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ÖZET 

Sanal gerçekliğin sosyo-politik düzlemde ele alındığı bu çalışmada, Türkiye’deki online oyun 

kitlesinin oyunlardaki ritüelleri temel alınarak Türk oyun kültürünün yapısı incelenmektedir. 

Çalışmada Türkiye’de bir oyun milletinin var olup olmadığı incelenirken, bu soruya yanıt 

bulmak için hangi oyunların neden oynandığı ele alınmaktadır. 

Bu süre zarfında ise Huizinga tarafından ortaya konan “Homo Ludens (Oyun oynayan insan)” 

 kavramı göz önünde tutulmakta ve oyun kitlesinin kendilerini temsil süreci ise Barthes’ın 

bakış açısından incelenmektedir.  

 

 

ABSTRACT 

 

The proposed research is a mediated political study of to find out the new formations of 

nations on virtual reality. My study mainly focuses on the process of producing rituals of 

online game communities. More specifically, my research has two objectives: (1) to find the 

answer “Is there a game nation in Turkey?” (2) to examine which games are being played 

mostly in the last one year by whom. Moreover this I am going to examine the social gamers 

and their addictions to social games. 

In my research, I will determine which games are played in Turkey mostly which will then 

make possible to examine the players and new nations. During this period I will keep in mind 

the term “Homo Ludens” (Huizinga).From this I develop methods for a critical method 

wherein games are considered to be metaphors. I conclude with a discussion of this method’s 

implications for game communities and game design from the view of Roland Barthes. 
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Introduction 

As artifacts, online and social games are definitely very popular subjects in digital world.  The 

community idea is no doubt is going to lose its popularity especially in politics.  Because of 

these I decided to write a new community about games in Turkey derived from the “Homo 

Ludens” term. 

Homo Ludens term is derived from the terms such as Homo Politicus, Homo 

Economicus,…etc.  The meaning of the term is “Man the Player” or “Playing Man”.  For 

Huizinga it seems that next to Homo Faber and perhaps on the same level as Homo Sapiens, 

Homo Ludens, Man the Player deserves a place on our nomenclature. (Foreword of Homo 

Ludens – A Study of the Play-Element in Culture) 

Huizinga makes it clear in the foreword of his book that he means the play element of culture, 

and not the play element in culture. He writes that he titled the initial lecture the book is based 

on "The Play Element of Culture". This title was repeatedly corrected to "in" Culture, a 

revision he objected to. Huizinga explains: 

"...it was not my object to define the place of play among all other manifestations of culture, 

but rather to ascertain how far culture itself bears the character of play." (Foreword) 

(Wikipedia – The Free Encyclopedia). 

 

Through my thesis process I am going to keep in mind this theory for describing the behaviors 

and of course the culture of the gamers/players on cyberspace. According to Huizinga: 

“Play is older than culture, for culture, however inadequately defined, always presupposes human 

society, and animals have not waited for man to teach them their playing.” (4) (Use on the foreward of 

the thesis too) 
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We should understand something: The basic term is Play. So, Huizinga created a thesis for 

the “Play” idea which is older than culture. The roots of play start with life and it is 

impossible to restrict with humanity. 

“Such romping of young dogs are only one of the simpler forms of animal play. There are other, much 

more highly developed forms: regular contest and beautiful performances before an admiring public. 

Here we have at once a very important point: Even in its simplest forms on the animal level, play is 

more than a mere physiological phenomenon or a psychological reflex. It goes beyond the confines of 

purely physical or purely biological activity. (Huizinga 1)”  

“The simplest forms” reminds me the term which is explained by Bogost: Aboutless. He uses 

this term for abstract PC games or console games because it is hard to say that they have “sign 

in” button and they cannot be played by more than one person. Today this process has 

changed but still hard to say the nation of PC or console games.  People play these games also 

they make conversations about them but I cannot call them a kind of “nation”. Because, their 

routines are not happened on the same time or place… 

To clarify how games can be interpreted metaphorically I will refer to Johnson&Lakoff and 

Barthes in other chapters. 

 

In this chapter one of my aims is to find the play metaphors in our daily life which are called 

significant form of social function by Huizinga.   

Play is voluntary and non-seriousness activity which has rules in for players. (4,5)  

From this point we need to define the main characteristics of play: 

 Freedom 
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 Not ordinary or Real life (It is rather a stepping out of “real” life into a temporary 

sphere of activity with a disposition of all its own. 

“Every child knows perfectly well that he is ‘only pretending’, or that it ‘only for fun’. How 

deep-seated this awareness is in the child’s soul is strickingly illustrated by the following story 

told me by the father of the boy in question. He found his four-year old son sitting at the front 

of a row of chairs, playing trains. As he hugged him the boy said: ‘Don’t kiss the engine, 

Daddy, or the carriages won’t think it’s real’.”  (Huizinga 8) 

So, how can we define the metaphor? 

Metaphors have been examined lots of philosophers for ages. In language we should talk 

about Wittgenstein (and his great followers Johnson and Lakoff), in photographs we need to 

talk about Roland Barthes. But first of all the simplest explanation of metaphor is: 

“Metaphors are comparisons that show how two things that are not alike in most ways are 

similar in one important way. Metaphors are a way to describe something. Authors use them to 

make their writing more interesting or entertaining. 

Unlike similes that use the words “as” or “like” to make a comparison, metaphors state that 

something is something else.” (RHL School) 

 

1. Key Concepts 

 

This chapter introduces several concepts that I will build off of when showing how abstract 

games can be understood metaphorically. Concepts discussed in this section include general 

terms such as rules, mechanics, and game. After the brief discussion of these terms I will offer 

a definition of “Massively Multiplayer Online Role-Playing Game”, “Social Games” also how 
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I can discuss their formulation from a semiotic perspective. Then I introduce game 

communities, the creation of community. 

 

1.a Massively Multiplayer Online Role-Playing Games 

Massively multiplayer online role-playing game (MMORPG) is a genre of role-playing video 

games in which a very large number of players interact with one another within a virtual game 

world. 

As in all RPG, players assume the role of a character (often in a fantasy world) and take 

control over many of that character's actions. MMORPGs are distinguished from single-player 

or small multi-player RPGs by the number of players, and by the game's persistent 

world (usually hosted by the game's publisher), which continues to exist and evolve while the 

player is offline and away from the game. 

 

In nearly all MMORPGs, the development of the player's character is a primary goal. Nearly 

all MMORPGs feature a character progression system in which players earn experience points 

for their actions and use those points to reach character "levels", which makes them better at 

whatever they do.
 
Traditionally, combat with monsters and completing quests for NPCs,  

either alone or in groups, are the primary ways to earn experience points. The accumulation of 

wealth (including combat-useful items) is also a way to progress in many MMORPGs, and 

again, this is traditionally best accomplished via combat. The cycle produced by these 

conditions, combat leading to new items allowing for more combat with no change in game 

play, is sometimes pejoratively referred to as the level treadmill,  or 'grinding'. The role-

playing game Progress Quest was created as a parody of this trend. (Wikipedia- The Free 

Encyclopedia) 
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1.b Social Games 

For Heiko Hubertz, a social game is one that is most fun when you play with your friends. 

You can choose to play with them or against them. Most important is that in a social game 

you have the most fun playing with others! 

A social game doesn’t have to be on Facebook. In the future, you will play “social games” at 

home with your “real” friends, on mobile devices with people who are close by, or on the 

internet through any portal. (Games Brief) 

 

2. The Metaphors  

Arguments usually follow patterns; that is, there are certain things we typically do and do 

not do in arguing. The fact Iliac we in part conceptualize arguments in terms of battle 

Mystematically influences the shape arguments take and the way we talk about what we do 

in arguing. Because the metaphorical concept is systematic, the language we use to talk 

about that aspect of the concept is systematic. To get an idea of how metaphorical 

expressions in every-day language can give us insight into the metaphorical nature of the 

concepts. Let us consider the metaphorical concept TIME IS MONEY as it is reflected in 

contemporary English.  

 

TIME IS MONEY  

“You're wasting my time.  

This gadget will save you hours.  

I don't have the time to give you.  



13 
 

How do you spend your time these days? That flat tire cost me an hour. 

I've invested a lot of time in her.  

I don't have enough time to spare for that. You're running out of time.  

You need to budget your time.  

Put aside some time for ping pong. Is that worth your while?  

Do you have much time left?  

He's living on borrowed time.  

You don't use your time profitably. I lost a lot of time when I got 

sick. Thank you for your time.” 

 

For Lakoff and Johnson, time is a valuable commodity for Western Culture, moreover these I 

need to add the Turkish culture too now. This process’ biggest reason is about the capital 

economy. Especially on finance world people need to work on the same time, we should 

remember that making Money/ earning much is the biggest religion in this world today.   It is 

a limited resource that we use to accomplish our goals. Because of the way that the concept of 

work has developed in modern Western culture, where work is typically associated with the 

time it takes and time is precisely quantified, it has become customary to pay people by the 

hour, week, or year. In our culture TIME IS MONEY in many ways: telephone message units, 

hourly wages, hotel room rates, yearly budgets, interest on loans, and paying your debt to 

society by "serving time." These practices are relatively new in the history of the human race, 

and by no means do they exist in all cultures. They have arisen in modern industrialized 

societies and structure our basic everyday activities in a very profound way. Corresponding to 

the fact that we act as if time is a valuable commodity—a limited resource, even money—we 

conceive of time that way. Thus we understand and experience time as the kind of thing that 

can be spent, wasted, budgeted, invested wisely or poorly, saved, or squandered.  
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TIME IS MONEY, TIME IS A LIMITED RESOURCE, and TIME IS A VALUABLE 

COMMODITY are all metaphorical concepts.  

They are metaphorical since we are using our everyday experiences with money, limited 

resources, and valuable. (Lakoff and Johnson 9,10). 

Gaming is a kind of metaphorical concept such as time. It is possible to create a new 

person/character in the game. And we should understand something that we choose the 

avatars which look like us or which faces we want.  “The Person ot the Thing” who we want 

to be…  

                       

 

2.a. Gaming - Being Dorian Gray 

“‘It is your best work, Basil, the best thing you have ever done,’ said Lord Henry, languidly.” 

(Wilde, 6). 

 

If Lord Henry lives in this century, absuletly he would tell these words to the creators of 

MMORPGs. Because he is the character who wants to do everything for pleasure and 

Metaphor 

Homo 
Ludens 

Idea Johnson 

Johan 
Huizinga 

Platon 
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adventure. And I think he would not care the reality. In this novel he created the re-birth of 

Dorian Gray who involves every pleasure, sin and unhappiness in his painted unreal soul. 

