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Chzet

Internet kafelerin ortaya gikmasi, Tirkiye'de ve ditnvada Internet erisiminin nofusun
gogu igin hild bir Hiks olduguny gosteriyor. Bu anlamda Internet kafeler, bu kafeler disinda
[nternet erigimi olanlar ve elmayanlar arasindaki bilgiye erigim uguromunu kapatmak gibi bir
potansiyele sahip. Internet kafeler disik sosyo-ekonomik statisd olanlann bilgi toplumundan
dhglanmasim  Gnleme kapasitesine sahipler. Bunun gerceklesmesi icinse, Internet Kafe
kullamicilanmn bu kafelenn bu yénde kullanilabileceklerinin farkinda olmalan gerckivor,

Bu ¢aligma [stanbul’deki Intermet kafe kullamicilann Internet kafelerin bilgive erigim
amagl kullamlabileceklerinin farkinda olup olmadifim Sgrenmek igin vilrbllmekiedir,
Calisma, Istanbul'da Internet kafelerin, kahvehaneler gibi bir sosval mekn olarak mu yoksa
bilgi toplumuna erigimi saglayan bir sibermekan olarak mu alplanip kullamldig sorulanna
cevap arivor,

Bu sorular yanmlamak Ozere bu ¢aligma kapsamunda Istanbul'daki Intemet kafe
lullarmueidanmn demografik bilgilerini, nasil ve neden Intermet kafelere peldiklerini Ggrenmel
bzere bir anket ¢absmasi ve derinlemesine pdriigmelere bagvuruluyor. Her iki alan
aragtirmasindan elde edilen bulgular da S5PS 7.0 Windows paket programi ve kalitatif analizler
kullanilarak degerlendirilivor.



Abstract

The emergence of Internet Cafés in the world shows that Internet access {s still a hugury
for most of the population in Turkey and in the world. Intemet Cafés closes the gap between
those who can afford and those who cannot afford Internet access. The Internet Cafés have the
capacity to prevent exclusion from the information society for those with low socic-economic
status. However, for this to happen, the Internet Calg users have o be aware of the potential
uwse of the Internet Cafés,

This study is camed out to find out the awareness of the Internet Café users in [stanbul
about the potential of the Internet Cafés, and to detect whether Internet Cafés is used as a social
space (much like Kahvehames) or as cyberspaces by the Internet Café users in Istanbul.

As a part of my study [ conducted a fisld research consisting of a questionnaire and in-
depth interviews to collect demographic data about the Internet Café users and assess how and
why the users visit the Internet Cafés. The data and interviews are then analyzed using SSPS
L0 for Windows packer program and qualitative analvsis,



Preface

Intemet Cafés arc public spaces where one can have access to Intemnet by
paying by the hour. A public space, which iz open 1o all members of a society

allows the exchange of ideas and feelings in a Iliberated atmosphere.

Cyberspace is a virtual environment that allows ome to perform his everyday
tasks, work and commumication. “Cyberspace is the “place’ where a telephone
conversation appears to occur. Not inside your actual phone... Not inside the other
person’s phone.., The place between the phones. The indefinite place out there,
where the two of you, two human beings, actually meet and communicate. ..
Alihough it is not exactly ‘real’, ‘cyberspace’ is a genuine place. Things happen
there that have very genuine consequences. This *place’ 1s not ‘real’, but it is
serious, it is earnest.” '. Cyberspace, thus, enables activitics and communication,
which are physical in a non-physical space. There are several approaches to
cyberspace. One argucs that it is a hallucinatory space: In The Cybercultures

Reader Michael Benedikt, a completely different universe.

Cyberspace is & umiverse created and susiained by ihe world's  compuiers i
communication lnes, Tt is & world in which the global traffic of knowledge, secrets,
measurements, indicators, enterfainments, and alter-homan agency takes on form: sights,
sounds, presences never scen on the surface of the sarth blossoming in & vast electronic

hight .
Thus, for Benedikt, cyberspace is merely virtual and only exisis in a common

mental geography. Barlow, on the other hand, presents eyberspace more as a

. Bruce, Sterling (1992). The Hocker Crackdown,. A Bantam Spectra Book, USA. p: xi-xii
* Benedikt, Michael (2000). “Cyberspace : First Steps” from The Cyberculturar Reader, ed,
by David Bell. Routledge, London Book, pp: 29-44

—-—




Preface

Internet Cafés are public spaces where one can have access to Intemet by
paying by the hour. A public space, which 1s open in all members of a society

allows the exchange of ideas and feelings in a liberated atrnosphere.

Cyberspace is a virtual environment that allows one to perform his everyday
tasks, work and communication. “Cyberspace is the “place’ where a telephone
conversation appears to oceur. Not inside your actual phone... Not inside the other
person’s phons... The place between the phones. The indefinite place out there,
where the two of you, two human beings, actually meet and communicate...
Although it is not exactly “real”, “cyberspace’ is a genuine place. Things happen
there that have very genuine consequences. This ‘place’ is not ‘real’, but it is
seripus, it is camest.™ . Cyberspace, thus, enables activities and communication,
which are physical in # non-physical space. There are several approaches to
cyberspace. One argucs that it is a hallucinatory space: In The Cyberculiures

Reader Michael Benedikt, a completely different universe.

Cyberspace is @ universe crested and sustained by the world's computers and
communication lines. Tt is a world in which the global traffic of knowledge, secrets,
measnrements, indicators, enterainments, and alter-hunsan sgency tekes on form: sights,
sounds, presences never seen o0 the surface of the emth blosseming i o vast electronic

fight .
Thus, for Benedikt, cyberspace is merely virtual and only cxists m a common

mental peography. Barlow, on the other hand, presents cyberspace more as &

. Bruce, Sterling (1992). The Hacker Crockdown A Bantam Spectra Book, USA. po xd-xii
: Benedike, Michacl (2000). “Cyberspace : First Steps” from The Cyberculurss Reader, ed.
by David Bell. Routledge, London Book. pp! 29-44

-




physical space that meets the demands of its consumers: freedom of speech and

act through bits:

You are terrified of your own children, since they are natives in # world whare vou will
always be immigrants. Becanse you fear them, you entrest your buresucracies with the
parental responsibilities you are too cowardly 1o confronl yourselves. In our world, all the
sentiments &nd expressions of humanity, from the debasing to the angelic, are parts of a
scamless whole, the global conversation of bits. We cannot separste the air that chokes
from the air upon which wings beat.... Your increasingly ohsolete formation industries
would perpetuate themselves by proposing laws, in America and elsewhere, that claim to
own specch itsell throughout the world. These laws would declare idess to be another
industrial produoct, no more noble thin pig ron. In owr world, whatever the human mind
may ¢reate oan be reproduced and distributed infinitely &t no cost The global conveyance
of thought no lenger requires your factories to accomplish *.

For Barlow cyberspace is physical. It exists in bits but it is “the glohal
conversation of bits reproduced and distributed infinitely at no cost” to enable free
speech, communication and exchange of ideas all meet in a new space —
cyberspace or non-space. —

In this study, when ¢yberspace is mentioned, it will ihean non-space
meaning most activities performed in physical space are to be done in cyberspace.
The prefix “non” does not mean that it is a non-existent hallueinatory space. Tt
rather shows the degree of adaptation to the quunrmati::+r||"T.1:4:hﬂm:|lng:,r and
tyberspace - its isolating and individualistic ei‘l’mtal on users, whereas space will
signify & public space where real commmunities (friends, corporate and educational
bodies) meet for a social activity. Mare Augé describes as the "non-place”. Augs,
a social scientist in Paris, describes in his book Mon-Places - Infroduction 1o an
Anthropology of Super-modernity, the placeless environments that modemn man

finds themselves within; the airport lounge, the shopping centre, the ¢ar, in front

Barlow, John Perry {1996). “Declaration of the Independence of Cyberspace”. Availahle:

[ hm:#nmv.ﬂ[.gm&ha:ﬁy@hrﬂhn—memb accessed on May 23, 2003,

10
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of a TV or computer. He describes them as “space without place™, where a form
of psychological, if not physical, solitude cxists. Non-spaces are charactenised by
him as, "spaces which are not of themselves anthropological (the family, private
life)", but in which "the public communicates wordlessly, through gesture™ with
what he calls "an absiract, immediated commerce; a world thus surrendered to
solitary individuality"®. Augé gives an ATM, an information kiosk or ticketing
machine as examples of non-space where one is not in contact with other human
beings except accidemtally. Thus, they exist as transient stops in the flow of
movement In our everyday lives.

Along with these definitions, the Internet Café comes close to a non-space
where one can quickly check e-mails, get information on something, make a quick
reservation almost without human contact besides the café owner. Since
evberspace is also a space where one enters via computer and where socialisation
is restricted, it is also a non-space. By providing access to cyberspace, Internet
Cafés create a strong isolating non-space effect

However, this isolating effect of non-4pace i.‘g valid only when the Internet
Cafés in developed countries are considered. In the Middle East, Africa and Asia,
lnternet Cafés are frequented with friends. The amount of time spent in an Internet
Café mereases when Asian developing countries, such as Turkey, China, and
Korea, Internet Cafés are taken into _uqlﬂn.mL In developed couniries, such as

America and European countries, they are used more as transient stops for access

to cyberspace. They are places where leisure time 15 spent if the country is less

Mlarc Augé, Wom-ploces; Introduction fo ar Artheopolegy of Supermodermie, tmns by Foha
Howe Verso Booke, London, 1955, pp: 25, T8,



developed. The Intemet Café loses its isolating and isolated non-space aspect and
becomes a social space for entertainment and sociability.

In this study, the Internet Cafés in [stanbul are to be analysed through field
research. A guestionnaire was designed to describe how and to what extent their
socio-economic and demographic background of the Internet Café users in
Istanbul affect their behaviour in Intemet Cafié. In addition, thers are questions
that are asked o extract to what extent the Internet Calé represents a social space
and to what extenl it refers to non-space or cyberspace meaning a punctuation in
the flow of information and movement of everyday lives of Internet Café users
living in Istanbul. Shortly, by focussing on the behaviour of customers in the
Internet Cafés, the researcher will fry to understand and analyse the new type of
sociability in Intermnet Cafés and the place of Intemet Cafés as an extension of the

users’ everyday lives.

12




' Tt is ool a coincidence that the department of Visual Commumnication
at Tstanbul Bilgi University was opened in 1936 when first Internet Cafe
:n Tstanbul. Both the newly emerging public space — Internel Café,
| this department at {stanbul Bilgi University — Visual Communication Design
came about due to a greal demand for visual communication via graphical
 {nterface such lacking in Turkey. Their emphasis, since then, has becn and from
- now on, will be on the increase in the number of Internet nsers since the Internst
'I' perceived to be the communication medium of 21" century. Therefore,
‘considering that there will also be a greater need for producers of visual culture
Ahe department of Visual Communication Design started to educate many talented
designers who are capable of designing the future of visual communication in
Turkey — the Intemst for many consumers, most of who connect to the Internet in
Intemet Cafés.

In addition to the designing of the Internet, the department of Visual
Communication Design also educates graphical designers who work in the field of
entertainment technology. In this study, it is assumed that most Internet Cafeé
customers use Internet Cafés for game and sociability, in other words, for
enterininment. The graphic designer specifically is to create these online personas
~ avatars in compuler games, which are now designed by students of Visnal
Communication Design.

Computer games have permeated into the everyday lives of especially the
young generation. Many youngsters spend endless hours in Internet Cafés with

their friends. Most of these popular computer games are known worldwide. Yet

13




having foreseen the significance of this entertainment technology and the need for

gvatars for new discoveries of one’s gelf as well as relaxation through

",l.'c']]tﬂ[mil'ﬂ'ﬂﬁnt. the department of Visual Communication Design aims to bring out

ihe talents who will be the first educated producers of computer graphics and
entertainment technology in Turkey, This study afms at examining widely used
access points — Internet Cafiés to this unexplored territory called cyberspace in the
Drigital Age.

“Social scientists now regularly talk of a new, emerging digital age, an
information socicty, or a network society. Such a transition is widely believed to
be & new industrial revolution, a socictal, technological, and economie shift across
capitalist civilisation of similar magnitude fo the industrial revolution through
which every aspect of society is transformed” ". For example, with the
strengthening of the Digital Age, due to increased mobility and information
exchange, formerly dominant cultural and social spaces, such as Kahvehanes,

_ Atari and Pool Saloons and cafés in Turkey are being replaced by Internet Cafés,
cyber booths and other public kiosks. They are either visited by those local
tesidents who don't have access to the Internet at home or those who are in need
of quick access to their e-mail on the way to somewhere. Social spaces of other
types, such as Kahvehanas, are directly challenged, and yet are responding to this
challenge in different ways. Some Kahvehones are dividing the space into two.

One part is being used as a regular Kahvehare, whereas, the other part is used as

Cadwell, John Thomten. Theories of the New Media: A Historical Perspective.
Continvum Internationzl Publishing Crroup, ppoi3-14.

14
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an Internet Café, such as Dilgah in Rumelihisar(istd and Kagakpay in Taksim. In
addition, some Internet Cafés in Feneryolu and Rumelihiariisifl have prigectors for
the screenings of football games. This study explores the ways how, and the
reasons why urbanites recreating Tstanbul use Intemet CalEs, their practice and
creation of space and how the Internet Café owners respond to the challenges of a
network socicty in need of them.

The Internct Cafés in Istanbul are not passive backgrounds to different
socio-economic groups or individuals but instcad actively inform and reflect
them. The Internet Café users described in this study are not going with the flow
of the socioc-economic change but are actively responding to the effects of urban
life such as speed, mobility, and constant change of images through computer
games. The users are relating and adjusting them to their needs. This 1s achieved
by constant manipulation and re-definition of urban spaces such as Internet Cafés,
Kahvehanes, and cafés.

Today, many individuals living in lstanbul ere adapting initially
designated non-spaces — the Internet Cafés in quite different ways and
reconfiguring them for their own interests, creating new types of gocial spaces of
Internet Cafés. There is a similarity between the old generations’ social spaces
such as Kahvehaner and the new generations’ mostly social and partially private
spaces such as the Tnternet Cafés.

In summary, ud:m investigating the Internet Cafés as new social spaces
(first Tnternet Cafés were edtablished in Turkey in 1996 where as the first Internct

Café in the world was founded in 1996), there will be references to Kahvehanes

15



since, in addition to a social need of Internet access, the Internet Cafés also

F:gpund 10 a cultural need of sociability and entertzinment.
1. Methodology

This study reports the observations and survey results camried out in
Internet Cafés in Tstanbul with an analysis of the spatial expressions of the
cuﬂnm:mﬂiﬂdiﬁd&dhﬂﬂﬁmaincm;nemmeﬁntchaptﬂgweﬁahﬁcf
munmwﬂfm:dwelummtnflhelnm:limhcmﬂdﬂm in Turkey as well as
a brief account of the emergence of Internet Cafés. The second chapter explains
the methodology used to find out the socio-spatial expressions and the conduction
of this study. The third chapter consists of all the gtatistical findings and analysis
of the study. The specific behaviour of the Internet Café customers are analysed -
in order 1o connect their interests and behaviour to the space they dynamically
form and manipulate according to their needs and inferests. The purpose will be to
find out the on-going interaction between the customers and this new form of
public space.

In order to accomplish this target. as well as a guestionnaire of 42 items,
fhe researcher conducted interviews with the respondents of the Internet Cafés to
verify their responses to the questionnaire. Participant observation enriched my
comprehension of how the Internet Cafés are used. 1 spent time in most of the
Internet Cafés, cither alone or in the company of friends, taking notes and
photographs of individual's interactions within the space to make a documentation

of the physical space.

16




My own position — both as a research assistant and as a female —

' sometimes teceived undue attention and respect, and at other times caused
} umeasiness. It was sometimes beneficial that most of the customers were educated
and male and they responded to me with respect. However, | had to face rude

behaviour and sometimes hostility in cerlain areas, especially in more

. conservative neighbourhoods, simply because of being a female visiting a male-

¥ dominated public space in the peripherics such as Fatih and Umraniye.
As much as 1 was initially interested in irying to examine how all types of
L-": customers transform and are transformed in the Intemnct Cafés, 1 ended up
: focussing on the spatial expressions of especially low and middle class young men
in their early twenties. They constituted the main body of customers
(approximately 90%). A further research can be made on the practices of domestic
use of the Internet in the upper class neighbourhoods. Similarly, # future research

may include the Internct Cafés throughout Turkey.

In my research, 1 chose to focus on Internet Cafés as public spaces of
Jeisure and consumption only in ten diffierent neighbourhoods of [stanbul and
there is a wide range of arcas that arc left out The reasons why these
neighbourhoods were chosen will be explained in further detail in Chapter IL
Methodology. T believe that this study might have been more comprehensive were
I to examine the Kahvehanes as public spaces in as much detail as I did with
Internet Cafés. The purpose of focusing on the Internct Café was to examine a
new establishment, which has not existed for centuries like a Katvehane did but
which still are very much mﬂuanm:d by the Kafvehane tradition. Clients are

different but they nevertheless exemplify the Kahvehane customers in most of the

Iy



gpaces that 1 covered. In summary, though the Internet Cafés are new forms of
public spaces, their resemblance to many other youth-oriented and traditional
spaces such as Atari Saloons and/or Kahvehanes is quite unique. A more
comprehensive examination of Kahvehanes® gradual disappearance and Inlernet

Cafits fast emergence would make a fascinating contribution to this study.
p Literature Review

In order to undersiand the role of Internet Calé, it was first necessary to
explore the history of the Intemet in Turkey and in the world, Manuel Castells,
and Perry Barlowe provided meaningful information on the history and meaning
of the Internet and its socio-economic impacts on individuals. In essence, | needed
to examine more in-depth not only how the Intemet cvolved from early
ARPANET (the first intranet that connected first, military organisations and then,
universities to each other in the .5 A) to the Internet but also how and why the
Internet Cafés came into existence. What 1s the nature of an Internet Café? How
does the Western division of "public” vs. "private” and ultimately non-space
categorisation applies to an Internet Café’s reality in Istanbul? In order to
understand this, 1 went back to the definitions of “non space” and used Marc
Angé's book on non-space as a point of departure. However, since the Internet
Cafés are quite a new ph:m:-m my main sources of information about the
history and the usc of the Internet Cafés were data available on the Internet and
the virtual correspondence that 1 held with the Internet Café owners throughout

the world. Yet again, were I to have more literary resources on Internet Cafiés, this



study would be much more comprehensive and theoretically substantial and there
wiould be more text analysis.
i Still, I believe that since there has not been enough study focusing on
Iniemet Café and its use in Istanbul in particular, and in Turkey in general, my
small step would hopefully be one of the initiations in this neglected sociological
field — the Intemet sociology in Turkey. This is a particular study comparing the
financial and educational background of the customers and their behaviour in
Internet Cafés to understand what role the Internct Cafés play in the lives of
Internet Café visitors. How much are they aware of the wide potential use of the
Internct? How does the use of Internet Café vary according to income levels in
different areas of Istanbul? How do the customers use their leisure time? Is it
being used more for socialisation, for playing games, or in a private pursuit of the
virtual world and reality?

1 believe that the results of the survey will show the role and effectiveness
of the Internet Café users in Istanbul in their everyday life. Since the use of the
Internet is increasing rapidly in Turkey, it is grucial to evaluate the Internet
customers’ approach to Internet use and therc are some guestions that are
specifically designed to understand notsbly to what extent the customers use
Tnternet Cafis as public kiosks for Internet access. Are they aware of the potential
use of Internet Café as another significent space for communication in the global
framework of Digital Divide and virtual reality? 1 imtend my thesis to be helpful to
the understanding of such terms and their respective meaning for Turkey.

Briefly, Digital Divide — the gap between the users who can and cannot

afford Internet hosting — increased dramatically over the years and prepared the
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ground for a major problem called the Digital Divide, Although the number of
[Internet hosting per 1000 ndividuals has increased gradually, the speed of this
}ijreaﬁe has been quite differently in different continents. “Thus, while the
- penetration ratio between Africa and MNorthermn America was 267 in 1997, it has
increased to 540 in 2000 which shows that Afiica now is much beyond MNorthem
America " °. In order to prevent this divide among different continents, the
Grovernments have constanily tried to Increase the number of hosting per 1000
individuals by founding public spaces for Internet access, which are usually much

cheaper than individual Internet accounts,

Table TV.1. Internet hosting per 1000 individuals !

r] 1641 liss.68
The Pacific 26,81 34,76 381 5916
urope .19 0,45 13,41 o022
Southern America .45 (91 67 ar
tah . 53 0,87 tja 1.96
frica b7 .21 B 031

In many countries, the foundation of Internet Cafiés has been supported by
the Clovernments to prevent Digital Divide. At the beginning of 1996, Internet

Cafés emerged as public kiosks in the world (and synchronously in Turkey) for

Ugkan, Oeglir, (2003). E-Devier, E-Demokrasi ve Tirkive: Kamu Yonetiminin Yemiden
Yopalapmas: igin Strateji ve Politikatar —I Literatilr Yaymnlan, lstanbal, p58.
Available online : [wow_netsitzer.com] accessed on May 17, 2003
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Chapter L The Internet and Internet Cafés: An Overview

1 Brief Overview of the Internet

It is argned that the Infemnet has a potential to cross the boundarics of
public communication that will enrich participation and democracy in the public
sphere. It mot only has an effect on a country’s traditional network of social
communication and imteraction but also on the personal lifestyles of urbanites. Tt
has a powerful effect on the everyday life of users because it increases mobility,
speed, and perhaps productivity in all kinds of networks embedded in a city
whether it be cultural, social, financial, political or personal.

As argued by Manuel Castells, the acknowledged Internet theoretician,
“the historical record of technological revolutions, shows that they are all
characterizsed by their pervasiveness, that is by their penetration of all domains of
human activity, not as exogenous source of impact™ !, It can be stated that within
any public sphere in the West, almost each and every activity is supported by
Information Technology: from travelling to communication, from production to
consumption of commedities, to entertainment and providing zillions of services,
the Internet is, by far the most time and cost-efficient device thal helps the
emergence of many cultural institutions, new political and social organisations,
giant corporations in the global markets, as well as private investments and

entities.

Castells, Mannel (2000}, The Rise of the Nenwork Socief, Volume 1, Blackwell Publishers, LSA,
pp: Mk31



However, in order for the Internet to become an integral part of all aspects
| fthe lives of individuals, there has to be a higher degree of sophistication among
:'ﬂfli! Intermet users as well as a well-cstablished and widespread infrastructure.
Where there is not enough computer literacy and technical equipment made
a\mﬂuhltiﬂammw,mwheuﬂlueismmmndism‘buﬁmﬂfmmﬂm
Internet, the phenomenon called Digital Divide occurs. Today mast developing
nﬂlmﬂ‘iﬁﬂsu:hHTin:kﬂyhawm:up:upﬁﬂhDigimIMﬂ,

| lu'l:hﬂﬁ:mhﬂ-nkﬂfhislrﬂﬂgrﬁallﬂdfﬁeﬂﬂaquﬁﬂamwkﬁﬂdem
Manuel Castells states that an informational network links this new form of
society. He points out to “[digital divide that is] the accelemting pace of
innovation and application, and the processes of globalisation that have
margi:mﬁzndandmummmakemdmuhnlﬁhniemumwandhdiﬁduﬂh
excluded from informational networks” . Digital Divide, in fact, is a problematic
tmmmehmmm:ﬂdummtmfatmmelymmmmﬁmlmﬂmhﬂmmﬂ
developed and developing countries in terms of providing public access or
personal computers. It also chows (he socio-economical and educational
inequalities between the developed and developing countries in the Digital Age
founded on ‘informational networks’. Yet, to understand how Digital Divide
became @ crucial issue in international, national, political, cultural and socio-
economical scenes, one has 1o have a look at the historical evolution of the digital
world from ARPANET to the Internet.

The ARPANET was the harbinger of the Internet and *the network

society”. It was an invention of scientists and scholars from elite universities and

Touraine, Alain; Lyon, David; Cathoun Craig, “Porum™ Fom Promethess 03 : Firing the Mfind ,
Promethens Poblishing Limited, England, , p:27.
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centres to establish a military communication network in the ULS.A in the
4 v 1960s. “The creation and development of the Internet resulted from a unique
lilending of military strategy, big science co-operations as well as technological
. hip in the last three decades of the twentieth century” ', Tt needed
ensive expertise to use the computer, and the price of this technology was not
"‘ rdable by the middle-class. Thus, to use the ARPANET one had to have
. certain qualifications such as an adequate level of income, education and
1.:.;:Fe1115l: This technology was not something that the public might easily have
:f_fi;ﬁimtn. Tt was in the hands of the clite.
In 1979, three students at Duke University and the University of North
‘Carolina in the United States, not included in ARPANET project, created a
-modified version of UNIX protocol, which made it possible to link up computers
‘over regular telephone line. They used it to start an on-ling forum for computer
discussion among top universitics of the United States. Connection through
ATET (the telephone, Internet service provider) became much cheaper over the
years. AT&T pradually linked all the US states with each other and thus made the
whole territory accessible. The socio-economic obstacle in the diffusion of the
[nternet was partially resolved since the technology and the network service werc
getting cheaper and more widespread. However, without computer literacy or
even expertise, the use of this technology was still difficult if not impossible.
One of the key developments that made the Internet casicr to access by the
large public was the invention of the World Wide Web (www) in 1990, In 1993

the emergence of a graphical interface by Web Browsers such as Netscape

/ - Castells, Menuel (2000). The Rise of the Network Sociery, Volume 1, Blackwell Publishers, USA
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Briefly, providing cheap and well-established infrastructure with AT&T
links, making the computer use easier and friendly helped the spread of the

r-mediated communication. Gradually, the technological innovations and

 interests and affinities.
N
i Even today, the number of personal computers is far from being evenly

distributed anywhere in the world. Telecommunication infrastructure and
opportunities for good education have developed unevenly throughout the world.
Today, although the total number of Internet users are approximately estimated at
605.6 million, “more than 80% of the world's population has never heard a dial
tone, let alone sent an e-mail or down-loaded information from the web™ ''. Thus,
the Internet is still the privilege of & few living in industrialised countries, *Nearly
90) percentage of all Internet users are [located] in developed countries, with the

United States and Canada alone accounting for 57 percent of the total. In contrast,

L1
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[nternet users in Africa and the Middle East, together aceount for enly 1 percent
_f the global Tntemet users” '*. The statistics above include both public and
private: access {0 the Tnternet for developing in the same line with developed
countries. The abyss in the numbers, in other words the Digital Divide, influences
gthier aspecis of these countries including their socio-economic situation,
cducational quality, cultural behaviour, or cultural perceptions about everyday

life.

2. Short History of the Internet in Turkey

Today, since Internet use and its overall distribution in the world have
become vitally important for financial and political reasons, there are numerous
weh companies who constantly provide data on the Internet about the Internet use.
According to one of them called NUA, “The overall ratio of Internet users 18
aboul B.5% of the world population” . However, this percentage drops
drastically in the developing countries. According to MNUA's estimates,
“approximately 600,000 individuals in Turkey were Internet users in May 1997,
In May 2000, this number increased to two million™ "*. However, “when
compared to Turkey’s population of 67,8444.903, as the census of 23 September
2000, the ratio to the total population i still 19" ', 1t is not erroneous to say that

Turkey is one of the least advanced countries in terms of access to the Internet,

1z

eroqmulisiatiptics. hio aecessed on (Jotober

(5]
18

Availahle antine: [hitnwew nua lefsuryeyahos many_ankine] accessed on October 23, 2002
B3 Research, Available online: [hifps/fewe baesearch com] meeesged on February 27, 2002
Republic of Turkey, Prime hMinistry, Statc Instinde of Smtistics (SE5), Avaiable online

Hlh g i=. g, him] accessed oo February 27, 2002
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;.-; On the other hand, the number of individuals who use computers is
b

-EE' : :m g day by day. The Intemet users in 2000 were morc than three times the
E 0 h it 1997, According to a study by ProCon GYK, it is claimed “Internet use in
 major cities of Turkey increased to 19 %™ '°. The increase in this ratio depends on
Turkish PTT (Post, Telegraph and Telephones) investments “1% of GNP per
* annum to develop an advanced communication network since 1985 [to provide] a
universal geographic service for Internet users in Turkey”™ '"_ On the other hand,
PTT being the only service provider, this situation, facts, etc. tend to severcly
reduce the number of Intemet users because ™ the price of key telecom services is
significantly above that of trading partners, reducing intemational competitiveness
and also Turkey's position in direct foreign investment [and as a result of] the lack
of competitive pressure PTT has reduced operational and investment efficiency™
% The limiting of consumer choice of access to the Internet slowed Turkey's
progressive integration to the OECD (Organisation for Economic Co-operation
and Development) countries. Yet, it is also argued that although privatisation will
decrease the prices paid for Intemet access and increase the quality of service. D,
Haul Geray (who evaluates Turkey’s situation among other OECD countries in
his book called ferisim ve Teknolofi: Ulusal Birikim Dizeninde Yeni Medya
Politikalari) argues that although Turkey is below the average in regard to the
guality of Internet services, it is nevertheless much better than some developing

OECD countries that have privatised their telecommunication services ™

=

s
Lk}

Avallsble: [aip:twww procmgfic com), acceused on February 27, 20402.

Oppenbieim, Jeremy, (1993.) Tarkey: drgformatics and Economic Modernization, The World Bonk,
Weshington, D.C., pwiv,
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ihid.

Geruy, Haluk. Metigim ve Toknolojl: Ulieal Birikim Dhizeninde Yeni Medva Politikalar:
pp: 1 9R-2 110,
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However, this does not change the fact that “compared to the historical evolution
of Intemet service in the United States, Turkey is at the very initial stages of

becoming a part of the global information snciety”’: perhaps, Turkey's situation is

like that of the 1.S.A in the period when AT&T prices were not affordable for the
most 2 This hinders the diffusion of Internet use in Turkey into all types of
networks.

In addition, amurdingLnﬂncwtl:ud,ﬂm[ulcrnﬂhﬂa recently begun to be
made available to students in high schools and in the universities, Thiz delay in
giving computer and Internet literacy o the young generation makes it harder for
Turkey to upgrade its informational system in the ever rapidly changing computer
mhmhgjrhmmuam:ynuugganmmmmmﬂﬂybemm:mnfﬂn
potmﬁa!nfﬂmhﬂmjﬂtmldwtmlitmnﬂﬁ'erfh:m.]nﬂmmwch
conducted by PreCon GfK, it has been found that “among the 18-24 age group,
the wealthier and betier-educated population, consisting mostly of males, are the
largest body of Internet users™ ™.

As a vesull, the Tnternet's pofential, as a more effective form of
communication and as a cultural, social, financial and political network, has not
diffused inte Turkish culture yet. There are many socio-economical and
educational obstacles to be overcome before Turkey becomes a member of the
Network Society (See Table 1), The Digital Divide is not only apparent when
Turkey is compared o other countries in the world but also between different

regions of the same city, Istanbul in this case.

s bl
- Available onkine: [hitpeiiwww, prosengfl com] scoessed on 23 Movember, 2007,
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in the global frame of the Network Society, Turkey is at a disadvantageous
#ﬁauun According to the declarations of Behget Envarh in a confercnce called
:I-;%_:jgﬁuwltdgﬂ Economy and Turkey”, Turkey has been situated far behind the list
.;f-mLmines that use Information technology in their assessment to knowledge
' Eﬁ;‘:ﬁnr:rmy- As a developing country, Turkey s,
™

s 29" smong 49 countries using this technology in respect o

technological infrastructure, the number of qualified computer
| engineers and workers in the field of Information Technology,
computer, and Internst literacy, (The technology psed is old and

Internet connection is too slow).

s 28" among 49 countries using this technology in respect to export and
internal investment in Information Technology.

o 44" among 49 countries using this technology in respect to the number
of Internct users, the legal framework of data-confidentiality,
investment of Telecommunication companies and Internet hosting per
1000 individuals.

Briefly, Turkey is 13" among those countries that use Information
Technology, which shows that il cannot compete with the developed and other
developing countnes =,

Provided that these expectations are fulfilled, Turkev can reach out for

virtual embodiment, ‘which means using the Internct as an extension of all the

Envarly, Behget (bay 10, 2003 ). “Enowledge Economy and Turkey” Conference realised
in Bilgi University in Istanbul a5 a part of the Enowledae Assessment Program of the
World Bank.
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socip-economical, communicative and political activities performed in the

physical world.

3. Internet Cafés: the World Experience

Due o urban mobility the number of individuals dependent on e-mail

increased. Intemnet created a demand for public access to the Intemet for a charge
since not everyone had personal access 10 computers. As a conseédquence, some
locations for public access to the Internet started to develop in the restaurants,
coffee shops, copy centres, public libraries, bookstores, at airport terminals and

other favourite attraction places.

Internet Users Across The World In 2002
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The first Internet Café in the world named Cyberia was established in
London in 1994, to introduce Internet access to the peneral public, break down the
gender barriers in computing and provide friendly advice through its network of
cyber cafés. A year later with the introduction of Cyberia Corporate Services,
there was “a new addition o the business offering a combination of Internet
training, Internet consultancy and specialist business events space degigned to
cater for web site launches, corporate hospitality and other functions™ *, In a very
short time after the opening of the first Internet Caf¥, these new places became
wery popular in other European cities, mostly in the capitals. In addition, most
popular ones mhasﬂyberiainﬁmﬂﬂﬁtﬁiﬂaudﬂjﬂfmﬁnﬂmaﬁusmnadm
become glubalhmﬂdshynpeningnewhmnnhﬂiindiﬂﬁentmlmtricﬂand
cominents.

Ome of the most famous and earliest Internet Café brand to be founded in
the United States was Kinko's. Kinko s initially opened as a copy shop. In 1985,
Kinko s started to stay open for 24 hours a day. “In 1995, Kinkonet was founded
and Kimko's electronic document transfer system was announced” #_ Later on,
Kinko's opened approximately 850 branches in Great Britain, China, Australia,
the Netherlands. Japan, South Korea and United Arab Emirates, setving both as
Internet Cafés and as copy shops. Ome of the most important advantages of
Kinko's is that they are open 24 hours a day. Kinko's other facility is the

videoconferencing service offered to large Gorporstions.

3



In summary, there are three main types of Infernet Cafés in the developed
countries.

The first type offers corporate services such as specialised business events
together with Intermet consultancy and training.

The second type of Internet Cafés, also known as “cyber cafiés”™ is more
common. A cyber café scems to be a more convenient choice for lourists as well
25 local residents who don’t have computers. These are not virtual places although
most of them have a presence on the Web with a web site. They serve as coffee
ﬂmupﬁ[caf&s}whmummndﬁnkmﬂe.emmksmdmjwtbﬂﬂmuf
information and entertainment simultaneously. They are public spaces of
suniﬂhiﬁtyprnﬁdingammﬂukﬁemﬂlumherword&ﬂ:ﬂymmtmn-
physical places of an alternate reality. They have been integrated into the lives of
many individuals especially in big cities where an accumulation of everyday
activities can be performed online.

The third type is the so-called eyber booth located in hotels, airports and in
copy shops such as Kimko's where there is spatial incomvenience and time
limitations to stay (especially at the airports). One can only check e-mail or get a
printout in cyber booths. The cyber booth is similar to an ATM or a supermarket
cashier where the “customer gives his identity paying by cheque, the passcnger
accedes to his anonymity only when he has given proof of his identity” T Cyber
booth, 1ntﬁsmm,r¢p¢m:nmmﬂn¢whm one enters his “user name and
password™ to quickly check e-mail and goes back to the crowd—the anonymity

and where minimal social interaction oceurs.

. Mare Augé. {1995), Non-places; fmiroduction i Anthrapolegy of Supermodernity, trans. by John

Howe, Verso Books, London. p: 102,
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Thus, an Internet Café for moat users in developed countries represcnts a
mn@am“hmmequgkjym&nﬁe-mﬂmeﬁnuﬂmuﬁmnmm
gftinfnﬂuaﬁnn&ﬁmnﬂlin:pamﬂndum&teswhﬂchaﬁngﬂmpufmﬂ‘ee.
These activities above show that Internet Cafés in the developed countries are
gither very professional spaces and only used for corporate business or very

individual spaces and they are not used for sociability.

4. Emergence and Development of Internet Cafiés in Turkey

There is no specific date or place found for the foundation of the first
[ntemet Café in Turkey. It is estimated that they smrted to open around 1996. The
Jack of information is partially due to the fact that the Internct Caf& industry in the
world is quite new. Secondly, some of the Intemet Cafes in Turkey are still
unregistered. The information about the Internet Cafés provided in this chapter is
ammmjrafaﬂhlmﬁewhcldmﬁﬂ:YumﬁArdic,ﬂm:fﬂundﬂuflhnTurkiﬂl
Internet Houses Foundation, TIEV ( Tirkiye Internet Evleri Vakfi), established in
2002 in Maltcpe, Istanbul. The foundation’s mission is "o facilitate the
communication between the Intemet Cafés in Turkey mostly via their web
site,www.Cafélerbirligi.com”, and “to provide solutions for the common and
important problems the owners face and offer Internet training to the customers
and to the Internet Cafés’ personnel”™ ™.

Although the Internet and the Internet Café were introduced in Turkey 2

wyusut Andi, (An imerview held by Bureu Yasemin Cavig on January 3, N3 in TIEY)
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years later than they were in developed countries, their number increased quickly.
Taking the number of their memberships into account, Yusuf Andig informs the
researcher “there are around 12,000 registered and imregistered Internet Cafés in
Turkey today. Yusuf Andig states that, “(According to the numbers provided by
The Ministry of Interior Relations, the number of registered Internet Cafés in
Turkey amounts to 7243)", "among the total number of registered Internet users in
Turkey, approximately 42% go to Intemet Cafiés for Internct access” *, This
percentage seems to be quite high, but it clearly shows that Turkish Telekom,
being the only operation for Intemet is a major obstacle that stands in the way of
the increase of the number of users in Turkey because individuals cannot afford
the charges.

The Internet Cafés seem to be influenced negatively by Telekom's high
charges and Telekom being the only option for connection in Turkey. Yusuf
Andic informs, "The average expenditure/month of an Intermet Café for online
connection (considering that it is open on average for 16 hours) is between 300
and 400 million TL for 56Kh/s dial-up connection. This price decreases to 32
million TL for 64Khis cable connection” *. Cable connection is always faster and
more efficient that the dial-up connection. These numbers are quite striking
besause a dial-up connection has many other problems: It doesn’t work property
and one cannot be onling for a long period of time without having to re-connect at
lesst thres or four times. The owners have to pay ten times the cable price for 2
much slower and worse connection because the cable connection is not prevalent

and therefore, one has to wait for months to get this connection after applying for

il ihid,
plrd |l 1 I
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it. Thus, on an average, considering that an Internet Café has 10 computers and 1
miujunTLpahmchmgtandifitisiﬂmmdinahmpaﬂﬂftum where the
cent is high, it has a monthly expenditure betwesan 1 and 1,5 billion TL including
{he rent. The alternative new tariff of Tmlk: Telekom's service, TTnet, which costs
half the price of regular 56Kb/s connection, is still very expensive: an average of
®70.000 TL/hour.

" Another quite interesting fact about the Internet Cafés is that their charges
have been quite stable since 1996s. When the Internet Cafiés first came about, they
charged 1 million TL/hour and this price is still the same in 2003" *'. Considering
ththctﬂ:ﬂtbnﬂlﬂlemsnfciﬂchiuﬂymdelmuuﬂicdﬁimsmdthair
maintenance as well as the rents in Istanbul, have increased guite rapidly,
especially after the 2001 scanomic crisis in Turkey, this price might be the cause
of the intermittent quality of Internet facility provided in Infernel Cafés.

Sinmﬁmelntnnmlﬂﬁfétﬂ:iﬁmteptlnwmimﬂbh,mﬁ Internet Cafeés
qeem not to stay loyal to their initial goal of providing public Intemet access.
Though mest of the Internet Café owners carn momey by providing photocopy,
fax and scan services, even these dom't provide enough income for maintenance
and other expenditures. Today, there are many Tnternet Cafés in Istanbul and
throughout Turkey that serve more as regular cafés, Kahvehanes or Atan Saloons
than public kiosks for Internct access. The researcher observed that in some of the
Intemet Cafés in Besiktag, Bakirky and Umraniye, there was no Internet
connection. The computers served here as yet other play consoles. This aspect of

the Internet Cafiés ultimately shapes the Internet Café user profile,

H ihid.
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Among the Intemet Cafés the researcher visited during the period from
November 2002 to January 2003, she observed that there was, among the Internet
Café customers in Istanbul, a large group who have little or no knowledge about
the potential use of the Internet because of their educational and socin-economic
packground. A group of Internet Cafié users know how to use a computer guite
efficiently but they have no interest in using the Internet and related services.
Thc}rgutnthelmam&iﬂaféscﬁhermh:“&m their friends and socialise {as they
were used to doing in a traditional Kahvehane or a calé) or to play games via
computers (as they are used to doing in Atari Saloons) without even connecling to
mehmmﬂrmﬂmluhmﬁtﬂafﬁtmdatuhmnmenshupiﬁpnhﬁcplamﬁr
sociability, or a cultural space providing entertainment for a small amount of
MmOTEY.

