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A major concern in the socio-psychological development of today's students
is gaming addiction, which is one of the risks associated with the use of digital
technologies. It is the responsibility of parents to help their children deal
with this problem as best they can. Students' health and behaviour may be
negatively affected by parents' lack of knowledge about digital parenting
awareness. This study aims to investigate the relationship between gaming
addiction in middle school students and their parents' awareness of digital
parenting. 371 students aged 11-14 and their parents participated in the
study. A one-way variance test, dependent t-tests and descriptive statistical
analysis were used to analyse the data collected using the Digital Parenting
Awareness Scale and the Digital Game Addiction Scale. This led to the
observation that students' digital game addiction is generally low. Time
spent in a digital environment and gender have a significant impact on
students' digital game addiction. Parents are moderately aware of their role
as negative role models, neglect of digital devices and effective use of these
devices. There was a low level of negative correlation between students'
digital game addiction and parents' awareness of digital parenting in terms
of digital neglect and protection from risks, and a low level of positive
correlation in terms of negative modelling and effective use. As a result,
suggestions were made about how digital parenting awareness can protect
students from the risks associated with digital technology use.
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INTRODUCTION

The use of digital technologies creates convenience and differences in our lives, but their
unconscious use can also create some negative effects (Aydemir, 2020). Technology such as the
internet, computers, and mobile phones have many negative physiological or psychological effects,
especially on individuals (Bekir, 2019). It is common for users to experience addictions (such as gaming,
internet use, phone use), harmful content, cyberbullying, cyberfraud, and cybe harassment in this area
(Hasebrink, Livingstone, Haddon & Olafsson, 2009; Van den Heuvel, Van den Eijnden, Van Rooij and
Van de Mheen, 2012; Ybarra, 2004). Digital games are becoming increasingly popular among students,
and the risk of being exposed to them increases as the number of students playing them increases.

There are some positive educational aspects of digital games, as well as some negative situations
(Freitas, 2018), among which a significant majority of students spend a great deal of time. Digital games
are one of the most prominent addictive elements on the internet, and playing games is the most
common reason for individuals to prefer the internet. Research has shown that playing digital games
excessively may result in many physical and psychological problems such as obsessive and aggressive
behaviors (Mentzoni at al., 2011), signs of mechanisation and violence in players (Fischer, Kastenmiiller
& Greitemeyer, 2010), personality idioms, low level of emotions, hyperactivity (Gentile, Swing, Lim,
Khoo, 2012) ), learning disorders, psychomotor disorders (Ballard, Gray, Reilly & Noggle, 2009 ; Jacobs,
Hudak & McGiffert, 2009), health problems caused by lack of physical movement (King et al. 2013;
Fullerton, Taylor, Dal Grande & Berry, 2014), anti-social behaviors, loss of free thinking and desire,
tendency to conflict with teachers and friends, decreased academic achievement (Anand, 2007),
increased level of anxiety, deterioration in interpersonal relationships, avoidance of reality and life,
loss of vision, loss of sensation, and confusion between dream and reality (Wack, Tantleff-Dunn, 2009).
Students playing digital games are subject to risks brought by these technologies, and parents have an
important duty to protect them from these hazards. The way parents approach their children can be
influenced by how they understand digital technologies. Thus, the study was conducted within a
framework that included basic structures such as digital games, digital parenting, and their
relationships (Lemmens, Valkenburg, & Peter, 2009).

Digital game addiction supports the view that gender is a remarkable factor (Nazligiil et al., 2018;
Kirdly et al., 2018; Ko et al., 2005; Chou and Tsai, 2007). Some studies show that boys show more
interest in digital games and showed that they tend to spend more time on this topic (Amendola et al.,
2019; Ugur & Dénmez, 2021). In a mixed study conducted by Hazar, 2019, it was found that the scale
total scores and subscale average scores of male participants were higher and the difference was
statistically significant. The main reason for this difference was that digital games are more attractive
to male individuals in terms of content and accessibility (game rooms, etc.). He stated that he might
come. However, these findings may reflect individual differences rather than generalizations. The
complexity of research on digital game addiction highlights the importance of context, culture, and
individual factors. More research and studies that include diverse contexts are needed to better
understand the gender-related relationship on digital game addiction. On the other hand, it has been
stated that adolescents who spend too much time on social media become lonely and experience
communication problems (Kirik, 2014). It is considered to be related to internet addiction and digital
game addiction resulting from uncontrolled use of social media. As a matter of fact, in their study,
Kudubes & Efe (2023) claimed that spending more than 3 hours in daily virtual games, being influenced
by influencers followed on social media, and adolescents being influenced by social media in daily life
are related to the average digital game addiction and social media addiction scores.