 

The sesual imagery that occurs throughout the novel in connection with Dorian demonstrates 

how he tries to live surrounded by exquisite sensations. His moments of delights are always 

accompanied by rich sensual imagery. This is particularly apparent when he is in some 

unpleasant situation-he savors a beautiful sense experience and this restores his peace and 

equanimity. This happens for example when he is returning from his upsetting argument with 

Sibyl Vane. When he reaches Covent Garden market at dawn, he sees carts filled with lilies: 

"The air was heavy with the perfume of the flowers, and their beauty seemed to bring him an anodyne 

for his pain."  

 

Dorian Gray reminds me a well-known motif in myth: The Doppelgänger.  

The doppelgänger word comes from doppel ("double") and gänger (usually translated as 

"goer"). The term refers to any double of a person; sometimes the doppelgänger is a ghostly 

second self that haunts the first self. The doppelgänger device was used in very popular movie 

Fight Club. The picture of Dorian, which serves as a metaphor for the state of his soul, or his 

conscience, is a variation of this motif of the doppelgänger. It is Dorian's second self that 

haunts him and which eventually he cannot bear to look at. (Novel Guide – The Picture of 

Dorian Gray) .  

Through this point I want to talk about “Gamers”. Gaming has lots of contradictions. People 

love games on every area, every reality, but we should remember something that, people need 

create different characters in games. Because human reality cannot be available for game 

reality… The Doppelgänger is a negative term but it explains the situation very well. Create 
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your new one and to make her/him what you want to do. We should accept that virtual reality 

makes this possible. 

For gamers they have different faces/characters and also they have different lives on virtual 

reality and also in their offline life. Dorian Gray is a great example but we should remember  I 

use the Dorian Gray terms for explaining the process and I do not think gaming has a negative 

part conversely it can be the great part of people and support them for creating great 

strategies. 

From this point we strat to talk about the strategies, I must give the greatest example of the 

strategy games: Chess. Chess is also known as the game of the kings maybe we can also 

called the game of politics. When we look at the history of Chess we can see the military term 

on the names of chess peaces.  

Chess is commonly believed to have originated in northwest India during the Gupta 

empire,where its early form in the 6th century was known as caturanga (Sanskrit: four 

divisions [of the military] – infantry, cavalry, elephants, and chariotry, represented by the 

pieces that would evolve into the modern pawn, knight, bishop, and rook, respectively). The 

earliest evidence of chess is found in the neighboring Sassanid Persia around 600, where the 

game came to be known under the name chatrang. Chatrang is evoked inside three epic 

romances written in Pahlavi (Middle Persian). Chatrang was taken up by the Muslim 

world after the Islamic conquest of Persia (633–644), where it was then named shatranj, with 

the pieces largely retaining their Persian names. (Wikipedia-The Free Encyclopedia) 

This is also represents the idea of Huizinga, the game comes before the culture. Because when 

people want to create the strategy they need the game and also game helps them to understand 

and create the process. So gaming is the support team of creating the process.  



17 
 

 

2.b. Game Metaphors 

To begin with, I am using “metaphor” not in the sense of a rhetorical or linguistic 

flourish, but rather in the cognitive sense as employed by Lakoff and Johnson (1980) and 

Johnson (1987). Metaphorical projection is the act of applying knowledge or experience 

From reality to virtual reality or vice versa. Following Lakoff and Johnson and the followers 

of them Jason Begy, I will refer to the domain that knowledge is taken from as the “source 

domain” and the domain to which it is applied as the “target domain.”               

“UpSuch concepts are understood in terms of a number of different metaphors (e.g., TIME IS 

MONEY, TIME IS A MOVING OBJECT, etc.). The metaphorical structuring of concepts is 

necessarily partial and is reflected in the lexicon of the language, including the phrasal 

lexicon, which contains fixed-form expressions such as "to be without foundation." Because 

concepts are metaphorically structured in a systematic way, e.g., THEORIES ARE 

BUILDINGS, it is possible for us to use expressions (construct, foundation) from one domain 

(BUILDINGS) to talk about corresponding concepts in the metaphorically defined domain 

(THEORIES). What foundation, for example, means in the metaphorically defined do-main 

(THEORY) will depend on the details of how the metaphorical concept THEORIES ARE 

BUILDINGS iS used to structure the concept THEORY.” (Lakoff and Johnson 53)    

These sentences fall outside the domain of normal literal language and are part of what is 

usually called "figurative" or "imaginative" language. Thus, literal expressions ("He has 

constructed a theory") and imaginative expressions ("His theory is covered with gargoyles") 

can be instances of the same general metaphor (THEORIES ARE BUILDINGS). 
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Here we can distinguish three different subspecies of imaginative (or nonliteral) metaphor: 

Extensions of the used part of a metaphor, e.g., "These facts are the bricks and mortar of my 

theory." Here the outer shell of the building is referred to, whereas the THEORIES ARE 

BUILDINGS metaphor stops short of mentioning the materials used. 

 

2.c. The Grounding of Structural Metaphors 

Like orientational and ontological metaphors, structural metaphors are grounded in systematic 

correlations within our experience. To see what this means in detail, let us examine how the 

RATIONAL ARGUMENT IS WAR metaphor might be grounded. This metaphor allows us 

to conceptualize what a rational argument is in terms of something that we understand more 

readily, namely, physical conflict. (61) 

Husband and wife are both trying to get what each of them wants, such as getting the other to 

accept a certain viewpoint on some issue or at least to act according to that viewpoint. Each 

sees himself as having something to win and something to lose, territory to establish and 

territory to defend. In a no-holds-barred argument, you attack, defend, counterattack, etc., 

using whatever verbal means you have at your disposal— intimidation, threat, invoking 

authority, insult, belittling, challenging authority, evading issues, bar-gaining, flattering, and 

even trying to give "rational reasons." (62) 

ARGUMENT IS WAR metaphor because the metaphor is built into the conceptual system of 

the culture in which you live. Not only are all the "rational" arguments that are assumed to 

actually live up to the ideal of RATIONAL ARGUMENT conceived of in terms of WAR, but 

almost all of them contain, in hidden form, the "irrational" and "unfair" tactics that rational 

arguments in their ideal form are supposed to transcend. (64) 
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When we are living by the metaphors LABOR IS A RESOURCE and TIME IS A 

RESOURCE, as we do in our culture, we tend not to see them as metaphors at all. But, as the 

above account of their grounding in experience shows, both are structural metaphors that are 

basic to Western industrial societies. 

 

These two complex structural metaphors both employ simple ontological metaphors. LABOR 

IS A RESOURCE uses AN ACTIVITY IS A SUBSTANCE. TIME IS A RESOURCE uses 

TIME IS A SUBSTANCE. These two SUBSTANCE metaphors permit labor and time to be 

quantified —that is, measured, conceived of as being progressively "used up," and as-signed 

monetary values; they also allow us to view time and labor as things that can be "used" for 

various ends. (66) 

 

In general, arguments serve the purpose of understanding. We construct arguments when we 

need to show the connections between things that are obvious— that we take for granted—

and other things that are not obvious. We do this by putting ideas together. These ideas 

constitute the content of the argument. The things we take for granted are the starting point of 

the argument. The things we wish to show are the goals that we must reach. (97,98)   
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3. Game Nation 

When I investigate the blogs, forums and games I can see a kind of game nation in Turkey. 

Through the blogs and forums I was able to read the posts about the game. And during the 

game process every people (from blogs) try to move together against to “aliens”.               

Through my thesis, Henry Jenkins is one of the guides of mine. The participation culture is 

his new medium understanding.  From this point, I need to explain the meaning of culture and 

Web 2.0, for identifying the new communities and nations. 

Nearby the changing of Internet, through Web 2.0, it is possible to see the new structure of 

communities on cyberspace.  Social Networks are started with Youtube and then blogs and 

microblogs follow this process at least massively multiplayer online role-playing games and 

game blogs took place in internet. From offline side to get online side is the dominant process 

at first but now there is clearly seen that from online side to get offline side is more attractive 

and affective understanding. All these process something should be remembered the 

phenomenon: Participation. And it is named by Henry Jenkins such as Participatory Culture.   

In this chapter I am going to handle this culture from the view of Henry Jenkins also the 

understanding of Collective Intelligence which is created by Tim O’Reilly for Web 2.0. The 

new terms and concepts are going to be described below. 

 

Brian Fay describes culture as a conversation in his book called “Contemporary Philosophy of 

Social Sciences – A Multicultural Approach”. For him, culture is a kind of case when a 

person comes into the guest room but she/he was late, so the conversation has started but 

she/he wants to join it and starts to listen and understand. After a while she/he understands the 

topic and involved in. Through this time another topics start and converstaion has stil been 
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continued but the person cannot stay because it is too late and she/he must go back home (91). 

It is very hard to explain the beginning and the end of a culture but to remember the beginning 

of the participatory culture -with Web 2.0, thruough the internet- is not very hard.  

 

After the launching of “I and the Other” understanding, nationalism and nations become real. 

This process is stil have been continued in virtual reality. At first sight to pay attention the age 

difference between people who are getting from offline side to online side. For Pew Internet 

& American Life Project –which is one of the most important research company in the USA- 

in 2005, %57 of media content was created by teens age range between 12-17. The last five 

years this range decreased to %38 but there is increasing the age range between 18-29: %30. 

(Social Media & Mobile Internet Use Among Teens and Young Adults).  So media content 

has been created by the age range between 12-29 the last five years. The last but not the least, 

the majority of the the new media  nation is composed of young people. 

 

3.a. The New Culture 

 

A new creation process has been became real when the “Collective Intelligence” term 

emerged. This term was named by Tim O’Reilly. Tim O’Reilly describes Web 2.0 as 

Collective Intelligence and for him in media it is hard to distinguish the media content 

creators and the followers. (17,22) Moreover this it is not meaningful to think media and 

groups separate from each others.  In the new media, there is not too much differences 

between content creating and content consuming, because the consumers of the content are 

the creators of the content too. This situation demonstrates that: The separation in 
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conventional media cannot be located in Web 2.0. Shortly, we are talking about the media 

which is the part of community and also created by its own community. And in this 

community, rules are not created by governors; they are created by users who are involved in 

community/nation. So, it is possible to say that: Offline side is more democratic than the 

online side.  

