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Abstract

This research was conducted to determine the relationship between the
About the Article social-emotional well-being and psychological resilience of preschool

children and their tendencies toward digital play addiction. The study was
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and Psychological Resilience Scale” and the “Digital Play Addiction
Tendency Scale” were used as data collection tools in the research. As a
result of the research, it was found that the levels of social-emotional well-
being and psychological resilience of children were high, while tendencies
toward digital play addiction were moderate. There was a moderate,
negative, and significant relationship between children's social-emotional
well-being, psychological resilience, and tendencies toward digital play
addiction. Accordingly, as the social-emotional well-being and
7" > psychological resilience of children increase, tendencies toward digital
Digital play addiction play addiction decrease. It was determined that the relationship between
Preschool children children's social-emotional well-being, psychological resilience, and
tendencies toward digital play addiction differed based on gender and
daily screen time variables but not based on age.
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The preschool period is a critical time that prepares children to observe and understand themselves and
their surroundings (Bagdi & Vacca, 2005). Interacting with individuals in their social environment
positively influences many skills of children and directly affects their well-being (Marbina et al., 2015).
Well-being implies positive physical and mental health, attachment, and self-regulation skills.
Additionally, it contributes to efficiently managing feelings of happiness, patience, self-assurance, and
satisfaction. Children with strong well-being learn how to express and manage their emotions, leading
to the development of their self-confidence (Graham & Fitzgerald, 2011). Furthermore, when children
develop a strong sense of well-being, they excel in understanding and managing the emotions of
themselves and others, displaying emotional responses through their mental capabilities, reasoning, and
verbal expression skills, surpassing their peers (Bernard, 2008). Positive communication, self-
confidence, attention, and social-emotional problem-solving skills are considered essential for
enhancing well-being during the preschool period (Shonkoff & Phillips, 2000). This ensures that
children’s well-being is supported in a healthy manner by individuals in their social environment.

In addition to well-being, other crucial skills that preschool children need to acquire are emotional
regulation and social skills (Ashdown & Bernard, 2012). Emotional regulation and social skills are
considered fundamental developmental tasks expected of preschool children (Hamaidi, Mattar & Arouri,
2021). Being strong in these critical skills is referred to as resilience (Howell et al., 2010). The ability
of an individual to adapt to changes in their life by interacting with negative situations, risk, and
protective factors is defined as psychological resilience (Karairmak, 2006). The adaptation shown by
children in the face of adversity contributes to their physical and mental development (Chen et al., 2021).
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According to research, individuals with high levels of psychological resilience possess developed social
skills (Garmezy, 1993), can adapt quickly to new situations (Siebert, 2005), and are effective problem
solvers with high self-confidence (Martin & Njoroge, 2005), capable of controlling and being aware of
their emotions (Capan & Aricioglu, 2014). Psychologically resilient children excel in resisting stress
and distress, coping with uncertainty and change, and recovering faster from traumatic events (Newman
& Blackburn, 2002). On the other hand, the relationships that children establish and maintain in their
families and schools are critically important for determining the level of resilience a child will
demonstrate (Ziobro, 2018). Risk factors such as family breakdown, parental losses (Greeff & Ritman,
2005), natural disasters, societal traumas (Walsh, 2020), negative childhood experiences (Lloyd et al.,
2022), socio-economic inadequacies, poverty (Masten & Narayan, 2012), childhood illnesses
(Nakashima & Canda, 2005), and parental illnesses (Pilowsky et al., 2004) are seen as factors that
negatively affect psychological resilience in the development of children during the preschool period.

Another factor among those influencing the social-emotional well-being and psychological resilience of
children is technology (Prime et al., 2020). Digital plays commonly played by preschool children are
simulations that incorporate visual and auditory elements using computer technologies, involving
defined settings, durations, conditions, and a variety of tools (Erbay, 2021). In a study conducted with
preschool children in Turkey, it was found that one out of every five children showed a tendency toward
digital play addiction (Budak, 2020). Digital play addiction is defined as the compulsive and excessive
continuation of playing plays despite experiencing social and emotional problems resulting from the
play (Lemmens et al., 2009). Individuals with digital play addiction experience common issues such as
anger, unmet physical and socio-emotional needs, emotional changes, restlessness, and confusion when
deprived of these plays for an extended period of time (Griffiths & Davies, 2005). According to the
American Academy of Pediatrics, prolonged exposure to media can lead to problems such as obesity,
expressive language issues, anxiety, and sleep problems (Akt., Rosen et al., 2013). Another study found
that excessive use of technological devices in early childhood is associated with delays in social,
emotional, linguistic, cognitive, and motor development (Pagani et al., 2010). Similarly, children's early
exposure to and excessive time spent with technological devices, watching low-quality and
inappropriate content, negatively affect their cognitive functions (self-regulation, impulse control,
mental flexibility, understanding others' thoughts and feelings) (Nathanson et al., 2013). All these issues
are considered risk factors for the development of preschool children.

Toran et al. (2016) determined in their study that the age at which children are introduced to digital play
is approximately between one and four years. Especially in early childhood, individuals are in a critical
period for social and emotional development, and digital plays directly influence these areas of
development (Hazar & Hazar, 2017). Considering that the well-being of children is evaluated as one of
the fundamental components of psychological resilience (Allen et al., 2014), determining the
relationship between the social-emotional well-being, psychological resilience of children and their
tendencies toward digital play addiction is believed to contribute to the literature.

In the literature, studies examining the social-emotional well-being and psychological resilience of
preschool children in relation to demographic characteristics such as gender, age, screen time, and
various variables have been identified. For example, a study investigating the predictability of children's
values and self-regulation behaviors on their social-emotional well-being and psychological resilience
found a moderately positive relationship between children's value behaviors and self-regulations with
their psychological resilience and well-being levels (Ozbey et al., 2022). In another study exploring the
relationship between mothers' conscious awareness levels in parenting and marriage and the
psychological resilience levels of preschool children, no statistically significant relationship was found
between mothers' conscious awareness levels in parenting and the social-emotional well-being and
psychological resilience of children. Similarly, there was no significant difference between the gender
variable and the social-emotional well-being and psychological resilience of children (Balci, 2022).

In studies related to the tendency of digital play addiction, Golge (2022) found that preschool children
who prefer miniature toys have a significantly higher tendency toward digital play addiction compared
to those who prefer other types of toys. Additionally, it was determined that the tendency of boys toward
digital play addiction is significantly higher than that of girls, with no significant difference based on
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age. A study examining the relationship between parental attitudes and children's tendencies toward
digital play addiction found that as the level of parents' democratic attitudes increased, the tendency of
children toward digital play addiction decreased (Akuzum et al., 2022). Emiroglu Irvan (2022) identified
a moderately positive relationship between the mother-child relationship and the tendency of preschool
children toward digital play addiction. In addition, it was found that the tendency of boys toward digital
play addiction is significantly higher than that of girls, with no difference based on age. In a study by
Baysan (2022), it was concluded that the levels of digital play addiction in preschool children are low,
while their tendencies toward gaming are high. Another study found a negative relationship between
children's tendencies toward digital play addiction and their social problem-solving skills in early
childhood. According to the results of the study, the level of digital play addiction in boys is significantly
higher than that in girls (Cayli, 2022). Another study examining the differences in digital play addiction
tendencies and parental guidance strategies of preschool children found that directing children to digital
devices and free parenting strategies significantly predict children's tendencies toward digital play
addiction. As another result of the study, it was determined that the tendency of boys toward digital play
addiction is higher than that of girls (Guzen, 2021). In a different study within the same age group, a
significant, high, and negative relationship was found between children's digital play addiction and
emotional intelligence (Unsal, 2019). In the same study, it was observed that girls are more digitally
addicted than boys. Additionally, Akaroglu (2022) examined the predictability of parenting attitudes
and social-emotional well-being for digital play addiction in children aged 6-13. The study found that
an authoritarian parenting attitude significantly predicts the tendency toward digital play addiction.

It has been determined that studies on the social-emotional well-being, psychological resilience, and
digital play addiction tendencies of children are conducted with children in the second childhood and
adolescence period (Afriwilda & Mulawarman, 2021; Bohnert & Gracia, 2021; Dursun & Capan, 2018;
Jeong et al., 2017; Kim & Jeong, 2016; Turan, 2021). When all these studies are considered together,
no study has been found that examines the social-emotional well-being, psychological resilience, and
digital play addiction tendencies of preschool children together. It is believed that revealing the
relationship between the social-emotional well-being, psychological resilience, and digital play
addiction tendencies of today's children, defined as digital natives (Helsper & Eynon, 2010), will
contribute to the organization of various educational content such as activities, intervention programs,
and family involvement studies aimed at children. This study is also expected to contribute to improving
the quality of children’s relationship with technology. Therefore, the main purpose of the research is to
examine the relationship between the social-emotional well-being, psychological resilience, and digital
play addiction tendencies of preschool children. In line with this main purpose, answers will be sought
to the following questions:

1. What are the average scores of preschool children in social-emotional well-being, psychological
resilience, and digital play addiction tendencies?

2. Is there a significant relationship between the social-emotional well-being, psychological
resilience, and digital play addiction tendencies of preschool children?

3. Do the social-emotional well-being, psychological resilience, and digital play addiction
tendencies of preschool children differ significantly according to demographic characteristics
(gender, age, and daily screen time)?

Method
Model
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This study is conducted to examine the relationship between the social-emotional well-being and
psychological resilience of preschool children and their tendency towards digital play addiction. For this
purpose, the research is designed using a survey model. The study consists of both descriptive survey
and correlational survey designs. Using correlational analyses within the survey models allows for
measuring the strength and direction of the relationship between variables or predicting the impact of
one variable on another (Buyukozturk et al., 2008; Edmonds & Kennedy, 2017). In this design, apart
from the application of measurement tools planned to be used in the research, no other interventions, or
similar directions are implemented (Buyukozturk et al., 2008; Edmonds & Kennedy, 2017).

In the current research, the primary focus is on examining the relationship between the social-emotional
well-being and psychological resilience of preschool children and their tendency towards digital play
addiction. Therefore, it is considered appropriate to use a correlational model that can reveal this
network of relationships. The differentiation of preschool children's social-emotional well-being and
psychological resilience, as well as their tendency towards digital play addiction, according to
demographic characteristics, is thought to be appropriately designed in a descriptive survey model.

Study Group

This research comprises 324 children attending preschool education institutions in the province of Rize
during the 2022-2023 academic year. The study group was formed using the convenient sampling
method, which is a non-probability sampling technique (Buyukozturk et al., 2008). Demographic
information for the study group is presented in Table 1.

Table 1.
Demographic information of the study group
Demographic n %
Information
Gender Girl 164 50,6
Boy 160 49,4
Age 48-60 months 73 225
61-72 months 208 64,2
73 and more months 43 13,3
Duration of receiving pre-school 1 years 193 59,6
Child education
2 years 111 34,3
3 and more years 20 6,2
Institution type Kindergarten 147 454
Independent kindergarten 177 54,6
Daily screen time Less than 1 hour 56 17,3
Between 1-2 hours 167 51,5
More than 2 hours 101 31,2
Perceived income levels of mothers Low 33 10,2
Middle 273 84,3
High 18 56
Maternal age 18-28 years old 16 4,9
Mother 29-39 years old 253 78,1
40 and over age 55 17
Mother's working status Worker 139 429
Inoperative 185 57,1
Total 324 100

As seen in Table 1, 50.6% of the children in the study group of the research are girls and 49.4% are
boys; 22.5% are 48-60 months old, 64.2% are 61-72 months old, and 13.3% are 73 months or more;
59.6% had 1 year of pre-school education, 34.3% had 2 years, and 6.2% had 3 or more years of pre-
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school education. 45.4% of children attend kindergarten, and 54.6% attend independent kindergarten.
17.3% of children have a daily screen time of less than 1 hour, 51.5% have a screen time of 1-2 hours,
and 31.2% have a screen time of more than 2 hours.

The income level perceived by the mothers of the children in the research group is low by 10.2%,
medium by 84.3%, and high by 5.6%. 4.9% of the mothers are between the ages of 18-28, 78.1% are
between the ages of 29-39, and 17% are between the ages of 40 and over. 42.9% of mothers are working,
and 57.1% are not working.

Data Collection Tools

In the study, data were collected using instruments to assess the social-emotional well-being and
psychological resilience of preschool children, namely the “Preschool Children's Social-Emotional
Well-being and Psychological Resilience Scale”, and to determine their tendencies toward digital game
addiction, namely the “Preschool Children Digital Game Addiction Tendency Scale”. Additionally,
demographic information was collected using the “Demographic Information Form”.

Social Emotional Well-Being and Psychological Resilience Scale for Preschool Children (PERIK):
Developed by Mayr & Ulich and adapted into Turkish by Ozbey (2019), this scale consists of six sub-
dimensions. Each sub-dimension comprises six items, resulting in a total of 36 items on the scale. The
sub-dimensions are named as Making contact/social performance, Self-control/thoughtfulness, Self-
assertiveness, Emotional stability/coping with stress, Task orientation, and Pleasure in exploring. The
reliability coefficients of the scale were found to be between ,72 and ,96 (Ozbey, 2019). The scale is
administered by teachers on behalf of the children. In this study, the internal consistency coefficient was
calculated as ,97 for the Making contact/social performance sub-dimension, ,98 for Self-
control/thoughtfulness, ,97 for Self-assertiveness, ,90 for Emotional stability/coping with stress, ,91 for
Task orientation, and ,97 for Pleasure in exploring.

Digital Play Addiction Tendency Scale (DPAT): Developed by Budak (2020), this scale consists of
20 items and follows a 5-point Likert scale. Scores can range from 20 to 100, with higher scores
indicating a higher tendency toward digital play addiction. The internal consistency coefficient
(Cronbach's Alpha a) of the scale was found to be ,93, and internal consistency coefficients for sub-
dimensions ranged between ,70 and ,90. The scale has four sub-dimensions: Dissociation from life,
Conflict, Constant play, and Reflection on life. Mothers fill out the scale on behalf of their children
(Budak, 2020; Budak & Isikoglu, 2022). In this study, the internal consistency coefficient was found to
be ,95 for the Dissociation from life sub-dimension, ,93 for Conflict, ,92 for Constant play, and ,84 for
Reflection on life. The total internal consistency coefficient of the scale was ,97.

Demographic Information Form: This form, created by the researchers, includes questions related to
personal information about the child for mothers and teachers to fill out.

