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ABSTRACT

In the present study, the mediating role of digital game
dependency was investigated in the correlation between
cyberbullying and cyber victimization. The current study is a
descriptive study in the relational screening model. A total of
284 college students, 194 females and 90 males, participated in
the study. In the study, Digital Game Addiction Scale
(Lemmens et al.,, 2009) was used to determine problem
behavior among college students in digital game play, and E-
Bullying and E-Victimization Scales (Lam and Li, 2013) were
used to measure cyberbullying and cyber victimization levels.
The study data were analyzed with AMOS 24 and SPSS 25.0
software. The role of digital game addiction in the correlation
between cyber victimization and cyberbullying was tested with
the Structural Equation Model (SEM) based on the bootstrap
method. The study findings demonstrated cyber victimization
significantly predicted cyber bullying and digital game
addiction, while digital game addiction significantly predicted
cyberbullying. And it was determined that there were
significant and positive  correlations between  cyber
victimization and cyberbullying and digital game addiction, and
between digital game addiction and cyberbullying. The results
of the path analysis based on the bootstrap method conducted to
investigate the mediating effect of digital game addiction
demonstrated that digital game addiction had a partially
mediating role in the correlation between cyber victimization
and cyberbullying. The study findings were discussed based on
the literature, recommendations were presented for future
research and applications.

Keywords: Cyberbullying, cybervictimization, digital game
addiction

OZET

Bu calismada, siber zorbalik ve siber magduriyet arasindaki
korelasyonda  dijital oyun bagimliliginin  aract rolii
arastirilmigtir. Mevcut c¢aligma iliskisel tarama modelinde
tanimlayici bir ¢aligmadir. Calismaya 194 kiz ve 90 erkek olmak
iizere toplam 284 iiniversite 6grencisi katildi. Caligsmada, dijital
oyun oyununda {niversite Ogrencileri arasinda problem
davramsini belirlemek icin Dijital Oyun Bagmmlihg Olgegi
(Lemmens ve ark., 2009), 6lgmek igin E-Zorbalik ve E-
Magduriyet Olgekleri (Lam ve Li, 2013) kullanilmstir. siber
zorbalik ve siber magduriyet diizeyleri. Calisma verileri AMOS
24 ve SPSS 25.0 yazilim ile analiz edilmistir. Siber magduriyet
ve siber zorbalik arasindaki korelasyonda dijital oyun
bagimliliginin rolii, bootstrap yontemine gore Yapisal Esitlik
Modeli (SEM) ile test edilmigtir. Caligma bulgular siber
magduriyetin siber zorbalik ve dijital oyun bagimliligimi dnemli
6l¢iide yordayken, dijital oyun bagimlilig: siber zorbaligi dnemli
Olgtide yordadigini gostermistir. Siber magduriyet ile siber
zorbalik ve dijital oyun bagimlilig1 arasinda ve dijital oyun
bagimliligi ile siber zorbalikk arasinda anlamli ve pozitif
korelasyonlar oldugu belirlenmistir. Dijital oyun bagimliliginin
aracilik etkisini aragtirmak igin yapilan bootstrap ydntemine
dayanan yol analizi sonuglari, dijital oyun bagimliliginin siber
magduriyet ve siber zorbalik arasindaki korelasyonda kismen
aracilik rollinii gosterdi. Calisma bulgulart literatiir 1s18inda
tartisilmis, gelecekteki arastirma ve uygulamalar igin Oneriler
sunulmustur.

Anahtar Sézciikler: siber zorbalik, siber magduriyet, dijital
oyun bagimlilig
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1. INTRODUCTION

Currently, games are not only played by children, but it became an entertaining activity for a larger
population thanks to digital devices (phones, computers, tablets, etc.). The concept of 'digital game' has
also evolved with rapid technological advances. Digital games allow users to sign in with a password, etc.,
progress through stages, and mostly preferred by children (Fleer M., 2014). Although children mostly
prefer digital games, it is known that young adults also spend time playing digital games. Frequent game
play on digital devices, leading to loss of time, and preventing the user from conducting other activities
(such as daily chores) could lead to dependency behavior. Game addiction is described as an impulse
control disorder characterized by symptoms such as “unawareness of the time spent during game play”,
“lack of interest in other activities”, “persistence despite negative effects”, “feeling psychologically
deprived when not playing” in psychiatry literature (APA, 2013). Computer or video game addiction is
defined as excessive or compulsive use of computer and video games that prevent daily life activities
(Weinstein, 2010).

The incidence of digital game addiction varies between 0.6% and 15% among 8-24 years old individuals
(Desai, Krishnan-Sarin, Cavallo and Potenza, 2010; Gentile 2009, Griisser, Thalemann and Griffiths, 2006,
Lemmens et al., 2009 Poly and Agrimi, 2012; Porter, Starcevic, Berle and Fenech, 2010; Van Rooij,
Schoenmakers, Vermulst, Van Den Eijnden and Van De Mheen, 2011). According to the American
Medical Association, 90% of American teenagers play digital games and 15% are addicted to digital games
(Tanner, 2007), 30% of the 14-19 years old adolescents are addicted to digital games in Turkey ( Irmak,
2014), half of young adults play digital games at least for 2 hours a day within 6 months (Kneer, Glock,
Beskes, and Bente, 2012), college students spend most of their day playing games online (Bilge, Begli,
Yilmaz, Manap, and Korkmaz, 2018), demonstrating that both the time spent playing digital games and the
rate of digital game addiction could not be underestimated.

Digital games could lead to problems such as distancing one’s self from close relatives and friends,
malnutrition, physical illnesses, academic failure and negative effects on interpersonal relationships,
suicide and behavior that lead to death (Hagedorn & Young, 2011). There is a positive correlation between
digital game addiction and violence (Hazar, Hazar, Gokyiirek, Hazar, and Celikbilek, 2017; Demirtas
Madran & Ferligiil Cakilci, 2014), psychological problems such as anxiety and depression, health problems
such as eye diseases and deterioration in sleep quality (Mustafaoglu & Yasaci, 2018). It was reported that
digital games affected the psychological well-being of individuals, lead to the deterioration of their
psychological strength, difficulties in problem-solving and coping with stress (Yuan et al., 2013, Kaya et
al., 2016). Cyber victimization (Yang, 2012) was also included in these problems. It should be noted that
those who play digital games experience cyber victimization during the game and accept this situation as
normal (Mclnroy & Mishna, 2017).

Brown et al. (2014) argued that cyber victimization does not have a standard definition, but all definitions
usually involve intentional and repetitive harm with technological means. According to Kowalski and
Limber (2007), cyber victimization originates in technology such as social networking sites, e-mail and
messaging. Cyber victimization is the experience of being harmed by a peer on the internet, electronic
media or various social media platforms (Diaz and Fite, 2019). This reflects some type of psychological
violence directed to an individual. It was reported in a study that about half of the adolescents were cyber
victims in the USA (Raskauskas and Stoltz, 2007) and based on another study 20% were cyber victims
(Carlyle and Steinman, 2007). About 30% of 11-21 years old students in Spain (Machimbarrena et al.,
2018), one-fifth of adolescents in Spain, Poland, the Netherlands, Romania, Iceland and Greece
experienced cyber victimization during a year (Tsitsika et al., 2015). In Turkey, the incidence of cyber
victimization among the 14-15 years old adolescents varied between 5.1% and 56% (Topcu and Erdur-
Baker, 2016), and 67,67% of college students experienced cyber victimization at least once within six
months (Goniiltas, 2019).

It was reported that spending every hour on the internet was an effective predictor of cyber victimization
(Cetin, Peker & Eroglu, 2010; Li, 2007; Hinduja & Patchin, 2008; Peker & Eroglu, 2010; Ybarra, 2004;
Ybarra and Mitchell, 2004a; Ybarra, Mitchell, Wolak and Finkelhor, 2006; Yaman & Peker, 2012). The
fact that most digital game players prefer online games (Entertainment Software Association, 2018) leads
to spending more time online. Thus, it could be expected that being online every hour, which is one of the
factors behind exposure to cyber victimization, would trigger digital game addiction. Whether
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cyberbullying, often mentioned with cyber victimization, poses a risk for digital game addiction is a
question that should be answered.

There are several definitions of cyberbullying in the literature. Cyberbullying was described as a type of
psychological bullying conducted on electronic devices such as mobile phones, web logs, websites, chat
rooms, etc. (Shariff & Gouin, 2005), a type of social violence conducted with electronic communication
tools (Lacey, 2007), conducting hostile behavior conducted in e-mail, mobile phones, messaging, and
harassing people on the internet (Li, 2006), persistent and repetitive use of electronic devices such as
computers, cell phones etc. with the intention of harming someone (Hinduja & Patchin, 2014), reckless
violent and hostile behavior online (Lee, 2005), social violence or sending negative messages on the
internet or other communication tools (Willard, 2007), and an intentional online action to harm, embarrass
and/or humiliate another individual (Heiman et al., 2015). The common feature of the descriptions was the
fact that cyberbullying includes deliberate harm to someone on the Internet.