 

In cyberspace, rules are written by users, so the differences can be clearly seen between the 

real world and virtual world. Even if there are not as similar as the nation-states rules but it is 

possible to see differences among social networks, blogs, forums and microblogs. So, there 

can be said the new nations have been created for this understanding.. When we make sorting 

on Facebook, Twitter, Friendfeed, Blogs, Games, Forums,..etc. it can be said their because of 

the different comprehensions they have different rules.  Accordance to these rules, comment 

writing for these structures and creating behaviors for these sites remind me the rituals which 

are launched in “Imagined Communities” book, was written by Benedict Anderson.  

 

The comprehension of nation is to act together and consciously or unconsciously do the same 

actions, so from this point it is possible to talk about a kind of nation now. Because all users 

of the different networks behave like a nation…(22).  The most important common point is to 

move together: Participation. This new culture changed the features which are involved in the 

old culture such as age, demography and anthropology. These features are secondary 

importance for Participation Culture. Because for this understanding, involving into process is 

effective and make people important, so people have no physical boundaries for involving to 

the community. (Jenkins 1-4) 
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For Huizinga this created community becomes real with the spatial separation from ordinary 

life because of the characteristic properties. A closed space is marked out  for it, either 

materially or ideally, hedged off from the everyday surroundings. (19) This situation helps to 

create some rituals for the game and community too. It is possible to say that it needs a kind 

of isolation. This requirement of isolation for ritual, including magic and law, is much more 

than merely spatial and temporal. Nearly all rites of consecration and initiation entail to 

certain artificial seclusion for the performers and those to be initiated. (20) 

 

 

3.b. Generating a Sample from an Online Community 

In Methodolgy part this topic is going to be detailed but I want to explain the Community idea 

on method in this subject. 

Establishing a sampling frame when researching an online community presents a number of 

challenges. Unlike membership-based organizations, many online communities, such as 

community bulletin boards and chat rooms, do not typically provide participant email 

addresses. Membership is based on common interests, not fees, and little information is 

required when registering to use these communities, if registration is required at all. Some 

researchers attempt to establish a sampling frame by counting the number of participants in an 

online community, or the published number of members, over a given period of time. In either 

case, the ebb and flow of communication in online communities can make it difficult to 

establish an accurate sampling frame. For example, participation in online communities may 

be sporadic depending on the nature of the group and the individuals involved in discussions. 

Some people are “regulars,” who may make daily contributions to discussions, while others 

only participate intermittently. Furthermore, “lurkers,” or individuals who read posts but do 
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not send messages, may complete an online survey even though they are not visible to the rest 

of the community. The presence of lurkers in online communities appears to be highly 

variable. Studies have found that in some online communities lurkers represent a high 

percentage (between 45% and 99%) of community members, while other studies have found 

few lurkers. Because lurkers do not make their presence known to the group, this makes it 

difficult to obtain an accurate sampling frame or an accurate estimate of the population 

characteristics. (Wright) 

As internet communities become more stable, some community administrators are beginning 

to compile statistics on their community's participants. Many communities require a person to 

register with the community in order to participate in discussions, and some communities are 

willing to provide researchers with statistics about community membership (at least in 

aggregate form). Registration typically involves asking for the individual's name, basic 

demographic information such as age and gender, and email address. Other community 

administrators might ask participants for information about interests, income level, education, 

etc. Some communities are willing to share participant information with researchers as a 

validation technique by comparing the survey sample characteristics with those of the online 

community in general. Yet, because individuals easily can lie about any information they 

report to community administrators, there is no guarantee of accuracy. 

When possible, using both online and traditional paper surveys helps to assess whether 

individuals responding to the online version are responding in systematically different ways 

from those who completed the paper version. For example, if it is used a combination of 

online and paper surveys to study older adults who were caregivers for loved ones with 

Alzheimer's disease. The researchers attempted to assess whether the online responses were 

skewed in any way by comparing the responses from both subsamples. While no significant 
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differences between the two subsamples were found in this particular study, real differences 

in responses between Internet users and non-Internet users might exist in other populations. 

This may make it difficult to assess whether the observed differences are due to factors such 

as participant deception or actual differences due to characteristics associated with computer 

and non-computer users.  (Wright) 

 

3.c. Games and the New Leaders 

New leaders of the new media, speacially massive online games are described as the most 

succesful ones of the games.  In this case, Jenkins does not mention just about online games.  

The reason for this is, Pc and console games and their players can connect each other via 

blogs. That blogs have made global communication more efficient and replaced personal 

communication. Therefore, to follow, recognize and meet the other players is not a big deal 

anymore. 

 

When we have a look on the games, easily see that games show us an amazing real world 

copy except the rules are much more effective and markable. In this view, the law at games 

are given more suitable conditions than the real life. Thus, players choose the characters and 

skills for this ideal world that they have never had in the real life. Moreover, a point is 

suprised us about the online games that everybody is capable of making their own choices and 

to have a chance for they have actually never reached the positions in the real life. And this 

positions of the list has a top one that is certainly being a politician.  
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When we consider the most successful players are teenagers instead of big bosses for big 

companies, we can see the paradox. (Jenkins 12) The nicest part of it is online games are so 

fun and a good education way for children. Unfortunately, schools cannot help the students to 

prepare them to the real life. On the other hand, games are showed the real life problems and 

how to handle them when they face it. One of the best examples is to manage a city. Jenkins 

gives us an example from SIMS and he asserts that when a child plays this game as a mayor 

of a city, he is ready for solving any problems and to understand conditions about a city as a 

real mayor is. (13) 

 

According to Jenkins, play activity motivated three different kinds of learning (36): 

·         The activity itself demanded certain skills and practices that had clear 

payoffs for academic subjects 

·         Map-reading skills 

·         Developing a sense of learning 

For the current generation, games may represent the best way of tapping that sense of 

engagement with learning. For problem solving and make connections(among cases) students 

need to be encouraged with the risks and the problems of the real world. From this point 

something should be accepted: Games are more effective and successful than the schools in 

this issue. (Jenkins 38) 

Therefore education systems depend on just two senses which are vision and hearing. 

However, we need to choose other options for good understanding and a better system. To 

merge. (43) 
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For Jenkins, the students involved in real life to virtual environment to make them easily to 

choose their plans and their life styles also says  games for education should be taken place as 

soon as possible.(53) 

Based on dimensional education, if we consider Digital Age be viewed harmful to students 

must be said this is wrong. Digital understanding and specially adding games will be 

revisioned the education. (63) The point of view, if progression of age and education of 

children improve together in the same way, it will be so meanningful. It is known that the life 

is digitized although, schools are far away this understanding. Even more dangerously than 

that, technology developtments seem as a crutch for them. It means, they believe a life being 

involved in technology makes a less worker brain. Therefore, this is known there is a response 

to digital education. (66) 

 

4. Collective Intelligence 

Jenkins evaluates the information, as a social product of cyber culture and he calls Collective 

Intelligence for this just like Tim O’Reilly. Collective Intelligence is described as,  in a world 

people who do not know anything about a topic but if they want they can learn 

everything(72).  For Cary Doctorow this situation can be explained as: 

 

 

 

 

Hierarcies and Bureaucracy Ad-hocracies (Immediate requirements) x 
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The web channels, blog projects, websites have been created through the marketing 

techniques of the mainstream media and the target audiences of these pages are very attractive 

in the new media. The new structure gives more importance cases than fictions, discuss than 

documents, fake than real and marketing than enlightment. So, this new understanding is very 

effective on the media content consumers. And for Jenkins the truths of the age are been 

created for this order. (81). 

Collective Intelligence is an approach that the creation of new ideas is not just individualistic 

process, it is an integrated understanding. Interactions within the whole do not allow 

individuals’ abstraction. Medium is the same with the individual and also part of the whole, 

but interaction is the condition to become the part of the Participation Culture.  

 

4.a. Public Sphere of Participation Culture: Social Networks 

 

One of the most important features of the new media is shown as  in real time and a two-way 

communication. The first step is provided by sharing site Youtube and video comments made 

real mutual communication through the Internet. Undoubtly this process became most 

advanced with Facebook – The Social Network Site.  

 

Mark Zuckerberg is the third-year student at Harvard University in 2004, was initiatedto 

communicate with their friends at school -at least, "Social Network"  film everybody was 

thinking this- then this site expanded with lots of university students and became a 

communication network.  
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Facebook, now every country, every profession and almost everyone of all ages withover-

13 age-as a site that hosts a very busy every day, the value of it the increases every minute. In 

the year Microsoft invested 246 million dolars to, Facebook's 1,6% stake. Lots of  companies 

wanted to buy Facebook completely however Zuckerberg said: Facebook is not for 

sale (Roeder). 

It is possible to find more social network sites but  of course their audiences are not as wide as 

Facebook. LinkedIn is for business world and even if it does not created sector, especially 

media sector can be seen in Friendfeed. 

4.b. Media Literacy 

One of the common conceptions of the media in recent times is about the new “victims”: 

Children. For Jenkins, this is not a true approach because people are not familiar to media and 

from here we can talk about the importance of the media literacy.  

 

This common conception is paid attention by adults which cannot take part in the new media 

and Jenkins calls it as a “Participation Gap”. Add to this, children are actively reflecting on 

their media experiences and thus can articulate what they learn from their participation and it 

is called “Transparency Problem”. The last one is that it assumes children, on their own, can 

develop the ethical norms needed to cope with a complex and diverse social environment 

online and it is called “Ethics Challenge (15). 

 

When we talk about children, media literacy comprehension passes through a different 

dimension with Web 2.0: The new structure in Participation Culture education process has 

been changed between children and adults. For Jenkins, morality is the most important 
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representation problem. If this problem is solved, there will be no ethical concerns and 

transparency become real. Everybody knows that if people do not need fake profiles they do 

not need to hide something. Only in the games people can change their realities and create 

their own worlds. From here social networks will be meaningful for everybody.  

 

 

5. Participation Culture of the New Media: Transmedia Navigation  

 

Jenkins, calls attention the relations among the medium in his book, and this topic is called 

“Transmedia Navigation”. It is also named as “The ability to follow the flow of stories” and it 

means that to take part of the story more than a medium. Transformation the novels into the 

the serials and films, and the last part is  the creation of blogs…Transmedia Navigation can be 

launched on this process. (86). Collective Intelligence includes Transmedia Navigation term 

and again it can be said that this understanding helps to create the nation on cyberspace. A 

community is created by people who read the same novel, watch the same serial and write on 

the same blog. Moreover these, all of them give the same reactions for lots of things. 

 

Storytellers exploit this potential for transmedia storytelling, advertisers talk about branding 

as depending on multiple touch points, and networks seek to exploit their intellectual 

properties across many different channels. As they do so, we encounter the same information, 

the same stories, the same characters and worlds across multiple modes of representation. 

