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ABSTRACT

Internet and games can have some adverse effects if used unconsciously. Especially for gifted students, internet and games
can be risky and result in addiction due to their cognitive and social characteristics. Since the game and internet addiction
conduce to social problems as well. In this vein, the purpose of the study is to examine the internet and game addiction levels
of gifted students and their school social behaviors in terms of gender and age variables. In addition, the relationship between
computer addiction scale scores and school social behavior scale scores are also examined within the scope of the study.
Descriptive correlational survey method is used in the study.The sample is comprised of 157 gifted students and 16 teachers
of them. Convenient sampling was used in the study.In conclusion, internet and game addiction scores of the gifted boys in
the study were higher than those of girls. On the other hand, in terms of school social behaviors, the findings showed that
gifted girls achieved higher scores than boys. Additionally, it is also observed that gifted children aged 10 and over got higher
scores from internet and game addiction while the School social behavior did not show a significant difference according to
the age variable. As the internet and game addiction scores of the gifted children increased, their school social competence,
weakened. On the other hand, it was seen that the increase in the gifted children’s internet / game addiction led to an increase

in their antisocial behaviors.
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1. INTRODUCTION

With the revolutionary advances in the information
technologies field and increasing number of people benefiting
from them, the internet has become an indispensable part of our
lives. The widespread use of the internet has turned people into
active users substantially involved in online communication
and enjoying their freedom of communication (Timisi, 2003).
Thanks to the ever-growing use of the internet, communication
has been enabled in multiple platforms and through digital
personal blogs and web groups (Sicilia&Palazon, 2008 ).
While internet usage has reached 79% in Turkey; the rate of
households with internet access throughout the country is
90.7% (TURKSTAT, 2020). In this sense, the internet continues
to expand into every segment of the world as a rapidly growing
network. It is now an indispensable communication tool for
the state, universities, companies and individuals (Ozen,
Giilagt1,&Cakil1,2004).

The widespread use of the internet and computer
technologies has also led to the introduction of digital
games into people’s lives. Digital games have become a
powerful industry over the years since they produced the
first commercial computer games in 1970. According to the
statistics, digital games sector has achieved a revenue of 24.5
billion dollars in 2013 and one billion users (Irmak &Erdogan,
2016). Previous studies have evidenced that people prefer
to play computer games in order to relax, get away from

themselves, assume different identities or escape from the
hectic pace of their daily routines (Sucu, 2012). Digital games
are also reported to have certain benefits in the development
of visual memory, critical thinking, computer literacy, spatial
skills, geometry and mathematics development, hand eye
coordination, creativity and imagination. However, there are
also certain drawbacks associated with digital games. For
example, they bring about aggression, introversion, addiction
to the virtual world, violence and various health problems
(Ankara Development Agency, 2016; Horzum, 2011; Ozhan,
2011; Yavuz, 2018).

Children are one of the groups adversely affected by
computer games and unconscious use of the internet
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(Giirbiiz, Yildirim,&Ozden, 2001). Considering that they can
be overly indulged in computer games and are not always
capable of making informed choices regarding the amount
of play time, they may be prone to problems in their social
environment, relationships with family and friends, and
schoolwork. The more one plays computer games and identifies
with their content, the more likely it is that it will turn into
addiction. As can be observed in any type of addiction, the
affected person may experience communication problems
(National Institute on Media and the Family, 2005). The
concept of Internet addiction is a relatively new and often
undiagnosed clinical condition that causes individuals to lose
control over their internet use, to a degree that causes problems
related to work and social life (Young, 2007).

Giftedness is defined as a broad concept which is a
synthesis of special skills such as motivation, creativity,
intelligence and dedication to the task (Renzulli, 1999;
Sternberg, 2003;Ulger&Cepni,2020). According to Ministry
of National Education Science and Art Centers regulation,
gifted individuals are defined as “individuals who have a faster
learning pace than their peers, show better creative, artistic
and leadership capacity, have special academic ability, can
understand abstract ideas, like to act independently in their
areas of interest, and exhibit a high level of performance”
(MoNE, 2016, p.450). However, the fact that gifted and
talented individuals possess advanced cognitive skills and
outperform their peers regarding cognitive dimensions does
not necessarily mean that they won’t have social and emotional
problems (Clark, 2008). That is, they cannot show the same
level of development in emotional, social and physical areas
(Silverman, 1993). When the inherent characteristics of gifted
children are considered, it can be claimed that they may tend to
develop addiction to the internet and computer games (Clark,
2008; Say1, 2013). Therefore, it is likely that gifted children’s
school social behaviors may also be negatively affected by
this situation. In line with this, the current study examines
gifted children’s internet/game addiction and the relationship
between their internet/game addiction and school social
behaviors.

