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Abstract 

Digital gaming involves all kinds of activities, both individually and as a team, in an online or 
offline environment through an electronic device. It is stated that the age of playing digital games 
has decreased to 5-6 years. The aim of this study is to investigate the motivation of students in 
different faculties of Kastamonu University to play digital games according to gender, age, faculty, 
class, income and frequency of playing. The research is a descriptive research conducted with 
quantitative research method. A total of 400 students participated from Kastamonu University in 
Turkey. In the research, digital game playing motivation scale developed by Munusturlar and 
Munusturlar (2018) was used as a measurement tool. In the study, the normal distribution of the 
data was determined by kurtosis and skewness values, and parametric analysis methods One-Way 
Anova and Independent T test were used. The motivation of the participants to play digital games 
was determined at medium and high levels. According to the results, differences were found 
according to the variables of gender, department, age, class and income status. According to a 
study of men playing digital games motivation levels are higher than women. In addition, 
participants with better financial status are more motivated to play digital games. In addition, 
older participants have higher motivation to play digital games. 
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Contribution of this paper to the literature 
This study contributes to the literature in terms of digital gaming habits of university students 
as digital gaming has spread around the world and many tournaments are organized and even 
many leading football teams have e-sport teams. Thus, a need for revealing attitude of 
university students towards digital gaming is important. 

 
1. Introduction 

The concept of play is considered as a phenomenon that exists with human history. In the literature, the 
concept of game is evaluated in two parts as traditional and digital games. While the games evaluated within the 
traditional game concept have more physical activity and movement, it is seen that the games within the concept of 
digital game contain less physical activity and more mental activity (Hazar and Hazar, 2017) Traditional games 
have more physical activity and movement, and digital games have less physical activity and more mental activity.  

Digital gaming involves all kinds of activities, both individually and as a team, in an online or offline 
environment through an electronic device (Esposito, 2005). In other words, the concept of digital game is 
expressed as games that provide animated graphics and sound effects, as well as immersive simulation (Liu and 
Chen, 2013). It is seen that the history of digital game research has emerged since the 1980s (Bryce and Rutter, 
2006). It is stated that 1 billion people in the world play digital games. In addition, it is stated that the age of 
playing digital games has decreased to 5-6 years. 

It can be stated that this situation develops as a result of increasing use and frequency of smart phones, tablets 
and computers entering human life (Yücel, 2019). Action games, adventure games, simulation games, sports games, 
strategic games, puzzle games and role playing games are some of the digital games (Gros, 2007). A lot of research 
has been done recently on digital games (Cota and Ishitani, 2015; De Schutter et al., 2015; Denisova and Cairns, 
2015; Bopp et al., 2016; De Grove et al., 2016; Mattar and Goi, 2019).  

In the USA, it is stated that 97% of children and young people devote time to digital games for at least one 
hour per day (Granic et al., 2014). Our country is among countries where digital games are played the most, 
Turkey  is the third country in the world where digital gaming is played so widely. A total of 30 million people in 
Turkey play digital games and it is stated that this sector counts for 600 million dollars15. In this context, the 
concept of digital game that has an important place in Turkey's interest for this concept is expected to be further 
developed. The popularity of digital games today allows young people to spend their time playing online or offline 
digital games rather than outdoor activities (Eskasasnanda, 2017).  

In this context, it is generally accepted that there are positive and negative aspects of digital games. The lack 
of physical activity and the reduction of face-to-face social relationships among digital games can be given as an 

example of the negative aspects of playing digital games (Mustafaoğlu et al., 2018). In addition, online games of 
digital games create a different social environment. It is stated that digital games, which can also be used within 
educational administrations, have positive effects on individuals' mental behaviours such as decision making, 
focusing and quick thinking. 

The aim of this study is to investigate the motivation of students who study in different faculties in Kastamonu 
University according to gender, age, faculty, class, income status. 
 

2. Material and Method 
The research was conducted using quantitative research methods. The study group consists of 400 students, 

(162 women and 238 men) studying at Kastamonu University in Turkey. In the research, digital game playing 
motivation scale developed by Munusturlar and Munusturlar (2018) which was composed of 17 questions and 5 
sub-dimensions, was used as a measurement tool Munusturlar and Munusturlar (2018). Written and oral consent 
forms were obtained from each participant in the research and the research was conducted according to the 
declaration of Helsinki. 

The Kurtosis and skewness values of the data obtained within the scope of the study were examined and it was 
found that the data showed normal distribution (Can, 2016). In this context, One Way Anova was used for groups 
with more than two variables, and T test analyses were used for groups with more than two variables. Also data 
coronach alpha value was determined of 90. level. Table 1 shows demographic information of participants. 
 

