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Abstract 

In This research aimed to determine the relationship between digital game addiction, reading 

comprehension, and reading motivation among fourth-grade elementary school students. The study 

aims to identify the extent to which the level of digital game addiction in children affects their reading 

skills. The research was designed as a correlational scanning study. The sample group of the study 
consisted of 374 fourth-grade students attending schools in the Pursaklar district of Ankara during the 

2023-2024 academic year. The data collection instruments used were the Digital Game Addiction 

Scale, Reading Comprehension Test, and Reading Motivation Scale. SPSS package program was used 
for data analysis, and Pearson Moment Correlation Coefficient, t-test, mean, and percentage were used 

in the analysis of the findings. It was found that there is a moderately negative relationship between 

digital game addiction and reading motivation, a moderately significant negative relationship between 

digital game addiction and reading comprehension, and a moderately significant positive relationship 
between reading motivation and reading comprehension. Additionally, it was concluded that the 

digital game addiction of male students is higher than that of female students; however, female 

students have higher levels of reading motivation and reading comprehension compared to male 
students. The research findings indicate that as digital game addiction increases, students' motivation 

to read and their reading comprehension skills decrease. It was observed that the addiction of children 

to games they enjoy playing negatively affects their reading skills. 
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Introduction 

Reading is a fundamental skill that holds an important place in individuals' lives. This process, which 
can be carried out for various purposes, stands out as an essential tool for acquiring knowledge, 

personal development, and entertainment (Arslan & Polat, 2025). The impact of reading on both 

individual and social life can be evaluated from many perspectives. First and foremost, reading plays a 
determining role in individuals' academic and professional success. Having a strong reading habit is of 

great importance for succeeding in education, developing social skills, obtaining a good job, and 

advancing in one's career. Research shows that early literacy skills, which are acquired at a young age, 

develop in line with a child’s social environment and the stimuli they are exposed to, laying a solid 
foundation for future academic achievements (Uyanık & Kandır, 2010). Reading also directly 

contributes to an individual's cognitive development. Children who develop the habit of reading from 

an early age not only improve their language skills but also strengthen their listening and 
comprehension abilities (Justice & Kaderavek, 2004). Additionally, reading supports creativity and 

critical thinking skills. According to Akyol (2005), an effective reading process should be built on five 

essential elements: Reading should be based on meaning-making, fluency should be developed, it 
should be approached strategically, it should be lifelong, and the individual’s reading motivation 

should be high. Developing fluent reading skills is one of the fundamental elements that strengthen an 

individual’s reading habit. Güneş (2007) states that various methods, such as echo reading, repeated 

reading, paired reading, shared reading, reader’s theaters, and choral reading, can be used to support 
the development of fluent reading. 

Reading is a skill that supports not only an individual's cognitive development but also their social 

aspect (Türkben & Gündeğer, 2021). Therefore, students are expected to acquire reading skills and use 
them in every area of their lives. When definitions of reading are examined, the concept of 

comprehension is emphasized. Just and Carpenter (1980) define reading as a process of seeing, 

perceiving, and making sense of the text as a whole. Other researchers have also emphasized that 

reading is the process of making meaning and that the reader needs to extract meaning from written 
forms (Harris & Sipay, 1990; Demirel, 1999). Akyol (2021), in discussing the active and effective 

communication between the reader and the writer in the reading process, highlights that the process of 

meaning-making is dynamic. These definitions suggest that seeing, perceiving, cognitive processes, 
and structuring must work together, and that meaning-making should occur at the end of the reading 

process. 

One of the main purposes of reading is to improve students' comprehension skills. Reading 
comprehension, which is the process of extracting meaning from written texts, is a fundamental 

language skill that students need to develop in the early stages of their education (Rose et al., 2000). 

