VIDEO GAME ADDICTION IN TURKEY: DOES IT CORRELATE BETWEEN BASIC
PSYCHOLOGICAL NEEDS AND PERCEIVED SOCIAL SUPPORT?3

Abstract: Even though video games are generally appealing to
adolescents, sometimes this can be an issue. In this study, the
correlation between video game addiction of adolescents and
gender, game genres, types of schools attended to and grade
levels, basic psychological needs, and the social support
perceived are researched. In this study, conducted in the
Bagcilar district of Istanbul province in Turkey, 262 female and
271 male students, making a total of 533 participants from
various types of high school. The data was collected using the
Basic Psychological Needs Scale, the Perceived Social Support
Scale, and the Gaming Addiction Scale for Adolescents. For
independent samples t-test, a one-way analysis of variance and
Pearson correlation coefficient was used for the analysis of the
data. According to the results of the study, the levels of game
addiction were significantly higher in males than in females, in
vocational high schools than in Anatolian or Imam Hatip high
schools, and featured online games rather than offline games. It
was observed that game addiction affects basic psychological
needs and perceived social support significantly negatively.
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INTRODUCTION

The use of games is not only an important tool to meet the basic need of fun in childhood, but also in
adulthood (Ogel, 2012). In the past, games which were played with friends in playgrounds and streets are
nowadays evolved into online events which take place in Internet cafes, or at home, via smartphones, game
consoles and computers in every aspect of life (Yesilyurt & Erdogan, 2018). The word game is used for
free and individualistic exploratory activities, while the game describes rule-driven events (Groh, 2012). It
can be said that digital games have become a daily routine that consumes a serious amount of time (Ceken
& Cigekli, 2018). It can be observed that the generation which grew up with these kinds of games will
continue to play and follow the developments into their puberty or even into their adulthood.

The online games which require Internet connection that can be played simultaneously or which are turn
based are more preferable due to their social qualities, such as friendship, initiating communication,
building relationships, creating groups and joining groups (Griffith, Davies, & Chappell, 2004). Based on
these preferences the game industry develops games open to new experiences, boundaries rather extensile,
and which are able to test skills and opportunities of online interactions and communications (Przybylski
etal., 2012). It has been stated that, during game sessions, a short term well-being is experienced (Rigbhy &
Ryan, 2016). In addicted individuals, this specific condition can obstruct other components of life. In one
study, players with a lower satisfaction of basic needs show more inclined demeanor towards game
obsessed behavior. Digital games, appearing as the only source of individuals' filialness, are a problem and
this shows that we need a better understanding of games.

According to research made by the NewZoo company, 30.8 million people in Turkey play digital games; a
share of 30% belongs to the 10-20 years age group, while the biggest share of 46% belongs to 21-35 years
age group (NewZoo, 2018). In other research, it is shown that there are over 24 million mobile game
players, and that 90.1% of the 15-19 years age group plays mobile games (Adcolony, 2018). With regard
to the most time spent playing games, after Russia and Poland, Turkey ranks third (Kartal, 2019).

Video game addiction is defined as excessive and problematic use of video games and computers to such
an extreme extent that it causes social and emotional problems (Lemmens, Valkenburg, & Peter, 2009,
p.78). It is understood that video game addiction in Turkey varies between 2.1% (Yal¢in-Irmak & Erdogan,
2015), 3.7% (Aricak et al., 2019), 11.6% (Baysak et al., 2016), and 15% (Yigit & Giiniig, 2020). In
Weinstein’s study (2010), ong term changes in the reward circuitry can be caused by playing computer
games and it can show effects resembling those of substance dependence.

