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Abstract

This study was conducted to examine the rrelationship between digital game addiction level, academic
procrastination behaviors:and autonomous learning levels of students studying at the second llevel:of
primary. education.. The study group: of the research consisted of 5th-8th grade students studying in
Kulu district of iIKonyauin the :2021:-2022 academic year. The IDigital Game Addiction Scaé (DGAD-7),
Academic Procrastination Scale (APS).and Autonomous /L.earning ‘Scale (ALS) were:used tocollect'the
data. A total of 416 students, 230 girls and 186 boys, participated in the study. Mean, standard deviation
and Pearson (Correlation analysis wereitsed to analyzeithe data. ‘As:aresult.of the:analysis,'the average
score obtained from the Digital Game Addiction scale revealed that the students were not.atithellevel of
addiction and had an average score below the middle! levellt was determined that the students showed
a moderate level of procrastination behavior and considered themselves :adequate :and »goodiin
autonomous learning. There was a significant relationship between students' Digital Game Addiction
Scale scores sand ‘Acadenic Procrastination: Scale and Autonomous Learning Scale scores :and
Autonomous Learning Scale sub-dimensions scores. At the end.of the:study, it was-suggested thatimore
practices that support student autonomy: should! be included in: learning:environments; the: time to be
devoted to digital games should be reduced by making:a daily,;plan,-and children, parents.and:teachers
should be informed through:seminars,  public service announcements, TV series or socialimedia.
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Im oun age of rapid development and transformation; technology. affects education as
much as it does all areas: ofllife. Increasing educational technology -support iin the learning -
teaching process (smart boards, wideos, :animations, simulations, educational content
applications and pages, €tc.), facilitating accessi to information with the widespread use of the
internet,. and! developing students’ researcher aspects imore :are -sme of the remarkable
developments. With the impact of the pandemic period,. the relationship of ichildren; teachers
and parents with technology has had to increase .evenrmore./In:addition to the many benefits
of technology, it can also have negative effects-gch as prolonged screenitime, .exposure(to
cyberbullying while playing-games, privacy of personal information; health problems:(obesity,
decreased mobility, sleeprelated disorders), nervousness and decreased :academic
achievement, socialization problems, addiction: (internet, social'media; games, etc.) (Martin;
2011).

Today, various types of behavioral addictions have emerged with itechnological
developments. Digital game addiction is a type of addiction that is frequently seen recently.
Especially children and adolescents :are «consideredito'beiinitherrisk .group iin «digital game
addiction.. In: the: Diagnostic' and! Statisticall Manual ' of ' Mental ' Disorders-of ithe-American
Psychiatric Association (APA), the diagnostic criteria for computer- game addiction, are' as
follows: mentall preoccupation: with: the: game,. withdrawal' symptoms;. tolerrance, loss of
control, decreased interest in other activities, continued! use despite negative consequences,
lying, mood changes, decreased functionality in friendship, work:and otherimportant areas-of
life (APA, 2013).

Digitall game addiction: has increased even more during the pandemic. During the
emergency distance education process, children lhad (to 1use! theinternet :and -a devicelto
continue thein education: During-this-period,! especially: childrenrand young-people:became
more involved with:the digital world:| Digital.materials) which were-given for limited-periods
of time and inja more controlled' manner-before the pandemic, were made available to children
in a less controlled manner during the pandemic period. At this-point!, imposing sanctions on
the child can build! virtual walls-between: the childin.adolescence and the parents and direct
him/herto the:digitalworld, virtual friendships;withdrawal, miscommunication; problems in
the relationship: with: parents;. psychologicall problems, arn d [nosn eblinn e s:s
Individuals: may. face materiall and moral' problems: as: a result of violence, sexual abuse,
smoking and alcohol encouragement, sociality, crimes such asitheft, theft of confidential and
private: information: (Information.and:Communication Technologies-Authority;12019).