Transmedia stories at the most basic level are stories told across multiple media. At the 

present time,the most significant stories tend to flow across multiple media platforms. This 
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understanding reminds me the Cultivation Theory which was created by George Gerbner. As 

it is known here that the characters are far from reality. At last Gerbner found that, 

television characters does not reflect the distribution of the community. 

(Communication Studies). 

 

For understanding this it is essential to recognize the media-literacy term. 

The transitions between mediums need fiction, but  may be it is difficult to accept the fiction 

for the pursuer. Social Media is the third step of this process and it is trying to make real the 

plans. People login to the blogs for discuss their ideas with the other followers of the medium. 

From this poiny to take care the audience ideas become so easy and sometimes the process 

can be directed by the audience. And this is a kind of loop (89-90). 

 

 

 

Novel 

Blogs 

Social 
Networks 

Forums 

Serials 
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6. Networking 

 

Henry Jenkins describes the Networking term with these words: “If transmedia navigation 

involves learning to understand the relations between different media systems, networking 

involves the ability to navigate across different social communities” (93).  

 

Communicate among different networks, to identify personal ideas and at last to see the 

development of students to the leaders…It is clearly seen that the new media can educate the 

new leaders in successfully.  

 

The new media made real the idea of to communicate with everybody (if they want) all 

around the world. Through this process the new media started to create its own culture while 

bringing different informs from every cultures in the world. In this environment, if 

individuals born in different societies, they know the communities much better known 

to previous generations. As expected, the new leaders of the new societies are going to use the 

“Familiar” term for the new cultures and the new societies. Because, everything is shared in 

cyberspace and the only thing can be a surprise for people: The old topics.  

 

7. Negotiation 

According to Jenkins, the fluid communication within the new media environment brings 

together groups that otherwise might have segregated lives. Culture flows easily from one 
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community to another one. Sharing experiences, ideas, assumptions and values help to create 

the online culture and provide a new language and deal process. It is called “Negotiation”.  

Little about this process ensures that we will develop an understanding of the contexts within 

which these different cultural communities operate. When white suburban youths consume 

hip-hop or Western youths consume Japanese manga, new kinds of cultural understanding can 

emerge. From here, it is easily to see the new experiences are read through existing prejudices 

and assumptions. Something is well-known: Culture travels easily, but for individuals, 

acceptance by others is not easy in physical world. The new culture changed these secret rules 

and the participation to a new culture has never been so easier just like today. (97,98) 

 

In Political Sciences, “negotiation” word is a key factor  for every topic, because of this word 

it can be seen the leaders, communities, peoples,…etc. deals between or among each others.  

In such a world, this word or situation becomes increasingly critical to help students acquire 

skills in understanding multiple perspectives, respecting and even embracing diversity of 

views, understanding a variety of social norms, and negotiating among conflicting opinions. 

(99) 

 

For Jenkins, Participatory Culture is a kind of challenge to all media channels and all cultures 

and of course the all stereotypes which make discrimination.  

Adoption of this process needs help from education system. Especially in schools, after-

school programs and at home this education should be provided for students for becoming 

effective participants and ethical communicators. And this is the challenge that faces 

education at all levels at the dawn of a new era of participatory culture. (117) 
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8. Review of the Literature and Significance  

 

This project derives theoretical inspiration from the term also the name of the book written by 

Johan Huizinga, “Homo Ludens”. “The world revolves around the game” comprehension is 

suitable for especially Turkish people. I am not going to talk about just online games, for 

example football tournaments, nearly all people in Turkey settle for a kind of football process. 

In my study I am going to study on MMORPGs’ nation process. 

Nation formation literature such as Ozkirimli (2008), Anderson (2007) and Hobsbawm (2006) 

will keep an important place for my thesis. 

Games and of course Web 2.0 are the key points of the study, so Jenkins (2006 and 2009) will 

be the most important guide for this study. Moreover, Ito and Bittanti (2009) and Castells 

(2005) will be crucial resources for my thesis.   

Nationalism in Turkey is not a static process. It has been changed all times and all politic 

periods. From this point when we from “a foreigner”s view (for example, Heinrich Böll 

Stiftung – EU bureaucrat) , we are going to see the contradictions between “us” and “them”.   

For Shiftung, Nationalism can be functionalised: in Turkey there is Islamic nationalism, left-

wing nationalism, Atatürk-nationalism, even a liberal wing of nationalism. Nationalist 

language is being used to explain crisis situations instead of trying to understand the past.  (2) 

Moreover these, nationalism does flare up in crisis situations with the help of politicians and 

the media, but with civil society organizations becoming more active in dispelling that kind of 

position. (2) Through these ideas it is possible to say that nationalism process is always 

changeable for every medium. When we look at any problem which is about politics and 
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nations too, their reflections can be seen on all mediums (and this process sometimes can be 

explained as Transmedia storytelling by Jenkins).  Also game blogs are political communities 

and lots of times in MMORPGs people try to “come together” under the same flag although it 

is a game. One of the most effective examples is about the Silkroad Online.  

In Silkroad Online game blogs’ discussions Turkish gamers tell their problems about not to 

become a union against to foreigners. Because for them when they want to join into a clan 

they are not to be accepted by them, so the general idea starts: “The only friends of Turkish 

people are Turkish people again / Türk’ün Türk’ten başka dostu yoktur.” (Binark, 8).   In this 

game there are lots of problematic process can be seen such as using the swastika…During 

the game a lot of culture and nations come together and of course they all do not like each 

others, so from this point frictions start among people of the game nation (Binark, 11). 

Digital Games’ world designs are affected by the dominant real world designs and popular 

cultural codes. For example Silkroad Online design is an alternative world design and it 

includes orientalist images. And games are based on the struggle between good and evil. 

(Binark, 11). 

The most important point is: Struggle. For Lakoff and Johnson metaphors are created by 

struggles. But they call it another name: WAR.   

“Metaphor is for most people a device of the poetic imagination and the rhetorical flourish —

a matter of extraordinary rather than ordinary language. Moreover, metaphor is typieully 

viewed as characteristic of language alone, a matter of words rather than thought or action. 

For this reason, most people think they can get along perfectly well without metaphor. We 

have found, on the contrary, that metaphor is pervasive in everyday life, not just in language 



36 
 

but in thought and action. Our ordinary conceptual system, in terms of which we both think 

and act, is fundamentally metaphorical in nature.” (Begy, 79) 

 

9. Beyond the Myth and Metaphors on Online Games  

 

Jason Begy, is also write about the game metaphors and his theory is derived from the 

incredible authors Lakoff and Johnson. For Begy, when we compare the field of digital 

textuality to other areas of study in the humanities, its most striking feature is the precedence 

of theory over the object of study. Most of us read novels and see movies before we consult 

literary criticism and cinema studies, but it seems safe to assume that a vast majority of people 

read George Landow before they read any work of hypertext fiction. In this paper I would like 

to investigate one of the most important forms that this advance theorizing of digital textuality 

has taken, namely the use of narrative concepts to advertise present and future product. In 

recent years, the concept of narrative has caught like fire in cultural discourse, and the 

software industry has duly followed suit by turning the metaphors of narrative interface and of 

the storytelling computer into advertising buzzwords.  

Steve Jobs was recognized as a charismatic pioneer of the PC Revolution, the founder  of 

Apple, talks for instance about "the importance of stories, of marrying technology and 

storytelling skills " (1); Steven Johnson concludes his popular book Interface Culture with the 

pronouncement: "Our interfaces are stories we tell ourselves to ward off senselessness"; Abbe 

Don titles an influential article "Narrative and the Interface," in which she argues that 

computers can play in modern societies the role of the storyteller of oral cultures; and Brenda 

Laurel envisions computers as theater, a metaphor that presupposes a dramatic plot. When 

these grandiose metaphors are put to the test of software design, however, they yield rather 
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meager results:  The creation of a character who guides the user through the program, offers 

personalized help, and provides comic relief, such as the Assistant of Microsoft Office.  

1 . The development of a metaphorical setting or script, such as the Supermarket shopping 

theme of Amazon.com, or the movie-making  environment of Macromedia Director. 

2. Of the three traditional components of narrative-setting, character, action-only the first two 

provide useful design elements. The third, action, is left to the user. It is by listening to the 

advice of the Office Assistant of Microsoft, or by manipulating the cast members, scripts, and 

score of Director that the user metaphorically participates in a narrative script. Whereas 

software developers adapt narrative concepts to business programs, in a typically 

metaphorical transfer, media theorists invoke what I will call "narrative myths" to promote 

literary or entertainment forms of digital textuality. These myths, which present an idealized 

representation of the genre they describe, serve the useful purpose of energizing the 

imagination of the public, but they may also stand for impossible or ill-conceived goals that 

raise false expectations.  

The question, then, is to decide which types of stories are suitable for digital media.  The 

answer to this question is crucially dependent on what constitutes the most distinctive 

resource of digital media: namely the ability to respond to changing conditions. When the 

changes in conditions are determined by the user's input, we call this resource interactivity. 

On this point Begy, distinguishes four strategic forms of interactivity on the basis of two 

binary pairs: internal/external and exploratory/ontological. These two pairs are adapted from 

Espen Aarseth's typology of user functions and perspectives in cybertexts (Cybertext, 62-65), 

which is itself part of a broader cybertext typology. But he uses different labels that shift the 

emphasis toward the user's relation to the virtual world. The point of his discussion of these 

categories is not however to revise Aarseth's typology, but to show how different types of 
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interactivity open different possibilities on the level of narrative themes and plot 

configuration. (Ryan). 

Through this view, I remember the new media and the new term is called Mediatization. 

Using mediatization as the key concept, this article presents a theory of the influence media 

exert on society and culture. After reviewing existing discussions of mediatization by Krotz 

(2007), Schulz (2004), Thompson (1995), and others, an institutional approach to the medi- 

atization process is suggested. Mediatization is to be considered a double-sided process of 

high modernity in which the media on the one hand emerge as an independent institution with 

a logic of its own that other social institutions have to accommodate to. On the other hand, 

media simultaneously become an integrated part of other institutions like politics, work, 

family, and religion as more and more of these institutional activities are performed through 

both interactive and mass media. (Stig Hjarvard 105). On this process both games and also 

digital media make great effect to people for creating the virtual world. Creating the virtual 

world and the mediatization process we should remind the social media and online games.  