The incidence of cyberbullying varies between 4% and 59% among 14-25 years old individuals (Hinduja &
Patchin, 2014; Kowalski, Limber & Agatston, 2012; Leung, Wong, & Farver, 2017; Tastekin, 2016). In the
USA, one out of every five students between the ages of 10 and 17 was involved in bullying (Ybarra and
Mitchell, 2004b), 43% of students between the ages of 10-15 were victims of cyberbullying in the USA,
and 21% were online harassment victims (Ybarra et al., 2007), while 34.8% of Chinese college students
were involved in cyberbullying behavior and 56.9% of these were victims (Zhou et al., 2013). Study
findings demonstrated that 22% of Turkish college students experienced cyberbullying at least once
(Dilmac, 2009). Furthermore, the cyberbullying incidence was 29.6% (Al-Harbi, 2013) and 31.5% (Al-
Qahtani, 2008) in Saudi Arabia, 39% in Oman, 33% in Lebanon, 32% in Morocco, 21% in the United Arab
Emirates (Fleming and Jacobsen, 2009),and 47% in Jordan (Al —Bitar et al., 2013).

In conclusion, the incidence of cyberbullying is significant both in Turkey and in the world. The positive
correlation between cyberbullying and cyber victimization (Igdeli, 2018; Hinduja & Patchin, 2007), and the
fact that the frequency of cyber victimization varies between 5.1% and 56% in Turkey (Topcu and Erdur-
Baker, 2016) demonstrates that the magnitude of cyberbullying could not be neglected. Furthermore, it was
determined that one out of every five students between the ages of 13 and 18 is a cyberbully and about half
of them experience cyber victimization (Raskauskas and Stoltz, 2007), one out of every three young
individuals under the age of 18 suffered cyber victimization, and one out of nine individuals is a cyberbully
(Patchin & Hinduja, 2014). In a study conducted by Aricak (2009), it was reported that one fifth of college
students experienced cyber bullying at least once, and half were cyber victims at least once. Certain studies
reported that cyberbullies are often cyber victims themselves (Kowalski and Limber, 2007; Kowalski,
Limber and Agatston, 2012). It was suggested that cyberbullying and also cyber victimization could also be
observed in online games. Albeit it is a socially isolated environment, over 60% of those who play digital
games play these online with other individuals (Entertainment Software Association, 2018). While
sociability and teamwork are common in online multiplayer games, hostility and harassment, also known as
online violence or cyberattacks, are also common (Gray, 2012, Kuznekoff & Rose, 2013, p. 541-556). The
facts that continuous digital game play predicted cyberbullying (Chang et al., 2015); and cyberbullying is
observed when playing online (digital) games (Fryling, Cotler, Rivituso, Mathews, and Pratico, 2015;
Leung and McBride-Chang, 2013) demonstrated that digital game addiction may be a risk factor for
cyberbullying.

Based on the above-mentioned findings, it could be suggested that some of the individuals who play digital
games would experience cyberbullying or cyber victimization. Considering that digital game addiction
would further increase both in Turkey and in the world, the significance of the research on the correlation
between cyber victimization and cyberbullying and digital game addiction is evident. It could be suggested
that not only children but young adults also face the risk of digital game addiction, and they are likely to
experience cyberbullying and victimization. Thus, the correlation between cyberbullying and cyber
victimization and digital game addiction among young adults was determined as the main research problem
in the present study. The aim of the current study was to test the mediating role of digital game addiction in
the correlation between cyberbullying and cyber victimization. Thus, the following research hypotheses
were tested:

H1: Cyber victimization has a significant effect on cyberbullying.

H2: Cyber victimization has a significant effect on digital game addiction.
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Hs: Digital game addiction has a significant effect on cyberbullying.

H,: Digital game addiction plays a mediating role in the correlation between cyber victimization and
cyberbullying.

2. METHOD

Relational screening model was employed in the present study. These research aim to collect data to
determine certain properties of a group (Biiylikoztiirk et al., 2016: 14). The relational screening studies
demonstrate that a part of the variation observed in one of the two variables may be due to the other
variable; however, the causality could not be determined in this variation (Koklii and Biiytikoztiirk, 2000,
p.125). Structural equation modeling (SEM), which is commonly employed in relational research design,
was used in the study (Kline, 2005). Cyber victimization was determined as the independent variable and
cyberbullying as the dependent variable. Digital game addiction was the mediating variable, whose effect
on the correlation between the dependent and the independent variables was measured.

2.1. The Study Group

The study sample was assigned with convenience sampling method. A total of 284, including 90 male
(31.7%), 194 female (68%) students with a mean age of 18.99 and attending the Department of Child
Development and Physical Therapy and Rehabilitation in Karabiik University, Faculty of Health Sciences,
Faculty of Engineering, Mechatronics Department, and Faculty of Theology in the 2019-2020 academic
year participated in the study voluntarily. The scales were applied to all students during class hours. The
fact that the validity and reliability of the scales were determined on adolescents was effective on the
selection of freshmen students. Thus, it was decided to study the freshmen students under 20 years of age,
and close to adolescence.

2.2. Data Collection Instruments
2.2.1. Digital game addiction scale (DGAS-7)

The scale was developed by Lemmens et al. (2009) to determine problematic digital game behavior of
adolescents aged 12-18. DGAS-7 is the seven-item short form of the initial DGAS-21 instrument. The
DGAS-7 is a five-point Likert type (1 = never, 5 = always) scale with a single-factor structure. The scale
scores vary between 7 and 35. Based on the polythetic diagnosis, if the subject scores 3 points (sometimes)
to at least four (7) or more items, the subject is diagnosed as a game addict (Irmak & Erdogan, 2015).
DGAS-7 was adapted to Turkish language by Irmak and Erdogan (2015). Exploratory factor analysis
(AFA) and Confirmatory factor analysis were conducted within the scope of construct validity. Based on
the AFA, the scale with the single dimension explained 56.96% of the total variance and it was observed
that the factor loads varied between 0.52 and 0.77. The confirmatory factor analysis (CFA) revealed that
chi-square (¥* = 14.22, p = 0.37 sd = 14) was insignificant and the model had good fit (RMSEA = 0.012,
AGFI =0.92, CFI = 0.99, GFI = 0.96, SRMR = 0.06). The scale content validity index was calculated as r
=0.92, Cronbach alpha coefficient was 0.72, and item total score correlations were between 0.52 and 0.76.
The test-retest correlation within an interval of three weeks was 0.80. These findings demonstrated that all
items in Turkish language DGAS-7 were valid and reliable items that could measure problem digital
gaming behavior.

2.2.2.E-bullying (E-BS) ve e-victimization (E-VS) scales

E-Bullying (E-BS) and E-Victimization (E-VS) scales were developed by Lam and Li (2013) to measure
virtual bullying and virtual victimization among adolescents. E-Bullying (E-BS) scale includes 6 items and
the E-Victimization (E-VS) scale includes 5 items, and each item could be scored between 0 and 6 points.
High scores mean high e-bullying and victimization levels. Both scales were adapted to Turkish by
Gengdogan and Cikrikci (2015). Confirmatory factor analysis was conducted to determine construct
validity and E-VS, which has a single factor structure, explained 47.01% of the total variance and it was
observed that the factor load of the items varied between .63 and .75. Confirmatory factor analysis findings
for E-VS (y2 =2.13, %2 / sd = .71 p = .54; RMSEA = .00; CFI = 1.00; IFT = 1.00; GFI = 1.00; AGFI = .98;
NFI = .99 ; SRMR = .01; RFI = .98) demonstrated that the model had perfect fit. Confirmatory factor
analysis results for the adapted E-BS (32 = 9.34, 2 / sd = 1.55, p = .15; RMSEA = .05; CFI = .99; IFI =
.99; GFI = .98; AGFI = .93; NFI = .97; SRMR = .03; RFI = .93) demonstrated that the model had perfect
fit. Cronbach alpha for the E-BS was calculated as .75 and for E-VS, it was calculated as .79. It was
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concluded that the two measurement tools psychometric properties of which were analyzed were valid and
reliable for the Turkish sample.

2.3. Data Analysis

The study data were analyzed with AMOS 24 and SPSS 25.0 software. Initially, power analysis was
conducted on the data obtained with the scales with the G-Power 3.1 software and the power (1-B) was
calculated as .99. The power analysis supported that the sample size was adequate. Power analysis
calculates the statistical power of the sample size (Foul, Erdfelder, Burchner & Lang, 2009). The aim of
power analysis during the study design is to ensure that the impact on the population could be determined
with the highest probability (Cohen, 1988). The sample size was calculated as 300 with 0.13 effect size,
0.05 error margin and 0.99 population representation. Research conducted in behavioral sciences require a
sample size calculated with a power value between .90 and .99 (Cohen, 1988).