In the early research papers regarding digital games, it can be seen that the first studies concerned the
relationship of personality types with the playing of video games (Gibb et al., 1983) and motivation in
playing games (Braun & Giroux, 1989; Braun et al., 1986; Griffiths, 1991; Morlock et al., 1985). In another
study, much like other addictions, the physical and mental symptoms of excessive and obsessive video
game playing are described (Soper & Miller, 1983), while other researchers also report cases that came for
treatment (Keepers, 1990; Klein, 1984; Kuczmierczyk, 1987). In the 1990s, when home computers and
game consoles just started becoming widespread, even though the effects of video games were not entirely
known, this was still becoming a social phenomenon (Colwell et al., 1995; Griffiths, 1997; Griffiths &
Hunt, 1995). When examined from a socio-demographic standpoint, with males playing more games than
females (Buchman & Funk, 1996; Griffiths, 1997) and with violent games becoming more popular, it is
understood that ideas involving families being informed about this subject (Funk, 1993) have since
emerged.

With the Internet integrating with daily life in the 2000’s, multi-massive online role-playing games
(MMORPG) started to become popular. These games are three dimentional games which simultaniously
allow a large number of online participants to create, develop, battle and take part in interactions with their
online characters in a digital universe. (Pontes & Griffiths, 2014; Steinkuehler & Williams, 2006). In one
study, it was found that 15% of high school students were addicted to video games, had low academic
success, had more arguments with their friends and teachers, got involved in more physical fights and
displayed more aggressive behavior than in the previous year (Hauge & Gentile, 2003). In similar studies,
the academic success of students who were addicted to video games was lower (Gentile, 2009; Wang et al.,
2014). In another study, social competence, self-esteem and loneliness were found to be important
predictors of pathological video gameplaying (Lemmens, Valkenburg, & Peter, 2011). This was found to
be the case because of the emergence of video game addiction depression, anxiety, social phobia, and low
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school performance (Gentile et al., 2011). Video game addiction and depressive moods, loneliness, and
social anxiety are correlated, especially in male adolescents, whose use of nicotine, marijuana and alcohol
are twice as great as those who do not play video games (Van Rooij et al., 2014). It has also been found
that stress, living in a family with divorced parents, and bullying at school are related to video game
addiction (Taechoyotin, Tongro, & Piyaraj, 2018). According to studies conducted in Turkey, there is a
correlation between video game addiction and shyness (Ayas, 2012), social anxiety (Karaca et al., 2016),
aggresive behavior (Balikei, 2018), as well as negative demeanor while expressing anger (Cakici, 2018).
In an another study, quite to the contrary, playing video games is listed as a meaningful and purposeful
activity (Shi, Renwick, Turner, & Kirsh, 2019). Video games could be a viable option for adolescents to
satisfy their psychological needs. Basic psychological needs are necessary requriements for psychological
development, integrity, and well-being (Deci & Ryan, 2000). According to the self determination theory,
there are three basic psychological needs; autonomy, competence, and relatedness. These needs are innate,
basic, and universal (Ryan & Deci, 2000; Sheldon, Elliot, & Kasser, 2001). If an individual cannot fulfill
their basic needs, or cannot achieve real satisfaction of needs, then that individual could become engrossed
in an activity that offers the best at that current moment (Deci & Ryan, 2011). Online games with activities
such as comunication with others, building relationships, establishing small groups, and those that depend
on group work, such as clans, groups, squads and teams, could satisfy psycholocigal needs. It is also
noteworthy that these games offer players a good challenge enabling them to satiate their need for
competence (Allen & Anderson, 2018). Mankind has a natural tendency to seek new challaneges to
experience a sense of competence, even when there is no external reward (such as cash or other
remuneration) to be won.

Every element of the educational process has a dynamic structure, which also includes students needs
(Glindogdu, Dursun, & Saracaloglu, 2020). Satisfaction of basic psycolocigal needs is closely related to
daily activities (Oliver et al., 2015; Tamborini et al., 2010). In this context it is possible to find studies that
claim that digital games are tools for the satisfaction of basic psycholocigal needs (Oliver et al., 2015). In
addition, it has been found that when the satisfaction of basic psychological needs in real life is plentiful,
game addiction scores decrease (Allen & Anderson, 2018; Scerri et al., 2018) and that basic psychological
needs have a intermediary role (Li et al., 2016) in the relationship between stressful life events and Internet
addiction in adolescents. According to recent studies in Turkey, it has been found that there is a negative
corelation between extreme use of the Internet and the satisfaction of basic psycologcal needs (Candemir
Karabur¢ & Tung, 2020), and that Internet addiction and basic psycologcal needs directly and negativlely
affect each other (Can & Zeren, 2019).