 
In digital media story-creating is also about the users and for the mass of the media. This 

point is always valid for every situation in printed media, digital media, visual media…etc. To 

create the mass and find the way to affect them. For example in social media, Turkish brands 

need to create different things to catch the mass because, especially in Facebook it is possible 

to find 30 million people just from Turkey, for this point the agencies and brands create lots 

of projects such as games, applications and different contents.(Socialbakers-Heart of Social 

Media Statistics). And gaming on social media is very popular on Turkey, when I look into 

my survey, it is possible to find lots of people who play social games such as: The Sims 

Social, Cityville, Farmville,…etc.  
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In Turkish game culture, the social games are the first of all games. And this is the reason 

why brands and agencies need to work on gaming. 

 

 

10. Methods  

 

10.a. Questionnaire (for data collecting) 

 Data collecting is the most common marketing research method. They are used for structured 

interviews, written surveys, email and internet surveys. Fortunately, good survey design skills 

can be learned in a short period of time. (StatPac, 2010) 

Questionnaires can be used in a wide range of settings to gather
 
information about the 

opinions and behavior of people. The
 
Griffiths Report (Working for Patients)

 
popularized the 

use
 
of patient satisfaction questionnaires in the National Health

 
Service (NHS) during the 

1980s.  

45% 

23% 

32% 

 Social Games Massively Multiplayer Online Role-Playing Games Free Games
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As with other branches of science, a rigorous approach needs
 
to be taken to the design and 

execution of questionnaire studies.
 
There are many examples in the literature of studies based 

on
 
questionnaires in which there have been no attempt to test the

 
validity or reliability of the 

measurement tool. (Journal of Orthodontics ) 

Thanks for this method, I will be informed by datas which are asked to people especially 

through the internet for understanding the process of game culture in Turkey. 

10.b. Semiotic 

Roland Barthes’ view is key point for this analysis in this study.  Myths, are going to be 

determined on MMORPGs. 

Semiotic analysis (define as “the study of signs”) is rarely considered a field of study in its 

own right, but is used in a broad range of disciplines, including art, literature, anthropology, 

sociology, and the mass media. Semiotic analysis looks for the cultural and psychological 

patterns that underlie language, art and other cultural expressions. (University of Colorado 

Denver)  

Semiology theories divided into sub-groups and sub-groups have own theorists. The creators 

of modern semiology are Ferdinand de Saussure
1
 and Charles Saunders Peirce, but when we 

talk about semiotic analysis of films, Roland Barthes’ or Christian Metz’s
2
 theories should be 

based on. 

                                                           
1
 The smallest unit of analysis in Saussure's semiology is the sign made up of a signifier or sensory pattern, and 

a signified, the concept that is elicited in the mind by the signifier. Saussure emphasized that the signifier does 

not constitute a sign until it is interpreted. Like Plato, Saussure recognized the arbitrary association between a 

word and what it stands for.(University of Colorado Denver, 11.04.2010) 

2
 For Metz the idea of literature and cinema  languages are not the same. Cinematic language is the set of 

messages whose matter of expression consists of five tracks or channels(Stam, Burgoyne and Flitterman-Lewis 

38)  
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For Ronald Barthes, “Myth” has in fact a double function: it points out and it notifies, it 

makes us understand something and it imposes it on us... Myth is... defined by its intention... 

much more than by its literal sense... In spite of this, its intention is somehow frozen, purified, 

eternalized, made absent by this literal sense (Chandler).  For Barthes this is ideological 

impress but we can add cultural impressions (of course ideology and culture are 

simultaneously ongoing) to his theory. 

 

 

10.a.a. Data Analysis  

I will heavily depend on textual analysis (Questionnaire) but the last part of the study I will 

use semiotic analysis which is a kind of visual analysis method. My visual material will be 

analyzed to support the findings of textual analysis. 

For getting accurate results I need to Questionnaire. Thanks for this survey I can find the 

online game community in Turkey. The survey involves the questions which are about online 

gaming, social gaming and game websites. It is possible to find the addiction test in it.  

 

10.a.b. Advantages of Online Survey    

Researchers in a variety of disciplines may find the Internet a fruitful area for conducting 

survey research. As the cost of computer hardware and software continues to decrease, and 

the popularity of the Internet increases, more segments of society are using the Internet for 

                                                                                                                                                                                     
(a) moving photographic image,  

(b) recorded phonetic sound,  

(b) recorded noises,  

(c) recorded musical sound, 

(d) writing 
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communication and information. Thousands of groups and organizations have moved online, 

many of them aggressively promoting their presence through the use of search engines, email 

lists, and banner advertisements. These organizations not only offer information to 

consumers, they also present opportunities for researchers to access a variety of populations 

who are affiliated with these groups. (Wright) 

10.a.c. Disadvantages Associated with Online Survey Research 

As discussed above, online surveys offer many advantages over traditional surveys. However, 

there are also disadvantages that should be considered by researchers contemplating using 

online survey methodology. Although many of the problems discussed in this section are also 

inherent in traditional survey research, some are unique to the computer medium.  

For Michelle Langley, unlike a study in which the researcher is interviewing a subject, online 

surveys depend on people to be honest about basic demographic information such as age, 

gender and race. Since people are not always honest, this can create inaccuracy in the data. 

Surveys that are sent to individuals who have been prescreened will not suffer from the same 

degree of inaccuracy. Moreover this, technical problems can affect the user experience, and 

subsequently the quality, of online surveys. Pages can time out and servers can become 

overloaded. Surveys can have technical problems  that are not apparent until significant errors 

begin to show up in the data. Individuals may be able to submit surveys twice, leading to 

errors in the data. Online surveys that are not sent to specific individuals selected as part of a 

sample pool do not have a random sample. Rather, they are targeted toward individuals fitting 

a specific demographic who will self-select depending on their interest in the product or 

topic.  (eHow – Discover the expert in you) 
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11. Findings of the Survey 

 

When we take a look to my survey, I see that the gamers can choose different types of games, 

such as MMORPG gamers play also social games or free games. The following schemas will 

demonstrate the gamers and their choises on this topic. 

 

  

                  MMORPGs     Social Games 

                                Free Games 

 

Gamers who play MMORPGs and Social Games: 22, MMORPGS and Free Games:14 at last 

Social Games and Free Games: 19. 

Something we should remember about the social gaming: Generally, people do not play the 

social games because of the changing of the trends on social media. We all know social media 

is shaped by the trends also it shapes the trends so on agencies and brands need to create 

short-term policies for social media, because they need to keep the user attention. Last year 

people were playing Farmville more than lots of games but today people choose The Sims 

Social on Facebook. It is also about the ads but social media is the show time for people and 

we should remember that the new one is always preferred by the users. After these we shoul 

look at the statistics/answers about the social games in my survey: 

22 

14 19 
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During my survey all the people reminded me to keep in my mind the trends on social media 

and this statistic explains why they all time said that. Trends are two sided process I think, 

because both people and media direct each other thank to trends and new games come out. 

We all know that social games are easier than the Massively Multiplayer Online Role-Playing 

Games. Because on Facebook we see the “our environment” which has offline touch (friends, 

campaigns,..etc.) But, on virtual world it is not possible to see your friends with their own 

identity. And this is the breaking point between social games and MMORPGs.  

According to Jeremy Phillips, MMORPGs (‘massively multiplayer online role-playing 

games’) are typically highly interactive online computer games in which ‘worlds’, populated 

by players through their game personalities (‘avatars’), are created and regulated by a game 

controller. Players do not so much buy the game as subscribe to it on a monthly basis. Control 

of the games, which know no international borders, is exercised through licence schemes that 
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generally purport to protect the game creator's intellectual property in its software and trade 

marks—but which generally also inhibit or prevent players from exercising intellectual 

property rights in the characters and materials they create in the course of games.   (427)  

In these great virtual worlds, people can create their own communities. During the 

conversations with the gamers I had the chance to learn their aims of these games and they all 

gave the same answer: Strategy creating and fight with the team. This is very the important 

point because of the aim. In MMORPGs people kill the characters which give damages to 

their colonies but their priorties are to work/fight together, and how to become a great team or 

a leader (if they play without a team). Killing or violance is are not their aims of these games, 

people come together in a fantastic world, make their character and start to watch it, also they 

make a group and work together for their common interests. Does not look like the real 

world? Because of these in “Confronting the Challenges of Participatory Culture” Jenkins, 

indicates the term Media Literacy which shifts from individuality to community with 

Participatory Culture and this process is more than just the technological developments (7). 

Moreover this the new leaders are being prepared by games and this situation cannot be 

explained by just technological developments too.  

In Turkish little game community MMORPG players are not as many as Social Gamers. But 

their numbers are going to be increase. And on this process I agree with Jenkins about the 

idea - games can be education tools. Because reading, writing or singing can be affective for 

learning but human cannot forget what he/she creates. Jenkins encourges the idea of games 

should be a part of education and he proves that idea giving examples from the real life. When 

they asked to a student how he knows lots of things about history of Rome, the answer was so 

simple. The student was good at Ceasar III game. (43) Surprisingly point is, before this game 

the student didn’t fancy history and wasn’t succeed at all.That’s why Jenkins believes timing 
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is so important for revision of education and this should be done in a very short time. The 

urgent problem of education meaning is just texts and direct speech these days. 

On MMORPGs, World of Warcraft is the most popular game in Turkish game community. 

During my survey, I made lots o conversations with people who play MMORPGs. Lots of 

users start playin MMORPGs with their friends. Before the creating the community, people 

start this game with a real little community. But we should remember the one very important 

thing: These people are not a kind of nation they just come together for an aim and then after 

the processes about these games their community type changes. Because friendship rituals and 

game rituals are not the same… Especially in World of Warcarf gamers, creating rituals is 

necesarry process because they create the strategy and come together. Their unity is important 

for themselves also for the other gamers in the game. For demonstrating their unity and 

success they use the blogs. By sharing photos and lists they prove their success in the game 

and show everyone who play the game. And for the World of Warcraft gamers, this game is 

universal because of the game groups. Lots of people from every place of the world come 

together in a one specific place, and they become little groups in the game from another 

countries. During the game they talk about their strategy and success. This is the most 

important point of these types of games.   
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I made some explanations about the game community and came culture in Turkey above. 

During this process I just talked about the how many people play the game, and numbers are 

my basic informations. But during my survey in questionnaire I asked the users their 

addictions. In a weekday and weekend, gamers play maximum 2 hours.    
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And in this survey I was able to learn that people play games mostly at home (%90 of the 

gamers play the game at home) and in job. These datas are the another important ritual for 

game community in Turkey. And on the other hand it is hard to say that  gamers are addicted 

to the game. When I look at the findings of the survey, people the addiction analyse questions 

demonstrate the situation of Turkish gamers. 