The sample size was determined as 300 with .05 error margin and .99 population representation power;
however, 16 out of the collected data were removed since they were below the p <0.01 value obtained with
the Mahalanobis Distance. To determine whether there is multivariate normal distribution, it is necessary to
check whether multivariate outliers exist with the Mahalanobis Distance (Can, 2014). To confirm
multivariate normal distribution, the formula p * (p + 2), where p is the observed number of variables,
should produce a value greater than the Mardia Coefficient (Multivariate value in AMOS software)
(Mardia, 1974: 14). The analysis of the data skewness and kurtosis revealed that the variables met the + 2
limit and the data were accepted to be distributed normally. Thus, it was determined that the data collected
from 284 subjects with the scales confirmed the multivariate normal distribution assumption.

The study hypotheses were analyzed with SEM. Since multivariate normal distribution was confirmed for
the data, the covariance matrix was developed with the Maximum Likelihood method and the mediation
was analyzed with the Structural Equation Model (SEM). Models that test the mediation are used to test
hypotheses associated with a link mechanism that mediates the impact of the independent variable on the
dependent variable. The mediating variable helps to determibe how and why the correlation between two
variables exists (Giirbiiz, 2019).

To test whether the digital game addiction variable played an mediation role in the correlation between
cyber victimization and cyberbullying, path analysis with bootstrap method was conducted. It was
suggested that the Bootstrap method provides more reliable findings when compared to the traditional
method developed by Baron and Kenny and the Sobel test (Baron, Kenny, 1986, Hayes, 2018) Resampling
was set to 5000. In the mediation effect analysis conducted with the Bootstrap method, the analysis
findings within the 95% confidence interval (GA) should not include zero (0) to confirm the research
hypothesis (Giirbiiz, 2019).

3. FINDINGS

In the first analysis, the first model, where the cyber victimization was external, and cyberbullying was the
internal variable constructed for the hypothesis “Hi: Cyber victimization has a significant effect on
cyberbullying” and includes the measurement model, was tested. The diagram of the model is presented in
Figure 1.
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Figure 1. SEM diagram for the first model.
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Fit index values were determined as follows in the first model: ¥? 211,736, df 43, y%/df 4,924, RMSEA
0,118, GFI 0,873 and CFI 0,872. Since the expected results were not obtained for the goodness-of-fit
indices of the model in the analysis, the binary residual terms (e2-e3, €9-e10 and e10-e11) were determine
ed based on the model modification indexes.

A second model was obtained by associating the error covariances for the above mentioned items and in
this model, it was observed that cyber victimization predicted cyber bullying (f = 0.49; p <0.01). The cyber
victimization variable explained 24% of the variance in cyberbullying. The goodness of fit index values
obtained in the analysis were determined as follows: y? 145,629, df 40, ¥?/df 3,640, RMSEA 0,076, GFI
0,913 and CFI 0,920. Thus, the Hi hypothesis (“Cyber victimization has a significant effect on
cyberbullying”) was supported and the second model, where digital game addiction was a mediator, was
confirmed. The path diagram for the second model is presented in Figure 2.
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Figure 2. SEM diagram for the second model.

It was determined that the standardized regression weights presented above the arrows in the path diagram
were statistically significant (p <0.05). The analysis of the mediated structural model revealed that cyber
victimization significantly predicted digital game addiction (B = 0.25; p <0.01). Thus, H, Hypothesis
(“Cyber victimization has a significant effect on digital game addiction”) was supported. Similarly, digital
game addiction, which was the mediator variable, significantly predicted cyber bullying (B = 0.33; p
<0.01). Thus, the Hs; hypothesis ("Digital game addiction has a significant effect on cyberbullying™) was
also supported. The introduction of digital game addiction, which was the mediating variable demonstrated
that the path coefficient from the cyber victimization variable to the cyber bullying variable was significant
(B=0.40; p <0.01). Digital game addiction explained 34% of the variation (squared multiple correlation) in
cyber victimization and cyberbullying. Cyber victimization explained 6% of the variation in digital game
addiction. The total effect of victimization on bullying (standardized total effects) was B = 0.49 (p <0.01),
which was the effect obtained without the mediator variable.

Fit index values obtained in the path analysis with the first model were as follows: ¥ 307,893, df 129, ¥?/df
2,387, RMSEA 0,070, GFI 0,893 and CFI 0,910. Since the expected result was not obtained for the
goodness of fit indexes obtained with the analysis of the model, the model was modified and covariance
was plotted between el12 and e13. The goodness of fit indices obtained with the re-analysis were >
298,971, df 128, y?/df 2,336, RMSEA 0,069, GFI 0,910 and CFI 0,915 (Figure 2). The model was
compatible with the data and the goodness of fit indices were in the desired range.

To test whether the digital game addiction variable played a mediating role in the correlation between cyber
victimization and cyberbullying, path analysis based on the bootstrap method was conducted. The results
for the mediation model for the impact of cyber victimization and digital game addiction on cyber bullying
are presented in Table 1.
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Table 1. AMOS Results for the Mediation Model for the Effects of Cyber Victimization and Digital Game Addiction
on Cyberbullying.
Perdictor . Total . . Standard Critical
Variable Dependent Variable Effect Indirect Effect % Explained Error Value
Victimization Digital Game Addiction 0,24 - %6 0,050 3,243*
Digital Game -
Addiction  Bullying 0,34 0,080 %35 0,054 4,337
Victimization 0,41 0,037 5,257*
*p<0,05

Based on the Bootstrap results, it was determined that the indirect effect of cyber victimization on cyber
bullying via digital game addiction was significant ( = 0.080, GA [0.014,0,015]). Bootstrap lower (0,014)
and upper (0,015) confidence intervals obtained with the percentage method did not include zero (0).

Based on the study findings, digital game addiction has a partial mediating effect in the correlation between
cyber victimization and cyberbullying. It was observed that the mediating variable did not fully explained
the correlation between the two variables based on the partial mediation effect, and the full mediation effect
demonstrated that the correlation between the two variables was explained by the indirect effect (Hayes,
2018). The cyberbullying explained 49% of the variance in cyber victimization in the measurement model;
however, this ratio decreased to 41% in the partial mediation model, which also included digital game
addiction. In other words, the partial mediating effect of digital game addiction was statistically significant
in the correlation between cyber victimization and cyberbullying. Thus, Hs (“Digital game addiction has an
intermediary effect in the correlation between cyber victimization and cyberbullying”) hypothesis was also
supported.

In the structural equation model, which determines whether the model established with the factors obtained
in the study was confirmed with more than one fit index, all indices are analyzed rather than a single fit
index. The model was found statistically significant since the calculated ?/df value was below 3, and NFI,
CFI and GFI values indicated that the model was fit (NFI> 0.90, CFI> 0.90, GFI> 0.90). In other words,
the sample could be represented with the data, and the RMESA demonstrated that the sample size was
adequate (RMSEA <0.05) (Cole 1987, Joreskog, Sorbom 1993).

4. DISCUSSION

In the present study, the mediating effect of digital game addiction on the correlation between cyber
victimization and cyber bullying was investigated, and it was determined that digital game addiction had a
partial mediating effect on the correlation between cyber victimization and cyber bullying. In the literature,
the correlation between digital game addiction and cyber victimization and cyberbullying was not
investigated, while the correlations between digital game play, cyber victimization and cyberbullying were
studied.

In present study, initially, the correlations between the variables were analyzed. The research hypotheses
were tested. The first study hypothesis was “Cyber victimization has a significant effect on cyberbullying.”
The hypothesis was confirmed. In other words, cyber victimization predicted cyberbullying significantly (3
= 0.49; p <0.01). This finding was consistent with the reports that the most important variable that
predicted cyberbullying was cyber victimization (Bauman, 2010; Akbulut & Eristi, 2011), and cyber bullies
were often cyber victims themselves (Kowalski & Limber, 2007; Ybarra & Mitchell, 2004b, Kowalski,
Limber & Agatston, 2012). Furthermore, the fact that exposure to cyberbullying predicts cyber
victimization (Del Rey, Elipe & Ortega-Ruiz, 2012; Walrave & Heirman, 2011; Accordino & Accordino,
2011) revealed that cyber victimization could lead to cyberbullying, and cyberbullying could lead to cyber
victimization. Thus, it could be suggested that these two variables exhibit a nested structure.

The second study hypothesis, “Cyber victimization has a significant effect on digital game addiction.” was
also confirmed. In other words, cyber victimization predicted digital game addiction significantly (§ = 0.25;
p <0.01). In the literature, there are no studies which reported that cyber victimization predicted digital
game addiction. The presence of a positive correlation between online (digital) gaming and cyber
victimization (Yang, 2012), the exposure of online gamers to online attacks (Chang et al., 2015), that fact
that adolescents who play digital games experience cyber victimization and consider it normal (Mclnroy
and Mishna, 2017) and 52% of young individuals who play digital games experience cyber victimization
(Ballard and Welch, 2017) revealed that there was a strong correlation between cyber victimization and
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digital game play . The study findings demonstrated that cyber victimization was one of the determining
variables of digital game addiction.