Ini the: Digitall Gaming: Sector Report (Ankara: Development Agency, 2016) and the
Digitall Game Addictioni\Workshop (Ministry-of Health, 2018), some conclusions were reached
about digitall games. According to the results of the reports, although digitall games have
positive aspects, the number of negative aspects and their impact on the, path to addiction are
quite high. The problems frequently: mentioned' are loneliness, depression, suicide, work
inefficiency, fatigue, insomnia, more: attachment, and inability to break:away from:the game,
inactivity, failure.imwork;lack!of discipline, negative impact on:academic:success for students,
an didilicndid of feeoncewnle lellit. ond Lheissuoimise towidhtoh Alfaadind fTwnaed
(2021) found in their: study that there was a significant difference in terms of change in the
duration off playing: digital ' games: during-the pandemic period, and!thatuniversity students
with, am addictive habitiincreased their digital game-playing:time in this process:(58:4%).
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Due to digital game addiction, children: are: unable to fulfill! some: ofi their
responsibilities: and! use time efficiently. and! effectively. Too much screen time may cause
students to postpone their academic work and tasks. A sstudent who procrastinates
academicdly cannot or believes that he/she cannot do his/hern-homework:or responsibilities
due to lack of time, energy, and motivation; and as a result, a perception of inadequacy is
formed in the individual (Akdemir,:2013). This leads to a:decline in.academic  achievement,
reluctance to study and school, and can'be the beginning of the end leading to 'dropping out: of
school or education. One of the factors that cause -students (to jpostpone!their itasksisithe
problems they experience in managing their learning. An autonomous student who takes
responsibility. forr his/her learning .throughoutithe learning: process:can:be-defined'as: an
individual 'who,can: make: his/herrown choices, actively participates: inithe:learning: process,
guestions, thinks critically,. research, thinks: scientifically, . thinks-scientifically, is -curious,
expresses'himself/herself accurately and clearly, strives for personal development, .and feels
responsible for what are called 21st.century skills (Littlewood, 1999). As students' autonomy
increases, it is predicted that academic procrastination; and digital! game: addiction: will
decrease.

Secondary school :students were-selected for this:study.! This period:was found to-be
important:because it is the period of adolescence, it is different from the firstilevell of primary
education in terms: of thinking structure;:. number, and content of courses, it is the basis for
transition .towards-high school] emotional differences; psychologicall factors, and the stage for
decisions and eventsithat will affect future life. Considering that childreniin this age group.are
highly influence d by role models, the importance of the research emerges. Inithis:study, it was
tried to, determine the relationship, between digital game addiction, academic procrastination
and autonomous learning levels and the relationship between these wvariablesiin:a peiod when
second level primary school students were :affected by the; pandemic.! It is ithought that the
results of this study will\provide tips-and ideas to,parents, secondary school students, teachers,
administrators;. guidance: studies, and guidance services in schools. Identifying: and
intervening: in: digital '\game- addictionnat! an: early. age is of great importance in terms: of
eliminating: addiction, preventing academic: procrastination:that: affects -students'-academic
success:and ensuring-autonomous! learning.

The main purpose of this study is to determine the levels of digital game addiction,
academic procrastination and autonomous learning of students studying at the second level of
primary education:and'toinvestigate the relationships-between these variables. To achieve this
main purpose, answers to the following questions were sought:

¥ What is the level of digital game addiction, academic procrastination and autonomous
learning of second level primary school students?

Y Isthere a relationship between digital game addiction level, academic procrastination and
autonomous learning?

M ethod

In the study, the relational survey model was used to reveal an existing situation and
to reach findings about it. Survey research are studies in which the views of the participants
on a subject or event or their interests, skills, abilities, attitudes;. etc. are determined and
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ussalbadvdiy o licnovsodpv @anathel acrlg-erivusscaimp daenat. hian, Lotiler model
& Demirel, 2016, p.177). In this study, the relationships between digital game addiction,
academic procrastination and autonomous learning were examined.

Population,and:Sample

Inithis:study, the population of the research consists of students studying in the second
level of primary education affiliated to the Ministry of National Education in: Kulu district of
Konya province in the 2021-2022 academic year.lIn this context, 2015-sudents studying at the
second level of primary education in Kulu district as: of 2022 were included'inthe population
of the study (Kulu District Directorate of National Education;2021). Since:the:study.aimed to
reveal the general situation of the students in the second llevel of primary education in Kulu
district, the-typical lcase sampling method was used. In determining the sample size for the
students in the study, Cohen, Manion and Morrison's: (2005) sample size table, which is based
on the relationship: between sampling error and confidence level, was used. 'Accordingi to the
table, it was assumed that atarget;population of 2015 people:would be represented by:atleast
322 people for a tolerable 5% error according to 95% confidence! level. ‘Accordingly, datavere
collected from 416 students studying in three secondary schoolsiinithe district center. These
schools were selected becauselthey represent typical schools:in Konya:province information
about the students from whom data were collected is presented inTable 1.