Data Collection Process

The study received ethical approval from the Ethics Board of Artvin Coruh University on February 7,
2023, with the protocol number E-18457941-050.99-80634. Subsequently, official permission was
obtained from the Central District Directorate of National Education in Rize province for
implementation. After obtaining permission from the administrators of preschool educational
institutions, the measurement tools were sent to the homes of the children for mothers to fill out. Mothers
who volunteered to participate in the research were asked to fill out the measurement tool on behalf of
their children. Subsequently, teachers filled out the survey for the children whose mothers had completed
the questionnaire. The surveys were filled out by mothers and teachers were then matched by teachers.
After completion, they were collected by the researcher. The data collection process took place between
March 6, 2023, and May 20, 2023. A total of 532 measurement tools were delivered, but 176 were not
completed, and 32 were incomplete/incorrectly filled out. In the end, 324 survey forms were deemed
suitable for data analysis.

Data Analysis
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In the study, firstly, reliability coefficients were provided for the internal consistency of the data
collection instruments using Cronbach's alpha. Accordingly, the internal consistency coefficient was
calculated as ,97 for the Communication/Social Performance sub-dimension, ,98 for Self-
Control/Reflectiveness, ,97 for Boldness, ,90 for Emotional Stability/Coping with Stress, ,91 for Task
Orientation, and ,97 for Enjoyment of Exploration of the Preschool Children's Social-Emotional Well-
being and Psychological Resilience Scale. For the Preschool Children Digital Play Addiction Tendency
Scale (DPAT), the internal consistency coefficient was ,95 for the Detachment from Life sub-dimension,
,93 for Conflict, ,92 for Continuous Playing, and ,84 for Reflection on Life. The total internal
consistency coefficient of the scale was ,97. Descriptive statistics, including mean and standard
deviation values, were calculated to describe the levels of social-emotional well-being and psychological
resilience, as well as digital play addiction tendencies of preschool children. After determining that the
data did not follow a normal distribution using the Kolmogorov-Smirnov Test (p<.05) (Table 2),
Spearman's Rank-Order Correlation Coefficient Analysis was conducted to identify the relationship
between variables. Mann-Whitney U test and Kruskal-Wallis H test analyses were performed to detect
differentiation based on variables. The data were analyzed using SPSS 21 software, and a significance
level of ,05 was adopted.

Table 2.
Kolmogorov-Smirnov test results for the normality distribution of the data.
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Findings

In this section, findings regarding the social emotional well-being and psychological resilience of
preschool children and their digital play addiction tendency levels, findings to determine the relationship
between these two variables, and the examination of these two variables in terms of children's
demographic characteristics (gender, age and daily screen time) are included.

Table 3.

Results of mean and standard deviation values regarding the social emotional well-being and
psychological resilience of preschool children and their digital play addiction tendencies

n Mean Sd
Making contact/social performance 324 20,16 7,12
Social Emotional Self-control/thoughtfulness 324 20,79 7,59
Well-Being and Self-assertiveness 324 20,46 7,31
Psychological Emotional stability/coping with stress 324 19,50 5,54
Resilience Task orientation 324 19,82 6,15
Pleasure in exploring 324 20,77 7,23
Dissociation from life 324 18,65 8,83
Digital Play Conflict 324 10,82 5,09
Addiction Constant play 324 13,46 5,95
Tendency Reflection on life 324 8,17 3,43
Digital Play Addiction Tendency Total 324 54,06 22,26

Sd = Standard deviation

As seen in Table 3, the mean score of preschool children from the making contact/social performance
sub-dimension of the Social Emotional Well-Being and Psychological Resilience Scale is 20.16, with a
standard deviation of 7.12; The mean score they received from the self-control/thoughtfulness subscale
was 20.79, with a standard deviation of 7.59; Their mean score from the self-assertiveness subscale is
20.46, with a standard deviation of 7.31; The mean score they received from the emotional
stability/coping with stress subscale was 19.50, with a standard deviation of 5.54; The mean score they
got from the task orientation sub-dimension is 19.82, the standard deviation is 6.15, and the mean score
they got from the pleasure in exploring sub-dimension is 20.77, the standard deviation is 7.23.
Considering the maximum and minimum score values that can be obtained from the sub-dimensions of
the scale (max. 30-min. 1), it was determined that all sub-dimension scores of the children's Social
Emotional Well-Being and Psychological Resilience Scale were at high levels.

The mean score of children from the sub-dimension of detachment from life of the Digital Play
Addiction Tendency Scale is 18.65, with a standard deviation of 8.83; The mean score they received
from the conflict subscale was 10.82, with a standard deviation of 5.09; The mean score they got from
the constant play sub-dimension is 13.46, the standard deviation is 5.95; The average score they received
from the reflection on life sub-dimension is 8.17, the standard deviation is 3.43, and the total score
average of digital play addiction tendency is 54.06, and the standard deviation is 22.26. The total score
obtained from the measurement tool is 54.06, which shows that they are at an intermediate level
according to the chart specified by Budak (2020), who developed the measurement tool.
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Table 4.

Results of Spearman Brown rank difference correlation coefficient analysis on the relationship between
preschool children's social emotional well-being and psychological resilience and their digital play

addiction tendencies”
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*The significance level for all values in the table is p<,001.

As seen in Table 4, there is a moderate, negative, and significant relationship between the sub-
dimensions of the Social Emotional Well-Being and Psychological Resilience Scale and the total and
sub-scores of preschool children from the Digital Play Addiction Tendency Scale. Accordingly, it can
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be said that as children's social emotional well-being and psychological resilience increase, their digital
play addiction tendencies decrease.

Table 5.

Mann Whitney-U test results regarding the differentiation of preschool children's social emotional well-
being and psychological resilience, and digital play addiction tendencies according to gender variable

Gender n Mean Sum of Rank U z p
Rank
. . Girl 164 171,26 28086 11684 -1,709 ,087
- Making contact/social
= performance Boy 160 153,53 24564
[ <5)
g £ Self- Girl 164 175,16 28727 11043 2,477  ,013*
@i= control/thoughtfulness Boy 160 149,52 23923
e Self-assertiveness Girl 164 169,56 27807,50 11962,500 -1,378 ,168
i s Boy 160 155,27 2484250
5% Emotional Girl 164 171,03 28049 11721 -1,663 ,096
b= stability/Coping with
£ < stress Boy 160 153,76 24601
u—; § Task orientation Girl 164 173,05 28381 11389 -2,057 ,040*
S Boy 160 151,68 24269
@ Pleasure in exploring Girl 164 171,07 28056 11714 -1,676 ,094
Boy 160 153,71 24594
Digital Play Girl 164 153,30 25141,50 11611,500 -1,790 ,073
- Addiction Tendency Boy 160 171,93 27508,50
2 Total
S o Dissociation from life Girl 164 154,03 25261,50 11731,500 -1,649 ,099
g8 Boy 160 171,18 27388,50
> é Conflict Girl 164 151,95 24920,50 11390,500 -2,057 ,040*
E 2 Boy 160 173,31 27729,50
s Constant play Girl 164 157,08 25760,50 12230,500 -1,057 ,291
-‘5” Boy 160 168,06 26889,50
Reflection on life Girl 164 156,18 25613,50 12083,500 -1,234 217

Boy 160 168,98 27036,50

*p<.05

As seen in Table 5, it was determined that the scores of preschool children from the self-
control/thoughtfulness and task orientation sub-dimensions of the Social Emotional Well-Being and
Psychological Resilience Scale differed significantly according to the gender variable (z=-2.477,
p=.013; z= -2.057, p=.040. Accordingly, girls' self-control/thoughtfulness and task orientation scores
are higher than boys.

It was determined that the scores of preschool children in the conflict sub-dimension of the Digital Play
Addiction Tendency Scale differed significantly according to the gender variable (z=-2.477, p=.040).
Accordingly, boys' conflict scores are higher than girls.

It was determined that the other scores obtained from the scales did not differ significantly according to
the gender of the children (p>.05).
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Kruskal Wallis-H test results regarding the differentiation of preschool children's social emotional well-
being and psychological resilience, and digital play addiction tendencies according to age variable

Age n Mean Rank  Mean Sd p
48-60 months 73 176,10
= Making contact/social performance 61-72 months 208 153.42 5,664 2,059
% 73 and more months 43 183,36
< 48-60 months 73 168,10
§ Self-control/thoughtfulness 61-72 months 208 156,08 3,548 2 ,170
& 73 and more months 43 184,03
) 48-60 months 73 163,68
S @ Self-assertiveness 61-72 months 208 159,16 1,268 2 531
3 £ 73 and more months 43 176,66
m =
oy Emotional stability/Coping with 48-60 months 3 B2 e 2 108
= stress 61-72 months 208 160,52 ’ '
ks 73 and more months 43 189,45
g 48-60 months 73 158,22
w Task orientation 61-72 months 208 158,82 3563 2 168
g 73 and more months 43 187,56
& 48-60 months 73 155,66
Pleasure in exploring 61-72 months 208 160,70 2511 2 285
73 and more months 43 182,80
Digital Play Addiction Tendency 48-60 months 3 156,09 1556 2 450
- Total 61-72 months 208 161,53 ’ '
2 73 and more months 43 178,09
2 48-60 months 73 152,17
it Dissociation from life 61-72 months 208 161,44 3,444 2 179
5 73 and more months 43 185,19
8 48-60 months 73 158,69
? Conflict 61-72 months 208 161,79 ,617 2 ,735
> 73 and more months 43 172,41
o0 48-60 months 73 160,06
= Constant play 61-72 months 208 161,23 ,606 2 ,739
=2 73 and more months 43 172,77
o 48-60 months 73 164,87
Reflection on life 61-72 months 208 161,16 121 2 ,942
73 and more months 43 164,98

In Table 6, when the results of the Kruskal Wallis-H test, which was conducted to determine whether
the scores of the Social Emotional Well-Being and Psychological Resilience Scale and the Digital Play
Addiction Tendency Scale of preschool children showed a significant difference according to the age
variable, were examined, the difference between the mean rankings of the groups was not found to be
statistically significant. (p>.05).
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Results of the Kruskal Wallis-H test conducted on the differentiation of preschool children's social
emotional well-being and psychological resilience and digital play addiction tendencies according to
the daily screen time variable

Daily Screen

Time Mean Rank X2 Sd p
Less than 1 hour 56 180,35
o Making contact/social Between 1-2 167 163,43 3,580 5 167
e performance hours
2 More than 2 hours 101 151,06
‘@ Less than 1 hour 56 170,96
m -
3 Self-controlfthoughtfulness PN 12 167 164,88 143 2 488
g More than 2 hours 101 153,88
2 Less than 1 hour 56 185,06
> -
13 Self-assertiveness Between 12 167 162,51 5002 2 078
= ours
S More than 2 hours 101 149,97
g Less than 1 hour 56 165,04
3 i ili i -
o Emotlonal_ stability/Coping Between 1-2 167 161,03 095 2 954
= with stress hours
= More than 2 hours 101 163,51
S Less than 1 hour 56 168,50
2 Task orientation Between 1-2 167 162,21 326 2 850
= hours
w More than 2 hours 101 159,65
2 Less than 1 hour 56 186,67
(@) -
@ Pleasure in exploring Be“r’:’(‘jjr”sl 2 167 161,68 5465 2 065
More than 2 hours 101 150,46
Less than 1 hour 56 143,81
Digital Play Addiction Between 1-2 167 159,59 5,041 2 080
Tendency Total hours
More than 2 hours 101 177,67
> Less than 1 hour 56 146,10
k5 Dissociation from life Betiveen 1-2 167 162,23 2773 2 250
s ours
[ More than 2 hours 101 172,04
5 Less than 1 hour 56 152,27
5 Conflict Between 1-2 167 161,84 1210 2 546
2 hours
- More than 2 hours 101 169,27
= Lessthan 1hour 56 134,50
g Constant play Between1-2 147 154,97 15139 2 ,001%*
=) hours
a More than 2 hours 101 190,47
Less than 1 hour 56 155,99
Reflection on life Bet‘r’:’gﬁ:‘sl'z 167 162,32 451 2 798
More than 2 hours 101 166,41

“p<,01

In Table 7, when the results of the Kruskal Wallis-H test, which was conducted to determine whether
the scores of the Social Emotional Well-Being and Psychological Resilience Scale and the Digital Play
Addiction Tendency Scale of preschool children show a significant difference according to the screen
time variable, the difference between the mean rankings of the groups is examined. It was found to be
statistically significant in the constant playing subscale of the Tendency Scale (p>,05). As a result of the
Mann Whitney-U test conducted to determine which groups this difference is between, the continuous
playing scores of children whose daily screen time is more than 2 hours are significantly higher than
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those of children whose screen time is less than 1 hour and between 1-2 hours (Z=- 3.446, p=.001; Z=-
3.072, p=,002). The differences between other scores were not statistically significant (p>,05).

Conclusion, Discussion and Recommendations

In this study examining the relationship between children's social-emotional well-being, psychological
resilience, and their tendencies towards digital play addiction, the results indicate that children have high
levels of social-emotional well-being and psychological resilience. Similar to this study, Oner (2023),
Ozbey et al. (2022), and Tastuner (2021) also found high levels of social-emotional well-being and
psychological resilience in children. However, Oztiirk (2022) found that children's social-emotional
well-being and psychological resilience were at a moderate level. Ozogul (2022) expressed that children
struggle when coping with negative and stressful events. The results of the current study suggest that
the quality of education provided in preschool institutions may contribute to the high levels of social-
emotional well-being and psychological resilience in children.

Another result of the research is that children's tendencies towards digital play addiction are at a
moderate level. Cayli (2022) and Guzen (2021) found that children's tendencies towards digital play
addiction were at a moderate level. On the other hand, Emiroglu llvan (2022) and Dokumaci (2023)
concluded that children's tendencies towards digital play addiction were at a low level. However, Unsal
(2019) found that computer play addiction among 5-6-year-old children was high. The moderate levels
of digital play addiction tendencies in the current study might be attributed to the fact that the research
data relies solely on mothers' observations.

The study also found a moderate, negative, and significant relationship between children's social-
emotional well-being, psychological resilience sub-dimensions, and total scores of digital play addiction
tendencies. Accordingly, as children's social-emotional well-being and psychological resilience
increase, their tendencies towards digital play addiction decrease. Limone & Toto (2021) highlighted
that children with low social-emotional well-being and psychological resilience during the pandemic
spent more time with technological devices, leading to various negative consequences. Similarly, Stiglic
& Viner (2019) found that children staying away from screens positively influenced their well-being.