The third study hypothesis, “Digital game addiction has a significant effect on cyberbullying” was also
confirmed. In other words, digital game addiction predicted cyberbullying significantly (f = 0.33; p <0.01).
In the literature, there was no study which reported that digital game addiction predicted cyberbullying.
However, it was reported that digital game addiction predicted violence (Kim, Namkoong, Ku, & Kim,
2008), violent behavior played a role in digital game addiction (Mehroof & Griffiths, 2010), and there was
a positive correlation between digital game addiction and violence tendency (Karabulut, 2019),
demonstrating a correlation between digital game addiction and violence. Considering that cyberbullying is
violence exhibited in virtual environment, digital game addiction could be expected to predict
cyberbullying. Furthermore, the findings that continuous digital game play predicted cyberbullying (Chang
et al., 2015), cyberbullying was observed when playing online (digital) games (Fryling et al., 2015; Leung
and McBride-Chang, 2013), the positive correlation between digital gaming and cyberbullying (Cotler,
Fryling & Rivituso, 2017), the adolescents who played online games for a long time experienced
cyberbullying more frequently (Dittrick, Beran, Mishna, Hetherington, and Shariff, 2013), and 35% of
young individuals who play digital games were cyberbullies (Ballard & Welch, 2017) supported that digital
game addiction promoted cyberbullying.

The fourth study hypothesis, “Digital game addiction has an mediating effect on the correlation between
cyber victimization and cyberbullying” was also confirmed. In other words, as cyber victimization
increased, cyber bullying increased and digital game addiction played a mediating role in this increase
(Beta = 0.082, GA [0.014-0.015]). In the literature, there was no study which reported that that digital game
addiction mediated the correlation between cyber victimization and cyberbullying. The previous study
findings that adolescents who experienced cyber victimization could become cyberbullies (Fryling and
Rivituso, 2013; Shu Ching Yang, 2012; Fryling et al., 2015), there was a positive correlation between
cyberbullying and cyber victimization (Akbulut & Eristi, 2011; Yang, 2012; Beran & Li, 2007; Huang &
Chou, 2010; Tunca & Geleri, 2020), and as cyber victimization increased, cyberbullying increased as well
were consistent with the present study findings. The fact that there was a positive correlation between
digital game play and cyberbullying (Cotler, Fryling & Rivituso, 2017) and cyber victimization (Yang,
2012) revealed that digital game addiction was associated with both cyberbullying and cyber victimization.
Furthermore, the present study finding that digital game addiction had a partial mediating effect revealed
that digital game addiction played a role in the correlation between cyber victimization and cyberbullying.
However, partial mediation means that the mediator variable explained some of the correlation between the
variables, while it could not explain the rest (Hayes, 2018). Thus, there may be other mediating variables in
the correlation between cyber victimization and cyberbullying, other than digital game addiction.

About 30 million people play digital games in Turkey (Digital Gaming Report, 2019). It was reported that
56% of 16-40 years old individuals played video games in Norway (Mentzoni et al., 2011), while 97% of
Americans between the ages of 12-17 play video games (Lenhart et al. 2008). It should not be difficult to
estimate that one of the groups who play digital games is college students. College students spend most of
their time playing games on the internet, and one in 10 students experience game and internet dependency
(Bilge et al., 2018), the incidence of cyberbullying among college students is 20.7% (Qudah et al., 2019),
and the frequency of cyber victimization varies between 19% and 22% (Zalaquett & Chatters, 2014;
Dilmac, 2009). It was observed that one fifth of the individuals between the ages of 11 and 18 experienced
cyber victimization and one tenth of them were cyberbullies (Hinduja & Patchin, 2014). It could be
suggested that the role of digital game addiction would be more prominent in the positive correlation
between cyber victimization and cyberbullying, considering that the number of people who play digital
games would increase every day and accordingly, digital game addiction would increase. The present study
was conducted only with freshmen college students. Similar studies could be conducted on different
samples such as more senior college students or high school students. In the study, the mediating role of
digital game addiction in the correlation between cyber victimization and cyberbullying was investigated.
In future studies, the effect of other variables (game types, time spent on the internet, etc.) on the
correlation between cyber victimization and cyberbullying could be analyzed.

The present study had certain limitations. First, the study was conducted with college students attending
Karabuk University; however, those in the same age group who did not attend formal education were not
included in the study. The current study findings demonstrated that the increase of cyber victimization
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among college students due to digital game addiction would increase the level of cyberbullying. Thus, it
was recommended to include applications that would aim to reduce cyber victimization and application
content that would reduce digital game addiction in the future. Since the time spent on the internet is a risk
factor for cyber victimization, it was suggested that the counseling work to reduce the time spent on the
internet, digital literacy education where the risks of the digital world and necessary precautions should be
instructed should be conducted to include all college students, which would have a preventive impact.
Finally, it was considered that the present study would contribute to fill the gap in the literature, since no
previous research on the mediating role of digital game addiction in the correlation between cyber
victimization and cyberbullying was found.

REFERENCES

Akbulut, Y., & Eristi, B. (2011). “Cyberbullying and Victimisation Among Turkish University
Students”, Australasian Journal of Educational Technology, 27(7):1155-
1170. https://doi.org/10.14742/ajet.910

Akbulut, Y., Sahin, Y. L., & Eristi, B. (2010). “Development of a Scale to Investigate Cybervictimization
Among Online Social Utility Members”, Contemporary Educational Technology, 1(1): 46-59.
https://doi.org/10.30935/cedtech/5961

Aktas, B. (2018). “The Relationship of Internet and Digital Game Addiction with Psychological Resilience
and Aggression in Secondary School Students”, Master’s Thesis, University of Katkas Health Sciences
Institute, Kars.

Al-Bitar, Z. B., Al-Omari, I. K., Sonbol, H. N., Al-Ahmad, H. T., & Cunningham, S. J. (2013). “Bullying
Among Jordanian Schoolchildren, Its Effects On School Performance, and the Contribution of General
Physical and Dentofacial Features”, American Journal Of Orthodontics And Dentofacial
Orthopedics, 144(6): 872-878. https://doi.org/10.1016/j.ajod0.2013.08.016

Al-Harbi, N. (2013). “Bullying And its Relation to Self-Esteem in the Light of Gender and Number of
Friends Among Secondary School Students in Medina, KSU”, Mission of Education and Psychology, 42:
6-29 (In Arabic).

Allahverdipour H, Bazargan M, Farhadinasab A. et al. (2010). “Correlates Of Video Games Playing
Among Adolescents in an Islamic Country”, BMC Public Health 10:1-7. https://doi.org/10.1186/1471-
2458-10-286

Allison, S. E., Von Wahlde, L., Shockley, T., & Gabbard, G. O. (2006). “The Development Of The Self in
The Era Of The Internet And Role-Playing Fantasy Games”, American Journal of Psychiatry, 163(3): 381-
385. https://doi.org/10.1176/appi.ajp.163.3.381

Al-Qahtani, N. (2008). “Bullying Among Intermediate School Students in Riyadh: A Survey Study And
Proposing Prevention Programs”, Doctoral Dissertation, University of King Saud. (InArabic).

American Psychiatric Association. (2013). “Diagnostic And Statistical Manual Of Mental Disorders” (5th
ed.). https://doi.org/10.1176/appi.books.9780890425596

Anderson, C. A. (2004). “An Update On The Effects Of Playing Violent Video Games”, Journal Of
Adolescence, 27(1):113-122. https://doi.org/10.1016/j.adolescence.2003.10.009

Anderson, C. A., Shibuya, A., lhori, N., Swing, E. L., Bushman, B. J., Sakamoto, A., ... & Saleem, M.
(2010). “Violent Video Game Effects On Aggression, Empathy, And Prosocial Behavior in Eastern And
Western  Countries: A Meta-Analytic  Review”, Psychological ~ Bulletin, 136(2), 151-173.
https://doi.org/10.1037/a0018251

Ankara  Development Agency (2016, June 26). “Digital Game Industry Report”,
http://www.ankaraka.org.tr/archive/files/yayinlar/ankaraka-dijital-oyun-sektoru.pdf

Aricak, O. T. (2009). “Psychiatric Symptomatology As A Predictor Of Cyberbullying Among University
Students”, Eurasian Journal of Educational Research (EJER), (34).

Aricak, O., Kinay, H., & Tanrikulu, T. (2012). “The First Psychometric Findings Of The Cyber Bullying
Scale”, HAYEF Journal of Education, 9(1):101-114.

i |2 sssjournal.com | nternational Social Sciences Studies Journal ‘@ sssjournal.info@gmail.com ‘

5101



mailto:sssjournal.info@gmail.com
https://doi.org/10.14742/ajet.910
https://doi.org/10.30935/cedtech/5961
https://doi.org/10.1016/j.ajodo.2013.08.016
https://doi.org/10.1186/1471-2458-10-286
https://doi.org/10.1186/1471-2458-10-286
https://doi.org/10.1176/appi.ajp.163.3.381
https://doi.org/10.1016/j.adolescence.2003.10.009
https://psycnet.apa.org/doi/10.1037/a0018251
http://www.ankaraka.org.tr/archive/files/yayinlar/ankaraka-dijital-oyun-sektoru.pdf

International Social Sciences Studies Journal 2020 Issue:73 pp: 5093-5108

Arslan, S., Savaser, S., Hallett, V., & Balci, S. (2012). “Cyberbullying Among Primary School Students in
Turkey: Self-Reported Prevalence And Associations With Home And School Life”, Cyberpsychology,
Behavior, and Social Networking, 15(10):527-533. https://doi.org/10.1089/cyber.2012.0207

Assuncdo, C. (2016). " no girls on the internet": “The Experience Of Female Gamers In The Masculine
Space Of Violent Gaming”, Press Start, 3(1):46-65.