Table1

Personal Findings: Related to Students

PersonaliInformation Group N %
Gender Girl 230 55,3
Classroom Male 186 44,7
5 101 24,3
6 119 28,6
School 7 o1 219
8 105 25,2
A Middle School 84 20,2
Personal Information B Middle School 116 27,9
C Middle School 216 51,9

According to Table 1, 55.:3%!(230) of the :students:werelfemale:and44.7% (186).were
male. 24.3% (101) of the-students\were in the!fifth grade, 28:6% (119)in the sixth-grade, 21.9%
(91) in the seventh grade and:25.2% (105) inithe eighth grade. 20.2% (84) othe students were
studying im A Secondary School, 27:9%/ (116)inI'B-Secondary: Schooland51.9% (216) in C
Secondary School.

Data:Collection Tools

Ini the study, the relationship: between digital game addiction; academic
procrastination;. and autonomous learning of second level primary school students was
examined. For this purpose, the data collection tools used in the study are as follows:
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Digital:Game:Addiction 'Scale( DGAS-7)

"Digital Game Addiction:Scale™ developed by Lemmens et al. (2009) and adapted into
Twirck byvsthnakbayd Flhdnomakorsanad usE nediojrane (20001 5) wasic used t
addiction.. The scale consists «of 7 iitems in fivepoint Likert:type. A minimum:of,7 anda
maxninomuim:, joif 3:5bhe phovinmitirsm tccasmle. biece 10bitOai-21esdale, fwhichm t h e
includes 21 items and 7-subdimensions, was shortened and adaptedito 7:items, it\wasnamed
DOB¥ . The vallidictoynbamndiypraedide ablic it yr sc@le ®mI2.ach' s 4
According to the answers given, the increaseiinithe - average scorerindicates! the levelof . game
addiction of the' participants: Within:the scope:-ofthis:study, the-Cronbach: Alpha: reliability
coefficient of the Digitall Game Addiction: Scale was calculated as 0.69. In the context of this
value, it can be said that the scale isireliable.

Acadéemic Procrastination:Scale (APS)

To determine students’ academic procrastination behaviors, the Academic
Prcoschinaasit dencadeicliomn Sc aloe d.e voedciorprend by ¢takece (20
procrastination: behaviors: was used in the study. The scale consists:of atotal of 19 items,
including 12 negative (2, 3, 5, 6,8, 10,112, 14,16,18,19), 7 positive (1, 4,7,19, 11,13,.17) and 12
negative (2, 3, 5,6,8, 110,112, 14,16,18;19) items about the tasks:that students:are-responsible
for in theirreducationalllife- (such as sstudying, preparing for exams, preparing projects). The
responses ito ithe statementsiinithe :scale represent.a fivepoint Likertiscale as "5 = reflects me
completely”, "4 = reflects me mostly", "3,= reflects: me a little", "2 .=reflects-me-verny littl le", "1
= does not reflect me at all". The highest scoreithat.can'be obtained from ithe scale is 95 and
the lowest score is 19. ‘Alhigh sscoreconithe:scale rindicates | that:istudents:iare:cacademic
procrastinators.. The Cronbach Alpha reliability. coefficient of ithe: Academic Procrastination
scclavliecalwlais! accoal (cbatoe dWwians 1h0009:2:0 (e ¢ackréicié:, 2,000 3) . Wi
Alpha reliability: coefficient of the:Academic Procrastination: scale is:0:62: In the contextiof this
value, it can be saidthat the scale igeliable.

Autonomous: Learning:Scale (ALS)

Withinithe scope of the study, the 12-item Autonomous: Learning: Scale developed by
Macaskill and Taylor (201.0) and adapted into Turkish by ArslaniandYurdakul (2015) was used
to determine students" autonomous learning scores. Students fill im the statements by marking
one of the appropriate numbers between 15 on a 5point Likert'scale. The scale has two-sub
dimensions: independent learning: and! study: habits. There are 7 items in the Independent
Learning dimension (basic characteristics imautonomous: learning:; responsibility forlearning,
openness toexperience, intrinsic motivation and self-confidence in coping with new activities)
and 5 items in the Study Habits dimension (studying and! learning:such as time management,
procrastination;  attitude-of ‘working al:'one). The autonomous learning score iis obtained 'by
summing the scores obtained from here. The higher the score obtained from the autonomous
learning scale, the higher the degree of autonomous!learningofitheiindividual. The Cronbach
Alpha internal consiste ncy reliability. coefficient of the scale was obtained as .80 for the total
score (Arslan & Yurdakul, 2015). Within:the scope of the study, the Cronbach Alpha reliability
coefficient of the Autonomous Learning Scale was calculated.as 0.80 forithe overall sale, .71
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for the independent learning: sub-dimension and .62 for the study habits sub-dimension.. In
the context of these values,it.can'be said that the:scale-isreliable.