Regarding gender differences, the results indicate that girls have higher scores in social-emotional well-
being and psychological resilience sub-dimensions compared to boys. Similar findings were reported
by Ozturk (2022), Gun (2021), Kalkuloglu (2022), Oner (2023), and Atespolat (2022). The study
suggests that societal attitudes towards girls might contribute to the higher scores. This aligns with
Ersoy's (2009) assertion that culture plays a crucial role in shaping gender patterns, and differential
behaviors towards girls could impact their well-being.

On the other hand, the research found that boys have higher conflict scores in digital play addiction
tendencies compared to girls. This is consistent with findings from Golge (2022), Dokumaci (2023),
Cayli (2022), Emiroglu llvan (2022), and Guzen (2021), which suggest that boys tend to have higher
scores in digital play addiction tendencies and all its sub-dimensions. Jenson & De Castell (2011) argue
that this pattern develops based on cultural and gender roles, where aggressive behaviors in boys are
more accepted than in girls.

The study did not find age-related differences in social-emotional well-being and psychological
resilience among preschool children. Similar results were reported by Ozturk (2022) and Tarman et al.
(2023). However, there are studies (Atespolat, 2022; Gun, 2021; Ozdemir, 2021; Ozogul, 2022)
suggesting age-related differences in social-emotional well-being and psychological resilience. The
discrepancy in findings could be due to the varied nature of developmental characteristics associated
with age. The study suggests that the lack of age-related differences might be attributed to young
children receiving protective factors from family, teachers, and the environment.

Regarding digital play addiction tendencies, the research found no age-related differences, in line with
findings from Cayli (2022), Guzen (2021), and Unsal (2019). However, Emiroglu llvan (2022) found
that the continuous playing scores of 61-72-month-old children were higher than those of 48-60-month-
old children. The absence of age-related differences in the current study may be due to similar access to
digital devices among children.
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Lastly, the study revealed that children's social-emotional well-being and psychological resilience did
not vary based on daily screen time. Children with screen time exceeding 2 hours showed higher
tendencies towards continuous playing in digital play addiction. Similar findings were reported by
Emiroglu llvan (2022) and Dokumaci (2023). Guzen (2021) also noted that as children spend more time
in front of screens, their addiction tendencies increase. Studies on the negative effects of screen time on
children's development (Johnston, 2021; Mavoa et al., 2018; Sakr & Oscar, 2022) suggest that increased
screen time is associated with various addictions in children's later lives.

Based on the results of this study, researchers, educators, and policymakers are provided with several
recommendations. It is suggested that supporting children's social-emotional well-being and
psychological resilience can help reduce tendencies towards digital play addiction. Further research can
be conducted with groups at risk, and qualitative research methods can be employed to explore in detail
the reasons behind children's levels. Training programs for parents and teachers aiming to enhance
children's social-emotional well-being and psychological resilience, leading to a decrease in digital play
addiction tendencies, can be organized. Efforts should also be directed towards understanding and
addressing the factors contributing to the low social-emotional well-being and high digital play addiction
tendencies observed in boys. Finally, activities promoting conscious use of technology among all
children, involving parents, teachers, other families, and peers, are recommended to reduce daily screen
time for children.
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Arastirma Makalesi

Okul Oncesi Déonem Cocuklarinin Sosyal Duygusal Iyi Olus
ve Psikolojik Saglamhiklar ile Dijital Oyun Bagimhhk
Egilimleri Arasindaki Iliskinin Incelenmesi

Hilal Y1lmaz®, Emre Arslan*

Ozet
Bu arastirma okul oncesi donem ¢ocuklarinin sosyal duygusal iyi olus ve
Makale Hakkind,
alate Hakmaa psikolojik saglamliklart ile dijital oyun bagimhilik egilimleri arasindaki
Génd. Tarihi: 08.10.2023 iliskiyi belirlemek amaciyla yiiriitiilmiistiir. Calisma iliskisel tarama

modelinde tasarlanmistir. Arastrmanin ¢alisma grubu Rize ilindeki okul
oncesi egitim kurumlarina devam eden 324 ¢ocuktan olugmaktadir.
Arastirmada veri toplama araci olarak “Okul Oncesi Cocuklar Igin
Sosyal Duygusal Iyi Olus ve Psikolojik Saglamlik Olcegi” ve “Dijital
Oyun Bagimhilik Egilimi Olgegi” kullanilmistir. Arastirmanin sonucunda
¢ocuklarin sosyal duygusal iyi olus ve psikolojik saglamlik diizeylerinin
yiiksek oldugu, dijital oyun bagimhilik egilimlerinin ise orta diizeyde
oldugu tespit edilmistir. Cocuklarin sosyal duygusal iyi olus ve psikolojik

Kabul Tarihi: 02.04.2023
Yayin Tarihi: 13.05.2024

Anahtar Kelimeler saglamliklary ile dijital oyun bagimlilik egilimleri arasinda orta diizeyde,
Sosyal duygusal iyi olus negatif yonlii ve anlamli bir iliski oldugu tespit edilmistir. Buna gore
Dijital oyun bagimlilig1 cocuklarin sosyal duygusal iyi olug ve psikolojik saglamliklar: arttik¢a
Psikolojik saglamlik dijital oyun bagimhilik egilimleri azalmaktadir. Cocuklarin sosyal

duygusal iyi olus ve psikolojik saglamliklar ile dijital oyun bagimlilik
egilimlerinin cinsiyet ve giinliik ekran siiresi degiskenlerine gore
farklilastigi ancak yas degiskenine gore farklilagsmadig tespit edilmistir.

Okul 6ncesi ¢ocuklar

Yilmaz, H., & Arslan, E. (2024). Okul Oncesi Dénem Cocuklarinimn

Atif I¢in Sosyal Duygusal Iyi Olus ve Psikolojik Saglamliklari ile Dijital Oyun
Bagimlilik Egilimleri Arasindaki Iligkinin incelenmesi. MSKU Journal of
Education, 11(1), 53-69 DOI: 10.21666/muefd.1372901

Okul o6ncesi dénem, ¢ocuklarin kendilerini ve gevrelerini gozlemlemelerine ve tanimalarina zemin
hazirlayan kritik bir donemdir (Bagdi & Vacca, 2005). Cocuklarin sosyal ¢evresindeki kisilerle
etkilesime girmeleri onlarin pek ¢ok becerilerini olumlu yonde etkiledigi gibi iyi oluslarini da dogrudan
etkilemektedir (Marbina et al., 2015). Iyi olus, olumlu bir fiziksel ve zihinsel saglik, baglanma ve 6z
diizenleme becerisi anlamina gelmektedir. Bunun yani sira mutluluk, sabretme, kendinden emin olma
ve tatmin duygularini verimli bir sekilde yonetebilmeye de katki saglamaktadir. Gliglii bir iyi olusa sahip
olan c¢ocuklar, duygularin1 nasil ifade edeceklerini, yoneteceklerini 6grenmekte ve bu sayede
Ozgiivenleri gelismektedir (Graham & Fitzgerald, 2011). Bununla birlikte ¢ocuklar saglam bir iyi olus
hali gelistirdiklerinde kendileri ve gevrelerindeki diger kisilerin duygularin1 anlama ve idare edebilme,
zihinsel kabiliyetleri sayesinde duygusal tepkiler gosterebilme, akil yiirlitme ve kendilerini sézel olarak
ortaya koyma becerilerinde de akranlarindan daha iyi duruma ulasabilmektedirler (Bernard, 2008).
Ayrica okul 6ncesi donemde iyi olusun desteklenmesinde akran ve gevredeki diger yetigkinler ile olumlu
iletisim, 6zgiiven, dikkat ve sosyal-duygusal problem ¢6zme gibi becerilerin iyilestirilmesi gerekli
goriilmektedir (Shonkoff & Phillips, 2000). Bu sayede ¢ocuklarin iyi oluslarinin sosyal ¢evrelerindeki
kisilerle saglikli bir sekilde desteklenmesi saglanmis olacaktir.

Iyi olusun yam sira okul 6ncesi dénemdeki cocuklarin edinmesi gereken dnemli becerilerden biri de
duygu diizenleme becerisi ve sosyal becerilerdir (Ashdown & Bernard, 2012). Duygu diizenleme
becerisi ve sosyal beceriler okul dncesi donemdeki ¢ocuklarin kendilerinden beklenen temel gelisimsel
gorevlerden kabul edilmektedirler (Hamaidi, Mattar & Arouri, 2021). Kritik 6neme sahip bu becerilerde
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giiclii olma hali ise saglamlik olarak ifade edilmistir (Howell et al., 2010). Bireyin negatif bir durumla
karsilagmasi, risk ve koruyucu faktorler arasindaki etkilesim kurmasi sayesinde hayatinda gerceklesen
degisimlere uyum saglayabilmesi psikolojik saglamlik olarak tanimlanmaktadir (Karairmak, 2006).
Cocuklarin olumsuzluklara kars1 gosterdigi bu uyum, onlarin fiziksel ve zihinsel gelisimine katkida
bulunmaktadir (Chen et al., 2021). Arastirmalara gore, psikolojik saglamlik diizeyleri yiiksek olan
kisiler; sosyal beceri diizeyi gelismis (Garmezy, 1993), yeni durumlara hizli uyum saglayabilen (Siebert,
2005), 6zgiiveni yiiksek, etkili problem ¢dzebilen (Martin & Njoroge, 2005), duygularini denetleyebilen
ve farkina varabilen kisilerdir (Capan & Aricioglu, 2014). Psikolojik olarak saglam ¢ocuklar strese ve
sikintiya kars1 direnmede, belirsizlikle ve degisimle bas etmede ve travmatik olaylar karsisinda daha
hizl1 iyilesme konusunda basarilidir (Newman & Blackburn, 2002). Ote yandan ¢ocuklarin ailelerinde
ve okullarinda kurduklar ve siirdiirdiikleri iligkiler, bir cocugun gosterecegi saglamlik diizeyi agisindan
kritik 6neme sahiptir (Ziobro, 2018). Okul 6ncesi donemde aile parcalanmisligi, ebeveyn kayiplari
(Greeff & Ritman, 2005), dogal afetler, toplumsal travmalar (Walsh, 2020), negatif ¢ocukluk
deneyimleri (Lloyd vd., 2022), sosyo-ekonomik agidan yetersizlikler, yoksulluk (Masten & Narayan,
2012), cocukluk donemi hastaliklar1 (Nakashima & Canda 2005) ve ebeveyn hastaliklar1 (Pilowsky et
al., 2004), cocuklarin gelisiminde psikolojik saglamligi olumsuz olarak etkileyen risk faktorleri olarak
goriilmektedir.

Cocuklarin sosyal duygusal iyi olus ve psikolojik saglamliklarini etkileyen faktorler arasinda yer alan
bir diger unsur ise teknolojidir (Prime et al., 2020). Okul 6ncesi ¢ocuklarin yaygin olarak oynadiklari
dijital oyunlar, bilgisayar teknolojilerini kullanarak ortaya konulan gorsellik ve isitsellik temelli
unsurlarin yer verildigi, belirlenmis bir mekan, siire ve kosullarin dahil oldugu, birtakim araglardan
olusan simiilasyonlardir (Erbay, 2021). Tirkiye’de okul oncesi donemde egitim gormekte olan
cocuklarla yapilan ¢aligmada ise her bes cocuktan birinin dijital oyunlara bagimilik egilimi gdstedigi
tespit edilmistir (Budak, 2020). Dijital oyun bagimliligi, kisinin oynadig1 oyun nedeni ile yasadigi
sosyal ve duygusal problemlere ragmen bu problemleri kontrol altina alamayip takintili ve asir1 bir
sekilde oyun oynamaya devam etmesidir (Lemmens et al., 2009). Dijital oyun bagimlilig1 olan kisiler
bu oyunlardan uzun siire mahrum birakildiginda; 6fkeli olma, fiziksel ve sosyo-duygusal
gereksinimlerin giderilmemesi, duygu degisimleri, huzursuzluk ve karmasa gibi bazi yaygin problemler
yasamaktadir (Griffiths & Davies, 2005). Amerikan Pediatri Akademisi’ne gore iSe uzun siire medyaya
maruz kalinmasi sonucunda obezite, ifade edici dilde problemler, anksiyete ve uyku problemleri gibi
problemler ortaya ¢ikmaktadir (Akt., Rosen et al., 2013). Bir diger arastirma sonucuna gore erken
cocukluk déneminde asir1 teknolojik ara¢ gerec kullaniminin gocuklarda sosyal, duygusal, dilsel, bilissel
ve motor gelisimde gecikmeler ile baglantili oldugunu ortaya koymustur (Pagani et al., 2010). Benzer
sekilde c¢ocuklarin; teknolojik aletlerle erken donemde tanismis olmalari, onlarla fazla zaman
gecirmeleri, kalitesi diisiikk ve uygunsuz igerikler izlemeleri, onlarin biligsel iglevlerini (6z diizenleme,
diirtii kontrolii, zihinsel esneklik, diger bireylerin diisiincelerini ve duygularini anlama yetenegi)
olumsuz sekilde etkilemektedir (Nathanson et al., 2013). Tiim bu sorunlar okul &ncesi donemdeki
cocuklarin gelisimleri agisindan risk faktorleri olarak degerlendirilmektedir (Erbas, 2020).

Toran ve digerleri (2016)’nin gerceklestirdigi ¢alismada ¢ocuklarin dijital oyunlar ile tanigma yasinin
yaklasik bir ile dort yas araliginda oldugu tespit edilmistir. Ozellikle erken cocukluk doneminde bireyler,
sosyal ve duygusal gelisim agisindan kritik bir donemde olup dijital oyunlarin da bu gelisim alanlarin
dogrudan etkilemesi (Hazar & Hazar, 2017), ¢ocuklardaki iyi olusun ise psikolojik saglamligin temel
bilesenlerinden biri olarak degerlendirilmesi (Allen et al., 2014) goz oniine alindiginda, g¢ocuklarin
sosyal-duygusal iyi olus ve psikolojik saglamliklart ile dijital oyun bagimlilik egilimleri arasindaki
iliskiyi tespit etmenin alan yazina katkida bulunacag: diisiiniilmektedir.

