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Bu arastirma firsat verildiginde ¢ocuklarin dijital ve dijital olmayan oyunlardan hangisini tercih
ettiklerini ve bu oyunlardaki davranislarin1 derinlemesine incelemeyi amaglamaktadir. Bu kapsamda
cocuklarin serbest oyun etkinliklerindeki oyun tercihleri ve dijital oyun ¢ercevesine gore oyunlardaki
davraniglart karsilagtirilmistir. Bu ¢alisma nitel karsilagtirmali durum arastirmasi deseninde
tasarlanmistir. Arastirmanin ¢alisma grubunu amaclh ulasilabilir 6rneklem yoluyla belirlenen, bati
Anadolu sehrinin birinde resmi bir anaokulundaki 16 ¢ocuk ve 3 6gretmen olusturmustur. Bu
arastirmada dogal gozlem, goriisme ve dokiimanlar araciligi ile elde edilen veriler icerik analizi ile
analiz edilmistir. Bulgular (1)Dijital veya dijital olmayan: Cocuklar ne ister? (2)Kimler tercih eder?
ve (3) Nasil oyun oynarlar? olarak adlandirilan ii¢ temel tema ¢ergevesinde sunulmustur. Arastirmanin
sonucglar1 ¢ocuklarin dijital veya dijital olmayan oyunlar1 dengeli olarak tercih ettikleri, erkek
cocuklarin dijital oyunlara ilgilerinin oldugu ve kesfetme, problem ¢ézme ve beceri kazanma gibi
biligsel 6gelerin ve sembol kullanma ve yenilik getirme gibi hayali 6gelerin her iki tiir oyunda

gozlendigini gostermektedir.
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Giris

Cocuklarin hangi yollarla daha kolay 6grenebilecekleri, neler yapilirsa daha saglikli bir
bliylime ve gelisme saglayabilecekleri diisiinceleri insanlar1 “oyun” ile bulusturmaktadir.
Cocuklar oyun oynadik¢a daha fazla gelisir ve 6grenme deneyimleri artar (Tugrul, 2017).
Cocugun gordiiklerini sinadig1 ve pekistirdigi bir deney alani olarak tanimlanan oyun ge¢cmis
ile bag kurmakta, gelecek i¢in kaynak olusturmaktadir (Doganay, 1998). Cocukluk
donemindeki oyunlar gercek hayatin bir benzeridir ve cocugun gelecekteki benligi ile arkadas
olmasini saglar (Erikson, 1963). Bu tanimdan yola ¢ikarak oyun oynayip, saglikli biiyliyen

cocuk kendi gelecegine de yatirim yapmis olarak kabul edilebilir.

Toplumlarin tarihsel gelisimlerine bakildiginda ¢ocuklarin oyun oynadiklari ve oyun ile
ilgili oyuncaklarin kullanildig1 goriilmektedir (Onur, 1992). Ornegin; arkeologlar, tarihgiler,
antropologlar ve sosyologlar yaptiklar arastirmalarinda tiim zamanlarda ve tiim kiiltiirlerde
cocuklarin oyunlarina ve oyun aracglarina yer verdiklerini destekleyen ¢cok 6nemli kanitlara
ulagmislardir (Tugrul, 2017). Cagimizda ise geleneksel oyuncaklarin yan1 sira akilli telefon,
tablet, bilgisayar oyun konsolu gibi pek ¢ok dijital ara¢ oyun materyali olarak kullanilmaktadir
(Isikoglu Erdogan, 2019). Dijital araglarin oyun oynamak amacli kullanilmasi olarak
tanimlanan dijital oyun ve dijital oyuncaklar bugiiniin ¢ocuklarinin yasaminda énemli yer
tutmaktadir (Arnott, 2016; Marsh, Plowman, Yamada-Rice, Bishop ve Scott, 2016). Giincel
bir arastirmada 3-6 yas ¢ocuklarin %64.3 {iniin cep telefonuyla oyun oynadiklari, %87.4 {iniin
cep telefonuyla ¢izgi film izledikleri, %34.6’sinin ebeveynlerinin varsa tablet/bilgisayari
kullanmak istedikleri saptanmistir (Kadan ve Aral, 2018). Benzeri bir arastirmada 4-6 yas
cocuklarin ortalama 182 dakika ekran karsisinda gegirdikleri saptanmistir (Isikoglu Erdogan,
2019). Arastirmalar ebeveynlerin dijital araglar1 cocuklarina satin aldiklar1 ve kullanmalarina
izin verdikleri halde dijital oyunlarla ilgili endiseler tagidiklar1 saptanmistir (Giinii¢ ve Atli,
2018; Isikoglu Erdogan, 2019; Nevski ve Siibak, 2016; Terras ve Ramsay, 2016). Benzer
sekilde, ailelerin dijital oyunlarin egitim amacli kullanilabilece§ine dair goriisleri diisiik