Analyzing the Data

Statistical Package ffor the ‘Social ‘Sciences (SPSS) 23.0rprogram was-used to:analyze
the data obtained withinithe scope of the research. In order to determine which tests will be
used in the analysis, it was examined whether tthe (data werernormally distributed. It is seen
that the skewness and kurtosis coefficients obtained from the scores related:to the scales are
between +3 and -3. This shows that the scores relateditoithe-scale:are:normally: distributed.
Parametric test techniques were used in ithe analyzes.The mean, standard deviation,
minimum»and maximum: values-of ithe Digital Game -Addiction:Scale: (DGO)-7), Autonomous
Learning Scale (ALS) andits sub-dimensions, and Academic Procrastination Scale (APS)were
included. In: addition, Pearson Correlation: analysis: was conducted to determine the
relationship between students' digitall game addiction: level, academic procrastination; and
autonomous learning. The significance level was itaken :as0.05 within the scope (of ithe
research.

Findings

Ini this: section,. digital! game' addiction;. academic procrastination: and' autonomous
learning levels of middle school students are presented, .and ithen ithe rrelationships between
these three variables are examined.

Findings:on) Students!Digital . Game Addiction,! Academic-Rrocrastinationrand
Autonomous: L:earning Leyvels

Findings: regarding. students' digital' game' addiction; academic procrastination, and
autonomous learning levels are given in Table 2.

Table2

Findings: Related to Digital Game~Addiction;: Academic Procrastination and:Autonomous
Learning Levels

Scales.and Subscales Minimum Maximum X )
Digitall Game Addiction Scale 16 7,00 30,00 15,23 5,00
Academic Procrastination Scale 16 35,00 88,00 57,52 9,77
Autonomous Learning Scale 16 16,00 60,00 43,18 8,53
Independent LLearning 16 7,00 35,00 25,23 5,34
Study Habits 16 5,00 25,00 17,94 4,07

According to Table 2, the lowest score ithe students received from:the digital game
addiction scale was 7.andithe'highest-score was,30!:In order to characterize anrindividual-as:a
game addict, all items in the scale must be scored 3 or.above, and individuas with a total score
olf:i o2:boveonrn badbliow! es ccera nidibelmdledf lirmed “oa s Thgamee caddi ct s (|
the students who participated in: the application\was 15.23. The average score obtained from
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the scale indicates that there is .an.average score below the average level:and that the students
are not addicted.

According to the table, the average -score (of ithe -students con ithe sacademic
procrastination;scale is 57.52. It is seen that the lowest score of the students in the-.sample is
35 and the highest score is ‘35. Accordingly, it can lbe :said ithat ithe -students -show »a
procrastination: behavior: above the medium level. In, addition, it'is-seen that' no, student
received the lowest score of 19 points, in otherwords, almost all students'have problems wih
academic procrastination. According to this:result, itican be said that students have problems
in fulfilling their responsibilities on time and,in full.

It was observed that the mean autonomous learning score of ithe :students\was 43.18,
which is above the average!'level. | The lowest score of the students on the scale:was 16:and the
highest score was60. Accordingly, students.considerithemselves :adequate andtaa good level
in autonomous learning.. It:can be said that there are environments that support: students!
autonomy in their.classes, lessons,-schools:and homes.While the average score of autonomous
learning, one of the sub-dimensions of the scale, was 25.3, the average -scoreiin:the:study
habits sub-dimension was 17:94. The -students' 'high /level of :autonomous !learning «can'be
considered as apositive situation.

Findings:onithelRelationship between Students!iDigital Game Addiction,
Academic Procrastinationiand Autonemaous:L:earning.Scores

The results of the correlation between students' digital game addiction, academic
procrastination and/autonomous:learning scores are presented in Table 3.