Alan yazinda okul dncesi donem ¢ocuklarinin sosyal duygusal iyi olus ve psikolojik saglamliklarinin
cinsiyet, yas, ekran siiresi gibi demografik ozelliklerine gore ve ¢esitli degiskenlere gore incelendigi
calismalara rastlanmustir. Ornegin; ¢ocuklarin degerler ve 6zdiizenleme becerilerininin, onlarin sosyal
duygusal iyi olus ve psikolojik saglamliklarin1 yordayiciligini inceleyen ¢aligmada ¢ocuklarin deger
davranislar1 ve 6z diizenlemeleri ile psikolojik saglamlik ve iyi olus diizeyleri arasinda orta diizeyde
pozitif bir iliski oldugu tespit edilmistir (Ozbey vd., 2022). Ayrica annelerin ebeveynlikte ve evlilikte
bilingli farkindalik diizeyi ile okul 6ncesi donem ¢ocuklarin psikolojik saglamlik diizeyleri arasindaki
iligkiyi arastiran ¢aligmada ise annelerin ebeyvenlikte bilingli farkindalik diizeyi ile gocuklarin sosyal
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duygusal iyi olus ve psikolojik saglamliklar1 arasinda istatistiksel olarak anlamli bir iligki olmadig:
saptanmistir. Ayni arastirmanin bir diger sonucuna gore ise ¢ocuklarin sosyal duygusal iyi olus ve
psikolojik saglamliklari ile cinsiyet degiskeni arasinda anlamli bir farklilik gériilmemistir (Balci, 2022).

Dijital oyun bagimliligi egilimi ile ilgili ¢alismalarda ise Golge (2022); minyatiir oyuncak tercih eden
okul 6ncesi donem g¢ocuklarinin dijital oyun bagimlilik egilimi genel diizeyinin diger oyuncak tiirlerini
tercih edenlere gore anlamli derecede daha yiiksek oldugunu saptamistir. Ayrica erkek cocuklarin dijital
oyun bagimlilig1 egiliminin kiz cocuklarina gore anlamli diizeyde yiiksek oldugu belirlenirken yasa gore
ise herhangi bir anlamli farklilik gériilmemistir. Cocuklarin dijital oyun bagimlilik egilimi ile ebeveyn
tutumlar arasindaki iliskiyi inceleyen arastirmada ise ebeveynlerin demokratik tutuma sahip olma
diizeyi yiikseldik¢e ¢ocuklarin dijital oyun bagimliligi egiliminin azaldig: tespit edilmistir (Akiiziim,
vd., 2022). Yapilan bir diger calismada Emiroglu irvan (2022); okul éncesi donem ¢ocuklarmin anne-
cocuk iliskisi ile gocuklarin dijital oyun bagimliligi egilim diizeyleri arasinda orta diizeyde pozitif yonlii
bir iligskinin oldugunu belirlemistir. Ayrica erkek cocuklarn dijital oyun bagimlilik egiliminin kiz
cocuklara gore daha yiliksek oldugu saptanirken, yas degiskenine gore herhangi bir farklilik
bulunamamustir. Baysan (2022) ¢alismasinda, okul 6ncesi donemdeki ¢ocuklarin dijital oyun bagimlilik
diizeylerinin diisiik, oyun egilimlerinin ise yiiksek oldugu sonucuna ulasmistir. Okul 6ncesi donem
cocuklar ile gergeklestirilen baska bir ¢calismada ise ¢cocuklarinin dijital oyun bagimlilik egilimleri ile
sosyal problem ¢Ozme becerilerinin negatif yonlii bir iliskiye sahip oldugu tespit edilmistir.
Arastirmanin bir diger sonucuna gore ise erkek cocuklarin dijitial oyun bagimhilik diizeyi kiz
cocuklarina gore anlaml sekilde yiiksektir (Cayli, 2022). Okul 6ncesi donem ¢ocuklarinin dijital oyun
bagimlilik egilimleri ve ebeveyn rehberlik stratejilerinde goriilen farkliliklar inceleyen caligmada;
dijitale yonlendiren ve serbest ebeveyn rehberlik stratejilerinin, ¢ocuklarin dijital oyun bagimlilik
egilimlerini anlamli olarak yordadig1 sonucuna ulasilmistir. Calismanin bir diger sonucu olarak erkek
cocuklarin dijital oyun bagimlilik egilimlerinin kiz ¢ocuklarina gére daha yiiksek oldugu belirlenmistir
(Giizen, 2021). Ayni yas grubu ile yapilan farkli bir ¢alismada ise ¢ocuklarin dijital oyun bagimliligi ile
duygusal zeka arasinda anlamli, yiiksek ve negatif yonlii bir iliski oldugu saptanmustir (Unsal, 2019).
Ayni aragtirmada kiz ¢ocuklarin erkek cocuklara gore daha yliksek dijital oyun bagimlisi oldugu
goriilmistiir. Bu ¢alismalara ek olarak Akaroglu (2022) 6-13 yas aralifindaki ¢ocuklarla yiiriittigi
caligmasinda ebeveyn tutumlari ve sosyal duygusal iyi olugun dijital oyun bagimliligini yordayiciligim
incelemistir. Calisma sonucunda otoriter ebeveyn tutumunun, dijital oyun bagimlilig: egilimini anlaml
diizeyde yordadigi tespit edilmistir.

Sosyal duygusal iyi olug ve psikolojik saglamlik ile dijital oyun bagimliligi ¢aligmalarinin ikinci
cocukluk ve ergenlik donemindeki ¢ocuklarla yiiriitiildiigii tespit edilmistir (Afriwilda & Mulawarman,
2021; Bohnert & Gracia, 2021; Dursun & Capan, 2018; Jeong et al., 2017; Kim & Jeong, 2016; Turan,
2021). Tiim bu ¢aligmalar birlikte degerlendirildiginde okul 6ncesi donem gocuklarinin sosyal duygusal
iyi olus ve psikolojik saglamliklari ile dijital oyun bagimlilik egilimlerinin birlikte incelendigi herhangi
bir ¢aligmaya rastlanmamustir. Dijital yerliler olarak tanimlanan (Helsper & Eynon, 2010) giiniimiiz
cocuklariin sosyal duygusal iyi olus ve psikolojik saglamliklar1 ile dijital oyun bagimlilik egilimleri
arasindaki iliskinin ortaya konulmasinin ¢ocuklara yonelik diizenlenen etkinlik, miidahale programlari
ve aile katilim c¢aligmalar1 gibi pek ¢ok egitim-Ogretim iceriginin diizenlenmesine katki saglayacagi
diistiniilmektedir. Cocuklarin teknoloji ile olan iliskisinin niteliginin iyilestirilmesi agisindan da bu
caligmanin alana katki saglayacagi 6n goriilmektedir. Bu nedenle arastirmanin temel amaci okul 6ncesi
donem cocuklariin sosyal duygusal iyi olus ve psikolojik saglamliklan ile dijital oyun bagimlilik
egilimleri arasindaki iligkinin incelenmesidir. Bu temel amag¢ dogrultusunda asagidaki sorulara cevap
aranacaktir:

1- Okul 6ncesi donem ¢ocuklarimin sosyal duygusal iyi olus ve psikolojik saglamliklar1 ve dijital oyun
bagimlilik egilimleri puan ortalamalari nedir?

2-Okul 6ncesi donem ¢ocuklarinin sosyal duygusal iyi olus ve psikolojik saglamliklari ile dijital oyun
bagimlilik egilimleri arasinda anlamli bir iligki var midir?

3-Okul dncesi donem ¢ocuklarinin sosyal duygusal iyi olus ve psikolojik saglamliklar1 ve dijital oyun
bagimlilik egilimleri demografik 6zelliklerine (cinsiyet, yas ve giinlilk ekran siiresi) gore anlamli
diizeyde farklilagmakta midir?
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Yontem

Arastirmanin Modeli

Bu calisma okul 6ncesi donem ¢ocuklarinin sosyal duygusal iyi olus ve psikolojik saglamliklari ile dijital
oyun bagimlilik egilimleri arasindaki iliskinin incelenmesi amaciyla yiiriitiilmektedir. Bu amacla
aragtirma tarama modelinde desenlenmistir. Arastirmanin bir kismi betimsel tarama ve diger kismi
korelasyonel tarama modelinde tasarlanmistir. Tarama modelleri kapsaminda korelasyonel analizleri
kullanmak, degiskenler arasindaki iliskinin giiclinii (biiyiik) ve yoniinii 6l¢meyi veya bir degiskenin
digeri iizerindeki etkisini tahmin etmeyi saglar (Biiyiikoztiirk vd., 2008; Edmonds & Kennedy, 2017).
Bu desende arastirmada kullanilmasi planlanan 6l¢me araglart uygulamasi disinda herhangi bir
uygulama, miidahale ve benzeri yonlendirmeler yapilmamaktadir (Biiyiikoztiirk, vd., 2008; Edmonds &
Kennedy, 2017). Mevcut aragtirmada temel olarak okul dncesi donem ¢ocuklarinin sosyal duygusal iyi
olus ve psikolojik saglamliklari ile dijital oyun bagimlilik egilimleri arasindaki iligki inceleneceginden
bu iliski agini ortaya ¢ikarabilecek arastirma deseninin korelasyonel model olacagi diisiintilmiistiir. Okul
oncesi donem ¢ocuklarinin sosyal duygusal iyi olus ve psikolojik saglamliklar1 ile dijital oyun bagimlilik
egilimlerinin demografik ozelliklere gore farklilasma durumunun ise betimsel tarama modelinde
tasarlanmasinin uygun olacagi diistiniilmiistir.

Calisma Grubu

Bu arastirma, 2022-2023 egitim 6gretim yilinda, Rize ilindeki okul dncesi egitim kurumlaria devam
etmekte olan 324 cocuktan olusmaktadir. Arastirmanin ¢alisma grubu olasiliga dayali olmayan
ornekleme yontemlerinden uygun 6rnekleme yontemi ile olusturulmustur (Biylikoztiirk, vd., 2008).
Aragtirmanin ¢aligma grubuna ait demografik bilgilere Tablo 1°de yer verilmistir.

Tablo 1.
Calisma grubuna ait demografik bilgiler
Demografik Bilgiler n %
Cinsiyet Kiz 164 50,6
Erkek 160 494
Yas 48-60 ay 73 225
61-72 ay 208 64,2
73 ve daha fazla ay 43 13,3
Okul 6ncesi egitim alma siiresi 1yl 193 59,6
Cocuk
2 yil 111 343
3 ve daha fazla yil 20 6,2
Kurum tiirti Anasinifi 147 45,4
Bagimsiz anaokulu 177 54,6
Giinliik ekran siiresi 1 saatten daha az 56 17,3
1-2 saat araliginda 167 51,5
2 saatten daha fazla 101 31,2
Annelerin algilanan gelir diizeyleri Diisiik 33 10,2
Orta 273 84,3
Yiiksek 18 5,6
Anne yas1 18-28 yas 16 4,9
Anne 29-39 yas 253 78,1
40 ve lizeri yas 55 17
Annenin ¢alisma durumu Calisan 139 42,9
Caligmayan 185 57,1
Toplam 324 100
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Tablo 1’de goriildiigii lizere aragtirmanin ¢alisma grubunu olusturan ¢ocuklarin %50,6’s1 kiz, %49.4’
erkek; %22,5’1 48-60 ay, %64,2°si 61-72 ay ve %13,3’1 ise 73 ve daha fazla aylik; 9%59,6’s1 1 yil,
%34,31 2 y1l ve %6,2’s1 3 ve daha fazla yi1l okul 6ncesi egitim almistir. Cocuklarin %45,4 1 anasinifina,
%54,6’s1 bagimsiz anaokuluna devam etmektedir. Cocuklarin %17,3 liniin giinliik ekran siiresi 1 saatten
az, %51,5’inin ekran siiresi 1-2 saat araliginda ve %31,2’sinin ekran siiresi 2 saatten daha fazladir.
Arastirma grubundaki ¢ocuklarin annelerinin algiladiklart gelir diizeyi %10,2’sinin diisiik, %84,3 linlin
orta ve %35,6’sinin yiiksektir. Annelerin %4,9’u 18-28 yas, %78,1°1 29-39 yas ve %17’si 40 ve lizeri yas
araligindadir. Annelerin %42,9’u ¢alismakta, %57,1°1 calismamaktadir.

Veri Toplama Araglan

Arastirmada veri toplama araglari olarak okul 6ncesi donem g¢ocuklarinin sosyal duygusal iyi olus ve
psikolojik saglamliklarim belirlemek amaciyla “Okul Oncesi Cocuklar icin Sosyal Duygusal Iyi Olus
ve Psikolojik Saglamlik Olgegi” ve dijital oyun bagimlilik egilimlerini belirlemek amaciyla “Okul
Oncesi Donem Cocuklar1 Dijital Oyun Bagimlhilik Egilimi Olgegi” ve katilimcilarin demografik
ozelliklerini belirlemek amaciyla “Demografik Bilgi Formu” kullanilmistir.

Okul Oncesi Cocuklar i¢in Sosyal Duygusal Iyi Olus ve Psikolojik Saglamlik Olcegi: Mayr & Ulich
tarafindan gelistirilen ve Ozbey (2019) tarafindan Tiirkge’ye uyarlanan &lgek 6 alt boyuttan
olugmaktadir. Her alt boyut 6 madde olup dlgekte toplam 36 madde yer almaktadir. Alt boyutlar; iletisim
Kurma/Sosyal Performans, Oz-Kontrol/ Diisiincelilik, Atilganlik, Duygusal Istikrar/Stresle Basa Cikma,
Gorev Yonelimi, Kesfetmekten Hoslanma olarak isimlendirilmistir. Olgegin giivenirlik katsayilarinin
,72 ve ,96 arasinda oldugu tespit edilmistir (Ozbey, 2019). Olgme arac1 dgretmenler tarafindan ¢ocuklar
adina doldurulmaktadir. Bu ¢alisma kapsaminda 6lgegin iletisim kurma/sosyal performans alt boyutu
icin i¢ tutarlik katsayis1 ,97; 6z kontrol/diisiincelilik alt boyutu i¢in ,98; atilganlik alt boyutu i¢in ,97;
duygusal istikrar/stresle basa ¢ikma alt boyutu i¢in ,90; gbrev yonelimi alt boyutu icin ,91 ve
kesfetmekten hoslanma alt boyutu i¢in ,97 olarak hesaplanmstir.

