminars, conferences and events on digital games, addiction and violence should be held in schools.
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