Table3

The Relationship Between Students' Digital Game Addiction; Academic Procrastination and
Autonomous Learning,;Scores

10)-
. Academic Autonomou Independent SS_SFUdy
Digital o . . Habits
Scales . Procrastinatio S Learning - Learning . .
Gaming . ) Subdimensio
n Total Subdimensio n
n
r p R p r p r p r p
Digital 20
Game - - ! ,000 -,329 ,000* -,267 ,000* -,338 ,000*
L 9
Addiction
Aeasemic - - - 133 007" 164 ,001* 063 197
Deferral
Autonomou - - - - - 929 ,000¢ 875 ,000*
s Learning
*p<0.05

According to Table 3, there is a significant relationship between students' digital game
addiction scores and academic procrastination and autonomous learning total scores and sub-
dimensions (p<.05): Accordingly, there is-a low, positive and significant relationship between
students’ digital game addiction scores and academic procrastination scores/(r=0.209, p<.05).
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On the other hand, there is a moderate, negative :and :significant relationship between
autonomous learning scores (r=-0.329, p<.05),. independent learning: (r=--0.267, p<.05) and
study habits subscale scores (r=0.338, p<.05). As the students' digital game addiction scores
increase (higher scores:onithe:scaleindicate higher.addiction), their academicprocrastination
scores also /increase; sas! their (digital .game saddiction -scoresiincrease, |their.: autonomous
learning, independent learning and study habits scores deaease. In other words, it can be said
that there is a positive interaction: between digitall game addictioni and academic
procrastination: and! a negative interaction: between autonomous learning. Digital! game
addiction negatively affects the individual's: abilit'y to take responsibility for- his/herrown
learning, time: management and planning: skills with its feature: of tying: theindividual to the
screen.

Conglusion and Discussion

Ini this: study;. iny which digital:| game- addiction; . academic: procrastination and
autonomous learning variables were examined, it was concluded ithat students' digital game
addiction scores were closeitoithermiddle llevel. It is apleasing-situation that students did not
have digital game addiction during and after the: pandemic period. Because it is an important
result that the digital laddiction scale score is low in a process where children stay at'home'by
receiving distance education due to the pandemic and techological devices are accessible.

Different: results: were: encountered in studies conducted with: different: age groups

diwincianigiicandonafit erod tth ecnplandemiocioupenaiicoidn Fomrn exampl
game addiction levels were below the imiddle level in his study with middle' school students.

Akt @ Kost:&or Bors) tiratnee €ud( 1210 2010, iunentt hvelinded tsat iuddoylualwi t h un
played digital games for more time during the: pandemic' and preferred phones (91.1%) as:a

grami tnogsitiloro ucukSardmiadd ammel (yo, o) Kigid 1gokthve éimeds@ent playingdgamieg r e | ( 2
innere asied douwreinn g thtih e pran diermiiic ilents. tiohee iion study

conducted a study with children aged 4-6 years with the support of parents and investigated
the situation before and during: the:pandemic.. Inithe findings of his study, he concluded that
the tendency towards digital game addiction increased in the children in the group
participating-in the study: during:the pandemic process; mothers-adopted!tactics that directed
their children to digital less-than fathers, there was a positive relationship between maternal
working: time- and! digital 'addiction:tendency: scores,. and boys had higher digital addiction
tendency scores.

Another result obtained inithe research is that students’ academic procrastination
behaviors are above theimedium level.:and:morethan'half of them postpone ithe (givenitasks.
Similarly, other studies:have also found that students" academic procrastination behaviors are
at acrmodee nantre ot evel (oDe mivir |, 2047 ; Demi. & Bal oj |
Alkira yo, 2.0 20 Sleny foi, 2019; Yar dém, 2021) .

According to another result of the study, students found themselves sufficient in
autonomous learning. The high level of students' autonomous learning can be explained by
the fact that teachers implement practices that support students” autonomous learning: in the
classroom. In addition;. the fact thati teachers have knowledge about autonomous learning,
encourage students, and that families support students' autonomous learning by supporting
them at home may have increased:students' autonomous!learning/levelsl/lnémamn ) (1201 8) f c
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values close ito ithe :average: score values'obtainedin!this istudy!In.another: study; students’
auoticonnie monws levlklierarr n i megiunl lew edllks tweiriel cato) a medi um | eve

A low level positive and significant relationship was: found! between students" digital
game addiction scores :and :academic;procrastination scale. ‘Accordingly, as:students'digital
game levels increase, theirllevel of procrastination behavior alsoincreasesin other studies, a
positive relationship was found between social media addiction and academic procrastination
(CCarpatricguint, 2& 5 Caduatih. quliot 2 0:2.3; Du radiugy, 20109; K¢ |

and academic procrastination scores (Elhatip, 2018; Kibb-@ . ojob: uynlai2:022 0bptwiZamk e, 2
internet addiction .andacademic procrastination (Demir, 2017); between telephone-addiction
an daodacademinciopriociriasctkionat i on (G¢gng°r & Ko-ak, 20