diizeyde bulunmustur (Aral ve Dogan Keskin, 2018).

Okul o6ncesi egitiminde teknoloji kullanimu ile ilgili aragtirmalar dogru kullanildiginda
bu araclarin ¢ocuklarin gelisim ve 6grenmelerini destekleyecegini ortaya koymustur (Bers,
2010; Hamilton, Clarke-Midura, Shumway, ve Lee, 2020; Kewalramani, Arnott ve Dardanou,
2020; Maureen, Van der Meij, ve De Jong, 2020). Bilgisayarla etkilesimde olan ¢ocuklarin;

ogretiminden faydalandiklar1 ve egitimsel amaglara ulagsmayr kolaylastirdigi yapilan
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arastirmalarla ortaya koyulmustur (Outhwaite, Gulliford ve Pitchford, 2017). Erken

cocuklukta robotik ve kodlama egitimlerinin, ¢ocuklarin bilgi islemsel diisiinme becerilerini,
ince motor becerileri ve el-g6z koordinasyonunu gelistirdigi bulunmustur (Lee, Sullivan ve
Bers, 2013). Ayrica egitici dijital oyunlarin, yanhs yapildiginda aninda geri bildirim ile
hatanin tekrarlanmasin1 engellemesi ile ¢ocuklarin kisa zamanda ve dogru 6grenmelerini,
o0grenmeye karsi korkusuz, istekli tutum gelistirmelerini de destekledigi belirtilmektedir
(Giindogan, 2014). Ayrica, alt1 yasindaki ¢ocuklarla bilgisayar destekli zaman ve mekan
kavramlarinin 6gretildigi ¢alisiimada daha etkili ve nitelikli 6grenmenin saglandigi, tablet
kullannminin ¢ocuklarin yaraticiliklarini ve kendilerini ifade etme becerilerini de olumlu
etkiledigi saptanmistir (Ergiileg ve Kiremit, 2019). Tablet ve uygulamalarin erken
okuryazarlik becerilerine olan etkilerinin incelendigi deneysel arastirmada ¢ocuklarin alfabe
bilgisi, yaz1 kavrami ve isim yazma becerilerin gelistigi saptanmustir (Neumann, 2018).0Ote
yandan, dijital oyunlarin ¢ocuk gelisimi {izerine etkileri ve egitim amacli kullanilmasi, dijital
oyunlardaki kalip yargilar, siddet ve diger zararli igerikler ile oyunlarin derecelendirilmesi
gibi birgok alanda daha kapsamli arastirmalar yapilmasina ihtiyag vardir (GIM, 2019; T.C.
Saglik Bakanligi, 2018).

