Oyun Bagimlilig
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e Bagimlilik
* Fiziksel
* Psikolojik

Bagimhlik turleri

Sigara

Alkol
Madde/Uyusturucu
Kumar

Yeme-icme
Egzersiz

Alisveris

Cinsel icerikli
internet ve oyun

Bagimlilik nedir?

- New iRd...

A4 hours later..

I need

I need

a nap!




Oyun bagimliliginin 8 isareti

1.istediginiz heyecana ulasmak icin zaman artan miktarlarda online oyun oynamak
ihtiyacaniniz var mi?
. Zihniniz surekli oyun ile mesgul mi?
. Arkadaslariniza ya da ailenize oyun oynama surenizi arttirmak icin yalan(lar)soylediginiz olur mu?
. Oyun oynamayi birakmak zorunda kalmak sizi gergin ya da huzursuz yapar mi?
. Oyun oynamayi birakmak, azaltmak icin gecmiste basarisiz girisimleriniz oldu mu?
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. Caresizlik, sucluluk, kaygi ya da depresyon gibi duygulardan kurtulmak ve rahatlatmak icin oyun oynar
misiniz?

~

. Oyuna sirekli zaman ayirmaniz nedeniyle iliskilerinizde/ evliliginizde sorun yasadiniz mi?

8. Oyuna surekli zaman ayirmaniz nedeniyle is, kariyer, egitim firsatlari konusunda sorun yasadiniz mi?
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Oyun Oynamanin Psikolojik Sonuclari

* Bagimlilik gelistirme

e Kotuye kullanma

* Uyumsuz davranislar gelistirme
* Siddet egilimine aracilik etme

* Ruh sagliginda degisiklikler

Dude, you might want to stop for a bit...




Bazi sosyal boyutlar

*Neden DSM-V’te oyun bagimliligi bir kategori olarak yer almadi?
*Oyunlardaki irk¢i temalar: Kahramanlar ve kurbanlar!

*Tlketimi 6zendirme: Yeni oyunlari ya da yeni strtimleri alma motivasyonu
*Sosyal izolasyon: Sosyal hayata katilmada azalma

Common Sense says

G/age18+ xkkk O

Creative, engaging, but brutal, bloody mature
shooter.

[:] Save @ Rate game

Signin or join to save for later
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Ventral 6n beyin ile ventral
orta beyini birbirine
baglayan bir halkanin
maddelerin ddiillendirici
(keyif verici) etkileri ile
yakin bir iligkisi oldugu iyi
bilinmektedir.

Mediyal énbeyin demeti
olarak da adlandirilan bu
yol ventral tegmental alan
ve hipotalamus ile septum
ve niikleus akkumbensi
birbirine baglar ve buyik
dlglide miyelinli liflerden
olusmustur.

Bu lifler dopaminerijik,
noradrenerjik ve
serotonerijik ozelliktedir.




Beynin yeni baglantilar kurmasinda &
(plastisite) kritik yas donemleri vardir

A Figure 1. Models of Plasticity in Ado- |:|
A lescence. Adolescence may be a stand-

alone period of heightened plasticity (A) or
form a continuous sensitive period with D
chidnood (B). Altematively, plasticity
may decline continuously from childhood
through adolescence and into aduithood Ll
(C). Adapted for adolescence from [88].

Plasticty

5 10 15 20 25 30




International Series on Computer Entertainment
and Media Technology

Barbaros Bostan Editor

Gamer

Psychology
and Behavior

Chapter 1
Violent Video Games and Cognitive Processes:
A Neuropsychological Approach

Metchan Irak, Can Soylu, and Dide Capan

Abstract The effects of violent video games on cognitive processes are still not
clear. The main goal of this study was 0 investigate the effect of violent video
games on different cognitive processes. A neuropsychological battery which con
sists Of response inhibition, emotional memory, working memory, Object recogni
tion. and visual-spatial perception task was used 0 measure Cognitive functions
Nincty cight partiCipants were separated into three groups (namely addicted. nsk
group, and controls ) based on the amount of ime they spent for violent game play
ing (per week). DSM-based pathological game addiction symptoms and their scores
are measured on game addiction scale. We found significant effects of excessive
video game playing on working memory, object recognition, and response inhiba
tion, whereas no significant differences were found among the groups on emotional
memory and visual spatial perception

Keywords Violent video gume * Memory = Response mhibition = Nearopsy chology
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Proje :
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= Noropsikolojik Bulgular
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= Calisma Bellegi
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= Calisma Bellegi: Yaniltici Uyaran
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Alternatif Oyunlar!
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Tesekkiirler / Thanks
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