Huwmﬂ.“ﬁﬂnmmisanhmﬂtmmﬁnﬂinmlmﬁmlﬂaﬁ.ﬂlmh
another type of customer profile. Even though this group is small, some customers
not only play games or chat, but check e-mails, look for job opportunities, make
bank transactions, do research and homework or read the news, etc. They don't
perceive the Internet Café as merely a café or a play saloon, but as a place that
provides access to an online world. This group has already inlegrated computer-
medisted communication into their lives. According to the world wide web
acknowledged categorisations of the Internet Café types, one can summarize that
thmmmaiulyﬂmtyp:&ufhmmﬂﬂaﬁ&minmmhﬂ:mmmmhfm
socialisation or those for quick connection to cheek e-mail or get knowledge and
information. On the one hand, there is a group of clients who use the Internet

Cafés as a social place, not much different from any other similar social spaces.
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Gnmenmerhand.ﬂmmiamﬂwgmupnfmmwhumthﬂmmzmaﬁa
.;ﬁc}tﬁbmﬂﬂ.[nasnﬂylhmm:mseamhnmndmt:dindiﬂﬂm
neighbourhoods in Istanbul, she investigated whether the costomers’ use of the
mtanﬂcaﬁsdmngmmmpmtmﬂﬁrdﬂmmﬂcchﬂmﬂﬁisﬁmsmhmag&,

gender, education and income.
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Chapter II. Methodology

Purpose

The purpose of this research is to describe how and o what extent the
socio-economic and demographic background of the Internet Café users in
Istanbul affect their behaviour. The behaviour under surveillance consists of their
relation with Internet and their interaction with the surmounding space. In addition,
by focussing on their behaviour, the researcher will try to understand and analyse
the new type of sociability in Internet Cafés and the place of Internet Cafés as an
exlension of the users’ everyday lives.

In order to find out the answer to the above issucs, a questionnairc
consisting of 42 ilems was developed. The socio-economic and demographic
background of the research population was divided inte four major categories: a)
income level; b) age groups: c) gender and d) educational level. The behaviour of

the Internet Café users were grouped around the following themes:

1) Use of Internet Cafés as space, social environment, playroom and
public kiosk for Internet access,

2y Use of Internet Cafés as information, game, communication and
soclability source,

3) Alternatives for pre and post Intemet Café visits in terms of
individuals and place.

4) Average lime and money spent in Intemet Cafés.
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In order to gather data about the mentioned categories and groups, the
: researcher had the choice between interviews, observations and guestionnaires.

Om the other hand, the researcher was faced by some major restrictions such as:

1} To reach a representative amount of individuals;
2) To spend time with eager customers who were willing to answer
the questionnaire;

3) To analyse the bulk of data as a coherent whole.

The most effective technique used to find answers to all the above
categories and groups seemed to be a questionnaire, The very reason for using the
technique of a questionnaire was the large number of respondents (a total of 300).
As Wildemuth underlines, in order to find out the general occurrences and make
behaviour analysis, this technique was quite helpful. “It is true that the positivist
approach [the questionnaire technique in this case], with its goal of discerning the
statistical regularities of behaviour, is oriented toward counting the occurrences
and measuring their behaviour being studied” *. However, since the researcher is
aware of the fact that this study requires an in-depth approach to personal
behaviour and attitudes of the Internet Café customers as well, the researcher also
comsidered personal interviews with the respondents to specify those behaviour.
“By contrast, the interpretative approach, with its goal of understanding the social

world from the viewpoint of the actors within it, is oriented toward detailed

o Wildemuth, Barbara M. (1993). “Posi-positivist Research: Two examples of

Methodological Pluralism™ From Library Quarterdy 63. p: 451
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descriplion of the actors' cognitive and symbolic actions, that is, the meanings

_associated with observable behaviour” . However, due to the scale of the

research, a personal interview with each one of the respondents would be
impﬂﬂ.ﬂihle.l Thus, to acquire an insider’s perspective in this research, in addition
te the questionnaire, in-depth interviews were camried out with some of the
respondents who were willing and to whom the questionnaire had already been
completed. This led the researcher to understand and helped interpret data as
accurately as possible, Thus, within a short period of time, the researcher
collected enough data to be able to categorise general behaviour and activities of

Internet Café users:

.1 Measurement Tool

The questionnaire was developed after extensive research on the Internet
gbout similar projects with questionnaires accomplished in Turkey and in some
other countries. For this purpose, ProQwest Digital Dissertations Dafabaye was
used. At the end of this initial inquiry it was found out that the sources that would
guide this project were limited, What's more, since Istanbul is cosmopolitan
{perhaps more heterogeneous than many other cities in Turkey), and, therefore, it
had to be treated with a8 methodology taking into consideration the complex
ethnological structure of Istanbul.

Taking these difficulties into consideration to determine the items

neceszary for this questionnaire, predetermined questionnaires were wsed. In
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arder to find out about the relation between the socio-economic background of
Internet Café customers and their behaviour in Internet Cafés that are assumed to
be dependent on this variable, there were numerous characteristics of the users
considered manging from demographic to behavioural (psychological and
sociological).

As a result, aking into sccount the other Internet Café questionnaires used
both in Turkey and in other cities in the world, a new questionnaire was prepared.
The chairman of the Internet Café Organisation, Mr. Yusuf Andig, gave the
researcher access to these studies. The first research was titled “The Expectations
and.hmmu of Iniernet Café Customers from Internet Use and Internet Cafés,
Elazip as a Casc Study™ by Tuncay Sevindik ™. This research makes inquiries
about the satisfaction and expectations of the customers in Internet Cafés of
Elazig. The second was published on the Internet, and Ayiifn B. Sevdik and
Varol Akman, which explained the role of Intemet in the lives of Turkish women
titled “Internet in the Lives of Turkish Women" *°, The third one was a project
that merely inspected the quality of Internet Cafes a0

This research considers all aspects excepl satisfaction of customers, and on
the other hand includes their alternatives for Intemet Caffs, their sociability and
their spatial behaviour. Thus, after a careful analysis of all the research done by
other researchers, this questionnaire was developed.

One third of the 42 items in this study were designed to extract

Sevindik, Tuncay. 2003, “The Expecrations and Purposes of {ntermet Café Customerns
from Indernet Use and Internet Cafés: Lear op o Cove-Study™ MA thesis submitted to
Elnaf Firat Limiversity

. Aywiga B. Sevdik and Varol Akman, “fnternet in the Lives of Turkish Women™, Available
online [hitpe/ferww. firstmonday. dk/issueaissueT 3isevdik/] sccessed on March 29, 2003.
Savag, Halil. 2003, “4 survey on the Function of Quality in fmfermet Cofés”. Research
submitied to Denizli Pemukiale University.
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graphic information. The other third was designed to clarify how and why
Café customers use Intermet Cafés: briefly, their behaviour and activities.
These items were not formatted as questions but instead as statements of attitude
ipmdtrmtmdisnrhthepﬁmyﬂfﬂwmspﬂndmIMEltgnﬂmiugpcmma]
information. The rest of the ilems were designed 0 observe the respondents”
everyday life indirecily, related to Internet Cafés. For example, an item in the
gquestionnaire was about the place the respondent would be if not in an Intermnet
Café. Althongh it may first appear as an irralevant issue, it explains to what extent

Internet Café is a part of the respondents” everyday life.
3. Target Population and Sample

The target population of this research is the Istanbul Internet Café users.

The sample size consists of 300 Internet Café customers. The sample has been

*& chosén 1o be @ representative of all Internet Café customers in Istanbul. The

E questionnaires, interviews, etc. were conducted in 30 Intemet Cafés in 10 different

neighbourhoods (approximately 3 Intemmet Cafés per one peighbourhood). In cach

Intermet Café there were 10 respondents interviewed. As a result, a cumulative of

30 Internet Café customers per neighbourhood was the imtial scope and the
research was conducted accordingly.

The first step was choosing the neighbourhoods. neighbourhoods that

are explained in detail below were chosen to represent Istanbul in general

according to the following criteria.

42




Table I1.1 Centres and Peripheries

Center: Taksim, Besikias, Kadikay

Mear to the centre: Bakarkdy, Fatih, Sultanahmet, Romelihisariistii

Peripheries: Umraniye, Sultanbeyli, Gaziosmanpaga

—

Tahle I1.2 Homogeneity and Heterogencity

Homogeneous: Sultanbeyli, Gaziosmanpaga, Bagdat Caddesi, Fatih

Heterogeneous:  Rumelihisariistl, Taksim, Begiktas, Bakirky, Umraniye,

Sultanahmet

Table 113 Socio-economic Status of neighbourhoods”
Bagdat Caddesi : High income

Bakurkfy: Low and middle income

Besiktag: Low and middle income

Fatih : Low and middle income

CGaziosmanpaga: Low income

Rumelihisariisti : Low income

Sultanabhmet: Low and middle income

Sulianbeyli: Low income

Taksim: Low, middle and high ineome

Umraniye: Low and middle income

*fatanbul*n Hatwrkamak™_ fsrqefed Dergisd. Tommuoz 2002
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Agsadosd o3 snp ya14
4 jasdoadsaaiordusyar= Il
ijaadoad ousasioydussyotd il
ht-_nu-_n..__._pnn-a-!._.-ﬁuuuqnﬂ__:l
fasadoddssse1o F1PpTe
JaiadussuseTo-a1ppTe [l
Aiiadeld susese1o-appTe[El
saiocuaysssea-ajppiu [l

ol ouy 4jsedoad ousJocd [l
Jad0[omay i sedodd ousdocd [l
BaioTduss A jJec0dd o/ Jocd [T

SANOYD IWOONI/SNLYLS

IZIN3d
DHUWHUM

Avaitable enline: [herp:/fwww mrkish-media com/ist_maplist_haritasi.htm] accessed on

March 30, 2003.

I E



The following descriptions of the chosen neighbourhoods explam the reasons why

they were taken as representative of Istanbul’s demopraphic and socio-economic

Hifuation.

% Begikfay: Due 1o its geographic location, Begiktag has in the Jast 50

yeirs graduslly been a central part of Istanbul. According to the
information in fstanbul Encyclopaedia, “in 1957 Begikiag Strect
has been broadened to open the street up to Barboros Boulevard
and thus, many historical sights have been destroyed. Yet, after this
destruction, Besiktag has become a crowded place where there arc
many buildings for residence as well as trade centres. Due to its
proximity to Kadikéy and skiidar by ferries and the connection it
provides between Bofazigi and BeyoBlu, Begikiag is a significant
transition point” *?. What's more, Besiktag is famous for its
numerous “dershanes™ for students who are preparing for the
university examinations and also universities such as Mimar Sinan
University, Yildiz Technical University. One can then easily claam
that the Internet Café clients in Besikiag constitute one of the most
versatile bodies of customers with very different socio-economic
and cultural backgrounds.

Taksim: One of the most significant coltural, trade and
entertainment centres of Istanbul is undoubtedly Beyoglu, Taksim

“hecause of the many fecilities it provides for cultural activities.

- (Cinemas, theatres, music halls and other venues make Taksim not

-

Tekell, [han. 1993, Dinden Bugmne fstaniul Ansiklopedic. Tiirkiye Ekonomik ve
Toplumsal Tarh Vakfe IL Cilt pp: 161-167.
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just the cultural centre of Istanbul, but Turkey. Istiklal Caddesi,
Indnil Caddesi, and Comhuriyet Caddesi intensively serve trade
and enterainment sectors™ . It offers a variety of cultural and
enfertainment products that appeal to individuals with different
socio-sconomic backprounds. Thus, the body of Internet Café
clients in Bevoflu and Taksim are as diversified as Besikias
because both nationally and internationally, Taksim is probably the
key transit point in Istanbul.

% Bapdat Caddesi: Bafdat Caddesi is a long one-way street from
Suadiye to Fenerbahge Stadium. For quite a long time, it has been
closed to the traffic and “the attraction point of Istanbul youth with
high-income, who are residing on the Anatolian side, cspecially
between 17:00 p.m. and 20:00 p.m.” *', Today, it is open to traffic
again. Yet, with the many expensive restaurants, cafés, shopping
malls, expensive stores, branches of banks, beauty saloons und
solarium centres, it prescrves this aspect of being the attraction
point for the young generation as well as the older generation with
upper socio-economic backgrounds to socialise, shop and entertain
themselves.

% Gaziosmanpaga; It is a quite new residential precinct dating back
to 1963, “Before this, it was a village with a few farms to maise
animals. However, a large migration from Bulgaria has increased

the population quite fast and reinforced agricultural and other

ibid, VIL Cilt pe 198,
ibid, I Cilt pp: 530-531.




industries {especially the textile industry) to develop. After 1963,
Gariosmanpaga has become a residential area for domestic and
ternational jmmigrants: coming from Anatolia or the Balkans
(especially Bosnia) to find better jobs™ 2 Fust migration and poor
residential  infrastructure made this place a gecekondu
neighbourhood. (“Gecekondu is a lype of housing that came out
afier World War II to meet the expectations of fast urbanisation
nndlhehuusingnaadsuf&nmﬂﬁuandhuemaﬁumlhnmigrmuﬁ
gecekondu is usually built by the immigrant himself with very
chmpmatn*iﬂlandinavﬁjshﬂrtp:ﬁﬂdﬂfﬁm& Therefore, the
gecekondu neighbourhoods don’t have a residential infrastructure
that provides vital supplies such as electricity, water, heat, etc.”)
Despite all the destitution within Glaziosmanpasa, il was intercsting
to ohserve that Internet Cafés occupy a large portion of leisure time
of the residents living here.

Sultanahmet: Tt is onc of the oldest and historical residences in
Istanbul dating back to 1960s. “While being the most appealing
part of the city both during the By#anting, Roman and Ottoman
Empires, Sultanahmet has preserved its ostentation and become
wourists’ main attraction site with historically very imporiant
palaces and the surrounding curiosity shops, restaurants, cafés,

Internet Cafis and pensions to provide service for tourism sector”
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ibad, TIL Cilt p: 380,
ibid, VIL Cilt pp: 68-69.
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Sultanbeyli: Sultanbeyli, iz yet another gecekondu area, that is
among the least developed and settled in regard to the living
conditions. The neighbourhood also attracts immmigrants from all parts
of Turkey. Since it is a new residential area, the lands have not been
recorded to the Land Registrar Office. “This gives those who first
came to Sultanbeyli a chance to buy and sell the land at their own will
and illegally. This results in a social hierarchy: those who come first
get gradually rich and those who are last wait for a long time to get
rich Even the Municipality building here is still unregistered” ™ _ It
can also be said that Sultanbeyli is a solitry town because it is very
distant from centre of Istanbul {approximately 60 kan away from
Kadikdy), and most residents work as blue-collar labourers in
factories of Sultanbeyli where industries, such as electronics, textile,
etc. have developed due to the availability of vast areas of land. Thus,
Sultanbeyli is a place that has its won legal rules (almost set by the
gangsters) and its own social hierarchy. **Sultanbeyli residents with
high income are landowners, shop owners: the first generation to
come and settle in Sultanbeyli. Sultanbeyli residents with middle-
income are immigrants who are considered o be the sccond
peneration who usually do not possess any land but do have jobs.
Sultanbeyli residents with low-income are those who came to

Sultanbeyli the

)

o«

Pmarciofin, Melih ve s Ofoz., (2003), © Sultanbeyli : Enformalin KurscuYikin Gilei™ from
CogitoBuhar 2003, Yap: Kred Yayinlan. lsnabul. Pp:114-117.

rhvidd.

—



last. They usmally pay rent and work for first generation
Sultanbeyli residents.

Omraniye: Umraniye is a neighbourhood that has gone through
radical evolutions with the amival of immigrants. ® Though a
village at the beginning of 1950, it has then transformed into a
suburh and then a ncighbourhood” *°. With the immigration from
the Black Sea Region and the comstruction of the first
“secekondus”, it became an attractive place for those who were
willing to find job opportumities. “After the arrival of new
immigrants from other countries at the beginning of 1970, the
demand for residences and jobs increased. Though first immigrants
came to find jobs in other neighbourhoods, with the new demand
for work and residents, residents of Umraniye, started to open work
places as well as build more houses™ 17 Unlike Sultanbeyli,
Omraniye, today, is a representative of this evolution from poverty
to & way of living with better standards, from a poor “gecekondu”
o a self-sufficient neighbourhood where new job opportunities
were gradually created It is a place that attracts individuals in
Istanbul because residence is cheap due to the fact that it is a
periphery. However, the ethnological background of residents in
{mraniye is very different. First residents are from the Black Sea
Region where there are many immigrants from the Balkans.

[imraniye shows how immigrants have managed to make

Frder, Sema, (1996). Itanbul'da Bir Kentkondu, Uinraniye. Hietisim Yaymoilik A,
pp:33-50.

ibid.
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a living in Istanbul while preserving the values of where they are
from.

& Fatik: Fatih has throughout history been regarded as a
conservative and religions neighbourhood: “As Evliva Celebi
declared, Fatih Mosque is the symbol of spirituality and this aspect
of the neighbourhood has always been a reflection of everyday life
in Faith. As before, in Fatih, especially on Cargamba Street,
religion has been cmphasized so much and lslamic social and
architectural structure has never been so evident (from clothing to
other aspects of everyday life, in none of the other neighbourhoods
in Istanbul)” **. This conservativeness will eventually help mark
the difference in Fatih's Internet Café customers when compared
with other neighbourhoods.

& Bakwrkdy: “The population of Bakwkdy has a tendency to
constantly increase and this is due to the construction of the
residential complexes such as Atakiy and many factories and other
trade complexes™ “ Thus, Bakirk#y has become an attraction point
for workers coming from the Eastern parts of Turkey as well as
individuals with upper socio-economic backgrounds who want to
move away from the crowded central parts of Istanbul. Balarkdy,
“with big bazaars and shopping areas, is a one of the shopping

digtricts of Istanbul. Yet, within recent years, it has also become an

1

Available onling: “The History of Fatih®, Tirtp:faww, fatih-bld. gov.trTarithce htm]
Tekeli, lhan. 1993, Dinden Bugine Istanbul Ansiklapedizi. Tlrkiys Ekonomik ve
Tophmsal Terih Vakfi, Cilt | pp: 555-556,
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attraction for tourists due to the marina, hotels, shopping centres
and a Tousism Complex built in Atakoy" **. Thus, although
Bakirkty is away from the centro of Istanbul, it still has the
capacity to serve many Iniemet Café clients with different socio-
economic backgrounds coming here for shopping.

Etifer: Etiler is one of the most expensive neighbourhoods where
only high-income residents live. With one of the first and most
eloquent shopping malls, Akmerkez, many restaurants, bars,
expensive storcs, car galleries, cafés, residential areas as well as
cinﬂmaﬂ,:m.,itismuidmﬁauy,memeﬂaiumnmdmﬂmﬂ]
ceptre. Etiler was chosen because of the similarities it has with
Bﬂﬂdﬂtmmﬂdﬂlﬂnﬂﬁiﬂﬁmhfﬂﬂﬂlﬁﬂﬂhﬂﬂ
neighbourhoods. Like Bagdat, Etiler also has a street where youth
with high-income spend leisure time making use of all
entertainment and cultural products. However, it has another
similarity with Bagdat which is il 1s hard, in other words,
impossible to find Internet Cafés. Since there were none in Etiler, it
was replaced by another neighbourhoed close to it.

Rurnelikisariisti: Since there were no Internet Cafés anywhere m
Etiler, Etiler bas been replaced by Rumelihisariistd because of its
pmximitytnEtﬂera:ﬂapmmmpﬁmmﬂtifﬂmmmnnmmm
Cafés in Etiler, then the residents will choose the closest district to

Etiler: Rumelihisariisti. However, it was also considered that

al




Rumeclihisariistii has residents with not just high but also low socio-
economic backgrounds. As can be estimated, the large body of
Internet Café users there arc Bosphorous University students.
However, it was also seen that Rumelihisarlisti aftracts customers
from Etiler as well as the poor residents of Rumelihisarlistil, the

closest neighbourhood.

Th:ammdmmkmhmsnfﬁmmingﬂmmmplaﬁmtwmﬂm

: Mﬂd]ﬂmﬁ&j&-ﬂmmmﬁrﬂmﬂdethaﬂMSHmﬁﬂﬂaﬂs

per neighbourhood. The first onc was one of the crowded ones according to the
Hmeihﬂrmmhmmnﬂ;ﬂﬁihu&mmmmﬂmﬂummmﬂhmﬁu
terms of the number of customers. The other one was somewhere in the middle
meaning neither too crowded, nor too isolated. However, the restriction in
daﬁdingahqﬂﬂm[ﬂcmmﬂaﬁsinihampleﬁﬁm:mgemmmm{un
from the Internet Café owners. Thus, only those Internst Cafés whose owners
welcomed and supported the researcher were in the sample frame.

The third mnpwselmfngthempundmtswithwtnmﬂnquesﬁmmm
and interview were 1o be conducted. The 10 respondents in each Internet Cafe
were the ones who were willing to respond to the questionnaire. The ones who
rofused were naturally excluded from the target population of this research.
ﬁmuugmm:ﬂpundmts,famﬂcummﬂm?m,tmmmmmmfaw.m
ones with whom the questionnaire was first given. Unforfunately, Internet Cafés
mmmﬂeuﬁsitedharfmmlecustnmﬁs.nnﬂmumﬂhmd,ﬂnmufwfﬂmle

respondents refused to answer the gquestions. Thus, in the next chapter-- the
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analysis of this rescarch, it should be kept in mind that the number of females
Wﬂl&m&mﬂmwﬁnminmhwmcﬂémmﬁmumamh
|| s conducted. This research, thus, has certain limitations and it doesn't seem to
pe fair to draw conclusions about the overall behaviour of all Internet Café
customers in Istanbul,
Ehurﬂy,ﬂmsamplanfﬂﬁsrmmmhhasbaen]hrdmdhcfnmanddsm;mc
study because of following conditions: Only volunteers (owners and customers)
were included in the sample, only 10 neighbourhoods were chosen 1o be a
Wﬂfﬁﬂhﬁﬂmﬂ[ﬂﬁﬂﬂﬂ&féﬁhﬂdmﬁIEMWﬁEmﬂﬂdﬁi
isolated or in-between. Though these criteria and obstacles helped shape the

sample frame, they did so at the cost of restricting the target population.
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 Chapter II1. Findings and Analysis

The questionnaire and short interviews conducted with 300 customers in

30 different Internet Cafés in Istanbul will be analysed in respect to such variables
a5 income, age, and gender and education level.

The above variables ar¢ grouped as follows.

Gender: Female (11,3%), male (88,7%)

Education: No education (3,3%), elemeritary school (26,3%), high school

{46,7%), university (20),3%s) and master or PhD (3.3%) graduates.

Age: After learning the exact age of each customer, all ages were grouped

in 5 main categories:

o AmurdingluTmﬁshlawahuntth:fmqumtaﬁmuflnmmntm
other Cafés, it is forbidden for those under 15 to enter into this
space. Thus, they formed the first age group (14,3%).

o Ages between 16 and 17 are crtical ages due to the education
gystem in Turkey since those ages are when high school students
give their social life up 1o prepare for universily entrance exam
(14%).

o Between 18-24, most youngsters attend a university or graduatc
from one and start to look for a job, develop their sociability skills,
leamn research methods, and discover more ahout themselves

(51,3%)
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o Between 25 and 35, most Istanbul residents work in a place where
they may have access to a compater.

o The frequency of Internet use may decrcase for the older
generalion meaning those over 35. Since Internet use has newly
been adapted and they have not been introduced to this technology
unitil very late in their lives, they were grouped scparately.

Income: Income levels: low, middle, high, were grqupnl according to the
average income among 300 respondents which was found out to be
approximately 1,2 billion TL per month. The low-middle-income border
was announced as 800 thousand TL per month by 2003 by DIE, By taking
this &5 the median and comparing the frequencies of low and other income
groups in accordance to the neighbourhoods, the middle-high-income
border was chosen to be 2,5 billion TL.

However, the reader should be aware that these classifications were
done according to income levels provided by the respondents in this study.
The middle-high-income provided by Govemmenl’s Statistics Centre
(DIE) was not used in order to preveni an unjust distribution or
polarisation among the income levels. Thus, categorisation among mcome

levels is only reliable in this study.
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1. Physical and Technical Aspects of Internct Cafés
1. The Physical Aspects of Internet Cafés

It has been mentioned in the introduction that by space, it was meant that
the social space and the physical emvironment. The physical environment of
[nternet Cafés directly contributes to the sociability. Thus, in this section, the
physical aspects and how these aspects are effective in terms of sociability will be
described.

Maost Internet Cafés (65%) in Istanbul are located on the ground floor of
the buildings where a passer-by can easily get in while strolling. There is large
window adjacent to the street that enables strollers to have a view of the interior.
The interior design is such that tables are placed in the middle of the room. There
mtusuallybmommmﬂmhlasfanenmhum.ﬁmiﬂammpumtnunw
table and no separations in between the tables, which enables one or more users to
share one computer (which users do during game playing or chatting), This
sharing augments the sociability when game playing and using IRCs (Inter
Related Chat Programs) become a collective leisure time activity (which will be
further analysed in this chapier).

Mareover, most Intemet Cafés have a dark atmosphere even though there
is a large window adjacent to the street that allows the daylight to diffuse in.
There are one or two central lightings, The only additional light is the light that
reflects from the computer screens. The poor central lighting is similar to that of
Kabvehanes. Another similarity with Kakvehanes is the haze of smoke floating

around the light bulbs. This lighting is sufficient for Kafvehanes where customers
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sit around a.tu,hle face to face with fricnds. However, this kind of lighting is not
enough in Internet Cafés where there has to be lighting at each table to allow an
individual to nse a computer efficiently.

Tt is important to remember that most Internet Cafés are not designed and
used for individual ways of using the Intermnet, which will be explained in the
following sections of this chapter, where spatial behaviour of the customers are
analysed.

When the overall plan of the interiors of the Internet Cafés are viewed, it is
nhaawadﬁalmmthtemﬂﬂaf&hawtabbmﬁthuﬂcnmpmmunﬂ:h
customers sit, have food and drinks. There are armchairs in more expensive
Intemet Cafés in Bagdat Caddesi where customers can relax and get involved in &
friendly conversation. In some Internet Cafés in Rumelihisariistil, there is a
separate cinema hall, and in Internet Cafés of Umraniye, Sultanbeyli and
Gariosmanpaga, customers sit at empty tables playing card games or Tavia, which
they can also play in Kahvehanes. In some, compuiers on the tables are no more
than a Tavla table or a deck of cards. In Intemnet Cafés these games are replaced
by computer games. In addition to this, spatial behaviour of Kahvehane customers

is preserved in Internet Cafés (as cxplained in the following sections).
IL Technical Aspects of Internet Cafés
The technical configuration of an Internet Café in Istanbul is as following:

¥ 5 or more compulers

% 64 kb telephone line
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#» Scanncr and pnnter

¥ Basic configuration of each computer: PII-500 MHZ, 15" momtor,
128 megabyte ram, floppy disc and CD driver, 10 gipabyte hard disc,
multimedia keyboard and mouse, 28,8 kbps modem.

¥ Cabins for every user

¥» Software: Office programs, web browscrs and filter programs against
pomography and sites with anarchistic content. Additionally: Web

cameras and sound cards,

In Internet Cafés in Istanbul, there are 5 to 100 computers. The basic
computer configuration is existent in all Internet Cafés that have computers. There
are usually no cabins for each user but tables juxtaposed to each other. In most,
there are printers and scanners for Internet Café owners to have extra income (for
financial reasons especially in the Intemet Cafés around universities (in
Sultanshmet, Begiktag, Rumelihisariisti and Fatih). The connection is too slow
becanse one line is divided among many computers. There are no accessories such
as web cameras; there are sound cards to make game playing fun. There are no
opportunities for visual communication, thus videoconferences. In addition, there
are no large screens that will facilitate cumulative events, such as a lecture or a
conference.

In summary, computers in Intemet Cafés in Istanbul are sufficient for
game playing, but not for access to Internet and other related activities performed
via Internet such as online games, TRCs, virtnal communication and collective

corporate or educational activities.
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Table I'V.1. Spatial Outlay of Internet Cafés and Number of Computers

Name Room#  [Table #  [Comp.# |Floor #
Lotus 1 15 10 Ground
i 2 12 10 Ground
1
1 1
- [Anatolia__ 4 19 13 Fiigg
Yasmin 1 7 10 Ground
Durmaz 1 25 21 Ground
A i Otesi |1 19 16 Ground
' pin 1 29 20 Ground
|Adeks 1 105 100 Ground
Maz 1 15 13 Ground
ra 1 17 11 Ground
|serem 1 16 16 Ground
Milenyum |1 8 8 Ground
stanbul 2 |13 10 Ground
ke 1 15 15 1st
Bluenet 2 13 13 Ground
@ 1 12 1* floor
Kacakcay |1 35 Ground
Galatasaray |1 5 5 1* Floor
Karadeniz |1 8 20 Ground
Bosna 1 7 5 Ground
Serzenis 19 14 5" floor
Sinek 1 10 10 1
Poco-loco |4 13 18 iGround
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- Use of Internet Cafés as space, social environment and play rooms and

|]|I.|ﬂi¢ kiosks

It is often the case that not the Internet and Internet Cafés themselves, but
the behaviour of individuals who use the Internet in [nternet Cafés determine
whether Internet Cafés represent public spaces used for sociability and
entertainment, (in other words, social spaces) or non-spaces that arc extensively
integrated into the everyday lives of the users who perform many daily tasks such
as communication, work, reservations, bank transactions, shopping, leisure time
activities, projects, corporate conferences, education, social interaction, research,
or even flirtation, etc. via the Intermet. It has been mentioned in the preface that

according to this study, in order for virtual space, the Internet, to be practised as a

non-space, most offline activities are to be accomplished online by the user to the

extent that an Intermet user supervises all of his offline activitics with only the aid
of 8 tool: the computer, and a medium: the Internet, that allow one to make vital
connections with other actors of the society. The use of Internet as non-space
therefore, is a solitary act. When, however, the Intemnet is used merely to spend
leisure time with 8 group of friends (for entertainment and sociability), the
Internet means no more than a game console or a chess board, and Internet Cafcs
can be placed in the same category with other types of enlertainment spaces such
as Kahvehanes and Atari Saloons. 4

Thus, being able to use the Internet and Internet Cafés as non-spaces
requites some sophistication or in other words Intermet literacy, which depends

significantly on education and income levels as well as age and gender of the
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customers. This is also valid for all the activilies performed in Internet Cafiés in
Istanbul ranging from access to information and knowledge to game playing.

For example, the more Internet literacy a customer has, the easier it will be
for him to find a certain article he is looking for to do his projeet and the more
:huim&shenﬁﬂhﬂvﬂinmspa:tmgames(h:wuddmﬂhaaﬂdichdtuamhgl:
game named Counter Strike which can be played without using the Internet).
There are numerous other computer games that can be played online which offer
an individoal the possibility to construct an avatar, (here avatar will be used to
designate online identity), which can do anything he can do in real life or more
online (SimCity, Ultima Online are compuier games that belong to FRP genre
‘Fantasy Role Play’). Avatar construction as mentioned carlier s thought in
Visual Communication Design at Istanbul Bilgi University. In the nesr future, it is
possible that there will be a numerous Turkish adventure and FRPs, most of which
are designed by Visual Communication design students at Bilgi University. “All
FRPs are organized around the metaphor of physical space. When vou first enter
them, you may find yourself in a medieval church from which you can step into
the town square, or vou may find yoursell in the coat closet of a large, rambling
house. This is achieved through writing, and this in a culture that had apparently
fallen asleep in the audiovisual arms of television, As players participate, they
become authors not only of text, but of themselves, constructing new selves
through social interaction” *'. FRPs allow ane to simply be anything and do
anything he wants when online through writing,

The avatars can also be used via IRCs (Internet Relay Chat Programs) by

" Turkle, Sherry (2001). “Who Am We?" in Reading Digital Cifture edited by David
Trend. Blackwell Publishers, Massachusetts, USA. pp:236-743,
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the Internet Café customers. It is known that the more individual uses an IRC
program, the more open he is to make a connection with his online identity
(avatar) and offline (real} character through his interaction with other online
identifies. In other words, getting io know how o creale an avatar—an online
character that resembles one’s own character, is directly related with being able to
use all indicators of virtual space professionally during a virtual conversation
which again depends on Internet literacy and experience of the medium. As
indicated by Tim Jordan who explores virtual identities through virtual relations
in his book called Cyberpower : The Culture and Politics of Cyberspace and the
Iniernes, “A number of indicators appear online through which identity is
constructed. Their common characteristic is that they do not immediately create
clear forms of identity. Rather, they create a number of resources through which
offline identity can be imported or recreated which requires recognition of the
common indicators among the users such as language, style, experience, and self-
identifiers™ ™, Thus, being able to accomplish elasticity between one’s online and
offline personas, one has to be familiar with the vocabulary and technical capacity
of the online world which depends heavily on Infemet literacy and which is
possible in a society that is open and willing to experimentation

Shortly, virtual space becomes a non-space — an extension of the physical
world - when most aspects of the physical are tramsformed into the virtual. Only
when users explore the Infemet and its possibilitics conscionly by being

previously introduced to the Tnternet, then, it is possible to discuss the common

4 Jordan, Tim (2000}, Cyberpower: The Cultwre and Politics of Cvberspace and the
Frernet. Routledge, New York. pp: 63-79.
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vocabulary and experience between the online and offline lives that reflect today's
“reality”™. It requires a greal amount of time, energy and ecxperience with
gyberspace (which is only possible if all members of society has access to
Internet) to use “avatars™ (virtual identities) as real members of society, by
creating a resilient connection between the physical world which includes
education, communication, politics, arts and culture, corporate entities, etc. and
their virtual synonyms. In the rest of this chapter, the expansion of the virtual into
the real and vice versa will be analysed. Do the Internet Café customers in
Istanbul explore the relation between the virtual and real? How and why is virtual
space shll not acknowledged as a pon-space by most of them? Which
demographic characteristics of the customers tuly make Intermet Cafés non-

spaces and why?

I. Intermet Means Games

As explained in the introduction, the Intemet Cafés have diffused inmto
Turkish colture and everyday life rather late but fast. “Turkey was connected to
the Intemet in 1993. In its initial stages, only researchers, academics and
university students used it exclusively in the universities. However, it did not take
long for the povernment organizations, private firms and citizens to understand
the importance of the Internet. Since then, Internct use, capacity, and geographic
scope have expanded dramatically in Turkey. Intense competition and rapid

growth characterize the provision of Internet services. According to the current
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information (by August 2000), in Turkey, there are about 2,000,000 Internet users

and more than 20.000 organizations™ 52,

However, this rapid integration caused many problems. Since the public
did not bave any Internet literacy, there was confusion as (o what Intermet meant
and how it could be used. With the opening of Tntemet Cafés in 1996, this
uneducated public with no Internet background could at lesst start from
somewhere to leam and develop its online communication and research skills by
paying an insignificant amount of money. However, it did not twm out this way.
Thiz study argues that the Internet, rather than being utilised for education,
communication, business and sclf-improvement by Internet Café customers in

Istanbul, is being used more for sociability and entertainment.

In respect to the above explanations, the respondents in this study were
asked what they understood by Internet and the meaning of Internet were analysed

according to age, gender, education and income levels.

A striking relation was discovered between the ages of Internet Café
customers and what the meaning of Internet i5 sccording to them. As the age of
Internet Café customers increases, customers gradually stop seeing Internet
merely as a space where they can play games and entertain themselves. While
58% of the regpondents under 15 say that they consider Internet as a pame, the
percentage drops to 34% among 16-17, to 28% among 18-24, to 26% among 25-
35 age groups. Game playing via the Internet, however, should not be perceived

merely as entertainment. Some computer games such as FRPs (such as SimCity,

¥

Available: [http./staff metu edu tr/laursat/hosts/ana-eng, litm] accessed on May Sth, 2003,




SimHealth, Ultima Online) are designed to develop individual’s cognitive skills in

- respect to learning and help create online personas {avatars) which enable one to

make decisions, plans, organisations, build cities, deal with the ecological system
of the endangered places and etc. Children and older generations, thus, leamn io

- accomplish many things while online (which they can never do offline). Helen

Euunh:ghmhwhumﬂmm&mcﬁacmnfgmplayiugmynungchﬂm
claims, “the inleractive and cooperative nature of computer game-playing
provides the potential for computer games as a tool in children’s early learning™
*. Various effects of different computer games as well as the contents of the
specific types of computer games customers play will be explained in detail in the
following sections of this chapter (Appendix 2, Table 10).

The second favourie choice among most age groups is Internet as a source
of knowicdge. Here, the figures reveal that 34% between the ages of 16-17 and
33% among 25-35 age proups think that the Internet is knowledge. As age
increases, the meaning of the Intornet shifis from pames to knowledge. The
conclusion that might be drawn from this result is: Younger customers prefer
games and perceive the Intemet more as a space of entertainment whereas older
customers use it more as non-spaces — or in other words, spaces where they can
acquire knowledge which ultimately contributes to their offline performance
(projects, work, research, travel, etc.).

When those who regarded the meaning of Internet as freedom are taken
into consideration, it is observed that as the age of the customers decreases, their

belief in Internet as a tool for freedom also decreases: while 7294 between the

i Conningham, Helen (2000), “Mortal Kombat and Computer Game Girls” in The Theorids
of the New Medic edited by John Caldwell. The Athlone Preas, London. P26,
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ages of 25-35 and 31% between the ages of 18-24 see Intemnet as freedom, only
20% among 16-17 and 19% of under 15 consider the meaning of Internet as
freedom (Appendix II. Table 32). Here, freedom means being aware of the
possibilities one has while using the Internet and making use of those possibilities
for individual emancipation. The Internet offers a vast array of experience for the
informed user: “The perception of space crucially depends on understanding the
relation between lengths, heights, depths and locations; but in cyberspace, the
lengths, heights and depth, and locations depend on one's perception. Websites
seem extensive or small to use depending exclusively on how much of them we
have explored. Largely, this is because there is never anyway to view a site in its
entirety, simply because there is no vantage point within cyberspace to do so. And
our perception of relative location depends entirely on the available hyperlinks we
are aware of * . Though more infinite and convenient {in respect to user’s
experiences and acquisition of knowledge) than physical space, virtual space is
not so- different because it is constructed on the values and priorities of the user
whose cxapericnce and knowledge of the medium draws the boundaries of the
virtual space. Thus, the more an Intemet Café customer is aware of the potentials
offered to him, the more he will discover them. Unfortunately, young Imternet
users mostly are only aware of the hyperlinks of online games and this restricts
their freedom for further exploration and discovery in Tespect to knowledge.