Dijital oyunlarin dogru kullaniminin c¢ocuklarin 6grenmelerini zenginlestirdigini
savunan destekleyici bulgular ve caligmalar olmakla birlikte erken c¢ocukluk egitimi
smiflarinda dijital oyunun nasil kullanilacagina dair 6gretmenlerin ve ¢gocuklarin deneyimleri
smirhidir (Bird ve Edwards, 2014; Edwards, 2014; Kewalramani, Arnott ve Dardanou, 2020;
Stephen ve Plowman, 2014). Bu arastirmalarin kuramsal ¢ergevesini olusturan sosyo kiiltiirel
kurama gore erken ¢ocukluk yillarinda ¢ocugun gelisiminde oyun temel kaynaktir ve biligsel
islevlerin gelisiminde oyun potansiyel gelisim alan1 yaratir (Bodrova ve Leong, 2015). Oyun
ayni zamanda toplumsal bir etkinliktir ve ¢ocuk oyununda toplumsal rolleri canlandirir ve
toplumsal araclar1 kullanir (Bodrova ve Leong, 2015). Bu nedenle ¢ocuklarin giiniimiiz
insanlarin yasamlariin 6nemli bir pargasi haline gelen akilli telefon, tablet gibi dijital araglari
oyun deneyimlerinde kullanmalar1 dogal bir durumdur. Aragla oynanan oyunlarda oldugu
gibi dijital oyunda ¢ocuk once dijital araci kullanma konusunda ustalasir sonra oyunun amaci
zenginlesir ve ¢esitlenir (Hutt, 1966; akt. Bird ve Edwards, 2014). Aragla oyunun 6zelliklerine
gore Bird ve Edwards (2014) oyun yoluyla 6grenmenin degerli oldugu erken g¢ocukluk
egitiminde dijital araglarin pedagojik olarak nasil kullanildigin1 ve degerlendirmesini ortaya
koyan dijital oyun g¢ercevesini gelistirmislerdir. Bu cerceveye gore ilk basamak olan “bilgi”

(epistemic play) temelli oyunda, cocuk dnce “dijital ara¢ ne yapar?” sorusuna cevap veren
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biligsel 6gelere odaklanir. Bilgi temelli oyun ii¢ alt asamadan olusur. Bunlar (1) Kesfetme:

cocuk aracin temel kullanimini ve igleyisini kesfeder; (2) Problem ¢6zme: Bu asamada ¢ocuk
amacina ulagsmak i¢in aracin farkli iglevlerini kullanir (3) Beceri kazanma: Digerleri ile fikir
ve eylemlerini paylasarak aragla ilgili bilgi ve anlayis gelistirir. Bilgi temelli oyunu, yaratici
/sembolik oyun (ludic play) takip eder ve bu asamada cocuk “bu dijital aracla ben ne
yapabilirim?” sorusuna cevap aramaya baslar. Yaratici/sembolik oyunda ¢ocuk aracla ilgili
kendini daha rahat hissederek mis gibi ve yenilik¢i davranislara yonelir. Yaratici/sembolik
oyun (1) sembol kullanma (2) yenilik getirme gibi davranmiglar1 ortaya c¢ikarir (Bird ve
Edwards, 2014; Hatzinigianni, Gregoriadis, Karagiorgou ve Chatzigeorgiadou, 2018).