DIGITAL GAMES AND DIGITAL PARENTING

Individuals' educational, psychological, emotional and social needs are met by their parents,
with whom they first and most often interact. Individuals develop their personalities, self-esteem,
identities, adaptabilities, attitudes towards people, and emotional skills through their relationships.
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The attitudes and behaviors of family members towards each other, parents' approaches to their
children, the way children relate to other people in the future, have an important place in the
interpretation of emotional and cognitive processes (Kirik, 2014). Children's interactions with digital
games can also be shaped by parents' approaches. According to Rosen et al., (2014), parents have a
responsibility to minimize the risk of children becoming addicted to digital games. Accordingly, some
researchers suggest that especially parental attitudes may contribute to gaming addiction (Te’eni,
2017; Abedini, Zamani, Kheradmand & Rajabjzadeh 2012).

Some of these tasks include being aware of what children are doing, warning them, and
informing them. Similarly, Aksoy and Kocgtiirk (2019) studied parents who were able to control their
children's unconscious play and those who were not. This study determined that children of conscious
parents are more likely to experience internet addiction than children of unconscious parents. Studies
have shown that when parents fail to meet the affective needs of their children, children become
addicted to technology (Huang, Li, Chen & Straubbhaar, 2018; Biyiksahin Cevik & Celikkaleli, 2010).
In a study on gaming addiction, Kirik (2014) notes that most parents are busy with their own work and
don't follow their children while they're online. Children who play digital games without family control
have higher gaming addiction levels than children who play them under family control (Géldag, 2018).
Parents sometimes unwittingly direct their children to play digital games in addition to neglecting their
control over their children when they play digital games. In today's society, it is quite common for
children to get used to digital games without realizing it, especially since they love devices like tablets
and phones so much at such a young age, because they can make some successful transactions or not
disturb their parents. According to Livingstone, Mascheroni, Dreier, Chaudron and Lagae (2015),
parents' education levels have a significant impact on their children's digital game play. As a result,
they claim that parents with low digital literacy are more likely to use restrictive strategies, and they
suggest offering this education through guidance. It is believed that parents with this education can
accompany their children more often and reduce the risks.

In today's society, parents often neglect the controls regarding their children's play of digital
games due to their intense workload. Despite these controls, parents may be limited in their
knowledge of how to give their children necessary warnings. It has been observed that children rarely
take their parents' suggestions into account for problematic uses (Siimer, Glindogdu Aktiirk & Helvaci,
2010). The positive use of digital games by children can be enhanced by knowing that some games can
be useful in certain situations. In order to raise digital parenting awareness, it is necessary to address
all the roles that parents play. Therefore, this study has been guided by the idea that parents' digital
parenting awareness and their risk of playing digital games may be related. Parents and educators can
therefore determine their children's level of digital awareness and their children's level of gaming
addiction in order to determine precautions to take. Additionally, it can contribute to the
understanding of the structural features of indicators related to digital awareness and digital game
addiction levels when it is combined with the analysis of relationships between parental digital
awareness and children's digital game addiction levels. It is possible to develop suggestions based on
this relationship by revealing the structural relationship between the two variables, if any. Educators,
parents, and researchers can use the findings of the research to raise healthy generations, especially
in the digital age.

This study was conducted to investigate the relationship between children's gaming addiction
and the level of digital parenting awareness among parents of middle school children. Accordingly, the
following research questions guided the study:

RESEARCH QUESTIONS

1) What is the level of digital game/gaming addiction among middle school students?
a. Do middle school students' digital game addiction levels differ in terms of different variables (gender,
having a computer at home, use of mobile phone, time spent in digital environment)?
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2) What is the digital parenting awareness level of parents of middle school students?
b. Do the digital parenting awareness levels of the parents of middle school students differ in terms of
different variables (gender, having a computer at home, use of mobile phone, time spent in the digital
environment)?

3) What is the relationship between the digital parenting awareness level of the parents of
middle school students and the game addiction level of the students?

METHOD

RESEARCH DESIGN

Correlational design, one of the quantitative research methods, was used within the current
study. Correlational design tries to determine whether the variables change together, and if they do,
to determine how this happens. In this study, this research model was used as the relationship
between digital parenting awareness levels and students' digital game addiction will be examined.

STUDY GROUP

In this research, was chosen appropriate sampling method. This method involves selecting
individuals who are readily accessible and available within the researcher's reach. The research was
conducted with 175 male and 196 female students in a secondary school and their parents (50 males,
321 females: 371 in total). 137 of the students did not have a computer and 164 do not have a
telephone. The demographic information of the students is shown in Table 1.