Reading comprehension can be defined as the process in which the reader interacts with the content of 

the text by integrating their prior knowledge and experiences with the text's content and relationships 
(Pardo, 2004). The primary goal of reading, reading comprehension, is described as a complex process 

that requires active, conscious, and cognitive effort (Kent, 2002). This process occurs through 

conscious thinking that connects thinking processes, the content of the text, and the reader’s prior 
knowledge, expectations, and reading goals. Therefore, the goal of reading comprehension is to 

structure and construct the reader’s cognitive development (Block, 2004). Reading comprehension is a 

critical skill for academic success at all levels of the education system (Clinton-Lisell et al., 2022; 
Meneghetti et al., 2006). Reading comprehension is a complex process involving the interaction of 

various cognitive processes (Oakhill & Cain, 2000; Swanson et al., 2007; Van den Broek & Espin, 

2012). Various mental activities, such as using prior knowledge, note-taking, making predictions, 

summarizing, establishing relationships between paragraphs, and identifying main ideas, are 
performed in the reading comprehension process. Acquiring reading comprehension skills is a critical 

step in eliminating many obstacles that students may encounter in their learning process. It is evident 

that students who struggle with reading comprehension are unable to grasp the information presented 
in the text. This issue is commonly observed in the exams in our country. As a result, developing 

students' reading comprehension skills emerges as a fundamental necessity. 

The process of extracting meaning from a text is a complex process with many components (National 

Reading Panel, 2000). Since the primary purpose of reading is to extract meaning from a text, factors 
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that influence this process become significant. Motivation for reading is one of these factors. Reading 
motivation is a key structure that affects the time an individual devotes to reading, their tendency to 

read, and the effort they put into the reading process. This structure is built on the individual's interest 

and curiosity about reading (Yıldız & Aktaş, 2015). The decision to read directs the individual to 
reading. Without the decision to read, the individual will not feel compelled to read (Ürün Karahan & 

Taşdan, 2016). The importance of reading motivation is clearly observable in the reading process 

(Akyol, 2005; Baker & Wigfield, 1999). 

Motivation not only affects students' learning preferences but also has a significant impact on their 
academic success (Türkben & Gündeğer, 2021). In order to increase students' reading motivation, 

educators, families, and environmental factors must come together to provide students with engaging 

materials, support their reading skills, and create a positive reading culture. This way, students’ 
relationship with reading will strengthen, and their motivation will increase. Reading is an important 

factor that affects students' personal, academic, and social development. The benefits provided by 

reading are directly related to students’ interest in reading and their reading comprehension skills. 
Motivations that guide students to read highlight the concept of reading motivation (Yıldız & Akyol, 

2011). Reading motivation is defined as the individual's personal values, beliefs, and goals related to 

reading (Guthrie & Wigfield, 1999). This concept also includes the individual's negative values, goals, 

and beliefs about reading activities, processes, and topics. Determining the force that triggers reading 
activities, ensures that the individual feels successful in their education, and engages them in the 

reading process is of great importance (Güneş, 2007). Reading motivation is defined as the energy 

required for the formation of interest, attitude, curiosity, and action towards reading, for realizing the 
importance of reading, and for maintaining the reading habit (Katrancı, 2015). Reading plays a key 

role in individuals' cognitive development, vocabulary enrichment, and overall learning processes. 

However, it is observed that many students' reading motivation decreases over time. In this context, 

specific factors affecting students' reading motivation become crucial. 

Today, digital games that children can easily access are one of the most significant factors affecting 

reading motivation. Digital games, played either alone or with others over the internet via computers 

or similar devices, have become an important part of children's entertainment activities (Şimşek & 
Yılmaz, 2020). Digital games are among the activities where children spend a large portion of their 

time, and although these games support cognitive skills such as attention, speed, strategy development, 

and problem-solving, they can negatively affect reading habits. As children spend more time on digital 
games, their interest in books or written materials decreases. This situation can lead to a decrease in 

reading motivation and, in the long term, regressions in the development of reading skills. 