Cocuklarin yasamlarinin 6nemli bir parcasi haline gelen dijital oyunlarin sadece
olumsuz etkilerine odaklanarak yasaklamak yerine; bu oyunlarin ¢ocuklarin 6grenmesini nasil
destekleyebileceklerine odaklanan arastirmalara ihtiyag vardir (Papadakis ve Kalogiannakis,
2020). Ozellikle dijital oyunlarmn etkileri, dogru ve etkili kullanimi, okula ve ev yasamina
entegrasyonu ilgili bilimsel arastirmalar halen yenidir (Isikoglu Erdogan, Johnson, Dong ve
Qui, 2019; Hirsh-Pasek, Zosh, Golinkoff, Gray, Robb, ve Kaufman, 2015). Cocuklarin dijital
ve dijital olmayan oyun tercihleri ve bu oyunlarda sergiledikleri davranislarinin incelenmesi
erken cocukluk egitimi alaninda dijital oyunun sinifta kullanilmas ile ilgili tartismalara
bilimsel olarak yamt verecegi diisiiniilmektedir. Ozellikle gocuklarmnin dijital oyunlar1 dijital
olmayan oyuna tercih edecekleri bunun sonucunda da bugiin oynanan oyunlarin zaman i¢inde
yok olacagi1 (Levin, 2015; Marsh ve Bishop, 2014) yoniinde endiselerin ¢6ziimlenmesinde bu
arastirmanin sonuglar1 yardimci olacaktir (Istkoglu Erdogan, 2019). Ayrica dijital oyunlarin
saglayacagl ogrenme firsatlarinin smirli oldugunu savunanlarda bulunmaktadir. Dijital
oyunun erken ¢ocukluk egitiminin temel amaci olan oyun yoluyla 6grenmeye hizmet edecek
sekilde kullanilmasinda dijital oyun ¢ergevesi yol gosterici olmaktadir. Bu aragtirmanin amaci
cocuklarin dijital ve dijital olmayan oyunlardan hangisini tercih ettikleri ve bu oyunlardan
edindikleri 6grenme deneyimlerini derinlemesine incelemeyi amaglamaktadir. Bu kapsamda
cocuklarin oyun tercihleri ve dijital oyun c¢ergevesine gore oynadiklar1 oyunlardaki

davraniglar1 karsilastirilacaktir.
Yontem

Nitel karsilagtirmali durum arastirmasit deseninde gerceklestirilen bu arastirmada,
cocuklarin oyun tercihleri ve oyun davranislart incelenmistir. Sinirlari belirli olan bir sistemin
siire¢ boyunca derinlemesine agiklanmasina izin veren durum incelemesinde birden fazla

vakalar kullanilabilir ve bu c¢aligmalar ¢oklu ya da karsilastirmali vaka calismasi olarak
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adlandirilir (Creswell, 1998; Merriam, 2015). Karsilastirmali vaka g¢alismalar1 egitimde

yeniliklerin degerlendirilmesinde ve nedensel sorular hakkinda daha derin bilgiler tiretecek
sekilde belirli programlarin nasil ve neden etkili olup olmadigini ortaya koymada yararlidir
(Goodrick, 2014). Bu arastirma gocuklara esit firsatlar sunuldugunda hangi oyunlar1 tercih
edecekleri ve bu oyunlarda hangi davranislar sergileyecekleri ile sinirlandirilmistir (Merriam,
1998). Bu kapsamda ¢ocuklarin dijital ve dijital olmayan oyun tercihleri ve oyun davraniglar

karsilastirilacaktir (Meriam, 2015).
Cahsma Grubu

Arastirmanin ¢alisma grubunu amagcli ulasilabilir 6rneklem yoluyla belirlenen 16 ¢ocuk
ve o okulda gérev yapan ii¢ 6gretmen olusturmustur. Universite etik kurul onay1 ve il Milli
Egitim Midirliigiinden alinan aragtirma izni sonrasinda Denizli ili merkezinde alt sosyo-
ekonomik bir bolgede gorev yapan bagimsiz anaokulu okul miidiirii ile goriisme yapilmis ve
arastirmanin amaci ve siireci agiklanmistir.  Calismaya dahil edilecek sinif belirlenirken
cocuklarin kendilerine ait tabletleri olup olmadig1 sorulmus ve kedilerine ait tableti olmayan
cocuklardan olusan bir sinifta arastirma gerceklestirilmistir. Cocuklarin ebeveynlerine bir
mektup ve ¢ocuklarinin aragtirmaya katilmalarina onay verdiklerini gosteren “Onam Formu”
formu gonderilerek calismanin amaci agiklanmis ve bu formu doldurmalari istenmistir. Bu
siifta bulunan 16 ¢ocuktan alt1 tanesi kiz, on tanesi erkektir yaslar1 58 ile 64 ay arasinda
degismektedir. Caligmaya grubunda yer alan Ogretmenler okul Oncesi 6gretmenligi
boliimiinden mezun ve 26-38 yas araliginda ve 2 yildan 14 yila kadar farkli mesleki tecriibeye

sahiptirler.
Veri Toplama Siireci

Arastirma verileri veri g¢esitlemesini saglamak amaciyla katilimer gozlemler, yari

yapilandirilmis goriismeler ve dokiimanlar araciligr ile toplanmugtir.