Table 1. Demographic Characteristics of Students

f %
Gender Male 175 47,2
Female 196 52,8
Having a computer Yes 234 63,1
No 137 36,9
Use of moile phone Yes 207 55,8
No 164 44,2
Average Daily Time Spent in Digital Environment  1-2 hours 223 60.1
3-4 hours 113 30.5
5-7 hours 30 8.1
7+ hours 5 1.3
Demographic characteristics of the parents is presented in Table 2.
Table 2. Demographic Characteristics of Parents
f %
Gender Male 50 13.5
Female 321 86.5
Age 20-40 183 50.1
40-50 165 45.2
50-65 17 4.7
Having a computer Yes 231 62.3
No 140 37,7
Average Daily Time Spent in Digital Environment 1-2 hours 295 79.5
3-4 hours 67 18.1
5-7 hours 7 1.9
7+ hours 2 0.5

There are 183 parents aged between 20 and 40, 165 parents aged between 40 and 50, and 17
parents aged between 50-65. While the number of parents who do not have their own computer is
140, only 1 parent does not have a phone.
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DATA COLLECTION

Digital Parenting Awareness Scale and Digital Game Addiction Scale were used for data
collection. During the data collection process, these scales were sent via internet and voluntary
participation of parents and students was ensured.

DIGITAL PARENTING AWARENESS SCALE

The Digital Parenting Awareness Scale (DPAS) was used to determine parents' digital awareness.
This scale was developed by Manap and Durmus (2020) and validity and reliability studies were
conducted. DPAS includes 16 items and four sub-dimensions as “Protection from Risks” (PR, 4 items);
“Effective Use” (EU, 4 items), "Negative Modeling" (NM; 4 items) and "Digital Neglect" (DN, 4 items).
It is a five-point Likert-type scale and scored as 1 (Never), 2 (Rarely), 3 (Sometimes), 4 (Often), and 5
(Always). The sub-dimensions of DPAS are evaluated independently of each other, and the scores that
can be obtained from the sub-dimensions vary between 4 and 20. The high scores obtained from the
Risk Protection and Effective Use sub-dimensions indicate high level of digital parenting awareness
while high scores on Negative Modeling and Digital Neglect sub-dimensions indicate that low level of
digital parenting awareness (Manap, & Durmus, 2020). The Cronbach alpha value of the data from this
study is a=,701

DIGITAL GAME ADDICTION SCALE

Digital Game Addiction Scale (DGAS) was used to determine students' digital game addiction
levels. It is a 5-point Likert-type scale including 7 items and one dimension. This scale was developed
by Lemmens et al. (2009) and adapted into Turkish by Irmak and Erdogan (2016). The validity and
reliability values of the scale were determined as .92 for Cronbach's alpha, .904 for CFI, .053 for RMSEA
(90% Cl=.049 and .056). The Cronbach alpha value of the data from this study is a=,772

DATA ANALYSIS

Before analysing the data, evaluations were made about whether the data obtained from both
scales were normally distributed. The data obtained from DGAS showed skewness as .966 and kurtosis
as .756. Digital parenting awareness scale had skewness values of -.260, -.370, -.226, and -.460, and
kurtosis values of 1.184, -.033, .879, and -.216 for sub-dimensions of NM, DN, EU, and PR, respectively.
According to Tabachnick and Fidell (2013), these values are sign of normality if they are between -1.50
and +1.50. In this context, the analysis techniques of the normally distributed data obtained from both
scales are shown in Table 3 for each of the research questions.

While descriptive analysis, independent samples t-test, one-way ANOVA and one-way

MANOVA were used for the descriptive analysis of the data, Pearson correlation analysis was used to
determine the relationship between the variables.
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Table 3. Data Analysis Techniques across Research Questions

Research Question Data Collection Data analysis
1. What are the digital game addiction levels of middle school Descriptive
students? analysis
a. Do middle school students' digital game addiction levels  Digital game addiction t- test and
differ in terms of different variables (gender, having a scale
computer at home, use of mobile phone, time spent in One-
digital environment)? way Anova
2. What is the digital parenting awareness level of parents of Descriptive
middle school students? analysis

Digital parenting

t- test and
awareness scale

a. Do the digital parenting awareness levels of the parents
of middle school students differ in terms of different
variables (gender, having a computer at home, use of

mobile phone, time spent in the digital environment)?

One-
way Manova

3. What is the relationship between the digital parenting Pearson
awareness level of the parents of middle school students Correlation
and the game addiction level of the students?

FINDINGS

The findings of the research are presented under three headings as parents' digital parenting
awareness levels, students' digital game addiction levels, the relationship between digital parenting
awareness and digital game addiction within the scope of research questions.

WHAT ARE THE DIGITAL GAME ADDICTION LEVELS OF MIDDLE SCHOOL STUDENTS?