As a matter of fact, the findings of a recent study
documented that 46.79% of the gifted students in the study
might be possible addicts, while 12.11% of them are found to be
truly addicted (Usta, 2016). Gifted children may have problems
in their social lives as they are often mentally occupied,
perfectionist and quick on the draw; devote themselves to
things they do; analyze situations from different perspectives;
and generally feel comfortable in mental pursuits due to their
physical and mental asynchrony (Clark, 2008; Kokot, 2012;
Silverman, 1993), which can explain why these individuals can
be a high-risk group regarding internet and game addiction.
Additionally, gifted students become more intertwined with
technology and especially internet/games partly due to the
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widespread STEM studies and failure to adequately address
the social-emotional needs of the gifted children in Turkey
(Elcik, 2015). This situation may increase internet and game
addiction among gifted students and be considered another
risk factor (Ogurlu, Kahraman,&Kayaalp, 2021). The relevant
literature indicates that game addiction is related to the lack
of some coping skills in children avoiding or using these
skills (Kiraly et al., 2018; Senormanci, Senormanct, Giiglii,&
Konkan, 2014). In addition, there is a negative relationship
between game addiction and mental health, especially between
anxiety, stress and depression (Loton, Borkoles, Lubman, &
Polman, 2016; Stockdale &Coyne, 2018). Internet and game
addiction also harms gifted children’s social, emotional and
academic development (Ogurlu, Kahraman,&Kayaalp, 2021;
Yal¢in &Duran, 2017; Yavuz, 2018) and decreases their quality
of life (Yal¢in, Giivener, & Kasar, 2020). As a result, gifted
children, who can contribute considerably to the advancement
and welfare of the society with their creative productivity, may
not fulfill their potentials due to internet and game addiction.

Gifted students were found to show higher levels of
addiction than their peers (Usta, 2016). Previous research
has indicated that gifted male students have higher scores
on the game addiction scale compared to female students
counterparts (Usta, 2016; Yalcin, Givener, &Kasal, 2020;
Yavuz, 2018) and thus, they are more addicted (Yalcin,
Giivener,&Kasal, 2020; Yavuz, 2018). It has also been evidenced
that internet/game addiction levels of gifted students increase
with age (Usta, 2016; Yavuz, 2018). Among the gifted students,
those who mostly use the internet for social sharing, chatting,
gaming, listening to music and watching movies and videos
have higher scores on the internet addiction scale than the
students who use the internet for homework and research
(Yavuz, 2018). Similarly, the majority of gifted high school
students’ use of internet consists of engagement in social
media though they are expected to benefit from the internet
mostly for research purposes (Bozdag &Agaoglu, 2019).In
addition, as the internet addiction levels of gifted students
increase, their computer game and computer addiction levels
also increase (Ayhan Bostanci, 2020). When the school social
behavior is handled, according to literature the school social
skills of children related to school social behaviors differ
between genders. Female students are better in terms of
interpersonal relations and self-control skills while negative
social behaviors and antisocial-aggressive behaviors are more
common among male students (Bilgig, 2007; Olweus, 2005;
Totan, 2008;Tiirky1lmaz &Pekdogan,2019). Besides related to
age variable, it is expected that students’ school social behavior
develop with age that underlines their adaptation and social
learning (Bandura&Walters, 1963) and development of social
problem solving skills (Ari&Yaban, 2012; Erwin, 1993). When
the relationship is focused on between internet and game
addiction and social behavior, as the computer, internet and
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computer game addiction levels of gifted children increase,
their social skill levels (Ayhan Bostanci, 2020) and wellbeing
also decrease (Yalcin, Giivener & Kasar, 2020).

Studies so far have examined the attitudes of gifted
children towards computer and computer lessons (Tagdemir,
2017), internet usage levels (Bozdag &Agaoglu, 2019), social
media usage motivations (Koéroglu, 2014), the effect of game
preferences on success (Ustiinel, 2008) and their views on
digital games (Kogak, 2019). There are five studies conducted
directly on internet and game addiction, in which internet
addiction levels of gifted students in terms of different
variables (Usta, 2016), internet game addiction levels of gifted
and non-gifted children (Ogurlu, Kahraman, &Kayaalp,
2021), gifted and non-gifted adolescents” internet addiction
and cyberbullying levels (Sureada Garcia, Lopez Penddes,
Rodriguez Rodriguez, & Sureda Negre, 2020), internet and
game addiction and perceived social support levels (Yavuz,
2018), and the relationship between internet game addiction
and wellbeing (Yalcin, Giivener, &Kasar, 2020) were examined.
Regarding the limited number of studies on gifted children’s
internet and game addiction and lack of studies focusing on
the relationship between gifted children’s internet and game
addiction and school social behaviors, the current study is
intended to contribute to the relevant body of literature and
address the research gap.