In another study, different game design elements are configurated and analysed based on their satisfaction
of the basic psychological needs. The results of that particular study show that performace based rewards,
such as rankings, tiers, badges, leaderboards and so on, positively correlate with a need for competence,
while teammates, avatars, and meaningful stories correlate with social relatedness (Sailer, Hense, Mayr, &
Mandl, 2017). There has been no reasearch found on the video game addiction levels of adolescents in the
context of percieved social support and basic psychlogical needs.

The game addiction of adolescents could be related to percieved social support. Social support can be
defined as developing a sense of commitment with the thought that the person is loved, cared for, accepted
and valued by others and receives their help when it is necessary (Cobb, 1976; Lepore, Evans, & Schneider,
1991; Sarason, Levine, Basham, & Sarason, 1983). The most important sources of social support for
adolescents are friends, family members and teachers (Yildirim, 1997). In particular, with the desire and
need for autonomy emerging, compared to other developmental periods, in this period, the importance of
received social support from families decreases while the importance of social support from friends
increases (Zimet et al., 1990). It can be seen that as the percieved social support received from family and
friends increases, self esteem also increases (Kahriman & Polat, 2003), while decreasing risky behaviour
and cyberbullying (Elkady, 2019; Iskender, 2018; Sever, 2015). While Colwell and Payne (2000), judging
from the fact that adolescents often meet up with their friends away from the school environment, claim
that video games do not cause isolation, in various research studies conducted in Turkey regarding social
support proves that there is a negative correlation between percieved social support and Internet addiction
(Baysak et al., 2018; Karaer & Akdemir, 2019; Oztosun, 2018; Tanriverdi, 2014; Tasdemir, 2016; Varol-
Afo & Mortan Sevi, 2019).
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Students from three different types of high schools participated in this study. In Turkey, Anatolian High
School students are admitted through an examination procedure, and the success of these schools are
generally higher than average compared to other types. Vocational high schools train those for blue-collar
occupations, while Imam Hatip high schools are religious schools. In this research the answers to the
following questions were sought: (1) ‘Do adolescents’ video game addiction levels differ amongst gender,
game genres, types of schools attended, and parents’ proficiency in Internet usage?’; and (2) ‘Is there a
correlation between video game addiction levels and perceived social support, as well as basic social
needs?’.

METHOD

PARTICIPANTS

The study population of the research consists of 16,958 high school students studying in the ninth, tenth
and eleventh grades in the Bagcilar district, Istanbul, in Turkey. The data was collected using the cluster-
sampling method at a population of 650 students between the ages 14-17 whose education at different high
schools continues. Missing data was removed from the data set and, thus, the research was contucted with
a total of 533 students of whom 262 (49.2%) were females and 271 (50.8%) were males.

INSTRUMENTS
GAME ADDICTION SCALE FOR ADOLESCENCE

The Game Addiction Scale for Adolescence was developed by Lemmens, Valkenburg and Peter (2009) and
the Turkish adaptation was undertaken by llgaz (2015). The scale consists of twenty-one items and seven
factors. The total score of the scale has an internal consistency coefficent of .92 (llgaz, 2015). In this
research, the internal consistency coefficent regarding the scale was recalculated and the Cornbach Alpha
coefficent was found to be .93.

PERCEIVED SOCIAL SUPPORT SCALE- R (PSSC-R)

The Perceived Social Support Scale was developed by Yildirim (1997) and revised in 2004. The PSSC-R
has subscales consisting of family members, friends, and teacher support. The lowest score that can be
obtained from the scale is 50, and the highest score is 150. Items of the PSSC-R are rated using the three-
point Likert-type rating. The internal consistency coefficient for the whole scale was found to be .93
(Y1ldirim, 2004). In this study, the internal consistency coefficient of the scale was recalculated, and the
Cronbach Alpha coefficient was found to be .84 for the family subscale, .87 for the friend subscale, .94 for
the teacher subscale, and .94 for the entire scale.