The digital game addiction levels of middle school students are presented in Table 4 across with
the scale items.

Table 4. Students' Perceptions of Digital Game Addiction

N X SD

Have you thought about playing a video game all day long? 371 1,77 1,035
Have you gradually increased the time you spend playing the game? 371 2,28 1,015
Have you ever played games to get away from daily life? 371 2,07 1,145
Have peop!e close to you (such as family members, friends) failed to reduce 371 221 1,282
your play time?

Did you feel bad when you couldn't play games? 371 1,87 1,111
H.ave you quarrelef:l with people .close to you (such as family members, 371 1,97 1156
friends) about the time you spend in the game?

Have you neglected other important activities (such as school, work, sports) 371 1,44 885

to play games?
Students' Perceptions of Digital Game Addiction 371 1,94 ,712
1.00-1.79=Very low, “1.80-2,59=Low”, “2.60-3.3.39=Moderate”, 3.40-4.19=High”, 4.20-5.00=Very High

Table 4 shows that students' digital game addiction levels are low with an average of 1.94
points. When the items of the scale are examined separately, the average (2.28) of the item "Did you
gradually increase the time you spent for the game?" is higher than the others and that (1.44) of the
item “Have you neglected other important activities (such as school, work, sports) to play games? is
quite low. The game addiction levels of the students are evaluated below in the context of different
variables.
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GENDER

An independent t-test was conducted to examine the differentiation of students' digital game
addiction levels according to gender, and the findings obtained from the test are presented in Table 5.

Table 5. Digital Game Addiction Levels of Students by Gender

N X Sd df t p
Digital Game Addiction Male 175 2,0882 0.75 369 3.733 000
Female 196 1.8163 0.65 3.702 ’

Table 5 shows that the level of digital game addiction of males (2.08) is higher than that of females
(1.81). It is also found that students' digital game addiction levels differ significantly by gender (p<.05).

TIME SPENT IN DIGITAL ENVIRONMENT

The differentiation of levels of digital game addiction according to the amount of time students
spent in the digital environment was analysed using the one-way ANOVA test, and the results of the
analysis are presented in Table 6.

Table 6. Digital Game Addiction Levels by Time Spent by Students in Digital Environment

N X Ss p
1-2 hours 223 1.7085 0.572
3-4 hours 113 2.1530 0.630 .000
5-6 hours 30 2.6714 0.883
7+ hours 5 1.9446 1.000

When Table 6 is examined, it is seen that the game addiction averages (2.67) of the students
who spend time in the digital environment between 5-6 hours are higher than the rest. While it is
expected that the addiction levels of students who spend 7 hours or more in the digital environment
is higher, it has been observed that there is a decrease in the average after 5-6 hours. Students' digital
game addiction levels (p<.05) differed significantly according to the time they spent in the digital
environment. By checking the homogeneous distributions of groups since the variances were not
equal, the nonparemetric test, Tamhane post hoc, was used. The results of the Tamhane Post Hoc test
performed to determine the source of the significant difference are shown in Table 7.

Table 7. Comparing the Time Spent in Digital Environment

Time Spent in Digital Environment (I)  Time Spent in Digital Environment (J))  Mean difference  Sd p

1-2 hours 3-4 hours -, 444% ,070 .000
5-6 hours -,962%* ,165 .000
7+ hours -1,691 ,452 112
3-4 hours 1-2 hours ,444* ,070 .000
5-6 hours -,518* ,171  .027
7+ hours -1,247 ,454 264
5-6 hours 1-2 hours ,962* ,165 .000
3-4 hours ,518%* ,171.027
7+ hours -,728 ,478 712
7+ hours 1-2 hours 1,691 ,452 112
3-4 hours 1,247 ,454 264
5-6 hours ,728 ,478 712

Itis seen that the difference in students' digital game addiction levels according to the duration
of digital media use is in favor of students who spend 1-2, 3-4 and 5-6 hours a day in digital media. It
is understood that the usage time of students who use 7 hours or more has no effect on the
differentiation of digital game scores between groups.
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WHAT IS THE DIGITAL PARENTING AWARENESS LEVEL OF PARENTS OF MIDDLE SCHOOL STUDENTS?

The digital parenting awareness levels of the parents were described and the average scores
they had are presented in Table 8 across with the items.