With its findings regarding gifted students, this study
is intended to guide administrators, teachers, families and
experts, who can be better informed about their gifted students
and tailor the curriculum according to their needs and based
on empirical evidence. For example, school counselors can
carry out intervention programs regarding internet/game
addiction risk and improve gifted students’ school social
behaviors.

In this context, the general purpose of the study is to
examine the internet and internet game addiction levels of
gifted students and their school social behaviors in terms of
gender and age variables. Since previous research reported that
gender is an important variable both in computer and game
addiction (Usta, 2016; Yalcin, Giivener, & Kasal, 2020; Yavuz,
2018) and in school social behavior (Bilgic, 2007; Olweus, 2005;
Totan, 2008; Tirkyilmaz and Pekdogan, 2019). Age is another
important variable both in computer and game addiction Usta,

2016; Yavuz, 2018) and in school social behavior (Ar1 &Yaban,

2012; Bandura&Walters, 1963; Erwin, 1993;). In addition, the

relationship between computer addiction scale scores and

school social behavior scale scores was also examined within

the scope of the study. In this vein the main guiding questions

of the study are as follows:

o Dogifted students’ internet and game addiction scores
differ significantly in terms of the students’ gender and age?

« Do gifted students’ school social behavior scores differ
significantly in terms of the students’ gender and age?

o Is there a relationship between the gifted students’
computer addiction scale scores and school social behavior
scale scores?

MeTHOD
Research Design

This study was designed as a descriptive correlational survey
research. “Descriptive studies are studies that aim to describe
a past or present situation as it is. The situation, individual or
object subject to research is tried to be defined as it is. No effort
is made to change or influence them in any way” (Karasar,
2014, p. 77).

Population and Sample

The universe of this study consists of the students who were
diagnosed as gifted and their teachers in the 2017-2018
academic years in Istanbul. The sample is comprised of 157
gifted students aged 8-12 who lived in Istanbul in the 2017-
2018 academic year receiving education in three different
enrichment courses, and 16 teachers who taught them in
these courses. Convenient sampling method was used in the
study. In convenient sampling method, data are obtained from
individuals who are ready to participate in the study (Kothari,
2004). Information about the students and teachers having
participated in the study is presented in Table 1.

Asseenin Table 1, 101 of 157 gifted students are male and 56
are female. Ofthe 157 gifted students, 55 are 8-year-old, 61 to the
9-year-old, and 41 to the 10-and-above group. While 10 of the
teachers are female, and 6 are male. Four of these teachers are
in the 20-25 age group, four are in the 26-30 age group, five are
in the 31-35 age group, and two are in the 35-and-above group.

Table 1: Distribution of the Students and Teachers by Gender and Age.

Gender of Gender of
Students f Age of Students  f Teachers f Age of Teachers ~ f
Female 56 8 55 Female 10 20-25 4
Male 101 9 61 Male 6 26-30 5
10 and above 41 31-35 5
73 35 and above 2
Total 157 157 Total 16 16
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Data Collection Tools

Data for the study were collected through Personal Information
Form developed by the researchers; Computer Addiction Scale
for Adolescents developed by Ayas, Cakir and Horzum (2011)
and School Social Behavior Scales (SSBS) developed by Merrell
(1993) and adapted to Turkish by Yukay-Yiiksel (2012).

Addiction Scale for Adolescents. The scale consists of
54 items and 2 sub-dimensions.It is a 5-point Likert type.
These two sub-dimensions are internet addiction and game
addiction. The internal consistency coefficient of the scale
was .96 for the first factor; .95 for the second factor, and .95
for the whole scale. In the current study, the Cronbach Alpha
value of the scale was calculated as .93 for the first factor, .90
for the second factor, and .91 for the whole scale. This result
was consistent with the values of the scale.