The addictive nature of digital games can lead to the development of digital game addiction, which can 

exacerbate this problem. Digital game addiction is defined as a behavioral addiction in which the 
individual cannot control the desire to play digital games, experiences emotional, cognitive, and 

behavioral changes, and shows various disruptions in daily life due to excessive gaming (Mustafaoğlu 

& Yasacı, 2018). Such addictions may further reduce children's reading motivation and hinder their 

cognitive development. 

While research (Fiorentini & Berardi, 1980; Green & Bavelier, 2014; Karni & Sagi, 1991) has shown 

that digital games positively support children's cognitive functions, hand-eye coordination, strategy 
development skills, quick decision-making processes, and quick-thinking abilities, researchers (Aslan 

et al., 2022) have also identified numerous problems arising with the transition of digital game playing 

habit into addiction. Karabulut (2019) in his study on high school students, examined the impact of 

different variables on digital game addiction and tendency towards violence, finding that male students 
had higher levels of digital game addiction and tendency towards violence compared to female 

students, and there was a significant positive relationship between digital game addiction and tendency 

towards violence. Tuncay and Göger (2022) investigated the relationship between digital game 
addiction and sleep quality among adolescents in their study, finding a positive relationship between 

digital game addiction and sleep quality. Mutlu Bozkurt (2022) examined the relationship between 

students' educational level and digital game addiction through certain variables. According to the 

findings, students with lower academic achievement levels had higher levels of digital game addiction. 
Moreover, when the studies in the literature on digital games are categorised, these studies are 
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generally related to self-efficacy (Chen & Tu, 2021; Deng et al., 2020; DeSmet et al., 2018; Santos 

Chagas et al., 2020; Mukund et al., 2022; Wang & Zheng, 2021), pedagogy (Chen & Lin, 2016; 

Kaimara et al, 2021; Lee & Zhu, 2022), educational gaming (Hebert et al., 2021), learning motivation 

(Chen & Wu, 2023; Deng et al., 2020; Pill et al., 2019; Salgarayeva et al., 2021), collaborative 

learning (Chen et al., 2022; Chen & Chuang, 2021; Fu et al., 2022; Yamazaki, 2018; Yang et al., 

2023), game-based learning (Chen, 2023; Dai et al, 2022; Junttila et al., 2022; Yang and Kuo, 

2022; Zhang, 2022), motivation (Hoyng, 2022; Sarkar & Sarkar, 2022; Yeo et al., 2022), engagement

(Goli et al., 2022; Liu et al., 2022; Mahat et al, 2023; Tay et al., 2022; Teng et al., 2022), digital 

game-based learning (Dai et al., 2022; Froland et al., 2022; Korand et al., 2022; Pan et al., 

2022), teaching (Bardelli et al, 2022; Wang et al., 2022; Yeo et al., 2022), early childhood (Homer 

et al., 2019; Huh, 2017; Mattsson & Laike, 2022; Raynal et al., 2022; Smith et al., 2020; Tang, 

2021; Thai et al, 2022; Veraksa et al., 2022; Veresov & Veraksa, 2023), narrative (Dai et al., 

2022; Hu et al., 2022), game addiction (Cankurtaran et al., 2022; Tuncay & Goger, 2022). 

In research related to digital game addiction, it has been observed that reading motivation and 

comprehension skills are not addressed. This situation reveals a gap in understanding how the 

increasing popularity of digital games affects students' interest in written materials, despite the 

growing popularity of these games. The effects of digital game addiction on young people's critical 

thinking and deep understanding levels have not been sufficiently examined. The fast-paced events in 

games and constantly changing scenarios necessitate further research on how these may affect young 

people's abilities to understand and interpret written texts. In this context, the study aims to address a 

gap in the field by exploring the relationship between digital game addiction, reading motivation, and 

comprehension levels. To achieve this, the following research questions were posed. 

1. Is there a significant relationship between the scores of digital game addiction scale and the

scores of reading motivation scale of 4th grade elementary students?

2. Is there a significant relationship between the scores of digital game addiction scale and the

comprehension scores of 4th grade elementary students?