Okul Oncesi Dénem Cocuklar Dijital Oyun Bagimlihk Egilimi Olgegi (DOBE): Olcek, Budak
(2020) tarafindan gelistirilmistir. Olgek 20 maddeden olusmakta ve 5°li likert yapidadir. Olgekten en
diisiik puan 20, en yiiksek puan 100 puan alinabilmektedir. Olgme aracinin i¢ tutarhilik katsayisi
(Cronbach’s Alfa Katsayis1 a) ,93 ve alt boyutlara yonelik i¢ tutarlilik katsayilariin ,70 ile ,90 arasinda
degisti tespit edilmistir. Olgme aracinin dort alt boyutu vardir. Bunlar: Hayattan kopma, ¢atisma, siirekli
oynama ve hayata yansitma seklindedir. Olgme aract anneler tarafindan cocuklar adna
doldurulmaktadir (Budak, 2020; Budak ve Isikoglu, 2022). Bu calisma kapsaminda 6l¢egin hayattan
kopma alt boyutu i¢in i¢ tutarlik katsayisi ,95; catisma alt boyutu i¢in ,93; siirekli oynama alt boyutu
icin ,92 ve hayata yansitma alt boyutu icin ,84 olarak tespit edilmistir. Olgegin toplam i¢ tutarlik
katsayis1 ,97’dir.

Demografik Bilgi Formu: Arastirmacilarm olusturdugu kisisel bilgi formunda 6gretmen ve annenin
doldurmast i¢in ¢ocukla ilgili kisisel bilgilere yonelik sorular yer almaktadir.

Veri Toplama Siireci

Aragtirma kapsaminda Artvin Coruh Universitesi Rektorliigii Etik Kurulu’ndan 07.02.2023 tarih ve E-
18457941-050.99-80634 sayili etik kurul onay1 alinmistir. Ardindan uygulama i¢in Rize ili Merkez ilge
Milli Egitim Miidiirliigli’nden resmi izin alinmistir. Okul 6ncesi egitim kurumlarinin yoneticilerinden
de izin alindiktan sonra dlgme aract annelerin doldurmasi igin ¢ocuklarla evlerine gonderilmistir.
Arastirmaya katilmaya gontillii olan annelerden, ¢ocuklar1 adina 6lgme aracini doldurmalari istenmistir.
Ardindan hangi cocuk igin anneler anket doldurmussa Ogretmenler de o c¢ocuklar i¢in anketi
doldurmustur. Anne ve Ogretmenlerin doldurduklart anketler 6gretmenler tarafindan eslestirilmistir.
Hepsinin tamamlanmasinin ardindan aragtirmaci tarafindan teslim alinmistir. Veri toplama siireci
06.03.2023-20.05.2023 tarihleri arasinda gerceklestirilmistir. Toplam 532 adet 6lgme araci teslim
edilmis ancak bunlardan 176’s1 doldurmamus, 32’si ise eksik/hatali doldurulmustur. Sonucta 324 adet
anket formu veri analizine uygun bulunmustur.
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Verilerin Analizi

Arastirmada, Oncelikle veri toplama araglarinin giivenirligine iligkin Cronbach alpha i¢ tutarlik
katsayilara yer verilmistir. Buna gére Okul Oncesi Cocuklar icin Sosyal Duygusal Iyi Olus ve
Psikolojik Saglamlik Olgegi’nin iletisim kurma/sosyal performans alt boyutu icin i¢ tutarlik katsayis
,97; 6z kontrol/diisiincelilik alt boyutu i¢in ,98; atilganlik alt boyutu igin ,97; duygusal istikrar/stresle
basa ¢ikma alt boyutu i¢in ,90; gérev yonelimi alt boyutu igin ,91 ve kesfetmekten hoglanma alt boyutu
icin ,97 olarak hesaplanmustir. Okul Oncesi Dénem Cocuklar Dijital Oyun Bagimlilik Egilimi Olgegi
(DOBE)’nin ise hayattan kopma alt boyutu i¢in i¢ tutarlik katsayisi ,95; catisma alt boyutu i¢in ,93;
siirekli oynama alt boyutu icin ,92 ve hayata yansitma alt boyutu i¢in ,84 olarak tespit edilmistir. Olgegin
toplam i¢ tutarlik katsayisi ,97°dir. Okul 6ncesi donem ¢ocuklarinin sosyal duygusal iyi olus ve
psikolojik saglamliklar1 ve dijital oyun bagimlilik egilimi diizeylerini betimlemek i¢in ortalama ve
standart sapma degerleri hesaplanmistir. Verilerin normal dagilim gostermedigi Kolmogorov-Smirnov
Testi ile belirlendikten sonra (p<.05) (Tablo 2) degiskenler arasindaki iligkiyi tespit etmek amaciyla
Spearman Brown Sira Farklart Korelasyon Katsayisi Analizi yapilmistir. Degiskenlere gore
farklilagmay1 tespit etmek tizere ise Mann Whitney-U testi ve Kruskal Wallis-H testi analizleri
yapilmistir. Veriler SPSS 21 paket programinda analiz edilmis ve anlamlilik degeri olarak ,05 alinmustir.

Tablo 2.
Verilerin normallik dagilimina iliskin yapilan Kolmogorov-Smirnov testi sonuglart

%

<
A © 7 - o] =] = = 9]
ef . ¢ E ¢ & E £ 55
3 & & = N © = S ] 12 s o © =
EEE 5 FE S g 2 e & 5 25 5 g E
E &= » g2 2 > 2 S = = Z = 2 >~ e
& €3 = T 5 3 S =1 & = = 2 E [}
£8: < 2 S B oy & 5 ° = E
z g S S b5 T 2 = g & 5
kel N b & = O
= 9 = Y, A

[a)

N 324 324 324 324 324 324 324 324 324 324 324 324 324 324

20,16 20,79 20,46 19,50 1982 20,77 1865 10,82 1346 8175 54,061 149 191 213

» Mean
o 05 94 30 93 10 78 74 72 30 9 7 89
£
E Std. 7,122 7,598 7,316 5,541 6,151 7,233 8,832 5,099 5,950 3,433 22,260 ,501 ,592 ,683
E Deviati 04 26 50 00 25 82 63 72 92 12 54 17
S on

Absolu ,130 ,148 ,142 127 117 ,142 ,115 124 ,133 ,095 ,097 344 ,337 ,269
8 te
o
(<5
;DE Positiv ,084 ,113 ,096 ,081 ,093 ,101 ,115 124 ,133 ,095 ,097 344 ,305 ,269
[«5)
IS e
[
h:
g Negati -,130 -,148 -142 -127 -,117 -,142 -,093 -,090 -,077 -,067 -,072 -338 -337 -,247
o
s ve

Kolmogorov- 2,344 2,660 2,553 2,289 2,103 2561 2,063 2,231 2399 1,709 1,750 6,19 6,06 4,83
Smirnov Z 5 3 9

Asymp. Sig. ,000 000 ,000 ,000 ,000 000 ,000 000 000 ,006 ,004 000 000 000
(2-tailed)
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Bulgular

Bu boliimde okul 6ncesi donem ¢ocuklarinin sosyal duygusal iyi olus ve psikolojik saglamliklari ile
dijital oyun bagimlilik egilimi diizeylerine, bu iki degisken arasindaki iligkiyi belirlemeye yonelik
bulgulara ve bu iki degiskenin ¢ocuklarin demografik 6zellikleri (cinsiyet, yas ve giinliik ekran siiresi)
acisindan incelenmesine yonelik bulgulara yer verilmistir.

Tablo 3.
Okul oncesi donem cocuklarinin sosyal duygusal iyi olus ve psikolojik saglamliklar ile dijital oyun
bagimlilik egilimlerine iliskin ortalama ve standart sapma degerleri sonuglar

n Ort SS
Iletisim kurma/ sosyal performans 324 20,16 7,12
Sosyal Duygusal Oz kontrol/ diisiincelilik 324 20,79 7,59
Iyi Olus ve Atilganlik 324 20,46 7,31
Psikolojik Duygusal istikrar/ stresle basa ¢ikma 324 19,50 5,54
Saglamlik Gorev yonelimi 324 19,82 6,15
Kesfetmekten hoslanma 324 20,77 7,23
Hayattan kopma 324 18,65 8,83
Catisma 324 10,82 5,09
ggg?rlﬂ(l)lﬁjggilimi Siirekli oynama 324 13.46 5.95
Hayata yansitma 324 8,17 3,43
Dijital Oyun Bagimlilik Egilimi Toplamu 324 54,06 22,26

Ort = Ortalama, SS = Standart sapma

Tablo 3’te goriildiigii iizere okul dncesi donem gocuklarinin Sosyal Duygusal Iyi Olus ve Psikolojik
Saglamlik Olgegi iletisim kurma/ sosyal performans alt boyutundan aldiklar1 puan ortalamasi 20,16,
standart sapma 7,12; 6z kontrol/ diisiincelilik alt boyutundan aldiklar1 puan ortalamasi 20,79, standart
sapma 7,59; atilganlik alt boyutundan aldiklar1 puan ortalamasi 20,46, standart sapma 7,31; duygusal
istikrar/ stresle basa ¢ikma alt boyutundan aldiklar1 puan ortalamasi 19,50, standart sapma 5,54; gorev
yonelimi alt boyutundan aldiklar1 puan ortalamasi 19,82, standart sapma 6,15 ve kesfetmekten hoslanma
alt boyutundan aldiklar1 puan ortalamasi 20,77, standart sapma ise 7,23 tiir. Olgegin her bir alt boyutu
6 madde icermektedir. Olgme araci besli likert yapidadir. Olgegin alt boyutlarindan alinabilecek
maksimum ve minimum puan degerleri dikkate alindiginda (maks. 30- min. 1) cocuklarin Sosyal
Duygusal Iyi Olus ve Psikolojik Saglamlik Olgegi tiim alt boyut puanlarinin yiiksek diizeyde oldugu
tespit edilmistir.

Cocuklarm Dijital Oyun Bagimlilik Egilimi Olgegi hayattan kopma alt boyutundan aldiklari puan
ortalamasi 18,65, standart sapma 8,83; catisma alt boyutundan aldiklar1 puan ortalamasi 10,82, standart
sapma 5,09; stirekli oynama alt boyutundan aldiklar1 puan ortalamasi 13,46, standart sapma 5,95; hayata
yansitma alt boyutundan aldiklar1 puan ortalamasi 8,17, standart sapma 3,43 ve dijital oyun bagimlilik
egilimi toplam puan ortalamasi 54,06, standart sapma ise 22,26’dir. Olgme aracindan alinan toplam
puanin 54,06 olmasi 6lgme aracini gelistiren Budak (2020)’1n belirttigi cizelgeye gore orta diizeyde
olduklarimi gostermektedir.

Tablo 4’te goriildiigii iizere okul dncesi donem gocuklarinin Sosyal Duygusal Iyi Olus ve Psikolojik
Saglamlik Olgegi alt boyutlari ile Dijital Oyun Bagimlilik Egilimi Olgegi’nden aldiklar1 toplam ve alt
puanlar arasinda orta diizeyde, negatif yonlii ve anlaml bir iliski oldugu goriilmektedir. Buna gore
cocuklarm sosyal duygusal iyi olus ve psikolojik saglamliklar1 arttikga dijital oyun bagimlilik
egilimlerinin azaldigi s6ylenebilir.
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Tablo 4.

Okul éncesi donem ¢ocuklarinin sosyal duygusal iyi olus ve psikolojik saglamliklar: ile dijital oyun
bagimlilik egilimleri arasindaki iligki ile ilgili yapilan Spearman Brown sira farklart korelasyon

katsayist analizi sonuglart

MSKU Egitim Fakiiltesi Dergisi
ISSN 2148-6999 Say1 11, Cilt 1, (2024) Mayis
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ER: SE £ g g g
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~ = = 8 < - o :0 g s O ~ 8 = 729 ) I
€ 28 2 B2 2 5% S8 8 £ = =
z3 z Z 3 =S =EF B g
£ 82 < 23 & 2 FET § Y % %
=38 a j% &} 5 T 1 jas)
~  lletisim kurma/
e sosyal - 777 809 ;740 698 814 -519 -502 -460 -512 -428
&,  performans
A .
£ Ozkontroll g0y 6eg 722 792 803 -592 -572 -522  -565  -521
° diistincelilik
=]
-
7 Aulganlik 809 698 - 629 684 853 -527 -520 -452 -512  -446
(0]
cZ:« Duygusal
£ istikrar/stresle 740 722,629 - 722 700  -500 -464 -470 -481 -432
= basa ¢ikma
i G
& Jorev. 698 792 684 722 - 812  -526 -502 -467 -504 -477
2 yonelimi
@)
=
z K“;ffetmekte“ 814 803 853 700 812 - -570  -564  -497 -543  -484
A oslanma
Dijital Oyun
g Bagmblk g9 _se2 527 500 -526 -570 - 945 929 897 846
8 Egilimi
>80 Toplam
m
%
E Hkaya“a” 502 572 -520 -464 -502 -564 945 . 831 765 767
) opma
m
5 Catisma 460 -522 -452 -470 -467 -497 929 831 - 817 726
3
I Stirekli -512 -565 -512 -481 -504 -543 897 765 817 - 707
5 oynama
Hayata 428 -521 -446 -432 477 -484 846 767 726 707 .
yansitma

“Tablodaki tiim degerler igin anlamlilik diizeyi p<,001°dir.

