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TECHNOLOGIES such as mobile, internet and tablet, which have made great progress 
in recent years and entered human life as a result of discoveries, are frequently used by 
individuals to meet their daily needs (shopping, banking transactions, etc.). In addition 
to this, mobile phones and the internet are preferred as a means of communicating with 
other people through social networks that are popular today (Agarwal and Kar 2015; 
Hazar 2018). Researchers on the subject point out that the use of technology, which 
offers important conveniences, is inevitable, however excessive and unnecessary use can 
lead to technology addiction (Agarwal and Kar 2015). 

Although there is no standard definition of technology addiction, it is included in the 
third section of DSM-5 as Internet Gaming Disorder. Regarding this, nine diagnostic 
criteria are stated as follows: Preoccupation with internet games, withdrawal symptoms 
when internet games are not played, continuous increase in internet gaming times, 
unsuccessful attempts to stop playing internet games, decreased interest in other 
enjoyable life activities, lying about the frequency and duration of internet gaming, 
continuing to play internet games despite all the negativeness, turning to internet games 
as a way to alleviate or avoid feelings of anxiety or guilt, losing or jeopardizing 
relationships by missing opportunities due to playing internet games (APA 2013). When 
evaluated in terms of criteria, it is possible to say that adolescents are in the highest risk 
group in terms of technology addiction. Because adolescent girls and boys go through 
many biological, social, emotional, and cognitive changes that affect their personality and 
character (Steinberg 2014). Hence, the correct use of technology, which meets the 
increasing need for socialization in this period, is very significant for the development 
period (Borca et al. 2015). 

Adolescence is defined as the time when individuals actively develop their 
personalities (Blakemore 2019). In this period, adolescents may be more socially focused, 
more open-minded, less well adjusted and less conscientious, less capable of preventing 
impulsive behaviors, and more willing to take risks and seek excitement. In this context, 
they may lean to technology in obtaining life satisfaction (Caspi et al. 2005, Hammond 
et al. 2012, Balluerka et al. 2016). In particular, they may prefer online games as a way of 
coping with their loneliness, depressed mood, stress caused by school failures, 
introversion, and communication problems with family and friends (Ögel 2020, 
Ektiricioğlu et al. 2020). In this sense, adolescents may prefer the games in which the 
characters they find most believable (Mateas 1997). 

Convincing game characters are expressed as virtual personalities that resemble real-
life characters, perform meaningful actions, and are convincing to the players (Bostan 
and Tıngöy 2015). Due to the emotional, cognitive and behavioral changes they 
experience during the developmental period they are in, adolescents may prefer games 
that include such personalities and characters that can meet their needs in this direction. 
For instance, an adolescent who is exposed to parental or peer pressure can suppress 
his/her anger by spending time with violent games involving virtual players with 
aggressive character traits. However, after a while, this situation may cause the player to 
move away from character traits such as persistence, honesty, love and common sense, 
and display negative behaviors such as anger and aggression, as the player isolates 
himself/herself from the real world and focuses on the virtual environment and virtual 
personalities (Ögel 2020). On the other hand, each player can create their own game 
characters along with the constantly developing technology. Therefore, within this 
context, it seems possible to say that each player contributes positively to character traits 



 
 

 
 

such as creativity, curiosity, openness to learning, open-mindedness, and versatile 
perspective (Mateas 1997, Park et al. 2004). 

When evaluated in the light of the above information, it can be said that adolescents 
should be in the priority group in order to be protected from addiction caused by 
technology and technological games (Dinç 2015). The aforementioned adolescent group 
can be affected by technological games that have become quite widespread while 
developing their personality, attitudes and characters and determining their steps 
towards the future. Thus, the character traits of virtual personalities in technological 
games, in which they spend as much time as the environment they live in, can also affect 
socialization and identity formation of adolescents in this age of technology positively or 
negatively. All this information demonstrates that it is necessary to focus on studies on 
this subject in our country in order to raise awareness about the effects of technological 
games on adolescents, and most importantly, to raise generations with strong personality 
traits and to protect and strengthen the mental health of them. Hence, this study was 
planned to examine the relationship between technological game addiction and 
personality development in adolescents and to contribute to the approach and practices 
of psychiatric nurses on the subject. The research hypotheses are as follows: 
Technological game addiction scores of adolescents differ according to their descriptive 
characteristics; Character growth index scores differ according to the descriptive 
characteristics of adolescents.; There is a strong negative relationship between 
adolescents' technological game addiction and character growth index scores. 

Method  

The research was conducted as cross-sectional, relational, and descriptive between 
March 2- June 16, 2021. 