Table-1. Demographic information of participants. 

 
n % 

Gender/sex 
Man 162 40.5 
Woman 238 59.5 

Age 
18-21 157 39.3 
22-25 229 57.3 
25 and above 14 3.4 

Faculty/School 

Faculty of Architecture and Engineering 100 25 
Faculty of Economics and Administrative Sciences 100 25 
Faculty of Sports 100 25 
Faculty of Arts and Science 100 25 

Grade/Class 

1 62 15.5 
2 70 17.5 
3 127 31.7 
4 141 35.3 

Income 
(Monthly) 

0-500 TL 115 28.7 
501-1500 TL 173 43.3 
1500 TL and above 112 28 

Total 400 
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Information related to age, educational status, grade, income of the participants can be found in Table 1. 162 men 
and 238 women participated in this study which counts for 40,5% for men and 59,5 for women. The most of the 
participants were from the age group of 22-25. Distribution of the students in terms of their faculties were equal. 
Income status of the students did not significantly change and most students had an income level of 501-1500 TL.   
 

3. Findings 
The data on the digital game motivation scale sub-dimensions and the averages and kurtosis and skewness 

values of the participants are given in Table 2. 
 

Table-2. Digital game motivation scale of the participants skewness and kurtosis values and averages of total scores 
and subdimensions. 

Sub-dimensions X   Skewness Kurtosis 

Concentration 2.75 .380 .363 
Entertainment 3.40 -.496 -.589 

Escape 2.85 -.073 -.899 
Learning 2.80 .007 -.938 

Socializing 3.10 -.311 -.780 
Total 2.97 -.298 -.394 

 
Accordingly data analyses, the sub-dimension with the highest average was found to be the entertainment sub-

dimension and the sub-dimension with the lowest average was the concentration sub-dimension. In addition, the 
total score obtained from the digital game motivation scale was 2.97. 
 

Table-3. T-test results of participants according to gender variable. 

Sub-dimensions Gender/Sex n X   Ss p Difference 

Concentration 
Man (1) 162 2.52 1.11 .001 

 
1>2 

Woman (2) 238 2.91 1.12 

Entertainment 
Man (1) 162 3.04 1.14 .000 

 
- 

Woman (2) 238 3.65 1.09 

Escape 
Man (1) 162 2.47 1.09 .000 

 
1>2 

Woman (2) 238 3.11 1.08 

Learning 
Man (1) 162 2.36 1.03 

.000 1>2 
Woman (2) 238 3.10 1.07 

Socializing 
Man (1) 162 2.68 1.18 

.000 1>2 
Woman (2) 238 3.38 1.08 

Total 
Man (1) 162 2.61 0.87 

.000 1>2 
Woman (2) 238 3.22 0.83 

                 *P<0.05. 
 

Table 3 shows t-test results according to gender variables of participants. According to the gender variable, 
the mean scores of male participants were found to be higher than the female participants in the total score and 
concentration, escape, learning, and socialization sub-dimensions. In other words, male participants' motivation to 
play digital games was higher than female participants. 
 

Table-4. Results of anova by age variable. 

Sub-dimensions Age n X   Ss p Difference 

Concentration 
18-21 (1) 157 2.62 1.07 

.078 
 

- 22-24 (2) 229 2.82 1.15 
25 and above (3) 14 3.19 1.31 

Entertainment 
18-21 (1) 157 3.32 1.17 

.113 
 

- 22-24 (2) 229 3.43 1.14 
25 and above (3) 14 3.98 1.03 

Escape 
18-21 (1) 157 2.69 1.13 

.030 
 

3>1,2 
2>1 

22-24 (2) 229 2.93 1.11 
25 and above (3) 14 3.35 1.19 

Learning 
18-21 (1) 157 2.66 1.12 

.091 
 

- 22-24 (2) 229 2.89 1.10 
25 and above (3) 14 3.07 1.14 

Socializing 
18-21 (1) 157 2.97 1.19 

.198 
 

- 22-24 (2) 229 3.18 1.14 
25 and above (3) 14 3.21 1.22 

Total 
18-21 (1) 157 2.85 0.86 

.027 3,2>1 22-24 (2) 229 3.04 0.90 
25 and above (3) 14 3.38 1.02 

               *P<0.05. 
 

Table 4 shows anova results according to age variables of participants. According to the age variable, the mean 
scores of the group above 25 years of age in the escape subscale and total score were higher than the other groups. 
In addition, the mean scores of the 21-24 age group in the escape subscale were found to be higher than the mean 
scores of the 18-21 group. In the total score, the mean scores of the group above 25 years of age were higher than 
the other groups. According to these results, it is seen that the motivation to play digital games increases with 
increasing age. 
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Table-5. Anova results of the participants according to faculty variables. 