To one’s surprise, although Internet started to be widely used by the public

only afier the foundation of Internet Cafés, the Internet as an innovation was the

Preece, John, “Usability and Sociability™ in fnformsarion fmpacts Moparine. Available
[httpwrarw, cisp.org/anpTecember 99¢12 $9contentz.him) sccessed on March 12, 2000,
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iaast popular answer among all age groups, This result will also be tested
- according to other variables (Appendix T1, Table 32},

Whenﬂiemmuingﬂfht:mﬂiswalunmdmumﬂingmgmdurilljﬁ
:mnnglhemtalnmherﬂfnustumemiufm&lﬂamEH,?%iﬁmﬂc},lhﬁrcm
noteworthy differences. M%nffem&laauatnnmmlﬁnmm%whﬂe
Z7% as knowledge, and 24% as games. According 10 males, however, the
mmmaﬁmisvjwvmﬁ:mmﬁngnfhmmwamisth:ﬁmchnim
(34%), while knowledge is the second (29%), and freedom is the third (24%).
hnnwﬁmisﬂsnthelﬁﬂsrﬁvnuﬂmmmtnguﬂutsmﬂamrdingmthugandm
variable (Appendix II, Table 33). The results above show that most female
ﬁncmﬂﬂafémmmmhlamnhﬂmnﬁdnhtﬂmtmhanﬁbﬁaﬁngnmdhm-
Thuyslmnglybelimﬂmitisammuflnuﬂaﬂgemﬂiufﬂmﬂﬁnu.yﬁthw
ﬂmhﬁliﬂmﬂlﬂhlﬁﬁut:anbﬁh&mdﬂsngmucmnmfc.ﬁcmdhgmmalc
mmwa,mﬂmnﬂmr]nnd,hﬂ:metismﬂsﬂyngmmmnmlﬂ.ﬂlﬂmughmn
¥ resu]ﬂalmwﬂ'n:tmulcampmtlnt:mﬂaﬂummufkmwlmsﬁghﬂymum
rhmfamahs,yntthaydnnntpameivelnlemetaﬂmulﬂﬁm&t:gmemﬁwdum,
which females do.
Hmvﬂ,fmlucmm’uﬁﬂfhlmﬂnfﬁismmnﬂnmmm
_mpnnsemttmmﬂaninguflntemﬂmﬁmdum According to participant
ﬂﬂn*aﬁmﬁmcﬁe[mgeh:dyuflutrmtﬂaﬁcmiﬂmh,aﬂdm
Eﬂpﬂﬂnﬁnmhihﬂ[ﬂtﬁnﬂﬂﬂfémmiﬂmyfﬁnﬂl:mwmﬁﬂmmf:sshg
ﬂ]ﬂﬁuymjuymiaﬁwdumaftwufﬂmfﬂm]:mﬂnmmmlﬁlﬁngmmlkm
Hlﬂﬁﬁsarﬂwrahﬂmthﬂhmﬂhmiutﬂm.hhnyufﬂmmwemhiﬂtngiudm

wrneranfﬂx[utﬂmetEafés,{musﬂ}raiuue‘j;inmﬂnnmmb:dishﬂhedh}ra
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male customer who is peeping at her computer screen and windows were shut
quickly with the approach of the researcher or a male customer or the owner of the
café. Only one 19 years old female Internet Café customer discussed what she
meatit by freedom with the researcher. She explained, “T can talk about life, love,
happiness, interests. I can use all of this experience in my own real life”. Although

chatting with a fictitious name in a chat room or sending and receiving &-mails

nithmﬂl&ndvhmﬂﬁi:mh,mfmgmhﬁt&slhmﬂdmmmﬂﬁmlﬂmmayh:
appealing to young female Internet Café customers, many do not talk about them
iuihepﬁhlicspm:ﬂfthelmmﬂafﬁ.TEsmkth:mmhnasmmﬂMng
quite astonishing and even amusing because in contemporary reality of Istanbul,
females have important places for themselves in public space, in school and in
wurﬁngmﬁunmsnhmﬂg:niermiﬂngiaam&d&-#m&iphﬁmn.ha
. mmmmmemﬁmmuplmmmth
-y and when they wish openly, they are subdued by the male dominant nature of this
~ public space and they arc far from being an equal to the male users in freedom of
expression of their deeds. Thus, although female customers in an Internet Café
might be enjoying the emancipating role of the virtual space (which they admit by
their answer to the questionnaire), when questioned by the rescarcher, they still
feel restricted to openly admit it in the physical space - the Internet Café,
Education is another variable that has a strong influence on the customer’s
perceptions about the meaning of Internet. For elementary school graduates,
Intemmet means firstly game (47%), secondly freedom (24%) and thirdly
knowledge (23%). On the other hand, among high school graduates, 31% state
thatthalnlnn:tmﬂansﬁmiunglﬂ‘ﬁmyitmmmandamﬁﬁlﬂﬁ
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beliéve it to be knowledge. For university graduates (20,3% of the total number of
customers) and graduate students (3,3% of the total), knowledge appears to be the
meaning of Internet (28% and 50% respectively). Games are the second or the
third choice for those who have graduated from universities. As education gets
higher, the meaning of Internet shifts from games towards knowledge. This result
corresponds o the results according to the age variable. With rise in age as well as
education, Infemet becomes a source of knowledge rather than a pame console.

In addition to this, the meaning of Internet as innovation is still among the
least favourite answer according to the education variable except for those with
BA (Bachelor of Arts) degrees (25% among university graduates answered that
Internct means innovation) (Appendix TI, Table 34). This significant outcome is
dependent on Internet literacy and technological infrastructure of most schools in
Etanbul and in Turkey in general. In a collective work called Tarkiye Biligim
Juras:, which is an evaluation of Turkey’s penctration to knowledge economy and
government, it is argued that,

mmwufﬁmﬁthMM:mmmmmjm

contribution to elementary and high schools in order to found computer laboratories for
students. Although 4 project called MEBNET has been conceptualised by The Ministry of

Education m erder fo found computer labomtories and provide Intemnet access in 25040

clementary and high schools nationwide, the execution of this project appears 1o be

mpossible becanse it requires a large budget as well as highly qualified technical
assigtints, Internet literate academics, and remadlelling of curriculum. Until now, enly
umiversitics have been comnectéd o an  Intémational Academic Network called

ULAKNET with the aid of The Ministry of Education [Tn addition to this] Internet

literacy, [the knowledge of being able to use the Internet] g 4till very low in high schools

end universities stnce high schools and universities offer a few courses in order to teach
ahaout the Internet and computers. Turkey remaing far behind Western countries that have
provided Intermnet access and technological infrastructure in all public wniversitics and

mminmmfcﬁndiﬁwmdmmh infrastructure to make the onfine system work
better and faster

B Hahel, Emirehan {20027, Tﬂri:jrc.ﬂ'g'ﬂ;.rm Feergge: J0-12 Moy 3002 4nkara. Bagbakanhk
Milstegarhif, Tirkiye Zeka Vakfi, Tiirkive Bilgi lslem Vakfi | Torkiye Biligim Demegi ve
Biligim Vakfi Onak Yaym. pp: 50-53.




The potential use of Internet as an innovative force, or as a source
of knowledge is therefore hindered by fiscal, technological and
educational obstacles 1o be overcome by The Ministry of Education,
private sector and NGOs who have to constantly remind themselves of the

abyss between Turkey and the members of the global network. Till then,

the Internet remains an online game console for many Infernet Café users

in Istanbul whose educational background is marked by Intemet illiteracy

and technical limitations,

Moreover, incame level is also an indicative factor in determining the
meaning of Internet among Internet Café users in Istanbul. Among income
groups, the enumeration in respect to the meaning of the Intemct appears as
following: 38% of low-income group state the meaning of Internet as games, 30%
as freedom and 26% as knowledge: while 31% of middle-income group say the
meaning of Internet is games, 28% knowledge and 26% freedom. 33% among
high-income group state that Internet means knowledge, whereas, 23% belicve it
to be games, another 23% belicve that it is innovation. Thus, as the income level
gets higher, the meaning of Internet changes from game to knowledge and the
emphasis on the Internet as innovation increases (Appendix I, Table 35). Since
high-income enables one to have access to Intermet wherever and whenever one
wishes and to be able to buy the best apparatus and service required for a highly
efficient Internet connection, financially well standing customers are digitally and
thus  knowledge-wize, superior to Internet Café users with low-income

backgrounds.
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Reason for Visiting Internet Cafés is not Internet Access

The respondents were asked why they come to Internet Cafés in order to
compare the results with what they believe the meaning of Internet to be. It was
observed that there was a strong correlation between the reason for coming (o an
Internet Café and the subjective meaning of Internet, Both the meaning of Internet
and the reason for coming to an Internet Café are game playing.

It was found out before that the meaning changes from games to
knowledge as the age of the customer increases. The following percentages show
that the same is true when the reason for using an Internet Café is considered.
Interest in playing games in Internet Café decreases with age. 62,8% of under 15
come to Internct Café to play games while the percentage drops to 49% for ages
16-17, to 31% for 18-24 and to 21% for 25-35 age groups (Appendix I, Table
36). Thus, as the age increases, the interest in playing games decreases.

On the other hand, the enumeration is reversed when the access to
information and knowledge is considered. Interest in access to information and
knowledge (whether it be surfing the net, doing homewark, etc.) in Internet Café
increases with age. 19% of under 15 access to information and knowledge while
the percentage increases (o 22% for 16-17, to 26% for 18-24 and to 39% for 25-35
age groups, However, except for 25-35 age group for whom knowledge is the first
reason for using Internet Cafés, for others it is game. Checking e-mails is also
only important for those between 25-35 (it is their second choice by 26%). Using
online chat forums seems to be an unpopular type of activity (Appendix II, Table

36). Thus, among age groups, 25-35 seems to make use of Internet access the
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I mqh.“fhunaskjngnhyeaﬂnidmmmwh}rhepmfﬂmd Internct Café. he

* replied, “1 usually come to Internet Café at the weekend either to check or send e-

mails. Since my office is too far from home, 1 find Internet Café more
convenient”, As observed by the researcher, most of the older gencration of
Internet Café customers use Intemet Cafés as extensions of their offices. They
usually frequent Internet Cafés after a working day or at the weekends and stay
for a few minutes to guickly send e-mail because the social atmosphere of the
Cafés does not provide a convenient atmosphere for work and ete. One of the
respondents who came to do research complained about the technical capacity of
the computers: “The Internet connection is so slow that it takes me hours to visit
wehsites. It is as if the owners do not want customers who come here for Internet
connection. They rather prefer youngsters who only play games because they do
not ask for Internet connection, but nevertheless pay money”, It was verified by
the researcher’s observations that Intemet connections are too slow and it takes
hours for someone to do something if he decides to use the Internet. Internet Cafié
owners complained to the researcher about the high rates of the Turk Telekom and
admitted that they divided one Intemnet comnection between many computers,
which significantly slowed the speed of Internet connections and made any
Internet-related task impossible.

According to gender variable, the results show that Internet means
ﬁ#ﬁdumfurfema]enuﬂwmmmdgamﬁfmmalmmmndwhyﬂmymm:
to Imternet Cafés, 32.4% among females state thal they come fir online
commumication, or in other words, to check their c-mails, 29% to sccess to

information and knowledge and only 23% to play games. The opposite is valid for
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maﬁs 38% among males play games, 27% of male customers access to
information and knowledge and 19% checks their e-mail. The meaning of Internet
15 again directly related to the reason for coming 1o an Intemet Café. For males,
Internet and Internet Café mean games. For females, Internet means knowledge,
which mcludes surl:'r.ug the net and receiving and sending e-mail. Online chat
forums (IRCs) still remain an unpopular answer (Appendix II, Table 37). Thus,
fermales make use of Internet access and online communication more than males
do. According to participant’s observations since most computer games can be
played without connecting to the Intemnet, i;cl.inal'.inn for exploring the virtual
space is greater among female customers.

When the reason for coming to an Internet Café and the meaning of
Internet i= analysed among education groups, it is seen that playing pames is the
most popular answer for elementary, high school and university graduates (56%,
31% and 23% respectively) (Appendix I, Table 38), The outcome contradicts the
meaning of the Internet as knowledge among university graduates. Thuas,
university graduates think the meaning of the Internet i1z kmowledge but they come
to Internet Cafés to play games. This discrepancy between theory and practice
may indicate that Internet literacy, which is only offered in universities, does not
assure the use of Internet for productivity. A post-graduate student told the
researcher in a friendly conversation that * [ use the Intemnet constantly at work
and it puts me under a lot of stress. | come to Internet Cafés for playing games and
relaxation and do not even want to connect o the Internet, not even to check my
e-mails”. However, il is also found outl that among the education groups who

state the reason for visiting an Internet Café as e-mail correspondence, those who
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I:ﬁve a MA or PhD degree ranks first by 50%. Thus, even some customers declare
that they are fed up with having 1o use the Internet and e-mail accounis constantly
at work, there are still quite a number of individuals who kecp their ¢-mail
carrespondence related o work via the Intemet Cafés. Therefors, in conjunction
with the resulis of the meaning of Intemet, 1t becomes clear that education has a
direct effect on the usge of Internet Caféds: interest for access to information and
knowledge and using Intemet for communication increases in direct proportion
with education level. Using IRCs still remains the least favourite answer
(Appendix [1. Table 3&).

When income groups are considered, there are again many similarities
between the results of the meaning of Internet and the reason for using Internet
Cafés. As customers® income level increases, interest in playing games decreases:
43% among low-income, 33% among middle-income and 28% among high-
income groups use Internet Cafés to play games.

Access lo information and knowledge scems to be the seccond choice for
low and middle-income groups (26% and 29% respectively). However, although
high-income proup states that Intermmet means knowledge, the customers with a
high-income use Internet Cafés mostly (30%) to check their ¢-mail. Thus, e-mail
correspondence means acecss to what they comsider as knowledge. Chat is the
least favourite answer according to all income groups. (Appendix [, Table 39).

Thus, it can be concluded from this comparative analysis of the reason for
using an Internet Café and the meaning of Internet aceording to the customers:
Playing games is the most popular activity whereas searching for information and

knowledge is the second and using chat programs is the third.
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;h However, according to the researcher’s observations in Internet Cafés, it
‘might be argued that respondents seemed to be reluctant to say the truth about
chat because having scen many users chatling via IRCs (Imter Relay Chat
programs), the researcher is suspicious tha! many of them use chat programs to
meet new individuals and for virtual flirt and sex which were ofien interrupted
with the arrival of the researcher. Another reason for the respondents’ hesitation
to acknowledge virtual relations might-be due to the fact that the questionnaire

was comducted dunng the fasting month Ramadan when Muslims are restricted to
talk shout issues considered to be “obscene”,

Il. Internet Cafés Are Considered as Social Spaces

Mﬂnughlntemﬂﬂ'ﬂ}éisupmmaﬂmmhﬁﬂnfmiﬂy,dlmmlhn
service it provides which is access to Internet; the type of social (human)
imteraction within an Internet Café is much likely to ocour between the machine
and the individual. Therefore, social interaction with the other customers in the
café is restricted to a certain extent. However, as proposed at the beginning of this
study, Internet Cafés in Istanbul are different in respect to the nature of
communication within the Café. Although a great amount of interaction takes
place between the individual and the machine, it nevertheless doesn't have a
negative impact on social interaction. For many users in Internet Cafiés in Turkey,
computers are merely used as tools to imteract with other customers. It has often

been observed that two or three customers like to share a computer together not

because there are not enough computers but playing games together is a social
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mﬁt}f Keyboards are passed around for the several hands thai want o virtually
ﬂghtEachh:lpshis“hnﬂl:r“mninﬂwgmagainstﬂ:uppuﬁwtm:a
- symbel of perfect solidarity that can only be observed during football games in
the stadiums. Thus, sharing a computer with a friend renders it a playful and
novel social amusement done from time to time as a supplement to the sociability
inherent in Internet Cafés. It might be argued that Internet Cafiés in Istanbul are
only spaces for sociability and entertainment frequented by a group of individuals
who want to spendﬁm:tngaﬂmqyia communicating with each other through a
social activity (playing games),

In a conversation with a 15 years old respondent in Rumelihisariistil, he
said.“bufumlﬂtmﬂﬂﬂﬂs,lwmlldnn]yph}' soccer after | came back from
school. But now, Internet Café is the only place where I can find my friends and
we play games and meanwhile talk about anything we want to, about school, girls,
and our families ”. Another respondent uttercd, “Games help me relax but 1 am
more interested in being with my friends™. Mm;}r fﬂuug respondents, then, use
Internel Cafés as a mecting point where they perform a common leisure time
activity (play games), but what’s more important for them is to be with friends.
Thus, Internet Cafés are social spaces where the ultimate goal is sociability and
entertainment. Playing games is solely an act that keeps the customers within the

perimeters of physical/social space,

In order to understand the role of Intemet Cafés as new type of social
ﬂpm,ﬂmtharﬂpumimtswemaakﬂdmwhmmntwypm&mmeem
Internet Cafés with a group of friends. Although most of -them said that they
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nﬁm}‘ﬂ preferred to do 50, the results to this item in the questionnaire show thal
demographic differences among customers affect this choice.

The increase m the age of the customers, for example, decreases the
willingness to visit Internet Cafés with friends. While 47% among customers 15
or younger come with friends, the percentage drops to 39% for 16-17 age group,
36% for 18-24 and 31% for 25-35 age groups (Appendix [1, Table 40). Although
with the increase in age, the tendency towards visiting Internet Cafiés alone also
increases, there ure still quite a number of individuals who choose to visit Internet
Café with ﬁictﬂs.ltcauheinfﬂmd'uplhehmisufthisrﬁlﬂLthﬂt Internet Café
visils are a new type of sociability,

The education level of the customers also causes the customers’ desire 1o
be within a group of friends in Intemet Café to decrease. 60% among those with
no education always go to Internet Café with friends while 42% among
elementary, 37% among high school and 30% among university school graduates
always prefer to do so (Appendix I1, Table 42).

In addition, mcome level is a key variable for the evaluation of this item
because there is a sharp distinetion between low and middle-income groups' and
high-income groups’ choices. While 44% of the customers among low-income
group and 40% among middle-income state that they always come to Internet
Café with friends, only 11% of the customers among high-income group do so.
Thus, it becomes cvident that income is quite imporiant in determining the role of
Internet Cafés as social spaces (Appendix IL, Table 43). The comparatively
smaller percentage of high-income users who do not come to Internet Cafés with

friends reveal that though they may be playing games, they nevertheless are more

T




indolved in virtual rather than social atmosphere of Internet Cafés. In conclusion,
though Internet Cafés are for most social spaces, as age, income and education
levels of the customers increase, the tendency towards isolation also increases. It
can be correctly inferred that wealth and high education help one perceive the
existence of a virtual world and force one to make a connection between the
virtual and real and thus, perhaps become more introveried, yet open to virtual
discoveries that may reshape the real.

Since it was detected before that the increase in education and income
levels and age decreases inferest in games and increased interest in knowledge
mmnghhnﬂ[hﬁmhmiﬁlﬁanhu], it might be stated that the use of
Internet Cafés as public kiosks for Intemnet access rather than social spaces or
spaces of entertainment is highly dependent on demographic chamctenistics of the

CLUSLOTOETS.

2 Between The Virtual and The Physical: Computer Games, TRCs,

Access to Knowledge and Information and E-communication

In this part of the analysis, the main focus will be on the specific services
that are used in the Internet Cafés, the influence of these services on their
behaviour. There will be a comparative analysis between social interaction and
communication within the Intermet Café and dipital interaction and
communication via the network.

Thus, particular services that Internet Café customers make use of are as

|
follows: computer games, chat, ¢-mail, research, surfing the web and having
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agbess to information and knowledge. Each will be analysed in detail to
distinguish the specific characteristics of an average Internet Café customer in
Istﬂuhni{whhmspmwﬂmrclaﬁunbememihedetmgmphic features and

Internet Café behaviour of the customer),

L Computer Games Are Played More for Sociability and Relaxation
than Learning Role-playing

Eﬁlﬂelﬂiﬂﬂtﬂtﬂuﬂhtﬂ'nﬂﬂlféﬂmﬂ!ngﬂmc&ﬂmungmrhﬂﬁmtﬂﬂfé
um,nueisabIEMDump&mhtmnﬂtﬂnﬂa“iH:uthﬁr!ﬂmufsmiMHpﬂmmh
as Kafvehanes, Atari Saloons and Pool Saloons where playing games is the most
popular activity. (36% nfﬂ.llreaf:lmdnms state that they come to Internet Cafés to
play games) (Appendix II, Table 8). The comparison between Internet Cafés and
other types of social spaces have been the main focus of many intellectuals in
Tuﬂw“ﬁthgmmambauspammumﬂy-ﬁmmgﬂmm,ﬂmﬂemﬁhinhis
article, “Internet Cafés: Computer ﬂ‘ﬂlﬂlﬂs and the Public™ states that “Internet
Cafés are spaces of entertainment that appeal to all age proups: for 15 and
younger, Internet Cafés replaced Atari Saloons, for youngsters between the ages
15 and 20 Internet Cafés have taken the place of Pool Saloons, and for those over
20, they are perceived as Kalvehanes™ *7 However, these spaces (Atari and Pool
Saloons and Kahvehanes), much like Tniemnet Cafiés today, have also been
“damned by the society, yet have preserved their popularity since they allowed an

“evil” activity as playing games. The rcasons for the evil image of computers

7 Cemgil, Cem (2003). “Internet Kafiler: Oyun ve Cemaat™ from CogitoBahar 2003, Yapt
Eredi ¥aymnfan. Istanbol pp: 1 [4-117.
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ghmes are firstly, “the addictive-nature of game playing, which is thought to
hinder users in social interaction, the second is the violent content of these games,
and thirdly the gender stereotyping within the games™ ™ Each of these will be
discussed according fo the demographic variables of Intemnet Café customers.

Considered that Intemet Cafés are widely used for playing games, the
degree of enthusizsm for playing games and the content of the games vary among
Internet Café customers.

Income is one of the variables that activate this enthusiasm. There is an
indirect ratio between the level of income and the degree of enthusiasm in playing
games. 56% among the low-income customers always like playing games while
49% of the middle-income customers always do so and this percentage comes
down to 42% for the high-income customers. Tt might be inferred on the basis of
misummnthm;gmmmclavelimmm&a,thaemhmmmplaﬁngmm
decreases (Appendix II, fﬁh}a 47). Yet, the percent of players among high-income
group is still high. Since they can afford an Intemet connection at home, their
enthusiasm in playing games in the Internet Cafés might imply that they prefer the
social atmosphere of the Internet Café (physical space) to their bedrooms or they
carmot use compulers because of parental restrictions. A young interviewee in
Bagdat Caddesi complained, “my percnts bought me a computer a few months
ago, but as soon as | started to play pames, they took it away. Now [ can only play
games in Internet Cafés and I do not tell my parents that | am here”. This attitude
of the parents is due to the fact that most parents think game playing steals away
Irom the time the children might be doing their homework. What’s more, as

- Cunningham, Holen (2000). “Maortal Kombat and Computer Game Girls™ tn The Theorfes
of the New Media edited by John Caldwell. The Athlone Press, London. p: 217.

80

-



&

sugigested by Cunningham, no matter what the parenis’ financial standing is,
“fears over this addiction to new technology have been voiced many times
because they do not understand the appeal of games. This generation gap, and
parental ignorance of games, is often part of the appeal of computer games. Fears
of new technology are due to the hitherto unknown interactive nature of computer
games; talk of virtual reality and cyberspace is oftem beyond the evervday
kmowledge of parents regardless of their cconomical background™ =

The other variable that stimulates the enthusiasm towards playing
computer games is education level. Flere, 60% of the customers with no education
and 67% of the customers who have graduated from clementary schools reply thai
they always like playing games on computer. The percentages decline to 48% for
high school graduates, to 36% for university graduates, and to 30% for graduate
school students. Thus, it might be derived from this data that the increase in the
education level of the customers causes a decrease in their enthusiasm for playing
games (Appendix 11, Table 46).

The same occurs with the age meaning as the age of the Internet Cafié
customer increases, enthusiasm in playing pames subsides. While 77% of the (-15
age group like playing games, it gradually comes down to 63% to 50% to 23% for
16-17, 18-24 and 25-35 age groups respectively (Appendix [, Table 44),

Thus, once again the increase in age, education and income levels causc a
decline in & specific behaviour of Intemet Café customers (playing pames) in

Istanbul.

" ibid. p: 218,
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& Cames significantly ocoupy the leisure time spent in Internet Cafiés. Yet,
not only the degree of interest in playing games but also the degree of its impact
on socialisation is within the scope of this research. It has been said that it should
be measured {0 what extent game playing hinders social interaction.

The results of the questionnaire show that notwithstanding age, pender,
education and income levels, 50% of the customers like playing games (Appendix
i, Table 12). Yei, this consequence, nevertheless, does not prove that playing
games 15 & group sctivity that contributes to sociability of customers. Some
customers, in respect to their demographic charactenistics, choose to play games
alome. When these choices to play games alone or within a team is compared with
the content of the games customers prefer (o play, the answer to whether
customers use Internet Cafés like all other play rooms or entertainment spaces
(Atari Saloons, Pool Saloons and Kahvehanes) will become more ¢lear, This
comparison will also allow one to analyse whether playing computer games is a
creative act geared tpwards learning, role-playing or strategy planning, or a mere
tool for spending leisure time (ﬂ-i:ﬂﬂ]’ to spending endless howrs playing card
games in Kohvehares, or car races mﬁltan Saloons or pool in Pool Saloons with a
group of friends).

As mentioned ecarlier in this chapter, computer pames develop the
children’s cogmitive skills. Moreover, they have often been used and developed
by researchers at universities in the United States for scientific purposes. As Ted
Friedman reports in his article, “Making Sense of Software™, “In 1970, British
mathematician John Comway introduced & simulation of cellular growth pattern

called “LIFE™ that became the first software toy and addictively open-ended
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n:indej of systematic development designed 1o be endlessly tinkered with and
enjoved” . Thus, computer pames were in fact initially being used for
cdutainment (education and emtertainment together). Yet, Cunningham suggests
that “after the birth of adventure/action games such as Morial Kombar in the
19705, computer game software production has become an industry and computer
games were marketed to voung children as amarchic, rebellious, and anti-
establishment. Since promoting computer games as tools for edutainment did not
sell, marketing stradegy, this time, was to aitract the street culture in the arcades™
8. In other words, some compuler games, for example FRPs, continued to be
developed with sophisticated simulation of real life while some (action games)
were mostly designed to release or induce such cnergies as excitement, violence
and aggression. Since 29% of the total number of respondents in Intemet Cafés in
Istanbul considers the meaning of the Internet as action games, it would not he
wrong to make a case that the youngest customers are the ones that perceive
Internet Cafiés more as spaces of entertainment to release their encrgies and this
ratio decreases as age increases.

Thus, in order to discem the role of games in the everyday life of the
Internet Café customers, there were two items to be researched according to the
charactenistics of the customers: firstly, to what cxtent customers prefer to play
games within a team in the café, which will explain whether they conceive game

playing as a social activity and second, what type of computer game they prefer,

” Friedman, Ted (1995) “Making Semses of the Software™ I Cpbersocieny, edited by
Staven G. Jones, Sage Publications, Thousand Oaks, USA. pp: 75-76

" Cunningham, Helen (2000). “Mortal Kombat and Computer Ganme Girls™ in The Theories
af the New Media edited by John Caldwell. The Athlone Press, London. pp: 216-17.
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education)

clarify whether they play games for edutainment {entertainment and

or entertainment.

The computer games that Internet Café costomers in Istanbul play were

grouped under 6 headings according to the definitions provided by Sanger and

Friedman:

o

FRF (Fantasy Role Play Games): FRPs are considered as sofi and
one-person games where a character is embedded in an avatar (body).
As Friedman explaing, they demonstrate the surprisingly compelling
power of a particular kind of human-computer interaction very
different from either hypertext or intersctive cinema. Beginning with
undeveloped patches of land and initial development funds as in
SimCity, the player can construct cities by choosing where and what
kind of commercial, industrial, residential areas to build, laying down
rosds, mass ftransit, and power lines, police stations and fire
departments” ®. Thus, FRPs encourage users to stretch their
imagination bevond 1-.l;;l'lm they can accomplish in real life and
collaborate their creativity in the creation of a story. In other words,
“they provide the most nwn—:m:]n!:l frameworks 1o allow the plavers
the opportunity 1o create their own worlds™ *.

RTS (Heal Time Strategy): The interface of these games animates

war scenarios. They are usually played online and the user belongs to

o Fricdman, Ted {1995), “Making Sense of the Software™ in Cybersocien: edited by
Bteven G, Jones. Sage Puhli® cations, Thousand Oaks, LUISA, p: 59,

" i,
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1 either a group that defends a country or a planet, or a group that tries to
conguer a planct or a couniry., “These games stimulate practical
thinking, strategy planning, and foreshadowing” *. Since they are
usually playved online, the users also have to be able to think and make
decisions rather fast.

o FPS (First Person Shooter): The conient of these types of pames is
| violence. There iz one player and he shoots all members of the

interface that try to hinder him on the way to accomplishing a

dangerous task and to move onto the next level. They are often
criticised for their prolonged exposure of violence and aggression on
the users. As argued by Cunningham, “there is no doubt that playing
computer games does mvolve feelings of intense frustration and anger
which often expresses itself in aggressive yells at the screen™ *_ Thus,
frustration and apgression while playing computer games is not
simply related to the content of the play but has alse to do with the
feeling of ‘winning and losing’. As Cunningham further supgests, “
aggression felt in computer game play is vented on the screen and
does not necessarily turn players into more apgressive and violent
children™ ™, Intense concentration on the sereen and secing the “game

over’ sign after spending 80 much enengy and time to win might even

Samger, Jack (1997). Fowag Children, Fideos and Compurer Gamres: fiwes for Teachers
avted Pererts. Falmer Press, Washington DUC. pribe
3 Cunninpham, Helen (2000, “Mortal Kombat and Computer Game Girls™ in The Theoried
= o the New Medra edited by John Caldwell, The Athlone Press, London. p: 219,
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be a more important cause for aggression and frustration than the
content of the games.

o Action: Action games are (Counter Strike is most popular among
them), played as a team. There is a good team and a bad team and at
the end of the play, one team wins. Both teams have a mission such as
bombing a place while the other side is frying to stop
them. The only imaginative steps in this game are “the player’s speed,
ability to hide himself, and ability to collaborate with other membery
of the same team and develop his combative skills” *. Though, the
content of this type of computer games is also claimed by Sanger to
incite the users to violence (combat), their harmful effect on the
Internet Café customers in Istanbul will be discussed in conjunction
with what the customers say they feel while playing this type of
games.

o Sports: The most popular among them are car maces and FIFA
(Football Game). Car races are usually solitary games while FIFA is
played in a tsam. * These are skilful pames in which players
participate in simﬂatadhspurﬁug sitiations and either fulfil the
Mvﬂml’smedfmspaﬁﬁfmhhuﬂnulhhammnﬁthuthermﬂm

members ™

In the light of the above definitions, the ratios of games/total number of

customers are as follows: 29% of respondents play action games, 17% play sports

L)

]

Sanger, Jack (1997, Fourg Childrer, Fideos and Compater Goawes: Dusues for Teachers
aptd Parents. Falmer Press, Washington DL.C. piix.
ibid.
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gﬁnﬂﬁ. % 9 play FRP, % 8 play RTS, %5 play FPS and 29% play no games at all
(Appendix TI, Table 10).

According to the shove ratios, the correlation between the choice o play
in & group and the type of game is first scrutinized among income groups. Since
the customer’s decision to play games alone or in a team depends on the
imteractivity that the computer games allow, the above results will be compared
with the types of pames income groups choose to play, Thus, it is found that 58 %
of the low-income group always or often have a team and 40% prefer action
games. % 34 of the middle-income group also say that they always have a team
while playing games but the percentage of individuals who do not play any games
(%235} is higher than the percentage of the individuals who play action games
among middle-income group (25%). In addition, quite a number of customers in
high—inmm:gruup{dﬂ%]nwerpluygam:sinamamnndﬁﬁdrpmﬁrmltnplay
games while FRF (Fantasy Role Play) games rank the first among those who play
games (18%) (Appendix II, Table 91).

The above statistics show that if a cerfain income group likes to play

games as a feam, they prefer action games and the increase in income levels

compels individuals to play games alone (Appendix M, Table 103). Thus, the

above results show that game playing among low-income group is & site of shared
experience and knowledge rather than individual competition. A 23 year old male
customer in a low-income group told the researcher that “game-playing is more
fun when it is something social”. The researcher also ohserved that the

contribution of action games to sociability is amplified with the exchange of
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ﬁﬁmm opinions about the different levels, settings and worlds of the computer
gﬂ]‘.['l&'.

The nise in the income level forces individuals to play games in isolation.
This again is related with the type of computer pame many of them choose to
play: FRPs. FRPs when compared with action games are more sophisticated and
complex games and require user’s imagination in the creation of a story. Since the
player has to make decisions about simulated real-life issues such as having to
denidﬂhnwmimpmwumnduuﬂimsyﬂtminﬂxschmls,thﬂymmmeamm
amount of time and thinking than the simple win or lose games such as action
games. On the basis of the above findings, it is argued that while low-income
groups play computer games for entertainment and sociability, high-income
groups play them to open themselves to cxperiences that can easily be converted
to real life experiences and accomplishments, but they like to do it alone.

‘When age groups are compared, it is observed that of the under 15 ranks,
first among those who prefer action games by % 52, 16-17 ranks the second by
%35 and 18-24 ranks third by 30%. Those between 25 and 35 mostly prefer to
play sporis games. When compared with their choice to play alone or with a team,
the comparison proves that 37% of under 15 and 28% of 18-24 always prefers w
have a team while 39% of the 16-17 age group often do 0. 25-35 sge proup like
to play games mostly alone (32%) (Appendix II, Table 100). Thus, customers
younger than 25 play action games with a feam Whﬂs::l_-'ﬂmse betwesn 25 and 35
prefer to play sports games alone. Again the highest percentage of individuals
between 25 and 35 (53%) declare they do not play any games {(Appendix II, Table
BR).
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A The above statistics disprove “the criticism of the parents that computer

I'I-ﬁg

games leads to social isolation™ ™. While parents are unfamiliar with computer
games and regard Internet Caféds as spaces of evil as suggested at the beginning of
this chapter, the addiction of young generation {0 computer games and Internet
Cafts make the parents uneasy. Most are reluctant to send their children to
Imternet Cafés and ban children from vusing computers at home, In addition o the
anti-social behaviour, “computer games are also argued to canse emeotional
instability and aggressive behaviour™ L However, most aggression is due o
losing the game rather than the involvement in the aggressive confent. A 15 years
old male player in Sultanbeyli admitted *1 get angry when | make a wrong move
and the game is over, | cannot bear to hear from my partners that they lost the
game just becanse of me™. Having observed that most of the yelling in Internet
Cafés is about the wrong or “fatal™ moves of one of the team members malke, it is
hard to attribute all this apparent aggression to the violent narrative of the play.
According to participant observation, the ones who make the mistakes beg for
“one last po™ in the hope of doing better next time and if he is not given the
chance, he gets angry. Thus, although aggressive narratives of the computer
games undeniably provoke aggression, it would be an exaggeration to claim that
gince the comtent of games is vicolent, the children start to become more violeni
On the contrary, by yelling at the screen and to their friends, children relicve their

dgpression that they may have accumulated atl school.

- Buikatmem, Soodt, (2000, “Terminal Penetration™ fom e Crbercultvwres Reoderedited
g by David Bell. Routledge, New York, ppei33-154.
ibid,
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#  Relicf of stress, tension and pent-up aggression is also the reason behind

25-35 age group’s choice of computer game, which is sports that they can play
alone. By racing cars and playing tennis with the computers, they leave the day’s
pressures behind and give themselves a break between the work place and home.
A 35 years old customer in Besiktag confessed, “the most comforting part of my
work day is the short amount of time I spend in Adeks before 1 caich my bus
home™, Thus, in a way, game playing is used as a method of switching off from
daily life and leaming how to mansage stress according (o all age groups.

When education level of the customers is taken into consideration, it is
seen that %35 of elementary school graduates always prefer to play within a team,
while 60% among those with a Masters or PhD degree never do so. 47% among
clementary school graduates play action games while 20% of undergraduates and
4% of thosc with MA or PhD degrees prefer sports games while undergraduates

prefer to play sports mostly with a team (29,5%), while those with MA or PhD
degrees play sports games a3 a solitary leisure time activity (60%) (Appendix II,

Tahle 90 & 102). Better-educated customers play sports games rather than action

games 85 8 team or alone. A university student in Bopazigi University told the
, researcher in a friendly conversation, “T usually go to an Intermet Cal# during the

breaks and relax when school becomes too overwhelming™. As observed by the
researcher, Intemnet Cafés in peripheries such as Sultanbeyli, Omraniye as well as
in more central neighbourhoods such as Rumelihisaristii and Besiktas (opposite to
universities) were crowded with plavers who were constantly racing cars or
playing FIFA. Thus, both for university students or the employed customers,

game playing means relaxation and self-therapy.

G0
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‘h According to gender, there are also some significant varialions, 41% of

ale customers” state that they never play within a team and 18% of them play

FRP games and 15% sports. In opposition to this, 30% of male customers confess
that they always have a team and 32% of them play action and 18% play sports
games. Therefore, there is a clear distinction bétween females and males in their
choice of games as well as their preferences about having a team. Within this
discussion of computer game culture and gender, “the computer games industry,
journalists, and also many academics have portrayed game-playing as a
predominantly male perversity” ''. The abyss between the female and male
population of the Internet Cafés in Istanbul is taken into consideration, this
hypothesis holds true (11.3% to 88,7%). This perversity is also observed in the
imtimidating atmosphere of the Internet Cafés where the body of female customers
who complaing about being a minority also expresses their frustration about the
y:ﬂingandewucuminganmngﬂwmal:nusﬁnmm.%y:ﬂing,humvm is
their way of relaxation and sociability as most male customers declared, Thus,
although %33 of the female population like to play either FRPs (geared towards
role-playing and real life stimulation) or sports games that help relaxation when
played alone, female customers® participation with computer games could have
been much more if there was an encoursging atmosphere. A 16 years old female
user accused male customers of being “violent™ “Boys are just boys, and they are
violent”. Female customers’ adaptation to this new public spacc is severely

hindered by the excessive sociability and dominance of the male customers. This

T

Cunningham, Helen (2000). “Mortal Kombat and Computer Game (irls” in The Theories
4f the New Media edited by Jobn Caldwefl, The Athlone Press, London. p: 219.
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:iag a severe consequence: As affirmed by Cunningham, * children's first
experience of computers is through computer games, and it is vital that girls are
included in these arenas where familianty with new technology is established™ d
{Appendix Il, Table 89). Thus, games, though, are crucially important i the
users’ integration to the Internet culture; females are at a disadvantage position
from the start,

In conclusion, there is a strong interest in playing games, the willingness
to play as a team or alone change according to age, gender, income and education
levels: The increase in age, income and education level decreases the interest in
having a team. In parallel to this, older, better-educated, and female customers
with higher income tend to play FEPs or sports games which involve role-playing
or relaxation. This then proves that many customers prefer nol to play games
requiring imagination or they do not have a liking for Strategy games, which
eoerces decision-making and planning. Most come to Internet Cafés to play action
games such as Counter Strike, which though is an example of action penre,
nevertheless, provokes agpgression. As observed by the researcher, there is a sirong
mieraction among customers who play this pame and most swilch tables in the
middle of the game yelling, “you will cause the death of us. Let me kill them
instead”. In conclusion, playing games do not obstruct the social interaction
between the customers yet, it provokes a strange and electrified interaction that is
often hazardous for other customers (such as females). Therefore, in the analysis

of the game culture in the Internet Cafés, females® invisibility and Internet Cafés’

ibid,,
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roke as spaces of sociability and entertainment rather than edutainment comes

forward.

II. Internet Cafés Are not Utilised az Information or Communication

Kiosks

Knowledge ranks second by 27% and e-communication ranks the third by
21% among the most favourite activities that all respondents perform in Internet
Cafés (Appendix II, Table §). It was observed that in neighbourhoods such as
Besiktag, Fatih end Rumelihisarfistil, there is a stromger inclination to use Internet
Cafés to do research becanse there are universities around these neighbourhoods.
{It was found out before in this analysis that the increase in education and income
levels incresse interest inm knmowledge. It was also mentioned that users get
acquainted with ¢-communication and research during undergraduate studies due
to lack of laboratorics and courses on information technology beforchand.
Students who use Intemet Cafés for knowledge do research, write a paper, send e-
mail to their professors or print their projeets. A student from Bogazigi University
in Rumelihisarfstit told during an interview, “Some professors accept roceiving
our papers via e-mail. However, the computer laboratories at school are always
full and I have to comeall the way to an Internet Café™. Non-students, on the
other hand, utilise Internet Cafés mostly to Jook for jobs and follow-up their
business correspondence.

While inguiring about the differences and similarities between the

customers' inclination towards access to information and knowledge, (research)
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and communication (use of e-mail) according to the demographic variables, three
items were formulated.

First, the frequency of Internet access is measured according to age,
gender, education and income levels.

The frequency of connection to Internet in Internet Cafés is found to be
directly affected to an increase in income. 43% of high-income group visil
Internet Cafés several times a day while this percentage decreases to 14% among
middle-income group and to 31% among low-income group, (Appendix 11, Table
79). The above data shows that the increase of Internet access is directly
proportional to the increase in income level.

What's more, the education level plays an important role in determining
the frequency of connection. Those customers with postgraduate or bachelor
degrees both rank first among those who use Internet several times a day by 40%.
The percentage declines to %35 for high school praduates, and to 30% for
elementary school graduates (Appendix 11, Table 78). The percentages of those
with postgraduate or bachelor degrees connect more ofien than clementary and
high schools.

Gender also alters the frequency of connection to Internet. While % 42 of
female customers connect to Intemet several times a day, 34% of male customers
use [ntemet several times a day. The results show that females’ use of Intemet
access 15 much higher (Appendix II, Table 77). It was mentioned that female
customers come to Internet Cafés more for e-mail correspondence (32,4%) and
access to information and knowledge (29,4%), and males more for game playing

(37.6%) (Appendix [, Table 16). Since females come to Intermet Cafés for




hq-ﬁmet access more than males to use a computer (but not necessarily Internet)
for game playing, the slight difference in their frequencies of Internet access is
valid.

Once again, the frequency of Internet access is dircetly reflected by the
increase in age. % 50 of 36 and over, 40% of 25-35, 36% of 18-24, 3236 of 16-17
and only 26% of under 15 age groups have access o Internet several times a day
(Appendix II, Table 76).