Sample 

The population of the research consisted of a total of 2697 students, 9th, 10th, 11th and 
12th grade students of 2 public and 2 private high schools in Keçiören district of Ankara. 
In the study, which the random sampling method was used, sample size was calculated 
using the “G. Power-3.1.9.2” program at the 95% confidence level before the data collec-
tion phase. According to the sample size results calculated by taking the correlation 
coefficient as -0.7, the alpha value of the study was 0.05 and by taking theoretical power 
as 0.99, the minimum number of samples was determined as 27.  

Inclusion criteria of the study were determined as being literate in Turkish, not 
having a speech, hearing disability or not being visually impaired, not having a disability 
in fine and gross motor skills, not having received a diagnosis/treatment for addiction, 
and agreeing to participate in the research. Due to the different education and training 
curriculums, students studying in medical vocational high school, business high school, 
technical and vocational high school and imam hatip high school and who did not meet 
other inclusion criteria were excluded in the study. There was a total of 163 responses to 
the study announcement. Of these, 9 parents stated that they did not want their children 
to participate in the study, and 20 students refused to participate in the study even 
though their parents gave their consent. Thus, our sample group comprised 134 students 
who were included in the inclusion criteria and agreed to work with their parents. In the 
present case, approximately 5 times the minimum number of samples has been reached. 



 
 

 

Procedure 

In order to conduct the study prepared in accordance with the Declaration of Helsinki 
(1998), required permissions were obtained from the Ethics Committee of Ufuk 
University Institute of Social and Human Sciences (Decision number: 2020/66) and 
Ankara Provincial Directorate of National Education (Decision number: E-14588481-
605.99-19150298). Before the data collection phase, written permission was obtained 
from the students and their families who will participate in the research. In addition to 
these permissions, written permission was obtained from the researchers who conducted 
the validity and reliability study of the CGI and GASA-SF, which were decided to be 
used in the study. 

The questionnaire including the "Parent Approval Form" and "Student Consent 
Form", "Participant Information Form", "Game Addiction Scale for Adolescents- Short 
Form" and "Character Growth Index" uploaded to Google Forms, an online survey 
system widely used in academic studies. The questionnaire consisted of 5 screens (parent 
consent (1), student consent (2), Participant Information Form (3), Game Addiction 
Scale for Adolescents-Short Form (4), Character Growth Index (5)) and a total of 71 
questions. Switching between screens was not allowed, and all questions on the relevant 
screen must be answered in order to access the next screen.  IP address restriction 
technology is adopted so that participants can fill out the survey only once.  

Before the implementation, the online forms were tested electronically by both 
researchers and it was determined that the questionnaire could be filled in between 20-
30 minutes on average, and no problems were detected in its functioning. After these 
processes, the school administrators contacted the guidance teachers via telephone in 
order to make the research announcement.  Following that, the questionnaire form was 
sent to the guidance teachers via Whatsapp and it was requested to share the 
information that no wage would be paid to the students or parents for participating in 
the research. The research announcement was made by the guidance teachers to the 
students and parents on March 2, 2021, they were also informed that no wage will be 
paid for participation in the research, and the forms were shared. The researcher 
followed up the application via google forms and the research announcement was 
reminded 3 times intermittently by contacting guidance teachers. After the last reminder 
and 1 month of waiting, the research was completed on 16 June 2021 as no feedback was 
provided. 

Measures  

In this study, the data were collected through the "Participant Information Form" 
developed by the researcher in the light of the literature, the "Short Form of the Game 
Addiction Scale for Adolescents" used in the literature to evaluate the level of game 
addiction, and the "Character Growth Index" used to evaluate the character development 
characteristics of adolescents. Detailed information about the tools used is given below: 

Participant Information Form (PIF) 

The form, which is developed by the researcher in line with the relevant literature, 
consists of questions covering age, gender, family type, the participant's state of putting 
money in the technological game, and the time spent on the game.  



 
 

 
 

Game Addiction Scale for Adolescents- Short Form (GASA-SF) 

The scale was developed by Lemmens et al. (2009) was adapted into Turkish by Ilgaz 
(2015) . The validity and reliability of the Turkish Version of the scale were performed 
by Anlı and Taş et al. (2018).   The scale consists of 21 items and 7 factors. Since there 
are 9 diagnostic criteria for internet gaming addiction in the third section of DSM-V, a 
9-item scale has been tried to be developed. Then, DSM-V online game addiction 
diagnostic criteria were taken into consideration and 3 items were prepared in line with 
each diagnostic criterion. A 5-point Likert-type rating was used to measure the items in 
the scale. The 5-point Likert-type ratings are: “Never”, “Rarely”, “Sometimes”, “Often”, 
and “Always”. After the scale was finalized, validity and reliability studies were started. 
In determining the items to be included in the scale, attention was paid to ensure that 
the eigenvalue was 1 and the item load values were at least 32. A 9-item scale was 
created with each item representing one of the DSM-V online game addiction criteria 
from the items with high item factor loads. The Cronbach Alpha internal consistency 
coefficient was detected as .81 . In this study, The Cronbach Alpha value of the scale 
was found as .85. 

