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ABSTRACT

This study was carried out to examine the motivation of secondary school
students to participate in physical activity and play digital games. Scanning design,
one of the descriptive research models, was used in the study. The study group
consisted of 462 students continuing their education in secondary schools in Ankara
province Cankaya district in the 2022-2023 academic year. In the study, the Digital
Game Playing Motivation Scale (DGPMS) developed by Demir and Hazar (2018) and
the Motivation scale for participation in physical activity (MSPPA) developed by
Demir and Cicioglu (2018) were used. In scientific analysis, arithmetic mean,
standard deviation, percentage, frequency, Spearman Correlation, Mann-Whitney U
Test, Kruskal-Wallis Tests were used. In the study, a low-level significant negative
correlation was found between the MSPPA total score, achievement and arousal,
curiosity and social acceptance sub-dimensions. Significance was found in favor of
male students in the sub-dimensions of success and vitality and curiosity and social
acceptance according to gender. According to the grade level variable, a significant
difference was found in favor of the 6th grades in the sub-dimensions of achievement
and arousal, curiosity and social acceptance. In the research, it was seen that the
motivation of the participants to play digital games was medium, and the motivation
to participate in physical activity was high. As a result of the research, it was found
that as the motivation to participate in physical activity increased, the desire of
individuals to play digital games and the motivation to have fun through digital
games decreased.
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INTRODUCTION

Today, the dynamics of life lead individuals to a more inactive form.
Considering the 2002 data of the World Health Organization (WHO), inactive life
causes 1.9 million deaths per year in the global world. Physical inactivity is
emerging as one of the most important health problems in our contemporary
society. A century ago, individuals had to stay physically active while going about
their daily lives. With the advancement of technology, the individual has adopted a
more sedentary lifestyle away from physical activity (Akinci, 2014). In other
words, there has been a decrease in activity levels, transportation, the introduction
of technology into home life and the widespread use of products that facilitate
many more daily lives have caused individuals to be more passive physically. The
digital games brought with it by technology have also given birth to inactivity, so
the number of individuals who lead a sedentary life has increased. The increase in
sedentary lifestyles has paved the way for many metabolic diseases such as eating
disorders and obesity in societies. When it comes to today's life cycle, it is observed
that 15% of children and 30% of adults have a body weight above their ideal body
weight in most of the developed countries. Evaluations in the light of the literature
indicate that while technology-based development improves the living conditions
and comfort of societies in one respect, it also paved the way for the emergence of
very important health problems in other respects (Hekim, 2015; Arican-Baydar,
2021). The reasons that push the individual to participate in physical activity in the
social life circle are the basic motivational forces such as achieving success and
status, renewing by expending energy, socializing, spending time productively,
obtaining physical condition and skill development (Arican-Baydar, 2021; Demir &
Cicioglu, 2018; Rickel, Park and Morales, 2012; Sit and Lindner, 2007). In addition,
achieving ideal weight, healthy living, socializing, avoiding stress, avoiding
diseases, not thinking about daily problems, saying goodbye to harmful habits,
avoiding negative thoughts, having fun, physical self-development, productive use
of work/non-work time, lifelong Individuals tend to continue their lives without
moving away from physical activities due to expectations of development, self-
confidence and similar expectations (Demir & Cicioglu, 2018). Physical activity is
an important building block for the physical and mental development of young
people, as well as for individuals at every developmental level. In other words,
physical activities play a critical role in the physical, psychological and mental
development of the individual. Lack of physical activity causes many health
problems such as childhood obesity, type 2 diabetes mellitus, cardiovascular
problems, hypertension, hyperlipidemia, stroke, colon cancer and breast cancer
(Castelli, Hillman, Buck, & Erwin, 2007). According to Demir and Cicioglu (2018),
the reason why the tendency to physical activity, which is accepted as one of the
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important supporters of individuals to lead a healthy life, is decreasing day by day,
is that individuals are driven to mental fatigue and burnout due to intense
working/working hours, and the use of bicycles for transportation from one place
to another. and the decrease in walking, providing one-touch access with modern
transportation vehicles, and the fact that children and young people cannot find
enough time and energy for physical activities due to exam anxiety in our country's
education and training environment. These emerging situations cause people to
move away from physical activities and the spread of games played on digital
platforms. The widespread use of the Internet has significantly affected the
increase in the tendency to digital games. This situation strengthened the
relationship between internet and digital game addictions, which are expressed as
behavioral addictions; drew attention to the conclusion that the tendency of the
individual to use the internet is for the purpose of playing digital games (Gliniig,
2015). When the reasons for individuals to participate in digital games are
examined, discharge, challenging themselves and others, communication barriers
in social relations, the idea of winning in the virtual world what they cannot
achieve in real life, and the desire to move to a higher level in the game emerge
(Tekkursun Demir and Mutlu Bozkurt, 2019). Another element that directs
individuals to play digital games is motivation. With the continuation of education
and training activities with digital games, significant improvements have been
made in children and youth's ability to use digital devices, to give desired
commands, to predict with psychomotor development, and to make decisions. On
the other hand, it is thought that long-term exposure of children and young people
to the screen-internet for leisure and entertainment purposes will create negative
results (Ulker and Biilbiil, 2018). Motivated individuals are expected to take action
for the work/occupation they will conclude. In that case, if a driving force,
inspiration or urge to take an action has not emerged in the individual, sufficient
motivation has not been provided. On the contrary, if the individual takes action to
reach a result or can focus his energy on the result, sufficient motivation is
obtained (Ryan & Deci, 2000). When the relevant literature is scanned, it is
possible to see various definitions in the definition of the concept of motivation. In
its most basic form, motivation is expressed as the direction and intensity of an
individual's pursuits. Adequate motivation level contributes positively to learning
and performance (Weinberg & Gould, 2015). When the national and international
studies on motivation in the literature are examined, it is seen that mostly the
motivations for participation in sports (Mishra et al.,, 2022; Pereira et al., 2022;
Emamverdi et al., 2020; Tekkursun-Demir and ilhan, 2019; Sukys et al., 2019), the
motivations of the participants watching the sports competitions (Polat and Yalg¢in,
2014) and the motivation of the disabled people to participate in sports (Moura et
al., 2021; Cole, Zhang and Wang, 2019; Tekkursun, [lhan, Esentiirk, & Kan, 2018),
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research on motivation to play digital games (Erol & Cirak, 2020; Hazar, 2019;
Scharkow, Festl, Vogelgesang, 2012; Wang, Khoo, Liu, & Divaharan; 2008).