Ayas, T., & Horzum, M. B. (2013). “Internet Addiction And Family Internet Attitude Of Primary School
Students”, Turkish Psychological Counseling and Guidance Journal, 4(39):46-57.
https://doi.org/10.9779/pauefd.485562

Aydogdu, F. (2018). “Investigation Of Digital Game Addictions Of Children Playing Digital Games For
Various Variables”, Ulakbilge Journal of Social Sciences, 6(31):1-18. https://doi.org/10.7816/ulakbilge-06-
31-01

Baron, R. M., & Kenny, D. A. (1986). “The Moderator—-Mediator Variable Distinction in Social
Psychological Research: Conceptual, Strategic, And Statistical Considerations”, Journal of personality and
social psychology, 51(6):1173. https://doi.org/10.1037/0022-3514.51.6.1173

Baykal, F. (2016). “The Relationship Of Cyber Bullying And Victimization With Protective Factors In The
High School Students: The Case Of Afyonkarahisar Province”, Master’s Thesis, University of Afyon
Kocatepe, Afyon.

Beran, T., & Li, Q. (2005). “Cyber-Harassment: A Study Of A New Method For An Old
Behavior”, Journal Of Educational Computing Research, 32(3):265. https://doi.org/10.2190/8YQM-B04H-
PG4D-BLLH

Bilge A., Begli Y., Yilmaz D., Manas G. and Korkmaz Y. (2018). "Investigation of Pathological Internet
and Game Usage in University Students”, Journal of Ege University Nursing Faculty, 34 (3):14-23.
Retrieved from https://dergipark.org.tr/en/pub/egehemsire/issue/41598/366127

Blinka, L., & Mikuska, J. (2014). “The Role Of Social Motivation And Sociability Of Gamers In Online
Game Addiction”, Cyberpsychology: Journal of Psychosocial Research on Cyberspace, 8(2).
https://doi.org/10.5817/CP2014-2-6

Brown, C. F., Demaray, M. K., & Secord, S. M. (2014). “Cyber Victimization In Middle School And
Relations To  Social Emotional Outcomes”, Computers in  Human  Behavior, 35.12-21.
https://doi.org/10.1016/j.chb.2014.02.014

Biiyiikoztiirk S., Cakmak E. K., Akgiin O.E., Karadeniz S., Demirel F. (2016). Bilimsel Arastirma
Yontemleri, Pegem Akademi, Ankara.

Can, A. (2014). SPSS ile Bilimsel Arastirma Siirecinde Nicel Veri Analizi. (3. baski), Pegem Akademi,
Ankara.

Carlyle, K. E., & Steinman, K. J. (2007). “Demographic differences in the prevalence, co-occurrence, and
correlates of adolescent bullying at school”, Journal of School Health, 77(9): 623-629.
https://doi.org/10.1111/j.1746-1561.2007.00242.x

Chalk, A. (2014). “Researchers find that female PC gamers outnumber males. PC Gamer, 28”. Retrieved
July 9, 2020 on https://www.pcgamer.com/researchers-find-that-female-pc-gamers-outnumber-males/

Chang, F. C., Chiu, C. H., Miao, N. F., Chen, P. H., Lee, C. M., Huang, T. F., & Pan, Y. C. (2015). “Online
Gaming And Risks Predict Cyberbullying Perpetration And Victimization in Adolescents”, International
Journal Of Public Health, 60(2): 257-266. https://doi.org/10.1007/s00038-014-0643-x

Cheng, C., & Li, A. Y. L. (2014). “Internet Addiction Prevalence And Quality Of (Real) Life: A Meta-
Analysis Of 31 Nations Across Seven World Regions”, Cyberpsychology, Behavior, and Social
Networking, 17(12): 755-760. https://doi.org/10.1089/cyber.2014.0317

Chess, S., & Shaw, A. (2015). “A Conspiracy Of Fishes, Or, How We Learned To Stop Worrying About
Gamer Gate And Embrace Hegemonic Masculinity”, Journal Of Broadcasting & Electronic
Media, 59(1):208-220. https://doi.org/10.1080/08838151.2014.999917

i |€R sssjournal.com ‘ International Social Sciences Studies Journal ‘@ sssjournal.info@gmail.com ‘

5102



mailto:sssjournal.info@gmail.com
https://doi.org/10.1089/cyber.2012.0207
https://doi.org/10.9779/pauefd.485562
https://doi.org/10.7816/ulakbilge-06-31-01
https://doi.org/10.7816/ulakbilge-06-31-01
https://doi.org/10.1037/0022-3514.51.6.1173
https://doi.org/10.2190/8YQM-B04H-PG4D-BLLH
https://doi.org/10.2190/8YQM-B04H-PG4D-BLLH
https://dergipark.org.tr/en/pub/egehemsire/issue/41598/366127
https://doi.org/10.5817/CP2014-2-6
https://doi.org/10.1016/j.chb.2014.02.014
https://doi.org/10.1111/j.1746-1561.2007.00242.x
https://www.pcgamer.com/researchers-find-that-female-pc-gamers-outnumber-males/
https://doi.org/10.1007/s00038-014-0643-x
https://doi.org/10.1089/cyber.2014.0317
https://doi.org/10.1080/08838151.2014.999917

International Social Sciences Studies Journal 2020 Issue:73 pp: 5093-5108

Cohen, J. (1988). “Statistical Power Analysis for the Behavioral Sciences”, New York: Routledge,
https://doi.org/10.4324/9780203771587

Cole, D. A. (1987). “Utility Of Confirmatory Factor Analysis In Test Validation Research”,Journal Of
Consulting And Clinical Psychology, 55(4):584-594. https://doi.org/10.1037/0022-006X.55.4.584

Colwell, J., Grady, C., & Rhaiti, S. (1995). “Computer Games, Self-Esteem And Gratification Of Needs In
Adolescents”, Journal of Community & Applied Social Psychology, 5(3):195-206.
https://doi.org/10.1002/casp.2450050308

Cote, A. C. (2017). “I Can Defend Myself” Women’s Strategies for Coping With Harassment While
Gaming Online”, Games and Culture, 12(2):136-155. https://doi.org/10.1177%2F1555412015587603

Cetin, B., Peker, A., & Eroglu, Y. (2010). “Internet Bagimlilig1 ve Kiz Ogrencilerde Siber Zorba Ve
Magdur Olmanin Yordayicilart Olarak Yasam Doyumu”, 1. Uluslararasi Kadin ve Saglik Kongresi’nde
sunulan bildiri, Sakarya Universitesi, Sakarya.

Dalmag Polat, Z. ve Bayraktar, S. (2016). “Investigation Of Variables Related To Cyber Bullying And
Cyber Victimization In Adolescents”, Mediterranean Journal of Humanities. 4(1):115-132.
https://doi.org/10.13114/MJH.2016119293

Demirtag-Madran, H., A. ve Ferligiil-Cakilc1, E. (2014). “Video Game Addiction And Aggression In
Individuals Playing Multiplayer Online Video Games”, Anatolian Journal of Psychiatry, 15(2):99-107.
https://doi.org/ 10.5455/apd.39828

Desai, R. A., Krishnan-Sarin, S., Cavallo, D., & Potenza, M. N. (2010). “Video-Gaming Among High
School Students: Health Correlates, Gender Differences, And Problematic Gaming”, Pediatrics, 126(6):
el414-e1424. https://doi.org/10.1542/peds.2009-2706

Diaz, K.I., Fite, P.J. (2019). “Cyber Victimization and Its Association with Substance Use, Anxiety, and
Depression Symptoms Among Middle School Youth”, Child Youth Care Forum 48:529-544.
https://doi.org/10.1007/s10566-019-09493-w

Dilmac, B. (2009). “Psychological needs as a predictor of cyber bullying: A preliminary report on college
students”, Educational Sciences: Theory and Practice, 9(3):1307-1325.

Ekinci, N. E., Yalcin, L., & Ayhan, C. (2019). “Analysis Of Loneliness Levels And Digital Game Addiction
Of Middle School Students According To Various Variables”, World Journal of Education, 9(1):20-27.
https://doi.org/10.5430/wje.vOn1p20

Ekinci, N. E.., Yal¢m, I., Ozer, O., & Kara, T. (2017). « Investigation Of The Digital Game Addiction
Between  High  School  Students”, Journal of Human  Sciences, 14(4):4989-4994.
https://doi.org/10.14687/jhs.v14i4.4936

El-Shenawy, O. L. (2014). “The Psychometric Efficiency Of Cyberbullying Scale (Victim—Bully)”, Journal
of the Service Center for Psychological Counseling Faculty of Arts—Menoufia University, 11:1-50.