The Character Growth Index (CGI) 

Character Growth Index developed by Liston (2014), aims to evaluate the character 
development characteristics of adolescents in a valid and reliable way. The Turkish 
validity and reliability study of the scale was carried out by Ekşi et al. (2017). 5-point 
Likert type has (''I Strongly Disagree'', ''I Disagree'', ''I Am Undecided'', ''I Agree'', and 
''I Strongly Agree'') structure and consists of 11 sub-dimensions which are 
determination, humility, optimism, kindness, closeness, calmness, courage, wisdom, 
spirituality, forgiveness, and honesty. The Cronbach alpha internal consistency 
coefficient of the scale was calculated as .94 for the total score of the scale, and the test-
retest correlation coefficient was calculated as .72. The reliability coefficient of the sub-
dimensions was above .70, except for honesty. The exploratory factor analysis resulted in 
an 11-dimensional structure that explained 58.5% of the total variance with an 
eigenvalue above 1. For concordance validity, the correlation between CGI and 52 items 
of the 96-item form of the Character Strengths and Virtue Youth Inventory was found 
to be at the level of .85. The relationship between sub-dimensions also varies between 
.41 and .81. The Cronbach Alpha internal consistency coefficient of the scale was 
calculated as .94 for the total score of the scale, and the test-retest correlation coefficient 
was calculated as .72. The reliability coefficient of the sub-dimensions was above .70, 
except for honesty. In this study, the Cronbach Alpha value of the scale was determined 
as .97. 

Statistical analysis 

The data obtained in the research were analyzed using the SPSS (Statistical Package for 
Social Sciences) for Windows 25.0 program. Descriptive statistical methods (number, 
percentage, mean, standard deviation) were used while evaluating the data. Mann 
Whitney U test was used to compare two groups (gender, unlimited internet usage 
status, real money spending status) to compare quantitative data, while Kruskal Wallis H 
test was used to compare more than two groups (family type).  The relationship between 



 
 

 

continuous variables (Game Addiction Scale for Adolescent scores and Character 
Growth Index scores) was examined by Spearman correlation analysis. 

Results 

The mean age of the participants in the study was found as 15.95 (min= 13, max= 18). 
The majority of the participants are girls (62.7%), have 1 sibling (49.3%), have an 
elementary family (83.6%), have a middle monthly income level (80.6%), have unlimited 
internet at home (96,3%), playing technological games (67.9%), not spending real money 
in technological games (72.4%), and stating that their playing time is less than 1 hour 
(47%) (Table 1).  

Comparison of game addiction scale scores for adolescents according to the 
descriptive characteristics of the participants, game addiction scale scores of boy 
participants for adolescents were higher than girl participants (p<0.05). Moreover, game 
addiction scale scores of adolescents who play technological games and spend real money 
in technological games were found to be higher than those who did not play 
technological games and did not spend real money (p<0.05) (Table 2).. 



 
 

 
 

In the comparison of the sub-dimensions of the character growth index according to 
the descriptive characteristics of the participants, the optimism, kindness, and honesty 
sub-dimension scores of the participating girl students were found to be higher than the 
boys (p<0.05). The calmness and wisdom sub-dimensions of the character development 
index, on the other hand, differed according to the family type. Accordingly, it was 
ascertained that the participants with an extended family structure had higher calmness 
sub-dimension scores than the participants with a fragmented family structure and that 
the wisdom sub-dimension scores of the participants with elementary family structure 
were higher than the participants with fragmented family structure (p<0.05) (Table 3).. 

In the comparison made according to the participants' availability of unlimited 
internet at home and spending real money in technological games, it was found that the 
calmness sub-dimension scores of the participants who did not have unlimited internet 
at home were higher than those who had unlimited internet at home. It was detected 
that the closeness/love and spirituality sub-dimension scores of the participants who did 
not spend real money in technological games were higher than those who spent real 
money (p<0.05) (Table 3). 

According to the results of the Spearman correlation analysis performed to determine 
the relationship between the scales; there is a statistically negative and significant 



 
 

 

correlation between game addiction scale scores for adolescents and character growth 
index stability sub-dimension scores (p<0.01: r=-0.279) (Table 4). 