In the context of these data, it is very important to determine the motivation
levels that lead today's children and youth, who represent the potential power of
the future, to participate in physical activities and digital platform games. In this
respect, it is aimed to examine the relationship between secondary school
students' motivation to participate in physical activity and their motivation to
participate in digital games in terms of various variables.

METHOD

Model of the Research

This study was carried out using the scanning model, one of the descriptive
research models. Survey model is the research carried out to obtain data in order
to express some characteristics of a particular group (Bliyiikoztirk, Kilig, Cakmak,
Akgiin, Karadeniz & Demirel, 2017).

Study Group

In the 2022-2023 academic year, 462 students who continue their education
in secondary schools in the Cankaya district of Ankara province participated in the
study.

Table 1. Descriptive Statistics for the Study Group (n=462)

Grade
5th grade 6th grade 7th grade 8th grade Total
Girl 66 66 63 75 210
Gender
Boy 36 54 57 45 192
Total 102 120 120 120 462

According to Table 1, 102 (66 girls, 36 boys) from the 5th grade, 120 (66
girls, 54 boys) from the 6th grade, 120 (63 girls, 57 boys) from the 7th grade and
120 (75 girls, 45 boys) from the 8th grade were included in the study. A total of
462 (270 girls, 192 boys) students participated.

Data Collection Tools

Digital Game Playing Motivation Scale (DGPMS): The scale developed by
Demir and Hazar (2018) is represented in 3 sub-dimensions as Success and
Revival, Curiosity and Social Acceptance, and Uncertainty in Willingness to Play.
DGPMS comes together with 19 items and is graded and scored in a 5-point Likert
type (I strongly disagree, (1) -1 do not agree, (2), -I am undecided, (3)-I agree, (4)-1
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totally agree, (5)). Scale sub-dimensions have Cronbach Alpha values of.81,.79,
and.75, respectively. The highest score that can be obtained from the scale is 95
and the lowest score is 19. While calculating the score for the items, high scores on
the scale indicate high motivation to play digital games, and low scores indicate
low motivation.

Motivation scale for participation in physical activity (MSPPA): The scale
developed by Demir and Cicioglu (2018) is represented by 3 sub-factors as
Individual Reasons, Environmental Reasons and No reason. MSPPA consists of 16
items and is graded in a 5-point Likert type. Scale sub-factors have Cronbach Alpha
values 0f.89,.86, and.82, respectively.

The lowest score obtained from MSPPA is 16, and the highest score is 80. The
high scores of the participants from the scale indicate that their motivation to
participate in physical activity is positive. In this context, the scores of the
participants in MSPPA mean that they have a very low range of 1 to 16, a low range
of 17-32, a medium range of 33-48, a high range of 49-64, and a very high
motivation to participate in physical activity.