Gigirlig Intl genmaind ) Deeen ihiz vsi(0:2:0cL7n)edissitr a tre dimd nhadt usi ng ¢
academic procrastination. Social media is not only a sharing space!but.also.a platform that
allows games, ccorrespondence,.communication :andactivities. It may be natural for children
to have difficulty. leaving a fun and pleasurable environment and tend! to pestpone other tasks.
Dela Vega, Flores,.and'Magusib (2017) stated in theiriresearch that if there are twoi tasks ta be
completed simultaneously and a choice is to lbe made! betveen them, individuals: choose the
task that will bring them satisfaction-and pleasure:

A moderate, negative and significant relationship was found between students’ digital
game addiction scores.and.autonomous!learning scale:scores, independentlearning and study
habits sub-dimension. In: otherr words;. as digitall game addiction: increases, autonomous
learning, independent learning: and study habits: scores decrease. ‘A llow, positive ;and
significant relationship was:found 'between academic procrastination: scores and autonomous
learning scores. As students' . academic; procrastination behavior increases their autonomous
learning level decreases.

As students' digital game addiction increases, the time they spendin front of devices
such as tablets,computers, and cell phones increases.|Toomuchime is spent in front of the
screen due to videos, -socialrmedia, games; etc.and!the | elapsed time: is not-realized. | This
uncontrollable-time can cause the individual's: daily lesson program to be in the: background
and disrupted. Since the child's physical needs (such :as -eating, -sleeping, resting) take
precedence, the itime sacrificed :and the .events that'have to be postponed are other activities
such as :subject irepetition, exam preparation, doing homework, sleeping on time, and
responsibilities: at home. Jankovic, Nikolic, Vukonjanski, and' Terek: (2016) found!in:their
study that students do their-academic tasks, but when atime constraint needs to be:made, they
do so from their responsibilities:-and!homework: Therefore, this:situation:reflects -negatively
on students' autonomous learning attitude: As a result, students’ autonomy and self-
management in the learning process reduces (digital game addiction and academic
procrastination: behaviors. Therefore, autonomy.: behaviors should be provided to students
starting from: an early age.

Recommendations

According to the findings: obtained!in:this-study, the following recommendations have
been developed for practice andresearchers in order to:give directionitoithese .concerned.and
the research to beconducted onithis:subject.
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Recommendations for Practice

l

To reduce children's digital game addiction, it is:recommended to: limit internet use at
home. Families who have difficulty in.controlling children who play games-can planwith
their children for:digital. games-andinternet use by using: limited: internet connec tion
instead of unlimitedinternet.

Seminars and conferences on:digital games:-and digital :addiction can 'be organized:at
schools for teachers, students, and families. In these events, families can be informed
about physical and virtual monitoring: of childrennwho oplay digital: games - (filter
programs, knowing the environment: of friends; tracking:footprints: on:technological
devices), taking action against problems, and establishing parent-child communication:
Teachers should monitor students who frequently show academic procrastination
behavior and investigate the underlying causes ofithis lbehavior.

Academic procrastination; can be reduced through activities im which, students: can
experience a-sense of.achievement. Forithis reason, teachers-are recommended to assign
homework/responsibilities at a level that istudents-canachieve.

Social, sportive and cultural activities, club and community, activities- organized! in
schools canlhelp-students:spend more quality itime outside of school. Thus, opportunities
can be created for.children to spend time with peer groups in a more social environment,
communicate, realize their talents and learn.

With: the: support: of! institutions :suchhas: the: Green: Crescent, NGOs, Youth Centers,
Ministry. of Health, Ministry-of Y outh: and Sports,-more effective, fun; leisure activities
can be carried out in the fight against gaming addiction.

Suggestions foriResearchers

!

The results of this study, which was conducted during a period that can be considered.a
pandemic, can be comparedwith the results of studies.conducted afterithe;pandemic.lIn
particular, students' levels of digital'game addiction before and after the: pandemic can
be examined.

Ini this:study; the relationship between:digital game addiction,; academic procrastination
and autonomous learning was examined. In addition to, these three variables, studies
that reveal the relationships: between different variables such as academic achievenent,
attitude; motivation, communication; self (-efficacy can lbe.conducted.

This study was conducted with middle school students. Comparisons can be made
according to age :and gradelby:including students at.different levels in the sample.

U AllU AU U C UdUIUI L.
Experimental studies in which autonomous learning strategies are provided to a group
of students with digital game addiction can be conducted to examine the effect on digital
game addiction and academic procrastination.