School Social Behavior Scales (SSBS).School Social Behavior
Scales were developed in five-point Likert type to evaluate the
social skills of pre-school and primary school students. The
scale is intended to rate students’ behaviors in their social and
academic environments by their teachers” observations. The
scale covers all sub-dimensions in the social skills category
and these scales are suitable for use for the sub-scales. The
scale consists of 65 items and two forms examining six sub-
categories under social competence and antisocial behavior sub-
dimensions. The A form, the Social Competence form, includes
interpersonal skills, self-management skills and academic
skills sub-categories. The B form, Antisocial Behavior Form,
consists of hostile / irritable behaviors, antisocial / aggressive
behaviors, and demanding / disruptive behaviors sub-categories.
Cronbach a, Spearman Brown and Guttman Split Half reliability
coefficients obtained from subscales vary between .98 and .91.
The correlation coefficients obtained from each of the subscales
vary between .83 and .100. According to these results, SSBS
was a highly reliable scale (Yukay-Yiiksel, 2009). In this study,
Cronbach a values calculated for the two scales and their sub-
dimensions were found to vary between .93 and .88.

Data Collection

The Computer Addiction Scale for Adolescents was
administered to the participant students in the study by
the second researcher in their classrooms upon receiving
institutional permission. The School Social Behavior Scale
was sent to home for the teachers to fill out upon a briefing
session where information is given regarding the scale and its
application. Although the application time of the first scale
varies according to different age groups, it takes 20 to 40
minutes on average. For the second scale, the time that teachers
allocate for each student ranges between 10-20 minutes.

Data Analysis

Data were analyzed by SPSS 21.0 program. Within the scope
of the research questions, normality tests were carried out
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for school social behavior and internet computer game total
scores calculated for each student. Shapiro - Wilk normality
test results indicated that there was a significant deviation
from normality in scale scores (p <.05). However, when the
skewness-kurtosis coefficients were examined, it was observed
that the leadership scores of both groups were within the
+ 2 range. School social behavior scale social competence
sub dimension (skewness = -.536; kurtosis = -1.0); antisocial
behavior subdimension (skewness = -1.3; kurtosis = 2.0);
internet usage subdimension (skewness = -.74; kurtosis = -.
88); computer game subdimension (skewness = .83; kurtosis
= -. 79) values indicated that the scores obtained met the
normality criteria. Thus, descriptive statistical methods were
used to evaluate the data. T-Test; One Way Variance Analysis
(ANOVA) Test and Schefte Test were used to compare data.
Pearson Correlation Test was conducted to examine the
relationship between dependent variables in the study. The
findings obtained were evaluated at.05 significance level.

FINDINGS

Appropriate statistical techniques were used to determine
whether the leadership potential scores differ according to
certain variables (intelligence, gender, age, type of school,
number of siblings, participation in out-of-school activities,
economic status and parents’ level of education); and the results
are presented below.

0As seen in Table 2, according to the results of the
independent groups T-Test, the arithmetic means of internet
addiction scores, computer game addiction scores and total
scores of both dimensions differ significantly in favor of male
students (p <.01) in the Internet and Game Addiction Scale.
Based on this finding of the study, it can be concluded that
male students are more addicted to the internet and computer
games. Considering the arithmetic means of the School Social
Behavior Scales scores; a significant difference in favor of girls
in all sub-dimensions and total scores (p <.01) was observed,
which indicates that school social adaptation of female students
is higher than that of the male ones.

As presented in Table 3, the arithmetic means in the
Internet and Game Addiction Scale differ significantly
according to the age variable. (Internet addiction: F = 5.91; p
<.01; Game addiction: F = 2.92; p <.05; Total: F = 4.40; p <.01).
Based on Levene’s test results (LF = 0.35; 05), it was decided to
perform a post-hoc Scheffe test to determine between-groups
mean differences. Scheffe test results showed that the mean
scores of the 10-or-above group (X = 57.80, ss = 22.25) were
significantly higher than the mean scores of 8 year-olds (X =
44.13, ss = 16.41) and 9 year-olds (X = 54.31, sd = 22.70) in the
internet addiction sub-dimension. This finding reveals that
students aged 10 or above are more addicted to the internet
compared to other age groups. In the game addiction sub-
dimension, although the students aged 10 or more had the
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Table 2: Independent Groups T-Test Results Regarding Whether Internet and Game Addiction and School Social Behavior Scores Differ by Gender.

