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ABSTRACT
The game is a fact consisting of movements, thoughts, and emotions that exist in every area of life, and that enable
people to find and recognize oneself. Children get a variety of skills such as gender role, friendship, sharing,
helping, protecting their rights, respecting the rights of others and taking responsibility and personality traits that
will be possessed at an future age are shaped with game. However, as a result of today's technological
developments; game format, the playing environment, the number of players playing, and the equipment used are
started to change. Children playing in the streets and having fun in the past are now trying to meet these
requirements in the virtual environment. However, this situation brings with it many health risks such as obesity,
hyperactivity, postural disorders, and social anxiety. Children who are our tomorrows need to be directed to games
that will contribute to the development of children by creating awareness to continue their growth and development
in a healthy way
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Introduction
The game is a fact consisting of movements, thoughts,
and emotions that exist in every area of life, and that
enable people to find and recognize oneself[1-2-3]. The
fact that game-related materials are encountered in all
societies throughout history is evidence that it is an
important place in human life[4]. Children get a variety
of skills such as gender role, friendship, sharing,
helping, protecting their rights, respecting the rights of
others and taking responsibility and personality traits
that will be possessed at an future age are shapped with
game[5-6]. Children also need game as well as
nutrition and sleep to complete their development in a
healthy way. Failure to meet or limit these
requirements can negatively affect children's
development [7].
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Therefore 31. item of the Declaration on the Rights of
the Child arranged in the form of “States Parties
recognize the right of the child to rest, leisure, play and
age appropriate entertainment (activities) and to
participate freely in cultural and artistic life”[8].
Children who are in adolescent period, are generally
perceived as an adult by society and are thought to
have no need for play. Games with all age groups
attracted, however is an important tool especially in the
development of adolescents[9]. Games support the
cognitive, emotional and physical development of
adolescents[6].Game for adolescents with emotional
situations such as shyness, excessive imagination,
uneasiness, restlessness, desire for loneliness, extreme
excitement[10], helping them to make decisions, solve
problems, follow rules, control their emotions, make
friends and build social relationships[6]. While playing
with self-styled game with toys in childhood, it is
known that with the adolescence period, the sense of
reality in the child increases and that there is a trend
towards the rules games [6]. As a result of today's
technological developments; game started to change in
terms of the game format, the playing environment, the
number of players playing, and the equipment
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used[11]. While traditional, cultural and religious
values are at the center of human lifein the pre-modern
period, post-industrial revolutionary social structure
has changed together with the mechanization of
production
and
the
social
structure
with
urbanization[12]. Rapidly changing technology,
especially after 1980, the spread of mass media tools
and as the internet becomes an integral part of life, the
content of the game and the influence on the human
have also changed[12-13].Traditional game events
have been replaced by digital games over time for
reason like technological developments, urbanization
and inadequacy of playgrounds[14].Kadiroğulu et al.
(2015) the study examines the change between the
three generations of games; is expressed that rules of
the game are mostly determined by the children in the
first and second generation childhoods and they often
play group games played outside the home, in the
garden, on the street, or in an empty area, while the
third-generation individuals were more likely to play
individual games with technological devices [15]. Also
in recent times, for reason like increased child abuse,
parents are worried and need to consider their child.
This protection instinct prevent parents sending their
children playgrounds. Adolescent who can not go out
and play as desired and can show himself like in his
imagination in the virtual environment is heading
towards digital games.
Digital gaming devices are often preferred by
adolescents for reasons of entertainment-interactioncommunication, the ability to realize their dreams that
they can not fulfill, passion for winning, sustenance
emotion of success and dominance are often preferred
by adolescents [16].Computer games have many
positive and negative effects depending on the purpose
of use, duration and content of the game[17-18].
Besides digital games played without being overrun are
accepted the positive effects of emotional emptiness
and relaxation of [19-20]it is also known that there are
many negative aspects in terms of psychological and
biological aspects[21].Digital games in adolescents;
can cause adverse effects such as psychomotor
impairment, hyperactivity, increased body weight and
loss of vision[3]. However, uncontrolled digital games
are also found to have negative effects such as showing
obsessive behaviors, tendency to violence, developing
antisocial behaviors, increase of anxiety level, escape
reality and dullness, living complexity between reality
and imagination, learning disorders, fall in academic
achievement and lie [18-22-23-24].