Katilimer gozlemler: Gozleme dayali verileri iki farkli aragtirmaci tarafindan ¢ocuklarin
siniflarinda toplanmistir. ilk olarak, veri toplama baslamadan dnce arastirmacilar ¢alismanin
yapilacagi sinifa giderek ¢ocuklar ve 6gretmenle bir tam giin zaman gecirmis ve ¢cocuklarin
yabancilik ¢cekmesini en aza indirmislerdir. Ayni1 sekilde calismada kullanilacak olan dijital
ve dijital olmayan oyun materyalleri sinifa getirilmis, ¢cocuklara tanitilmis ve o giin serbest
oyun zamaninda oynamalarina izin verilmistir. Bundan sonra arastirma verileri toplanmak i¢in

gozlemler baslanmis ve bes giin boyunca devam edilmistir.
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Arastirmacilar siiregte katilimcr gozlemci rolii iistlenmisler ve c¢ocuklarin dijital ve

dijital olmayan oyunlari i¢in oyun ortamini, materyallerini (tabletler ve diger oyuncaklar)
hazirlamig ve giinde 30 dakika siiren oyunlar1 baglatmis ve sonlandirmislardir (Bakiniz Sekil
1). Arastirmacilar ¢ocuklarin oyun tercihlerini goézleyebilmek i¢in (1) cocuklara oyun zamani
boyunca tercih ettikleri materyalleri kullanabilecekleri, (2) oyunlar1 arkadaslariyla birlikte
oynayabilecekleri, (3) gerekirse sira beklemeleri yonergeleri verilmistir. Arastirmacilar
oyunlarin siiresini gézlemek icin siire ile ilgili (bir kisi en fazla 10 dakika kullanabilir gibi) bir
yonerge vermemislerdir. Bdylece arastirma siirecinde isteyen cocuklar dijital ve dijital
olmayan oyunlarla oynamislardir. Bu kapsamda cocuklarin talep ettiklerinde dijital
oyunlarindaki teknik sorunlari ¢ozmelerine yardimci olmuslar ve oyunlarla ilgili sohbet

etmislerdir.

Sekil 1. Veri toplama stireci ve oyun materyalleri

Aragtirmada karsilagtirilacak oyunlar segilirken egitici oyun olmalari, cocuklarin yasina
ve gelisim diizeyine uygun olmalart ve dijital ve somut oyuncak modellerinin benzer sekilde
oynanmalari kriterlerine dikkat edilerek Paintbox:Draw ve Color, Chess ve Block Craft 3D
oyunlar1 belirlenmistir. Bu uygulamalarindan sadece birinin yiiklii oldugu ii¢ adet tablet sinifta
ii¢ farkli masaya yerlestirilmistir. Benzer sekilde, dijital olmayan somut materyallerden olusan
satran¢ oyunu, blok oyuncaklar ve ¢esitli boyalar/kagitlar da ii¢ farkli masaya yerlestirilmistir

(Bakimiz Sekil 1).