. . X

Sub dimensions Gruplar N SD B - t df p

Internet Addiction Male 101 56.72 23.61 2.33 5.11 152 .00
Female 56 42.41 11.24 1.52

Computer Games Addiction Male 101 52.13 26.52 2.64 3.90 154 .00
Female 56 39.32 13.95 1.86

Internet and Computer Games Male 101 108.92 49.13 4.82 4.61 152 .00

Addiction in Total Female 56 81.63 23.95 3.14

Interpersonal Skills Male 101 53.12 12.62 1.21 -2.33 155 .01
Female 56 58.03 11.94 1.63

Self Management Skills Male 101 37.51 9.90 .98 -3.61 155 .00
Female 56 42.84 8.01 1.01

Academic Skills Male 101 29.90 8.12 .80 -3.72 130 .00
Female 56 34.51 6.80 91

Social Competence Total Male 101 120.61 30.01 2.92 -3.20 129 .00
Female 56 135.42 25.63 3.43

Hostile-Irritable Male 101 51.82 20.22 2.01 -6.87 128 .00
Female 56 66.83 6.04 .80

Antisocial-Aggressive Male 101 39.60 12.60 1.21 -5.96 139 .00
Female 56 48.05 4.62 .62

Demanding-Disruptive Male 101 33.81 10.93 1.01 -6.33 147 .00
Female 56 41.80 4.71 .62

Antisocial Behavior in Total Male 101 125.3 43.51 4.30 -6.59 134 .00
Female 56 156.6 14.62 1.91

School Social Behavior Scale in Total Male 101 24591 69.21 6.81 -5.52 154 .00
Female 56 292.10 35.23 4.70

Table 3. Results of One-Way Analysis of Variance (ANOVA) Regarding Whether Internet and Game Addiction and
School Social Behavior Scores Differ by Gender.

Age Squares of Sum of Mean
Sub dimensions Groups N X SD Variances variances df squares F p
Internet Addiction 8 55 44.13 16.41 Between 5082.73 2 2541.3 591 .00
9 61 54.31 22.70 Groups 154 423.7
10 and 41 57.80 22.25 Within 65250.31 156
above groups
Total 157 51.61 21.26 Total 70333.12
Computer Games 8 55 41.61 19.62 Between 3254.20 2 1627.16 292 .05
Addiction 9 61 49.30 24.93 Groups 154
10 and 41 52.83 25.41 Within 83936.31 156 545.01
above groups
Total 157 47.54 23.64 Total 87190.55
Internet and Computer 8 55 85.82 34.63 Between 16455.90 2 8227.92 440 .01
Games Addiction in Total 9 61 103.63 47.70 Groups 154
10 and 41 110.64 46.72 Within 283449.71 156 1840.50
above groups
Total 157 99.25 43.81 Total 299905.73
Interpersonal Skills 8 55 53.71 12.60 Between 344.90 2 172.42 1.01 .33
9 61 54.23 12.73 Groups
10 and 41 57.24 12.21 Within groups ~ 24406.61 154 158.43
above Total 24751.52
Total 157 54.92 12.50 156
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Age Squares of Sum of Mean
Sub dimensions Groups N X SD Variances variances df squares F p
Self-Management Skills 8 55 39.80 877.31 Between 55.86 2 27.93 29 74
9 61 38.61 10.10 Groups
10 and 41 39.90 10.03 Within groups 14365.82 154 93.25
above 9.63 Total
Total 157 39.43 14421.74 156
Academic Skills 8 55 32.02 6.92 Between 49.82 2 24.93 .38 .68
9 61 30.81 Groups
10 and 41 32.03 Within groups 10026.13 154 65.14
above Total
Total 157 31.54 10075.21 156
Social Competence 8 55 125.62 27.01 Between 757.21 2 378.61 43 64
inTotal 9 61 123.83 Groups 133627.13 867.70
10 and 41 129.35 30.02 Within groups 134384.32 154
above 157 125.84 30.73 Total
Total 29.32 156
Hostile-Irritable 8 55 60.51 1.448.40 Between 1068.72 2 534.30 1.60 .19
9 61 56.32 18.23 Groups 325.32
10 and 41 54.03 21.69 Within groups 50084.10 154
above 57.10 18.18 Total
Total 157 51152.81 156
Self-Management Skills 8 55 39.80 877.31 Between 55.86 2 27.93 29 74
9 61 38.61 10.10 Groups
10 and 41 39.90 10.03 Within groups ~ 14365.82 154 93.25
above 9.63 Total
Total 157 39.43 14421.74 156
Academic Skills 8 55 32.02 6.92 Between 49.82 2 24.93 .38 .68
9 61 30.81 Groups
10 and 41 32.03 Within groups  10026.13 154 65.14
above Total
Total 157 31.54 10075.21 156
Social Competence 8 55 125.62 27.01 Between 757.21 2 378.61 43 64
inTotal 9 61 123.83 Groups 133627.13 867.70
10 and 41 129.35 30.02 Within groups 134384.32 154
above 157 125.84 30.73 Total
Total 29.32 156
Hostile-Irritable 8 55 60.51 1.448.40 Between 1068.72 2 534.30 1.60 .19
9 61 56.32 18.23 Groups 325.32
10 and 41 54.03 21.69 Within groups 50084.10 154
above 57.10 18.18 Total
Total 157 51152.81 156
Antisocial-Aggressive 8 55 44.32 9.71 Between 265.30 2 132.61 1.02 .32
9 61 41.90 11.10 Groups 126.30
10 and 41 41.21 13.03 Within groups ~ 19468.11 154
above 42.67 112.02 Total
Total 157 19723.50 156
Demanding-Disruptive 8 55 37.10 8.44 Between 19.43 2 9.71 .09 .90
9 61 36.63 9.96 Groups 101.10
10 and 41 36.23 11.92 Within groups 15573.30 154
above 36.74 9.91 Total
Total 157 15592.72 156
Antisocial Behavior in 8 55 142.02 32.23 Between 2837.82 2 1418.93 .90 31
Total 9 61 134.93 38.82 Groups 233559.10 1516.62
10 and 41 131.54 46.51 Within groups  236397.01 154
above Total
Total 157 136.56 38.94 156
School Social Behavior 8 55 267.68 50.03 Between 2381.53 2 1190.75 23 .76
Scales Total 9 61 258.81 65.42 Groups 622861.02 4044.58
10 and 41 260.84 75.91 Within groups 625242.54 154
above Total
Total 157 262.45 63.35 156
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highest average scores, no significant difference was found
between three age groups. In terms of the total scores of the
whole test, it was found that the mean score of the students
aged 10 or more (X = 110.64, ss = 46.72) was significantly
higher than the average score of the 8-year-old age group
(X = 85.82, sd = 34.63). This finding indicates that students
aged 10 and above show more internet and game addiction
compared to other age groups. Again, as presented in Table
3., the arithmetic averages of the school social behavior scale
scores do not significantly differ according to the age variable
(p <.05).