3. Is there a significant relationship between the reading motivation scale scores and the

comprehension scores of 4th grade elementary students?

4. Do the digital game addiction scale scores, reading motivation scale scores, and

comprehension scores of 4th grade elementary students vary by gender?

Method 

This section includes information about the research model, study group, process, data collection and 

data analysis. 

Research Design 

The study employed a relational survey model, which aims to identify the degree and nature of the 

relationship between two or more variables. This approach is used to determine if and how variables 

co-vary. The analysis within this model focuses on whether the variables change together and, if so, 
the nature of this change (Büyüköztürk, 2014; Karasar, 2020). This study aimed to explore the 

relationship between students' reading comprehension, digital game addiction, and reading motivation. 

To achieve this, the relational survey model was deemed the appropriate method. 

Sample Group 

The research sample comprised 4th grade elementary students enrolled during the 2023-2024 

academic year in schools located in the Pursaklar district of Ankara province. A total of 374 students 
from four elementary schools affiliated with the Ministry of National Education in Pursaklar district 

formed the research sample. Table 1 provides detailed information about the sample group. 
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Table 1.  
Descriptive Data For The Sample Group 

Grade Level Female Male Total 

n % N % N % 

4 th Grade 179 47.8 195 52.2 374 100 

When examining the data in Table 1, it is found that 47.8% of the sample group consists of female 

students, while 52.2% consists of male students. In total, 374 elementary school students have 

participated in the study. 

Data Collection Instruments 

Digital Game Addiction Scale: For data collection, we utilized the "Digital Game Addiction Scale 

(DGAS) for Children," developed by Hazar and Hazar (2017). The results from the confirmatory 

factor analysis indicated the following fit index values: X²/df: 1.48, RMSEA: 0.05, PGFI: 0.68, PNFI: 
0.77, GFI: 0.85, AGFI: 0.87, IFI: 0.95, NFI: 0.91, CFI: 0.95. To assess the reliability of the 

measurement tool, we evaluated internal consistency (Cronbach's Alpha) and Test-Retest correlation 

coefficients. The Test-Retest correlation coefficient was .81 for the overall scale, .82 for the first sub-
factor, .88 for the second sub-factor, .73 for the third sub-factor, and .70 for the fourth sub-factor. 

These reliability findings demonstrate that the scale is a reliable measurement instrument. 

Reading Motivation Scale: To assess students' reading motivation levels, the Reading Motivationn 

(RM) scale, comprising 18 items and adapted to Turkish by Yıldız (2013), was employed. This scale 
delineates two dimensions: reader self-perception and the significance attributed to reading, alongside 

overall reading motivation. Yıldız (2013) conducted validity and reliability studies for the RMP scale, 

yielding a Cronbach's Alpha internal consistency coefficient of .81. Ataş (2015) also computed this 
coefficient, obtaining .66 for reader self-perception, .62 for the value ascribed to reading, and .73 for 

general reading motivation. These findings led to the conclusion that recalculating the reliability 

coefficient for the RMP scale was unnecessary, given its satisfactory quality. Yıldız (2013) further 
examined validity using confirmatory factor analysis (CFA), resulting in acceptable chi-square values 

(X2 = 229.09, df =134, X2/df =1.70), affirming the scale's validity and reliability for measurement 

purposes. 

Reading Comprehension Test: In assessing students' reading comprehension levels for the study, we 
utilized the Reading Comprehension Test crafted by Bulut (2021). Following a pilot study of the test, 

we calculated difficulty and discriminative indices for each item. Based on these indices, we selected 

20 suitable questions to include in the reading comprehension test. 

Table 2.  