Thus, increase in income, education and age 15 directly proportional with
the increase in the frequency of Internet access,

In addition 1o the statistics about the frequency of access to Internet in
Internet Cafés, the most alluring search engines the respondents use will be
analysed to learn what they wish o access in the Internet; Top choice is “Google™
by 21%. “Netbul” ranks the second by 7 while “Altavista™ and “Armbul™ rank the
third by %65 (Appendix II, Table 9). One of the reasons why these search engines
are the leading choices among Internet Café customers might be because they
have both English and Turkish content. (The language used in the interface of
both “Netbul and “Arabul™ are Turkish). “Google”, unlike “Altavista are
multilingual search engines but only Google allows access to meny Turkish as
well as international web sites with all kinds of contents, ranging from most
serious political debates to entertamment. High interest in “Google”™, thus, is a
positive outcome hE:c:ause of the variety and depth of the information one can have
access to. On the other hand, both “Google™ and “Altavista”™ are also used to

access online games and pomographic sites.
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A Since the above results show that the interest in a multilingual search
engine, “Google™ is much higher than in Turkish ones: “Arabul™ and “Netbul”, it
iz crucial to make sn analysis of the results of another item: To what extent
respondents try to search things not found in Turkey. Among age. income,
education and gender groups, education level comes forward as the main variable
to be analysed. 60% among those who have graduate degrees reply that they
always connect to Internet to find out things that cannot be found in Turkey while
only 30% with undergraduate degrees often, and 31% of high school and 38% of
elementary school graduates sometimes do so. Thus, as education level increases,
the degree of interest in knowledge and information that cannot be found in
Turkish websites also increase (Appendix IL Table 70).

Computer or better Internet literacy, then, is a significant issue to be taken
into consideration in respect to Internet Café users in Istanbul. In order to further
analyse Internet literacy along with access to knowledge via search engines, the
respondents are asked to what extent they use e-communication to get in touch
with friends or other relations in other parls of Turkey or the world Most
respondents regardless of their age, pender, education and income level declare
that they never use e-mail to communicate with distant relations (46.79%)
{Appendix 11, Table 18). Knowing that there are many Internet Café users who
have moved to Istanbul to attend a university, this result 13 quite significant
because it suggests that students might be unaware of this service due to the poor
Internet literacy not provided to them till they attend universities. |
As a conclusion, an appetite for learning mew things and reaching out for

further are awakened during one’s education. Education, essentially, encourages

o6




I_j:i_tnmet use where the user can have access to quite a large amount of knowledge
and information as well as keeping in tonch with all obligatory and personal
relations. However, it 15 often the case that students in Istanbul become aware of
these possibilities much later in their education and most users have to learn how
to: use the Internet by themselves since doe to the irresponsibility and lack of
financial and technical inadequacy of the Turkish Ministry of Edocation and lack
of courses on Information technology before going to university, students do not
develop a curiosity to find out new things. When interviewed by the Internet Café
customers who access the Intemnet, they admitted that they either leamed how to
use the Internet from their siblings or friends who come to Internet Cafis with
them. After this initial introduction, they further their research and e-
communication skills only if they remain interested. What i3 essentially lacking in
Turkish Education is then, the technological infrastructure and courses om
Information Technology that help provoke curiosity for searching among the
students. Most Internet Café customers state “they remain ignorant of Internet
and the facilities and the possibilities it offers until they find a job where they

have to use one.

. IRCs among many are not nsed as a gquest for a new identity via online

relations
Inter Relay Chat programs, or briefly TRCs engross many youngsters today

with the opportunity they provide to meet new individuals and to explore one’s

identity through online relations, Although chat appears to be the least favourite

o



abtivity within Internet Cafés (only 16% of all respondents), it has been argued
that the respondents might not be revealing the reality to the researcher because
chet programs have been damned by other media such as TV and newspapers and
parents duoe to the perversity and obscenity they provoke: virtual flirting and
virtual sex. In a friendly conversation with one of 17 years old female respondent,
she complained, “My mum thinks that Internet Cafés are the nests of all evil
Every time 1 step out of the house to go to an Internct Café, she warns me against
prostitution and drug-use. She even decided to buy me a computer to prevent me
from going 1o an Internet Cafié”. Although parents might appear too restrictive in
terms of their children's Intemet Café visits, their reactions are bagsed on lrue
stories and therefore have a substantial basis: During winter in 2003, there were
two incidents that occurred in Internet Cafés in [stanbul, one of which resulted in
divorce and the other in death. Thus, in addition to the common prejudice against
Internet Cafés due to the games, chat programs also contribute lo this evil image.
Therefore, it becomes difficult for parents to let their children visit Internet Cafés
and for customers to admit that they use TRCs. In Karadeniz Internet Café in
Sultanbevli, two TRC users got involved in a wvirtual fight afier which they
challenged each other to & duel. Writing their whereabouts (o solve this problem
face-to-face, they discovered that they were in the same Internet Café and one
stabbed the other to death ™. In another Internet Café, a married male customer

started to look for virtual female friends and ask them to send their naked pictures.

o Available online: [hitp:/www._tiev.net'orel/demnek/somlard him] scoessed on May 11,
2003,

0%



l;ﬁ:ﬂ of these virtnal female friends turmed out to be his wife and after this event
the couple decided to get divorced ™.

Further in the analysis of IRCs as a form of computer-mediated
communication surpassing the boundaries of face-to-face communication (such as
prejudice about one’s race, gender and physical appearances) will be inspected.
However, to understand the significance of IRCs among Internct Café unsers in
Istanbul, it is important to be able to understand the framework n which these
users operate when they participate in virfual communities.

When entering an [RC, one must fill a series of blanks (Name, F-mail
Nickname, and Altemative Nickname) before truly entering, The nickname and
aliernative nickname blanks are the only information needed to allow an Internet
user to become an IRC user. Giving One's name and e-mail address allows a
person 1o be traced by anyone wishing to know more about them. Because IRC is
largely an anonymous space, users have the option not to provide identifying
information unless it is absolutely necessary. However, it was witnessed among
Internet Café users in Istanbul that the vast majority of them (45%) type in their
names and e-mail addresses.

Ta find out whether the customers are inclined to use TRCs more to escape
the prejudices that occur in face-to-face commumnication, or for discovery of and
experimentation with one’s identity via IRCs, or for meeting with new individuals
and dispensing relations with one mouse click will be addressed in the following
analysis: Firstly, age affects this decision. Though, the percentage of telling the

complete truth about ope's identity is % 37 for under 15, 32% for 16-17, 36% for

Available online: [Ittp:/fwww_zman, com.trf2003/01/1 7/ batin htm] sccessed on May 5,
200,
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]#‘24, it suddenly increases to 42% for 25-35 age proups. This increase shows
that between the ages 25 and 35, Internet Café customers do not feel the need to
hide themselves (Appendix I, Table 56). The tendency among the young
generation fo hide their identity more than the older generation might be due to
severdl reasons. Firstly, by pretending to be someone else that they admire,
teenagers might believe that it would be easier to find girl or boy friends. If they
are uncomfortshle with their physical appearance or socio-economical
background, they can easily hide their identities to be more aftractive to their
online friends. A 16 years old male customer admitted having sent another
friend’s photograph in order to be able to find a girl friend. If they want to carry
on an online relationship, presenting oneself as someone else is acceptable and
even enjoyable. However, when the rescarcher asked them what they do when
they really want to meet their online friendships, they snswered, *1 either zay the
complete truth and apologise for my pseude identity or 1 simply stop writing to
that person if she or he becomes too annoying™.

Having mentioned that hiding socio-economic background is another
reason not to reveal one's identity, this tendency will be analysed according to
income groups. While %35 of the low-income respondents and %35 of the
middle-income groups abways tell the truth about their identity, this quota raises to
47% for high-income groups. Thus, increase in income directly increases the
desire 1o represent one’s true self (Appendix TT, Tl'ilhlﬂ 59%. This result shows that
many Intermet Café customers with low or middle-income backprounds! usually
hold back this information or say they have high-income to be able to have online

L]

relationships.
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A Most among the education groups slso tell the truth about their identity.
40% of those with no education say that they often tell the truth, while 43% of the
clementary school graduates, 31% of high school, 44% of university graduates
and 50% of those with an MA or PhD degree say they always reveal the truth
about their identity. Thus, increase in education level does not have a significant
influence on this revelation (Appendix II, Table 58).

Gender does not have a significant impact on the results to this question.
Briefly, only approximately 50% of better-educated and older customers with a
higher income are more willing to say the complete truth about themselves. The
other half meaning young, educated, middle or low socio-sconomic backgrounds
enjoy freedom, privacy, and anonymity not otherwise available to them in reality,
The power inherent TRCs allow these young urbanites to go further with their
inquiries of themselves and of other individuals and to reach people and
information more quickly and directly.

In comparison with this. when the respondents are asked whether they
believe that online friends tell the truth about their identity, the data showed that
regardless of age, gender, income and education levels, they somctimes believed
in the truthfulness of their online friends® identity. The only significant varations
according to these variables are as follows: 46% among customers with high-
income, 41% of those who have graduated from universities and 44% of the
females say that they sometimes believe in their online friends 'which proves that
fernales, undergraduate students and high-income customers hold a certsin

suspicion about online relations and online personas {Appendix 11, Table 61, 62)
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% However, disinterest about the truthfulness of online personas they
communicate with (50%) and persistence in sticking to their offline identities
shows a lack of playfulness. A respondent explained, 1 do not trust users with
nicknames. They are sirangers to me”. Therefore, information that is usually
available to one in face-to-face imteractions, such as sex, approximate age, gender,
and even socio-economic status, is also not out of reach im [RC. Although, IRC
allows the user fo create an online persona derived from an offline persona, in
other words, an avatar, who by being anomymous can explore many identities and
relations, Internet Café customers in Istanbul in general do not make use of this
possibility. As Elizabeth Reid states, “IRC enables individuals to deconstruct
~aspects of their own identities, and of their cultural classification, and to challenge
and obscure the boundaries between some of our own mostly deeply felt cultural
significances” . However, by disseminating truthful information about
themselves most Intemet Café users in Istanbul allow themselves 1o be traced by
anyonc wishing to know them. The vast majonty of the observed users simply
type their real names, wheseabouts, gender, ages and ¢-mail addresses,

The nicknames of the 160 users among 300 respondents are classified as
following. The vast majority (#5%) uses their first names or variations on the first
names, % 30 use famous individuals, places, drinks, movies and things, 10% use
names related with love and sex, 10% use names related with self-descriptors, the
rest (%) use nicknames of unknown origins (See Table 1T1.2).,

Thus, the sheer number of first names as nicknames ilii::IiEEE:E that many

users are logging in to attract or be recognised by others, During friendly

o Reid, Elizabeth, “Electropolis”. Available;
[hitp://people. we mediaone net/elizrs/electroplois html] accessed on March 10, 2003,
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ganversations with the intervicwoes, most confessed that they communicated with
friends they already know via IRCs. Thus, being online is just a desire to be
recognized by friends on the part of IRC users among Internet Café customers in
Istanbul. A 19 years old respondent told the researcher that “T only write to my

friends and I want them to know the instant [ am online™.

| Table TIL.2. Classifications of the Nicknames

I N0 Varnatkons on | ham

salin, zeynepdd, kadirB0, ecirak, sabah_attin, ugur_lu, muratz, erdogmus,

Seydam, hur_berke, tanka, gunes, selo, semihs, fazil, bora, emir_sadik, ebrumm,

aKim_, fatiha, azar, yasmineee, adil32, baykahraman, mah_mut, toni, neco, beatrig,

sevgin, [c] [e] [m], vaha99, kayacan, melih_tan, murat _Yapei, denis, ceran1977,

guitekinll, rana, ersiner, m*u"z*o, rubl, azerd3, canerk, memo2000, galip ulky,
ayhans, gokhan_duy, cenk, osmoz, hakkim, seboy, kazim_k, afe_must, talikoglu,

ahmetkiray, IsAaK, tekincans, alper79, firat MuhaM, kurt 46 RaMi

YUSUF, ardams, cagri_, huSso, s _u z i, eylemn?2003, bertan, am.z, umuill, ertaco

ontana, madmax 1, Dead-Man-Dreaming, spright, borges_ j, donkisat, brandie,
lavi_Ay, Rochas, Belmando, Rolex, OxyGEN, domatiz, snocophe, sun_40, mimord1,
eseiman, dellyurek, LEVISS24, IhanMansiz, KuRtCo, karmen, sakspir, yakari
_N7, borges, @CitiZen_X, fightclub, fidello, monachus, south_park, cakmalk
asansas, Cyrano de Bergerac, rediion, cimbomcim, kaysersoze apache

ai EL o Love
3y boyX, MAFORM, romantik, ROMIO, amourboy, love_expert, sikicl, hizli,

Lasanova2(00s, wampirictouch, lovasik, B8, sentimental, ayipyok, asikim

,agnli. king. egoseninik, free_boy, proletaria, writer, sairzarman, , lofita_25,

imcime, gentille19, shadow, parancia, denirsi, zumac)

ke, acemar, kokilo, mmmmmm, tactac, +wzup, palipat, Wi |

Thua,mmt[mernctﬂafénuﬂnmmwammh:easﬂyrem{miﬁadaudm&ﬂy

located which might imply that they are writing to their friends in near-by
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lekations. This shows that most Iniernet Café users never try to build virtual
relations bat instead use IRCs to locate the physical space of their friends.
Self-descriptors, on the other hand, are flirtatious and imaginative. The
utilization of famous individuals, places and things, etc. as nicknames indicates to
other users, one’s interests and how one chooses to see oneself in IRC. According
to Tim Jordan, “they offer some of the most fruitful ground for breaking the
connection betwesn the online and offline identities. These creative signifiers are
one of the most attractive points of TRCs because of their attempt to stretch and
tireak the elastic between avatar and identity” ™. Western music and action genre
films are the most popular in this category. Love and sex related words are direct
imvitations 1o others for friendship or sex, be it real or virtual. Unidentifiable
nicknames suggest impersonation or perhaps a desire to be anonymous which, in
fact, is the thrill of IRCs. Jordan further explains the relation between avatars and
wentitiez, “It also seems common sense that the identities we have — our age,
experience, gender, race and more — cannot simply be put aside when faced with a
kevboard. Of course, experimentation 1s possible but this will only be overlaid on
an existing identity” 7. However, in the case of Intemet Café users in Istanbul,
except a few who try o be more imaginative or anonymous with their nicknames
and personal details, most stick to all the facts about their offline identities which
kills experimentation and exploration. They write to their ﬁ*ienﬂs___hn}d Temain in a
close circuit suspicious of those strangers who use nicknames. In addition to this,

when asked by the researcher, most IRC users declared that they leamed how to

3 Jordan, Tim (2000). Cyberpower: The Cwlture amd Politics of Ceberspace and the
= Internet. Routledge, New York, p76.
ikl
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uq:{i,i: from their siblings and friends and only the basic commands. Thus, TRCs
are minimally used and only for sociability,

In regard to the findings above, it is not too astonishing to find out that
new online relations are easily gotten rid of It was questionsd whether the
variables: ape, gender, income and education levels alter their decisions about
giving up online relations. Income appears to highly influence this choice becanse
though the percentage of those among the low-income group who confess that
they always give up onhne relations is 23%, the percentage of those who always
do so suddenly climb to %35 for middle and high-income levels. This result may
indicate that low-income groups are more open 0 meet new individuals. Middle
and high-income groups rather stay within their closed circle of friends,
{Appendix 11, Table 67).

Among education groups, the only group that shows a significant varation
was high school praduates, 36% of whom testify that they sometimes can give
their online friendships up. (Appendix II, Table 66). When age groups are
compared, there are also deviations from the gencral trend, which is to give up
relations casily. Although nearly 44% of under 15 age group, 25-35 age group and
those older than 36, announce that they always pive up their relations, this ratio
decreases to 34% of 16-17 age group (Appendix 11, Table 64). Thus, only 16-17
years old students who attend high schools are willing f.ul_.-mr:f;t with new
individuals and carry out stable relations with them using [RC programs.

Shortly, of all the Internet Café customers, the ones who like to navigate
with their avatars through virtual relations and virtual space a}-.-. 16-17 year old

high school students with low-income. It is only them whe want to hold stable

105




o, e T y

rlutions with other avatars either by exploring the haze of the eyberspace and
perhaps by trying 1o build a bridge between the virtual and real space, Thus,
conirary to the researcher's expectations, it was found out that increase In Income
and education levels thrust users to stay within the perimeters of physical space
and leave cyberspace unexplored, whersas young, less-educated and lower income
customers use cyberspace as camouflaging their identities which either means that
they an: uncomfortable with their real identities and are afraid of their online
friends’ prejudices, or they are more willing to experiment with their real
identities by creating avatars during virtual conversations.

This assumption is juxtaposed with the users’ response (o the question that
evaluated how prejudiced online communication is. Although most users strongly
believe that communication via the Internet iz unprejudiced, thers are some
vanations:

Gender plays a significant role in respect to this item. Only 30% among
females believes that there is never any prejudice against one during online
communication, the percentage rises to 40% among male customers (Appendix I1,
Table 53). The reason why females (slightly more than males) believe that online
interaction are prejudiced is that, “with the revelation that you are a woman, you
are subjected to excessive, unwanted, sexual aftention. If your gender is learned
hymﬂepmﬁcipautsinmmﬂinemmgmup,mmsingladﬂmhy il
participants for exceptionally dismissive and hostile uemﬁ:a;F .“. Even if, the

belief in trans-gendered atmosphere of IRCs is common, a 21 year old female

b Milber, Lawra, (2000). “Women and Children First : Gender and the Settling of the
Electromic Frontier™ from Reading Digital Culture edited by David Trend. Blackwell
Publishers, USA. P: 217
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;Eapnnd:m complained that “as soon as you write your gender, you are
bombarded with offers ranging from most innocent such as having a cup of coffee
together 1o the most perverse such as sleeping together in an hour. | prefer to hide
my gender till I feel safe during a virtual conversation. Even then, the content of
the conversation changes to love and relations as soon as my male virtual friend
leamns that | am a female”. Thus, many female Intemet Café users feel
discriminated both in the virtual space of IRCs and the physical space of Internct
Cafés.

Education level is another significant variable when the results to this item
are taken into consideration. Elementary school graduates by 46% and university
graduates by 44% are the groups that show & strong belief in the unprejudiced
atmosphere of IRCs (Appendix II, Table 54).

When analysed among income groups, belief in the unbiased atmosphere
of chat is slightly higher (43%) for low-income group when compared with
middle and high-income group (%635 and 40% respectively) (Appendix 11, Table
55).

Thus, the conclusions inferred to on the basis of all the results above show
that though the Intemet Café customers in Istanbul are aware that IRCs provide
them an unbiased atmosphere where they can be in touch with any one whom they
wish to be in touch. They persist in asserting their offline identitics in the
anbigsed environment of IRCs, The most important f[eijiiéll;iun. however, Is that,
mecrease i income and education levels restrict experimentation and creativity in

cyberspace and weaken the belief that the Internet is an unbiased space.
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-I."E Alternatives Tor Pre and Post Intermet Café Visits in terms of

Individuals and Place

j Space Alternative to Internet Cafés is Home

In order to distinguizh Internet Caftts as a social space among all other
spaces that urbanites in Istanbul use as a part of their evervday life, customers are
asked about their altemnatives to Internet Cafés. This result is compared with
where the respondents have been and where they would be after Internet Café to
denmnsuﬂeﬂj:muhﬂityuflh&reapu{ﬂmta. All items above are then aimed to
simulate the role of Internet Cafiés: Are Internet Cafés used more as & social space
mﬁmatnnsiﬁmpninlmﬂwhﬂtherthemuhsmymdﬂgmdmngmphi:
characteristics of the customers?

First, the results of the item: alternative space is to be analysed.
income level, in this respect, does not differentiste the choice of alternative
spaces. Home ranks first and another café ranks second among all income groups
(Appendix II, Tale 22). The only differentiation is that respondents among low
and high-income groups (57% and 61% respectively) prefer to be at home if not in
an Internet Café slightly more than middle-income group (47%) (Appendix I,
Tale 107). Although high-income group can afford to pﬁ}?ﬂiﬁ high rate for access
from home, this result ascertains that the social mvii;;nmut in Internet Cafés
appeals to high-income customers. A 15 year old girl in Bagdat Caddesi told the
researcher that she would otherwise be chatting with a friend online in her

bedroom if she were not in the Café and that she would rather be with her friends

D8




G

:&ithr Internet Café. Customers with low-income backgrounds, on the other hand,
do not have a choice because they can neither afford a computer nor Internet
access. They come to Internet Cafiés both to socialise and to use the computers.

What's more, no matter what the education level of the customer is, home
is the still the first. and another café is the second most preferred alternative space
to Tnternet Cafés. Among education groups, those with a PhD or Masters degree
are the ones who are most likely to stay at home by 70%. Unlike other education
subgroups, their second alternative to Intemnet Cafés is office, which might imply
that since they use computers for Internet access (since they use it mostly to check
c-mail) on the way to work from home, or vice versa (Appendix I, Tale 106),

Home is the most popular alternative to Intemet Cafés among age EIoups
as well. The two significant results among them are as follows: 70% of 16-17 age
group finds home the most atiractive alternative to Internet Cafés, Secondly, the
office is the second alternative of 25-35 age group by 15%, although it is another
cafté for all other age groups (Appendix [1, Tale 106).

In order to poriray their mobility in conjunction with the alternative
spaces, the respondents are asked where they arnmmgfrmnundwhmthe:im
going. For most of the customers, personal space such as home ranks the first, and
obligatory space, such as work or school ranks second (Appendix 11, Table BS,
B7). It is true that access to cyberspace offers one great mobility that surpasses the
boundaries of time and space, It allows one to lmwlﬂrm:iversewiﬂﬂnsmndﬂ
without moving. As argued by Paul Virilio who makes a'lgrr:nl :mllp]m of this
aspect of cyberspace, “since all presence is presence only at a distance, the fele-
presénce of the era of globalisation of exchanges would only be established across
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thi widest possible gap. This is a gap, which now stretches to the other side of the
world, from one edge 1o the other of the present reality. But this is a meta-
geophysical reality which strictly regulates the tele-continents of a virtual reality
that monopolises the greater part of every activity of nations and individuals™ ™.
Thus, having access to cyberspace annihilates any obstructions in one's way,
giving an immense freedom for simultancous and omnipresent communication
and activities via the Intermet. which greatly frees an individual in regard to
mobility. Yet, this mobility is achieved by the use of cyberspace: An individual
can g0 to an Internet Café to make bank transactions and find a job or gamble and
come out as a rich man if he makes use of the cyberspace. His mobility in
between urban spaces has drastically increased but it all happens in the electronic
medinm of the cyberspace or the ﬁit:m:t.

However, urban mohility via c:.r&rspnu: within Internet Cafés seems fo be
strictly hindered by game playing. Since most Internet Café customers spend
efidless hours in Internet Cafés without going to a cinema, another café, shopping,
a restaurant, or even school, it can be stated that they sit around all day killing
time that they can use discovering both the physical and virtual spaces of Istanbul.
However, they do not give or do not know how to give themselves the opportunity
to be in the flow of urban mobility.

When asked where the castomers are going after Internet Cafe, the choice
of all groups, without any exception, is first, a personal sgaca"hnd then a social

Space.

= Virilio, Paul, (2000), The Information Bomb transtated by Chris Turner, Verso, Loadon
and New York | pi17.
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4 The above results show that since the movement is generally from home to
home, Internct C&f‘é& have become significant social spaces, perhaps the only
alternative social space for many respondents. They have by far taken the place of
many Kalvehanes, Atanl and Pool saloons as well as other cafés and cinemas.
Only in Internet Cafés around more central areas such as Taksim, Bagdat Caddesi
and Besiktag, customers say that they go to another social space after they leave
Intermet Cafés. Thus, within those neighbourhoods where there are alternative
social spaces to Internet Cafés such as bars, restaurants, and ete., the first stop is
still the Internet Café and afterwards another social space, A customer in Taksim
stated the reason for this choice as being able to send her friends an e-mail about
her whereabouts and her plan for the evening and being able to invite her friends
to the next social space she will be.

Since Internet Café provide all services and sociability the above cultural
spaces provide and additionally offer an extra service soch as access to Inlemet,

they are much more popular as social spaces among other alternatives.
Il. “Internct Café Friends are Friends 1 know™

It was observed that many young customers come o Intemel Calfés with a
group of friends they always hang out with. In other words, since Intemet Cafés
provide and support sociability, Internet Café customers are generally a group of
individuals who know each other and want to be together during leisure time.
Almost every activity in Internet Cafés is performed within ||.v. group of friends

(game, chat, and even e-mail). Thus, Internet Cafés’ role as places of sociability is
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qui: among many computers at the cost of slowing down the connection and
providing poor service. Most customers declared that even il Inferet connections
were rather slow in Intemet Cafés, they nevertheless could at least comnect.
Individual accounts at home are more expensive, but faster.

Bricfly, significant results about the average time spent in Intemet Cafés
according to age groups are as follows: Internei Café costomers who are 36 and
over, ranks first among Internet Café users by 45 million TL/month whereas, 16-
17 age group ranks the second by 37 million TL/month. 0-15 age group ranks the
last by 23 million TL/month. Those between 25 and 35, on the other hand, rank
the first among those who connect from home by approximately 22 million TL, 0-
15 age group ranks second to last by 23 million TL/month among those who have
access from home by 4 million TL/month (Appendix II, Table 96).

The youngest customers pay least both from Internet Cafés and also from
home. Since many parents are against the use of Internet due to the fact that
[nternet is hazardous for children because of its violent content, many of them do
not allow the use of computers and Internet at home. With a little Intemet Literacy,
children can have access to pomographic sites that such search engines as
“Google”, “Alavista” and “Yahoo™ provide. In addition, many children use
computer to play games and this behaviour is perceived by many parents as a
threat to a bringing up. As sugpested by Sanger, “there seems little doubt that
while some parents do not see screen-based activities as a form of harmless play,
others do. Attitudes towards play are enmeshed in attitudes to childhood itself
One can find a spectrum of parenting behaviour, related to bringing up children.

The spectrum ranges from highly protective and controlled domestic
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doubled: Tnternet Café customers have social interaction with both their real
friends in the Café and their virtual friends in cyberspace. When asked, most
interviewees said, “Internet Café friends are friends 1 already know™.

The only noteworthy exception among age, gender, income and education
groups are as follows: The only group that prefers to stay alone are praduate
students by 50%. It has been stated before that this group usually comes to
Internet Café either to check their e-mail or to play games. They like to stay alone
in the Café. Internet Cafés for them are transition poinis and service providers
raiher than a social environment, The other exception is female customers” second
choice that is to stay alone if they were not in Internet Cafés, However, this result
des not have any significance because females might not feel comfortable saying
they would rather be with their beloved. The third exception is clementary school
students whose second preferences to their friends in Internet Café are their
families. Yet, since most come to Intemet Cafiés because their parents do not let
them play games at home, this is not a significant result either {Appendix II, Table
108, 108, 110, 111).

These findings do not show significant differences in  different
neighbourhoods sither. In high-income neighbourhoods as well as low-income
neighbourhoods, the community spirit within the Internet Cafés is preserved. It is
only in Besiktas and Taksim where Internet Café is used more as transition points,
it iz seen thal customers come to Interet Café for quick e-mail correspondence
alone and leave the place within minutes without much social interaction with

either the other customers or the café owners. )
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4. ,,.52 Average Time and Money Spent in Internet Cafés
L Average Time

To find out the significance of Intemnet in the everyday life of the urbanites
:n Istanbul, two criteria in reference to time have been scrutinized: First, time
spent in Intermet Cafés and secondly, frequency of their visit. These results then
mmﬂlySﬂihrﬁpectmmﬂmmgﬁdumﬁﬂnnndEﬁqlﬂnﬂyﬂfhtﬂﬂmﬂﬁ
visits aceording to age, gender, and income and education levels.

The average time a respondent spends in an Internet Café/day in Istanbul
is approximately 2 hours and 45 minutes. When checked among education
groups, t was found out that high school students, rank first by 3 hours and 40
minutes, which is much higher than the average time. High school graduates rank
the second by approximately 2 hours and 35 minutes, while those who have an
undergraduate degree spend an average of 2 hours and 25 minutes. Those with no
education spend the least amount of time in Internet Cafés: 1 hour and 45 minutes
(Appendix II, Table 94).

Gender, on the other hand, il:lnn:s not have a significant effect on the
average time spent in Internet Cafés per day, Females spend an average of 3 hours
and 12 minutes and males spend an average of 2 hours and 30 minutes which is
slightly less than the overall avemge: approximately 2 hours and 48 minutes
(Appendix 11, Table 93).

Income level does not have a significant effect on the average time the
respondents stay in an Intermet Café per day. Low-income groups spend

approximately 2 hours and 45 minutes,, while -"m_idd.le-inmﬂue: groups spend
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.,m:h_m.nawty 2 hours and 50 minutes, and high-income groups spend 2 hours
and 35 minutes per day (Appendix I1, Table 95).

Age, on the other hand, has a significant effect on the results. Customers
under 15 spend 3 hours and 40 minutes/day in an Internct CafZ, 16-17 3 hours, 18-
24 2 hours 50 minutes, all of which are ahove the average. 25-35 age group
however, srmdsihumg:ﬂiminuﬁandﬂmﬁnlderﬂzmﬁspﬁndmﬂyd&
minutes. Thus, age is indirectly proportional with duration of Internet Café visits,
which correlates to their ressons for visiting Intemet Cafés. The younger
generation visits Internet Cafés more for game playing and the older generation
for e-mail correspondence and research, both of which do not involve sociahility

within the Internet Café and therefore consume less time.

1 8 Average Money

Most Internet Café customers in Istanbul connect to Internet from an
Intemnet Café (64%). Only 17% of the respondents also connect from home. 19%
of {he customers have Internet sccess both at home and in Imemet Cafés. Only
1'.#%nfﬂmmpmdemsmmwctunlyﬂnmhnmenndﬂw?mm:tn[mmﬂafétn
see their friends. Mot anly the percentage of Intemet Café customers who merely
connect from Internet Cafés is higher than the percentage of those who connect
from home but also the average monthly charge paid from an Internet Café is
significantly higher than the average monthly charge paid from home. While
those respondents who connect from home pay gpproximately 13 million
TL/month, those who visit Intermnet Cafés for Internet access pay much more:

approximately 32 million TL/month. Intemet Cafes, on the other hand, divide one
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uﬂuwm::nm at one end of the scale through to the laissez faire and the helpless.
Protectionist parents consider media such as TV, rented videos and computer
games as useless and harmful, and they hold a certain antipathy against popular
culture™ *, Thus, not considering the benefits of computer games and the Intemet,
such as developing learning skills, and improving imagination and storytelling,
parents try to completely annihilate this activity by not giving their children any
money when they arc going to an Internet Café and not having a computer at
home. A 12 years old customer complained that his parents could not understand
why he played games.

Education level is a factor that has a significant effect on the monthly
payment connccting to Internet in Internet Cafis or at home. As education level
increases, both amounts also increase. Those with higher education rank the first
by approximately 54 million TL/month for Internet access at home and by
approximately 50 million TL/month for Internct access in an Internet Café, They
are the only group, which pays a higher fee for Internet access at home {Appendix
II, Table 98).

[ncome level is a crucially important varable in respect to monthly
charges because it allows one to see the inequalities between those who have and
cannol have access 1o Internet most clearly. While individuals in the low-income
group pay only approximately 4 million TL/month connecting to Internet from
home, whereas, the high-income group pays approximately 35 million TL/month.
The same discrepancy is apparent for Intemnet Café charges, which are 25 million

TL/month for low-income group and approximately 48 million TL/month for

= Sanger, Jack (1997). Youmg Childran; Videos and Computer Games: lssuer for Teachers
and Farents. Falmer Press, Washington D.C. p:12.
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| Hﬁ:—hme.ﬁ&munthl}r payments directly increase with the increase in income
(Appendix II, Table 99).

The gender variable does not have a significant effect on the monthly fees
paid for Internet access from home or from school {Appendix [, Table 97)

Due to the above statistics, older customers with a better edocation and
higher income are able to pay the most in Intemel. This result encourages an in-
depth debate about the obstacles to be overcome while Turkey is trying io
integrate into an clectronic universe and understand the reasons for Digital Divide.
It might be argued that if these customers somehow earned more money and were
iniroduced to Internet culture and Information technology at a younger age during
their education, there would not be such a significant outcome for the above
items. Thus, cducation and income stand as the main obstacles, which might mean
that poor Internet literacy and economy at large, remain as critical issues on the

verge of integration into a world online.
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Q.{lpter IV, Conclusion

The Intemet has been argued to have a potential to cross the boundaries of
public communication that covers all domains of human activity from travelling
o communmication, from production 1o consumption of commodities, to
entertainment by providing zillions of services that are within the scope of the
personal lifestyles of most urbanites. In order to be able to use Intermnet technology
and have access to cyberspace, an individual has to have basically a computer
with an Ethernet card and/or modem, a telephone line and an Intemet account
{and if he wants a sound card and web camera), the price of which are beyond the
affordability of many Internet users. The high price required to be paid to attain
this technology, has created frustration for many users whose economical status
can not afford them, due to their economical status.

Th:gaphutﬁ:nmth:mswhumnmﬂc&nnmaffmd[mthnsﬁng
increased dramatically over the years and prepared the ground for a major
problem called the Digital Diivide. Although the number of Internet hosting per
1000 individuals has increased gradually, the speed of this increase has been quite
different in different continents. “Thus_ while the penetration ratio between Africa
and Northern America was 267 in 1997, it has increased to 540 in 2000 which
shows that Africa now is much behind Northern America ™ *', In order to prevent
this divide among different continents, the Governments have constantly tried to

increase the number of hosting per 1000 individuals by founding public spaces for

" Ugkan, Crzgtr, (2003). E-Divler, E-Demokrasi ve Tarkive: Kamu Fénetiminin Feniden
Yaplanmeas: igin Serateyi ve Politikaldr -1, Literatllr Yaymlan. Istanbol. p:58.
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Ipternet sccess, which are usually much cheaper than individua) Tnternet accounts.

In many countries, the foundation of Intemet Cafiés has been supporied by
the Governments to provent Digital Divide. At the beginning of 1996, Intemet
ﬁafésnrgedaspuhiickimksinthewuﬂdfnrlummmstﬂmble
| everyome to be able to use this new technology and gel acquainted with
eyberspace.

| Internet. Cafés, by definition, are “spaces where an individual can have
aceéss to the Internet by paying an hourly charge in & café like atmosphere where
soft and hot drinks as well as snacks are served” ®. In addition, by using the
. Internet customers can surf the web, communicate via e-mail, do online shopping,
have access to knowledge, do educational or personal research, and do all these
while having a quick snack and a soda. Although Internet Cafes serve clients with

 all kinds of socio-cconomic backgrounds, it could be stated that most users belong

to the middle class. In respect to the users, Internet Cafes are spaces of
entertainment for the young people *,

In Turkey, Intemet Cafés were founded in Istanbul and other larpe cities.

Gradually Internct Cafés have dispersed to Anatolia and started o ocoupy a

significant part of leisure time of their users. Yet, although the number of Tntemet

ibid.

Available online : [m.m&hh:mm&mukm’buhnmrbnlmﬂhml] pocessed on
Moy 17,2003,

Laegran, A, (2002). “ The Petrol Station and The Intemet Café: Rural Technozpaces for
Youth™ from Jewrnal of Rural Studier, Vol I8 Noreay. ppsl57-168.
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Calés has increased conmstantly since 1996, reaching approximately 12,000
Intemet Cafiés, the quality of service in Internet Cafits have remained the same:
The Internst Café technmology has not been renovated in parallel to the
developments in Information Technology, What's more, Intermnet Cafés, aside
from their initial aim to enable everyone to have an equal opportunity for Intemet
access, have started to be used mostly as spaces of entertainment. National press
and other media such as TV have constantly advertised Internet Cafés as "nests of
evil”™ becanse of the atrocious events that have taken place within them resulting
in death and divorce. In addition to this; parents have forbidden their children to
visit [nternet Cafés believing that they promote many perversions such as alcohol,
drug and cigarette abuse,

Although Intemet Cafés in Turkey have gradually acquired a bad
reputation in society, their popularity has not decreased. On the contrary, their
attraction has increased along with this bad reputation because they enable the
young generation to play games, gain access to Internet and participate in IRCs
(chat programs), which are wsually prohibited by parents st home due to the
parents’ personal fears of this new puoblic space and inadequacy of their
knowledge about the Internet and the game culture. “This new medium does not
obstruct social interaction or provoke perversity as assumed by parents but tumns
what seems to be an isolating experience (game playing and navigating the
cyberspace) into an expression of community and participation” *°. This feeling
of community and participation is so evident in Internet Cafés in Istanbul that they

so far have sustained, and from now on will preserve their role as popular public

o Rushkoff, Douglas, (1990} Playing the Future Riverbead Books, New York. pp:211-15.
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spaces. This sense of community is furthered due to Infernet Café’s resemblance
to other public spaces such as Kahvehanes, Atari and Pool Saloons (where there is
already a traditional sense of community). Since Internet Cafiés also provide
access o Intemet, which allow its customers (o be also included in the public
sphere and communities of the cyberspace, it is not surprising to see that Tnlemet

Cafés have been found to be the most popular space for the Internet users.

Table 1V. 2. Where individuals have access (o Internet

glnternet. =
In Internet Café
Al home
At work
At a friend's house 6.3
At school 5
Dithers I
No aceess to Internet 21,1
TOTAL 100%

In order 10 be able to understand Internet Café’s role as an entertainment
and sociable space as well as public kiosks for Internet access in Istanbul (the
most cosmopolitan city in Turkey), this field study was performed. In this study, it
was inguired as to how and to what extenl socio-economic and demographic
background of the Internet Cafié ugers in Istanbul affect their behaviour, The
behaviour under surveillance consisted of the customers’ relation with Internet
and their interaction with the surrounding space. In addition, by focussing on
these behaviour, the researcher tried to understand and analyse the new type of
sociability in Internet Cafés and the place of Internet Cafés as an extension of the

users” everyday lives.
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,% In order to find out the answer to the above issues, a questionnaire
consisting of 42 items was developed. The socio-economic and demographic
background of the research population was divided into four major categories: a)
mcome level b) age groups ¢) pender and d) educational level. In addition to the
questionnaire, the researcher had in-depth interviews with the respondents to
reach individual opinions abowt Internet Café use: the customers’ further
expectations from this public space, their individual complaints and intimate and
private reasons for using Internet Cafés. As a result, the following picture of
Internct Cafés in Istanbul were attained:

Although Intenet Cafés are spaces designated for public access to
Internat, most of the customers in Internet Cafés in Istanbul do not even consider
Internet as an access to cyberspace but they rather believe that Internet means
game and Internet Cafés are spaces of sociability and entertainment. An Internet
Café user in Istanbul spends approximately 2 hours and 45 minutes per day. He
comes from home to Internet Café and pocs back home after his visit, which
implies that Internet Cafés have replaced Kalhvehares where communities used to
gather after a working day, The behaviour of customers in Internet Cafés in
Istanbul also show similarties with those of Kahvehane or Atari Saloon
customers in respect to game playing and sociability.

The above assumptions, om the other hand, are at times challenged in
respect to the demographic charactenstics of the customers,

A further analysis of the behaviour of Internet Café customers were
needed and the results were as follows: The perception of Internet and ti'l: TEAsOI

for wvisiting an Internet Café showed some significant variations according to
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q-ramu-gmpm: characteristics of the Internet Café users. For cxample, as the age of
the customers increases, the meaning of the Intemet shifted from pgame 1o
knowledge. In respect to gender; the Infernet means mostly games for males
{34%) and freedom for females (44%). The reason for using an Intemet Café for
female custorners was access to information and knowledge and e-mail
correspondence, which meant research and communication and for young male
customers, it was game playing.

For better-educaled customers with high income, the meaning of Internet
as well as the reason for visiting an Internet Café was more for access to
information and knowledge than game playing. In addition, when income levels
of the customers increased, the meaning of Infemet changed from games to
knowledge.

Thus, the increase in education and income levels and age decreased
interest in playing games during Internet Café visits, but nevertheless, pame
playing stayed the most popular Internet Café activity.

Internet Calés as newly emerging public spaces, also represented freedom
{or the females and younger customers. However, female customers felt restricted
by the male-dominated enviromment in Internet Cafés. In additon, as mentioned
by many voung Imernet Café customers, parents who found game playing
hazardous because of their violent or pornographic content, were not willing to
pay for the visits. Nevertheless, going to an Internet Café in order to be able to
play games, meant freedom or escape from parental pressure. A.FIS years old male
customer admitted that as soon as he had 2 million TL in his pocket, he went (o &n

Internet Cafd.



Y Itis therefore proven, according to results above, that Internet Cafés are

spaces that are utilised mostly for entertainment, or in other words, game playing.
Although they have been condemned by media and parents, due to the negative
effect of game playing on the social interaction of the individuals, the behaviour
of Intermet Café costomers in Istanbul showed the opposite: great amount of
interaction took place between the individual and the machine, it, nevertheless,
did not have a negative impact on social interaction. However, the degree of social
interaction while playing games varied according to age and gender as well as
income and education levels.

For example, the increase in age. income and education level decreased
sociability while playing games. In parallel to this, only older, better-educated,
and female customers with higher income tended to play FRPs or sports games
which involved role-playing or relaxation. Many customers preferred not o play
games requiring imagination or they did not have a liking for Strategy games,
which coerce decision-making and planning. Most came to Internet Cafés to play
action games such as Counter Strike, which provoked aggression, which was
released by yelling and thus, disturbance of other customers in the café,

Female customers’ adaptation to this new public space was severcly
hindered by the excessive sociability and dominance of the male costomers. As
affirned by Cunningham, * children's first experience of computers is through
computer games, and it is vital that girls are included in these arenas where
familiarity with new technology is established” *. (Appendix 1L, Table 89).