Sinifa yerlestirilen iki sabit video kamera ile her giin serbest oyun saatinde 30 dakika
olmak iizere bes giin boyunca oyun etkinlileri kayit altina alinmistir. Bir oyun tiirlinde bes giin

boyunca 150 dakika video kaydi elde edilmis ve toplamda 450 dakika dijital oyunlar ve 450
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dakika dijital olmayan oyunlar i¢in siire kaydi tutulmustur. Bununla beraber, aragtirmacilar

tarafindan “oyun siklik ve siire kaydi gozlem formu” gelistirilmistir (Ek1). Bir dakikalik
peridolarla gézlem yapilarak, materyalle oynayan ¢ocuk sayisi ve cinsiyeti bu form {izerine
isaretlenmistir. Boylece ¢ocuklarin oyunu kag kez tercih ettikleri ve oyunlarin ne kadar siire

boyunca kullanildig: iki arastirmaci tarafindan kaydedilmistir.

Dokiiman toplama: Cocuklar tarafindan dijital ve dijital olmayan araglarla iiretilen
oyunlarin fotograf ve videolari, yaptiklar1 c¢izim/boyama iirlinleri dokiiman olarak
toplanmistir. Elde edilen bu veriler dijital olan ve olmayan oyunlardaki g¢ocuklarin
davramslarim belirlemek amaciyla kullamlmistir.  Ornek dokiimanlar Sekil 2 ve 3 yer

almaktadir.

Sekil 2. Dijital ¢izim ornegi Sekil 3. Dijital olmayan ¢izim ornegi

Goriisme: Arastirma kapsaminda veri cesitlemesini saglamak amaciyla ¢ocuk ve
ogretmenlerle yar1 yapilandirilmis yiiz yiize goriismeler yapilmistir. Cocuk goriismeleri
kapsaminda goriisme yapmaya goniillii olan ii¢ kiz ve ii¢ erkek olmak iizere alt1 cocukla
bireysel goriismeler yapilmistir. Gorlismeler sessiz bir ortamda gergeklestirilmis, goriisme
sirasinda c¢ocuklara konusurken kendilerini daha rahat hissetmeleri i¢in oyun hamuru
verilmistir. Cocuk oyun hamuru ile oynarken, goriigme sorulari sorulmus ve dijital ve dijital
olmayan oyun tiirlerini temsil eden fotograflar gosterilmistir. Bu goriismelerde ¢ocuklara
neden (oyun ismi) oyunu oynamay1 tercih ettikleri, bu oyunu tek mi yoksa arkadasiyla birlikte
mi oynamaya1 tercih ettikleri, oynarken ne hissettikleri ve oynamak istedigi baska oyun olup
olmadig1r gibi sorular sorulmustur. Gorlisme sorular1 ve goriisme formati okul Oncesi
egitimcisi olan li¢ uzman tarafindan incelemis ve uzman goriisleri dogrultusunda sorulara son
sekli verilmistir. Goriismeler 13-18 dakika araliginda slirmiistiir ve video kayit cihazi ile kayit

altina alinmustir.
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Ogretmen goriismelerine arastirmanin yapildigi smifta gorev yapan ii¢ 6gretmen

katilmistir. Goriismelerde 6gretmenlere oyun ile ilgili genel goriislerini ortaya ¢ikarmak igin
evcilik, acik hava oyunlari, dijital oyun ile ilgili fotograflar gdsterilmis ve bu fotograflarda
gordiikleri oyunlar1 tercihlerine gore siralamalart istenilmistir. Siniflarinda bu oyun
tiirlerinden en ¢ok hangisine yer verdikleri, dijital oyun oynayip oynamadiklari, dijital oyunun
ne demek oldugu, okul 6ncesi siniflarinda kullanilmasi hakkinda ne diisiindiikleri, hangi
siklikla oynatilmasi gerektigi, ne gibi kavramlarin dijital oyunlarla O6gretilebilecegi,
ogrencilerinin siif ortaminda dijital oyun oynamasinin onlara ne hissettirecegi sorulmustur.