According to the results of the Pearson test presented in
Table 4, a moderately significant negative correlation was
found between the internet addiction scores and school social
behavior scale interpersonal skills sub-dimension (r = -. 54; p
<0.001); self-management sub-dimension (r = -. 59; p <0.001);
academic skills sub-dimension (r = -. 63; p <0.001) and total
school social competence sub-dimension (r = -. 60; p <0.001).
In the internet and game addiction scale, a highly significant
negative correlation was found between the students’ internet
addiction scores and their school social behavior scale hostile/
irritable behavior sub-dimension scores (r = -. 71; p <0.001),
demanding/ destructive behavior sub-dimension scores (r =
-. 67; p <0.001) and antisocial behavior sub-dimensions (r =
-.70; p <0.001). A moderately significant negative correlation
was found between the students’ internet addiction scores and
their antisocial / aggressive behavior sub-dimension scores (r
-.59; p <0.001).

There was a moderately significant negative correlation
between the Internet and Game Addiction Scale game
addiction scores and the School Social Behavior Scale
interpersonal skills sub-dimension (r = -. 58; p <0.001), self-
management sub-dimension (r = -. 62; p <0.001); academic
skills sub-dimension (r = -. 67; p <0.001). A highly significant
negative correlation was found between the subscales of social
competence and total social competence (r = -. 63; p <0.001).
There was a highly significant negative relationship between
the Internet and Game Addiction Scale game addiction scores

and the School Social Behavior Scale aggressive behavior
sub-dimension (r = -.73; p <0.001), anti-social / aggressive
behaviors sub-dimension (r = -. 69; p <0.001), demanding/
destructive behavior sub-dimension (r = -. 68; p <0.001), and
total antisocial behavior (r = -. 71; p <0.001).

While there was a moderately significant negative
correlation between the total scores of the Internet and Game
Addiction Scale and the interpersonal skills sub-dimension of
the school social behavior scale (r = -. 58; p <0.001); a highly
significant negative correlation was found between self-
management sub-dimension (r = -. 62; p <0.001), academic
skills sub-dimension (r = -.66; p <0.001) and the total school
social competence sub-dimension (r =-.63; p <0.001). While
there was a moderately significant negative correlation between
the total scores of the Internet and Game Addiction Scale
and the School Social Behavior Scale demanding/ destructive
behavior sub-dimension (r = -.69; p <0.001), a highly significant
negative correlation was found between hostile/irritable
behavior subscale (r = -. 74; p <0.001); anti-social / aggressive
behaviors sub-dimension (r = -. 70; p <0.001) and total
antisocial behavior (r = -. 72; p <0.001).