Thus, games, though are crucially important in the users’ integration to the

- Cunningham, Heten (2000), “Mortal Kombet and Computer Game Girls™ in The Thaories
af the New Media edited by John Caldwell. The Athlone Press, Londom. p: 219.
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1]1[13111&‘1 culture; females could not make use of it even though they showed a
slrong interest.

It is inferred on the basis of the analysis of game culture in the Internet
Cafés, females’ invisibility and Internet Cal€s” role as spaces of sociability and
entertainment rather than edutainment come forward. In addition to the sociability
wilhin the physical environment, as mentioned before, Intemet Cafés also enable
sociability in the communities of cyberspace via e-mail correspondence and use of
IRCs. However, due to the lack of awarcness of the ease of communication
provided by e-mail and the experimentation and anonymity that is possible via
online relations in IRCs, many Internet Caf@é users in Istanbul are mostly
interested In sociability with real friends in the café, but not so much with their
virtual friends in cyberspace.

E-mail is the most popular and accessible form of computer-mediated-
communication available today. Electronic mail allows users to send messages to
another and to lists that reach several users at one time. Since this form of
commurication is asynchronous, it does not require its users to be using their
computers to receive messages but instead allow them to access when they want,

E-mail practices among respondents in Infernet Cafés in Istanbul were
mostly concentrated on comrespondence with friends in Istanbul, To a lesser
extent, they were written to virtual friends or business correspondences. “T usually
write my friends to say that | am in the Imtemet Café™, said one of the
respondents. Most of them, especially the younger population in Internet Cafés,
used virtual correspondence via e-mail, to supplement their real-life interactions

with another, bul not vice versa. Thus, e-mail correspondence in Internet Cafés
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nqiisr.l}r consists of virtual greetings and reports about how and where one is. Thus,
maintaining connections between friends in the Intemet Cafés of Istanbul are
popular in reaching real fniends in Istanbul, but not so much used for business or
communication with relafions outside of Istanbul,

If these users have had a chance to understand the functionality of e-mail
correspondence in educational institutions or at home, they would have used this
facility in an efficient way. Moreover, since many educational institutions do not
provide access for students and public sectors are too slow in that respect, those
wishing to have e-mail accounts usually use web-based domains, Among all
respondents, the most popular ones were “hotmail.com”™ and “yahoo.com™ The
Internet Café users complained about the inadequacy of space provided to them in
these domains which were usually filled quickly by the junk mail coming from the
domain, or various pomographic and newsgroups. Even if, the users were willing
to use e-mail correspondence to exchange files with their business partners or to
send their friends MP3s, pictures and etc., they often could not becanse of the
limited amount of space provided to them in web-based domains.

Thie least popular activity in Internet Cafés in Istanbul was found out 1o be
IRCs (Inter Relay Chat programs) according to the results of the questionnaire.
However, participant observation and the answer of the participants during in-
depth interviews have mostly proven the opposite.

The results of the questionnaire showed: Of all the Internet Caté customers
in Istanbul, the ones who like to explore virtual relations were 16-17 vear old high

school students with low-income. It was only them who wanted to hold stable
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relations in cyberspace by trying to build a bridge between the virtual and the real
space,

It was found that ncreases in income and education levels kept users
within the perimeters of physical space and leave cyberspace unexplored whereas
young, less-educated and lower income customers used cyberspace as
camouflaging their identites which either meant that they were uncomfortable
with their real identities, or they were more willing o experiment with their real
identities by creating avatars during virtual conversations.

In addition, even if the belief in the trans-gendered atmosphere of IRCs
was common (because most of the respondents believed that computer-mediated
communication is unbiased), a 2] year old female respondent complained that “as
5000 as you wrile your gender, you are bombarded with offers ranging from most
innocent such as having a cup of coffee topether to the most perverse such as
sleeping together in an hour. I prefer to hide my gender till I feel safe during a
virtual conversation. Even then, the content of the conversation changes to love
and relations as soon as my male fricnd learns that [ am a female™. Thus, many
female Internet Café users felt discriminated both in the virtual space of TRCs and
the physical space of Internet Cafés.

Lastly, but most important, Inlemnet Cafés are marely uotilised as public
kiosks for Intemet access, Although Intemmet Café customers spend endless howrs
in Internet Cafés, many do not even connect to the computer. It is mostly older
university students with high income who connect to th# Internet several tinles a
day. In addition, most customers use such search engines as “Google™, *Arabyl™

and “Netbul”, all of which have Turkish content. These results show thak
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qustomers with lower income and less education have to face two major obstacles:
Firstly, since the globally acknowledged language of Internet is English, that
Internet Café costomers in Istanbul cannot access many International web sites if
they do not know English. Secondly, low income and less-educated customers do
not have Intemet and computer literacy and pet acquainted with e-mail and
rescarch much later in their education or they do not since only universities with
good financial standing (mostly private ones) provide computer laborstories and
offer courses on Information Technology, and only university students who can
afford these universities are fortunate enough to leam how to use the Internet.

Internet Café customers consider Intermet as an innovation and this adds
to the overall predicament that the Internet and information technology have not
been properly introduced to Turkish culture (via education, social campaigns,
programs designed by NGOs and the Government and ete.).

In conclusion, in order for Internet to integrate into all domains of buman
activity, it is necessary that all the individuals should have an equal opportunity to
have access o cyberspace, which has been reinforced and encouraged by many
countries with the opening of Internet Cafés. In Turkey many Internct Cafés have
been founded synchronously with the other countries in the world, However,
Turkish custormers could not make use of these new public spaces due to lack of
Intemet and computer iteracy. Many customers have misconceived Internet Cafiés
as other public spaces mhuﬁa&mmmamuﬁm'emﬁpmmdhm
e 5 T T i R L ST, it ki e
accepted as male-dominated spaces, females” adaptation to them as well as their

integration to cyberspace, were severely hindered. In asddition, since regulating
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n,?-ch.a.nim of Internet Cafés does not work properly, Internet Cafiés were at times
shut down by the police because they allowed voung children have sccess to
pomographic and anarchic sites. As a result, Internet Catés i Istanbul have faled
when the initial reason for their foundation is taken into consideration: to enable
everyone 0 communicate with each other and have access o knowledge and

When the number of Internet Cafés is considered, the above picture of
Internet Cafés and their use is found ineffective. If Internet and Intermet Café
literacy were widespread in Turkey, the following could happen:

In India where Intemmet Cafiés are widespread, an agricultural project was
developed through public kiosks called Soochanalapas, which raised the
economical standing of a specific region — Dhar dramatically within a few years..
A wireless Local Network Loop (WiLL) was developed that enabled citizens of
Dhar to use public kiosks for health, education, taxation, food and agricultural
engineering, and legal operations within the region .

In the developed countries, Intermet Cafés have penetrated widely into
both corporate organisations and education, Internet Calés have the technical and
special capacity to Invite two or more companies for a virtual conference at the
end of which a virtual contract is sipned for further procedures. In addition. there
arc Iniernetl Calés within many uwniversities in Europe that are utilised for virtual
lectures. The lecturer inviles his students (o an Intemet Café mf'givgxlﬁu Tecture

through aﬁﬂmitmwth&tﬂdmﬁmablﬂmwatchmﬂmirﬁ]mm.ﬂt

Ll Vgkan, Ozgnr, (2003} E-Devier, E-Demokrasi ve Tirkive: Kamu Yonetiminin Yeniden
Yapal awmagr igin Strarefi ve Politikalar -1, Literatle Yeyinlar, [stinbal, pp: 100-1901.
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thk end of the lecture, a project is assigned to each student virtually and he has to
present his project virually at the end *.

Yet, this type of Intemet Café use is highly dependent on the
technical capacity of the Internet Cafés and camnmot be supplied with a basic
modem. PC,
and a web camera and a sound card. There needs to be a demand for the use of
this technology from Intermet and computer literate customers as well as a group
of individuals among the Internet Café workers (computer enpineers, designers)
who have a professional knowledge of Informational technology.

Thus, it is evident that the technical capacity of the Internct Cafés in
Istanbul does not meet the expectations of the customers as well as those
innovative forms of Internet Cafe use in other parts of the world, However, what
is even more crucial is even if the technical capacity of Internet Cafés were
adequate, the customers would not be able to make nse of these facilities. Thus,
Internet and computer illiteracy put both users and producers of this technology
and the establishments founded in respect to this technology (Internet Café) in a
vicious eyele.

This study has aimed to demonstrate that most Internet Café users lack the
educational background in respect to computer and Intemet literacy, which is a
severe obstacle in terms of applying new lechnology in their everyday practices.
Computer and Internet literacy as well as the customer’s awareness of this new
technology and its use were found out to depend mostly on the education and

income levels of the customers. The high ratio of customers with low income and

- Sevindik, Tuncay, (2003). “The Expactations and Purposes of [ntemet Café Customers
from Internet Use and Intermet Cafés: Leas a5 a Cose-Stody” MA thesis submitted 1o

Elang Firat University. pp:25-27,
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:ﬁss education remains as a handicap in the integration of Internet Café customers
to cyberspace. The customers® inability to be able to use cyberspace came forward
when it was found that they were more game-oriented than knowledge-driven. In
addition, most only respected the entertainment value of such facilities as a game
playing, disregarded e-mail correspondence and TRCs as a new mode of social
interaction and communication.

Therefore, these predicaments are signs of a slow-down of transformation
into an electronic world among Intemet Café users in Istanbul. Most Internet
Café users have more opportunity than their parents’ in their ability to have access
and practise Information Technology on the Internet. However, this assumption is
only valid if the above challenges are overcome. In the future, with the increasing
availability of connectivity, the urbanites can improve their use of Internet Calés
and vse it for a variety of everyday practices. Meanwhile the Government and
Internet Café owners themselves may take precautions to prevent misuse of
Internet Cafés, and give a sense of security lo parents who now believe that
Internet Cafié use is a taboo, evil and dangerous. Meanwhile Internet and computer
literscy might become one of the major issues in educational institutions. If these
conditions are not met, however, Internet Cafés will continue to be perceived as
similar public spaces —Kahvehanes and Atari Saloons and be utilised merely as
spaces for sociability and entertainment. This has dire consequences for a country
like Turkey because Turkish society is still trying to take the initinl steps in its

mtegration to eyberculture and a world online.
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Wendix I

KAFE MUSTERILERI ICIN ANKET

¢ Internet tek kelime ile size e ifade ediyor?
. Crzgirliik( 1 )Bilgi(2)Oyun(3)Yenilik{4) Diger (3)

2. Daha gok nereden baglaniyorsunuz?
" Evden(1) Kafeden(2) Her ikisi (3)Baglanmiyvorum(+)

3. Baglanma sikhgimiz:
' Giinde birkag (1)Giinde bir(2)Haftada bir/birkag(3)Ayda bir/birkag(4)

Baglanma nedeniniz :
E-mail (1) Chat(2) Oyun (3)  Bilgi(4)

5, Kap tane nickname’iniz varsa. Eger istersenizne olduldarim belirtiniz.
6. Girdiginiz arama motorlan :
ASAGIDAKI YARGILARA NE KADAR KATILIYORSUNUZ?

7. Intemette insanlarla iliskilerimde daha rahatom:
Her zaman (1) Cogunlukla (2) Bazen(3) Cok Seyrek(4) Hicbir zaman
(5)

- 8. Internet fzerinden kurduffum dostluklardan hemen vazgegebilirim;
Her zaman (1) Cogunlukla (2) Bazen(3) Cok Seyrek(4) Higbir zaman
(3)

9. Fiziksel gorintiimiin internette hi¢ Snemi yok:
Her zaman (1) Cogunlukla (2) Bazen(3) Cok Seyrek(4) Higbir zaman
(5)

10. Pomo sitelere girerim: i
Her zaman (1) Counlukla (2) Bazen(3) Cok Seyrek{4) . Higbir zaman
(5) '

11. Internette baska birisi gibi kendimi tanrtabilirim:
Her zaman (1) Cofunlukla (2) Bazen(3) Cok Seyrek(d) Hichir zaman
(5)

12. internete Tiirkiyede bulamadiklanm bulmak i¢in baglamyorum:

Her zaman (1) Copunlukla (2} Baren(3) Cok Seyreki{4) Highir zaman
{5
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13 idmw‘}'nslm-"cmm}ﬁm haklkinda deogrulan stylerim:
Her zaman (1)  Cofunlukla (2) Bazen(3) Cok Seyrek{4) Higbir zaman
(5)

14, Internette kargimdakilerin gergekleri saylediklerine inamyorum:
Her zaman (1) Copuniukla (2) Bazen(3) Cok Seyrek(4) Highir zaman
(3)

15. Internet sayesinde sosyal ortamlarda iligkilerim rahatlads:
:—Iar zaman (1) Copunlukla (2) Bazen(3) Cok Seyrek(4) Higbir zaman
5)

16. J.utarusttnmnauwﬁmadd: ayrimirk ayrim olmadifi diigiinityonom:
Her zaman (1)  Cofunlukla (2) Bazen(3) Cok Seyrek(4) Higbir zaman
(=)

17. Bilgisayar oynamayi seviyorm:
Her zaman (1) Cogunlukla (2) Bazen(3) Cok Seyrek(4) Higbir zaman
(3)

18, [stanbul dizindaki ailemle rahat haberlegivorum:
:—lﬂrﬂm&l]l:l] Copunlukla (2) Bazen(3) Cok Seyrek(4) Higbir zaman
3)

19. En ¢ok hangi bilgisayar oyunum oynarsiniz? Neden:

20. En gok hangi chat programlarm kullanryorsunuz? Neden? :

21. Yasimiz:
22, Cinsiyetiniz:  Kadin (1)  Erkek(2)
23. Egitim durumunuz:

likokul terk()  Qkokul mezunu(2) Lise Mezunu(3) Univesite Mezunu(4)
Yiiksek Lisans Mezunu (5)

24, Aylik ortalama harchfmz:
25. Ailenizin ortalama geliri:
26. Sizin orlalama gelirniz =

27. Anne ve babamz: Beraber (1) Ayn(2) Bosandilar{3)Annem &ldii(4)
Babam 6ldii(5)

28. Kag kardesiniz ver: Yok (1) 1(2) 2(3) 3(4) 4(5) 4 veisti(6)

139



29, jnternete baglanmak i¢in ortalama ne harciyorsunuz?
Evden: Internet kafeden:

-30. Su anda internet kafede olmasaydimz nerede olurduruz?
Baska bir kafede (1) Evde(2) Sinemada(3) lgyerinde(4) Okulda(5)
31. Su anda internet kafede olmasaydmiz kiminle olurdunuz?

Arkadaslanmila(l)  Sevgilimle(Z) Yanhz(3) Ailemle(4)

ASAGIDAKI YARGILARA NE KADAR KATILIYORSUNUZ?

32. Oyun arkadaglanmla internet kafede bulusuyorum:
Her zaman (1)  Cogunlukla (2) Bazen(3) Gok Seyrek(4) Higbir zaman
()

33. Oyun oynarken arkadaglanmia konugmalk yerine chat yapiyorom:
Her zaman (1) Cofunlukla (2) Bazen(3) Cok Seyrck(4) Highir zaman
(3)

34 internet kafeye hep arkadas grubumla birlikte giderim.
Ht;t‘ zaman (1)  Cogunlukla (2) Bazen(3) Cok Seyrek(4) Higbir zaman
(5

5. internet kafenin sosyal ortaminda yanliz kalabiliyorum
Her raman (1) Cofunlukla () Bazen(3) Cok Seyrek(4) Higbir zaman
(5)

165. internet kafeye gelmeden hemen dnce neredeydiniz?

37, internet kafcden gikap nereye gideceksiniz?

38. Ne kadar kaldimz?

39. Meslefinz:

40. Oturduium: semi. | ,

41. En cok izlediginiz TV kanals: .

42. En ok okudugunuz kitap/dergl/gazete;
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QUESTIONNAIRE FOR INTERNET CAFE CUSTOMERS IN ISTANBUL

KR

What does the Internct mear 10 you in one word?
Freedom (1) Knowledge (2) Game{3) Innovation (4) Other (5)

Where do you access to the Intemet more often?
Athome (1) In an Internet Café (2) Both (3) Meither (4)

Your frequency of connection:
Several times/day (1) Once/day(2) Several times/week(3)
Several times/month{4)

Your main reason for using an Internet Cafe

E-mail (1)  Chat{2) Game(3) Knowledge(4)
How many nicknames do you have? {Please indicate the number)

What arc the names of scarch engines do you use?

TO WHAT EXTENT DO YOU AGREE ON THE FOLLOWING

STATEMENTS?

+ I feel more comfortable with online relations.

Always(1)  Often(2) Sometimes(3) Rarely(4)
Never(5)

8 1 can easily give up my online friendships.

Always(1)  Often(2) Sometimes(3) Rarely(4)
Never(3)

9. Physical appearance has no significance on the Internet.
Always(l)  Often(2) Sometimes(3) Rarely(4)
Never(5)

10. 1 visit pornographic sites.

Always(1)  ORen(2) Sometimes(3) Rarely{4)
Never(3)

11. T can introduce myself as someone else on the Internet.
Always(1)  Often(2) Sometimes(3) | Rarely(4)
Mever(3) o

12. [ use the Internet to find out things that | cannot find in Turkey.
Always(l)  Often(2) Sometimes(3) Rarely{4)
Newver(5)
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23,

27.

1 always tell the truth about my age, gender, ete.
Always(1)  Often(Z) Sometimes(3) Barelv(4)
Never(5)

[ believe that my online relation tell the truth about their age, gender, ete.
Always(1)  Often(2) Sometimes(3) Rarely(4)
MNever(5)

With the aid of Intemet, [ feel more comfortable in public.

Always(1)  Often(2) Sometimes(3) Rarely(d)
Never(3)

1 helieve that there is no prejudice against age, gender, race, etc. on the
Internet.

Always(l)  Often(2) Sometimes(3) Rarely(4)

Mever(3)

1 like playing compuier games.

Always(1}  Offten(2) Sometimes(3) Rarely(4)
Never(3)

I communicate with my relations outside Istanbul more easily.
Abways(1)  Often(2) Sometimes(3) Rarely(4)
MNever(5)

Which computer game do you play most? Why?

Always(1)  Often(2Z) Sometimes(3) Rarely(4)
Never(3)

Which chat program do you use most?

Gender; Female (1) Male (2)

A graduate of : No school (1) Elementary School(2)High (3)
University (4) Graduate or Post Ciraduate School(5)

Average pocket money /month
Average family income/month
Average salary/month

Marital Status of Mother and Father:
Living together(1)  Living separately(3] Divorced (3)
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-rse Mom or father deceased (4)
Mumber of siblings None(l) 12y 2(3) 3(4) 4andover(3)

How much money do you spend to have access to Internet?
At home: At an Internet Café:

Whuewnﬂdyuubcifynumnmmmmmmﬂﬂufémm:mumﬁn?
In anpther café(1}) At home{2) In the mavie theatre(3)
At work(4) At sehool (5)

With whom would you be if you were not in an Intemet Café?
With friends (1) With beloved (2)  Alome(3)
With my family(4)

TO WHAT EXTENT DO YOU AGREE ON THE FOLLOWING
STATEMENTS?

32, 1meet with my teammates in an Internet Café.
Always(l) Ofien(2)  Sometimes(3) Rarely(4)

Never(3)

13. Ipmfﬂtnﬁhﬂt“ﬁthunﬁneﬁiﬂndsinswﬂdufmyﬁiandahthemféw}ﬂei
am playing a computer game.

Always(1)  Often(2) Sometimes(3) Rarely(4)
Mever(5)

34. T always go to Internet Café with a group of friends.
Always(1)  Often{2) Sometimes{3) Rarely(4)
MNever(3)

35.  Ican stay alone in the social environment of the Internet Café.
Always(l)  Often(2) Sometimes(3) Rarely(4)
Never(5)

36. Wlmwmynuhefumymnﬁsitmlnmmdﬂafé?
37,  Where will you go after your visit to Internet Café?
18, How long have you been in Internst Café?

39.  What is your profession?

0.  What is the nama of your neighbourhood?

41. Favourite TV Channel:

143







age
valid Cumu lative
Frequency | Percent | Percent rcent
o-1% r X3 .5 13.9 | 14,3
16-17 42 14,0 14,0 28,3
18-24 154 51,3 51,3 79,7
25-35 59 19,7 19,7 99, 3
36 and owver i ) o 100,0
Total 300 100,0 100, 0
2: Gender
gender
valid Cumulative
Frequenc percent | Percent Percent
i B 3 ﬂ:r L] L}
3 266 88,7 88,7 100,0
Total 300 1040,0 100,0
Table 3: Education Level
graduated From
valid | Cumulative
Frequency | Percent | Parcent PRCCENT
(Valid none IET‘ S 1.3 <
glemantary 74 26,3 26,3 287
high 140 46,7 46,7 76,3
undergraduate 61 20,3 20,3 9,7
graduate 10 .3 3,3 100,0
= Total 300 100,0 1000
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The place of connection

valid r:l.;n.u‘l ati _l-__u-n
; Fredguen Percent | Percent FEER
B as e % [E 8 : Iﬁ ] : [
at an intarnet cafe 191 B3,T 63,7 BO,3
Both 56 18,7 18,7 99.0
Meither 3 1,0 1,0 100,0
Tota] 300 | 100.0| 1000
' Freguency of Connection
The freguency of connection
valid | Cumulative
Freguency | Percent | Percent Parcent
104 3.7 : ‘
76 25.3 25,3 60,0
savaral times a waal T 31.3 31.3 91.3
s bl 26 8.7 8,7 100,0
Tu;t,E'l 300 100, O
ble 7: Meaning of Internet
The meaning of Internst
walid Cumu fative
Frequens Parcent PerceEnt PErCcent
ﬁ 28 J el T
a5 28.3 28,3 530
23 32,7 32,7 87,7
innovation 16 12,0 1Z,0 98,7
others 1 .3 R 100,0
Total 300 100,0 100,09




an for Visiting Interved Café

why come to Internet café

valid | cumulative
Fr:que.nc¥__ Percent | PErcent Percent
g—mai | [ ) 7 ;
4% 16,0 16,0 37.0
108 36,0 36,0 73,0
krowledoge 21 27.0 27,0 100, 0
300 100,0 00,0

£9: Search Engines

The name of the search engine

valid Cumulative
Freguency | Percent | Percent Fercent
1 i o | P
1 3 i3 B
all 1 P, | 3 1.0
altavis 15 5,0 5,0 6,0
arabul 14 4.7 4.7 0.7
arama 5 1.7 L7 12,3
e=kolay 1 3 i3 12,7
BMpass 1 o 3 13,0
google B4 21.3 21,3 34,3
hotmail 2 i d e 35,0
kahkaha 1 3 .3 35,3
1““‘5 2 ,? i SETD
mynet 14 4.7 4.7 40,7
nethul 20 6,7 6,7 47,3
none 78 26,0 26,0 73,3
suparonlin 4 1.3 1,3 74,7
turkcell 5 B 1,7 76,3
Tvnat .3 1.0 1,0 e
wahoo 6h 227 % 10a,0
Total apo | joo.0 | 100,0
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fable Ilz: Enthusiasm for Playing Games

Tike playing games on CONpULer

= valid Cumulative
Fraguency | Fercent Percent Percent
ﬁlﬂ A Iways L5l 5,3 0,3 1
often 51 17,0 17,0 b,
sometmes A4 4,7 14,7 82,0
rarely 25 8,3 8,3 90,3
newver 29 9.7 9.7 100, 0
Totral 3040 100,0 100,0
Table 13 Have a Game Team in Internet Café
have a game team in the cafe
valid Cumulative
Freguant Percent | Percent Fercent
VaTid  always Ei 9.0 ; )
often 58] 20,0 20,0 49,0
sometimes 50 15,7 16,7 65,7
rarely 40 13.3 11,3 79,0
v [ 21,10 21,0 100, O
Total 300 100,0 100,09
Tuble 14: Say Truth about Age, Gender, etc.
say truth about age/gender/etc.
valad Cumu 'Iat"ntuu
Fraguen Parcent Parcent PErCan
Valid  always 'gu_!ﬂ' 5.0 af.0 y
often 68 28,7 2.7 59,7
sometimes 53 17,7 17,7 77,3
rarely 44 14,7 14,7 92,0
neEver 24 B,0 2,0 100,0
Tertal 300 100,10 10,0




rabbe 15: (thers Say the Truth about Age, Gender, ete.

others say truth about age/gender/etc

e valid | Cumulative
= F r@gquen Percent | Percent Percent
[Vals0  &ways ﬁ 5,7 g9, 7 1
often 4G 15,3 15,3 25.0
sonetimes 101 33,7 33,7 58,7
raraly 66 22.0 22.0 BD,7
nevar LB 19,3 19.3 100,0
Total 300 | 100.0 1040, 0
Tabie 16 - No Prejudice against One
no prejudice against one
walid Cmulative
Eraguean Percent | Percent PEFCEN
(Valid  always TE' 38,3 38,3 &,T
oftan | 23,4 73,0 61,3
Sometimes 49 16,3 18,3 7,7
rarely 26 B, T 8.7 B6, 3
Mever 41 13,7 13,7 100,0
Total 300 100, 0 100, 0

Table 17: Always Go to Internet Café with Friemds

always go to internet cafe with friends

L . . valid ::u:u‘l at e
= -r'eguaﬁcf erce PEFCENT ercent
afren Ed 18.0 18.0 55,0
sometimes T 17.3 i7.3 TE3
rarely 30 10,0 10,0 BZ,3
never 53 LE.7 ) b 00,0
e Total 300 100,90 100,0




(sble 18; Use [nternet for Communication with Distant Relations

communication with kins further

I

valid | cumulative

Fraguancy | Percent | Percemt PErcent

TR0 always 4 14,7 14,7 i
often i3 12,7 LA 27,3
sometimes 41 13,7 13,7 41,0
Farély 37 12,3 123 533
never 140 48,7 46,7 104, 0

Total 300 | 1000 | 100,0

Table 19 : Search for Things not Found in Turkey

Connect to Find things not in Turkey

Walid Cumolative
Freguenc Parcent | Parcent Percent
Valid  always !'g' i z "
often b5 1.7 £L.7 34,8
sometimes b L 3,7 31,8 T
rarely 51 1y.0 ir.1 BEl,6
“!ﬂr 49 lE|3 lﬁq" -Luﬂlﬂ
Total 290 99,7 106,10
Missing System u 3
Tota) 300 100, 0
Table 20: Where would be if not in Internet Café
where would be if not cafe
valid | Cusulative
Fraquancy | Percent | Percent Porcent
| VaTid 37 another cafe| ¥ 14, 19,0 i
At home 157 52,3 52,3 1.3
| in cinema 33 11,0 11,0 BZ,3
at work 25 8.3 8,3 T o
at school 28 3,3 9.3 100,0
L Total 300 100,0 100,0




ryblie 21: With whom would be if not in Internet Café

with whom would be 1f not cafe

== Walid Cumilative
Frequency | Percent | Percent Percant
=110 [i] 1 P | N §
with friends 139 #6,3 db .6 47 .0
with beloved 59 19,7 19,8 BE,B
alone L | 18,0 18,1 84,9
with family i3 14,0 14,1 99,0
5 3 1.0 1.0 00,0
Total 298 08,3 1000
Wissing SystDem 2 i
rotal 3iH) 100,0
Tahle 22: Where were vou before Internet Café
where are you coming to cafe from
valid | cumdiative |
Erequerc Percent | Percent Percent
[Valid  Geloved i i .0 .
cafe [ 2.0 2.0 3,0
cinema & 2,0 2.0 5,0
EoRCEMT ) dir o E:d
caybahgesi 3 1,0 1.0 6,7
dershane 10 3.3 3.3 10;0
estaur £ 3 . 10,3
friend I 3 i3 10,7
Friends 10 | 31,3 14.0
hiome: 1ri 27,0 57,0 71,0
kahvehane 1 43 3 71.3
restaurant 5 1.7 y M ) 73,0
schiool 15 B,3 B.3 B1.3
shool 1 | 3 81,7
shoppi ng 4 1.3 13 83.0
silivrd 1 i | .3 83,3
- — ztroll 18 6,0 6.0 £9,3
work 32 10,7 10,7 100, 0
Tota) 300 | 1000 | 1000




“H,-,jr.l’_h Where are you going after Internet Café

where are you going after cafe

e valid Cumulative
Frequency | Percent | Fercent Percent
m 1 r-I 1 ¥
baloved i P | 3 )
cafe 14 4,7 4,7 5.3
cinema 0 g 6,7 12,0
gaybahcesi 1 3 3 12,3
dershans 2 .y P | 13,0
estaur 1 3 b - 13,3
@xhibtion 3, i | i3 13,7
frignds 11 3.7 3,7 17,3
futhol i .3 3 177
home 187 62,3 62,3 80,0
kahvehane 5 p i 1,7 81,7
mi litary 1 R 3 82.0
party 1 | 3 B2,3
restaurant 4 1,3 1,3 B3, 7
school 10 5.3 3.3 B7.0
shopping 2 ) iy 87.7
stroll 20 i, 7 6,7 94 .3
taksim 2 o o 95,0
theater L o3 o3 95,3
work 14 4.7 4.7 100,0
Total 300 100,0 1043, @
Table 24: The Namber of Nick Names
The number of nicknames
valid Cumu lative
Frequency | Percent | farcent Parcent
7ald L 104 34,7 F :
1 103 34,3 34,4 69,2
i 50 16, ¥ 16,7 EG&,O
3 32 10,7 10,7 06,7
4 — a 1,3 1,3 a8 .0
5 4 1,3 1,3 09,3
B 1 o8 i3 88,7
10 1 3 .3 100,0
Tatal 299 q9a,7 a0
Missing System 1 )
Total __300 | 100,0




.I-,H,'IS: Want to Feel Alone in Internet Cafe

feel alone in the cafe

1 valid iCumi kAt ve
Fregquenc Percent | Percent Percent
AT always 45 16,0 16.0 16,0
gften 50 16,7 16,7 32.7
sometimes g3 30,7 30,7 53,3
rarely EQ 19,7 19,7 83,0
never 51 17,0 17.0 100,0
Total 30 104, 0 100.0
Table 26: Marital Status of Parcals
Family's marital status
valjd Cumn|ative
Fraguen Parcent | Percent Percent
Valid together 24 00,7 | 7 :
Tive seperately ir 7 L 86,3
divarced 20 B, 7 6,7 83,0
e 71 7,0 7.0 100,0
Total 390 100,08 | 100,0
Fable 27 : Number of Siblings
number of siblings
valid Cumulative
Fraguency | Percent | Percent Fercent
vang U 31 15,71 .7 13,7
1 07 5.7 35,7 49 3
P 57 19,0 19,0 68,3
3 51 17,0 17.6 85,3
4 11l 10,3 10,3 95,7
5 [ 2.0 2,0 97,7
G b 2,0 2.0 94,7
7 1 3 o 100, 0
Total RN 100.9 106, 0




rabike is : Average Monthly Income of Internet Café Customers

One-SampTe TEST
TEsST wWalle = 1]

95% confidanca
Interval of the

pEan | Gifferencs |

Te e dar [I—_tl?l?'i.ﬁ Eﬁfnru-:r_-_l ;?Ir ugir_aqr

fuble 29: Average Duration Spent in Internet Cafés/day

onp-Semple Test
Test valun = 0

9% Confidence |
mierval of the
590, PGt ﬂiffﬁ'r'tﬂt&
t df [2-tailed) | Difference Lower Lippar
i :::3 'Iﬁ:'ldhr' iB, 148 298 B 2,78 7,48 3,08

Table 30: Average Monthly Paymenticustomer Access to Internet in Café

ona-Sample TESLC

Tost WAL = 0
T T §5% Configence
mterval af the
5T Mean b Fference
t df (Z-railed) | oifference | Lower Upper
Far in{nrm 3 1%,662 FEL L0 32,12 18,08 | 38,15
| From cafe in TL

Tuble 31: Average Monthly Payment/customer for Internet Access at Home

ore-sample Test

Test value = Q
95% Conlidence
Incarval af the
5'i_|i|i Hean V]
X _df | (2-tailed) | oifforence | lowar | URPRr
Tor internet 6,971 FEL] L oon iz, 80 e By L 16,41
from in L :




rabile 32 : Meaning of Internet yersus Age

The mearing of Internet ® age crosstabulation

e T

(. age
15 16 16 25 36 Total
meanin. Free nt i 17
Of PR K within The cer] 10.06 | 10,08 | s8.8%| 21,3% 100, 0
% within aga 18,6 | 19,5% | 30,7% | 27.5% 26, TE
% of Total : 2.7%| 15,78 | 5,7 26.,7% |
Enow | edge Count 14 42 20 i ] 85
R e ted 24| 16,5% | 43.4%| 23,58 L2% 100,08
% within age 18,6% | 34,1% 27.5% | 32,B% | 50,08 28, 3%
% of Total 2,78 4,7% | 14,08 6, 7 3% | 28, 3%
game Count 75 14 47 16 3 ag
Bwithinthe | 2g,5%| 14,3 | az,9% | 16,3% | 1.0%) 100,
% within age 58,1% | 34,1% | 27,5%| 26,2% | 50,0k | 32,7%
% of Total B, 3% 4, 7% | 14,0% 5, 3% x| 32,7%
fnnovatio Counmt ] & a2 B ETH]
B ithin The eer] 8% | 1338 | 6L1%| 22.2% 100, 0%
= within age 4,7% o,.8% | 14,4% [ 13,1% 12,0%
% of Total L TH 1,.3% 7.3 2. 7% 12, 0%
othars  Coumt 1 1
within The

hﬂn:':n‘gnul: Iater 100, 0% 104, 0%
% within age 2,08 3%
ﬁ- “'F Tﬂtﬂl |3‘I JK
Toral Count 43 41 153 [k 2 300
rle::i?n-lqnn;hgntu q 4.5 13,7% | 51,0%) 20,%% L1 | 100,
% within age 100, 0% | 100,0% | 100, 0% | 100, 0% | 100,08 100, 0%
% of Total 14.3% | 13.7% | 51.0%1 20,3% , 7% | 100, 0%




T,hi'g 33 : Meaning of Internel versus Gender

The meaning of Internet * gender Crosstabulation

i gender
1 2 Total
~%e meaning  Yresdom COUnt - 1% [
Internet
i mﬁ.lgnu}hgntemet 18,8 AL, 2% G, e
% within gendar 44 1% Zd 4% 26, 7%
% of Total 5,08 21, 7% 26,7%
knowledge  Count q 76 B85
ﬁp:-'nm;“u}h;nmrnn 151.5.1: B9, 4% 100, 0%
% within gender 26,5% 2B, B 2B,3%
% of Total 3,0% 25, 3% 28, 3%
fame Count B 90 oE
ithin The
:Tn‘lm of Imtermet B, 2% 91,8% 100 1%
% within gender 23,.5% 33,8% 32,78
% of Total 2, 7% 30,08 32.7%
innovatien Count 2 34 36
Searng of Intarnat 56 sk | 00
% within gender 5,9% 12,B% 12,0%
% of Tota] TR 11,3% 12,0%
Dthers Count L 1
% within The
mnﬂ‘iﬂ;]“-ﬂf Internet 100,05 i
% within gendar 4% s - 1
% of Tatal 2% 3%
Total Count 34 266 300
:a::lmnu;hgntemet 11.3% B8, 7% 10,
% within gender 100, 05 100, 0% 100, 06
% of Total 11.3% BE, 7% | 1000%




rable 34 : Meaning of Internet versus Education Level

The meaning of Internet * graduated from Crosstabulation

e graduared from
P A high |'Stuste |graduate| Tota)
none amantar 1 aduate |graduate! Tota
<he meaning Tresdom Count 1
of Internet % within The
ot Intern WEE| 23,881 53BN 20, 1,3% | 100, 0%
b graduatel 14 gy aa,1% | 30,7 | 6,28 10,0 | 26,7%
% of Total 3% G, 3% 14,35 5, 3% Sl 26,78
knowTedge Count 4 18 41 17 5 85
% within The
% within gradustel 4oox | 22,80 | 28,3 | 7,0K| SO,08) 28,3
& of Toral 1,3% 6,08 | 13.7% 5.7%| 1.7%| 28,3%
gans Count 4 37 41 i3 58
% within The
rlal.l'l-‘il'lg of Tnrerm] 4, 1% 37.ER 41,.8% 13, 3% 3, 1% | 100,08
m':'““ graduatel 4, g ag.ex | 200 | z1,3% | 30.0% | 32,7%
% of Total 1,3% 12.3% | 13.7% 4,3 | 1.0 | 32,7%
innowatior Count ' A 15 15 | Bl
% within Tha
meaning Gf Tntarn| 218% 11,0% | 41,7 | 41,7% | 2,8K | 100.0%
% within gradiatel 10, 6% s,a% | 10,7% | ze,8%| 10,0 12.0%
% of Total 5% 1,3% 5, 0% 5, DX . 12, 0%
others Coumit 1 3
% within The
meaning of Irlternr 100, 0 300, 1%
% within graduate
Faoll 1,3% 3%
% of Total N P
Total Count 10 7 140 Bl 10 300
% within The
meaning of Inter 3,3% 76,3% | 46,7% ) 20,3% 1,3% | 100,0%
% within graduatel 4o, o |  100,0% | 100,0% | 100,0% | 100.0% | 100,0%
% of Tetal 3.3%| 26.3%| 46, 7% | 20,3% 3,3% | 100, 0%




The meaning of Intern

rable 35 2 Meaning of Internet versus Income Level

st * monthly salary in TL Crosstabulation

monthly salary in TL

n‘idd'le:am} high:
ow: 0-800 -2 500 25 10- 20000
$149on TLd11ioa TL{milTion TL Total
T}E_TF mean n% Freedom  Count 5 ¥ 39 ]
of ThTerne % within The
neaning of Intern 40, 0% A8 BY 11,3% | 100,0%
% within monthly
salary in TL 30,2% o, 4% 20, 0% 6, 9%
2 of Total 10, 5% 13, 1% 3,00 | 26,95
knowledge Count 28 42 14 B4
¥ within The
meaning of Intern| 33,3% 50, 0% 16,7% | 100, 0%
% within monthly
salary in TL 26 ,4% 28, 4% 32,6 | 28,3k
¥ of Total 0 4% 14,1% 4, Z78,.3%
gams Cournt 40 46 10 36
% within The
Saaning of Intern|  41:7® A7, 9% 10, 4% | 100.0%
% within monthly
Zatary in TL 7. 7* 31,1% 3.0 3,3
. of Total 13,.5% 15,5% 3, 4% 32,38
Thnovation Count 5 2 10 T3
% within The
R etning of Intern|  Th% 58, 3% 27,6% | 100,0%
% within monthl
salary in TL d 4.7% 14,2% 23, 3% 12, 1%
% of Toral 1, 7% 7.1% 3,4% ) LI, 1%
othars Count i 1
% within Tha
mearing of Intern 100, 0% 100, 0%
% within manthly
salary im TL T i
% of Total 33 3%
Total COUNT 106 148 43 297
¥ within The
meaning of Intarn 35,75 49 H& 14 5% | 100,0%
% within monthly
Calary §n L 100,0% | 100,0% | 100,00 | 100,0%
. X of Total 35, 7% go. 86| 14,54 | 100,0%