BASIC PSYCHOLOGICAL NEEDS SCALE - HIGH SCHOOL FORM (BPNS-H)

The Basic Psychological Needs Scale was developed by Ryan and Deci (2000) and the Turkish adaptation
of the scale was made by Kesici and others (2003). Studies for the high school form of the scale were made
by Sahin (2007). The scale was reduced to seventeen items by removing four of the thoughts that showed
low correlation. The scale, which was a five-point Likert-type, consists of three sub-dimentions. For the
BPNS-H, the Cronbach Alpha reliability relatedness need subscale was found to be .77, the need for
competence subscale was found to be .64 and the need for autonomy subscale was found to be .69. The
scales’ total reliability coefficent was calculated to be .82 (Sahin & Korkut-Owen,2009). High scores on
the scale indicate that basic psychological needs are satisfied. In this study, the internal consistency
coefficient of the scale was recalculated, and the Cronbach Alpha coefficient was found to be .74 for the
relatedness need subsale, .47 for the need for competence subscale, .57 for the need for autonomy subscale,
and .79 for the entire scale.

PROCESS

For this research, initially the necessary legal permission was obtained from the Turkish Ministry of
Education. The purpose of the research was disclosed to the students and data colecting tools were only
applied during classes, to students who had volunteered, with all of the questions answered, and written
consent being taken. The data was collected in the Istanbul province, Bagcilar district, in 2018.

DATA ANALYSIS
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The data was analyzed through the independent samples t-test, a one-way analysis of variance (ANOVA),
and the Pearson correlation coefficent. The data obtained during the research was analysed using IBM SPSS
23.0 and the margin of error was taken to be .05. It was noted that the data showed normal distribution and
the variances were homogeneous.

RESULTS

In this research, in order to determine whether there was a difference according to the adolescents’ gender,
prefered video game genre and levels of video game addiction for the independent samples t-test were used,
and the result of the analysis is shown in Table 1.

Table 1. Differences of video game addiction according to gender and video game genres

Gender n M SD df t p Cohend
Female 262 39.48 16.72 531 -10.62 .000* -0.92
Male 271 54.93 16.87
Video game genre
Online 303 53.55 16.72 461 7.91 .000* 0.765
Offline 160 40.69 16.87

*p<.01

As can be seen in Table 1, the average video game addiction points of males are significantly higher than
those of females (t = -10.62, p < .01), and the effect size is large (d = .919). Video game addiction levels
are significantly higher in individuals who play online games compared to those who play offline games
(t=7.91, p <.01), with the effect size being large (d =.765).

The video game addiction level of adolescents is compared using ANOVA, and the results are given in
Table 2.

Table 2. Differences of video game addiction according to school type

School type n M SD Sum of squares df Mean square F p 7
Anatolian 174 |42.51 |18.14 |Between groups 9300.45 2 4650.23 14.30 | .000* |0.05
\ocational 230 |51.94 |18.21 |Within groups 172411.35 530 325.30

Imam-Hatip  [129 |45.63 |17.56 |Total 181711.81 532

*p<.01

In Table 2, there is a significant difference between the video game addiction levels of different types of
high school students (F = 14.30, p < .01), with the effect size being medium (77 = .051). The Tukey HSD
test was conducted to understand which groups this difference was in, and it was found that the game
addiction levels of the vocational high school students were higher than those of the Anatolian and Imam
Hatip schools. In addition, there is no significant difference between the adolescents' game addiction by
grade level (F=2.66, p > .05), mother’s Internet usage competence (F = 2.21, p > .05), or father’s Internet
usage competence (F =.83, p > .05).

The relationship between satisfaction of basic psychological needs, percieved social support and video
game addiction levels was analysed using the Pearson correlation coefficent and is shown in Table 3.

