Yildiz Durak, H., Karaoglan Yilmaz, F. G., & Yilmaz, R. (2017). Examining the relationship
between digital game preferences and computational thinking skills. Contemporary
Educational Technology, 8(3), 359-369.

Dijital Oyun Tercihleri ile Bilgi Islemsel Diisiinme Becerileri Arasindaki Iliskinin
Incelenmesi

Bu arastirmanin amaci, orta Ogretim Ogrencileri arasindaki bilgi islemsel diisiinme
becerilerinin, oynadiklar1 dijital oyunlarin tiiriine gore farklilik gosterip gostermedigini
belirlemektir. Aragtirmanin Katilimcilarini, 2016-2017 6gretim yilinda 5., 6., 7. ve 8. siflarda
202 ortaokul 6grencisi olusturmustur. Bu arastirmada iligkisel tarama yontemi kullanilmastir.
Ayrica, veriler Gi¢ farkli veri toplama araci kullanilarak elde edilmistir. Bunlar; kisisel bilgi
formu, bilgisayarca diisiinme becerileri 6lgegi ve dijital araglar ile oynanan oyunlarin tiiriinii
belirlemek igin kullanilan ankettir. Sonuglar 6grencilerin 6lgek geneli ortalamasina gore diger
alt 6lceklerden daha yiiksek puan aldigini, elestirel diisiinme alt 6lgegindeki puanlarin ise en
diisiik oldugunu gdstermistir. Ogrencilerin en sik oynadig1 oyun kategorisinin giyinmek /
makyaj oyunlari oldugu tespit edilmistir.
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Examining the Relationship between Digital Game Preferences and Computational
Thinking Skills

The purpose of this study is to identify whether computational thinking skills among secondary
school students differ depending on the type of digital games they play. The participants of this
study were 202 secondary school students at 5th, 6th, 7th and 8th grades during 2016-2017
academic year. Correlational survey method was used during this study. Furthermore, there
were three different data collection instruments used. The first one was “Personal Information
Form”. The second one was “Computational Thinking Skills Scale” and the third data collection
instrument was “Questionnaire for Type of Games Played with Digital Tools”. Results
indicated that students scored higher compared to other sub-scales while their scores from the
critical thinking sub-scale was the lowest. The most frequently played game category of the
students was found to be dress up/make-up games.
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