 

When we talk about sex, in Turkey it is possible to find the equality between women and men. 
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In Turkey, the game community, women and men have same interests to games. From this 

point, in online games it is hard to make distinction between women and men community. 

Game community in Turkey, gamers ages are in the category of young adults: 25-34. This 

data is similar as the American game community too. (Williams, Yee and Caplan 7). The 

survey which was became real in USA, the young adults are the most important part of the 

game community. The same situation is valid in Turkey.  The game community do not think 

that game is for children. On this point we should remember that the game is a social function 

and it is not about the age of human. (Huizinga) 
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The last but not the least about the survey is the gamers’ education. The %52 of gamers in 

Turkey have bachelor degrees such as USA. 

  

12. The Sims Social and World of Warcraft and The Semiotic Analysis of the 

Games 

12.a. The Sims and The Semiotic Analysis of the Game (with the term “Sign 

Value”) 

Before the semiotic analysis of these games, we need to remember their history. I think we 

need to take a look to the great game: The Sims. 

The Sims is just such a game. It is a game where the player controls the actions and behaviour 

of individual characters (Sims) within a community. Sims live alone or in family groups, in 

homes that must be furnished and made comfortable. They may go out to work, or stay at 

home. They must interact with others, make friends, form close interpersonal relationships. 

They may marry,or move in together, have babies, or care for children. If their basic needs are 

not met, they will die, or at least fail to thrive. (Nutt and Railton, 577). 

 It is a created by Will Wright and distrubuted by the EA Games. Will Wright is well-known 

for gamers because of the SimCity.  The idea of creating Sims, was born in 1996 Oakland 

Fire. In this fire Wright, lost the majority of his all assets. After this painful experience he 
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started to rebuild his life with his family and during this process he found out this life building 

simulations.(Wikipedia – The Free Encyclopedia)  

 

12.a.a.The Main Sims Series 

The Sims 

The Sims is the first game in the series. Developed by Maxis and published by Electronic 

Arts, it was released for Microsoft Windows in February 2000. The game uses isometric 

projection and features open-ended simulation of the daily activities of one or more virtual 

persons ("Sims") in a suburban area near SimCity. Seven expansion packs and two bonafide 

deluxe editions with exclusive content have been released for this game. It was repackaged in 

several different formats and different versions of it were released on several different 

platforms.  

The Sims 2 

Electronic Arts released The Sims 2 on September 14, 2004. The sequel, developed by Maxis, 

takes place in a full 3D environment as opposed to the dimetric projection of the original 

game. Sims also age through six life stages from infancy to old age and subsequent death. 

Another major feature is the aspiration system. Each sim exhibits wants and fears according to 

their aspiration and personality. Consequently, the level of the aspiration meter determines the 

effectiveness of a sim at completing tasks. Aspiration points are acquired through the 

fulfillment of wants, which could, in turn, be used to purchase aspiration rewards. In addition, 

the game features clear days of the week with weekends when children could stay home from 

school, vacation days when adults could take time off work. 
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The Sims 2 is set some 25 years after the original game. For instance, the Goth family has 

aged significantly with Bella Goth mysteriously vanishing in the 25-year period. Because the 

entire game has progressed from 2D sprites to 3D models, all content in The Sims 2 had to be 

created from the ground up. Due to this, The Sims 2 was not made backwards-compatible 

with any content from the first generation of the main series. However, some objects and 

features from the original series were remade for this sequel. 

Electronic Arts has released eight expansion packs and nine stuff packs for The Sims 2. Over 

400 exclusive items have also been released for this game via The Sims 2 Store. In addition, 

exclusive items including pre-order items have been released over the life cycle of this 

generation. All of these releases constitute the second generation of the main series. It is noted 

that development of this generation was handed over from Maxis to The Sims Division 

sometime during 2008, with the former studio focusing its resources on its next project — 

Spore. 

 

The Sims 3 

Electronic Arts released The Sims 3 to retailers worldwide and available by digital download 

on June 2, 2009. The sequel, developed by The Sims Studio, was announced by EA in 

November 2006. The game is set 25 years prior the original game, and features an open, 

seamless neighborhood, improved tools for sim creation, enhanced build and buy mode 

functions, and the introduction of wishes and goals. The game also introduces a new form of 

directed game play through small, step-wise goals presented as opportunities to which the 

player may choose to pursue or refuse.  

Five expansion packs and four stuff packs have been released as of November 2011 for the 

third generation of the series. The next stuff pack, The Sims 3 Master Suite Stuff, and the next 
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expansion pack, The Sims 3 Showtime, will be released in early 2012. In addition, many 

items are available online for additional fees at The Sims 3 Store. The core game and its 

associated releases constitute the third generation of the main series. (Wikipedia – The Free 

Encyclopedia) 

12.a.b. The latest version: The Sims Social 

The Sims Social is a Facebook addition to the Sims series of videogames. It was announced 

during EA's 2011 E3 press conference. As with the original Sims games, this addition lets 

users create their own customizable characters. In this version, though, players use their 

characters to interact with those of their Facebook friends. The characters can develop likes or 

dislikes for other sims, creating relationships that are advertised on the users' Facebook pages
 

Many previous users of the game. (Wikipedia – The Free Encyclopedia) 

 

For Nutt and Railton, it is also worth emphasizing that the model of life represented in The 

Sims is one that appears to reflect fairly traditional capitalist and patriarchalvalues. A key 

characteristic of the game, for example, is the acquisition of goods. Relationships can be one 

of the ‘tools’ in the game for enhancing career opportunities and increasing income, which 

then makes it possible for the player to enhance the ‘lifestyle’ of the characters, and 

households. This may offer an example of the ‘ambivalences’ of contemporary life identified 

by Bauman (1992) where ‘communal needs’ are ‘translated into individual acts of 

acquisition’. The game, therefore, can be seen, in some senses, to work best when traditional 

real-life conventions are adhered to. (586) 

Through this representation, I have to make an analysis about the demonstration in the game. 

And we should remember the term is called: Sign Value, by Baudrillard. This term is derived 

by the Use Value, by Marx and of course it is about Capitalism.  
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In 18
th

 century, during the establishment process of Liberalism, John Locke was supporting 

the liberty of goods and equity of rights for his theory and without doubt these are the roots of 

Liberalism (Örs). But today we cannot talk about the Liberalism which belongs to 18
th

 

century; because of the modernization all societies and political thoughts have been changed. 

Today it is possible to talk about the consumption society and Capitalism too, just like 

Baudrillard. 

 

Consumption is the most important term of Capitalism and Baudrillard pays attention for this 

term and society. He creates his theory about consumption and the term of sign value from 

Karl Marx’s “Use Value” term. Karl Marx uses the “use value” term firstly in his A 

Contribution to the Critique of Political Economy book, and he defines “Use-value”  as an 

aspect of the commodity coincides with the physical palpable existence of the commodity 

(Marx). Baudrillard rejects this idea because he thinks that economy is not the only dimension 

of social classes, so people need to show their status with objects. In Capitalism, the common 

noun object changes into proper noun (Ob-jicere), so the object is in the ascendant so, this 

situation makes it valuable and lots of times it has not got use value. The Ob-jicere shows the 

status of that person/family between upper and lower class, and also it symbolizes the sign 

value of that person in both classes. Sign value is not restricted as an object, it needs relations 

among the people who can manage a company or govern (or/and help to govern) the state. 

(Baudrillard 59-60). Ob-jicere does not need to be a simple object for Baudrillard; clothes, 

jewels, cars and even houses can be the object and symbolizes the class of people.  
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In The Sims, entirely people choose the clothes, hair and design of their house for 

demonstrating their style or just watching themselves. This situation helps people to show 

their sign values in the game. Especially in The Sims Social it so meaningful, because people 

can come together and see each others styles and houses. From this point, The Sims becomes 

a social phenomenon among all the users.  

 

We all know, The Sims is one of the most popular games in the world. When I was a young 

girl I was playing Simcity and create the city was a greatful idea for me. After than we meet 

the Sims and new versions of Simcity. Life building is more attractive than the city building. 

We all know, people can become a City Manager but cannot become a God, and The Sims 

gives this chance to us. You choose your sim, give talents to it and make life for it. The view 

is the point of this process I think, because, some people need to see her/his sim from the top, 

some of them think that it is the mirror of her or him. The Sims Social is very powerful game, 

first of all it uses The Sims system and add to this it uses the Facebook, so during this game 

people need to be social. Need friends, need help and life. In real life people need these, in 

The Sims your sim needs the people whom are created by yourself but in The Sims Social 

every player need their real-life friends. This is the most important point of this game.   

 

My sim, looks like me. Some people loves create sims, which look like themselves, some of 

them not. So, we need to categorized the people’s choices. 

When I start to analyze The Sims Social, I think ”the demonstration” process is very 

important in this game. To create the concept, make your sim’s life and start to direct, is a 

kind of life writing. And I see the Capitalism of course! The new furniture, the hair styles and 

the fashion is very important in The Sims Social. New Year, Halloween, …etc. are always 
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celebrate. And of course all time you want to re-edit your life, furnitures and style. On this 

point the beautiful Sims effects can be seen. (Not as good as PC edition but really good for 

Facebook games).  

 

This is my sim and my house. I always wanted a study room such as in the game. In this 

house people can see my life style too.  

Flaunting is very popular bad behaviors of people but they cannot stop it. In this game all 

people can do this by playing too much. So, in The Sims Social, we cannot restrict the people 

behaviours by country because all gamers are encouraged to pay more. 