Table 3. The relationship between satisfaction of basic psychological needs, percieved social support and video game addiction

level
Variables PSS PSS PSS
GA BPN 1 (family) (friends) (teachers)
Game addiction (GA) 1
Basic psychological needs (BPN) -.196* 1
Perceived social support (PSS) (family) -.210* A487* 1
Perceived social support (friends) -.211* 466* .505* 1
Perceived social support (teachers) -.151* 267* 446* 418* 1
*p<.01

As can be seen in Table 3, there is a negative, low and significant correlation between video game addiction,
basic psychological needs (r = -.196. p <.01) and perceived social support (Ffamily = - .210, p<.01; rfriends =
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-.211, p< .01; reeachers = - .151, p< .01). In addition, it can be seen that there are positive relationships
between basic psychological needs and perceived support.

CONCLUSION AND DISCUSSION

In this study, the relationships between video game addiction, satisfaction of basic psychological needs and
percieved social support were examined. According to the findings of this study, there is a negative, low
correlation between video game addiction and satisfaction of basic pscyhological needs and percieved
social support. It is understood that the basic psychological needs of adolescents with high video game
addiction level are not satisfied and they have insufficient social support. It is also found that video game
addiction levels of male adolescents were higher than girls, online vidoe games are more preffered than
offline games and vocational high school students are more addicted to video games than those of the
Anatolian and Imam Hatip schools.

As a result of this research, it was found that male adolescents' level of game addiction is significantly
higher than that of females. There are many research results similar to this finding which are available in
the literature (Aksoy, 2018; Colwell & Payne, 2000; Colwell, Grady, & Rhaiti, 1995; Cakir, Ayas, &
Horzum, 2011; Donmez, 2018; Eni, 2017; Fisher, 1994; Gentile et al., 2011; Griffiths & Hunt, 1998; Hauge
& Gentile, 2003; Kaya & Sahin Altun, 2015; Odabasi, 2016; Taechoyotin, Tongro, & Piyaraj, 2018; Toker
& Baturay, 2016; Van Rooij et al., 2014; Wang et al., 2014; Yu & Cho, 2016). However, there has also
been research in the literature that states that gender differentiation is non-existent (Demirtas-Madran &
Ferligiil-Cakilci, 2014; Gibb et al., 1983; Tas, Eker, & Anli, 2014), with studies showing that social media
addiction is more common in females (Griffiths, Kuss, & Demetrovics, 2014), while conversely, males are
more addicted to video games (Kuss & Griffiths, 2012).

The fact that the parts of the brain regarding the reward and punishment system of males is far more active
than females can be a valid reason explaining why males are far more vulnurable to video game addiction
than females (Griffiths & Hunt, 1998; Hoeft et al., 2008; Ko et al., 2009). In addition females are more
likely to get addicted to their mobile phones due to social usage (Adamczyk, Adamczyk & Ttusciak-
Deliowska, 2018). The games, and especially online games, that are build upon competition with others,
and which contain both socially rewarding, appreciative content, such as ranking up in leagues, leveling
up, ranking up, gaining titles and offering virtual material rewards, such as gold, credits, weapons, clothes
and suchlike, can easily affect the cognitive processes of the individual. It can be seen that the recently
popular looting mechanics of games affect players to a degree that is similar to gambling addiction
(Abarbanel, 2018; King & Delfabbro, 2019; Zendle & Cairns, 2019). In addition, males are less
neurologically affected than females while playing video games (Wang et al., 2018).

Results show that adolescents’ levels of game addiction differ according to type of school attended, and
this differentiation is due to the fact that vocational high school students' game addiction levels are higher
than those of Anatolian and Imam Hatip high school students. This finding aligns with the findings of
Aksoy (2018), although there are few studies comparing school types in the literature. Tas, Eker, and Anli
(2014) could not find any significant difference in the game addiction levels of adolescents in terms of
school type. In one study, it is stated that the school type with the highest time efficiency for leisure
activities among high schools is the vocational high school (Yetis, 2008). Among the activities that students
in these schools engage in when making use of their spare time, there are mostly activities such as listening
to music, watching TV, doing homework, and spending time on the Internet (Okay, 2012). Considering the
education and training program of vocational high school students, due to them having less academic
expectations, and their future targets being more specific and limited, may have caused them to turn towards
digital games as activities where they can spend their free time.