Ogretmenlerin verdikleri cevaplar ses kayit cihazi ile kayit altina almmstir.
Veri Analizi

Bu arastirmada gozlem, goriisme ve dokiiman toplama yoluyla elde edilen veriler igerik
analizi ile analiz edilmistir. Igerik analizi, veriler icinde tekrar eden konular, problemler ve
kavramlarin ayristirilmasi, sayilmasi ve yorumlanmasi olarak tanimlanir (Denzin ve Lincoln,
1998). Bu amagla ilk agamada ¢ocuklarin oyun tercih siklik ve siirelerinin kaydedildigi gézlem
formundan elde edilen verilerin toplamlar1 ve ortalamalar1 hesaplanmistir. ikinci olarak,
cocuklarin oyun davranislar dijital oyun ¢ergevesinde yer alan 6geler kullanilarak kodlanmis
ve verilerin toplamlar1 ve yiizdelik oranlar1 hesaplanmistir. Dijital oyun cergevesi ve drnek
kodlamalar Tablo 1’de gosterilmistir. Arastirma makalelerinde, buraya yontem kismi

eklenmelidir.

Tablo 1. Cocuklarin oyun davramslar

Oyun Davranislar Ornek
turd
Bilgi Kesfetme Materyale/ekrana rastgele dokunma

Materyali agma/kapama/kurallari i¢in yardim isteme

Oyunu oynamak i¢in materyali ve parmaklarimi amach

kullanma
Problem Materyali/tablet/uygulama rahatlikla agma, kapatma ve
¢Ozme kullanma

Materyali amacina gore kullanma
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Amaca ulagsmak i¢in farkli ¢6ziimler bulma

Beceri Planladigi sonuca ulasmak i¢in kasith olarak materyali

kazanma kullanma

Ogrendigi becerileri digerleri ile paylasma

Yaratict ~ Sembolik Materyali hayali bir senaryo tiretmek i¢in kullanma
/sembolik
oyun Yenilik Materyali mis gibi yaparken kullanma

getirme

Kendi hayali oyunu olusturma

Ucgiincii olarak metne dokiilen tiim goriisme notlari, video kayitlar1 ve dokiimanlar
okunmus ve verilerin kodlanmasi, temalarin olusturulmasi, kodlarin ve temalarin
diizenlenmesi, bulgularin tanimlanmasi ve yorumlanmasi asamalar1 gerceklestirilmistir
(Merriam 2015). Karsilastirilmalt durum analizinde oncelikle durumlar tanimlanir ve sonra
durumlar arasi karsilastirmalar yapilir (Goodrick, 2014; Merriam, 2015). Bu kapsamda
aragtirmada dijital ve dijital olmayan oyun durumlari tanimlanmis sonrasinda

karsilagtirilmistir.

Arastirmanin inandiriciligim ve aktarilabilirligini saglamak amaciyla veri ¢esitlemesi,
ayrintili betimleme ve kodlayicilar arasi tutarlilik teknikleri kullanimistir (Yildirrm ve
Simsek, 2013). Veri ¢esitlemesi i¢in oyun gozlemleri, 68retmen ve ¢cocuk goriismeleri ve
oyun etkinliklerinin fotograflar1 toplanmis ve farkli kaynaklardan veriler elde edilmistir.
Derinlik odakli veri toplanmasi amaciyla gorlismeler yapilmis ve goriismelerden dogrudan
alintilar yapilarak temalar derinlemesine agiklanmistir. Veriler iki farkli aragtirmaci verileri
kodlamig, uzlagma sayisi/uzlagsma sayisituzlagmama sayisindan olusan toplam kodlara
boliinerek kodlayicilar arasi tutarlilik hesaplanmis ve %88 olarak bulunmustur (Miles ve

Huberman, 1994).
Bulgular

Elde edilen verilerin analizi sonucunda, (1)Dijital ya da dijital olmayan: Cocuklar ne
ister?, (2)Kimler tercih eder? ve (3) Nasil oyun oynarlar? olarak adlandirilan {i¢ temel tema

cercevesinde betimlenmistir.
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1. Dijital ya da dijital olmayan: Cocuklar ne ister?