The own culture is not very affective in this process, we need to talk about the game’s own 

culture and community in such these games. So, the myths are belong to The Sims Social not 

just a country or a human. With 27.300.000 monthly users, The Sims Social created its own 

nation too. (Facebook – The Sims Social App)  
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12.b. World of Warcraft and The Semiotic Analysis of the Game (with the 

term “Sign Value”) 

 

Nearly all fantastic games roots come from “The Lord of the Rings” series, such as World of 

Warcraft game. The Lord of the Rings is a high fantasy epic written by 

English philologist and University of Oxford professor J. R. R. Tolkien. The story began as a 

sequel to Tolkien's earlier, less complex children's fantasy novel The Hobbit (1937), but 

eventually developed into a much larger work. It was written in stages between 1937 and 

1949, much of it during the Second World War. It is the third best-selling novel ever written, 

with over 150 million copies sold. The work was initially intended by Tolkien to be one 

volume split into three sections. However, when Tolkien submitted the first volume 

entitled The Lord of the Rings to his publisher, it was decided for economic reasons to publish 

the work as three separate volumes, each consisting of two books, over the course of a year 

from the 21st of July 1954 to October 1955, thus creating the now familiar Lord of the 

Rings trilogy. The three volumes were entitled The Fellowship of the Ring,  The Two Towers 

and The Return of the King. Structurally, the volumes are divided internally into six books, 

two per volume, with several appendices of background material, much abbreviated from 

Tolkien's originals, included at the end of the third volume. The Lord of the Rings has since 

been reprinted numerous times and translated into many languages, becoming one of the most 

popular and influential works in the field of 20th-century fantasy literature and the subject of 

several films. (Wikipedia – The Free Encyclopedia) 

 

World of Warcraft is based on a classic formula inherited from massively multiplayer online 

role-playing games (MMORPGs) that has been available for many years. This game genre 

itself descends from earlier pen-and-paper role-playing games such as Dungeons and Dragons 

(Fine, 1983). But whereas the game genre is clearly not novel, WoW managed to expand its 

http://en.wikipedia.org/wiki/Epic_(genre)
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appeal significantly. After its launch by Blizzard Entertainment in November 2004, it became 

rapidly clear that WoW was going to surpass its predecessors’ size and success: The game 

sold out during its first store appearance, attracting more than 240,000 subscribers in less than 

24 hours (more than any other PC game in history), and its subscriber base progressively 

expanded to 1.5 million in March 2005, eventually reaching 6 million. As in previous 

MMORPGs, WoW players first create an alter ego by choosing from eight races and nine 

character classes.  

 

The character classes can be roughly divided into types using familiar MMORPG archetypes 

(Yee, Nickell and Moore, 283) “melee”classes that have to “tank” (take damage from) 

monsters (e.g.,Warriors), “ranged” classes attacking from a distance with a bow or a gun 

(e.g.,Hunters), and “casters” using various forms of magic, be it for “dps” (high damage per 

second, such as a Mage) or for healing other party members (e.g., Priests). WoW also has 

several “hybrid” classes combining two or more of these general abilities,at the cost of being 

less proficient in each than a specialist of the same type (e.g.,Paladins are a combination 

tank/healer but neither as good in melee as a Warrior noras proficient at healing as a Priest). 

Players must also pick a “faction” to fight for: either the Alliance or the Horde. The Alliance 

is comprised of the Night Elves, Humans, Dwarves, and Gnomes; the Horde is comprised of 

the Orcs, Trolls, Taurens, and Undeads. Two of the nine classes are faction specific: Paladins 

can only be played with the Alliance, and Shamans are restricted to the Horde. Choosing a 

faction affects a player’s experience significantly.  

 

On all servers, characters cannot communicate across factions: The text typed by a Night Elf 

for instance is automatically translated into gibberish by the system such that an Orc nearby 
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will not be able to understand it. The only way to communicate across factions is through 

gestures (e.g., “/smile,” “/wave”). On player-versus-player (PvP) servers, the impact of 

factions is even more important: In most of the game world, players can attack members of 

the opposing faction at will. On player-versus-environment (PvE) servers, player-versus-

player combat is consensual, and players must turn on a “PvP flag” to signal their intentions 

and enable other players to attack them. Once their character is created, players can begin 

questing in Azeroth, a medieval fantasy world broadly inspired from the works of authors 

such as J. R. R. Tolkien. Azeroth is an extremely vast and richly detailed 3-D environment. 

Players can fight dangerous creatures (which as mentioned earlier may include other players) 

and explore the game’s two continents alone or in the company of others while undertaking 

quests. The game allows players to form temporary parties of up to 5 people to tackle the 

most difficult quests and “raid groups” of up to 40 people for high-end “instances” 

(dungeons). Completing quests and killing “mobs” (monsters) allows them to earn 

“experience points” and reach progressively higher levels (60 is the current maximum), 

improving the abilities of their character and acquiring powerful items along the way. The 

players also often join “guilds,” a more permanent form of association than the temporary 

quest groups. A guild allows its members to differentiate themselves from others with a “guild 

tag” below their name and by wearing a custom “tabard” (a shirt with a color and icon 

selected by the guild officers). Guilds also have Access to a private group chat channel shared 

between the members. They are usually described as the place where most of a player’s 

important relationships are formed and frame a player’s social experience in the game —a 

hypothesis tested in another contribution to this special issue. (Yee, Nickell and Moore 284) 
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During my research about the MMORPGs –especially WoW- through the internet, I was able 

to examine the blogs and forums. Moreover these made conversations with people who play 

MMORPGs. 

For example; when I investigate the global websites; 

 

http://www.mmorpg.com/  is one of the most effective blogs on game community. All news, 

blog posts, photos, forum and videos can be found at here. Also through this blog I can easily 

find the datas of game world. 

http://www.onrpg.com/ is a great source for MMORPGs. In the website it is possible to find 

the articles about games. 

http://www.mmorpg.com/
http://www.onrpg.com/
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Best pages for WoW are: 

World of Warcraft Universe Guide  http://www.wowwiki.com/ .  

Also, a very good blog about the game is Blessing of Kings : 

http://blessingofkings.blogspot.com/  

From Turkey; 

Alive in Games, http://www.aliveingames.com/ , can be given for an example. When I look 

into Turkey, it is very hard to find very comprehensive  website or blog such as 

http://www.mmorpg.com/ but it is possible to find   effective game blogs which are created 

for a game such as World of Warcraft: http://www.wow-tr.com/ 

Through these datas, it is possible to see the demonstration of success. And of course The 

Sims and the WoW’s different views can be seen on this point. The sign value in WoW is to 

explain your strategy and how did you make this success story to others. Moreover these, the 

success is belong to your team (guild)  and it is hard to say that personalization is not the first 

aim in this game. Strategy making, become a group and of course become a leader make 

people more patient and ready to direct roughly on daily life. 

From this point we should talk about the character choosing on World of Warcraft. Opposite 

to The Sims (Social) people choose their characters differ from themselves. This is not about 

to show their hidden feelings/realities; this is just about the aesthetic concerns. We all know, 

WoW is a long-term game and during the game period people want to see beautiful things and 

creatures. So, especially man gamers choose female characters during the game. If they 

preffer male characters, their choice is always the most powerful one for getting more success 

in the game. (Pic. 1: Tauren, Pic. 2: Elf)  

http://www.wowwiki.com/
http://blessingofkings.blogspot.com/
http://www.aliveingames.com/
http://www.mmorpg.com/
http://www.wow-tr.com/
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Players of WoW, think that this game is about taking responsibility and during the game if 

you Play vs. Earth, people must be work for everybody in the guild. Apart from The Sims, 

World of Warcraft is about creating the strategy and defend your life against to everyone.  

Because of these when we look at the myths from the eye of Barthes, it is hard to sa that the 

cultural process in this game. More than the culture and more than the demonstrate your 

furniture or style. It had a very simple aim: To be alive and make success for all people in the 

guild. It is under the culture, this is the second step of the Maslow Pyramide (The Grey Zone). 

So, the gamers need to be very powerful and need to be seemed very powerful in this game. 

Because of this, the gamers have lots of characaters and they absolutely create one powerful 

character such as Taurens. 
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13. Conclusion 

 

 

When I started to this thesis I had a question need to find the answer:  

“Is there a game nation in Turkey? And is the world created for games?” Second question stil 

has no definite answer. But people love gaming, that is true. In Turkey it is possible to say 

that: A game nation has been started. 

We need to remember that this survey is made by agency workers, gamers and students. So it 

is not cover all people in Turkey. But I was able to find very important datas about gaming 

and game nation for Turkish people. 

I asked to 215 people some questions which are about gaming and games. 171 people play 

games and 44 do not play games. These game topics are: MMORPGs, Social Games and 

games in the game websites. When we look at the internet usage, it is not so high rates and 

from this point we can find the answer why people do not play online games in high rates. 

When we look at the graphic below, we see the internet usage in a weekday. Maximum 2 

hours choice is chosen by people who stay online. 
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When we look at the weekend;  maximum 2 hours choice is the first place again. 

 

In my survey after the this question we need to learn why people use the internet. And the 

answers are mainly for to collect information, check the mails and read the news. 
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In my survey, MMORPGs are not the most preferred game topics, because of the continuity 

and also, I need to say that in these types of games people cannot become very succesfull 

immeaditely. So people should work hard on these games. So, MMORPGs are restrictive 

topic for us. Moreover this is also about Turkish culture, because people in Turkey, like to 

share their success and do not like work very hard for a game. So, this type of gaming is still 

unpopular for Turkish people. Contrast this situation, social gaming is very popular in Turkey. 

Because of the usage of Facebook and simple game styles can attract the people. When we 

remember the datas in the survey, people play games mainly at home but the second place is 

their job. And social games are short and simple, that makes easy for people playing the game 

in their job. Moreover these, social games can be played free but on MMORPGs people need 

to pay money. 
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I want to turn back about explain the Facebook usage and Facebook games. First of all we 

need to look the Socialbakers datas. (Socialbakers – Heart of Social Media Statistics). The list 

of Countries on Facebook, is belong to November 2011. Turkey is the 6th place in the list 

with 30.693.100 users. 

 

It is hard to give datas about the Turkish gamers in Facebook but forecasts of Peak Games, 

Turkey will be the one the most important actors in Facebook games. After solving the  

market problems of the country, Facebook game community of Turkey will be very affective. 

And estimated users is expected in Turkey in the year 2015, 250 million. (NTVMSNBC). But 

all the news about the social gaming in Turkey, it is hard to a great growth on MMORPGs in 

Turkey. 

 

Add to these, in my survey, The Sims Social is the most engaging game for people. The Sims 

factor is important but I should say that the Facebook is the biggest factor. During my survey 

I found that Turkish people prefer the social games rather than MMORPGs. 



67 
 

 

MMORPGs are being played by people who give importance to games. That is the critical 

point of gaming. Because if the game is the aim people can do for great things for that so, for 

gamers, game is not such a hobby, it is ths part of their life. Especially on MMORPGs, people 

need to create strategy so it is so close for creating policies, making politics…   

 

Creating strategy is the first step of both game and politics. Sometimes we need to start a little 

action or sometimes we shoul start with great action. That is just about the process, and we 

need to plan our second step. Planning and action are the gifts of the gaming and politics. 

Because of these Jenkins thinks that great gamers can become the leaders.  And gaming need 

to be supported. 

 

At the start of this thesis I wondered to learn that is there any game nation in Turkey and find 

the rituals, metaphors and myths of the most playing online games.  