In this study, the average game addiction score of the individuals who preferred mostly online games was
found to be significantly higher than that of those who preferred offline games. Griffiths, Kuss and King
(2012) and Toker and Baturay (2016) also point out that online games are more addictive. Lemmens and
Hendriks (2016) state that the time spent playing games in both game types is closely related to game
addiction, but this situation is certainly more noticeable in online games. Social interaction in online games
can be easier and more satisfying than face-to-face interaction for some, suggesting that people also prefer
online games in order to seek social interaction (Ng & Wiemer-Hastings, 2005). Individuals who cannot
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build social relationships and individuals who are alone, searching for friendship, turn towards online games
and, thereby, increase the likelihood of video game addicton (Akkas, 2020). However, Kuss, Griffiths, and
Pontes (2017) state that games can be addictive regardless of whether they are online or offline, because,
in qualifying the behavior as addiction, it is necessary to have certain clinical deterioration with overuse.
In the studies, it is observed that addictive behavior is involved in both online and offline game types
(Griffiths, Kuss, & King, 2012).

As a result of this research, it is found that there is a low-level negative correlation between video game
addiction and perceived social support, as well as basic psychological needs. Adolescents whose basic
psychological needs are not met sufficiently have high game addiction rates. There are a number of research
results similar to this finding available in the literature (Allen & Anderson, 2018; Candemir Karaburg,
2020; Li et al., 2016; Scerri et al., 2018; Tamborini et al., 2010).

Griffiths, Davies and Chappell (2004) state that sociability is the most attractive aspect of online games. In
cases where basic needs are not met or prevented, individuals may apply different methods to meet these
needs (Deci & Vansteenkiste, 2004). It can be thought that adolescents develop addiction by turning to
online games where they can find the opportunity to socialize. Online video games provide a way for
players to build lasting relationships and to preserve existing ones (Siitonen, 2007). Digital games can have
a great effect on meeting basic psychological needs if not used problematically or in an addictive way
(Ryan, Rigby, & Przybylski, 2006). The fact that online games affect social life negatively and may lead to
loneliness can lead to the prevention of real relationships that could sufficiently meet the need for
relatedness (Gentile et al., 2011; Jeong & Kim, 2011).

The region where this research was conducted is one of the most populous districts of Istanbul, Turkey,
where families with low socio-economic levels live. Families in this district can sometimes be concerned
about their childrens’ safety outside their houses. With this concern, parents can prevent their children from
participating in out-of-home activities from an early age. In this area, houses are very close to each other
and there are few safe environments such as parks where children and young people can spend time.
Adolescents who cannot spend time and socialize with their peers on the streets or on a park, try to meet
their needs at home. At the same time, video game addiction correlates with shyness, loneliness, low self
esteem, anxious-indecisive attachment and low empathic tendency (Akkas, 2020; Ayas, 2012; Lemmens,
Valkenburg, & Peter, 2011; Tas, 2019), individuals not being comfortable in real relationships, and not
being able to build healthy relationships. The motivation to play video games by players is found to be a
progression in the game, game mechanics, competition, and socialization (Dindar & Akbulut, 2014; Ko et
al., 2009; Sussman et al., 2014). In addition, the fact that games provide a kind of simulated environment for
behavior that is not possible to experience in real life helps individuals to discover new skills in themselves
and to realize their interests (Ryan, Rigby & Przybylski, 2006; Wan & Chiou, 2006). Games being open to
new experiences allow individuals to test their skills and, thereby, to meet their basic psychological needs.
According to the findings of this study, as the perceived social support of adolescents decreases, online
game addiction increases. This finding is supported by similar studies in the literature (Ayas & Horzum,
2013; Baysak et al., 2018; Bonnaire & Phan, 2017; Durak-Batigiin & Kilig, 2011; Giinli¢ & Dogan, 2013;
Karaer & Akdemir, 2019; Ozmen, 2019; Oztosun, 2018; Varol-Afo, & Mortan Sevi, 2019; Yeh et al., 2008;
Yigit & Giliniig, 2020). With low family support and neglect of children in particular, (Sussman et al., 2014;
Beyazit & Biitiin Ayhan, 2019), conflicts and problems in family relationships (Boannaire & Phan, 2017;
Caliskan & Ozbay, 2015; Yigit & Giinii¢, 2020) and the absence of one of the parents (Taechoyotin, Tongro,
& Piyaraj, 2018) significantly correlate with video game addiction.