The shape and level of influencing the adolescent of
digital game; it change according to development status
addiction that causes change in emotion / thought and
social life[25]. One of the most significant risks to the

development of digital gaming dependence is the
increased availability of technological tools. Turkish
Statistical Institute Household Information Technology
Usage Survey according to 2015, it is stated that is
available 96.8% of houses have a mobile phone or
smart phone, 25.2% in it computers, 43.2% init laptop,
20.9% in it TV that can connect to the internet
[26].Digital in 2017: Global Overview’ in the June
2017 report is stated that increased internet usage in the
world compared to the previous year, the use of active
social media, phone usage, social media usage on the
phone%10.0, %21.0, %5.0, %30.0respectively [27]. In
the direction of this data it can be said that use of
technological tools is high and the risk of dependence
is unimportant levels.
Digital game addiction is defined as“although it causes
social and / or emotional problems, someone's
continued use of computer or video games on an
extreme and compulsive level[28].Digital game
addiction, as cause results scuh as adolescents can not
stop playing, associating the game with real life,
disrupt his tasks due to the play of the game and choose
to play games in other activities, it can negatively
affect the socialization and academic success of
adolescents and can change the perception of
reality[18].In Çakır (2013) study said that
thought63.7% of parents of children's addiction to
digital games, 53.5% of it computer games prevented
children from studying, 47.4% of it computer games
were ahead of children's social activities[22].Kuen
Wong et al.(2016) said that game addiction reducing
related important activities, academic performance in
time, causes of physical problems and emotional stress,
it is a risk in terms of family relationships and financial
problems[24]. Mannıko et al. (2015) their work showed
that is a significant relationship between with game
addiction and fatigue, problems of sleep and
concentration, depression and anxiety[29].Aydogdu
Karaaslan (2015) in the study is stated that 30.0% of
children are adversely affected with digital violence,
54.0% of it approved the violence in the games, 26.0%
of it their daily lives imitate violence in games[23].In
line with the results of studies done, is said that is the
relationship between game and behavior problems and
violent tendencies ,one of the most important social
problems.
Today in society common seen and important problems
that could cause serious health consequences is
sedentary lifestyle. Sedentary lifestyle cause of
important problems such as obesity, diabetes, coronary
heart disease and premature death[30].Physical activity
are accepted that facilitates growth and development, it
is important for bone development[31], developed
emotional well-being, reduction stress and anxiety in
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terms of adolescents[32-33].The adoption of the
sedentary lifestyle of children and adolescents is a
universal question[34].In the study of Eringöz E et al.
(2011) are expressed that adolescents watching
television and playing game on a computer as
physically less active[34]. Also in the study of Yalcin
Irmak (2014)was determined that as adolescents
increase their problematic digital gaming behavior,
body mass index values, psychosocial and behavioral
problems increase[35]. It is said that sedentary lifestyle
is closely related to the game features played during
childhood and adolescence.
It is the assurance our future that children and
adolescents who are your future adults grow as
individuals who are biologically and psychologically
and socially healthy without losing their value
judgments. While children and adolescents running in
the streets in the past, they are trying to meet these
needs in the virtual environment in today. However,
children and adolescents who find themselves and
contribute to their development in the game, breaking
away from traditional games and satisfy a need game in
virtual environment cause addiction and prevent
completing the bio-psycho-social development of
children and adolescents. This situation brings with it
many health risks such as obesity, hyperactivity,
posture disorders, social anxiety. Therefore, it
negatively affects the child's health, growth and
development. Proper use of technology and qualities of
playing games are important for children who are our
tomorrowscontinue their growth and development in a
healthy manner. In this direction, it is necessary to be
directed to games that will contribute to the
development of children and adolescents by creating
awareness in children, adolescents and adults.
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