 

During this process, understanding the gamers is very important point for understanding the 

game nation.  

After the survey, I found the usage of the internet, gamers estimated time in online games. I 

have shown that understanding games as metaphors is both effective and applicable to a wide 

variety of games.  

 

I think one of the important things in online games is, demonstration process, especially we 

can see the differences between the social games and MMORPGs. And survey respondents 
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like playing the Sims Social for this. People like to show their abilities, ideas, success and 

furnitures too. Especially in Sims is the greatest area for this process. I would like to make a 

connection Baudrillard to Turkish culture but this would be a big mistake. Because nearly in 

every culture being a modest is always great thing but nearly all people do not like this. Also 

in game community the success is the greatest thing to show, so nearly all gamers like to 

share their success to their whole world.  Also we should remember Roland Barthes in this 

process. Studium and Punctums are seen in these games and also they are shaped by players 

and the games.  So, gaming is a kind of re-shaping for everything. Changing yourself, 

changing your community and changing your points than the second process starts: 

Demonstration. People makes lots of thing for the games, at the end of the part/game people 

need to share their success to all people who they know. And this process can be named as 

Studium. The success, the points and the community! The other part is about re-shaping and 

changing your everyday life is the Punctum part. Because the changing on person can be seen 

by the other people but this is effective for the person, who decided to change her/his lifestyle: 

The life can be shaped by the game. 

 

From this point we need to remember Huizinga and his well known theory is called Homo 

Ludens. My research is very restrictive for talking about the common but in Turkey, people 

who like gaming do not feel themselves such as homo ludens. Game is not the first place in 

their life, also they do not think that their lifes are directed by the game. But gaming is very 

effective idea for people. Because games are people’s virtual world and they could be 

changed by people and people can be changed by them. Between online and offline worlds we 

can see a transparent area but they are little different each others. We direct our life and 

change lots of things in our life such as on the games. Sometimes during our life we create 

games for thinking differently.  
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Games make our life easygoing, because they create areas for our lifes. But Huizinga thinks 

that we create life during our gaming process and I think it is so possible for lots of people 

and cultures. 

 

Henry Jenkins, has modern view about this topic. Because he thinks that gaming is the greates 

process for human being and the new (especially American) community.  He does not support 

the Homo Ludens idea but he thinks that communities need more games. On education, on 

business, etc. Because games create the different lifes and ages. Thanks to games children can 

learn lots of things about their history. When children start gaming, their learning process 

starts. During the games they can create something and directs lots of things. So, they start to 

learn every moment of the game. Jenkins asks people “Why don’t we give education to our 

children with games?”. Also, he supports his arguements with datas about learning process 

and gaming.  

The new culture and the new generation can be ready lots of things earlies with games. I think 

Jenkins’ ideas need to be thought.  Thanks for games we can see new leaders earlier. And this 

situation is very important and very good for community, culture and country.  True direction 

can make children –not just gamers- great leaders. 

For Turkish gamers, “direction” is not the true word, because when we look at their jobs it is 

possible to see that gaming is the part of their lifes. But this part of their life can be a hobby or 

job. (People from the agencies and students of universities are answered my questions in the 

research.) From this point in my research  the respondents of the survey find games useful. It 

is not a kind of addiction and negative process.  
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I would like to add children answers to my research. But in Turkey, it is not possible to find 

lots of children who play effective online games. I think they prefer consol games and their 

choices are mostly football games. I think they need to meet effective games which do not 

only entertain them. But in Turkey people has not started to introduce the new generation to 

games as an education tool.  

 

So, gaming is still an entertain tool and very useful. But we are waiting to see the effective 

process of games in Turkey. 
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Questions of the Survey 

 

Aşağıdaki anketin amacı internet kullanıcılarının oyunlara ve oyun oynamaya yönelik davranışlarını 

incelemektir. Bu çalışmada istenen kişisel bilgiler ve yanıtlarınız gizli kalacaktır. Ankete gösterdiğiniz 

ilgi ve katkılarınız için teşekkür ederiz. 

 

1. İnternet kullanıyor musunuz? 
 

□ Evet              □ Hayır 

 

2. Ne kadar süredir internet kullanıyorsunuz?  ______________________________yıldır 
kullanıyorum. 

 

 

3. Internette oyun oynuyor musunuz? (Yanıt evet ise 4. sorudan devam ediniz, hayır ise anketi 
bitiriniz.) 
□ Evet              □ Hayır 

 

4. Internette oynamayı tercih ettiğiniz oyunlar hangileri? 
 

□ Sosyal Oyunlar (Farmville, Cityville…vb)           □ Devasa Online Oyunlar (World of Warcraft, Dark 

Age of Camelot, Silk Road…vb)                                      □ Oyun sitelerinde bireysel oynanan oyunlar 

 

5. Sosyal Oyunlar arasında aşağıdakilerden hangisi ya da hangilerini oynuyorsunuz? 
 

□FarmVille 

□Texas HoldEm Poker 

□Cafe World 

□Treasure Isle 

□Mafia Wars 

□Restaurant City 



80 
 

□CityVille 

□Farm Town 

□Happy Pets 

□Island Paradise 

□Happy Aquarium 

□FishVille 

□Pet Society 

□YoVille 

□Bubble Island 

□Tiki Resort 

□Diğer ___________________ 

 

6. Devasa Online Oyunlar arasında aşağıdakilerden hangisi ya da hangilerini oynuyorsunuz? 
□World of Warcraft 

□Aion 

□Eve Online 

□BiteFight 

□City of Villains 

□Counter Strike 

□Dark Age of Camelot 

□Travian 

□Second Life 

□Omerta 

□Knight Online 

□Silkroad Online 

□Metin2 

□İstanbul Kıyamet Vakti 

□Ikariam 
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□Popmundo 

□Diğer _______________________ 

 

 

 

        

7. Nerede oyun oynamayı tercih ediyorsunuz? 
 

Ev 
1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman        

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Okul 
1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

İnternet cafe 
1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

İş  
1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Diğer ................... 
1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

 

 

 

8. Haftaiçi bir günde ortalama kaç saatinizi online geçiriyorsunuz? _________________ saat. 
 

9. Haftasonu bir günde ortalama kaç saatinizi online geçiriyorsunuz? _________________ saat. 
 

10. Haftaiçi bir günde ortalama kaç saatinizi oyun oynayarak geçiriyorsunuz? _________________ 
saat. 

 

 

11. Haftasonu bir günde ortalama kaç saatinizi oyun oynayarak geçiriyorsunuz? _________________ 
saat. 
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12. İnterneti oyun oynamak dışında hangi amaçla kullanıyorsunuz? 

Bilgi toplamak 
1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman        

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

E-posta almak ve yollamak 
1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Sohbet 
1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Sörf yapmak 
1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Ödev yapmak 
1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Alışveriş yapmak 
1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Banka/Finans/Yatırım 

İşlemleri 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Film indirmek 
1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Müzik indirmek 
1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Arkadaş bulmak 
1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Haber okumak 
1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Erotik siteleri ziyaret 
1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman        

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

İş ilanları 
1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Sağlık Sitelerini ziyaret 
1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Blogging (Kendi blogunuz 

üzerinde çalışmak) 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Başkalarının bloglarına 

yorum yazmak 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Diğer..................................

. 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman        

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 
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13. İnternette oyun oynama sürecinizle  ilgili aşağıdaki tümceler sizi ne kadar açıklıyor? 
 

Duygusal ilişkiler  kuruyorum 
1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman        

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Gerçek dünyadan daha ilginç insanlarla   

tanışıyorum 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman        

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

“Gamer” olduğum için beni havalı 

buluyorlar 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Gerçek dünyadan tanıdığım birine 

rastlıyorum 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

 Arkadaş buluyorum 

 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

 Yeni insanlar tanıyorum 

 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Hayata karşı güçlü durma duygumu 

geliştiriyorum 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Kendimi olduğumdan daha başka bir 

kimlikle tanıtıyorum 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Kendimi bir gruba ait hissediyorum 

 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Başkalarından çeşitli konularda destek 

alıyorum 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Farklı konular hakkında bilgi topluyorum 
1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Yeni fikirler arıyorum 

 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Keyif alıyorum 

 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Heyecanlanıyorum 

 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Eğleniyorum 

 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 
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Rahatlıyorum 

 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Hayata bakış açımı genişletiyorum 

 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Yeni oyunlar hakkında bilgi ediniyorum 

 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Ulaşılması zor insanlara daha kolay 

ulaşıyorum 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman        

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Oynadığım oyunlar  hakkında taktikler 

öğreniyorum 
1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman 

Oyun oynamak dışında meşgul olduğum 

işler, oyun oynamama engel oluyormuş 

gibi hissediyorum  

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Oyun oynamadığım zaman, biran önce 

oyun oynayabilmek için sabırsızlanıyorum 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Oyunda fazla kaldığım zamanlarda, 

‘birkaç dakika daha’ diyerek, netten 

çıkmayı erteliyorum. 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Oyunda geçirdiğim zamanı azaltmaya 

çalışıyorum ama başaramıyorum 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Oyunda bu kadar zaman ne yaptığım 

sorulduğunda sinirleniyorum 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Oyun oynamadığım zamanlar bana sıkıcı 

ve keyifsiz geliyor 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Oyun oynarken rahatsız edildiğimde 

sinirleniyorum 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Planladığımdan daha fazla oyunda 

kalıyorum 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Geceleri geç saatlere kadar oyun 

oynadığım için uykusuz kalıyorum 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Kendim gibi oyunda yer alan kişilerle 

arkadaşlıklar kuruyorum 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Açıkhavada geçirdiğim zamandan daha 

fazlasını oyun başında geçiriyorum 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 
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Oyun oynama alışkanlığım yüzünden 

okulumda/işimde sorunlar yaşıyorum 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Yakın çevremdekiler oyunun başında 

fazla zaman geçirmemden şikayetçiler 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Oyun tutkum yüzünden ev ile ilgili 

sorumluluklarımı aksatıyorum 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Oyun başında geçirdiğim zaman miktarını 

başkalarından saklıyorum 

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Oyun oynayarak sorunlarımı unutuyorum  
1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 

Oyun oynamadığım olmadığım zamanlar  

sinirli oluyorum, oyuna döndüğümde bu 

duygu kayboluyor.  

1>Hiç bir zaman  2>Nadiren  3> Bazen    4>Sıksık   5> Çoğunlukla      6>Herzaman         

           ⁯                 ⁯             ⁯           ⁯                 ⁯               ⁯ 
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