Engelhardt, C. R., Bartholow, B. D., Kerr, G. T., & Bushman, B. J. (2011). “This Is Your Brain On Violent
Video Games: Neural Desensitization To Violence Predicts Increased Aggression Following Violent Video
Game Exposure”, Journal of Experimental Social Psychology, 47(5): 1033-1036.
https://doi.org/10.1016/j.jesp.2011.03.027

Entertainment Software Association (2018). “Sales, Demographic And Usage Data: Essential Facts About
The Computer And Video Game Industry. Sales, Demographic And Usage Data, Entertainment Software
Association.

Ergin, A., Uzun, S. U., & Bozkurt, A. I. (2013). “The Frequency Of Internet Addiction In Medical Students
And  Affecting Factors”, Pamukkale Medical Journal, (3): 134-142. Retrieved from
https://dergipark.org.tr/tr/pub/patd/issue/35375/392820.

Eryilmaz, S. and Cukurludz, O. (2018). “Investigation of High School Students' Digital Addiction: An
Example of Cankaya District in Ankara Province”, Electronic Journal of Social Sciences, 17(67):889-912.
https://doi.org/10.17755/esosder.311314

i |€R sssjournal.com ‘ International Social Sciences Studies Journal ‘@ sssjournal.info@gmail.com ‘

5103



mailto:sssjournal.info@gmail.com
https://doi.org/10.4324/9780203771587
https://doi.org/10.1037/0022-006X.55.4.584
https://doi.org/10.1002/casp.2450050308
https://doi.org/10.1177%2F1555412015587603
https://doi.org/10.13114/MJH.2016119293
https://doi.org/10.1542/peds.2009-2706
https://doi.org/10.1007/s10566-019-09493-w
https://doi.org/10.5430/wje.v9n1p20
https://doi.org/10.14687/jhs.v14i4.4936
https://doi.org/10.1016/j.jesp.2011.03.027
https://dergipark.org.tr/tr/pub/patd/issue/35375/392820
https://doi.org/10.17755/esosder.311314

International Social Sciences Studies Journal 2020 Issue:73 pp: 5093-5108

Fleer, M. (2014). “The Demands And Motives Afforded Through Digital Play In Early Childhood Activity
Settings”, Learning, Culture and Social Interaction, 3(3):202-2009.
https://doi.org/10.1016/j.1csi.2014.02.012

Fleming, L. C., & Jacobsen, K. H. (2010). “Bullying Among Middle-School Students In Low And Middle
Income Countries”, Health Promotion International, 25(1):73-84. https://doi.org/10.1093/heapro/dap046

Floros, G. D., Siomos, K. E., Fisoun, V., Dafouli, E., & Geroukalis, D. (2013). “Adolescent Online
Cyberbullying in Greece: The Impact Of Parental Online Security Practices, Bonding, And Online
Impulsiveness”, Journal of School Health, 83(6):445-453. https://doi.org/10.1111/josh.12049

Fox, J., & Tang, W. Y. (2014). “Sexism In Online Video Games: The Role Of Conformity To Masculine
Norms And Social Dominance Orientation”, Computers in  Human Behavior, 33:314-320.
https://doi.org/10.1016/j.chb.2013.07.014

Fox, J., & Tang, W. Y. (2017). “Women’s Experiences With General And Sexual Harassment In Online
Video Games: Rumination, Organizational Responsiveness, Withdrawal, And Coping Strategies”, New
Media & Society, 19(8):1290-1307. https://doi.org/10.1177/1461444816635778

Gentile, D. (2009). “Pathological Video-Game Use Among Youth Ages 8 To 18: A National
Study”, Psychological Science, 20(5):594-602. https://doi.org/10.1111%2Fj.1467-9280.2009.02340.x

Goswami, V., & Singh, D. R. (2016). “Impact Of Mobile Phone Addiction On Adolescent’s Life: A
Literature Review”, Int J Home Sci, 2(1): 69-74.

Goldag, B. (2018). “Investigation Of High School Students' Digital Game Addiction Levels According To
Demographic Characteristics”, Yiiziincii Y1l University Journal of Education, 15(1):1287-1315. Retrieved
from https://dergipark.org.tr/en/pub/yyuefd/issue/40566/495673

Gray, K. L. (2012). “Deviant Bodies, Stigmatized Identities, And Racist Acts: Examining The Experiences
Of African-American Gamers in Xbox Liv”, New Review of Hypermedia and Multimedia, 18(4): 261-276.
https://doi.org/10.1080/13614568.2012.746740

Griffiths, M., J., Kuss, D., & King, D. (2012). “Video Game Addiction: Past, Present And Future”, Current
Psychiatry Reviews, 8(4):308-318. https://doi.org/10.2174/157340012803520414

Griisser, S. M., Thalemann, R., & Griffiths, M. D. (2006). “Excessive Computer Game Playing: Evidence
For Addiction And Aggression?”, Cyberpsychology & behavior, 10(2): 290-292.
https://doi.org/10.1089/cpb.2006.9956

Giirbiiz, S. (2019). Structural Equation Modeling with AMOS Basic Principles and Applied Analysis,
Seckin Publishing, Ankara.

Hagedorn, W. B., & Young, T. (2011). “Identifying And Intervening With Students Exhibiting Signs Of
Gaming Addiction And Other Addictive Behaviors: Implications For Professional School
Counselors”, Professional School Counseling, 14(4). https://doi.org/10.1177/2156759X1101400401

Hayes, A. F. (2018). Introduction To Mediation, Moderation, And Conditional Process Analysis: A
Regression-Based Approach. (2nd ed.), Guilford publications, New York.

Hazar, Z. (2019). “An Analysis of the Relationship between Digital Game Playing Motivation and Digital
Game Addiction among Children”, (EJ1200159). ERIC. https://eric.ed.gov/?id=EJ1200159

Hazar, Z., Hazar, K., Gokyiirek, B., Hazar, M., and Celikbilek, S. (2017). “Examining The Relationship
Between Middle School Students' Levels Of Gameplay, Digital Game Addiction And Aggression In Terms
Of  Various Variables”, Journal of  Human Sciences, 14 (4): 4320-4332.
https://doi.org/10.1177%2F2156759X1101400401

Heiman, T., Olenik-Shemesh, D., & Eden, S. (2015). “Cyberbullying involvement Among Students With
ADHD: Relation To Loneliness, Self-Efficacy And Social Support”, European Journal of Special Needs
Education, 30(1): 15-29. https://doi.org/10.1080/08856257.2014.943562

Hinduja, S., & Patchin, J. W. (2007). “Offline Consequences Of Online Victimization: School Violence
And Delinquency”, Journal of school violence, 6(3):89-112. https://doi.org/10.1300/J202v06n03_06

i |€R sssjournal.com ‘ International Social Sciences Studies Journal ‘@ sssjournal.info@gmail.com ‘

5104



mailto:sssjournal.info@gmail.com
https://doi.org/10.1016/j.lcsi.2014.02.012
https://doi.org/10.1093/heapro/dap046
https://doi.org/10.1111/josh.12049
https://doi.org/10.1016/j.chb.2013.07.014
https://doi.org/10.1177%2F1461444816635778
https://doi.org/10.1111%2Fj.1467-9280.2009.02340.x
https://dergipark.org.tr/en/pub/yyuefd/issue/40566/495673
https://doi.org/10.1080/13614568.2012.746740
https://doi.org/10.2174/157340012803520414
https://doi.org/10.1089/cpb.2006.9956
https://doi.org/10.1177%2F2156759X1101400401
https://eric.ed.gov/?id=EJ1200159
https://doi.org/10.1177%2F2156759X1101400401
https://doi.org/10.1080/08856257.2014.943562
https://doi.org/10.1300/J202v06n03_06

International Social Sciences Studies Journal 2020 Issue:73 pp: 5093-5108

Hinduja, S., & Patchin, J. W. (2008). Bullying Beyond The Schoolyard: Preventing And Responding To
Cyberbullying, Corwin Press.

Hinduja, S., & Patchin, J. W. (2008a). “Cyberbullying: An Exploratory Analysis Of Factors Related To
Offending And Victimization”, Deviant Behavior, 29(2):129-156.
https://doi.org/10.1080/01639620701457816

Hinduja, S., & Patchin, J. W. (2010). “Bullying, Cyberbullying, And Suicide”, Archives of suicide
research, 14(3): 206-221. https://doi.org/10.1080/13811118.2010.494133

Hinduja, S., & Patchin, J. W. (2014). Bullying beyond the schoolyard: Preventing and responding to
cyberbullying, Corwin Press.