Tablo 5.
Okul oncesi donem ¢ocuklarimin sosyal duygusal iyi olus ve psikolojik saglamliklar: ile dijital oyun
bagimlilik egilimlerinin cinsiyet degiskenine gore farklilasma durumuna iliskin yaptlan Mann Whitney-
U testi sonuclart

Cinsiyet n Siralar Siralar U z p
Ortalamast Toplamu
o Tletisim kurma/ Kiz 164 171,26 28086 11684 -1,709 ,087
-3~ sosyal
% 32 performans Erkek 160 153,53 24564
S >0
“ A3 = Oz kontrol/ Kiz 164 175,16 28727 11043 -2,477 ,013*
diisiincelilik Erkek 160 149,52 23923
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Atilganlik Kiz 164 169,56 27807,50 11962,500 -1,378 ,168
Erkek 160 155,27 24842,50
Duygusal Kiz 164 171,03 28049 11721 -1,663 ,096
istikrar/ stresle
basa gikma Erkek 160 153,76 24601
Gorev yonelimi Kiz 164 173,05 28381 11389 -2,057 ,040*
Erkek 160 151,68 24269
Kesfetmekten Kiz 164 171,07 28056 11714 -1,676 ,094
hoslanma Erkek 160 153,71 24594
Dijital Oyun Kiz 164 153,30 25141,50 11611,500 -1,790 ,073
~ Bagimlilik
= Egilimi Toplam  Erkek 160 171,93 27508,50
>§u Hayattan kopma Kiz 164 154,03 25261,50 11731,500 -1,649 ,099
,:‘3 g Erkek 160 171,18 27388,50
5 ED Catisma Kiz 164 151,95 24920,50 11390,500 -2,057 ,040*
5* m Erkek 160 173,31 27729,50
= Siirekli oynama Kiz 164 157,08 25760,50 12230,500 -1,057 ,291
=8 Erkek 160 168,06 26889,50
A Hayata yansitma Kiz 164 156,18 25613,50 12083,500 -1,234 217
Erkek 160 168,98 27036,50

*D<,05

Tablo 5’te goriildiigii iizere okul dncesi donem gocuklarinin Sosyal Duygusal Iyi Olus ve Psikolojik
Saglamlik Olgegi 6zkontrol/diisiincelilik ve gérev ydnelimi alt boyutlarindan almus olduklari puanlarin
cinsiyet degiskenine gore anlamli sekilde farklilagtigr tespit edilmistir (z=-2,477, p=,013; z=-2,057,
p=,040. Buna gore kiz ¢ocuklarin 6zkontrol/diisiincelilik ve gérev yonelimi puanlar1 erkek ¢ocuklardan
daha ytiksektir.

Okul 6ncesi donem ¢ocuklarmin Dijital Oyun Bagimlilik Egilimi Olcegi catisma alt boyutundan almus
olduklar1 puanlarin cinsiyet degiskenine gore anlamli sekilde farklilastigi tespit edilmistir (z=-2,477,
p=,040). Buna gore erkek ¢ocuklarin ¢atisma puanlari kiz ¢ocuklardan daha yiiksektir. Buna gore erkek
cocuklarin catismaya daha meyilli oldugu sdylenebilir.

Olgeklerden alinan diger puanlarin ¢ocuklarmn cinsiyetine gore anlamli sekilde farklilasmadig: tespit
edilmistir (p>,05).

Tablo 6°da okul 6ncesi donem g¢ocuklarmin Sosyal Duygusal lyi Olus ve Psikolojik Saglamlik Olgegi
ve Dijital Oyun Bagimlilik Egilimi Olgegi puanlarinin yas degiskenine gore anlamli bir farklilik gdsterip
gostermedigini belirlemek amaciyla yapilan Kruskal Wallis-H testi sonuglari incelendiginde gruplarin
siralamalar ortalamalar1 arasindaki fark istatistiksel olarak anlamli bulunmamustir (p>,05).

Tablo 6.

Okul oncesi donem ¢ocuklarimin sosyal duygusal iyi olus ve psikolojik saglamliklar: ile dijital oyun
bagimlilik egilimlerinin yas degiskenine gére farklilasma durumuna iliskin yapilan Kruskal Wallis-H
testi sonuclar

Yas n Siralar Ortalamasi x? Sd p
o Iletisim kurma/ sosyal 48-60 ay 3 176,10
> performans 61-72 ay 208 153,42 5664 2,059
g % 73 ay ve daha fazla 43 183,36
= 8 48-60 ay 73 168,10
':N ;%D Oz kontrol/ diistincelilik 61-72 ay 208 156,08 3548 2 170
é) e 73 ay ve daha fazla 43 184,03
= k=) 48-60 ay 73 163,68
a .*2 Atilganlik 61-72 ay 208 159,16 1,268 2 531
E, £ 73 ay ve dahafazla 43 176,66
3 Duygusal istikrar/ stresle 48-60 ay 73 152,26 4546 2 103

basa ¢ikma
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61-72 ay 208 160,52
73 ay ve daha fazla 43 189,45
48-60 ay 73 158,22
Gorev yonelimi 61-72 ay 208 158,82 3563 2 ,168
73 ay ve daha fazla 43 187,56
48-60 ay 73 155,66
Kesfetmekten hoslanma 61-72 ay 208 160,70 2511 2 285
73 ay ve daha fazla 43 182,80
Dijital Oyun Bagimlilik 48-60ay 3 156,09 1556 2 459
— Egilimi Toplam 61-72 ay 208 161,53 ' '
E 73ayvedahafazla 43 178,09
"5“ 48-60 ay 73 152,17
4 Hayattan kopma 61-72 ay 208 161,44 3444 2 179
= 73 ay ve daha fazla 43 185,19
g 48-60 ay 73 158,69
2 Catisma 61-72 ay 208 161,79 617 2 735
§ 73 ay ve daha fazla 43 172,41
o) 48-60 ay 73 160,06
= Siirekli oynama 61-72 ay 208 161,23 ,606 2,739
3Q5 73 ayve dahafazla 43 172,77
48-60 ay 73 164,87
Hayata yansitma 61-72 ay 208 161,16 121 2,942
73 ay ve daha fazla 43 164,98

Tablo 7°de okul 6ncesi donem g¢ocuklarmin Sosyal Duygusal lyi Olus ve Psikolojik Saglamlik Olgegi
ve Dijital Oyun Bagimlilik Egilimi Ol¢egi puanlarmin ekran siiresi degiskenine gore anlamli bir farklilik
gosterip gostermedigini belirlemek amaciyla yapilan Kruskal Wallis-H testi sonuglari incelendiginde
gruplarin siralamalar ortalamalar1 arasindaki fark Dijital Oyun Bagimlhilik Egilimi Olgegi siirekli
oynama alt boyutunda istatistiksel olarak anlamli bulunmustur (p>,05). Bu farkliligin hangi gruplar
arasinda oldugunu tespit etmek icin yapilan Mann Whitney-U testi sonucunda giinliik ekran siiresi 2
saatten daha fazla olan ¢ocuklarin siirekli oynama puanlari ekran siiresi 1 saatten daha az ve 1-2 saat
arasi olan ¢ocuklardan anlamli olarak daha yiiksektir (Z=-3,446, p=,001;, Z=-3,072, p=,002). Diger
puanlar arasindaki farklar istatistiksel olarak anlamli bulunmamistir (p>,05).

Tablo 7.

Okul oncesi donem ¢ocuklarimin sosyal duygusal iyi olus ve psikolojik saglamliklar: ile dijital oyun
bagimlilik egilimlerinin giinliik ekran siiresi degiskenine gore farklilasma durumuna iliskin yapilan
Kruskal Wallis-H festi sonuclar

Giinliik ekran Siralar @ sd
siiresi Ortalamasi P
1 saatten daha az 56 180,35
= Iletisim kurma/ sosyal 1-2 saat arasi1 167 163,43 3,580 2 167
= performans 2 saatten daha 101 15106
)L:D fazla '
3 1 saatten daha az 56 170,96
M . K
= Oz kontrol/ diisiincelilik 21;:;;:; *;r;‘;; 167 164,88 1436 2 488
2 101 153,88
4 fazla
= 1 saatten daha az 56 185,06
> -
= Atilganlik 21;:3:;?22; 167 162,51 5002 2 078
o fazla 101 149,97
E 1 saatten daha az 56 165,04
%) Duyguzal istil;{rar/ stresle 1-2 saat arast 167 161,03 095 5 954
5 asa ¢itkma 2 saatten daha 101 16351
A fazla
§ 1 saatten daha az 56 168,50
3 Gérev yonelimi ;;:;:ﬁ;ﬁ; 167 162,21 326 2 850
101 159,65

fazla
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1 saatten daha az 56 186,67
1-2 saat arasi 167 161,68

Kesfetmekten hoslanma 5,465 2 ,065

2 saatten daha

101 150,46
fazla
1 saatten daha az 56 143,81
o Topm 2t e 5041 2 080
£ p 101 177,67
fazla
= 1 saatten daha az 56 146,10
= Hayattan kopma 21 ;i;et‘:; ag:ﬁ; 167 162,23 2,773 2 ,250
= 101 172,04
i) fazla
:é 1 saatten daha az 56 152,27
8 Catisma 21 ;:t?:; ?jrg;la 167 161,84 1,210 2 546
a 101 169,27
S fazla
) 1saatten dahaaz 56 134,50
g Siirekli oynama ;i;ﬁ:ﬁ;ﬁ; 167 154,97 15139 2 001%*
a S 101 190,47
fazla
1 saatten daha az 56 155,99
Hayata yansitma 21 -iast?:tn EEZE; 167 162,32 ,451 2 , 798
S 101 166,41

fazla

**p<,01

Tartisma, Sonuc ve Oneriler

Cocuklarin sosyal duygusal iyi olus ve psikolojik saglamliklari ile dijital oyun bagimlilik egilimleri
arasindaki iliskinin incelendigi bu arastirmanin sonucunda c¢ocuklarin sosyal duygusal iyi olus ve
psikolojik saglamlik diizeylerinin yiiksek oldugu tespit edilmistir. Bu calismaya benzer sekilde Oner
(2023), Ozbey, vd., (2022) ve Tastiiner (2021) cocuklarin sosyal duygusal iyi olus ve psikolojik
saglamliklarinin yiiksek diizeyde oldugunu tespit etmistir. Oztiirk (2022)’{in ¢alismasinda ise cocuklarm
sosyal duygusal iyi olus ve psikolojik saglamliklarinmn orta diizeyde oldugu tespit edilmistir. Ozogul
(2022) ise cocuklarin negatif ve stres igeren olaylarin istesinden gelirken zorlandiklarini ifade
etmektedir. Mevcut aragtirmanin sonucunda g¢ocuklarin okul oncesi egitim kurumlarinda verilen
egitimin niteligine bagl olarak sosyal duygusal iyi olug ve psikolojik saglamliklarinin yiiksek diizeyde
ortaya ¢ikmis olabilecegi diigiiniilmektedir.

Arastirmanin diger bir sonucu ¢ocuklarin dijital oyun bagimlilik egilimlerinin orta diizeyde oldugudur.
Cayl1 (2022) ve Giizen (2021) calismasinda ¢ocuklarin dijital oyun bagimlilik egilimlerinin orta diizeyde
oldugunu tespit etmistir. Ote yandan Emiroglu Ilvan (2022) ve Dokumac1 (2023) ¢ocuklarin dijital oyun
bagimhlik egilimlerinin az diizeyde oldugu sonucuna ulasmustir. Unsal (2019) ise 5-6 yas cocuklarmin
bilgisayar oyun bagimliliklarimin yiiksek diizeyde oldugunu tespit etmistir. Mevcut arastirmada
cocuklarn dijital oyun bagimlilik egilimlerinin orta diizeyde ¢ikmasinda arastirma verilerinin sadece
annelerin gozlemlerine dayali olmasindan kaynaklanabilecegi diisiiniilmektedir.

Arastirmanin sonucunda ¢ocuklarin sosyal duygusal iyi olus ve psikolojik saglamliklar1 alt boyutlari ile
dijital oyun bagimlilik egilimleri toplam puanlari arasinda orta diizeyde, negatif yonlii ve anlamli bir
iligski oldugu tespit edilmistir. Buna goére ¢cocuklarin sosyal duygusal iyi olus ve psikolojik saglamliklar
arttikca dijital oyun bagimlilik egilimleri azalmaktadir. Limone & Toto (2021) pandemi siirecinde sosyal
duygusal iyi olus ve psikolojik saglamliklar1 diisiik olan ¢ocuklarin bu siirecte teknolojik cihazlarla
gecirdikleri zamanin arttigini  ve beraberinde ¢esitli  olumsuzluklarla karsilasildigini  ortaya
koymaktadirlar. Nitekim Stiglic & Viner (2019) yiiriittiikkleri ¢caligmada ¢ocuklarin ekrandan uzak
kalmalarinin iyi oluglarini olumlu yonde etkiledigini tespit etmislerdir.

Mevcut aragtirmada, kiz c¢ocuklarin sosyal duygusal iyi olus ve psikolojik saglamliklar
0zkontrol/diisiincelilik ve gorev yonelimi puanlarinin erkek ¢ocuklardan daha yiiksek oldugu sonucuna
ulasilmistir. Benzer sekilde Oztiirk (2022) ve Giin (2021) kiz ¢ocuklarin 8zkontrol/diisiincelilik ve gorev
yonelimi puanlarinin; Oner (2023) ve Atespolat (2022) da kiz cocuklarin 6zkontrol/diisiincelilik
puanlarinin erkek ¢ocuklardan daha yiiksek oldugunu ortaya koymuslardir. Kalkuloglu (2022) kiz
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cocuklarin sosyal duygusal iyi olus ve psikolojik saglamliklar1 duygusal istikrar/stresle basa ¢ikma
puanlarmin erkeklerden daha yiiksek oldugunu tespit etmistir. Ote yandan gocuklarin sosyal duygusal
iyi olus ve psikolojik saglamliklarinin cinsiyete gore farklilasmadigi sonucuna ulagan ¢aligmalar da
mevcuttur (Balci, 2022). Bu arastirma sonucunda kiz ¢ocuklarinin puanlarinin daha yiiksek ¢ikmasinda
toplumsal cinsiyet rollerine bagli olarak ailelerin ve toplumdaki diger bireylerin kiz ¢ocuklara yonelik
yaklagimlarinin farkliliginin etkili olabilecegi diistiniilmektedir. Nitekim Ersoy (2009) kiiltiiriin cinsiyet
kaliplarini belirleyen en 6nemli faktorlerin basinda yer aldigini belirtmis ve kiz ¢ocuklarini yetistirirken
uygulanan farkli davranislarin bu duruma yansiyabilecegini ifade etmistir.