Analysis of Data

In order to determine the analyzes to be performed in the analysis of the
data, the normality test for the variables and the homogeneity of the variances
were determined. Accordingly, non-parametric tests were performed on the
variables whose distribution was not found to be normal (the distribution was not
within the range of *1) (Buytuikoztirk et al, 2012). In the analysis of the data,
arithmetic mean, standard deviation (ss), minimum (min) and maximum (max),
Spearman Correlation, Mann-Whitney U Test, Kruskal-Wallis Tests were used.
Accordingly, the Z score for the Mann-Whitney U Test and the Chi-Square score for
the Kruskal-Wallis Test were calculated. The significance level was calculated
as.05.

RESULTS
Table 2. Relationship Between DGPMS and MSPPA
Curiosity and Social
Success and Revival Acceptance Uncertainty in Game Request
DGPMS r -,104 127 ,050
p ,00** ,00% ,11
p<,05

In Table 2, the relationship between the Spearman Correlation analysis and
the DGPMS and MSPPA was examined. According to the analysis, there was a
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negative, low-level significant correlation between MSPPA and achievement and
vitality sub-dimension (r=-.104; p<0.05) and curiosity and social acceptance sub-
dimension (r=-.127; p<0.05) found.

Table 3. Mann Whitney U Test Results According to Gender Variable

Gender N significant Mann Whitney 7
difference U P
Success and _Girl 270 69,70 "
Revival Boy 192 88,47 2178,000 2,580 ,01
Curiosity and _Girl 270 66,56 %
2 Social Acceptance Boy 192 92,89 1895,000 3,615 ,00
.  Uncertainty in _Girl 270 77,76 i
2 Game Request Boy 192 77,14 2857,000 085,93
Girl 270 76,09
MSPPA Boy 192 7827 2767,000 -,415 ,67
p<,.05

Table 3 shows the findings of the Mann-Whitney U Test conducted between
the gender of the participants and the DGPMS and MSPPA. According to the
analysis, a significant difference was found between gender and the sub-
dimensions of DGPMS. Accordingly, it was found that the male students'
(SOmale=88.47) success and revival scores in playing the digital game were
significantly higher than the female students' (SOgirl=69.70) scores (A=-2.580;
p=<.05).

In addition, in the Curiosity and Social Acceptance sub-dimension, it was
determined that male students' (SOmale=92.89) digital game playing scores were
significantly higher than female students' (SOgirl=66.56) scores (A=-3.615;
p=<.05).

Table 4. Kruskal-Wallis Test Results According to Grade Level Variable

2 . W
Grade Level N Rank Average  x p Sl_gnlflcant
difference
5th 102 50,44
. 6th 120 96,53 .
Success and Revival 7th 120 8409 20,906 ,00 6*7-8-5
8th 120 74,89
5th 102 47,26
Curiosity and Social 6th 120 106,11 .
Acceptance 7th 120 79,70 32,779 ,00 6*7-8-5
8th 120 72,39
5th 102 68,93
v»  Uncertainty in Game 6th 120 64,69
E Request 7th 120 67,44 19,501 21 -
2 8th 120 79,06
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5th 102 82,38
6th 120 74,78
MSPPA i 120 8139 1,430  ,69
8th 120 72,19
p<,05

Table 4 shows the results of the Kruskal-Wallis Test conducted between the
class level of the participants and the DGPMS and MSPPA. According to the
analysis, significant differences were found in the class levels of the participants
and in the sub-dimensions of Success and Revival and Curiosity and Social
Acceptance. The group in favor of the significant difference is indicated by *.
Accordingly, in the Achievement and Revival sub-dimension, the mean scores of
6th grade students (SO6.class=96.53), 7th grade (SO7.class=84.09), 8th grade
(SO8.class=74.89) and 5 It was determined that the mean score of the first grade
(SO5.grade=50,44) students was significantly higher than the mean score (Chi-
Square=20.906; p<.05).

In addition, in the Curiosity and Social Acceptance sub-dimension, the mean
scores of 6th grade students (SO6.class=106.11), 7th grade (SO7.class=79.70), 8th
grade (SO8.class=72.39) and It was found that the mean score of the 5th grade
(SO5.class=47,26) students was significantly higher than the mean score (Chi-
Square=32,779; p<.05).

Table 5. Descriptive Statistics Regarding the Responses of Secondary School
Students to DGPMS and MSPPA

N Min. Max. Average SS.
DGMPS Total 462 25,00 89,00 57,77 12,25
MSPPA 462 20,00 80,00 59,53 9,71

p<,05

There are descriptive statistics of the responses of secondary school students
participating in the study to DGMPS and MSPPA. According to the analysis, it is
seen that the participants’ digital game playing motivation score average (x=57.77
+ 12.25) is moderate. As seen in Table 5 and as stated by Demir and Cicioglu
(2018) in Table 2, it was found that middle school students’ mean score for
participation in physical activity (x'=59.53 + 9.71) was high.
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DISCUSSION AND CONCLUSION

462 students were included in the study, which was conducted to examine
the motivation levels of secondary school students to participate in physical
activity and play digital games according to some variables.