Discussion

The current study was carried out to compare the internet and
game addiction levels of gifted students and their school social
behaviors according to gender and age variables and examine
the relationship between the Internet and Game Addiction
Scale scores and School Social Behavior Scales scores. When
the data obtained in the study were analyzed, it was seen
that the internet and game addiction scores of male gifted
students were higher than those of female students in terms of
sub-dimensions and total scores. The findings of the current
study are consistent with those of earlier studies (Dogan, 2013;
Morahan-Martin and Schumacher, 2000; Ogurlu, Kahraman,
&Kayaalp, 2021; Usta, 2016; Wang, 2001). One reason for this
can be the difference between male and female brains. The
testosterone hormone in men helps increase skills in abstract
operations, spatial domains, science, mathematics, sports,

Table 4: Results of Pearson Test Analysis between Internet and Game Addiction Scale Scores and School Social Behavior Scale Scores.

School Social Behavior Scale Internet Addiction Computer Games Addiction Total

Subdimensions N r p r p r p

Interpersonal Skills 157 -.54%% .00 -.58%% .00 -.58%% .00
Self- Management Skills 157 -.59%* .00 -.62%% .00 -.62%* .00
Academic Skills 157 -.63%* .00 -.67 .00 -.66%* .00
Social Competence in Total 157 -.60%* .00 -.63%% .00 -.63% .00
Hostile-Irritable 157 -7 .00 =73 00 =74 .00
Antisocial-Aggressive 157 -.59%* .00 -.69** 00 -70%¢ .00
Demanding-Disruptive 157 -67* .00 -.68* .00 -.69** .00
Antisocial Behavior in Total 157 -70%* .00 -7 .00 =72 .00
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work and computer (Jensen, 2000; cite in Kaplan, 2005), which
may cause men to be interested in computers at an earlier
age. Another reason may also be that, culturally, it can be
easy for male students to reach computer, which is a cause for
increasing game addiction. On the other hand, Yavuz (2018)
observed that there was no significant difference between male
and female students in terms of internet addiction while game
addiction scores of male students were higher than female
students. This finding may be related to the age scope of the
sample. Another study in the literature evidenced that there
was not a significant relationship between gender and internet
and game addiction (Bayraktar, 2001).

In terms of school social behaviors, it was observed that the
female gifted students in the study achieved higher scores than
their male counterparts in the sub-dimensions and total scores.
It can be concluded based on this finding that the school social
adaptation of female gifted students is higher than that of male
students. It is of high importance for gifted girls to be approved
by their social environments (Davis&Rimm, 2004). Also, their
self-perceptions are shaped by the expectations of their parents,
teachers and peers (Bleeker &Jacobs, 2004; Eccles, 1994; Reis,
&Hebert, 2008). Often, female gifted students tend to hide
their potentials for the sake of social acceptance (Silverman,
1993). Based on these findings of the earlier studies in the
literature, it can be claimed that female gifted students attach
great importance to harmony with the social environment
and avoid any behavior that would endanger this harmony.
In the literature, there are studies that can confirm this claim,
showing that gifted girls outperform boys in social domains
(Eren, Omerelli Cete, Avcil, & Baykara, 2018; Sevgili Kogak
& Kan, 2019).

The findings of the current study showed that the
participants aged 10 and above received higher scores in
terms of the internet addiction sub-dimension and total scores
compared to the other two age groups, namely 8-year-olds
and 9-year-olds. In the game addiction sub-dimension, no
significant difference was observed in terms of age variable,
though the students aged 10 or above had the highest average.
This situation reveals that students in the age group 10 and
above are more addicted to the internet and games compared
to other age groups. There are many studies indicating that
internet and game addiction in children increases with age
(Kisa, 2018; Usta, 2016; Yavuz, 2018). One reason for this
situation can be that families intervene and restrict children
from using the internet and computers at an early age while
children enjoy more freedom and act more independently as
they grow older. Another reason why the gifted students aged
10 or above showed more internet and game addiction may
be that they may have entered the stage of preadolescence
and the level of perceived social support from the family may
have decreased (Kuru, 2018). The relevant literature suggests
that the psychological adaptation of the gifted is closely related
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to perceived social support from the family (Dengiz, 2014;
Kahriman, 2002; Rinn, Reynolds, &McQueen, 2011). On the
other hand, there are also studies that did not find a significant
difference between internet game addiction and age (Ha et al.
2007; Ozgiin, 2021).