Arastirmanin bir diger sonucuna gore erkek cocuklarin dijital oyun bagimlilik egilimi catisma
puanlarinin kiz cocuklarindan daha yiiksek oldugu tespit edilmistir. Bu bulguyla benzer sekilde Golge
(2022) ve Dokumaci (2023) erkeklerin ¢atisma, siirekli oynama ve hayata yansitma puanlarinin; Cayl
(2022) ve Emiroglu Ilvan (2022) da erkek cocuklarin dijital oyun bagimlilik egilimlerinin ve tiim alt
boyutlardaki puanlarmin kiz ¢ocuklarindan daha yiliksek oldugunu bulmustur. Giizen (2021) erkek
cocuklarin dijital oyun bagimlilik egilimlerinin daha yiiksek oldugunu tespit etmistir. Ote yandan Unsal
(2019) ise 5-6 yas ¢ocuklarinin bilgisayar oyun bagimliliklarinin kiz ¢ocuklari lehine anlaml diizeyde
farklilastigini tespit etmistir. Jenson & De Castell (2011) bu durumun kiiltiirel ve toplumsal cinsiyet
rollerine bagli olarak gelistigini belirtmektedir. Buna gore erkek cocuklarin saldirganlik ve 6fke gibi
durumlar1 ebeveynler tarafindan daha kabul edilebilir bulunurken kiz ¢ocuklarin bu tiir ¢atismaya
yonelik duygu ve davranislar1 daha az kabul goérmektedir.

Bu aragtirmada cocuklarin sosyal duygusal iyi olus ve psikolojik saglamliklarinin yasa gore
farklilasmadigi tespit edilmistir. Benzer sekilde Oztiirk (2022) ve Tarman ve digerleri (2023), cocuklarin
sosyal duygusal iyi olus ve psikolojik saglamliklarinin yasa gore farklilasmadig1 sonucuna ulagmustir.
Ote yandan cocuklarin sosyal duygusal iyi olus ve psikolojik saglamliklariin yasa gore farklilastigim
tespit eden ¢alismalar da bulunmaktadir (Atespolat, 2022; Giin, 2021; Ozdemir, 2021; Ozogul, 2022).
Literatiirde yer alan farkli sonuglar birlikte degerlendirildiginde c¢ocuklarin yas ile birlikte gelisim
Ozelliklerinin niteliginin de artmasi beklenilmektedir. Mevcut aragtirmada yasa gore farklilasma
olmamasinin nedeni kiigiik ¢ocuklarin da koruyucu faktoérler olan aile, 6gretmen ve gevre destegini almig
olabilecekleridir. Nitekim yapilan ¢alismalar (Chen, et al., 2021; LeBuffe, vd., 2012; Watts & Pattnaik,
2022) ¢ocuklarin her yas grubunda koruyucu faktorler ile desteklendiklerinde sosyal duygusal iyi olus
ve psikolojik saglamliklarinin gelistirilebilecegini gostermektedir.

Aragtirmanin sonucunda ¢ocuklarin dijital oyun bagimlilik egilimlerinin yasa gore farklilagsmadig: tespit
edilmistir. Benzer sekilde Cayli (2022), Giizen (2021) ve Unsal (2019) calismasinda ¢ocuklarin dijital
oyun bagimlilik egilimlerinin yasa gore farklilasmadig1 sonucuna ulagsmustir. Ote yandan Emiroglu {lvan
(2022) 61-72 aylik cocuklarin siirekli oynama puanlarinin 48-60 aylik ¢ocuklardan daha yiiksek
oldugunu tespit etmistir. Mevcut arastirmada yasa gore farklilasma olmamasinin nedeninin ¢ocuklarin
dijital araglara ulasimindaki benzerliklerden kaynaklandig: diistintilmektedir.

Son olarak bu arastirmada ¢ocuklarin sosyal duygusal iyi olus ve psikolojik saglamliklarinin gilinliik
ekran siiresi degiskenine gore farklilagsmadigi ortaya konulmustur. Ekran siiresi 2 saatten daha fazla olan
cocuklarin dijital oyun bagimlilik egilimi siirekli oynama puanlarinin, ekran siiresi daha az olan
cocuklardan yiiksek oldugu tespit edilmistir. Benzer sekilde Emiroglu Ilvan (2022) ve Dokumaci (2023)
da giin i¢inde 2 saatten fazla dijital oyun oynayan ¢ocuklarin puanlarinin digerlerinden daha yiiksek
oldugunu tespit etmistir. Glizen (2021) ¢ocuklarin ekran basinda gegirdikleri siire arttik¢a bagimlilik
egilimlerinin de arttigimmi belirtmektedir. Ekran siiresinin ¢ocuklarin gelisimleri {izerindeki olumsuz
etkilerine yonelik yapilan ¢aligsmalar (Johnston, 2021; Mavoa et al., 2018; Sakr & Oscar, 2022) artan
ekran siiresinin ¢ocuklarin ilerleyen yasamlart da dahil olmak iizere pek ¢ok bagimliligi beraberinde
getirdigini belirtmektedirler.

Okul 6ncesi donem ¢ocuklariin sosyal duygusal iyi olus ve psikolojik saglamliklari ile dijital oyun
bagimlilik egilimleri arasindaki iligkinin incelendigi bu arastirmanin sonuglarina dayali olarak
aragtirmacilar, egitimciler ve politika yapicilara yonelik ¢esitli 6neriler sunulmustur. Bu arastirma
sonucunda cocuklarin sosyal duygusal iyi olus ve psikolojik saglamliklari yiiksek, dijital oyun
bagimlilik egilimlerinin ise orta diizeyde oldugu tespit edilmistir. Buradan hareketle ¢cocuklarin sosyal
duygusal iyi olus ve psikolojik saglamliklar1 desteklenerek dijital oyun bagimlilik egilimlerinin
azaltilmas1 saglanabilir. Risk grubunda olabilecek c¢alisma gruplariyla bu arastirma yeniden
yiiriitiilebilir. Cocuklarin diizeylerinin nedenlerine iligskin olarak detayli incelemelerin yapildigi nitel
arastirma yontemlerinin kullanildigi ¢aligmalar yiiriitiilebilir. Cocuklarin sosyal duygusal iyi olus ve
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psikolojik saglamliklar1 arttikca dijital oyun bagimlilik egilimlerinin azaldig1 sonucuna bagl olarak
cocuklarin sosyal duygusal iyi olus ve psikolojik saglamliklarini arttirmaya yonelik ebevyen ve
ogretmenlere yonelik egitimler diizenlenebilir. Erkek ¢ocuklarinin sosyal duygusal iyi olus ve psikolojik
saglamliklarinin disiik, dijital oyun bagimlilik egilimlerinin yiiksek olmasi dikkate alinarak bu durumun
nedenlerinin belirlenmesine ve giderilmesine yonelik ¢alismalar yapilabilir. Son olarak tiim ¢ocuklarin
giinliik ekran siirelerinin azaltilmasia yonelik olarak ¢ocuklarm teknolojiyi bilingli kullanmalarini
saglayacak etkinliklerin yiiriitiilmesi onerilmektedir. Bunun igin basta aile olmak {izere, 6gretmenler,
diger aileler ve akranlar isin i¢ine dahil edilebilir.

Kaynakca

Afriwilda, M. T., & Mulawarman, M. (2021). The effectiveness of motivational interviewing counseling
to improve psychological well-being on students with online game addiction tendency. Islamic
Guidance and Counseling Journal, 4(1), 106-115. DOI:10.25217/igcj.v4i1.1235

Akaroglu, G. (2022). Parental attitudes and social emotional well-being predict digital game addiction
in  Turkish  children. The American Journal of Family Therapy, 1-19.
DOI:10.1080/01926187.2022.2117249

Akiiziim, C., Baran, E., & Celebi, S. (2022). Okul 6ncesi donemde ebeveyn tutumlari ile dijital oyun
bagimliligi egilimi arasindaki iliski. Journal of Turkish Studies, 17(3).
DOI:10.7827/TurkishStudies.61958

Allen, J., Balfour, R., Bell, R., & Marmot, M. (2014). Social determinants of mental health. International
Review of Psychiatry, 26(4), 392-407. DOI:10.3109/09540261.2014.928270.

Ashdown, D. M., & Bernard, M. E. (2012). Can explicit instruction in social and emotional learning
skills benefit the social-emotional development, well-being, and academic achievement of young
children?. Early Childhood Education Journal, 39, 397-405. DOI:10.1007/s10643-011-0481-x

Atespolat, Y. (2022). Pandemi siirecinin okul éncesi dénem ¢ocuklarimin sosyal davrani ile psikolojik
dayanmikhilik ozelliklerine yansimalarimin o6gretmen ve ebeveyn goziiyle degerlendirilmesi.
(Yayimlanmamus Yiiksek Lisans Tezi). Ankara Universitesi Saglik Bilimleri Enstitiisii, Ankara

Bagdi, A., & Vacca, J. (2005). Supporting early childhood social-emotional well being: The building
blocks for early learning and school success. Early Childhood Education Journal, 33, 145-150.
DOI:10.1007/s10643-005-0038-y

Balci, S. (2022). Annelerin evlilikte ve ebeveynlikte bilingli farkindalik diizeyi ile okul oncesi donem
cocuklarin psikolojik saglamlik diizeyleri iliskisi. (Yayimlanmams Yiiksek Lisans Tezi). Gazi
Universitesi Egitim Bilimleri Enstitiisii, Ankara

Baysan, O. (2022). Okul 6ncesi donem ¢ocuklarinin dijital oyun bagimlilk egilimleri ile oyun egilimleri
arasindaki iligkinin incelenmesi (Tezsiz Yuksek lisans projesi). Pamukkale Universitesi Egitim
Bilimleri Enstitiisii, Denizli.

Bernard, M. E. (2008). The effect of You Can Do It! Education on the emotional resilience of primary
school students with social, emotional, behavioral and achievement challenges. In Proceedings of
the Australian Psychological Society Annual Conference (Vol. 43, pp. 36-40).

Bohnert, M., & Gracia, P. (2021). Emerging digital generations? Impacts of child digital use on mental
and socioemotional well-being across two cohorts in Ireland, 2007-2018. Child Indicators
Research, 14, 629-659. DOI:10.1007/s12187-020-09767-z

Budak, K. S. (2020). Okul éncesi dénem ¢ocuklart igin dijital oyun bagimlilik egilimi él¢eginin ve dijital
oyun ebeveyn rehberlik stratejileri ol¢eginin gelistirilmesi, problem davramislaria iligkisinin
incelenmesi. (Yayimlanmamis Yiiksek Lisans Tezi). Pamukkale Universitesi Egitim Bilimleri
Enstitiisii, Denizli

65


https://doi.org/10.1007/s10643-005-0038-y
https://doi.org/10.1007/s10643-005-0038-y

A ( ’ MSKU Egitim Fakiiltesi Dergisi
¥ ISSN 2148-6999 Say1 11, Cilt 1, (2024) May1s

Budak, K. S., & Isikoglu, N. (2022). Dijital oyun bagimlilik egilimi ve ebeveyn rehberlik stratejileri
dlceklerinin gelistirilmesi. Ankara Universitesi Egitim Bilimleri Fakiiltesi Dergisi, 55(3), 673-
720. DOI:10.30964/auebfd.939653

Biiyiikoztiirk, S., Kilig-Cakmak, E., Akgiin, O., Karadeniz, S., & Demirel, F. (2008). Bilimsel arastirma
yontemleri. Ankara: Pegem Akademi.

Chen, H., Hong, Q., Xu, J., Liu, F., Wen, Y., & Gu, X. (2021). Resilience coping in preschool children:
The role of emotional ability, age, and gender. International Journal of Environmental Research
and Public Health, 18(9), 5027. https://doi.org/10.3390/ijerph18095027

Capan, B. E., & Aricioglu, A. (2014). Psikolojik saglamligin yordayicisi olarak affedicilik/Forgiveness
as predictor of psychological resiliency. E-Uluslararas: Egitim Arastirmalar: Dergisi, 5(4), 70-
82. DOI:10.19160/e-ijer.05325

Cayl, A. (2022). Okul oncesi donem ¢ocuklarin (5-6 yas) dijital oyun bagimlilik egilimleri ile sosyal
problem ¢ozme becerileri arasindaki iligkinin incelenmesi. (Yayimlanmamig Yiiksek Lisans
Tezi). Cankir1 Karatekin Universitesi Sosyal Bilimler Enstitiisii, Cankir1

Dokumaci, C. (2023). Okul éncesi donemdeki ¢ocuklarin dijital oyun bagimlilig egilimlerinin sosyal
becerileriyle iliskisinin incelenmesi. (Yayimmlanmamis Yiiksek Lisans Tezi). Van Yiizlincii Yil
Universitesi Egitim Bilimleri Enstitiisii, Van

Dursun, A., & Capan, B. E. (2018). Ergenlerde dijital oyun bagimlihig1 ve psikolojik ihtiyaglar. /nénii
Universitesi Egitim Fakiiltesi Dergisi, 19(2), 128-140. DOI:10.17679/inuefd.336272

Edmonds, W.A., & Kennedy, T.D. An applied guide to research designs: Quantitative, qualitative, and
mixed methods. (Ed. Second). SAGE Publications, Inc. https://doi.org/10.4135/9781071802779

Emiroglu lvan, T. (2022). Okul éncesi dénem cocuklarin dijital oyun bagimlilik egilimleri ile anne-
cocuk iliskisinin incelenme;i. (Yaymmlanmamis Yiiksek Lisans Tezi). Yildiz Teknik Universitesi
Sosyal Bilimler Enstitiisii, Istanbul

Erbas, Y. H. (2020). Erken ¢ocukluk déneminde dijital bagimlilik. Erken ¢ocukluk egitiminde dijital
teknoloji ve ogrenme icinde, 93-107.

Erbay, A. E. (2021). iletisim biliminde dijital oyunlar iizerine yapilan ¢alismalarin betimsel analizi.
USBAD  Uluslararast  Sosyal  Bilimler ~ Akademi  Dergisi ~ 3(5),  519-556.
DOI:10.47994/usbad.817988

Ersoy, E. (2009). Cinsiyet kiiltiirii icerisinde kadin ve erkek kimligi (Malatya drnegi). Firat Universitesi
Sosyal Bilimler Dergisi, 19(2), 209-230.

Garmezy, N. (1993). Children in povert: Resilience despite risk. Journal of Pediatry, 217-136.
DOI:10.1080/00332747.1993.11024627

Golge, A. (2022). Okul oncesi donem ¢ocuklarin dijital oyun bagimhilik egilimi ve oyun tiirlerine gore
saldirganlik yonelimlerinin incelenmesi, (Yayimlanmamus Yiiksek Lisans Tezi). Istanbul
Gelisim Universitesi Lisansiistii Egitim Enstitiisii, Istanbul

Graham, A., & Fitzgerald, R. (2011). Supporting children’s social and emotional well-being: Does
‘having a say’matter?. Children & Society, 25(6), 447-457. DOI:10.1111/j.1099-
0860.2010.00295.x

Greeff, A. P., & Ritman, 1. N. (2005). Individual characteristics associated with resilience in single
parent families. Psychological Reports, 96(1), 36-42. DOI:10.2466/PR0.96.1.36-42

Griffiths, M. D., & Davies, M. N. O. (2005). Videogame addiction: Does it exist? Handbook of computer
game studies. J. Goldstein, J. Raessens (Eds.), Boston: MIT Pres.