Sub-dimensions Faculty/School n X   Ss p Difference 

Concentration 
 

Faculty of Architecture and Engineering (1) 102 2.75 1.04 

.013 2>4 
Faculty of Economics and Administrative 
Sciences (2) 

99 3.01 1.04 

Faculty of Sports (3) 99 2.76 1.24 
Faculty of Arts and Science (4) 100 2.49 1.14 

Entertainment 
 

Faculty of Architecture and Engineering (1) 102 3.35 1.06 

.421 - 
Faculty of Economics and Administrative 
Sciences (2) 

99 3.51 1.07 

Faculty of Sports (3) 99 3.48 1.36 
Faculty of Arts and Science (4) 100 3.27 1.10 

Escape 
 

Faculty of Architecture and Engineering (1) 102 3.01 1.07 

.003 1,2,3>4 
Faculty of Economics and Administrative 
Sciences (2) 

99 2.96 1.08 

Faculty of Sports (3) 99 2.92 1.24 
Faculty of Arts and Science (4) 100 2.49 1.05 

Learning 
 

Faculty of Architecture and Engineering (1) 102 3.21 1.00 

.000 
1>2,3,4 
2,3>4 

Faculty of Economics and Administrative 
Sciences (2) 

99 2.90 1.05 

Faculty of Sports (3) 99 2.77 1.18 
Faculty of Arts and Science (4) 100 2.34 1.05 

Socializing 

Faculty of Architecture and Engineering (1) 102 3.22 1.10 

.579 - 
Faculty of Economics and Administrative 
Sciences (2) 

99 3.11 1.09 

Faculty of Sports (3) 99 3.08 1.28 
Faculty of Arts and Science (4) 100 2.99 1.20 

Total 

Faculty of Architecture and Engineering (1) 102 3.10 0.84 

.003 1.2.3>4 
Faculty of Economics and Administrative 
Sciences (2) 

99 3.11 0.83 

Faculty of Sports (3) 99 3.00 1.06 
Faculty of Arts and Science (4) 100 2.69 0.77 

    *P<0.05. 
 
Table 5 shows anova results according to faculty variables of participants. According to the faculty/School 

variable, the participants who have the highest motivation to play digital games are the students of the Faculty of 
Economics and Administrative Sciences, Faculty of Architecture and Engineering, Faculty of Sports and Faculty of 
Arts and Science respectively. 
 

Table-6. Anova results according to class variables. 

Sub-dimensions Grade/Class n X   Ss p Difference 

Concentration 
 

1 62 2.64 1.01 

.634 
 

- 
2 127 2.72 0.89 
3 70 2.72 1.11 
4 141 2.84 1.29 

Entertainment 
 

1 62 3.37 1.24 

.792 
 

- 
2 127 3.33 0.99 
3 70 3.38 1.15 
4 141 3.48 1.19 

Escape 
 

1 62 2.78 1.13 

.275 
 

- 
2 127 2.66 1.05 
3 70 2.85 1.14 
4 141 2.97 1.15 

Learning 
 

1 62 2.81 1.07 

.031 
 

3,4>2 
2 127 2.45 0.99 
3 70 2.92 1.11 
4 141 2.87 1.17 

Socializing 

1 62 3.04 1.25 

.226 
 

- 
2 127 2.86 1.16 

3 70 3.14 1.08 
4 141 3.20 1.20 

Total 

1 62 2.92 0.77 

.249 - 
2 127 2.81 0.77 
3 70 2.99 0.91 
4 141 3.06 0.97 

                 *P<0.05. 
 

Table 6 shows anova results according to class variables of participants. There was a statistically significant 
difference only in learning sub-dimension according to class variable. According to the results, the average of the 
3rd and 4th grade points were found to be higher than the 2nd grade group average scores. In other words, it is 
seen that with the increase in the class levels of the participant students, the status of seeing digital games as a 
learning activity increases. 
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Table-7. Anova results according to income variables. 