Table 8. Digital Parenting Awareness Levels

N X )
It happens that | don't listen to what my child is saying while I'm fiddling with my phone 371 1,68 ,864

| also have the behaviors that | criticize in my child when using the phone/tablet 371 2,35 967
My child witnesses that | spend too much time with my phone 371 4,45 ,844
| deal with my phone instead of contacting my child 371 3,75 1,146
Negative Modeling (Total) 371 3,05 ,4546
If my child insists too much, | can't stand it and let him use a phone/tablet. 371 1,57 ,751
When my child is cranky, | calm his/her down with a phone/tablet 371 1,44 746
I allow my child to use the phone/tablet intensively outside and inside the home 371 4,15 995

(guest, shopping, friend environment, etc.).
While | am busy with my work, | allow my child to spend time with the phone/tablet. 371 3,80 1,525
Digital Neglect (Total) 371 2,74 ,5433

I tell my child about the benefits and harms of the internet and the situations that 371 1,73 ,870
need attention.

| examine the effects (positive or negative) of digital tools (Smart Phone, Tablet, TV, 371 1,90 ,953
etc.) on my child

| show the articles, videos or photos that I think are useful to my children from my own 371 3,93 1,059
device

| analyze the benefits and risks of technological innovations for my children 371 4,23 1,072

Effective Use (Total) 371 2,94 ,5381
| can protect my child from the risks of the internet 371 1,16 ,481
If my child encounters content that may harm him/her while surfing the internet, I will 371 1,91 ,901

take legal action

I will be notified if my child encounters disturbing videos (sexual, violent) while 371 4,03 1,026
watching videos on the internet

| use security packages or antivirus programs that will protect my child from the risks 371 3,53 1,620
of the internet

Protection from Risks (Total) 371 2,65 ,5416
Not: .00-1.79=Very low, 1.80-2,59=Low, 2.60-3.3.39=Moderate, 3.40-4.19= High, 4.20-5.00= Very High

Table 8 shows that the average scores (3.05) of the parents in the "Negative Modeling" sub-
dimension are higher than the other dimensions. The item “I deal with my phone instead of
communicating with my child” in this sub-dimension had a higher average than the other items. On
the other hand, it is quite remarkable that the sub-dimension of "Protection from Risks" has a lower
average score (2.77) than the other sub-dimensions and that the item "l can protect my child from the
risks of the internet" in this sub-dimension has the lowest average (1.16).

Findings regarding the differentiation of parents' digital awareness levels according to different
variables are presented in terms of gender and time spent in the digital environment.

GENDER

The results of the MANOVA test, which was conducted to examine the differentiation of parents'
digital awareness levels according to gender, showed no statistically significant difference according
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to the gender in any sub-dimension. Statistics showing parental awareness levels by gender variable
are presented in Table 9.

Table 9. Digital Parenting Awareness Levels by Gender

N X Sd p

Negative Modeling Male 50 3,10 ,4198 426
Female 321 3,04 ,4599

Digital Neglect Male 50 2,73 ,6296 923
Female 321 2,74 ,5297

Effective Use Male 50 2,88 ,6332 .405
Female 321 2,95 ,5223

Protection from Risks Male 50 2,77 ,51715 113
Female 321 2,63 ,54400

When the digital parenting awareness levels of the parents by gender was analyzed according
to the sub-dimensions, it was determined that the averages of males and females were very close to
each other, but males had a higher average than females in the sub-dimensions of Negative Modeling
(3.10) and Protection from Risks (2.77). On the other hand, females had a higher average than males
in the sub-dimensions of Digital Neglect (2.74) and Effective Use (2.95). When the significant levels
(p1=.426, p2=.923, p3=.405, p4=.113), in each sub-dimension are examined, it can be seen that the
sub-dimensions of parents' digital parenting awareness do not differ significantly according to gender.

TIME SPENT IN DIGITAL ENVIRONMENT

Digital parenting awareness levels according to the time spent in the digital environment is
shown in Table 10.

Table 10. Digital Parenting Awareness Levels by Time Spent in Digital Environment

N X Sd p
Negative Modeling 1-2 hours 295 3,0314 ,46207 .195
3-4 hours 67 3,1604 ,42796
5-6 hours 7 3,1429 ,31810
7+ hours 2 3,1250 ,17678
Digital Neglect 1-2 hours 295 2,6822 2,6822 .000
3-4 hours 67 2,9888 2,9888
5-6 hours 7 2,6429 2,6429
7+ hours 2 3,6250 3,6250
Effective Use 1-2 hours 295 2,8915 2,8915 .001
3-4 hours 67 3,1157 3,1157
5-6 hours 7 3,3214 3,3214
7+ hours 2 3,6250 3,6250
Protection from Risks 1-2 hours 295 2,6271 2,6271 .034
3-4 hours 67 2,7687 2,7687
5-6 hours 7 2,6071 2,6071
7+ hours 2 3,5000 3,5000

When the sub-dimensions of digital parenting awareness levels were examined according to the
duration of time spent in the digital environment, it was seen that Negative Modeling scores did not
differ significantly (p>.05) according to the time spent in the digital environment. The average scores
of Digital Neglect (p<.05), Effective Use (p<.05) and Protection from Risks (p<.05), differed significantly
according to the time spent in the digital environment.
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THE RELATIONSHIP BETWEEN THE DIGITAL PARENTING AWARENESS LEVEL OF THE PARENTS OF MIDDLE
SCHOOL STUDENTS AND THE GAME ADDICTION LEVEL OF THE STUDENTS

The relationship between students' digital game addiction and parents' digital parenting
awareness was determined using the Pearson correlation test. The relationships between the
variables are presented in Table 11 within the sub-dimensions of digital parenting awareness.