Psychometric Properties of Reading Comprehension Items 

Text type Item 
number 

D  P α 

N
ar

ra
ti

v
e 

te
x

t 

Question 1 .34 .36 

.72 

Question 2 .34 .44 

Question 3 .34 .44 

Question 4 .41 .71 

Question 5 .42 .51 

Question 6 .36 .63 

Question 7 .53 .76 

Question 8 .34 .40 

Question 9 .38 .50 

Question 10 .26 .57 
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Table 2 continuing 

In
fo

rm
at

iv
e 

te
x

t 

Question 1 .33 .41 

.79 

Question 2 .33 .37 

Question 3 .33 .56 

Question 4 .25 .54 

Question 5 .33 .50 

Question 6 .37 .56 

Question 7 .37 .39 

Question 8 .41 .51 

Question 9 .37 .60 

Question 10 .33 .62 

Table 2 shows the item difficulties, item discriminant indices, and reliability coefficients of the test 
items. When the discriminant indices of the items in the test were examined, it was observed that the 

values were higher than 0.20 for all items. To determine the measurement reliability of the reading 

comprehension test, the Cronbach Alpha internal consistency coefficient method was utilized. As a 
result of the analyses, the Cronbach Alpha coefficient for the test related to the narrative text was 

calculated as 0.72, and for the informative text, it was calculated as 0.79. When the Cronbach's alpha 

values of the tests are above .70, it shows that the measurements are reliable for both tests 
(Büyüköztürk, 2014; Meyer et al., 2013).  

Data Collection Process 

The data of this study, which examines the relationship between digital game addiction, reading 

comprehension and reading motivation in primary school fourth grade students, consisted of 374 
fourth grade students attending schools in Pursaklar district of Ankara in the 2023-2024 academic 

year. The research data were collected by the researchers. During the data collection process, students 

were interviewed face-to-face and the application was carried out on a voluntary basis. Before the 
scale application, students were asked preparatory questions about the application format of the scale. 

Data Analysis 

In the analysis of the research data, SPSS 22 software package was used. Initially, to determine 

whether the data exhibited a normal distribution, the skewness and kurtosis values of the obtained data 
were examined. Skewness and kurtosis coefficient values being between -1 and +1 indicate that the 

scores are normally distributed. 

Table 3.  
Normality Test Data For Students' Digital Game Addiction Scale Scores and Reading Attitude Scale 

Scores 

Values N Min Max Mean Sd Skewness Kurtosis 

DGAS 374 1 5 2.17 .88 .35 .13 

RM 374 1 4 2.83 .58 -.61 -.56 

When examining Table 3, it is observed that the skewness and kurtosis coefficient values for the 

digital game addiction scale scores are between -1 and +1. It is understood that the kurtosis and 

skewness values for the reading motivation scale scores are also between -1 and +1. The analysis 
results reveal that the students' scores for the digital game addiction scale and the reading motivation 

scale are normally distributed (George & Mallery, 2010). Therefore, an independent samples t-test has 

been applied in the analysis of the data to determine the relationship between gender variables. The 
Pearson Product-Moment Correlation has been used to elucidate the relationship between students' 

digital game addiction, their reading motivations, and their reading comprehension. In addition, 

frequency, percentage, and mean scores have been utilized for the description of the data. 

Findings 

In this part of the study, the findings obtained as a result of the research are presented in tables. The 

interpretation and evaluation of the findings are mentioned in the discussion section. The first sub-

objective of the research is to examine the relationship between the Digital Game Addiction Scale 
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scores of 4th grade primary school students and their Reading Motivation scores. The findings related 
to this analysis are presented in the table below.  

Table 4.  

Correlation Between Digital Game Addiction and Reading Motivation 
Variable N  r  p 

Digital game addiction 374  -.695  .00 

Reading motivation 

p<.01 

The data presented in the table indicate a statistically significant moderate negative correlation 

between digital game addiction scores and reading motivation scores among 4th-grade elementary 
students (r = -0.695; p < 0.01). This suggests an inverse relationship between digital game addiction 

and reading motivation, whereby an increase in one is associated with a decrease in the other. 

Additionally, the second sub-objective of the research involved examining the correlation between 
digital game addiction scores and reading comprehension scores among 4th-grade students. The 

findings from this analysis are presented in the table below. 