When the findings obtained in the study were evaluated, a negative and low
level significant relationship was found between MSPPS and the sub-dimension of
achievement and revival, and the sub-dimension of curiosity and social acceptance.
In this context, it can be stated that with the increase in students' motivation to
participate in physical activity, their motivation to play digital games decreases.
This situation can be associated with the fact that the individual, who spends most
of his time on digital games, does not have the opportunity to participate in
physical activity. Supporting the findings of the study in the literature, in the study
conducted by Demirel et al. (2019) with the participation of 105 students
continuing their education in secondary education, a significant difference
emerged between the students' participation in physical activities and their
motivation to play digital games. Similarly, Kolcak and Cakir (2020), in their study
conducted with 335 primary school students, found that the decrease in the
duration of playing digital games increased the motivation to participate in
physical activity. On the other hand, when the study of Biddiss and Irwin (2010) is
different from the findings of the study; It is revealed that digital motion games
played through game consoles increase the motivation of the players to do physical
activity, in addition, they contribute to allocating more time to physical activity.

In the second finding of the study, a significant difference was found between
the gender of the participants and the sub-dimensions of DGMPS. This difference
was found to be significantly higher in male students' "success and vitality" and
"curiosity and social acceptance” scores in playing the digital game than the female
students' scores. According to this finding, it can be stated that male students are
fed more from internal and external resources while playing digital games than
female students. In parallel with the findings of the study, Giiler and Cakir's (2020)
study with 5th, 6th, 7th, and 8th grade students found a significant difference in
the motivation to play digital games in favor of boys. In their study, Tekkursun-
Demir and Cicioglu (2019) found a significant difference in favor of men in the
scores of "success and vitality" and "curiosity and social acceptance" according to
the gender variable. In the study of Demirel et al. (2019), it was determined that
the motivation to play digital games in favor of men is high. Griffiths and Davies
(2005) stated in their study that men spend more time on digital games than
women. In the study of Namli and Demir (2020), a significant difference was found
between the attitude of playing digital games and the gender variable. There was
no significant difference in the MSPPA scores of the participants. This can be
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explained by the fact that the motivational resources of male and female students
in participating in physical activity are similar to each other.

In parallel with the research findings, Tekkursun-Demir and Cicioglu (2019)
found that the study group consisted of secondary school students, and it was
found that the gender variable did not cause a significant difference in the
motivation scores for participation in physical activity. In the study of Hazar,
Demir, Namli, and Tiirkeli (2017), similar physical activity levels were found in
both genders. In the study of Demir and ilhan (2019) with disabled athletes, no
significant difference was found between the motivations of women and men to
participate in sports. In the study of Namli and Demir (2020), no difference was
found between participation in sports and gender. Unlike the research findings,
Kaya, Cicioglu and Demir (2018) found that men's attitudes towards sports are
higher than women's in their research. In addition, in the study of Tlirkmen et al.
(2016), the attitude towards sports in favor of men was found to be high.

In another finding of the study, a significant difference was found in the sub-
dimensions of "success and vitality" and "curiosity and social acceptance", which
are among the sub-dimensions of DGMPS according to the grade level variable. In
this context, it was found that the scores of the students attending the 6th grade in
the sub-dimensions of "success and revival" and "curiosity and social acceptance”
were significantly higher than the scores of the students who continued their
education in the 7th, 8th and 5th grades. Accordingly, it can be stated that 6th
grade students are more affected by factors such as receiving awards, popularity,
and excitement while playing digital games compared to 7th, 8th and 5th grade
students. Similar to the research findings, in the study of Tekkursun-Demir and
Cicioglu (2019), a significant difference was found in the digital game motivation
scores of the students attending secondary school according to the grade level.
There was no significant difference in the MSPPS scores of the participants. This
situation can be explained by the fact that the motivational resources of students
with different grade levels in participation in physical activity are similar to each
other. Unlike the research findings, Cakir's (2019) study on high school students
found a significant difference in MSPPA scores according to grade level. In the
study conducted by Bozdag and Ozbek (2020), it was determined that the class
variable differs according to the MSPPA, unlike the research findings.

As a result, it was determined that the average score of the digital game
playing motivation of the secondary school students participating in the research
was at a moderate level, while the average of the motivation to participate in
physical activity was found to be at a high level.
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