Table 11. The Relationship between Students' Digital Game Addictions and Digital Parenting Awareness

NM DN EU PR
r ,028 -,004 ,170%* -014

Students’ Digital Game Addictions p ,595 ,940 ,001 ,786
N 371 371 371 371

Negative Modeling (NM); Digital Neglect (DN); Effective Use (EU); Protection from Risks (PR)

Table 11 shows that there is a low-level positive correlation between parents' levels of negative
modelling and effective use and students' levels of digital game addiction. On the other hand, there is
a low-level negative correlation between the levels of digital neglect and protection from risks and
students' digital game addiction.

DIGITAL GAME ADDICTIONS BY DIGITAL PARENTING AWARENESS DIMENSIONS

The data obtained through the sub-dimensions of NM, DN, EU, and PR in the Digital Parenting
Awareness Scale are considered important to deal with Digital Parenting Awareness in these
dimensions in detail. Accordingly, the relationship between all the items in each of the sub-dimensions
and digital game addiction has been examined.

The relationship between students' digital game addiction and the items in Negative Modeling
is shown in Table 12.

Table 12. The Relationship Digital game addiction among students and Negative Modeling of Parents

M1 M5 M9 M13

r 0,52 ,312%* ,027 -,279%*
Digital game addiction among students p ,314 ,000 ,601 ,000
N 371 371 371 371

Table 12 shows that there is a low positive relationship between students' digital game addiction
and M1 and M9. While a moderate positive relationship was found between students' mean scores of
digital game addiction and mean scores of responses to item M5, this relationship was found to be
moderately negative with M13. Looking at the results, it can be seen that there is a positive and
moderate relationship between the mean score of the responses to the item 'l also do the things |
criticise my child for doing when using the phone/tablet' (M5) and the mean scores of the students'
digital game addiction. On the other hand, this relationship was found to be negative and low for the
item 'l use my phone instead of communicating with my child' (M13). This suggests that parents who
spend more time on the phone instead of communicating with their children do not have a negative
effect on their children and do not increase their digital game addiction.

The relationship between the digital game addiction of students and the Digital Neglect sub-
dimension is presented in Table 13.

Table 13. Relationship between Digital Game Addictions of Students and Digital Neglect of Parents

M2 M6 M10 M14

r ,154%* ,240%* -,057 -,162**
Students’ Digital Game Addictions p ,003 ,000 ,277 ,002
N 371 371 371 371

It was observed that there was a low level of positive correlation between the students' digital
game addiction levels and the average scores of M2 and M6, and a low level of negative correlation
for M10 and M14. This indicates that there is a positive relationship between the students' digital game
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addiction and the average scores of the items "If my child insists too much, | can't stand it and let him
use the phone/tablet" and "When my child is cranky, | calm him down with the phone/tablet". On the
other hand, there is a negative correlation between the students' digital game addiction and the
average scores of the items "I allow my child to use the phone/tablet extensively outside and inside
the home (guests, shopping, friend environment, etc.)" and "l allow my child to spend time with the
phone/tablet while I am busy with my work". Hence, it can be said that allowing their children to use
a phone or tablet while the parents are busy with a work in non-continuous situations does not
increase the digital game addiction of the students.

The relationship between the digital game addiction levels of the students and Effective Use
sub-dimension is shown in Table 14.

Table 14. The Relationship Between Students' Digital Game Addictions and Parents' Effective Use

M3 M7 M11 M15

r ,240** ,303** ,022 -, 145%*
Students’ Digital Game Addictions p ,000 ,000 ,676 ,005
N 371 371 371 371

There is a low level positive correlation between the students' digital game addiction levels, and
M3 and M11. Similarly, it was determined that there was a moderate level positive relationship and a
low negative relationship with the mean scores obtained from M7 and M15, respectively. There is a
positive relationship between students' digital game addiction levels and the average scores of the
item "I examine the effects of digital tools (Smart Phone, Tablet, TV, etc.) on my child (positive or
negative)" (M7). This indicates that students' digital game addiction increases as parents examine the
effects of digital tools for their children. There is a negative relationship between the average scores
of the item "l analyze the benefits and risks of technological innovations for my children" (M15) and
the digital game addiction levels of the students.