Table 5.  

The Correlation Between Reading Comprehension and Reading Motivation Scores 
Variable N r p 

Digital game addiction 374 -.655 .00 

Reading comprehension 

p<.01 

Based on the data provided in the table, it has been established that there exists a statistically 

significant moderate negative correlation between the scores on the digital game addiction scale and 
the reading comprehension scores of 4th-grade elementary school students (r = -.655; p < .01). This 

finding highlights a negative relationship between digital game addiction and reading comprehension 

abilities among 4th-grade elementary students. To elaborate, as students' engagement in digital games 
increases, their proficiency in reading comprehension tends to decrease, and conversely, as digital 

game addiction decreases, reading comprehension abilities improve. Furthermore, as part of the 

research's third sub-objective, the correlation between the scores on the digital game addiction scale 
and reading comprehension scores of 4th-grade elementary school students was investigated, with the 

findings being presented in detail in the table below. 

Table 6.  

The Correlation Between Reading Comprehension and Reading Motivation Scores 
Variable N r p 

Reading comprehension 374 .506 .00 

Reading motivation 

p<.05 

Based on the information provided in the table, it has been established that there exists a statistically 

significant moderate positive correlation between the reading comprehension scores and reading 

motivation scores of 4th-grade elementary school students (r = .506; p < .01). This discovery signifies 
a direct association between reading motivation and reading comprehension levels among 4th-grade 

elementary school students. Put simply, as students' reading motivation elevates, their reading 

comprehension proficiency also tends to rise; conversely, when reading motivation diminishes, so does 

the level of reading comprehension. 

Figure 1 provides a graphical representation of the findings, illustrating several key correlations: a 

moderate negative relationship between digital game addiction and both reading comprehension and 

reading motivation, and a moderate positive correlation between reading motivation and reading 
comprehension. Additionally, as part of the fourth sub-goal of the study, potential gender differences in 

scores on the digital game addiction scale, reading motivation scale, and reading comprehension 
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among 4th-grade elementary students were examined. Detailed results are presented in the following 

tables. 

Figure1. The relationship between variables. 

Table 7. 

t-test Results For Digital Game Addiction Scale Scores By Gender

Gender N M SD df t p 

Male 171 2.53 1.01 372 8.100 .00 

Female 153 1.84 .59 

Total 324 2.8 .80 

p<.01 

According to the data presented in the table, there was a statistically significant difference in digital 

game addiction scores between male and female 4th-grade elementary school students, t(372) = 8.10, p 

< .01. Male students ( M = 2.53) scored significantly higher on the digital game addiction scale than 
female students ( M = 1.84), indicating a notable gender-based variation in digital game addiction 

tendencies. 

Table 8. 

t-test Results For Reading Motivation Scale Scores By Gender

Gender N M SD df t p 

Male 171 2.59 .64 372 8.412 .00 

Female 153 3.05 .42 

Total 324 2.82 .53 

According to the data in the table, there is a significant difference in reading motivation scale scores 

among 4th-grade elementary school students by gender, t(372) = 8.412, p < .01. This finding reveals a 
significant difference in reading motivation between male and female students. Female students have 

higher reading motivation scores (M = 3.05) compared to their male counterparts (M = 2.59). 

Table 9. 
t-test Results For Reading Comprehension Scores By Gender

Gender N M SD df t p 

Male 171 58.04 11.53 372 7.95 .00 

Female 153 66.00 10.36 

Total 324 62.02 10.94 
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According to the tabulated data, a statistically significant difference was found in reading 
comprehension scores between male and female 4th-grade elementary school students, t(372) = 7.95, p 

< .01. Female students (M = 66.00) demonstrated significantly higher reading comprehension scores 

compared to male students (M = 58.04), indicating a notable gender-based disparity in reading 
comprehension performance. 