1sile 36 : Reason for Coming to Internet Café versus Age

Why come to InTerner Café * age Crosstabulition

= AdE 1
i5 IE E‘n 5 | tousl
LI L LA, ] T jic =y o
met X wirhln e L]
:E =, lm“!'nﬂ 11,1% 6,74 54 0% P i, 1000, 0
® -r}urln gIn: 18,18 WL p e | 15,325 NECNT 1.0
% ol 1o 3% 1.31% 11,71% 5 ™ 1,0
it Count 1 3 T ) : L
K within why
Al e o I 16, 7% i B 16, % 103, 0%
¥ witkfin age 1,38 19,5% PO, T8 i3,1% 16, 0%
¥ of Toral .3 ™ 1] F 15, 0%
T :nu—wl'n't" A E“;’{l ﬁ' Bt ~ine
E withi O
bty g 25, I 18, 5% Frar 12, 100, 0%
% within aga 63, 0% 40, fK 3,4 21,9 36,00
¥ of Total 3,08 &, 75 16,05 i, I8 16 0%
| Tre m:|11:h E | ] [T T 11
5 in o
K within My oot g,9% 11,1% A%, 4% 20,88 100, 0%
& within age 10,6 12,0 e, 1% 39,578 PR
% af votal Pt ] 3,00 13.3% 7,
TeEal Tount g 41 153 %1 X Froy
X iehin ey
o SEEARAEE TX 14, 3% 13,7 51,0 ¥ A ST 104, 1
% within age 100, O 1, 0% 100,08 10,08 oG, i,
% of Total 14, 7% 13,78 i1,0% ZIF, TN 1063 O |
Tsble 37 : Reason for Coming to Internet Café versus Gender
why come to Internet cabé * gepder Crosstabelarion
dar
1 i
] " I ) w‘ﬂ'
Intefn 1
G g 17,4% a5 160,15
% within gender 17,i% 19, 5% i e
% oF Teral 1,75 17,38 710
chat CorTt 5 &3 ]
5 within e
- murnw 11,48 e 104,
% withkia gerdar 14,73 1h, 7 1k,
N of Total 1 §, I% 16, {re
Famas Tot E' AW——“&“_
% wirhin Wh
) :nurnutyﬂ-ﬂ 7o i 100
¥ within gender 31,58 a7, b EEAE 3
— E of Total 2% 33, T 346, 2
“Tnowl edgn (713 511 a1
¥ within &ty C
to Ihlanltytﬂ# 1z,%% BT 100,05
& within gander 29,4% FE,TH 7,00
= % af Total 1.3% 23, 7% .
ThER] Coumt 34 b3
¥ within why Cope
o I:HEI'I'IIHC.I"FE 11,7% A, % 1, 0%
% within gender oG, 0% 14 I A0, e
% gf retal 11 3% | I




why come to Internet Cate *

pable 38 2 Reason for Coming to Tnternet Café v

pruus Education Level

graduated from crosstabulacion

T
none L'Iauintar |i
oy tone tie-matl Count i _
gagErmet % wichinuhy o 500 ap| 0| 250 7,9% | 100,0% il
Ewihie, al 20081 205 30 26,2% | S0.0% | 21,00 il
% of Tetal | 2ox| 07w s.x| 1,7%| 20N
chat  Goumt i1 Z6 1 A8 it
o P 5 22,0 | S4,2% | 22,9% 100, 0% i
N oy feon 13,9% | 18,6% | 18,0% 15, 0% i
% of Total 3% | Bome| 3.7 16,0% | il
Game s count, cj 5 44 43 14 2 108 |
Ewichin iy o} lam| Ao SN 16 1, | 100, 0% I
- ' I
i:aﬁ';i:d o | soom]| s 30.7%| 2306 20,0% | 36,0% il
% of Total 1| 1amel aams| ax]| %] 36,08 ! l
knowledg Count 3 16 34 20 E] Bl ,.l
swithinwhy o 37x| 10,8%| 45,1 | 2078 3.7 100, 0% (!
u ]
RITERI pcom| 3008 20,3 | 27,5 32,0% | 30,06 | 27,0% tl
% of Total 1,0% 3| 1301 6.7 1,0 | 27.0% "Ilil
fital Count 0 751 1w140| ol o[ 300 il
%within why o} 3| 28,3W| 467X ) 0.3 3.3% | 100, 0% tll
X WD, coon|100,0% | 100,0% | 100,08 | 100,0% 100, 05 | 160,08 Il
% of Total 33%] 26,3 46,7%x| 203K ) 3.3% 100, 0% '



rabte 39 : Reason for Coming to Internet Café versus Income Level

why come to Internet Café * monthly salary 0 TL Crosstabulation

i monthly salary in TL
middle: 510 high:
Tow: 0-800| -2500 2510-20000
miliion 7L |million TL [ eillion TL Total
wFy come to e-mail  Lount 30 T3 61
nternet ¥ within Why come|
cate o e erat 29, 5% 49, 7% 21,3% | 100,0%
% within momthly
salary in TL 17,05 20, 3% 30, X% 0, 5%
E_ﬂf Total 6, 1% 10, 1% 4, 4% 20, 5%
chat Count 14 &7 7 48
% within why ©
to Internet Cafe 29, % 56, 3% 14,6% | 100,0%
% within momthly
alary i Y. 13,2% 18, 2% 16,7% | 16,2%
¥ of Total [ 5, 1% 2, 4% 16, &%
ganes Count 46 449 12 107
% within why c
tn pnternet café 43, 0% 45, 8% 11, 2% | 100,00
¥ within monthly
oA B 43,45 33, 1% 27,9% | 36,0%
% of Total 15, 5% 16, 5% 4, (e 36,00
knowledge Count 28 42 11 El
% within why C
to Internet café 34, 6% 51,9% 13,6% | 100,08
% within monthly
<alary 1n TL 26, 4% 28, 4% 25, 6% 27, I
% of Total 9, 4% 14, 1% 3.7% 27, 1%
Total Count 106 148 43 a7
% within why com
to Internet Cate 15,75 49.8% 14,5% | 100,0%
% within monthly
Salary 96 1L 100. 0% 100, 0% 100,0% | 100,08
% of Total 35, 7% 49 8% 14, 5% | 100, 0%




| Teble 40 Go to Café with Friends versas Age
I

always go to cafe with fFriend

s * age Crosstabulation

e

Age
15 16 18 25 i6 Total

TS ﬁ T always  COWRE ) 0 16 35 19 1 111

ahew Cottnin seays ol 10,00 | 24,00 49,38 17| o | w00x

% within age 46,58 | 39,0% | 35,9 | 31,18 Lo o | 370N

% of Total G, 7% 5. 3% | 18.3% 6, 3% LJI | 37, 0%

of ten Count B g il B 54
o within always

A Th Trie] M08 | 16.7% 57.4% | 11,1% 100, 0%

% within age 18,6% | 72,08 | 20,38 9,8% 18, 0%

% of Total 2, T 3.0 1 10,3 Z i 1B, 0%

Gometmes CoUnT '] q 25 9 5

% within always

m e with e St gi 17,3% | 17,3% | 4B,1% | 17,3% 100, 0%

% within age 0,98 | 22,0% | 16.3% | 14.8% 17, 3%

% of Total 3,0% 3, 0% B, 3% 3,0% 17,3%

rargly  Gount : i 19 B ETT]
o owithin always

Fwithin pogee] S| 6| W) 26,78 100, 0%

% within age 2.5x 4,08 | 1z.4% | 13.1% 10,05

% of Total 3% o G, 3% 2, 7% 1, O

eEver Count gJ ) 5 23 19 1 CE]
¥ within always

o Wi th g | 9. | 43.4%| 35,8%)| 1.9% ) 100,08

% within age 11, 6% 12 3% 15, 31,12 o, O 17, 1%

% of Total 1.7 1,7 T,7% B, 3% % | A7, 7%

Tatal Count A3 Al 158 [} 2 {04

% within always Ei

ta cafe with 14, 3% lgrﬂ ﬂ,ﬂ% 20, 1% i Lo0, o

% 'n"l‘l:h'tﬂ age 100,0% | 100,0% | 100,0% | 100, 0% 100,08 | 100,08

% of Total 14, 3% 13, 7% | 51,0% 20,.3% 7% | 100, 0%




rable 41 : Go to Café with Friends versas Gender

always go to cafe with friends ® gender crosstabulation

(i gender
1 2 Total
th RTways Tount - R :
v
ﬁitndt %quf::tfnenw#lha ?iggds 3. 9% 30, 1% 100, 0%
% within gender 32,4% U 37.,0%
% of Total 3,78 13, 3% 37 0%
aften Count & 500 54
hin 5
3 within always 0  7.4% | e2.E% | 100,08
% within gender 11,8% 1%, Bx 18, 0%
% of Total 1,3% 16, 7% 18,0%
sonetimes Count E FT3 52
hin
ﬁuﬂggfe I.-r;'lll:h sr’lﬁdsl 11.5% 88, 5% 100, e
% within gender 17 .6% 17.3% 17, 3%
% of Total 2,081 15,3% 17,3%
rare |y Count : 4 L 30
ithin a
:n“-::!;q ﬁtﬁ%ﬁiﬁdsg 13,38 86,7% | 100,0%
% within gender 11,8%8 g, 8% 10, 0%
% of Total 1,3% 8,7% 10, 0% !
MEVET Coufit 9 a4 53
ithin aTwa
i b oas| 17.om | E3.08 | 100.0%
% within gender 7E, 5% 16, 5% 17,75
¥ of Taotal 1, 0% 14, 7% 17. /%
Total Count 34 266 300
ithi Twa
%u“l-;?;"w?th ﬁ-ilg:di 11,3% 88, 7% 100,
% within gender 100, (¥ 100, 0% 100, 0%
% of Total 11, 3% BB, 7R 100, 0E




rable 42 : Go to Café with Friends versus Education Level

always go to cafe with friends * graduated from Crosstabulation

e — raduated | rom
L | s
none  Rlemantary| bigh | aduate yate| Total
5Tways go L always Tount & EE] ] ]
cafe Wt % within always Qo
e Ends N P ith Tricel S 29,7% | 46,8% | 16,2%| 1.8%| 100,0%
K within graduated) go gy |  41,8% | 37,0 | 29,5% | 20,0 37.0%
% of Total 2,08 11,0% | 17,3% &, 0% % 37,0
“aften Tount 2 iq i E ] 7]
% within always
to cafe with 509 aw| 2| 18| 18R 37K 20008
% within grauated oo.0x | 17,7% | 20,0%| 13,1%) 20.0% | 18,08
% af Total TR 4,78 9,38 2. TH TR | 18,0%
Sometimes Count 1 17 0 13 1 52
5 within always go
o tafe with Frien| 1.9% 12,7% | 3|, | 25, 1,9% | 100,0%
?r\;ﬂ"n gracdua 10, 0% 71.5% | 14,3% | 21,3 10.0x| 17.3%
% of Total ) 5.T% 6. 7% 4, 3% TR 173K
raraly  Count 3 20 5 ] ETi]
% within alwe
to cafe with fri 10,08 | 66,7%| 16,7¢| 6,75 100,0%
ok graduate ek | 14,: ) e 2000 1008
% of Total 1,0% 6,7% 1,7% 7% | 10,0%
never Coent 1 12 p3] 17 ] 51
% within always go
N ate with Frien 1% 27,66 | .| 312,13 5, 7% | 100,08
¥nﬂﬂ“n gral:h.l;lti'ﬂ 10, 0% 1_51I£ ].-"‘13.!' ??1“ 30, 0% 17, 7%
% of Total i a,0% 6, 7% 5, 7% 1,08 | 17.7%
Total Count 10 73 140 Al 10 inn
% within alwa ,
et e Fr 3,3% #6,3% | 46,7% | 20,3 3.9% | 100,08
% within grajuated yon onc | 30D,0% | 100,0% | 100,08 | 100,0% 100, 0%
% of Total 3,3% 6 46, 7% | 20,7 3,3% | 100 0%




rable 43: Go to Café with Friends versus Income Level

always go to cafe with friends * monthly salary in TL Crosstabulation

=== monthily salary in TL
[ ddle:E10 hlgzh:
Tow: 0-800 =2 G} 25 A=
pilidien TL [mi1Tion TL | milldon TL | Total
W%Tﬁ_ﬂuays Toune o R e
cafie wi % within always oo :
Friands to cafe with frienad %% 53.2% 4,5%: | 160,04
% within monthl
D il 44, 3% 39, 0% 11,68% | 37,9%
¥ of Total 15, 6% 19.9% 1. 7% T, 4K
“olten Count 19 153 [ 54
1 % within always go :
to cafe with friend: 53,7 33, 2% 11,1% | 100,08
% within monthly
salary in TL 27,488 12,.8% 14,0% 18, 7%
¥ of Total 4, 5% a4 2,10 18, 2%
cometimEs Cowmt 20 27 5 5
& within alwiys Qo
to cafe with friendd 38, 5% 51, %% 0,6% | 100,0%
% within monthly
salary 1n TL 18, 9% 18, 7% 11,8% | 17,5%
% of Total 5,7% 9,1% 1,7 | 17,5%
rarely Count E| 13 12 FI]
% within always go
o cafe with Fritnad 1% o 42,9 | 10¢,0k
% within manthly
EaTary 0 TL 2.5 5, 8% 7,9% | =,4%
% of Total 1,0% 4,4% 4, 0% D, 4%
never Count 7 30 15 52
% within always go
to cafe with friendy 1% 37, 7% M| 300,08
% within monthly
Sidmiy 0 TE 6, 6% 20, 3% M0 [ 17,5
% of Total 7. A% 10, 1% 5,1% 17 . 5%
Tatal Count 106 148 23 297
% within al oo
i g Al e o I 19,8% 14,5% | 100,0%
i within monchly
satary {h TL 100, (% 100, 0% 100,05 | 100, 0%
% of Total 35, 7% 49 8% 14,5% | 100, 0%




rabile 442 Like Playing Games versus Age

like playing games on CompuTer # age Crosstabulation

2L ]
o 1% 16 ig 25 p L Toral fi
5 oTay g Waye TounT EE] b1 77 13 T
games O ¥ within Tike '
CorpUTEr playing ames ZL,' 17,85 51,0 Q3% TR 100,0% {
on computer
% within age 6, TR 63, 4% 50,3% | 23,00 50, 0% 50, %
K af Total 11,0% B 7% 25, i, o 3% 51, 3%
often Count ¥ 7 29 ] E
% within 1ike .
playing ganr.! 13, 7% 13,78 T, % 15,7 100, 0% |
on eonpuTar
% within age 16, 3% 17.1% 19, 0% 13.1% 17,06 |
% of Total 2,38 i3 o, TR 2% 17,0 [i
Tomptimes Count 3 75 15 44 f
. % within Tike {
playing games 9, 1% 56, B8 34, 1% 104, [t
on computer |
% within age 9,8% | 15,3 | 248K 14, 7% | .
% of Tocal 1, 3% B,3% 5, 0% 14, TR
FAreLy Count 1 2 11 1 25 il
% within Tike
playing ganes 4,00 §,0% 44,0 44, 06X 10, % Tl
on CompUTer | |
X within age 2,38 4, 9% 7,2% ) 18,08 B, 3% i
X of Total . 3 L TH 1,78 3,78 B, 3% |
FEvEr Count 2 ] 11 13 i | 0 |
% within Tike |
playing gaimes &, OX [ 3% 37,95 44 5% 3,4% 100, % |
of - Computer |
% within age 4,70 4 o5 7.0 FIE - 50,08 o, 7%
% of Total T T 3, 7% a, 3% 3% 9, 7%
[ Tokal Eount a3 a1 153 Bl Fl
% within ke |
playing ganes 4, 3% 13,7% 51,00 20,3% Th 100,65 fiLl
on CanpuTer
i within age 100,0% | 100,0% | 100,0% | 100,0% | 1000k 104, 0%
% of Total 14, 3% 13,7% | 51.0% 20, 3% g% 1 doD O% f




rable 45: Like Playing Games versus Gender

1ike playing games on computer "

gender Crosstabulatien

i ndar
1 & Total
| TTEe playing ATwdys Count il 140 151
games on % within Tike
computer playing games 7,3% 92, TE 1060, 0%
o COmpUter
% within gender 1 ,4% 52, 6% 50, 3%
% of Total 3,7% 46, TH 50, 3%
aften COunt 3 A8 t1
% within lTike
playing games 5, 9% 94, 1% 1040, 0
on computer
% within gender B, E® 18, 0% 17 ,0%
% of Total 1,0% 16, 0% 17,0%
somarimes  COUNT 5 E1] i
¥ within like
playing games 11,4% BR, 6% 100, 0%
on computer
% within gendar 14,7% 14, M8 14, 7%
% of Total 1,74 13, 0% 14, 7%
rarely Count b 19 25
% within Tike
playing games 24,.0% 76, 0% 1040, 05
on computer
 within gender 17,6% T.1% 5,3%
¥ of Total 2, % 6, 3% B3
neve Count 9 20 28
% within Yike
playing games 31, 0% 63,0% 100, 0%
an computer
% within gender 26, 5% T.5% 9. 7%
% of Total 3,0% 6, /% 9, 7%
Total Count it 166 300
¥ within 1ike
playing games 11,38 88,7% 100, 06
Gn computer
% within gender 100, 0% 100k, K 100, 0%
% of Total _11,3% g 7% | 100, 0% |




rable 46: Like playing Games versus Education Level

Jike glaying games on computer * graduated from crosstabulation

— TRLATED 11
temantary |_bigh ats | oraduat ]
fane &l emanta URTR g | Tota
& play a lway Loumt b
games on % within Tike
ComEnrLer playing pames 4 g 35, 1% 44 4% 14, 0% P 100 i
on Computer
& within
graduated from | 50-0% 67,1% | 47,9% [ 36.1% 0.0 50, 1%
% of Total 2,0% 7, 7% 71, 7% 7.3% 1,0% 50, 9%
—Brten Count 1 14 1] § 51
% within Tike
playing ganes 0% 275X 54, 9% 15, 7% 106, 036
on- COMpUTET
% within
N adiatad feom | 200 17.7%| 0| B 17, o
% of Total | 3 4, 7% 5, 3% P 17,0
ROmELImER  COUNE F] 5 FE] 12 F] Y]
% within 1ike
playing games 4, 5% 11, 4% 52, 3% . ] 4,58 ino, ok
an - computer
g fron | 2050 6| 16m| 190%) 00| 147
% of Total TR 1,7% 7.7% 4,0% B
rarely oL 3 13 [ 3 L]
% within Tka
playing games 12.0% 52,Th 24 0% 12, 0% 140, 0%
an - conputer
% within
gradusted From 3,85 9,3 9,85 30, % B, 3%
% of Total 1,0M 4, 35 4,0 1,008 i, 3%
neEvEr Counk 1 F] ] 13 =3
% within Tike
playing games 1,4% 13,8% 11,08 44 5% 6,95 | 100,08
6f Conputer
N bad fron | W% s1% | 640 | 1| o) 97H
% of Total 3% 1,3 3,0% 4,3% % 9, 7%
Total Count 10 9 140 Gl 10 100
¥ within Tike
playing games £ 20, 3% 46, 7X 20, 3% 1,5% 100, %
o COpUTer
% within
gratuated From 100, D 100,05 100, 0% 100, 0X Ty, O 100, (5%
% of Total 3, 3% 26. T8 A6, T 20, 3% k6 [ 100, 0% |




fuhle 47: Like playing Games versus Income Level

1ike playing games on compute

r * monthly salary in TL Crosstabulation

= monthly salary in TL
middle: 810 bigh:
Tow: 0-800 | -~ 500 251020000
militon TL [mi1l4en TL | millfon TL Tatal
TKE playing a2lways Count 53 73 18 | i!ﬁ
5 on % within 1ike
computer playing games on 39,3% 48, 7% 1z,0% | 100,08
computer
% within monthly
ol s 55, 7% 49, 3% AL, 9% 50, 5%
% of Total 19, % 24, 6% 6,1% 50, 5%
often COuUnt 24 18 9 BL
% within 1ike
playing games on A7, 1% 35,3% 17, 6% 100, 0%
COmpUter
% within monthly
<alary in TL 27, 6% 12,2% 20, 9% 17, 2%
% of Total 8,1% 6, 1% 3, 0% i7, 2%
sometimes Count 11 25 7 43
% within like
playing games on 25,6% 5H, 1% 16,3% | 100.0%
COMpUTEr
% within monthly
salary in TL 10, 4% 16, 9% 16, 3% 14,5%
¥ of Total 3, 7% B, 4K 2, 4% 14 . 5%
rarely Count g ) 1 25
2owithin 1ike
playing games on 36, 0% 48, 0% 16,0% 100, 0%
COMpULEr
¥ within monthiy
% of Total 3,0% 4,0% 1,3% B, 4% |
MeEVEr Count 3 20 5 2B
% within like
playing games on 10, 7H 71, 4% 17,9% | 100,.0%
computer
% within monthly
ol b R 2,8% 13,5% 11, 6% 9, 4%
% of Total 1, 0% 6, 7% 1,7 9, 4% |
Tatal Count 106 148 43 297
% within 1ike
playing gamas on 35, T 49 8% 14, 5% ipo, 0%
COMPUtEr
% within manthly
atany 1n YL 1041, 1% 100, 0% 100,0% | 100,0%
- % of Toral 35, 7% 49 &% 14,5% | 100.0% |




rsble 48: Like playing Games versas Age

have & gaiw teas |H

the cafs ® age Crasstabularion

o IGE
15 36 18 75 i3 mq
-ﬁ'!—.-__lﬁ'f_: TounT ; 15 ] 4 1 i
ean % within have s :
?ﬁh e The u,e‘}“‘ 18, 4% 13,3 43, 3 1,8% i.1% | 100,.0%
afe % within sge ks 2,0 LR 71, 5% S0, 0% FL
% of Total £ 1, 0 14 h, 3% » F% - 3%
ofien Coumni 3 T EE 7 E
§ within have &
g il o e i A . R e 100, 1%
& within ?gp tE,E% | g | 19,m u.ﬁ 20, 0%
% of ToTa 1, T= 5, 9,5 T, rioifi: ]
ToenTimEs  COuNT 10 ] L ¥ ]
% within have & ln-iE
FeRn N tEw 20,0 16 (% 50, a4, {s 300, IHE
% withie age 3.m 1%, 54 16, T 11,58 6, TE
% of Total 1% 2.7% £ 2,18 16, 7E
e LEd TEant E 4 15 &
% within have & gaes
Toan -in tha cafe 7.9% 10, 0 Fl, 5% 20,41R Ty, O
% withla age 7,08 o, 5 16, 1% 13, 13,38
" % of Total L0 | sml| 2.7 EIE !
FIEVET rodnt i 4 32 il | [E]
Awikin hevs g gas| g ex] e | BgE e 100, 0%
% within Tue 14,06 U i, s 52,8 50, O 1.0
% of Tota I,0% 1,35 10,75 6, 7K (35 9108
7oAt Toant i AL 151 H I
¥ within have a ghre
P bt g g wmam | 1, sues| WX JR | 1000%
% within age 100, 0% L0 e 1000, i 100, 0% 104, 0% 100, 0%
_X of Toral 14 iz, 7% si.0% | 20,3 (TE L

|l‘|




r

rolile 49: Like playing Games versus Gender

have a game team in the cafe * gender crosstabulation
=== gender
1 . Total
WvE d alwavs Tount am.ej Ty | ¥
gme TEmE % within h&HE a i
Iilrl the team in the 9,2% 30, 5% 100, 0%
cafe % within g:nder 23,58 | 29.7%| 29,0%
% of Total 2,74 26,3% 29,0%
atten Count 2 5B el
% within have a game
t=am in the cafe 3, 3% 96, 7% 100, 0%
% within gender 5,0 1,8% 0,0%
% of Toetal TR 19, 3% 20, 0%
sometimes Count 7 43 50
¥ within have a game
tean in the cafe 14, 0% 86, 0% 100, 0%
% within gender 20, B 16,2% 16, 7%
% of Total 7, 3% 14, 3% 16, 7% |
rarely Count 3 37 a0
¥ within have a game
b A e mﬁﬂ 7,5% o2, %% | 100,0%
% within gender a,8% 13, %% 13,3%
| % of Total 1, 0% 12,3% 13, 3%
navar Count 14 419 B3
% within have a game|
| team in the cafe 28, R T7.B% 1M, 0N
% within gender 41, 2% 18, 4% 21,08
= % of Total A, 7% 16, 3% Z1,0%
Total count 34 266 300
% within have a gama
fenm in the cafe 11,3% BR.7X% 100, 05
% within gender 100,0% | 100,0% | 100,0%
% of Total 11,.3% g8, 7% | 100,0%
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rable 50: Like playing Games versus Education Level

have a gawe team in the cafe * graduated from Crosstabulation

e araduated rrom
. 1| g R | amiticat .
o none  |elemantar i e |graduate| Tota
Tava i a lmays Count P B iE 2 ay
gane CEam % within hawve a
mf;hE ream in the nﬁ:gmi el 32,5 | Az e 0L 2,3 |-t
- 3 ok e Y 35.4% | 26,4 | 208 | 0.0 | 290w
% of Total T g.3i% 12,3% 6, 0% - 0%
ot LEn CouEnt 2 23 25 10 [
% within have a ;
bz AR eyt g T 38, | 4L,7% | 16,7 100, 0%
% o cher X aduated | 55 oy 20,1% | 17.9% | 16,4% 20, i
% af Tortal § T 7, 7% 8, 3% 3. 5% 20, 1%
Sometimes Count il ] 13 27 ] 50
% within hawe a4
team in the cafe 4,0% 24.0% | 54,08 | 18,0% 100, 0%
% within gradusted | 0.0 | 15.2% | 19,3 | 4.8 16, 7%
% of Total By 4, 0 a,0% 3,0% 16, 7%
rarely Count 1 ] 23 ] z 410
% within haye a ga
Team in the cafe 2. 0% 15,06 57, 5% 20, 0% 5 08| 104, T%
X wichin gracusced) 1o, 6% 6% | 15| 13a%| 0.0 | 13.3%
% of Total 3% o] 7| 17 7% | 13.3%
naver Copnt 3 i 18 16 & [7%]
% within hawve a gam
N e s g% | 15| a44m | 254 | 9.5% | 100.0%
ﬁrﬂ‘“’" graduated | 55 oy 120 | 20.0%| 28,2% | 60.0%| 21,08
% of Total 1,0% jax| e8| s 2.0%| 20
Tatal Count 1 10 79 140 Bl 10 300
% within have 4 g
tean In the cate sk | 26,3 | 46.7%| 20,3 | 3,3%| 100,08
% within graduated | y50,0x | 100,0% | 100,0% | 100,08 | 100,0% | 100,0%
% of Total 13N 26, 3% A6, 7% | 70 3% 3.3% [ 100,0%
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| fyble 51: Like playing Games versus Income Level I|I l
|
i
hawe a game team in the cafe " monthly salary in TL Crosstabulation "
frme monthly salary in Ti I ::il
widdle:810 | high: (Ml
Tow: O-B0D -2 500 2510~ 0 | '-l-l
mitidon TL | mi1lion 71 | willion TL | Total | a{ll |
avE & T Iway s Tount 1) [ . ||"'
ame TERm % within have a game {1
?"ch teg in the ta'Fr_g I 34, 7% 58,1% 7,0% | 100,0% ! il'!p
care % within monthly :
ik P 28, 3% 33, 8% 14,08 | 29,08 il
% of Total 10, 1% 16, 8% 2.0% |  29.0% Al
often Count ] 32 ¥ & &0 _ -:|I'||
e bl ey 53, 3% 36, 7% 10,0% | 100,0% I
% within manthl (M LI
- gl o 30,2% 14, 9% 14,06 [ 20,2% it
% of Total 10, 8% 7,4% 2,06 | 20,2% [ e
SOometimes Lount 18 z9 3 S0 i 'l'”
% within have 2 game .
Tean in the cafe. | 0% 0 Wi | 20mE il
% within monthl il
salary in TL t 17,408 19,6% 7,04 16, 8% | ‘-|I
% of Total 6,1% 9, BX 1,0% | 16,8% I |.| I
rarely Coumt 13 16 11 40 i ||
% within have a game (1R
team in the cafe 3z, 5% oo 27,8 - 2000 "|!I :||||
= H"lﬂ'l- I'I'lﬂﬂth‘ 1|
S i 12, 3% 10, BX 25,64 | 13,5% il
% of Total 4,4% 5., 4K 3,7% 13, 5% I |
never Count i3 3 17 6l | i}
% within have a game I
team in the l:a.f!‘g 21, 3% 0. B% 27, 9% 100, 0% ||='
% within monthl i
e 12,3% 20,9% 39,5% | 20,5% il
% of Total A, 4% 10, 4% 5, 7% 20, 5% il
Total Count 106 148 43 257 ' |
% within have a gamej Iif1
e 35, 7% 49,8% 14,5% | 100,0% | i
% within monthl if AR
M el 100,0% | 100,0% 100,06 | 100,0% | | '
% of Total 35,7% 49, 8% 14.5% | 100,0% (I




| uble 32 : Nuo prejudice versus Age

no prejudice against one * age crosstabulation

R BE
15 16 18 25 36 Total ,
o prejudice always Count 17 it 5 6 1
jgainst one % within no |
prejudice 14,86 | 13,0% | a7.8% | 22.6% 9% | 100,0%
against one
% within agqd 3%,5% 39,0% 35, 0% 42 6% S0, s 1B, 3%
% of Total 5, 7% 5,3% | 18,3% &, 7% i | 38 W
“often Count 11 11 35 13
% within no
prejudice 15,9% 15 ,9% 50, 7H 17 4% 1060, 0%
against ong {
% within agd 25,6% 26, B% 22.9% 18, 7% 23, {1
% of Total T 3,7% 3.7% | 11,7% 4, 0% 23,0% =l
cometimes Count ] G 28 T 49 H
% within no :
prejudice 16,3 | 12,2% | S57,1%| 14.3% 100, 0% i
against one |
% within agd 18,6% | 14,6%| 18,3% | 1L.5% 16, 3% [ (A
% of Total 2, 7% 2,0% 9, 3% 2, 3% 16, 3% (4l
Farely  Lount 5 4 12 5 26 Il |
% within no Iy
prejudice 19,7% | 15,4%| 46,2%| 19.2% 100, % i
against one [i4]
% within agy 11, 6% 9,8% 7.5% B,2% 8,7 |
% of Toral 1,7% 1,3% 4, 0% 1, 7% 8,75 (4
fever Count ] i 3 11 1 a1 ":
% within no 1l
prejudice 4,9% o Bk | 56,1%| 26,84 2,4% | 100,0% -
against one !
% within a 4, T% g, 8% 15, 0% 18, (5% 50, U 13, 7% 1K
% of Total 7% L. 3% 7., 7% 3,7% %] 11,7% :
Total Count 43 41 153 bl 2 100 |: L
% within no 111
prejudice 14,3% | 13,72 | sS1.0%| 20,3% 7% | 100,0% .
against ong |
% within agd 100,0% | 100,0% | 100,0% | 100,0% | 100,0% | 100, 0% |
%of Toral | 1a, %) 13,7%| su.o%] 230.3% 7% | 100,0% I
Il
..||,I




T.]ﬂelﬂ: No prejudice versus Gender

na prejudice against one *® gender Crosstabulatien

o gender
1 Z Total
o prejudice  arways Tount 10 — 105
| against one % H‘i_ﬂ‘q'in i
prhequd'l ce 8,7% 91,.3% | 100,0%
against one
' % within gender| 29.4% | 39,5%| 28,3%
l % of Total 3,36 | 35,0% 33,3%
“often Count 7 B2 (L]
% within no
prt;']ud-ice 10, 1% £9,9% | 100,0%
against ang
% within gender 0, EE 23.3% 23,00
% of Total 2,3k 10, T _£3,0%
sometimes Count 44 49
% within no
prejudice 10,2% Ag, 8% | 100,08
against oana
% within gender] 14,7% 16, 5% 16,3%
% of Total 1,7% ] 14,78 | 16,3% ]
rarely Count 3 13 6
% within no
prejudice 11, 5% BE,5% | 100,0%
against ong
% within gender 8,.8% 8,6% 8,7%
% of Total 1,00 T.7% BT
navEr count a 7] q1
% within no
prejudice 22,0% | 78,08 | 100,0%
against one
% within gender| 26,5% 12 (% 13, 7%
% of Total 3,05 10,7% 13, 7%
Total COURT I Z2EB 300
¥ within no
prejudice 11,3% BB, 7% | 100.0%
against one
¥ within gender| 100,0% 100, 0% 100, %
¥ of Total 11,.3% | B 100 0%




no préjudice against On

able54: No prejudice versas Education Level

g * graduated from crosstabulation

graduated Trom

undargr
nong | elemantary h'i-ﬂl aduate |graduate | Total
e o -Eﬁ!]_ﬁte_ Always Tount 3 in i ] 115
against one ¥ within no
prejudice 2,6 L. ¥ 40, 0% 23, 5% 2,68 | 160,00
FGAITRET ong
% within
graduated from 30.0% L 32,9% 44, 3% 30,0% 15, 1%
% of Total 1,0% 12, 0% 15.3% 9,00 1,0% iE.3%
often Lount 1 1% A4 15 B3
% within no
judice 1,4% 27.5% | g | .7 100, 0%
AGAINST one
¥ within
o atad from| 10.8% 24,0% | 24,3% | 24,08 23,0
% of Toral (3% | 6% | 11,3 | 50 23, 0%
Zonetimes cCount 3 14 25 5 1 FT
% within no
prejudice E.7% 8,6 51,0% 16, 2% 2,05 | 100,0%
anainst One
¥ within
grmllﬂd From 40,0 u'm 17.9% B,2% 10, 0% IE\.H
% of Total 1,3% &, 78 B, 3 1, 7% L3 16, 3%
rarely Count i 3 14 5 6 |
% within na
prejudice 3,.E% 23,1% 53, 5% ] o | 100, 0%
against one
% within
nraduated From 10, % 7.6% 1 10,0 8,2% B.T%
% of Total 3% 2,08 4,7% 1.7% 8,7%
naver Count 1 [} i g B 4 |
% within mo
ur!iuﬂic: 2,48 4, BY 51,74 Z2.0m 14 6% | 100,08
against one
% i thiiise
graduated from 10, 5,1% | 150K [ 14,B% B, O 13, 7%
% of Toral 3% 1, 3% 1,0% 3, 0% L, 0% 13,7%
Tatal Count 1 79 140 [ 10 inD
% within no
prejudice 3,34 6, 3% 46,79 70,38 3,5 | 100,0%
AgATAST o
% within
groduated From 1006, % 100,0% | 100,0% | 100,0% 100, 0% | 100,0%
% of Tetal 3. 3% 26,3% | 46, 7% 20,3% 3% | 100




{ |
%5: No prejudice versus Income Level

no prejudice against one * monthly salary in TL Crosstabulation

B monthly salary {n iL
middiez810 high:
Tow: 0-800 | -2500 2510- 20000
; miliion TL |millfon 1L | million TL | Total
e mrejudice  aIways Count q5 ¥ 17
against one % within no
prejudice 39, 5% 45, 6% 14 9% | 100,0%
agalinst ane
% within momthly
salary in TL 42,5% 35,1% 39, 5% 3B, 4%
% of Total 15,2% 17, 5% 5, M 36, 4%
often Count ar 33 9 69
% within no
prejudice 389, 1% 47 8% 13,0% 100, I%a
against ona
% within monthly
salary in TL 25,5% 22,3% 20,98 23,1%
B % of Total 9,1% 11,1% 3,0% 23,2% |
SCMELIMES  COunt 15 | 7 3 4
E within no
prejudice 31, 3% 56, 3% 12.5% | 100,0%
ggainst Gne
¥ within monthly
salary in TL 4. 2% 18,Z% 14,0 16, 2%
% of Total 5,1% 9,1% 2,0% 16, 2%
rFarely Count Fi 14 5 26
% within no
pru:ilud"ltE 26, 9% 53,8% 19,2% | 100,0%
against one
% within monthly
salary in TL 6, 6% 9,3% 11.6% B, B%
% of Total 2,45 4,1% 1,7% B,8%
never —Count 12 22 6 40
% within no
prejudice 30,0% 55, 0% 15,0% | 100,08
against one
% within monthly
salary in TL 11, 3% 14, 14,.0% 13,5%
| % of Total 4,05 7, 4% 2, % 13, 5%
Total Coun't 106 148 43 297
% within no
prc:itud"lce 35, ™% 49 Fx 14,5% | 100,0%
agatnst one
% within monthly
it e e 100, 0% 100, 0% 100,0% | 100, 0%
¥ of Total 35.7% 49 B% 14,5% | 100,0% |




rable 56 Say Truth about Age, Gender, ete. versas Age

say truth about age/gender. .. * age Ccrosstabulation

A
15 16 18 25 36 Total
m ATWays 4] ik i3 55 76 1 TI1
A iender.. X within Sar toutl gqx | 1,7% | A9,%| 2 3,4% o | 100,0%
% within age 37 ,2% 31,8 35, 9% 47, 6% 50, 0 37, 0%
% of Total 5,3% 4,3% | 18 3% B, 7% JIE | 37,0%
often Count B 9 38 13 [
% within say Trut
F T sgefgender. 11,8% | 13,7% | 559 | 19.1N 106 , 0%
% within age 18,6% | 72,08 | 24.8% | 21,3 22, T%
% of Toral 2. 74 3, 0% 12, 7% 4, 3% 22, 7%
sometimes COUNT ] 11 3l B 53
% within Say trut
el Il 5,7% | 20,8% | 58,5% | 15,1% 100, 0%
% within age 7 . 0% 26,8% 20, 3% 12, 1% 17. 7%
% of Toral 1,05 3, 7% 10,3% 2,7% 17, 7%
rarely LOUnT 10 [ 0 z A4
% within Say trut
about age/gender. 27,75 13.6%| 47.7%| 15.0% 100, %
¥ within age 21,3% | 14,6% 13, 7% 11,5% 14,7%
% of Total 3,3% 2,0 7.0% 2,3 14, 7%
never Count & 2 B i i 24
% within Say Trut
e e ner| 25| BR| (3h3e| TR 4,2% | 100,0%
% within age 14, 0% [ 4 5,2% | 11,5% ) 50,08 B,0K
% of Total 2,0% 7 2, 7% 2,3% I 8,0
Total Lount 43 41 153 61 F | 30
% githin Say trut
AT el M| 330K SLOBY R 7% | 100,0%
% within age 100, 0% | 100,08 | 100,0% | 100,0% 100, 0% | 100, 0%
% of Total 14,3% 7% | 51,08 20 3% T | 100,0%

b




fable 57: Say Truth about Age, Gender, etc. versus Gender

say truth about age/gender... gender Crosstabelation

- _gender
1 i Total
-EE Eruth always rount g 551 1L |
F] tthin 5 Truth
l0e/gender, .. B ;;E};ﬂmer._h 10,8% | 89,2% | 100,0%
% within gender 35,3% 37, 1% 37,0%
% of Total &, 0% 33.0% E )
often Count 3 62 ]
within say truth
:bnut ;.gergzndnr-. . By K o,2% | 100,0%
% within gender 17,6% 23,3% 22,7%
% of Total Z,0% 20,78 12, 7%
sometimés Count 10 43 53
K within Say Soueh | s | 83,35 100,0%
% within gender 29,4% 1, 2% 17, 7%
% of Toral 3.3% 14, 3% 17,75
rarely count 4 40 44
ithin Say truth
Ehﬂﬁ age,-"gl?nder... 9,1% 50,9% | 100, 0%
% within gender 11, 8% 15,0% 14, 7H
% of Total 1,3% 13, 3% 14, 7%
neyar Count ) A 22 P
K within say trut
ahnuil;:hage.-"ggmiur- XK . 3% 91, 7% 100, 0%
% within gender 5, 9% 8,3% &, 0%
% of Total TR 7,.3% 8, 0%
Total “Count 34 766 300
wit say truth
= wthlga sap truth | s | oemx | 00,0k
% within gender 100,0% | 100, 0% o0, 0%
% of Tatral 11,3% BB, 7% 100, 0%




Tabde 58: Say Trath about Age, Gender, ete. versus Education Level

say truth about age/gender. .. * graduated from crosstabulation

= graduated from
| i lﬂdl-d-l!l‘ﬂl-' ad 1
moRne emantar 1 aduate lgraduate) Tota
37 Lruc A Tway m 1 __E:lT'
ahout % within Say trut
mf’gtﬁd&r' . atﬂ:lut !_gE.l"g:ﬂdﬁl'- p“ iunﬁ 35]“ zq’r“ ﬂ.ﬂ ﬂ.ﬂﬂ'.fﬁ
R AEEED graduatel 3o o a0 | 314% | e | so.0m| 37,08
% of Total § 11, 3% 14 . 7% o0 1, 37,0%
often Count 4 10 2] 10 3 & |
% within Say tru
bt age/oender. 5,9% 14,7% | 60,3% | 14,7% 4, 4% | 100,0%
% wichin gradiate) 40,08 | 12,7% | 29.3%) 154K ) 300 22,7%
% n_fE Toral 1,3% 3,31% 13, 7% 3, 3% 1.0 .7
Tometimes Coumk fd 10 i 17 ]
% within Say Trid
N r]| W aak] S 22, 6% 106, 0%
i graduats oq o 12,7% | 20,7 | 19,7 17,7%
% af Total i 1.3% o, % 4,08 17, 7%
rarely  Count 2 16 20 fi 4
% within Say Trut
about age/gander. 4, 5% 36,4% | 45,54 | 13,0% 100, 0%
X within gradiatq pnox| 20,38 )| 14,3%| 5.8 14, 7%
% of Toral +TK 5, 3% 6, T 2, 0% 14, 7%
MaEver COUNMT 1 g B B ] 24
% within Say trut
Shout age/gender . 4,2% 37,.5% | 25,08 25,08 8,3% | 100,0%
’;rﬂ]m“ graduatel o g 1,4% | 4,3%| a.8%| 200| B8.0%
% of Toral I 3.0% 2.0% 2,08 TN 8,08
Total ot 10 73 140 31 10 T
% within 5ay Trug
Ghout age/gender. 1.3% 26, 3% A6, T 20,34 3,3% | LO0,0%
% within graduatel 409, g% | 100,0% | 100,0% | 100,0% | 100,0% | 100,0%
% of Toral 1.3% | 76,3 | 46,7% | 70.3% 3,3% | 100.0%




say truth about age/gender...

reble 59: Say Truth about Age, Gender, ete. versus Income Level

* monthly salary in TL Crosstabulation

== monthly salary in TL
ddle: B10 high:
Tow: O-ROO -2500 2510~ 20000
lmiliden TL [mi1Tion TL{mi11ion % Total
i ATHAYS Gunt 37 52
anodt % within Say truth
;w_ll"geﬂdu:r__. about age/gender. 33,.9% 47,7 18, 3% | 100,0%
% within monthly _
el ary 1011 34,9% 35,1% 46,5% | 36.7%
X of Total 12,5% 17, 5% G, T 36,78
“often Count 23 25 15 i Ty
% within Say truth
ubuuthagu aender, 34, 3% 41, 3% 22,4% | 100,0%
% within monthly
Satary in T 21, 7% 19,6% 34,0% | 22,68
% of Total 7,7% 9, 6% 5.1% | 22.6%
someTimes Count 17 32 4 53
% within Say truth
about age/gender. A, 1% 60, 4% 7.5% | 100,0%
% within monthly
salary in TL 16, 0% 21,6% §,3% | 17,6%
% of Tatnl 5,7% 10, B% 1, 5% 17 8%
rarely Count 17 25 2 44
% within Say truth
about age/gender. . 35, 6% 56, A% 4,5% | 100,0%
% within monthly
galary in TL 16, 0% 16.9% 4,7% | 14,85
% of Total 5,7% B, 4% o T h 14, 8%
never Count 1z 10 2 2d
% within Say truth
Sbout age/gendar,|  T0.0% 41,7% B,3% | 100,0%
% within monthly
salary in TL 11, 3% 6, 8% 4,7% 8,1%
% of Total 4 0% 3, 4% 7% g,1%
Tots | Count 106 148 43 a7
% within Sy Trut
about age/gender. 35,74 49, 6% 14,5% | 100,0%
% within monthly
CiTary A0 TL 100, 0% 100, 0% 100, 0% | 100, 0%
% of Toral A5, 7% 49, 8% 14, 5% | 200, 0%




others say truth about age,..

roble 60: Others Say Truih about Age, Gender, efc. Versus Age

# age Crosstabulation

| i

age
15 1k 18 25 36 Total

GTHErE SAY A 1Ways TOUNT — & ¥ '} T
e ’:rﬂﬁhlguﬂf‘:;if_ a7 | a4 | | 13ER| 34| 200,08
BgE. - - % within age 14, 0% 17.1% 7.5% B,E% | 50,0% 0,7%
% of Total 2,0% 1,3% 31,75 1,3% 3% 9,7%
“often Couft 10 fi 20 i} ik
ﬁ,ﬁ‘m"‘mﬂﬂﬁ"gg:. 3l 1w | 16| 43,5 21, 7% 100, 1%
% within age 33.3% | 14,6% | 13,1% 16, 4% 15,7
% of Total 3,1% 2,0% 6,14 3.,3% 15, 3% |
somETImES Count 17 13 57 13 101
!‘Er:‘tg"'mﬂﬂﬁ; s ek | 12| s6.x 16, 6% 100, 0%
¥ within age s7.8% | 317m | 37, | 3,0 33, 7%
% of Tatal 4,0% 4 3% 19, % f, 3% 33,78
rarely Count i 7 a1 12 Bf
{rg;}mﬂh:;‘;. 2l goax| ao,ms| 62, 1B, 2% 100, 0%
¥ within age 14,08 | 17,1% 26,88 19, 7% 7z.0%
% of Total rom| 23| 13Tk 4 0% 772,.0%
neEver Count ] E 24 16 1 ]
gwimin others sal 35| ;e | L | 7| L7 1900
% within age 0, a8 1%, 5% 15,78 26, 2% 50, 0% | 19.3%
% of Total M 2.7k 0 5. 5% i 1%, 3%
Total Counk ] 4l 151 6l ) 100
3 VISR HES WY N A 51,08 | 20,3 7% | 100,0%
5 within age 100,0% | 100,0% | 100.0K | 100,0% 100,70 | 100, 0%
% of Total 14,3% | 13.7% s1,0% | 20,3% K| 200, 0% |




[
fable 61: Others Say Truth about Age, Gender, etc. versus Gender

others say truth about age,..