Giin, R. S. (2021). Okul oncesi dénem ¢ocuklarinin psikolojik saglamlik diizeyleri ile akran zorbalig
iliskisinin 6gretmen goriislerine gore incelenmesi, (Yayimlanmamis Yiiksek Lisans Tezi). Gazi
Universitesi Egitim Bilimleri Enstitiisii, Ankara

66


https://doi.org/10.30964/auebfd.939653
https://doi.org/10.3390/ijerph18095027
https://doi.org/10.19160/e-ijer.05325
https://doi.org/10.17679/inuefd.336272
https://doi.org/10.47994/usbad.817988

A ( ’ MSKU Egitim Fakiiltesi Dergisi
¥ ISSN 2148-6999 Say1 11, Cilt 1, (2024) May1s

Gilizen, M. (2021). COVID-19 pandemi oncesi ve pandemi stirecinde 4-6 yas cocuklarimn dijital oyun
bagimlilik egilimleri ve ebeveyn rehberlik stratejilerinde goriilen farkliliklarin incelenmesi,
(Yayimmlanmamus Yiiksek Lisans Tezi). Pamukkale Universitesi Egitim Bilimleri Enstitiisii,
Denizli

Hamaidi, D. A., Mattar, J. W., & Arouri, Y. M. (2021). Emotion regulation and its relationship to social
competence among kindergarten children in Jordan. European Journal of Contemporary
Education, 10(1), 66-76. 2 DOI: 10.13187/ejced.2021.1.66

Hazar, Z., & Hazar, M. (2017). Cocuklar i¢in dijital oyun bagimlilig1 6l¢egi. Journal of Human Sciences,
14(1), 203-216. doi:10.14687/jhs.v14i1.4387

Helsper, E. J., & Eynon, R. (2010). Digital natives: Where is the evidence?. British Educational
Research Journal, 36(3), 503-520. DOI:10.1080/01411920902989227

Howell, K. H., Graham-Bermann, S. A., Czyz, E., & Lilly, M. (2010). Assessing resilience in preschool
children exposed to intimate partner violence. Violence and Victims, 25(2), 150-164.
DOI:10.1891/0886-6708.25.2.150

Jenson, J., & De Castell, S. (2011). Girls@ Play: An ethnographic study of gender and digital gameplay.
Feminist Media Studies, 11(2), 167-179. DOI:10.1080/14680777.2010.521625

Jeong, E. J., Kim, D. J., & Lee, D. M. (2017). Why do some people become addicted to digital games
more easily? A study of digital game addiction from a psychosocial health
perspective. International Journal of Human-Computer Interaction, 33(3), 199-214.
DOI:10.1080/10447318.2016.1232908

Johnston, K. (2021). Engagement and immersion in digital play: Supporting young children’s digital
wellbeing. International journal of environmental research and public health, 18(19), 10179.
DOI:10.3390/ijerph181910179

Kalkuloglu, A. (2022). Pandemi ve deprem siirecini yasayan okul éncesi ¢ocuklarimnin sosyal- duygusal
iyi olus ve psikolojik saglamliklarinin incelenmesi. (Yayimlanmamus Yiiksek Lisans Tezi). Hasan
Kalyoncu Universitesi Lisanstistii Egitim Enstitiisii, Gaziantep

Karairmak, O. (2006). Psikolojik saglamlik, risk faktdrleri ve koruyucu faktérler. Tiirk Psikolojik
Danisma ve Rehberlik Dergisi, 3(26), 129-142.

Kim, D., & Jeong, E. J. (2016). Online digital game addiction: How does social relationship impact
game addiction. Americas Conference on Information Systems.

LeBuffe, P. A., Ross, K. M., Fleming, J. L., & Naglieri, J. A. (2012). The Devereux Suite: Assessing
and promoting resilience in children ages 1 month to 14 years. In: Prince-Embury, S., Saklofske,
D. (eds) Resilience in Children, Adolescents, and Adults. The Springer Series on Human
Exceptionality. Springer, New York, NY. DOI:10.1007/978-1-4614-4939-3_4

Lemmens, J. S., Valkenburg, P. M., & Peter, J. (2009) Development and validation of a game addiction
scale for adolescents. Media Psychology, 12, 77-95. DOI:10.1080/15213260802669458

Limone, P., & Toto, G. A. (2021). Psychological and emotional effects of digital technology on children
in Covid-19 pandemic. Brain Sciences, 11(9), 1126. DOI:10.3390/brainsci11091126

Lloyd, A., McKay, R. T., & Furl, N. (2022). Individuals with adverse childhood experiences explore
less and underweight reward feedback. Proceedings of the National Academy of Sciences, 119(4).
DOI:10.1073/pnas.2109373119

Marbina, L. Mashford-Scott, A., Church, A., & Tayler, C. (2015). Assessment of wellbeing in early
childhood education and care. Literature review, Melbourne: Victorian Curriculum and
Assessment Authority.

Martin, A., & Njoroge, W. (2005). Resilience and vulnerability: Adaptation in the context of childhood
adversities. American Journal of Psychiatry, 162(8), 1553-a. DOI:10.1176/appi.ajp.162.8.1553-
a

67


http://dx.doi.org/10.1891/0886-6708.25.2.150
https://doi.org/10.1080/14680777.2010.521625
https://doi.org/10.1073/pnas.2109373119
https://doi.org/10.1073/pnas.2109373119

A ( ’ MSKU Egitim Fakiiltesi Dergisi
¥ ISSN 2148-6999 Say1 11, Cilt 1, (2024) May1s

Masten, A. S., & Narayan, A. J. (2012). Child development in the context of disaster, war, and terrorism:
Pathways of risk and resilience. Annual Review of Psychology, 63, 227-257.
DOI:10.1146/annurev-psych-120710-100356

Mavoa, J., Carter, M. & Gibbs, M. (2018). Children and Minecraft: A survey of children’s digital play.
New Media & Society, 20(9), 3283-3303. DOI:10.1177/1461444817745320

Mayr, T., & Ulich, M. (2009). Social-emotional welll-being and resilience of children in early childhood
settings- PERIK: An empirically based observation scale for practitioners. Early Years. An
International Journal of Research and Development, 29(1), 45-57.
DOI:10.1080/09575140802636290

Nakashima, M., & Canda, E.R. (2005) Positive dying and resilience in later life: A qualitative study.
Journal of Aging Studies, 19(1), 109-125. DOI:10.1016/j.jaging.2004.02.002

Nathanson, A. I., Sharp, M. L., Aladé, F., Rasmussen, E. E., & Christy, K. (2013). The relation between
television exposure and theory of mind among preschoolers. Journal of Communication, 63(6),
1088-1108. https://doi.org/10.1111/jcom.12062

Newman, T., & Blackburn, S. (2002). Transitions in the lives of children and young people: Resilience
factors. 26.08.2023 tarihinde https://files.eric.ed.gov/fulltext/ED472541.pdf adresinden erisildi.

Oner, S. (2023). Okul éncesi dénemdeki ¢ocuklarin sosyal bilgiyi isleme becerileri ile motivasyon ve
psikolojik saglamlik diizeyleri arasindaki iligkinin incelenmesi. (Yayimlanmamus Yiiksek Lisans
Tezi). Gazi Universitesi Egitim Bilimleri Enstitiisii, Ankara.

Ozbey, S. (2019). Okul éncesi gocuklar igin sosyal duygusal iyi olus ve psikolojik saglamlik lgeginin
(PERIK) gegerlik giivenirlik ¢alismasi. OPUS International Journal of Society Researches,
10(17), 756-786. DOI:10.26466/0pus.518062

Ozbey, S., Erata, F., & Yavuz, K. (2022). Okul &ncesi dénem cocuklarinda iyi olus ve psikolojik
saglamlik: Deger davraniglarinin ve 6zdiizenleme becerilerinin yordayici etkisi. Degerler Egitimi
Dergisi, 20(44), 351-383. DOI:10.34234/ded.1113471

Ozdemir, M. (2021). Okul éncesi donem ¢ocuklarinda iyi olusun yordayicilart olarak anne ebeveynlik
tutumlart ve kaygi. (Yayimlanmans Yiiksek Lisans Tezi). Tokat Gaziosmanpasa Universitesi
Lisanstistli Egitim Enstitiisii, Tokat

Ozogul, B. (2022). Okul éncesi donemde ebeveyn-¢ocuk iliskisi ve ¢ocuklarin psikolojik iyi olusu
arasindaki iligkinin incelenmesi. (Yayimlanmamis Yiiksek Lisans Tezi). Hacettepe Universitesi
Egitim Bilimleri Enstitiisii, Ankara

Oztiirk, E. (2022). Okul éncesi ¢ocuklarin psikolojik saglamlik diizeyleri ile anne ilgi diizeyleri
arasindaki iligkinin incelenmesi. (Yayrmlanmamus Yiiksek Lisans Tezi). Gazi Universitesi Egitim
Bilimleri Enstitiisii, Ankara

Pagani, L. S., Fitzpatrick, C., Barnett, T. A., & Dubow, E. (2010). Prospective associations between
early childhood television exposure and academic, psychosocial, and physical well-being by
middle childhood. Archives of Pediatrics & Adolescent Medicine, 164(5), 425-431. DOI:
10.1001/archpediatrics.2010.50

Pilowsky, D. J., Zybert, P. A., & Vlahov, D. (2004). Resilient children of injection drug users. Journal
of the American Academy of Child and Adolescent Psychiatry, 43(11), 1372-1379.
DOI:10.1097/01.chi.0000138355.29099.2a

Prime, H., Wade, M., & Browne, D. T. (2020). Risk and resilience in family well-being during the
COVID-19 pandemic. American Psychologist, 75(5), 631-643. DOI:10.1037/amp0000660

Rosen, L. D., Carrier, M., & Cheever, N. A. (2013). Facebook and texting made me do it: Media-induced
task-switching while studying. Computers in Human Behavior, 29(3), 948-958. DOI:
10.1016/j.chb.2012.12.001

Sakr, M., & Oscar, A. (2022). Stretchy time or screen time: how early years practitioners conceptualise
time in relation to children’s digital play. Early Years, 42(4-5), 391-405.
DOI:10.1080/09575146.2020.1744530

68


https://doi.org/10.1146/annurev-psych-120710-100356
https://doi.org/10.1146/annurev-psych-120710-100356
https://psycnet.apa.org/doi/10.1111/jcom.12062
https://files.eric.ed.gov/fulltext/ED472541.pdf
https://doi.org/10.34234/ded.1113471
https://doi.org/10.1097/01.chi.0000138355.29099.2a
https://doi.org/10.1016/j.chb.2012.12.001
https://doi.org/10.1016/j.chb.2012.12.001

A ( ’ MSKU Egitim Fakiiltesi Dergisi
¥ ISSN 2148-6999 Say1 11, Cilt 1, (2024) May1s

Shonkoff, J. P., & Phillips, D. A. (Eds.). (2000). From neurons to neighborhoods: The science of early
childhood development, Washington: National Academy Press.

Siebert, A. (2005). The resiliency advantage: Master change, thrive under pressure, and bounce back
from setbacks. Berrett-Koehler Publishers.

Stiglic, N., & Viner, R. M. (2019). Effects of screentime on the health and well-being of children and
adolescents: A systematic review of reviews. BMJ Open, 9(1), e023191. DOI:
DOI:10.1136/bmjopen-2018-023191

Tarman, 1., Erbay, F., & Durmusoglu-Saltali, N. (2023). The relationship between biophilia levels of
preschoolers and social-emotional well-being and psychological resilience in the context of age
and gender. Early Child Development and Care, 193(8), 1041-1054.
DOI:10.1080/03004430.2023.2216892

Tastiiner, M. (2021). COVID-19 pandemi siirecinde 3-6 yas cocuklarimn sosyal duygusal saglamlik ve
psikolojik iyi olus durumlarvn incelenmesinde okul oncesi ogretmenleri ve ebeveynlerinin
goriigleri. (Yaymmlanmanus Yiiksek Lisans Tezi). Uskiidar Universitesi Saglik Bilimleri
Enstitiisii, Istanbul

Toran, M., Ulusoy, Z., Aydin, B., Deveci, T., & Akbulut, A. (2016). Evaluation of mothers’ views
regarding children’s use of digital game. Kastamonu Education Journal, 24(5), 2263-2278.

Turan, M. E. (2021). Empathy and video game addiction in adolescents: serial mediation by
psychological resilience and life satisfaction. International Journal of Progressive Education,
17(4), 282-296. DOI:10.29329/ijpe.2021.366.17

Unsal, A. (2019). Okul éncesi donem cocuklarimin duygusal zekds: ve dijital oyun bagimliliklarimin
incelenmesi. (Yayimlanmamus Yiiksek Lisans Tezi). Gazi Universitesi Egitim Bilimleri Enstitiisii,
Ankara

Walsh, F. (2020) Loss and resilience in the time of COVID-19: Meaning making, hope, and
transcendence. Fam Process. 59(3), 898-911. DOI: 10.1111/famp.12588

Watts, R., & Pattnaik, J. (2022). Perspectives of parents and teachers on the impact of the COVID-19
pandemic on children’s socio-emotional well-being. Early Childhood Education Journal
DOI:10.1007/s10643-022-01405-3

Ziobro, N. F. (2018). Investigation of preschool teachers perceptions, understandings and practices
related to resilience pedogogy: A Qualitative single case study. [Doctoral dissertation]. Rowan
University, Glassboro, NJ. https://rdw.rowan.edu/etd/2531

*Bu ¢alisma Artvin Coruh Universitesi Rektorliigii Etik Kurulu’nda 07.02.2023 tarihli ve E-18457941-
050.99-80634 sayil1 toplantisinda alinan onay karari ile yiiriitiilmiistiir.

*Yazarlar bu makaleye esit katkida bulunduklarini beyan ederler.

69


https://doi.org/10.1007/s10643-022-01405-3
https://doi.org/10.1007/s10643-022-01405-3
https://rdw.rowan.edu/etd/2531