The relationship between students' digital game addiction and Protection from Risks sub-
dimension is presented in Table 15.

Table 15. The Relationship Between Digital Game Addictions of Students and Protection from Risks

M4 M8 M12 M16

r ,140** ,201%* -,121%* -,096

Students’ Digital Game Addictions p ,007 ,000 ,020 ,065
N 371 371 371 371

Table 15 indicates that there is a low level positive correlation between the students' digital
game addictions, and M4 and M8 and a low level negative correlation between the students' digital
game addictions, and M12 and M16. There is a positive relationship between the average scores of
the items "l can protect my child from the risks of the internet" and "If my child encounters content
that may harm him while surfing the internet, | will take legal action" and the average scores of the
students' digital game addiction. This indicates that parents try to protect their children from the risks
of the internet and take legal action in case of a negative situation on the internet, which increases
students' addiction to digital games. On the other hand, the students’ digital game addiction and the
items "If my child encounters disturbing videos (sexual, violent) while watching videos on the internet,
| will be informed" and "I use security packages or antivirus programs to protect my child from the risks
of the internet" was negatively correlated. Hence, it can be said that the ability of parents to protect
their children from risks in situations that may pose a negative example in the internet environment
does not increase students' digital gaming addictions.

Overall, students' digital gaming addiction is low, and parents' awareness of negative modelling,
digital neglect, effective use and protection from risks is moderate. Students' digital game addiction
differs significantly according to gender and time spent online. There is a low-level negative
relationship between students' digital game addiction and parents' awareness of digital parenting in
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the sub-dimensions of digital neglect and protection from risks, while there is a low-level positive
relationship in the sub-dimensions of negative modelling and effective use.

DISCUSSION, CONCLUSION AND IMPLICATIONS

This study examined the relationship between middle school students' game addiction and their
parents' awareness of digital parenting. When evaluated in general, it is remarkable that the students
are addicted to games at a low level. It has been seen that parents' digital parenting awareness levels
are moderate in terms of negative modeling, effective use, digital neglect and protection from risks. It
was concluded that while the digital awareness levels of the parents were higher in the Negative
Modeling sub-dimension than the other dimensions, it was lower in the Protection from Risks sub-
dimension than the other dimensions. The low scores in the sub-dimension of protection from risks
indicate that the parents' digital awareness in this dimension is high according to the nature of the
scale. Therefore, the fact that the scores in this dimension are lower than the other dimensions can be
interpreted as higher parental awareness compared to other dimensions. Spending time in the digital
environment did not only make a significant difference in the negative modeling sub-dimension, but
for other sub-dimensions, it was also determined that the scores of the parents differed according to
their time spent in the digital environment. Hence, it can be interpreted that although the time spent
by the parents in digital environments is more or less, the parents consider these times as not a
negative modeling, and that they do not make a negative modeling assessment based on the time
spent. A study by Lauricella, Wartella, and Rideout (2015) discussed the relationship between the
digital use of children aged 0-8 and their parents' digital use. The current study differs partially from
that study, as their results showed that there is a high level of correlation between the duration of
parents' use of digital devices and their children's use of digital devices. Looking at it from another
perspective, Hazar, 2019, in his study examining children's addiction levels of playing digital games and
evaluating their parents' views on playing digital games, found that the addiction of participants with
parents who play digital games and poor family relationships was higher than other participants.

As a result of analyzing parents' digital parenting awareness in relation to the sub-dimensions of
"Being a Negative Model" and "Avoiding Risks", it has been found that males have a higher average
than females, while females have a higher average in the sub-dimensions of "Digital Neglect" and
"Effective Use." Itis clear from the studies that children also mimic and take role models their parents’
use smart devices. It can be said that parents' attitudes toward digital tools and their own use also
affect children's digital play processes (Ataman Yengin, 2019; Chaudron, Geneiatakis, Kounelis & Di
Gioia, 2019; Siibak & Nevski, 2019; Lauricella at al., 2015). As a matter of fact, the study, which aims to
understand parents' attitudes, mediation and monitoring behaviors towards the digital games their
children play, suggested that parents' digital parenting approaches have effects on the risks that
students may experience in digital games. (Fidan, Glines & Karakus, 2021)

Overall, the digital game addiction level of the students was low, and the males had a higher
game addiction level than the females. Students' digital game addiction increased as they spent more
time in digital environments, and the average of gaming addiction for students who spent 5-6 hours in
digital environments was higher than the other time averages. At this point, Spagnuolo Lobb, Sciacca,
Jacono Isidoro and Hichy (2022) found that children with fewer restrictions on their internet usage
spend more time online than those with more restrictions, which supports the finding of this study.

