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  ABSTRACT 
Keywords   

The growing number of digital technological devices and their availability has increased 
the usage frequency and duration. This situation directly effects the cognitive, affective, 
social, and physical development of children who are in the developmental period. The 
physical structure of the hospital environment, painful procedures, separation from family 
and friends, deficiency of entertainment and activity, and failure to provide the appropriate 
support for the developmental period may cause stress in children. Children with 
emotional and behavioral difficulties may prefer solitary activities such as screen use. 
Children may play video games as a strategy to overcome negative feelings. Digital games 
can allow children to gather with friends, be pleased to be a part of a group work, play the 
role he or she wants to have in real life, abstain from the problems of daily life, stress fear, 
and negative feelings. The child, who feels lonely in the hospital environment and whose 
psychological needs are not met, may turn towards media tools, the internet, and games to 
communicate with others, and as a consequence of this situation, the addiction level of the 
child may increase. It is crucial for nurses to be aware of their physical effects on media use 
and the psycho-social problems of hospitalized children to determine different coping 
strategies that can solve or prevent such effects. 
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