Discussion, Conclusion, and Suggestions 

This study examines the relationships between digital game addiction, reading motivation, and reading 

comprehension levels among fourth-grade primary school students. A total of 374 students completed 
two scales and a reading comprehension test. The results revealed a moderate negative relationship 

between digital game addiction and reading motivation. The literature also supports these findings; for 

example, Şahin et al. (2022) investigated the relationship between reading attitudes and digital game 
addiction among 4th and 5th-grade students and discovered a negative correlation between students' 

game addiction and their reading attitudes. Similarly, Fazla et al. (2019) observed a decline in reading 

habits and reading duration among high school students as technology became more widespread. It 
was found that students who lacked reading habits exhibited higher levels of smartphone addiction 

compared to their peers with strong reading habits. Additionally, Sağır and Eraslan (2019) emphasized 

that the use of digital devices for reading among students was minimal and noted that smartphones and 

digitalization have diminished the impact of reading culture among young people. The findings of this 
study align with the existing literature, which highlights the negative impact of digital technologies on 

reading attitudes and habits. 

The internet, one of the indispensable technologies of the modern age, meets the needs of individuals 
across a wide age range while particularly capturing the constant interest of children and adolescents, 

encouraging their active internet use (Şimşek & Karakuş Yılmaz, 2020). Today, the preference for 

digital games over traditional games (Levin, 2015) has led children to move away from fundamental 

skills. Digital games are interactive software played on various electronic platforms (computers, 
gaming consoles, mobile devices, etc.) that require players' active participation and interaction, serving 

purposes such as entertainment, learning, or social interaction (Martinez-Garza, Clark, Killingsworth, 

& Adams, 2016). This growing preference among children has transformed into digital game 
addiction, potentially creating negative effects on reading skills. Considering that digital game 

addiction negatively impacts daily life (Weinstein, 2010), it is evident that this effect extends to 

children’s reading skills as well. 

Another finding of the study is that there is a moderate negative relationship between students' digital 

game addiction and their reading comprehension levels. Although studies directly addressing the 

connection between digital game addiction and reading comprehension are limited, there is a 

significant body of research examining the relationship between digital game addiction and academic 
achievement. Delebe and Hazar (2022) aimed to determine the level of digital game addiction among 

middle school students in relation to certain physical parameters and academic achievement. As a 

result, a statistically significant negative relationship was observed between participants' levels of 
digital game addiction and their academic performance. Drummond and Sauer (2014) analyzed data 

from over 192,000 students from 22 countries participating in the 2009 International Student 

Assessment Program and found that digital games negatively affected achievement in science, 
mathematics, and reading courses. Similarly, Eyimaya et al. (2020) emphasized that digital game 

addiction leads to both academic failure and health risks. Additionally, studies conducted by Chiu et 

al. (2004), Anand (2007), Gentile (2009), Gentile et al. (2004), and Sharif and Sargent (2006) 

suggested that participants who spent more time playing digital games exhibited lower academic 
achievement. It is generally accepted that individuals with digital game addiction struggle with issues 

such as ineffective use of free time, avoidance of social interaction, and a decline in academic 

performance (Ataman-Yengin, 2019; Doğan, 2006; Horzum, 2011). Digital game addiction can 
negatively impact not only academic achievement but also fundamental cognitive skills such as 

reading comprehension. Attention deficits, concentration difficulties, and decreased reading habits can 

make it harder for students to understand academic materials. This situation may lead to poor 

academic performance, low grades, and a loss of motivation, ultimately damaging students' self-
confidence. 
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Another finding of the study is that there is a moderate positive relationship between reading 

motivation and reading comprehension. In other words, as students' reading motivation increases, their 
reading comprehension levels also improve. A study conducted by Yıldız and Akyol (2011) revealed 

that intrinsic motivation has a positive effect on reading comprehension. Intrinsic motivation helps 

students develop the cognitive and emotional skills necessary for understanding what they read. A 
high level of curiosity and interest in reading increases students' attention to the reading process, 

enabling them to participate more effectively in reading activities (Yıldız & Akyol, 2011). This 