» gender Crosstabulation

- gender
1 2 Total
ﬁm—;i“ say always Count ] 27 24
rut 1Ehi rs
o % within others cay|  g.ox| 93,18 | 100,0%
LR % within gender 0% 10, 2% a,7%
% of Total ] 9, 0% g, T4
“ofren ~Count 3 43 T
within others sa :
% wirhln ochare say| g 98.EN | 200,08
% within gender g,8% 16, 2% 15,3%
% of Total 10| 14.3®|  15,3%
sonetTimes Count ; 15 Ef 101
i f others sa
%r:;ﬁhahnﬂi age, . .jl 14, 9% 83, 1% 104, 0%
% within gender 44, 1% 32,3% 33,7%
% of Total s.0% | 28 7% 33,7%)
rarely Count ] 57 6
ithin others sa
irzgzﬁhahuuth:ge. . .I"I 13.6% 86, 4% 100, 0%
% within gender 26,5% 21, 4% 7,05
% of Total 3,08 19, 0% 22,08
nEVET Count 5 %3 58
s ubin ot ,hggzrf?y Boe% | o1,4% | 100,0%
% within gender 14, 7% 15,9 19,3%
% of Total 1,7%| 17, 7% | 19.3%
Total Caunt 34 rl-) 100
withi thers
?éruth ;ﬂnﬂt age.??y 11, 3% B3, 7% 100, 0%
% within gender 100, 0% 100, 0% 100, e
% of Total 11.3% BB, TE 1040,




rable 62: (Others Say Truth about Age, Gender, efrc. versus Education Level

others say truth about age, ..

& graduated from crosstabulation

i graduated from
1 y| high pi 1t gradi 1
ndine elemAnTAr Uate f acie | Tota

".ﬁfE'r'E._saf'i' Tways Count i 11 1 : o
:ﬁﬁ'; 'fr:"ﬂ‘f‘;gnﬂtﬂ‘i;;“ 6, % 37.0% | 44.8% &, o 1,45 | 100,0%
| age, - - ‘?n:hlth'lﬂ grmitEd 21].!.?35 1]1“ g, % T 9% 10, % 0,7
% of Total T 3.7% 4,38 K . 3% 9, TR

often Count 1 1% 20 g 1 TS

Nwhin sthersfy oz 32.6% | 43,5% | 19.6% | 2.2% | 100,08

% within graduated} gg.06 | 19,08 | 143 | 148K 10,08 15,3

% of Total 3% som| 6% | 308 % | 15,

somatimes COUnT 3 FI EE] 25 3 101
oy g L 25.% | a3ex| 20|  3,0m| 2000%

% wichin graduaced| 30| sz, | 3148 | ALOK| 30,08 | 37

% of Toral 1, 0% B,7K | 14,7% B, 3% 1,0% 331, 7%

rare |y Count F] g 44 1L T3

% Wit “”":ﬁjf 3, 0% 13.6% | 66,7%| 16,7% 100, 0%

% within graduated| go.p | a1,a% | 3148 | 18,0 22,0%

% of Total TR 1,06 ] 14,7 1, M 22,0%

mever | Count 2 5 19 14 5 1
e A 1,08 | 3z.E% | 2a0% | B.6% | 100,0%

% within graduated| gq0x| 22,8%| 13,85 23.0%| S0.0K{ %8,

% of Total T &, % 6, 3% 4, 7% 1, 7% | 18,3%

Total Count il 79 | 140 61 10 300
?c‘r:*[;";gnﬁ“:; L 26.3% | 46,7%| 20,3 | 3,3 | 100,0%

% withiy graduated| yoq g | 100,0% | 100,0% | 100,0% | 100,0% | 200,08
% of Total 3.3% 26,3% | 46 7% [ 20, 3% 3.3% | TR, O |




fable 63: Others Say Truth about Age, Gender, ete. versus Income Level

others say truth about age,..

* monthly salary 4in TL crosstabulation

T — T T

(T monthly salary in Th .
middie: 810 hdgh: il
Tow: 0-800 | —2500 2510-20000 ifl
. miliion TL {milljen TL | miflion TL Total Il
FaTh u:th' TEy always  Leont rj 20 2 79 | ;
[ |rrut % within others say [l
I abm: tl"l.lth ibﬂ“t EH;IE. ) 24.1“ Eﬂ.[ﬁ E.'H lm.nﬁ 'I | i
age., - % within monthly |
galary in TL By S 13, 5% P s |
% of Total 7, 4% 6, 7% 7% 9, 8% |
often Count 15 23 B T3 : i|
% within others say !
N th SHOUT RS, 32,6% 50, 0% 17,4% | 100,0% Il
% within manthly il |
salary in TL 14, 2% 15, 5% 18,6% | 15,5% | |
% of Total 5,1% 7.7% 2,7% | 15,5% ! |
sometimes Count 34 47 20 10l ’|:|.
% within others say (
tmt;lhmt a8, 33,7 46, 5% 19,8% | 100,0% il
% within monthly i
S Nary in TL 32, 1% 31,B% 46,5% | 34,0% I
% of Total 11,4% 15,8% B, 7% 34, 0% [ :
rarely Count 259 & 65 |
% within others say
e 44,6% 16, 2% 9.2% | 100,0% |l Ii
% within monthly {1
ol il i 27 4% 20, 3% 14,0% | 21,% i
% of Total 9,8% 10, 1% 2,06 | 21,9 IR
naver Count 21 28 i 5 il |
% within others sy (il
truth zbout age,... 37, 5% 50,0% 1z,5% 100, 0% 1
¥ within ponthly
galary in TL 10,8% 14, 9% 16, I 18, 9% .
% of Total 7, 1% 9,4% 2, 4% 18, 9% it
Total Count 106 148 43 287 | g
% within othars say .
fhott g o S 35, 7% 49, 8% 14,5% | 100,0% Il
% within menthly (146
<alary 1 TL 100, 0% 100, 0% 100,0% | 100,0% I
% of Total 35, 7% 49, 8% 14, 5% | 100, 0% |




rable 64: Giving up Personal Connection versus Age

Giving up persomal connections ™ age crosstabulation

£~ T
15 16 |8 | @5 3% Total
BIwing %p — always Count L] 7 79 L3 1
pe FSONA % within Giving u
-:I:I-I'I-I'Hilft'i{mi periuml :u““Ect\i 2“.9# ?|m 42|ﬂ 2?;5‘- 1,]'_'35 1@,“
% within age 44,2% | 17,0% | 25.5% | 41,0 | S0,0% ) 30,3k
£ of Total [ 2.3% | 13,0% 8,3% A% | 30,3%
“aften COUnT J 4 g L§E 12 53
% within Giving u
Dersons] connects 7.5% 9. 4% | 60,4% | 22.6% 100, 0%
¥ within age 9,3% | 12,2% | 20,% | 193,7% 17, 7%
B % of Toval 1,3% 1,7% 10, 7% 4, 0% 17, 7%
Cometimes Count 13 14 1 '] Ed
% within Giving
personal Civing 0 as.5%| 16.7% | s57.1%| 10.7% 100, 0%
% within age 30,2% 34,1% | F1,4% 14, 8% 28, 0%
% of Total 4,3% 4,7% | 16,0% 1,0% 28, 0%
rarely Count 4 ) 17 & 39
% within Giving up
F ona) conneeriy 10,3% | 3088 43,6 15,4% 100, 0%
% within age 4.3% 29, ¥ 11, 1% 9.8% 13.0%
&% of Total 1,3 4,0 5.7 2,08 13,0%
NeEvEr Count 3 . X7 9 1 i3
% within &iving up :
personal connecti 4. 1% G, 1% 51, 5% 27 .3 3,08 | 100,0%
¥ within age 70 7. 3% 11,1% 14 B 50,0 | 11.0%
% of Total 1,08 L, 0% 5,7% 3,0 JINL 11,0
Total Count A3 a1 153 7] F 300
% within Giving U
Besrcarid] S ioarid 14.3% | 13.7% 51,0% | 20,3% 7% | 100, 0%
% within age 100, 0% | 100, 0% 100, 0% | 100,08 | 100,0% | 100,0%
% of Total 14,3% | 13, 7% | 510k | 70.3% % | 100, 0%




Giving up perscnal connections ® gender Crosstabulation

Tahle 65: Giving up Personal Connection versus Gender

gentar
1 i Total
'ﬁ'm A IWays Tount b3 | 1L01) 81
rsona n Givi
ﬂﬁnecﬂnns :eﬂ;mll c:;;:Etlijgn!- 12,1% &7, 3% i
% within gender 32,4% 30,1% 30,3%
% of Total 3,7 26, 7% 30, 3%
“often Count [+ a7 5%
ithi Awi u
ﬁeﬂﬁm Eﬁﬂngtigns 1, 3% gs,7% | 100,0%
% within gender 17, 6% 1r, 7% 17, 7%
x of Total 2,05 15,7% 17, 7%
sometimes Count Fi rard a4
% withi w
IHFEﬂﬂ-Elq Elﬁl:gt‘igns 8,3% 31.7% 100, 0%
% within gender 20, 6% 2B, 7% 28,08
% of Total 2,3% 25,74 28,0%
raraly Count 5 34 19
in Gi
ﬁiﬂmﬂ :;‘::r:Et#Ens 1z,8% BY,2% | 100,0%
% within gender 14,7% 12,8% 13,0%
% of Total 1,7% 11,3% | 13.0%
MEVET Count 5 2B 33
hin Givi
!:El:lgna'l :;::ggtggns A% 28 B4, 5% 100, 0%
% within gender 14,7% 10, 5% 11,0%
% of Total 1,7% 9,3% 11,08
Total Count 34 266 300
in Givi
ﬁeﬂﬁ% :;:;Et:"gn; 11, Fe 88, 7% 10, 7%
% within gender 104, 0% 100, 0% 1o00,0%
% of Total il % B8, 7% | 100,0%




Lr_?—

|

|
rphle ff: Giving up Personal Connect

Giving up personal connections

jon versus Edueation Level

« graduated from Crosstabulation

= graguated T
1 i uandﬂ:rgr adis 1
none |8 mntq%}[ Iﬁﬂ' ape |gr ata| Tota
Twing Up aTWaYS ount 43 FE) 5 a1
rsona | % within Givi i :
o AecTions Bersona] kb, fie R sg.@% | 31,0 27,8 | 5.5 100.0%
%r:"_"”“ graduated | - 4n o ss.4% | 20,7 | 4L,0x| 50.0%| 303K
% of Total 1,;‘!5 g,3% 9. 7% &, 3% 1, 7% 0. %%
“often Count 10 18 1d 1 53
% within Giving up ; ;
] Comnncion oW 1g0%| Sz.Ee| 22,6%| 1.9 | 100,0%
X wittrin graduated| o4 p.i%| 0.0%| 10,7 10.0%| 7.7
% of Total TR 1,3% 0, 3% 4, 0% . 17, 7%
Somat|meS COURT i Fai] 50 ] ] a4
% within Giving up
personal connect ml’ 3, 6% 73.0% | 59,5 | 10,7 2.4% | 100,0%
R Hathi graduated| 35 oy a5.a% | 3s.7%| 14| 20,0%| 28,08
% of Toral 1,0% 6,76 | 16,7% 3.0% JT% | 26.0%
“Trarely Count 1 15 1& b 39
% within civing up
¥ ereonal conned 2,6% 3§,5% | AL06| 17,98 100, 1%
?r‘;ﬂ‘*" graduated | g5 o 19,0% | 11.4%| 1.5% 13, 0%
% of Total 315 5 0% 5, 3% 2. 13, 0%
neveEr Count [ 17 8 ] 33
% writhin Giving up
persona EnneeTin 18,2% | 51.5% | 24.2% 6,1% | 1o0,0K
% Wt graduated 26| 12,0%| 13| oo 1108
% of Total 2,10% 5. 79 2,74 K 11,0
Tatal Cian T 10 71 140 31 id E[1TH
% within Giving wp
ot cn“m:m,] g% |  z6,3%| 4bw| 03| 3,3% | 100.0%
% within gradusted | 300,08 | 200,00 100.0% 100,0% | 100,0% | 100,0%
l % of Toial 1. 3% 6, 3% 46, 7H 20, 3% 1.3% 100, O |




rable 67: Giving up Personal Connection versus Income Level

Giving up personal connections * monthly salary in TL Crosstabulation
— monthly salary in Tk i
michd e s B10 b qzh: I
Yow: 0-800| -2500 | 2510-20000 |
leri1iion TL |mi1lion 7L | mi1lion 7L | Total [ I
EIving o always  Count 25 g 3 i T G i
pefrsona % within Giving u |
connections personal Eﬂﬂnﬂgtigﬂ 25N 56, 0% 16,5% | 100,0% | '
Lo B 23,6% 34, 5% 34,9% | 30,6K |
% of Total B, 4% 17, 2% 5.1% 30, 5%
“often Count 16 76 10 57 |
% within Giving up |
personal Connecrani 7085 50, 0% 19,2% | 100, 0% i
% Wiy manss 15,1% 17, 6% 23,3 | 17.5% |
% of Total 5, 4% 8, 8% | 3,4% | 17,5% I
someTimes Count 14 a9 10 a3
% within Giving up
Sersonal connection|  +1-0% 47,0% 12,0% | 100,0% il
% ytshin mpthly 32, 1% 16, 4% 23,3% | 27,9% !
% of Total 11, 4% 13,1% 3.4% | 27,9% It
rare |y Count 0 16 ] ETS) i
% within Giving up [
personal cunmgﬁnnr 31, 3% 41,0% 7,7% | 100,0% :|
fa!r;w‘h;nmr:th-lr 18, 9% 110, 8% 70N | 131X
% of Total f, 7% 5, 4% 1, 0% 14, 1%
nEwviar Count i 16 5 B2
% within Giving up
I persondl cnnn:?:t'lnn 34, 4% 50, % 15.6% | 100,0% |
% within monthly
salary in TL 10, 4% 10,8% 11.6% | 10,8% :
% of Total 3,1 5 K 1,7% 10, 8%
Total Count 106 148 43 a7
% within Giving up
personal connection 33, 1% 43,85 14,5% | 100,0% i
A 100,0% | 100,0% 100,0% | 100,0%
— % of Total 35, 7% 49, 8% 14,5% | 100, 0%




. 2

rable 68: Search for Things not in Turkey versus Age

Find out things not in Turkey * age Crosstabulation
i ace
15 16 1# 25 36 Total
q OUT  always ount 5 2z 17 14 P
chings w within Find out
Sl Aot In Turk 17,8 | s.%| 43.6%| 33,3m| 5,0% ) 100.0%
Turkey % within age vige| 40w | 11,26 21,3%| 100,0% | 13.0%
% of Toral 1,7% TR 5, 7% 4, 3% 781 13,0%
atten Count 10 5 i3 17 55
¥ within Find out
% within age 23,1 | 12,2% | 21.T% 27.9% 21, 7%
% of Total 1,3% 1,7% | 11,0% 5, 7% 21, 7%
sometimes Count 14 20 43 B ER
% within Find odt
Things not in Turk 14, ™% 2,18 | 45,3% 18,9% 100, 0
% within age 32.6% | 48,8% 78.3% | 29,5% 31,8%
% of Total 4, 7% G, T 14, 4% i, e i1, 8%
rarely Count 5] 11 27 7 51
% withinm Find out
things not in Turk 11.68% 21, 6% B2, 9% 13, 7% 1040, 0%
o, within age 14,08 ?26,8% | 17,8% | 11,5% 17 ,1%
% of Total 2, 0% 3, 7% 9, 0% 2,3% 17,1% |
never Count i 3 iz & 49
% within Find out "
things not in Turk 16,3% B, 1% 63, 3% 1z, 2% 100, 0%
% within age 18, 6% 7,3% 21, 1% o, 8% 16, 4%
% of Total 2, 7% 1, 0% 10,7 2, 0% 16, 4%
ToTal Count 33 Al 152 61 F] 99
® within Find out
things not in Turk 14, 4% 13, 7% 30, 5% 20, 4% 7% | 100, 0%
I ¥ within pge 100, 0% | 100,0% | 100,0% 100,0% | 100,08 | 1040,0%
i % of Tutg'l_ 14 4% 13, 7% 54, i, 4% | 100, %




| rable 69: Search for Things not m Turkey versus Gender

| Find out things not in Turkey * gender Crosstabulation

| T gender
1 2 Total
'ﬁr]'ﬂ OUT  always  Count 3 ib
ngs % Wi Fin
ot 1n th:l;;:{:ut i Turkey 7.7% | 92,3% | 100,0%
Turkey % within gender g.8% | 13,8%| 13,0%
% of Total 1,00 12, 0% 13,0% |
often Count 12 53 65
% within Find out
Tthg-_-. not F1!n Turkey 18, 5% Bl,5% 100, 0%
% within gender 35,3% 20, 0% 21. 7%
% of Toral 4,0% 17, 7% 21,7%
sometimes Count 7 i) 95
within Find out
::::Hngﬁ nﬂ?:n Turkey 7,4% 9z, 6% A
% within gender 20,6% 33,2% 31,8%
% of Total 2, 3% 29,4% 31,8%
rarely Count 10 41 51
% i T Find ou
thing‘;mmt in TUEEE}I 19, 6% ED, 4% 100, 0
% within gender 29, 4% 15,5% 17, 1%
% of Total 3,3% 13, 7% 17, 1%
never Count Z A7 45
% oW in Find
th17|1;21nut S Mtkay| haEq S5, 100,0%
% within gender 5, 0% 17, 1% 16,49%
% of Total LJE| s 7% | 16,43
Tatal Count 34 265 2499
i ind ou
?h?l;gj:ﬁ?.?ﬂ Tu:h;ey' 11, 4% 88, 6% 100, 0%
% within gender 100,0% |  100,0% 100, 0%
% of Total 11,4% | B8.6% | 100,0% |




T

|

rable 70: Search for Things not in Turkey versus Eduocation Level

Find out things not in Turkey * graduated from Crosstabulation

== graduated from
1 h'gl_j'l unﬂ:;tgr A Total
mare glemanta 1 _I. e jgr atd ota
'chqﬁ DUt & lways [T 3 E 10 B
ngs % within Find out
1“3’#;:!“ Lridn bind ot S| E e 3| OSR]I 200,08
¥ !fér:dﬂthin graduated| -5 o 10, 1% o.4% | 16,4% | 60O,0%| 13.0%
% of Total TR 2,7% 4,35 3, 3% 2, 0% 13, 0%
ofter Count | 14 £ i3 65
% within Find aut
ot TR e | 3 1,5 | 47| .7 100, 0%
¥ Wattin graduated| on o 1r.7% | .| 29,5% n,7%
% of Total 7% 4,7% | I0.8% |  6,0% 21,7% |
sonerimes CoUnt ) 30 43 17 3 g5
% within Find out
Things not 1n mm[ 3,1% s1.6% | 45,3 | 1| 3,29 | 100,0%
okl graduated | ap gy g0 | 30,08 | 27| 30.om | 31.8%
% nof Total W E 1, 0% 14 4% L, 74 1,08 311, B
rarely Count 3 14 23 11 51
% within Find out
Fhinge not in Turk 5-9% 27,5% | 45,1% | 21.6% 100, 0%
% michin graduated| 35 gy v, 7% | 16,5% | 18.0% 17.1%
% of Total 1.0% £, 7% 7,74 3,7% 17, 1%
T Count 1 13 20 g 1 44
¥ within Find owt
things not in Turkd Z,0% 26,5% | 59.2% [ 10,2% Z,0% | 100,0%
g within graduated| 0,00 | 16,5% | 20%| 826 ) 10,08 16,8
X of Tota) 3% 4,3% 9, 7% 1,7% (3% ] 16,4%
Total Count 10 79 139 61 10 209
% within Find out
ENTnge mot n Turk 3, 3% 26,4% | 46,55 | 170.4% 3,3% | 100,0%
: i ldnibi graduated| ;o5 o | 100,0% | 200,0% | 100,0% | 100,0% | 100,0%
% of Total 1,3% JE.a% | 46, 5% | 20.4% 3,3% | 100 0k




I:'.
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' fable T1: Search for Things not in Turkey versus Income Level I
Find out things net in Turkey * monthly salary inm TL crosstabulation
Fi==- monthly salary in TL .
middle: B10 high: |
Tow: O-BOD - 2500 Z510- 20000 |
milidion TL |milldon TL | =illion TL | Total !
ﬁhna OGL 4 lways oML v ¥l ] (il
things X within Find out
“':'tk?“ things not 1n Turkey 18, 4% 57, 9% 23,7% | 100,0%
Turke s b
| ! % withdy oIy 6,6% 14, 9% 21,4% | 12,8%
| % of Total 2,45 7,98 3,0% 12, 8% |
otEen Count 19 37 9 65 |
% within Find out
things not in Turkey 29, 2% 56, K 13.8% | 100,0% |
3 e kel 17, 9% 25 0% 21,4% | 22,0% ||
% of Total G, 4% 12.5% 3,0% 22, 0% |
sometimes Count 13 4 17 [T
% within Find out
Ehngs not in Turkey 40, 4% 46, 8% 12,8% | 100,0%
Nyl omhly 35,8% 29,7% 78,6% | 31.8% |
% of Total 12,8% 14, 9% A% | 31,8% |
Tarely Count 22 ¥ 3 50 |!
% within Find out [
things not in Turkey 44, 0% 44, 0% 12,0% 100, 0% 1 |
Eaﬂﬁ’]‘,iq:?[ﬂ” ¥ 20, 8% 14, 9% 14,3% | 18,9 il |
% of Total 7. 4% T, 4% 2,08 16, 9% |
naver Count 0 23 49 |I
% within Find ouwt .
things not in Turkey 40, 8% 46, 9% 12,2% | 100,0% . I
% wihig pabh 18, %% 15, 5% 14,3% | 16,6% i |
% of Total G, B% 7, B% 2, 0% 16, 6% [
Total Count 106 148 42 296 |
¥ within Find fut
things not in Turkey 35, 8% 50, 0% 14, 2% 100, &%
o n‘;;ﬁ’;*gﬂ'“ﬁ_tt“‘? 100, 0% 1010, (1% 100,0% | 100,0%
- % of Total 35,8% 50,0% 1¢,7% | 100,0% | i




| {ahle 72: Place of Connection yersos Age

The place of comnection ® age crosstabulation
BE _agea
15 16 14 5 1] Taral

T BTAcE ©f at home Count ) 5 kil ¥ T

cofnecTian % within The plag
P b 24,0% | 18,06 | 40,08 | 16,0%| 2,06 | 100,0%
% within age 27 .9% 20, 0% 13, 1% 13, 1% L, 0% 16,78
% of Toral a 06| 3o0M| 67| 3,7% 3% | 16,78

BT an VNLErner ca Luunt 73 26 49 F¥] 1 1891
# within The plad
ot connmekieh 12,0% | 13,6% | S1.B% | 22.0% 5% | 100,0%
% within age 53,55 B3, 4% B4, 1N 6E, 9% By, O B3, TN
% of Total 7. 7% B,7% | 33,0% | 14.0% % | B3.TH
~Bath Count ] [ T il 3
% within The plaq
Rajure TRl e AgE | SoR) M 100, 0%
% within age 1, 6% | 14,.6% | 20.9% | 16.4% 15, 1%
% of Total 2.7% 2.0 ] 10,78 3,3% 18, 7%
Neither Count 2 1 3

% within The plag
of connection 66, 7K | 33,3% 100, 0K
% within age 1,3% 1.6% 1,05
% of Total T r) 1,08

ol CET i1 i1 L] 61 3 500 |
% within The plac
el 14,3% | 13.7%| S1,0% (| 20.3% LR | 1o0,0%
% within age 100,0% | 100,0% | 100,05 | 100,06 | 100,0% | 100,0%
% aof Total 14.3% 13,7% E;,ﬁ] 20, 3% L% | 10D 0%

—F = o
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rshle 73: Place of Connection versus Gender

The place of coanection * gender Crosstabulation

gender
! i Total
The place of al nhane Count 3 T 434 B0 |
connectian % within The place
s qdbpli S i 14, 0% 86 ,0% 100, 0%
% within gender 20, B¥% 16, 7% 16, 7%
¥ of voral Z2,3% 14,34 16, 7%
AL an Jnterner cate  COUNET ir 174 191
%‘;MQ;‘P‘W B, 0% 91,1% | 100,0%
% within gender 50, 0% BS 4% 63,78
% of Total - 5B.0% 63, ™
Both Count -9 47 56
Ef“lﬁ‘.‘.?&&?:ﬂ”““ 16, 1% 83,9% | 100,08
% within gender 26, o% 17,7 1B, 7%
% of Total 1,.0% 15, ™% 18, 7#
paither Eﬂlli'lt 1 1 2 3
% within The place
of connecti nhF| 33, 3% N 100, 0%
% within gender 4.9 , B% 1,08
% of Total o 3K W T 1, 0%
Total Count ] T66 300
% within The place
et igirifapelte & X 11,3% BE, T 100 0%
% within gander 100, 0% 100, 0% 100, 0%
% of Toval 11,33 BE. 7% 100, 0%




fable T4: Place of Connection versus Eduocation Level

The place of consectien * graduaned from crpsstabulacion

___araduned T
1 hi b 78 gradite ]
nome it | emEs La Ty 1 -] oA

TEE place of &L noae COlT 5 Tl ] L1
comeLLRDN % within The placq 0.0 sro| 4aom| 18| 50m | 1000w
% within graduatad)  gp,o0 x| 1som| 1am| s | 167
% of Total 1,7 g v 3. % Lom | 1s, 7% |

3% &R TRTarnet ATl thent 3 = R 35 T 18
'{‘_f“mﬂ‘hm“‘ 1,8 s | ez | 204 1,7% | 100,08

N WEChin gt 30, 08 po.me | saEw | e | Tome | B3R

% of To1a) 1,08 0.0 | oam | 130w 7,3 | 63,7
AoEh Toant i ] T E] GE |
wichin The placs) g 1eE| G0TE) AL 100, 0%

§ within graduatedy gy | 0| 24,3 LW 18, 7%

% of Total 3% 20| 113% i, T I8, 7

PEI EI‘HF CERIinT 3 1 £ j

B hia T VI B 66, 7% 200, %

e o e

% of Total 3% o TE 1,08

g | ot 1] 7 Tl 51 §T1] T
:fﬂmﬂ}:ﬁgﬂ"‘m] 1,3 6.3 | sew| 20 1,3% | 100,08

'ﬁr:ﬂ“'" graduatedt oy o 100, 0% | 100,08 | 100.0% | 100.0% | 100.0%
% of Total E 2.0} af7x| =5l 3.5% 1 LOOR




rable 75; Place of Connection versus Tncome Level

The placa of connection * moathly salary in TL Crosstabulation

monthiy salary in TL
middTle:A10 high:
Tew: 0-800 | _-2500 | 251D-20000
i milifen TL fmwillion TL | million TL Toral
place of A&t nome Tount 18 — 21 10
ks K sitiiin The o 36, 7% 42,9 20,4% | 100,0%
o i 17,05 14,2 3, | 18,5
% of Total 6, 1% i - 34K 16, 5%
3t &n Internet cale Count 77 9 23 1 |
ﬁf'f_ﬁ;:{':!;gﬂp‘m 40, 7% 27.1% 12,2% | 100,0%
ﬁ,ﬂgi’,-'n"’{‘“? 72, 6% B0, 1% 53,56 | 63,8%
% of Tetal 15.,9% 30, 0% 7.5 i3, 6%
“Both count i £ 56
zf“c:ﬁ::tﬂgnﬂ“" 17, 0% B4, T 17.9% | 100,00
X L Mty 9,4% 24, 3% 73;3% | 18,9%
% of Toral 3, 4% 13,1 1, 4% 18, %
Woathar CofL ok 2 i
% within The place
of mrmer.n':np 35 BB, T 100, 1%
& within meathly
safary in TL IR La 1.0x
% of Total . 3% ) 1,0%
ToEal Count 106 148 43 X7
Efﬁgmtﬂﬁnﬂ““ 35, 7% 40, 8% 4, 5% | 100,08
b el 100,08 | 100.0% | 100,0% [ 100,0%
% of Toral 35, 7% 49, & 14,55 | 100,0%




(shle 76: Frequency of Conmection versus Age

The freguescy of conmection * age Crosstabulation

acje
15 B 18 ih 16 Total
£ Irequancy Severa [TTFLET] T T L'LEI oS L] T I'l'ﬂ'
of connaction % within Th
Freguancy Ly, 6% 12.5% 52, 9% 23.1% 1,08 | 100,0%
connectlon
% within age] 25.6% | 31.7%| 35,88 39,3 | 50,06 34,78
¥ of Total 3, 7% 4,3% | 18,3% 8,08 (IRl 34T
once a day Count 12 q A7 8 i
% within
freguency o 15,65 11, 8% &1, B 10, 5% 1060, TR
conmection
% within agef 27,58 22,08 0, 7% 13, 1% 25, 3%
% of Total 4,06 1,08 | 15.7% 2,7% 25, 3% |
TEEvEral times/week Count 12 17 33 25 1 04
% within
fregieency 17, 8% 18,1% 41, 5% 26,65 1,1 | 100,0%
COnNRBCTion )
% within ag 27.9% 41 5% 25,5% 41, 0% 50, O AT
% of Total 4. 0% S Th 13,0% B, 3% « 3K 31,3%
Sewvernl times/mont COount B F] 1 4 2B
% within Thel
frequency off 30,88 TolH A6, % 15, 4% 100, 0%
connection
% within agej 18,68 q,9% 7, BN B, 6% B, TR
% of Total 2,18 ] 4,0% 1,15 B, 7%
ToiaT Count g 33 o 7 300
¥ within Tha
frequancy af] 14,3% 11,7 51, 00% 0, 3% - O
Conmection
% within 00,0 | 100,08 | 100,0% [ 100,08 | 100,0% | 100.0%
% of Total l 14.3% | 13.7e | 51.0% | 20,73 J% | 100,08 |

= —=




The Freguency of connection

rable 77: Frequency of Connection versus Gender

= gendar Crosstabulation

== gender
i ) Total
The Tregquency several time 5/day  Count 14 B 04
nf connection % within The
frequency of 13.5% BE, 0% 100, 0
connection
% within gender] 41,28 33,8% 34, 7%
% of Total 4,7% | 30.0% 34, 7%
onceE & day count B 1] 76
% within The
fraquency of 10, 5% g9,5% | 100,0%
connection
% within gender|] 23,55 15,6% 25, 3%
¥ of Total 2.7% | 2, 7% 25 .3%
Sewaral times/wesk Count B BH |
% within The
frequency of G, 4% 93, 6% 100, 0%
connection
% within gender 17, 6% 33,.1% 31.,3%
% of Total 0% 25, 3% 3L, 5%
=everal times/month Count & 20 26 |
% within The
frequency of 23,1% 76,9% | 100,0%
connection
% within gender 17, 6% 1.5 8,7%
% of Total 7.0% h, 7k B, 7%
Totzl Count ET 266 300
% within The
frequency of 11,7% BR. 7% 100, 0%
conneéction
% within gender| 104,0% 100, 0% 100, 0%
% of Total 11,35 HE._EEl 100, 0%

=

S
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fabile 78: Frequency of Connection versus Education Level |

The Freguency of connection * graduated from crosstabulation

graduated from

undargr
none klemantary high |aduate jraduate| Total
The TrEqUENT Severa] Limes;di count 3 | 29 L 29 104
of connectic % within Th
frequency o 2, 0% 23,18 | 47,1% | 23.1% %, 8% | 100,0%
Cconnectian
K Nithing ] 30,06 | 30.4% | 35,08 | 39,3% | 400K\ 34,7
% of Total 1,0% g,0% | 16,3% 8, 0% 1,3% | 34,7%
‘once a day Count 3 it} i9 in 4 TE |
% within Tﬁ
Freguency 3.0 26,3 [ 51,3 13,28 5, 3% | 100, 0%
ml'l.ﬂEE‘L_IIJI"I
X lthing o] J0.08]  25,3%| 27.9%) 16.4% | 40.0%| 25,3%
% of Total 1, 0% 6, | 13,0% 3,3 1,3% | 25.3%
several Limes/ws count 3 T3 39 24 3 54
% within Thq
freguency off, 3,28 27.7% | 41,5% | 25.5% 2,1% | 100, 0% (|t
connection
K withing ¢ 30,06 | 32,0% | 27.9%| 39,3% | 20,0 31,3
% of Total 1,0% §,7% | 13.0%5) 8,0% J% | 31, 3%
Sewveral Cimes/mi Count 1 0 13 3 26
% within T};ﬂ
fraguency 1,8% 34,6% | 50,0% | 11,5% 100, 0%
connection
Kwiehing of 10.08| mex| 93| 45 B, 7%
% of Total JI% 3,0% i, 3% 1,06 8,7% [
[ Total Count 10 79 140 51 1o 300 |
% within The -
frequency off 3,3% 26,38 | 46,75 | 20,3% 3,3% | 100,0% ;|
connection i
% within [
graduated fr 104, 0s 100, 0% | 100, 0% | 100, 0% | 100, 0% 100, 0% ||
X of Total | 3,3% 26,3%| 46, 7% | 20,3 ]| 3.3% |100,0% g




-|'|1HI.E 7%: Frequency of Connection Versus Income Level

The frequency of conpaction * monthly salary in TL crozsrabulation

[ monthiy salacy 1n TL
widdle; 810 high:
Tow: O-84d —2 50 3530 20eH0
piliten TL |millien TL | millioce TL Tatal
uEnCyY savEFE me ¥ T EE
of connactian % within The
freguency &f L G, 05 17,6% | 100,08
conrection
¥wtihtn warlyl i 3,5% Lo | 34,3%
¥ of Total 11, 1% 17,2% B, 1% 34,3%
—nce 5 day TOUNT 74 35 B 75
% within The
frequency of 31, E% 46, 1% 2.4% | 1000
cannectinn
Koulthin mooskinl  ze.e8 23,64 a0,5% | 25,6%
% of Total B,1% 11,85 5, TH 25, 6%
“GEvEral Times week Count 19 4E 7 53
% within The
frequency of 41,9% 5l,E% 6,5% | 100,08
CONPECTion ,
% within monpt
SeTury 0T iy 36, 8% 32, 4% 14.0% | 31.3%
% of Total 13, 1% 16, 2% 2,05 £
seyeral times/montl Count in 14 Z i
% within The
freguency of 18, 5% 53, 8% T.7% | 100, 0%
connection
gaﬂfrﬂnmnﬂﬂﬂ‘ﬂ 9, 4% 9, 5% 4,7% 8. B%
% of Total 1,8% 4,7% T% 4 BX
Total Tt 106 148 43 o
% within The
fraguency of 15,78 45, BX 14, 5% | 100, 0%
cosnectinn
% withim thi ;
o deoo | 100, 0 100,085 | 100,0%
i of Total 35,75 49, 8% 14,5% | 100,00
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suble 80: Where are You Coming from versus Age

whers are you coming Frosm * oge Cross taba fation

= e
15 18 13 75 T3 Toial
T e moTigatery Lol k| B 11 K] 1 %]
P o ‘m“*‘m;.“m;“”ﬁ";"‘ % | wmee | sz | A 14% | 100,0%
X within age 15,68 19, 5% 71, 5% 21,14 50,05 13,08
% of Total 3,7 1,75 12,48 A, 3% T 3,08
“Farsonal o 15 I BE 41 1 177
& withi f-Te ]
e T x| ames | sk | W % [ 10m,0%
% within age 58, 1% £l 5% 567K T | 50,00 55,08
% of Toral I g, B, TR 13,7X e 5, 0%
SoCial taunt T G] a1 T Tl
N aaw | w7 | sTam| a3 100, 0%
! .}mm age 16, 3% 12, 20, XK 11, 5% 18, 0%
% of Total 2,7 3. 10, 1% 2,3 i, 0%
Total l:vu:uiﬁ k] Fi B CE ! ] 30
E within where are
s TR 1.;':_ 14,35 13,74 L3 ] 0,38 T 1, (¥
% within aga L 1O K 10 % 104, 1060, O T, o
% of Toual wax | aixl 10w | 200 e, 3 - R
Table §1: Where are You Coming from versus Gender |
where are you coming From * gender crosstabulatian
[ gender
1 2 Total
Ffﬁ'r_ﬁu:_rl'e_' Doligatary Lount ] (150
ol o ey % within whers are
Fron you coming Trom 11,6% 88,4% | 100,08
¥ within gendar 23,5% 22,94 R
= % of Total P, 7h 20, 3% 23,004 if
Persang | Count Fa 155 17 |
% wlthin whare are
you coming From 12, 4% BT, 6% 100,0% !'"
% within gender G4, TE 5,3 59, 0% |
% of Total 7.1% ] G4, (F
Social Count : 50 T4 .*
¥ within where are - (.
you coning from e BN 00.0%
% within gendar 11, 8% 1B, 8% 18, 0%
% of Total 1.3% 15,7% 18,
Tatal COMENT EL] ﬁﬁ- 300
% within where are ; |
wau coming From 11, 3% BB, 7% 100, 0% i
% within gender 100, 0% 10, 0 100, 0% .
% of Toxal 1. 3% BR, 7% | 100,0% F

s =



Table #2: Where are You Coming from versus Education Level

whire are you coming from * graduated from crosstabulation
i graguated Trom
| L B P l
nGrnm g lamantary [ RCUATE raduate ToLa
B Arg Gatory COdnT b 35 b [} 4
o % within wh

g b B o S 3. 7% | so.7%| 20,3 5.8% | 100,0%
% Niehin graduated oo, | 25,0 | 23,0 | d0,0m| 230w
% of Towal 5, 3% 1L, ™% 4,78 1,3% 23,10% |
TEErsonal Count B 1] 7 37 5 177
Lﬂ*mn;‘"?;;‘“ 4,5% .| 43| 209 7.0 | 100,08
’f‘rﬁ:ﬂ"“*" graduared| g oy g3, | ss.ox| eomw| so.oM| s9.0
% of Totdl 2. 7% 6.7% | 25.0% |  12,3% 1,7% | 59,0% |
Sacial Count ] 13 28 i 11] 1 54
ﬁufﬂg;gn;"ﬁ,“‘ 3,78 1% | sim| 15K 1,9% | 100,0%
% within gracRted] 20,08 6,9 | w0,m| 64m| 100 |  18,0%
% of Toial T 4 3% g, 3% 3,3% s 18, 0%
Toen | Count 10 ] 140 6l 10 ETui
E‘mn‘:‘ﬁ;ﬁ‘“ 3, 7% 26.3% | 46,7% | 20,1% 3% | 100,0%
M rin graduated| o, o 100.0% | 100,08 | 100,0% | 100,08 | 100,0%
% of Total 3,3 p6.3% | 46.7%| 30,3% 3. | 100.0%