Students' digital game addiction and parents' awareness of digital parenting have a low-level
negative relationship in the dimensions of digital neglect and protection from risks. In its broadest
sense, digital neglect occurs when parents are unable to ignore or follow their child's excessive use of
digital media while performing their daily tasks, as well as to resist the insistent attitude of their child
(Manap & Durmus, 2020). In accordance with this definition, parents' high levels of digital neglect may
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contribute to their children's high levels of gaming addiction. According to Rode (2009), parents'
negligent behaviors increase children's problematic internet use and negatively influence children's
digital behaviors. Interestingly, in this study, parents' awareness of digital neglect has a negative
relationship with students' digital gaming addiction levels.

An example of a negative modeling would be not taking care of the child while talking on the
phone, excessively using digital media, and having difficulties communicating with the child. Hence this
study concluded that there is a low level positive relationship between the negative modeling sub-
dimension and the game addiction levels of students. Parents warn their children to use these
environments appropriately, but their own misuse of these environments can lead to the warnings
losing their meaning and causing negative effects. The study by Manap and Durmus (2020) also found
that negative parental role models are associated with their children's internet addiction. Children's
internet addiction and unsafe internet use can be influenced by parents using digital media negatively
(Rode, 2009). Although parents may try to control or prevent their children when necessary, this
situation may cause them to fail sometimes. A possible explanation for this situation can be found in a
study by Simer et al., (2010), which suggests that children take what parents do more than what they
say. Considering that digital awareness is an important part of parents' roles, an individual's behavior
is negatively affected by parents' misguided use of their roles and being a negative role model (Civitci,
Civitci, & Fiyakali, 2009). As a matter of fact, Beyazit& Bitiin Ayhan (2019) in his study, he suggested
that as the neglectful behavior of parents increases, the digital game addiction levels of adolescents
also increase.

In the digital neglect sub-dimension of parents' digital awareness, it is striking that the average
scores obtained from the item "I allow my child to spend time with my phone/tablet while | am busy
with my work" are high. However, the level of awareness of parents concerning this item did not
appear to be related to the children's addiction to digital games. Children who are persistent and
grumpy are more likely to become addicted to digital games if their parents neglect them and let them
use phones or tablets. The results of a similar study show that children who play digital games without
family control have higher levels of game addiction than those who play under family control (Goldag,
2018). Parents are believed to be able to reduce their children's gaming addiction by analyzing both
the positive and negative aspects of technological tools. As a result of parents' awareness of the
importance of focusing on the positive aspects of devices instead of prohibiting them, they can reduce
their children's addiction to games in a positive way. In addition, high digital parent awareness is
associated with parents paying close attention to their children, spending time with them, and
especially the mother having a positive communication with her children (Yigit, 2017).

Students' addiction to digital games is at a low level, while parents' awareness levels are
moderate in terms of negative modeling, digital neglect, effective use and protection from risks. There
is a low-level negative relationship between students' digital game addiction and parents' digital
parenting awareness in the dimensions of digital neglect and protection from risks, and a low-level
positive relationship in the dimensions of negative modeling and effective use. Chaudron et al. (2019)
states that parents' ignorance about their children's use of digital tools causes them to devote less
time to their daily activities and may cause children to continue their playing habits. Although not
directly focusing on gaming addiction, Huang et al. (2018) evaluated in a study that children with
disinterested parents had high internet addiction scores, as they did not have information about how
much time they spent on the internet and did not control this time. This result is not in line with the
findings of current study. As a matter of fact, in the study conducted by Senol, Senol and Yasar (2024),
the level of digital game addiction tendency is related to parents' digital game manipulation strategies.
He stated that active parental guidance strategy prevents children's tendency towards digital game
addiction, while digital-focused guidance and free parental strategies increase the tendency towards
addiction.
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Parents who are not sufficiently aware of their digital parenting role can negatively influence
children's game addiction, although it is not high. Parents can prevent their children from developing
characteristics of gaming addiction by not setting negative examples, using digital media consciously
and following their children's lead. In this regard, training for parents should focus on digital parenting
roles, especially in specific areas such as gaming addiction. Ultimately, parents who fulfil their family
roles in a healthy way can both use digital tools effectively and protect their children from risks. We
hope that this study will provide insight into parents' awareness of their children's use of game-based
technologies in terms of their digital parental awareness.

While convenience sampling served the immediate needs of this study, it is essential to
acknowledge its limitations. The sample may not be fully representative of the entire population, and
caution should be exercised when generalizing the findings. Future research endeavors may explore
more extensive sampling methods for a more comprehensive understanding. Additionally, in future
studies, the research question can be addressed more comprehensively by conducting interviews with
parents and using the observation method.
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