Discussion 

It is indicated that technological games cause many positive and negative changes on 
the personality and character of individuals. This change may make adolescents who are 
in the development process the most risky group, and psychiatric nurses may have 
important duties in this regard. In this context, this study aims to examine the 
relationship between technological game addiction and character development in 



 
 

 
 

adolescents and to contribute to the approach and practices of psychiatric nurses on the 
subject. 

Game addiction scores of 134 adolescents in our study differed according to gender. 
In regard to the result we obtained, the game addiction scores of male participants were 
higher than female participants. However, the game addiction scores of those who spent 
real money on technological games were higher than those who did not spend real 
money. In the literature, it is possible to find studies that support the results we have 
obtained. For instance, we observe similar situations in the studies conducted by 
Horzum (2011), Güllü et al. (2012) and Çakıcı (2018). Thus, it was determined in the 
studies that the game addiction of the participating male students was higher than that 
of the female students. Furthermore, studies have reported that game addiction is high 
among adolescents and this is a significant public health problem (Amudhan et al. 2021) 
and it was also stated that the rate of playing games with money was moderate (Zendle 
et al. 2019, Veselka et al. 2018). Factors that may be associated with these results are 
shown as gender, presence of friends or parents playing games, stress, low self-esteem, 
impulsivity, etc. (Chang and Boyoung 2020). This result obtained in our research can be 
associated with the fact that boys are brought up to make their own choices more freely 
than girls within our cultural structure. At the same time, the fact that the research 
conducted during the Covid-19 pandemic period may have affected the results. Because 
in this period, adolescents who could not do their social activities outside in the 
environment of friends due to lockdowns preferred technological games and may have 
been adversely affected by this situation. 

In the literature, it has been emphasized that the type of family they have on the 
personality development and social behavior of individuals is important (Gander and 
Gardiner 1993). In studies conducted in this context, it has been stated that individuals 
with extended family structure are in social interaction with more people and this has an 
effective place in the personality and character traits of the individual (Tatlıoğlu 2014). 
While Smahel et al. (2008) stated in their study that the characters in technological 
games are effective on the personality and character of the individuals playing the game 
(Smahel et al. 2008), Ide et al. (2021) remarked that popular and powerful game 
characters are bought with money (Ide et al. 2021). From this point of view, the results 
we obtained in relation to the character development of adolescents, family type and 
spending real money in technological games support the research results stated in the 
literature. This situation seen in adolescents may be related to their ambition to win, 
their desire to have a stronger personality and character traits. Considering that the 
majority of the participants have elementary family type and unlimited internet access, it 
can be considered that adolescents turn to technological games in order to get away from 
the issues that they are unsuccessful in problem solving in relation to the support of the 
parents and the strength of the relationship within the family. As a result, while 
adolescents gain wisdom on the skills brought by the technological age, on the other 
hand, they may be moving away from character traits related to love, tolerance and 
spirituality. 

It is accepted that one of the processes in which problem-solving and decision-
making skills come to the fore is adolescence (Manassis et al. 2012). Considering the 
identity development process of adolescents in this period, it can be said that making the 
right decision has a critical importance in creating a healthy identity. As a matter of fact, 
coping mechanisms may be insufficient in solving the emotional problems, identity 



 
 

 

search and similar problems that arise in this period of the adolescent, and they may have 
difficulty in making the right decision for themselves. They may tend to technology as a 
solution to problems (Oldershaw et al. 2009, Steinberg 2010, Klimmt et al. 2009).  

Considering in connection with the results obtained from this study, it is possible to 
say that this situation makes adolescents determined to tend towards technology and 
continue technological games. However, this situation, which is thought to be preferred 
by the majority of adolescents as a coping mechanism, poses a risk not only for 
technological game addiction, but also for the formation of a strong personality and 
character.  

Conclusion 

Looking at the results of the research, it is seen that game addiction differs according to 
gender, family type, unlimited internet availability at home, and game addiction is 
negatively related to the stability dimension of character development. Considering all 
these, it can be said that it is very essential for psychiatric nurses to become aware of this 
issue and take part in preventive measures. In this context, psychiatric nurses can guide 
adolescents in dealing with problems by acting in cooperation with school nurses and 
guidance teachers in order to find solutions to both technology addiction and 
interpersonal problems that adolescents may encounter, to prevent mental problems, and 
most importantly, to raise individuals with a strong personality and character. 
Furthermore, psychiatric nurses can communicate with family members and other 
caregivers and plan awareness activities for them. 
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