Sub-dimensions Income (Monthly) n X   Ss p Difference 

Concentration 
 

0-500 TL (1) 115 2.76 1.27 
.718 - 501-1500 TL (2) 173 2.70 1.02 

1500 TL and above (3) 112 2.82 1.14 

 
Entertainment 

 

0-500 TL (1) 115 3.37 1.16 
.008 

3,1>2 
3>1 

501-1500 TL (2) 173 3.25 1.14 
1500 TL and above (3) 112 3.68 1.12 

 
Escape 

 

0-500 TL (1) 115 2.73 1.10 
.001 3>1,2 501-1500 TL (2) 173 2.70 1.10 

1500 TL and above (3) 112 3.20 1.13 

Learning 
 

0-500 TL (1) 115 2.59 1.09 
.001 3>1,2 501-1500 TL (2) 173 2.74 1.09 

1500 TL and above (3) 112 3.12 1.11 

Socializing 
0-500 TL (1) 115 3.00 1.23 

.074 - 501-1500 TL (2) 173 3.02 1.10 
1500 TL and above (3) 112 3.31 1.19 

Total 
0-500 TL (1) 115 2.89 0.86 

.003 3>1,2 501-1500 TL (2) 173 2.88 0.87 
1500 TL and above (3) 112 3.22 0.92 

                 *P<0.05. 
 

Table 7 shows anova results according to income variables of participants. According to the results of the 
analysis made according to monthly income variable entertainment, escape and learning sub-dimensions and total 
score averages. According to the results of the analysis, it is seen that the motivation of playing digital games 
increases with the increase of monthly income of the participating students. 
 

4. Discussion and Result 
According to the results of the study conducted by Demirel et al. (2019) to determine the motivation of high 

school students to play digital games, it was stated that the motivation of female participants to play digital games 
was lower than that of male participants Demirel et al. (2019). In this context, it is seen that there is a similarity 
between this research and the study conducted by Demirel et al. (2019) according to gender variable.  

Sin et al. (2014) stated that the male students' motivation to play digital games was investigated according to 
the results of the study, it was stated that the emotions that provide the motivation to play digital games of the 
male students have the challenge and control emotions (Sin et al., 2014). In this context, the results of this study 
and the research conducted by Sin et al. In addition, according to the results of the research conducted by Sin et al. 
(2014) It was stated that the most intense emotion felt by digital game players while playing digital games was 
entertainment. In this context, there are similarities between the two studies. 

As a result of general research, it is stated in many studies that men have higher motivation to play digital 
games than women. This can be attributed to the fact that men have more leisure time and less sense of 
responsibility than women. 

Birk and Mandryk (2016) stated that digital game athletes' preferences and player experiences were examined 
according to the age variable (Birk and Mandryk, 2016) According to the results of the study, it was stated that the 
motivation to play increased with the increasing age of participants. It is seen that there is a similarity between this 
research and the results of the research conducted by (Birk and Mandryk, 2016). 

According to the results of the research conducted by Hazar (2019) on the motivation of playing digital games 
in children, their interest in digital games increased with increasing age (Hazar, 2019). In this context, it is stated 
that there is a similarity between the results of the research conducted by Hazar and the results of this study 
according to the age variable. 

An increase in an individual's ability to play can increase motivation to play. In addition, the increase in the 
number and variety of games that the individual can play with age can be shown as the reason of the result 
obtained. 

Nap et al. (2009) according to the results of qualitative research conducted on the motivation, preferences and 
needs of digital game athletes, it was stated that the participants answered the question of why they are playing 
digital games in terms of escape and entertainment (Nap et al., 2009).  

In this context, it is seen that there is a similarity between the results of this research and the results of the 
research conducted by Nap. In today's world, increasing stress levels of people and because of this people need to 
escape from stress and have fun. In this sense, individuals are expected to see digital games as an escape and 
entertainment activity. In this sense, it is normal for individuals to consider digital games as an escape and 
entertainment activity. 

According to the results of the research conducted by Cavuş et al. (2016) on computer games and addictions of 

university students, it was determined that the level of addiction increased as the income level increased Cavuş et al. 

(2016). In this sense, the results of this research and the research conducted by Cavuş et al. (2016) are similar in 
terms of income levels. 

It can be explained by people's ability to buy games and game consoles as addiction and motivation to play 
digital games increases as the income level increases. 

According to Cakır et al. (2011) research on internet and game addictions of university students, it was 
determined that there was no significant difference in terms of game addiction to the classes in which the 
participating students Cakır et al. (2011). There are differences between the results of the research conducted by 
Cakır et al. (2011) and this research. Cultural differences between the two research participants can be cited as the 
reason for this result. 
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According to the results of the research, it can be stated that the difference in the learning sub-dimension is 
related to the increase in the level of awareness and effort increase of learning activities. According to the results of 
the analyses, it is thought that the students who have received sports education generally have low average scores 
and their participation in physical activities is higher than other faculty students. 

As a result of the research results, it was found that the participants 'motivation to play digital games was 
moderate and high, as well as gender, age, class, income and faculty variables showed differences according to the 
participants' motivation to play digital games. 
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