Hollingdale, J., & Greitemeyer, T. (2014). “The Effect Of Online Violent Video Games On Levels Of
Aggression”, Plos One, 9(11): e111790. https://doi.org/10.1371/journal.pone.0111790

Irmak, A. Y., & Erdogan, S. (2016). “Digital Game Addiction in Adolescents And Young Adults: A
Current View”, Turkish Journal of Psychiatry, 27(2): 1-11.

Irmak, A., Y. (2014). “Secondary school students' digital playing behaviors examination of health behavior
by interaction model”, Doctoral dissertation, University of Istanbul.

Igdeli, F. (2018). “Investigation Of University Students' Cyberbullying, Cyber Victimization And
Cyberbullying Sensitivity In The Context Of Various Variables”, Master’s Thesis, Anatolian University.

Joreskog, K. G., & Sorbom, D. (1993). “LISREL 8: Structural Equation Modeling With The SIMPLIS
Command Language”, Scientific Software International.

Kaya, F., Peker, A. and Giindiiz, B. (2016). “Examining The Psychological Soundness Of Secondary
School Students In Terms Of Educational Stress”, Bayburt Faculty of Education Journal, 11 (2): 586-599.

Khamis, V. (2015). “Bullying Among School-Age Children In The Greater Beirut Area: Risk And
Protective Factors”, Child Abuse & Neglect, 39: 137-146. https://doi.org/10.1016/j.chiabu.2014.08.005

Khan, M. A., Shabbir, F., & Rajput, T. A. (2017). “Effect Of Gender And Physical Activity On Internet
Addiction In  Medical Students”, Pakistan Journal ~Of Medical Sciences, 33(1):  191.
https://doi.org/10.12669/pjms.331.11222

Kim, E. J., Namkoong, K., Ku, T., & Kim, S. J. (2008). “The Relationship Between Online Game
Addiction And  Aggression, Self-Control And Narcissistic ~ Personality — Traits”, European
Psychiatry, 23(3):212-218. https://doi.org/10.1016/j.eurpsy.2007.10.010

Kneer, J., Glock, S., Beskes, S., & Bente, G. (2012). “Are Digital Games Perceived As Fun Or Danger?
Supporting And Suppressing Different Game-Related Concepts”, Cyberpsychology, Behavior, and Social
Networking, 15(11): 604-609. https://doi.org/10.1089/cyber.2012.0171

Kowalski, R. M., & Limber, S. P. (2007). “Electronic Bullying Among Middle School Students”, Journal
Of Adolescent Health, 41(6): 22-30. https://doi.org/10.1016/j.jadohealth.2007.08.017

Kowalski, R. M., Limber, S. P., & Agatston, P. W. (2012). Cyberbullying: Bullying In The Digital Age,
John Wiley & Sons.

Koklii, N. and Biiyiikoztiirk, S. (2000). Sosyal Bilimler Igin Istatistige Giris, Pegem Akademi, Ankara.

Kronenberger, W. G., Mathews, V. P., Dunn, D. W., Wang, Y., Wood, E. A, Giauque, A. L., ... & Li, T. Q.
(2005). “Media Violence Exposure And Executive Functioning In Aggressive And Control
Adolescents”, Journal Of Clinical Psychology, 61(6): 725-737. https://doi.org/10.1002/jclp.20022

Kuznekoff, J. H., & Rose, L. M. (2013). “Communication In Multiplayer Gaming: Examining Player
Responses To Gender Cues”, New Media & Society, 15(4): 541-556.
https://doi.org/10.1177%2F1461444812458271

Kwak, H., Blackburn, J., & Han, S. (2015, April). “Exploring Cyberbullying And Other Toxic Behavior In
Team Competition Online Games”, In Proceedings of the 33rd Annual ACM Conference on Human
Factors in Computing Systems, 3739-3748. https://doi.org/10.1145/2702123.2702529

i |€R sssjournal.com ‘ International Social Sciences Studies Journal ‘@ sssjournal.info@gmail.com ‘

5105



mailto:sssjournal.info@gmail.com
https://doi.org/10.1080/01639620701457816
https://doi.org/10.1080/13811118.2010.494133
https://doi.org/10.1371/journal.pone.0111790
https://doi.org/10.1016/j.chiabu.2014.08.005
https://dx.doi.org/10.12669%2Fpjms.331.11222
https://doi.org/10.1016/j.eurpsy.2007.10.010
https://doi.org/10.1089/cyber.2012.0171
https://doi.org/10.1016/j.jadohealth.2007.08.017
https://doi.org/10.1002/jclp.20022
https://doi.org/10.1177%2F1461444812458271
https://doi.org/10.1145/2702123.2702529

International Social Sciences Studies Journal 2020 Issue:73 pp: 5093-5108

Lam, L. T., & Li, Y. (2013). “The Validation Of The E-Victimisation Scale (E-VS) And The E-Bullying
Scale (E-BS) For Adolescents”, Computers In Human Behavior, 29(1): 3-7.
https://doi.org/10.1016/j.chb.2012.06.021

Lam, L. T. Cheng, Z., & Liu, X. (2013). “Violent Online Games Exposure And
Cyberbullying/Victimization =~ Among  Adolescents”, Cyberpsychology, Behavior, and  Social
Networking, 16(3): 159-165. https://doi.org/10.1089/cyber.2012.0087

Lemmens, J. S., Valkenburg, P. M., & Peter, J. (2009). “Development And Validation Of A Game
Addiction Scale For Adolescents”, Media psychology, 12(1): 77-95.
https://doi.org/10.1080/15213260802669458

Lenhart, A., Kahne, J., Middaugh, E., Macgill, A. R., Evans, C., & Vitak, J. (2008). “Teens, Video Games,
and Civics: Teens' Gaming Experiences Are Diverse and Include Significant Social Interaction and Civic
Engagement”, Pew internet & American life project.

Leung, A. N. M., Wong, N., & Farver, J. M. (2018). “Cyberbullying in Hong Kong Chinese Students: Life
Satisfaction, And The Moderating Role Of Friendship Qualities On Cyberbullying Victimization And
Perpetration”, Personality and Individual Differences, 133: 7-12. https://doi.org/10.1016/j.paid.2017.07.016

Li, Q. (2007). “Bullying in The New Playground: Research into Cyberbullying And Cyber
Victimisation”, Australasian Journal Of Educational Technology, 23(4). https://doi.org/10.14742/ajet.1245

Machimbarrena, J. M., Calvete, E., Fernandez-Gonzalez, L., Alvarez-Bardon, A., Alvarez-Fernandez, L., &
Gonzalez-Cabrera, J. (2018). “Internet Risks: An Overview Of Victimization In Cyberbullying, Cyber
Dating Abuse, Sexting, Online Grooming And Problematic Internet Use”, International Journal Of
Environmental Research And Public Health, 15(11): 2471. https://doi.org/10.3390/ijerph15112471

Mardia, K. (1974). “Applications of Some Measures of Multivariate Skewness and Kurtosis in Testing
Normality and Robustness Studies. Sankhya: The Indian Journal of Statistics, Series B (1960-
2002)”, 36(2):115-128. Retrieved July 9, 2020, from www.jstor.org/stable/25051892

Mentzoni, R. A., Brunborg, G. S., Molde, H., Myrseth, H., Skouverge, K. J. M., Hetland, J., & Pallesen, S.
(2011). “Problematic Video Game Use: Estimated Prevalence And Associations With Mental And Physical
Health”, Cyberpsychology, Behavior, And Social Networking, 14(10): 591-596.
https://doi.org/10.1089/cyber.2010.0260

Mustafaoglu, R. and Yasaci, Z. (2018). “The Negative Effects of Playing Digital Games on the Mental and
Physical Health of Children”, Journal of Dependence, 19 (3): 51-58.

Patchin, J. W., & Hinduja, S. (2006). “Bullies Move Beyond The Schoolyard: A Preliminary Look At
Cyberbullying”, Youth Violence And Juvenile Justice, 4(2): 148-169.
https://doi.org/10.1177/1541204006286288

Peker, A., & Eroglu, Y. (2010). “Erkek Ogrencilerde Siber Zorbalik Ve Kurbanlarin Bir Gostergesi Olarak
Internet Bagimhihgr”, 4. Uluslararasi Bilgisayar ve Ogretim Teknolojileri Sempozyumu Kitabi, Selguk
Universitesi, Konya.