In the current study, the students’ school social behaviors
did not show a significant difference according to the age
variable. Several scholars have also observed that students’
social skill scores do not differ according to the grade level.
These findings can be explained by the fact that the participant
students’ ages did not vary significantly (Ayhan Bostanci,
2020; Kisa, 2018).

A moderate negative correlation was found between
the computer addiction scale scores of gifted students and
their School Social Behavior Scales interpersonal skills sub-
dimension. A highly significant negative correlation was found
between the self-management sub-dimension, academic skills
sub-dimension and total social competence. Based on these
findings of the study, it can be concluded that as the internet
and game addiction scores of gifted children increase, their
interpersonal skills, self-management, academic skills and
social competencies, which are important components of
school social competence, weaken. Previous studies have also
found a negative relationship between computer addiction and
social skills (Ayhan Bostanci, 2020; Caplan, 2005; Celiker,
2020; Kisa, 2018), which can be caused by the fact that children
who already have problems with their social skills tend to use
the internet and play games more. Gifted children not only
think differently but also feel different (Silverman, 1993).
Therefore, gifted children are more affected compared to their
peers when they encounter negative attitudes. In that sense,
it is of great importance to create positive and supportive
environments where gifted children can feel comfortable and
express their feelings freely (Marland, 1972; cite in Webb,
Meckstroth, & Tolan, 1994). Students who have difficulties
in social skills use the internet and play computer games for
a number of reasons including spending time, socializing,
establishing relationships and staying away from negative
emotions, which, in turn, can result in depression (Gok, 2017;
Korkmaz, 2017; Serin, 2011).

While there was a moderately significant negative
correlation between internet and game addiction and the
demanding/ destructive behavior sub-dimension of the school
social behavior scale, a highly significant negative correlation
was found between hostile/irritable behaviors, antisocial /
aggressive behaviors and antisocial behavior sub-dimensions.
Based on these findings, it can be concluded that the increase
in internet/game addiction leads gifted children to develop and
demonstrate anger, hostile and aggressive behaviors and result
in a decrease in their empathic tendencies. Indeed, empathic
tendencies of gifted children are an effective variable in anger
control (Dogan, Ungiiren, &Algiir, 2010; Silverman, 1994). The
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relevant literature has documented that the IQ scores of gifted
children who do not receive the necessary social support and
emotional support from their environments decrease (Webb,
Meckstroth, &Tolan, 1994)and their motivation is negatively
affected in the process, which also increases their computer
and game addiction (Yavuz, 2018).

CoNcCLUSION

In conclusion, it was observed that the internet and game
addiction scores of the gifted boys in the study were higher
than those of girls in terms of sub-dimensions and total scores.
On the other hand, in terms of school social behaviors, the
findings showed that gifted girls achieved higher scores than
boys in terms of sub-dimensions and total scores. Additionally,
we also observed that gifted children aged 10 and over got
higher scores in terms of internet addiction sub-dimension
and total scores compared to those 8-year-olds and 9-year-
olds. Also, School social behavior did not show a significant
difference according to the age variable. As the internet and
game addiction scores of the gifted children increased, their
interpersonal skills, self-management, academic skills and
total social competencies, which are important components of
school social competence, weakened. On the other hand, it was
seen that the increase in the gifted children’s internet / game
addiction led to an increase in their demanding/destructive
behaviors, hostile/irritable behaviors, anti-social / aggressive
behaviors and antisocial behaviors. The findings of the current
study can inform and guide professionals working with gifted
children, teachers, researchers and families.

SUGGESTION

Based on the findings and implications of the current study,
it is recommended that future research can be conducted
on student groups who are diagnosed as gifted but have not
received any enrichment education. Also, a similar study
can be designed with gifted and non-gifted students. Mixed
methods research can also broaden our understanding of
gifted children. Finally, further research can be carried out to
assess the effectiveness of internet and game addiction training
programs/seminars that will be directed at gifted students and
their families.

LimiTATION

The current study also has some certain limitations. The first
and second limitation of the study is about the structure
and the method of its sample. When the limitation related
to the structure of the sample is handled, the study was
conducted with a group of gifted students who were provided
enrichment education and the teachers working with them
in the enrichment education programs which can affect the
results. Additionally the convenient sampling method used
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in the study reduces the generalizability of the findings. The
third limitation is that the internet and game addiction scale
scores in the study were based on the participant students’
own perceptions.
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