encourages students to make more effort to comprehend texts and allows them to use their cognitive 

skills effectively during the reading comprehension process. Similarly, Batmaz and Erdoğan (2019) 
examined teachers' perspectives to explain the relationship between reading motivation and reading 

comprehension skills among fourth-grade students. Their research revealed a significant and strong 

relationship between reading motivation and reading comprehension skills among fourth-grade 
students. These findings are consistent with other related studies. Additionally, similar relationships 

between reading motivation and reading comprehension have been identified in numerous other 

studies (Gottfried, 1990; Wang & Guthrie, 2004; Wigfield & Guthrie, 1997; Yamaç & Çeliktürk 
Sezgin, 2018; Yıldız & Akyol, 2011; Yıldız, 2013). Based on these findings, it is evident that 

motivation has a positive impact on reading comprehension. 

Additionally, the study revealed a significant difference in digital game addiction between male and 

female students, with male students exhibiting higher addiction levels compared to their female peers. 
This finding is consistent with the results of a study conducted by Şahin et al. (2022), which indicated 

that fourth-grade male students had higher levels of digital game addiction than their female 

counterparts. Similarly, Şahin and Tuğrul (2012) reported that male students exhibited higher levels of 
addiction, reaching similar conclusions. These results support and reinforce previous research 

findings. Another noteworthy finding is the difference in reading motivation between male and female 

students; female students demonstrated higher motivation compared to male students. Kızgın and 

Baştuğ (2020) found that female students had higher reading motivation, which was also a predictor of 
academic success. Likewise, Yıldız (2013) observed that while intrinsic motivation levels were similar 

among third, fourth, and fifth-grade male and female students, female students exhibited higher levels 

of extrinsic motivation compared to males. Goodwin et al. (2012), in their research on elementary 
school students, reported that girls had higher intrinsic reading motivation than boys. Katrancı (2015) 

found that fourth-grade female students had stronger motivation for reading books compared to males. 

Additionally, Wigfield and Guthrie (1997) discovered that fourth- and fifth-grade female students had 
higher reading motivation than their male counterparts. The greater interest of male students in digital 

games may be attributed to biological, psychological, and sociocultural factors. Games provide males 

with opportunities to build self-confidence and relieve stress, while sociocultural influences and 

marketing strategies further support this interest. Additionally, male students can strengthen their 
social bonds through gaming. 

In light of these findings, another important issue that needs to be addressed is parental control. 

Parents play a crucial role in introducing children to digital games and guiding them through the 
process of playing these games during early childhood (Budak & Işıkoğlu, 2022). Children are 

exposed to digital devices in their environment and have a desire to use them (Toran et al., 2016). This 

interest, which starts at a very early age, can continue to grow over time. It is known that when digital 
tools are used effectively, they can support children's development and learning (Canbeldek, 2020; 

Hirsh-Pasek et al., 2015). Parents need to guide their children to determine whether digital 

applications support their learning (Gözüm & Kandır, 2021). During this guidance process, parents 

can monitor whether the digital applications their children use contain educational content (Gözüm & 
Kandır, 2020). By monitoring the content of the games their children play, they can encourage them to 

engage in educational games, thus contributing to their academic success. 

Based on these findings, the following recommendations are offered: 

• To reduce the negative impact of digital game addiction on reading motivation and reading

comprehension, parents and teachers should provide guidance to children. The time spent on digital

games should be controlled, and children should be directed toward educational games. Additionally,

family reading habits should be supported to encourage children to engage more with books.
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• To increase reading motivation, students should be encouraged to choose books that align with their
interests. Schools can foster reading habits by organizing book clubs, reading competitions, and

creative writing activities. Books on topics that might particularly interest male students can be

suggested to boost their reading motivation.

• Parents should regularly review the digital games their children play and guide them toward

educational content. Family media planning should be implemented to ensure that children spend

balanced time between digital and traditional activities. In this way, while digital game addiction is

controlled, academic success and reading habits can be supported
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