In adolescence, although interest in the family decreases and relationships with peers become more
important for the individual, emotional support of the family is still extremely important. In this study,
perceived social support from family and perceived social support from friends are found to be negatively
related to video game addiction at a similar level. The support the adolescent receives from his family and
friends, especially the social support he feels while dealing with the problems that an individual faces, can
help him overcome problems and stressful events in a healthy way (Deniz, 2006). A lack of social support
and appropriate problem solving skills in adolescents, and the fact that games become a tool used to escape
from problems, makes it easier for them to develop addiction to video games after a while. (Griffiths, 2010).
According to a study that was conducted in South Korea with 600 student participants, composed of a
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mixture of middle and high school students, game addiction is negatively correlated with social activities
with parents (Jeong, & Kim, 2011).

In another study, it was found that 72% of young people between the ages of 13-17 play online games with
their friends every day and 52% make friends with the people they play with, but the relationships they
establish in daily life are weak (Lenhart, 2015). Adolescents who have trouble building relationships, and
who are exposed to bulliying, due to having insufficient friendships and having social anxiety, leads to
online games being seen as an alternative social space correlating with video game addiction (Griffiths,
2010; Karaca et al., 2016; Taechoyotin, Tongro, & Piyaraj, 2018). During the adolescence period it is
important to be accepted as a part of a group and to feel included as a part of that group. Adolescents can
cope more easily with the problems they encounter by getting strength from their peers. Cohen and Wills
(1985) state that social support has a faciliating effect on coping with stressful life events. In this period,
peers are an important source of social support for adolescents (Yildirim, 1997). Adolescents who do not
have sufficient social support from their peers may turn to online games, both to seek support and to avoid
their problems (Papacharissi & Rubin, 2000).

In the study, no relationship is found between perceived social support from teachers and video game
addiction. Due to their seasonal characteristics, the importance of teachers for high school students can be
expected to be lower than for primary and secondary school students. This may be interpreted as teachers
not being an important source of social support in the lives of adolescents.

In this study, since the internal consistency coefficients calculated for the sub-dimensions of the Basic
Psychological Needs Scale are low, the use of the total score in the analyzes is preferred. In this sense, it
can be suggested to work on scales in new studies. According to the results of this study, as well as similar
studies in the literature, males, and especially adolescent males, have higher levels of online video game
addiction. Considering male adolescents as a risk group in this sense may be considered in preventative
studies.

According to the results of the study, game addiction levels of vocational high school students are found to
be higher. At the same time, the fact that this group is more at risk, the teachers, students and parents at
these schools need to be informed accurately about game addiction and awareness needs to be raised about
possible dangers. In addition to informing, peer groups can be formed and group work can be used to
support the correct use of games. Similarly, physical and social activities for students in the risk group can
be diversified and students can be directed to these.

The online game addiction levels of adolescents who cannot find sufficient social support from their
families and friends are higher than the research results. In this sense, families can be educated regarding
ways to communicate with adolescents and provide appropriate social support. Correct parenting skills,
monitoring the adolescent and supervision provided to the adolescent (Toker & Baturay, 2016) prove their
worth as the families’ social support. In addition to this, families' knowledge of digital parenting should be
increased in order to enable children to maintain a healthier relationship with technology. In this way, the
family should be able to provide sufficent digital support to the child and adolescent. Conducting activities
together in the family with the close attention of parents, especially the mother’s attention to the child (Yigit
& Giiniig, 2020), are stated as protective factors.

The computer as well as computer assisted instruction plays an important role in development of children
and could be used as an assistive tool in academic purposes (Mohammed, 2013). Thus, the students’
addiction towards digital games can be used in their education. We should learn more about children's
passion for video games.
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