Poli, R., & Agrimi, E. (2012). “Internet Addiction Disorder: Prevalence In An Italian Student Population,
Nordic Journal Of Psychiatry, 66(1): 55-59. https://doi.org/10.3109/08039488.2011.605169

Porter, G., Starcevic, V., Berle, D., & Fenech, P. (2010). “Recognizing Problem Video Game
Use”, Australian & New Zealand Journal of Psychiatry, 44(2): 120-128.
https://doi.org/10.3109%2F00048670903279812

Qudah, M. F. A., Albursan, 1. S., Bakhiet, S. F. A., Hassan, E. M. A. H., Alfnan, A. A., Aljomaa, S. S., &
AL-khadher, M. M. A. (2019). “Smartphone Addiction And its Relationship With Cyberbullying Among
University ~ Students”, International Journal of Mental Health and Addiction, 17(3): 628-643.
https://doi.org/10.1007/s11469-018-0013-7

Raskauskas, J., & Stoltz, A. D. (2007). “Involvement in Traditional And Electronic Bullying Among
Adolescents”, Developmental ~ Psychology, 43(3):  564.  https://psycnet.apa.org/doi/10.1037/0012-
1649.43.3.564

i |€R sssjournal.com ‘ International Social Sciences Studies Journal ‘@ sssjournal.info@gmail.com ‘

5106



mailto:sssjournal.info@gmail.com
https://doi.org/10.1016/j.chb.2012.06.021
https://doi.org/10.1089/cyber.2012.0087
https://doi.org/10.1080/15213260802669458
https://doi.org/10.1016/j.paid.2017.07.016
https://doi.org/10.14742/ajet.1245
https://doi.org/10.3390/ijerph15112471
http://www.jstor.org/stable/25051892
https://doi.org/10.1089/cyber.2010.0260
https://doi.org/10.1177/1541204006286288
https://doi.org/10.3109/08039488.2011.605169
https://doi.org/10.3109%2F00048670903279812
https://doi.org/10.1007/s11469-018-0013-7
https://psycnet.apa.org/doi/10.1037/0012-1649.43.3.564
https://psycnet.apa.org/doi/10.1037/0012-1649.43.3.564

International Social Sciences Studies Journal 2020 Issue:73 pp: 5093-5108

Shariff, S. (2008). Cyber-Bullying: Issues And Solutions For The School, The Classroom And The Home,
Routledge.

Tanner, L. (2007). “AMA considers video game overuse an addiction”, The Associated Press, Retrieved on
June, 28, 2011.

Tastekin, E. (2016). “Friendship Relations And Self-Esteem Of Adolescents, And Relationships Between
Cyberbullying And Cyber Victimization”, Master’s Thesis, Hacettepe University.

Taylan, H, Topal, M, Ayas, T. (2018). “Investigation Of Digital Game Playing Tendencies Of High School
Students In Sakarya Province”, Online Journal Of Technology Addiction And Cyberbullying, 5 (1): 53-68.
Retrieved from https://dergipark.org.tr/tr/pub/ojtac/issue/37667/364192

Topcu, C., & Erdur-Baker, O. (2016). “Help-Receiving Behavior And Resources Of Adolescents Who Are
Bullied”, Aegean Journal of Education, 17 (1): 127-145.

Tsitsika, A., Janikian, M., Wojcik, S., Makaruk, K., Tzavela, E., Tzavara, C., ... & Richardson, C. (2015).
“Cyberbullying Victimization Prevalence And Associations With Internalizing And Externalizing
Problems Among Adolescents in Six European Countries”, Computers in Human Behavior, 51:1-7.
https://doi.org/10.1016/j.chb.2015.04.048

Tiirkiye Istatistik Kurumu (2019, February 13). Hanehalki Bilgi Teknolojileri Kullanim Arastirmasi [Basin
biilteni]. http://www.tuik.gov.tr/PreTablo.do?alt_id=1028

Ulﬂker, U. and Biilbiil, H. (2018). “Status of Using Digital Games According to Educational Levels”,
TUBAYV Science Journal, 11 (2): 10-19.

Van Rooij, A. J., Schoenmakers, T. M., Vermulst, A. A., Van Den Eijnden, R. J., & Van De Mheen, D.
(2011).  “Online  Video  Game  Addiction: Identification = Of  Addicted  Adolescent
Gamers”, Addiction, 106(1):205-212. https://doi.org/10.1111/j.1360-0443.2010.03104.x

Weinstein, A. M. (2010). “Computer And Video Game Addiction—A Comparison Between Game Users
And Non-Game Users”, The American Journal Of Drug And Alcohol Abuse, 36(5): 268-276.
https://doi.org/10.3109/00952990.2010.491879

Wong, D. S., Chan, H. C. O., & Cheng, C. H. (2014). “Cyberbullying Perpetration And Victimization
Among Adolescents In Hong Kong”, Children And Youth Services Review, 36: 133-140.
https://doi.org/10.1016/j.childyouth.2013.11.006

Yaman, E, Peker, A. (2012). “Gaziantep University Journal of Social Sciences”, 11 (3): 819-833. Retrieved
from https://dergipark.org.tr/en/pub/jss/issue/24238/256940

Yaman, E., Eroglu, Y. and Peker, A. (2011). Basa Cikma Stratejileriyle Okul Zorbalig1 ve Siber Zorbalik,
Kakniis, Istanbul.

Yarar, Y. (2019). “Investigation of the Relationship Between High School Students' Well-Being Levels and
Cyberbullying Cyber Victimizations”, Master’s Thesis, Istanbul Sabahattin Zaim University, Istanbul.

Ybarra, M. L. (2004). “Linkages Between Depressive Symptomatology And Internet Harassment Among
Young Regular Internet Users”, CyberPsychology & Behavior, 7(2): 247-257.
https://doi.org/10.1089/109493104323024500

Ybarra, M. L., & Mitchell, K. J. (2004). “Online Aggressor/Targets, Aggressors, And Targets: A
Comparison  Of Associated Youth Characteristics”, Journal Of  Child Psychology And
Psychiatry, 45(7):1308-1316. https://doi.org/10.1111/j.1469-7610.2004.00328.x

Ybarra, M. L., & Mitchell, K. J. (2004a). “Youth Engaging In Online Harassment: Associations With
Caregiver—Child  Relationships, Internet Use, And Personal Characteristics”, Journal  Of
Adolescence, 27(3): 319-336. https://doi.org/10.1016/j.adolescence.2004.03.007

Ybarra, M. L., & Mitchell, K. J. (2004b). “Youth Engaging in Online Harassment: Associations With
Caregiver—Child  Relationships, Internet Use, And Personal Characteristics”, Journal  Of
Adolescence, 27(3): 319-336. https://doi.org/10.1016/j.adolescence.2004.03.007

i |€R sssjournal.com ‘ International Social Sciences Studies Journal ‘@ sssjournal.info@gmail.com ‘

5107



mailto:sssjournal.info@gmail.com
https://dergipark.org.tr/tr/pub/ojtac/issue/37667/364192
https://doi.org/10.1016/j.chb.2015.04.048
http://www.tuik.gov.tr/PreTablo.do?alt_id=1028
https://doi.org/10.1111/j.1360-0443.2010.03104.x
https://doi.org/10.3109/00952990.2010.491879
https://doi.org/10.1016/j.childyouth.2013.11.006
https://dergipark.org.tr/en/pub/jss/issue/24238/256940
https://doi.org/10.1089/109493104323024500
https://doi.org/10.1111/j.1469-7610.2004.00328.x
https://doi.org/10.1016/j.adolescence.2004.03.007
https://doi.org/10.1016/j.adolescence.2004.03.007

International Social Sciences Studies Journal 2020 Issue:73 pp: 5093-5108

Yhbarra, M. L., Espelage, D. L., & Mitchell, K. J. (2007). “The Co-Occurrence Of Internet Harassment And
Unwanted Sexual Solicitation Victimization And Perpetration: Associations With Psychosocial
Indicators”, Journal of Adolescent Health, 41(6): S31-541.
https://doi.org/10.1016/j.jadohealth.2007.09.010

Ybarra, M. L., Mitchell, K. J., Wolak, J., & Finkelhor, D. (2006). “Examining Characteristics And
Associated Distress Related To Internet Harassment: Findings From The Second Youth Internet Safety
Survey”, Pediatrics, 118(4): e1169-e1177. https://doi.org/10.1542/peds.2006-0815

Yee, N. (2006). “Motivations for Play in Online Games”, Cyber Psychology & Behavior, 9: 772-775.
https://doi.org/10.1089/cpb.2006.9.772

Yuan, K., Jin, C., Cheng, P., Yang, X., Dong, T., Bi, Y., ... & Liang, J. (2013). “Amplitude Of Low
Frequency Fluctuation Abnormalities in Adolescents With Online Gaming Addiction”, PL0oS One, 8(11):
€78708. https://doi.org/10.1371/journal.pone.0078708

Zhou, Z., Tang, H., Tian, Y., Wei, H., Zhang, F., & Morrison, C. M. (2013). “Cyberbullying And Its Risk
Factors Among Chinese High School Students”, School Psychology international, 34(6): 630-647.
Https://D0oi.Org/10.1177%2F0143034313479692

i |2 sssjournal.com | nternational Social Sciences Studies Journal ‘@ sssjournal.info@gmail.com ‘

5108



mailto:sssjournal.info@gmail.com
https://doi.org/10.1016/j.jadohealth.2007.09.010
https://doi.org/10.1542/peds.2006-0815
https://doi.org/10.1089/cpb.2006.9.772
https://doi.org/10.1371/journal.pone.0078708
https://doi.org/10.1177%2F0143034313479692