“

o =
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able B3: Where arc You Coming from versus Income Level

where are you coming from

* monthly salary in TL Crosstabulation

mONThly s&lary 1o TL

middle: 810 high:
Tow: O-B00 -2500 2510-7 0000
ailiden TL |mi11don 7L | million TL | Toral
WHere are BETigatory Lount i 3 13 b
oul oM ng % within whers are
Yon Sou coming Trom 26,5% 54.4% 19,1% | 100,0%
% within monthly
salary in TL ir,. 0% 25,0 30,2% A ]
% of Total 6, 1% 12, 5% 4, 4% 22, 9%
Fersonal Count 73 a0 Fr 175
% within where ar
ol El:l'ﬂ'll'lg from EI'" 41,75 451” H.Eﬁ 1m1w
% within monthly
= % of Total 24 6% 26, 9% 7. 4% TE, 9%
social Count li'ﬁ E 5 ] 54
% within where are
i Cowing From 27 , 8% 57,4% 14,6% | 100,0%
% within monthly
salary. A0 TL 14, 2% 20, 9% 18,6% | 18,2%
% of Total 5, 1% 10, 4% 2,7% 18, 2%
Total Count 106 148 K ay
% within where are .
e G e 35, 7% 49, 8% 14,5% | 100,08
% within monthly
salary in TL 104, 0% 100,0% 100,08 | 100,0%
% of Total 35, 7% 49, 8% 14 5% | 100,006




-' fable 84: Where are You Going versus Age

where Lre you golng

age Crosstabulation

| age
15 16 18 a5 ik Total
WRETE ArE OBiigatory LOunt Fi | 1k 5
you going % within whers
e you gaing o §,0% B4, 0% 0, 0% 100, 0%
% within age &, 7% 4, o 10, 5% 2% 8,5
% of Total LT T 5.3% 1, 7% B,5%
PRrSOna | Count 13 76 K] 'H 7 184 |
% within wihera
Are you Qoing 17 ,.5% 13,8% 43 9% 23,8% 1,18 100, 0
% within »ge TH,TH 63, 4% L e 3 731,8% . 653, 0%
% of Total 11,0% 2, 7% 27,78 15,08 , £3,0%
social Coent: B 13 51 11 BE
% within where
prllgndig e 9, 7% 15,1% 61, 8% 12.8% 100, 0%
% within age 1B, 64 3,7 35,34 18,0 28, 7%
% of Toral 1,7 4. 3K 1%, 0% 3,7 8, 7% |
Total COUNT 41 a1 153 L] Fi 00
¥ within where
are you going 14, 3% 13,78 5L, 0% M, 3k s 4 100, 0%
% within aga 100, 0% 100, 0% | 100,06 100, 0% 100, 0% io0,0%
% of Total 14,38 13, 7% 51.0% 20, 3% k. 100, (R
| Table #5: Where are You Going versus Geader
| where arg you going ¥ gendor crosstabulacion
| qeEnder
1 F] Toral
WhETE arE ~TET ROy Toaint 2.1 ™ |
Yo el g % within whe
:.r:-':,rw 4_:|::|i|'|£.I= 10, T8 104 , (%
X within gandar 9, 4% B,
X of Toal 8. 3% B, 3
Parsahd |l Ciming 4 165 184
% within whe
R i i 12,7% B7 . 3% 1041, 40
% within gendar 70, BX 62, 0% CERE
% of Towml B, % 553, 0% 63,0%
Rocial Count 1t T3 B
% vathin where
e v aping 11,6% LR 100, 0%
% witchin gender P L 18, 6% 18,7
% of Total 1,3% 15, 3% 8. 7%
| Tota] Count 3 FIE 30
% within whare
aiiidie ek 11, 3% BB, TN 100, 0%
% mwithin gender 100 , T pLILIRLL S 100, 0%
% of Total i1, 3% BE, 7% L0, [




rable 86: Where are You Going versus Educa tion Level

whare are yor going ~ graduated from Crosstabulation

= griduated from £
underar
fnne gl enantary high aduare |oraduste | Total
| [wnare ?TE TQatory Lount S 15 4 =1
Yo gaing E:‘;m"g:?;;e 4,0% so.m | 0.0 | 18,0 100, 0%
XN frue | 200 63| ww7%| 6.8 5, 3%
) % of Total o ] 1. 7% 5, 0% i, 5% 8,3%
Peronal . Lount 5 53 CE] T g i
Er:"‘}j’n‘l'l"u‘u"q';‘,;‘ 2,68 2p.0% | 43,95 | 20,63 4,5% | 100,0%
N from| 50 g7.0% | so.3 | e3m | So.0R | 63,0%
% of Total 1,7% 1| 2r,%] 13,08 3.0 | 63.0%
Soctal Count 4 21 aF 18 1 &R
f;‘;:;“g;*}:;‘e 4.7% 24.4% | 48,E% | 20,9 1.7% | 100,0%
:m‘gﬂizd from | 0.0 s5.6%| wow| roosm| wem| 2%
X of Total 1, 3% T, 0% 14,0 b, 0% P 28, 7%
Total Count 10 70 140 il 10 350 |
ir:"ﬁfj"qﬂ:;‘ 3.3% 36.3% | a6, | 203 3,9% | 100,0%
Rurldrin, . of 200.06| 200,08 | 100,08 | 00| 200,08 | 100,
£ of Total 3 3% 76, 3% | 46,7 | 20,3% 1.5 | 100,0%




where are you going

-['.Hé &7: Where are You Going versas Income Level

= monthly salary in TL Crosstabulation

monthly salary in TL
middla: 210 I“gzh:
Tow: 0-800 = 2500 Z510-20000
miljion TL |million 7L | mi17ien TL Total

where _1ar'a OOTigatary count =] 12 d 24
you going ¥ within where

are you gaing 37,58 i3, 0% 12,.5% i0a, 0%

% within momthly -

salary in TL B, 5% 8, 1% 7, 0% O

% of Total 3,0% 4 0% 1,08 B,1N

Count 70 93 24 137

% within whors

are you going 7, 4% 49, 7% 12 ,E% 100, 0%

% within monthly

salary in TL B, 0% B2, 8% LR, 8% B3, 0%

% of Total 73, % 31.3% g, 1% 63, 0K

Count F I 43 16 g2h

% within where

are you going 31,4% 0, 0 18,6% 1060, O

% within monthly :

salary in TL 25,5% 29,.1% 7. ik 29, 0%

% of Total 9,.1% 14, 5% 3, 4% 23, 0 |
TotE] Count 106 148 43 297

% within whersa

are you going 35, 7% 49 5y 14, 5% 100, 0%

% within monthly

iﬂ.tﬂ.r'}' -ln TL im.m lﬂﬂ.ﬂ!'i iﬂl:l‘,m 1']"3.{&

% of Total 35, 7% 49, 8% 14 5% 100, 0%
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{able 88: Favourite Computer Game versus Age

the favourite COmMpUTET Qame

# age crosstabulation

e —— e —— e —

B0
15,00 16,17 18,24 25,35 36,00 Total
The Action  Count e 15l 3 ~
favourite % within the .
computear Fawourige 25, 3% 17.2% 54,0 3,4% 100, %
e CoRputEr gase
% within Bge G1,2% 16,58 10, 7% 4,5 29, 0%
% of Total 7.3% S0 | 15,7% 1. 0% 29,0%
FPS Count 3 i B ] 16
% within the
favourite 18, 1% 18, 8% 50, % 12,5% 100, 0
Ccomputer gams
% within age 7.0 7,3% 5, 2% 3.3% 3,5
% of Toral 1,068 1,0% 2,78 L TX 5, 3%
“FRP Count 4 3 17 3 Fi]
% within the
favourite 14 .8% 11.1% 63,0% 11, 1% 1060 00
CORPUTER Gams
= within age 63X i 11,.1% 4, 0% g, o%
% of Total 1,3% 1, 0% 5, 7% 1,0% q, 0%
RIS COUNE ] ] 15 5 74
% within the
favourite B.3% g.3% 62, 5% 20, 8% 100, 0%
computer game
% within age i, 7% 4, 9% - ! B, 0% 8,0%
% of Total s al ok 5, (% 1,7% i, 0%
ZnoFts  CouNT 3 1) 7 12 £l
% within the
favourite 3.9% 149, 6% 57,0% 3 ,.5% 10, %
COMpUTEF Jams
% within age &, 1% 4 4% 17,65 1%,7% 17, 0%
% af Total L T 3., 3% o 0% 4, 0% 17, 0%
Taw ia Caunt 4 4 8
% within the
fawourite 50,08 50, % 100, 0%
cosputer game
% within age 2,65 i, 6% 2, 7Th
% of Total 1,3% 1,3% 2, 7%
nane Count 10 8 35 32 F 4 87
% within the
Favourite il,5% o, % 40, 2% 16, B 2,3 | 1000w
COEpUtET GamE
% within age 23,74 15, 5% 12 ,09% 52, 0% 100, 0% 29,06
% of Total 3,3 2, 7% 11, 7% 1, 7% (T 25, 0 |
Total count 43 41 153 EL 2 300
X within tha
favourite 14 .39% 13, 7% 51 0 2, 3% 7K 100, 0%
Eﬂ'I'ITFH.ItE'I"' gama
¥ within age 100, % i00, 0% | 160, 0% | 100,0% 100, 0% 100, %
% of Total 14,36 1376l S1.08] 20.7% LF% | 100, 0%

e

——




Table 89: Favourite Compufier (ame versis Gender

the favourite computer game * gender crosstabulation

gendar
1 2z Total
he ACCion  COUNL i 5 | BT
favourite % within the
compuTer Favaurite 2,35 9r .7 100, 0%
ane COMpUEEr game
% within gender 5.9% 32, 0% 29, 0%
_ % of Total  7H 28, 3% 29,0%
FPE Count 1 15 16
% within the
favourite 6,3% 43, 8% 100,08
Computer game
g within gendi 7.0 5, 6% 5, 3%
% of Total 3% 5, 0% 5, 3%
FRPF Count B 71 27
¥ within the
Tavourite 22,24 77 BN 104D, O
computer gama
% within gender 17, 6% 7.0 o.0%
% of Toxal 2, 0% 7.0% g,0%
HTS count 3 21 24
% within the
Favourite 12,5% 87, 5% 10K, %
COMpUTET Qims
% within gendar B, BX T, 9% B,0%
¥ of Total 1,0% 7. DA i, 0%
Sports Count 5 46 51
% within the
favourite g,8% of, 2% T, 0%
Conputer gams
% within gender 14, 7% 17, 3% 17,0%
% of Total 1.7% 15, 3% 1F, 0%
Tavia  Count ] B
% within the
Ffavourite 100, 06 100, 06
Conputer game
% within gender 3,0% 2,7
% of Total - P
FHEME Caunt 17 70 87
¥ within the
favourite 19, 5% 80, 5% 100, %
computer game
% within gender 50, (5% 26, 3% 29, 0%
% of Total 5, 7% 13, 3% 29, 0%
[ Tocal Count EL 266
% within the
favourite 1%, iE,TE 1y 0
computer game
¥ within gender 100, 0% 100, 0% 100,0%
% of Tatal 11 ;3% BE. 7% 100, %




{able 90: Favourite Computer Game versus Edueation Level

thie Fawnur|re cosputer game * grafsared

from Crasstabulation

———
—

—— ————
—

F q:-:.dﬂ:ﬂ 'rul]
i : Ll
HACEIE algmantar bvigh AfuaTe raduate tal
I il Ectiogm  Count ] T 'ﬂ_w"
faval'ite % within The
COTERLEr tavourite 4, 6% 42,55 43, T 9,2% 100,08
| ams u:llq:uutgr s
| N rta From 40, 006 agmy | x| 11 29,0
% aof Total 1, 3% 12,3% i, 7% 1 TR g,
[ Caunt L1 E ¥ 1a
K within the
hvmﬂ;t 31.3% 50, 0% 18,.0% 100, P8
COTQUTEr (ARA
by R &, 5, 7% 4,0% 5,3%
% of Toral 1, 7% 2, 7% 1,0% 5, 3%
TERP Counk H 14 4 2T
= within the
favourite 15,.0% 59, 3N 14, Ex 100, (K
Emlll‘ gil'ﬁ
iﬂrﬂﬂ:ﬂ from s 1L, e - i
% of Total 2,3 5, 3% 1.1% 9, 0%
THTE Tount q ¥ o
% within The
Fasdurite 16, 7% 54, 05 33,3% 100 .08
CompULEr e
KRy veon 5, 1% a.EN | 13,18 5,08
¥% of Total 1,3% i, 0% TN i, 0%
Ehmris  Count ® 1 ] FIH 12 4 al
% wichin Tha
Favesiri e .08 17 e a0, 0 I3,5% 7.0% 100, 0%
CoRpUTET game
Arabuated Fron 1, e ek | | wom| sox| 1706
% of Tomal TX 1,0 B, 1% 4,108 o 17, 0%
Tavli COLFTT 1 ] 3 ]
% within the
favour1te 12, 5% o, % 17, 5% 100, 08
Coppal e gane
lx;\r:-ldE{:-H from 1,7 0% 4,9% 2.7
% of Totdl e 1, 3% 1,0% 1,7%
none Count 5 T 7 FE] & ]
% within Tha
fawourite LiTh 18, 8% 42, 5% 26 4 6, 1041,
compater gann
i et R 0, 0% so, | 264w | I moN) 290K
% af Tocal 1,78 §5.0% 12,.5%% 7,7 i P
Tatal Count 1] ] an Bl —~na
¥ within the
fa,'-'uur'i'l:l! !,H 15.-“ “.m 2D|3'H 313‘ lm-m
COMpUTEr Gana
A e rron | MO8 00,0 | 100.0% | tongm | 1000 | 200,0%
% of Tetal 3 26,36 | 46, 7% 20,38 3. 3% | 100,05

i

(= —
=
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g'ghlé 51: Favourite Computer Game versus Income Level

the Fawourits compuer game = mopchly salary in TL crasstabulacion

s

e

|
]
|
RontRTy Salary in 1L !
middle:310 high: |
i Tom: O-EOD = P50 2550--20000 i
mi 13 #an i Tlaem Th mi11ion TL Total |
The ) W1 0N toLunt T:r‘ I-_
Favomri T % within The i
CompUTar EavouriTe 52, 0% 15, BX 11, 8% 104, 0% i
gEmE CoApRITEr guel
f‘;‘;:}l;";n"ﬁff“'l' 43,8% 20, 5% 23, 3% 28,3%
% of Tocl 15,5% 10, 4% 3, 4% 0 3% !
Frs CoufiT 3 12 1 1k (]
% within the it
Fawpuri te 15, 5% 75,0 B, 3% 100, b
computer game |!
o i e 2 b, 2,1 5,45
% of Total 1.0% i, 0= s 54X |
FRP Count F] 17 g F
% wirchin the
Fawourite i 4 63, 0% 20, B T, bE
compuTEr game
ol piidt P 1,9 11,84 18, 6% 9,13
% of Toeal TR 5,7% 2,78 g9,1% |
HTS Count B 11 3 Fe
% within the
Favourite 1%, 7% 45, 6% 0, B 1600, (s
compUTar game
Bty gy | e ome| e |
# of Tocal Fr 3, 1,7% &, 1%
Efports  Loint FE] 73 i 0
¥ within the
favour te A5, 0% 46, 0% d.0% 100, 0%
Congritar gane |
i;;’;’r"‘["i“"':':‘"” 21,7% 15, 5% 4, 1% 16, X i
% of Tonal T, 7% .Y 1,3 16, 8
Tavia Caent Z b fi \
& within the :|I
FavouriLe 25 0K Th 0% 106 . %
CHLPULET gime Hl
Tl n mo i
?&ﬂﬂ im rEthH 1.9% . 1% i
% of Total T 2,0 i, TR
T npae Count i 48 15 53 1
¥ within tha i
favourite 25,9% 55, 5% 17.E% 1040, 41% i
COADULET g Il
=4 A s 20,1 2,4 e |
% of Total 7. 4% 16, 3% 5, 1% 28 6K
Total Count i 148 43 55?
% within tha
favourite I5.7% 49 BY 14, 5% 10KF, i
COTOUEET Qame
i 100, 0% 100, % D008 | 100,0% .
K of Total 5,.7% - T I |, 1% 1 100, 056 | i




rable 92: Average Duration Spent in Internet Café/day versus Age

how Tong did yvou stay in hr * age

how long did you stay in hr
[ std.
MEan i peviation
ﬁ!— e . 33 %
16-17 2,98 42 2,402
18-24 2,81 154 7 686
25=35 2,11 59 1,543
36 and awver 75 Fi . 354
Total Z.78 | 300 2,655

Table 93: Average Duration Spent in Internet Café/day versus Gender

how long did you stay in hr

* gender

male
T-n't_g'l

how 'IunF_did you stay in hr

std.
Peyviation

gender Mean H
2,50 34

2,82 266 2,717
2,78 300 | 2,655 |

el

WS

Table 94: Average Duration Spent in Internet Café/day versus Education Level

how long did you 5}11,- in hr

how 'Il:lng_did you stay in hr

mom

7,118 |

¥ graduated

St
raduated from| mMean H peyviatian

nana 1,75 10 1,
alamantary 3,68 74 3,984
high 2,56 140 1,916
undergraduate 2,44 61 1,983
graduate. 1,85 10 1,248
Total 2. 7H 300 2,655




how Tong did you stay in hr

le 95: Average Duration Spent in Internet Café/day versus Income Level

how long did you sra-{ in hr * monthly salary
nTL

5ta.
monchly salary in Til Mean H {I-E'l.l'i;jtiun
middle 7,84 144
high 2,63 53
Total 2,78 300

Table 9%6: Average Monthly Expenditure from a

versus Age

monthy paymsent for internet
monthly payment for internet

from home im TL
from cafe in TL *

ceess to Internet st home and in an Internet Cafe

age
Monthy mnth1¥
payment for | payment Tor
internet nternet
from home from cafe
] in TL in TL

E— 1 Mezn i 23,61
N 40 41
std. Deviation 12, 665 25,358
16-1/ Mean 11,32 37,22
N I8 37
std. Devietion 25300 30, 204
18-14 Man 12,07 34,18
M 146 144
grd. Deviation &6, 068 35,629
2535 mEan 71,73 29,28
M 54 53
Std. Deviation 48,631 37.700
36 and over Mean i) 45,00
L] 1 i

std. Deviation 2
Total wzan 12, B0 32,12
M 280 276
sid. peviation 30,725 14, 066




rable 97: Average Monthly Expenditure from access o Internet at

cersus Gender
mnthr‘ payment for interner from home in TL
worthly payment for internet from cafe in
TL * gender
il Manthy Hﬂnth'l;_
payment for | pa nt Tor
TATermdT pmternet
from home from cafe
ider im TL in TL
T ean T T
L] 31 31
sed. Deviation 75,4048 38, 305
mala MEan 12,47 32,20
M 249 145
s+d. Deviation 31,351 33,578
ToTal  MEan 12, RO EFJ
N 280 LT
std. peviation 30,715 34, DEE

Table 98: Average Monthly Expenditure fro

versns Education Level

monthy payment fo
monthly payment for

r internet from home in TL
internet from cafe in TL

m access to Internet at home and in an Internet Café

graduated from
manthy Month i
payment for | payment %ﬂr
internet internet
from homa from cafe
graduated from in TL in TL
N P '
[ B 9
sed., peviation 1y, 678 14,577
elemantary Maan b 02 I17,BL
M 7 73
£td, Deviatian 16,115 35.115
Tigh Wgran 13, 0,77
;] 131 129
srd., Deviation 25,791 26, 240
undergraduata Mean 15,96 32,35
M 57 L
std. oewiatian) 37,588 40,436
graguate Hean 54,38 &0, 00
] B B
std. Deviation 102,171 81, 766
Toral CETY 12,80 3212
M 280 Th
gig, peviation a0, 725 34, 066 |

home and in an Infernet Cafe




& 99: Avernge Mouthly Expenditure from access io Internet at home and in an Internet Café 1

==

Tabl
qersus Income Level
Monthy snt for internst from home in TL Monthly
payment Tor internet from cafe in TL * monthly salary
in TL
[~ Honthy Hﬂnth1¥u
ent for | payment Tor
intarnet internat
from home from cafe
monthly salaey in TL 1 TL in TL
Tow an 1,71 1]
K 43 92
sed. pDeviation 12 480 71,633
micdle Mean 11,05 31,10
H 137 135
ctd, Deviation 23,292 25,463
Figh Mean 34,50 47 B0
W 50 49
std. peviation 54,147 54,718
Total Mean 12, BO 32,12
M 280 276
std. Deviation 30,725 34,066




have a game team in the

{able 101: Have a Game Team versus Gender

cafe ¥ gender crosstabulation

gander
famale mala Total
fave :aﬂ aTWaYS Count 7
ame Wi n a
'?l'l the iaamt?n!l th:vgaﬁgm Y2k 90, 8% | 100, 0%
cafe % within gender 33,8% | 29,7% | 29.0%
% aof Total 2,7% 26, 3% 249,0%
oTten Count z 58 [=1]
within have
:HII 1nn1|:he fa%agm 3.3% 96, 7% 100, 0%
% within gender 5,9% 21,8% 20,0%
% of Total § T 19, 3% 20, O
cometimes Count F 43 50
thin hava
s gee ol | wn
% within gender 20, 6% 16, 2% 16,7%
% of Total 2, 3% 14, 3K 16,7%
rarely Count ! ] 3 Lii' 400
thi v amE
EEE:L i:unthi cail:-ng 7.5% 3z, 5% 100, 0%
% within gender 8,.3% 13,9% 13,3%
% of Total 1,0% 12, 3% 13, 3%
niEar Count J 14 49 b3
ki & a
¥E':.I1r|:'| ;I.&n tﬂ:ﬁl l:il.*l"uw'm":-I 22,2% 77, B 100, 0%
% within gender 41, 2% 18,4k 21,08
% of Total 4,7% 16,3% 21, 0%
Total Count 34 266 300
Xuithin have 3 gure) ay;% | SR | 300,08
¥ within gender 100, 0% 10, O 100, 0%
¥ of Total 11,3% BE T 100 0%

gy T

I



fable 102: Have & Game Team versus Edueation Level

heve = gime teas fn The

cafe * grafuated Trom crosstabulation

graduated Trom
Tamantary | Migh | SHpETEr | e 3
Foire 2] ry i ArE | graduilie Told
Tfiave & B Wy s Tount T 2B E¥i — 1K
ame tean % within hive 3 gine
Tﬂfﬁ, i e 7.9 iz, 2% 42 ,.5% 0,78 7, | 100,0%
CaATE ]
‘?rmfh'in graduated 20,0% 35, 4% 36, A% 28, 5% 200, 08 29,08
B % of Total i 9, 3% 17,3% E, O TR >, 0%
BFtan ot 7 FE] i 0 B
E within have a game :
tewam in the cafe 1, 3% ey N AL R0, 0
E within aracested. | og,0x 79,1% | 7. | 16,48 20,008
% of Total TR 7,75 B.3% 3,38 20, 0%
Tspmetimes  Cout F F af -] ELi]
% within have a game
i Tty 1, 0% 4, 0% 54, 0% 18,08 100, 0%
% ilhan pradimed- | 3 15,25 | 19,08 | 14,8 16, T
% of Total 3% 4, 0% 9, 0% 3, 0% 16, 7%
rare by COUNT 1 ] 3 L 2 A0
% within have & Jams =
g et 2,5% 15,0 | 57,9 20,08 5,00 | 100,08
ﬁrgﬂ"“ graduated 10, 05 7| 1s.aw | 13,1% | 20,00 [ 13,3%
'!»nF_Tm:il «F8 2,0 T ik £.0h | I l_i,i
nover CoOLEIT | 10 28 1k ] 743
¥ within have o game
Bublie TS et 4,8% 15.9% | a4 &% | 25.4% g9,5% | 100,
"Fﬁn‘;‘fﬂ‘" greduated 30, 0% 12,/7% 20,0% | 26,2 60, K 71,08
% of Total 108 3, 3% g, 3% | 5,3 z,0% Z1, 0%
Toral Count 11 7o 140 61 10 360
% within Bave a pame -
s i the -cade i, 1% 6. 1% &6 ,7 20, Xk 3.8 | 1a.0%
ir::,}h"“ graduated 100, 0% 100, 0% | 100,00 | 1000k | 100,0% | 1000w
% of Total 3,3 | 4s x| zo.3x| 3.3 200,08




have a game team in the caf

rable 103: Have a Game Team versus Income Level

a *+ monthly salary in 7L croesstabulation

monthly salary in TL
1 3 150 Total
Tave 2 a lways caunt EE B B
e TEAm % within have a game
cnf:i_he tean in the cafe 36, 8% 54, 0% 9, 2% 100, 0%
. % within monthly
satary in TL 27 0% 35, Th 14, 3% L
% af Total 10, 7% 15,7% 2,75 29 ,0%
arten Coumt 34 i6 4 1 ald
% within have a game
A ihe et 56, 7% | 26.7% | 15.0% 1,7% | 100, 0%
¥ within monthiy
salary in TL 79,6M 12, 5% 16, 1% mu.m_: 20,0
% of Total 11,3% 5,3% 3,0 3% 20, 0%
Sometimes Count 19 24  J 50
% within have a game
taam in the cafe 38,0 | 4808 | 140K 100, 0%
% within monthly
<alary in TL 16, 5% 16, F% 12, 5% 16, 7R
% of Total . 3% 8, 0% 2,3% 16, 7% |
rarely Count 14 12 14 40
% within have a4 pamef
sooidgp At P g 35,o% | 30,0 | 35,08 104, 0%
% within menthly
a1 12, 2% o,4% | 25,0% 13,3%
% of Total 4, 7% 4, 0% 4, 7% 13,38
never Count 16 29 14 3
¥ within have a gane
tean in tha cafe 25 46,0% | I8,6% 100, 0%
% within monthTy ; .
Calary AT 13,08 | 22,7% | 32.3% 71,06
% of Total 5,3% o,k &, % 21,0%
Tatal Count 115 12K k11 1 00
% within have a game
team in the cafe 38, 3% 42,7% 18,7% e 1o, 0%
% within monthiy
salary 30 TL 100, 0 100, 4% 100, 0% 1, % 10, o
W of Total 3B, 3% 47 7% 18, 7% _.LEM
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g 104: Where Would be if notin Tnternel Café versus Age

where would be if nor cafo ™ age crosstabulation

e

Age
15, 00 18,34 i'."i.éi
ﬁ%__ﬂﬁmqm 10 7
wau w within whern woul
if _not be 1f nor cafe 17, 5% Shedm| IO
cafe = within age 23.3% 20,9% | 13.1%
% af Tatal 1. 7% i, 7 E ]
At [edma Colnt 12 73 L
% within wWhare woarl
e IF :lut cafe 14, 0% 46, 5% I, "%
% within age 5}, 7% 47, T 55, T
x o Tﬂ".’.ﬂ-'1 ?,!! H|ﬂ 11,5%
Tn Ol namd Count 5 16 "]
% within where woul
bu"’;; pllrpian s 15, 7% 9,1% 48,58 | 37,3
% within age 11, 6K Fax 10, 5% 14, 8%
% of Totel 1.7% 1,0% 5, 3% 1,m%
AT wark Count 1 14 4
% within where woul
e 1f not cafe 4,0 36 05 36, %
% within age 2,7 g, %% 14, 6%
% of Total 3% 4,7% 3,08
at scnonl Count R 5 1E 1
% wizhin Whers won
be 4F nat care 1. % o] O
% within age 11, 6% 11,E% 1,65
% of Total 1,7% &, 0% 3%
Total L‘n:rn;l: G . 43 153 [0
% wiThin re wdid
b= 1f not cafa 3% 51, 0% 20,3
% within age b A 100, 0% | 100, 0K
% of Total 14, 7% | 51,0% | 20,38

—

T —
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Table 105: Where Would be if notin Internet Calé versus Gender

where would be if not cafe * gender crosstabulation

= 1 gender
fenale mal & Total
Y TT another cale Coun d 6 BL oY
Wl ] ]
e % vithin whers would] .5 | o9, | 100,08
cafe % within gender 17.6% 19,2% 19,05
% of Total Z.0% 1F, 0% 1%, 0%
at home Count — 'Id] 19 138 18T
% n e wia
he"ji}h-l!mt c:;e . 12,1% 87, 9% 100, 0%
% within gender 55, 6 51,5% 52.3%
% of Total 6, 3% 46 , 0% 52, 3%
in cinema Count i 3 30 33
¥ within re woll
h-ew:":f nntwgifi ' 1% 90,95 | 00,0
% within gender B, EX 11,3% 11,0%
% of Total 1,0% 10, 0% 1l.0%
at work Count 2 : 75 =%
Wi gre would
ﬁt 'i}h;ligt cn?l: 100, 0% 100, T3
: % within gender 9, 4% B.3%
r % of Total i, 7% B, 3%
at school Count B 22 28
L1 1
' xﬁeﬂﬁhgtw:}:ﬁ W) a0 78, 6% | 100,0%
| % within gender 17, 6% B, 3% 9, 3%
% of Total 2,0% 7, 3% 9, 3%
Total Count 4 14 266 00
qthi erd woul
Ec“'l fh:lgt“:‘ah 11.3% BR,TE | 100,0%
% within gender 100,0% | 100,0% | 100,0%
% of Total i1,3% BE, 7% 100, 0%




whars would ba 17 mot cafe

able 106: Where Would be if motin Tnternet Café versus Education Level

& pradested from crosstabuTaTion

graduated fron
X ursdErgr
g elananta high aifeate | gradaare Total
‘E;E b iR ancther Cate TounL £ E LX)
u n .

ﬁ-{mt X withis vhers muld) 5.3 x| 430%| B 100, 0%
cafe Loy

X et graduated 30,0% | tzom| 7 19,.0%

% of Total 1,0 EVEL] B, 3% i,3% 19 0%

AL hnme Count [ A T T ki 157

L"E}J‘;;ﬂ;ﬁ would| 3 5% amon | 47,13 | 17.8% 4,5% | 100,08

‘é‘rﬂ“‘“ graduated a0, et simel saax| asm| soom| sk

% of Total 1,3 14,7 | 24.7% §, % 7.0 | sEam

M CI e Count 7 Y 1i o T EF]

Eﬁ?""_’j[“*;g would) oy .26 | el 1,00 | 100,08

A within praduted | 0.0 s | s x| w0} 1,m

% of Toral ] P 4, 5 3, 1% ] 131,0%

It work et +] 4 I 5

L‘}E‘j; t";g: would 0% | as0% | K B0% | 200,08

& wii eI giminred 765 |  wmem|  omaw| 0.0 | B3

% of Togal 1,0 4,05 1,7 i ] &, %

AT schonl Count 1 k 16 k] 28

R wlghin ML wmuld| 3 e 1.4 | sPam| 17 100, 0%

Vol gragduated 10, 0% P | 114K B,7% 8, 3%

K of Toml i 208 5 38 L,7% E

ToLa | Count 1 73 140 &1 10 i

¥wlibie here woeif] 5,3% | 46,78 | 10.3% 3,74 | 100,00

3 withtn graduaved | jogon | ae.0% | 2000 | 300,06 10R,0% 100, 0%

% of Togal Fids P | 40, TH 20, 3K 1.3 | 200,08




bie 107: Where Would be if wotin Internet Café versus Income Level

where would be if not cafe * monthly salary in TL Crosstabulation

—

monthly salery 10 TL

uf Z 3 Total
TFHT_;;E _h TH ANGTREr Cate Count 0 | 24 B
% noc ¥ within whore wouldl 35 3% | so,ox | 14,0% | 100,08
cate % within monthly {
Salary 10 TE 18,7% | 21,3% | 14.8% | 19,2% |
% of Total 6, 7% g gx| 2,7%] 19.9% i
at home Count 66 (7] 8 156 1
' T wouldl 43 3w | 39,76 17.o% | 100,0% ]
% within menthly .
ety Tn T 61,7% | 45.6% | 5L, 52,5% |
% of Total 22,7% 20, 9% 9, 4% 52 , 5% i
in cinema Count 7 19 7 i3 Il
Sidn stmen w1 g1k | s7ER| 22| 2000 i
% within monthly i
salary in TL 5% 14, 0% 13,0% 11, X% I.
% of Total & .48 6,43 2, 0% 11,1% M
at work Count 7 11 5 23 (il

% within where woildl. gpaw| az.eK| Z.IX] 200.08

% within monthly
galary in TL 6, 5% 8, 1% 9. 3% 7,75
_ % of Total 2, 4% i, % 1,7% 7%
at schonl Count 7 15 f 28

% within where would] ;
RE ot cafe 75,0 | 53,6% | 21,4% | 100,0%

¥ within monthly

b A P g.5% | 110w | 11,3%|  9,4%
% of Total 7,4% 5, 1% 2,0% 9, 4%
Tatal i Coumt 107 136 54 297

% within Where would [
il | ag.0m| as.ex| 18.2% | 100,08 |

% within monthly [
salary in TL 10Q,0% | 100,0% | 100,0% | 100 0%

% of Total 36,0% | 45.Bx| 18.%% | 100,0% ||




ble 108: With Would be if notin Internet Café versus Age

with whom would be if pot cafe * age Crosstabulation

= AALE
15 i5,17 18,24 25,35 36,00 | Total
i B 'gi i 3 L1 1 1
waid a2 7 ithi wilieiER 5
o X within with whom] 14,08 | 16,96 | 57,08 10,6 7% | 100,08
% within ags 4R, 8% Ta,5% 53, 5% 25,00 50, 0% 47, 7%
% of Total 7.0% B A% | 27.2% 5,00 L% | 4T T
Wwith Belovied Coumt 11 [ i | 14 59
% within with whon
would be 3T not cal 18, 6% 4,5% 49,2% 23,7% 100, 0%
% within age o g | 12,2% | 191 | 23,3 19, 8%
% of Total 1,.7% 1,7% 5,78 4,7 1o,8%
@ lone Count [ 5 20 22 i 54
%wichin with whonl 443% | 9,38 | 37,08 40,7 | L9 1000
X% within age 1,0 | 12,2% 12,2¢| ¥w.7| S0.0% | 1B, 1%
% of Total z.08 1,7% G, T 7.4% in 1%, 1%
with family Count 5 7 ] 3 4y
% within with whodl | 3638 | sz| 0% 100, 0%
% withln age 11,6% T 1x 14, 5% 15,0% 14 0%
% of Total 1,78 2,3% 7, 4% 3, 0% 14, 4%
Toxal Comt 43 i1 15 B 2 798
£ within witimmey s | a) omen) 10,18 7% | 100,0%
¥ within age 100,0% | 100,0% | 100,08 | 100,08 104, 06 | 100,0%
% of Total 14 4% 13, 51, (e it 5 | 100,00

—— o — Y — —



fable 109: With Would be if notin Internet Café verses Gender

with whos would be if not cafe * gender crosstabulation

r
Female | male Total
il ﬁid bﬂn” WILh Friends LCOLnt o 13 119 137 |
i [ i thd i wiom
ﬁt cafe mjld ‘n: ﬂ not cafe| 9,28 90,.B% | 100,0%
% within gender 38,2% 48, % 47 . 7%
% of Total 4,4% 43, 3% A7, 7%
with beloved Count y ] 56 LT
% within with whom
would be 1f not cafe 5.1% 94,9% | 100, 0%
% within gender 8, 5% 21, % 19,3%
% of Total 1,06 | 18.8%| 19.8%
alone Coaumt in 44 54
% within with whom
Hﬂl1dth_ if not cafe 18, 5% 81,5% | 100,0%
% within gender 20,4% | 16,7% | 18,1%
% of Total 3,.4% 14, 8% 18,1%
wWith Tamily Count ! 35 43
® within with whom
would bBe it not cafe 18, &% B1.4% | 100,0%
% within gender 23,5% | 13.3% | 144
% of Total 2,7% 1.1,3 14, 4%
Total Count 4 3 i 793R
% within with whom
A N d be 1F nov cafel I1-4%| BN 100, 0%
% within gender 100, 0k 100, (% 100, 0%
% of Total 11,4% g 100,08




Table 110: With Would be if notin Internet Café versus Education Level

with whom would be if not cafe * graduated from Crosstabulition

graduarted Trom

none TeEnanta frigh "a'ﬂﬂrfer raduare] Total
h'uﬁ'ld be 1f " Y Y within with whom 2 =
not cafe wauld be 1 not caf| L | 26, 5% A9, 3% 15,08 S | 100, R
A within graduated | g ox | ami% | 04| 4508 [ 1008 | 477
% of Total 2,08 12.6% | #3,%% 1% (R 477X
| with belowed Count Z 15 | 28 11 '3 i
sepnyarml sl sal es|owe) s e
% within graduated | oo | 19,08 | 20,35 | 183K | 30,00 | 19.8%
| % af Total T g, % o, 4% 3, TR 1,0 19 8%
| - alone :a:m::hin s whon ? 10 22 15 & 54
wiild be iF not ca 3,7 18,5% | 40,7% | 27.BX o, % | 100,0%
i graduated | g oy 12.7% | 1s.8%| 2s.m| soox| 13,1%
% of Total JTE 3,44 T 4% 5,0% 1,74 18,1%
With Tamily COANE o 16 L) 7 L TE)
mshﬂ ﬂﬂﬂu‘:hﬂ! 2% | 44,78 16,3% 2,5 | 100,0%
RaRtm graduzted o3| 13, 1.m | w.me| 14,4%
% of Total sl sam| 2o % | 14.4%
Tatal Count 0 78 1346 (1] i 700
B g Tinhont 3.4 26,5% | 46,5 (2D, 1% 1,4% | 100,08
-t graduated | 50 o | 3p0.0% | 100,0% | 100,0% | 100.0% | 100,08
% of Yoral 3,.4% 26.5% | 45 6% | 20,1k 1,4% | 100,08




e —

Table 111: With Would be if notin Internet Café versus Income Level

with whom would be if not cafe * monthly salary in TL Crosstabulation

monthly salary in TL
1 Fi 3 Total
WI1Lh whom __ WIith friends Count 55 4 ﬁ_‘%ﬁ'
would be if % within with whom
not l:ile m_"'d hE iF not mf&, 35!“ l"Er'q'E l'ir-ﬁ lm,ﬂi
% withi ol
I ATy SL4% | 4B,5% | I7.om | 475w
) % of Total 18.5% 22,0% 6, &% 47 . 5%
with beloved Count 15 26 i? ]
% within with whom
vould be if not cafel] <7.3% | @4, 8%  20,3% | 100,0%
% withi thi
sa?IJ;rT-I gnm'ln'E l" 14, 0% 19, 4% 31,5% 19, 7%
% of Total 5,1% B,B% 5.8% | 19,7%
AlDne COunt 16 27 11 54
% within with whom
would Be TF not catel 290k 50,0% 20,4% | 100,05
% with 1
ot L e 15,0% | 20,1% | 20.a%| 18,3
% of Total 5,4% 9,2% 1,7% 18, 3%
with family Cnur_!‘l:h . 21 16 B 43
Soulgmididth when | qgew| | 140|008
% within thl
salary 'inm'?'Ln 7 19,65 11,9% 11,1% 14,6%
% of Toral 7.1% 5, 4% 2,08 14, 6%
Total Coaunt 107 134 54 295
% within with whom
would be if not cafe 36, 3% 45 ,.4% 18,3% | 100,0%
% withi
salary Py, 100,0% | 100,0% [ 100,0% | 100,0%
% of Total 36, 3% 45 4% 18, 3% | 100,0% |
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