Katilime1 ¢ocuklarin dijital ve dijital olmayan oyunlari ne siklikla tercih etiklerini belirlemek
amaciyla smif i¢i gozlem video kayitlar1 izlenmis, oyun siklik ve siire kaydi formuna

cocuklarin ka¢ kez bu oyunlar tercih ettikleri kaydedilerek sonuglar Tablo 2’de gdsterilmistir.

Tablo 2. Cocuklarin dijital ve dijital olmayan oyunlari tercih sayisi

Dijital oyunlar Dijital olmayan oyunlar
GUN Satran¢ Blok Cizim  Satran¢ Blok Cizim
1.glin 80 82 83 62 43 61
2.giin 41 96 47 36 23 107
3.glin 30 121 28 47 4 171
4.giin 42 80 31 19 12 159
5.glin 19 57 38 4 7 94
Toplam 212 436 227 168 89 592
Oyun tiiriine gore toplam 875 849

* Gozlemin yapildigi dakikada oyun materyali ile oynayan ve izleyen ¢ocuk sayisina gore sikliklar

hesaplanmistir. Oyun materyalleri ayni1 anda birden fazla ¢ocuk tarafindan kullanilmistir.

Yukaridaki sonuglar oyun tiiriine gore bes gilin boyunca ¢ocuklarin 875 kez dijital ve
849 kez dijital olmayan oyunu tercih ettiklerini gostermektedir. Bu sonug ¢ocuklarin bu iki
oyun tirtinii tercih etme sikliklarinin neredeyse esit oldugunu gostermektedir. Diger bir
ifadeyle, ayn1 oyun tiiriinde dijital ve dijital olmayan se¢enekler sunuldugunda ¢ocuklar her
iki oyun tiiriindeki oyunlara katilmaktadirlar. Dijital ve dijital olmayan oyun materyallerinden
birer tane olmast c¢ocuklarin her iki oyun tiiriinde oyunlar1 birlikte oynamalarina neden
olmustur. Aym zamanda, ii¢ tabletin her birinde tek bir egitici dijital oyun yiiklenmesi
cocuklarin dijital ve dijital olmayan oyunlar arasinda tercih yapmalar1 saglanmistir. Ek olarak
verilerin derinlemesine incelemesi sonucunda ¢ocuklarin en fazla tercih ettikleri oyun tiirleri

saptanmistir. Bu sonuglar Sekil 4’te gosterilmistir.
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Sekil 4. Cocuklarin oyun tercihleri

Sekil 4’teki sonuglar katilimci ¢ocuklarin dijital oyunlar igerisinde en ¢ok blok
oyununu, dijital olmayan oyunlardan ise ¢izim/boyama oyununu en fazla tercih ettiklerini
ortaya koymaktadir. Bu sonug, ¢ocuklarin oyun tercihlerinin daha ¢ok acik uclu oyunlar
yoniinde oldugunu gostermektedir. Benzer sekilde, katilimeir ¢ocuklarin dijital ve dijital

olmayan oyunda harcadiklari siire hesaplanmis ve sonuglar Tablo 3’te gosterilmistir.

Tablo 3. Katilimct ¢ocuklarin giinliik ortalama dijital ve dijital olmayan oyun siireleri

Dijital Oyunlar Dijital olmayan
GUN Satrang Blok  Cizim/boya Satran¢ Blok Cizim/boya
1.glin 30 30 30 25 22 30
2.glin 30 30 29 18 16 30
3.glin 24 30 25 30 0 30
4.giin 26 30 24 12 18 30
5.glin 13 29 21 2 16 30
Glinliik ortalama  24.6 29.8 25.8 17.4 14.4 30

Oyun tiiriine gore
toplam 80.2 61.8
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Yukaridaki sonuglar oyun tiirlerine gore farkliliklar olmasina ragmen g¢ocuklarin bir giinde

dijital ve dijital olmayan ti¢ farkli oyuna ayrilan 90 dakikanin 80 dakikasmni dijital, 61
dakikasmni dijital olmayan oyunlar oynayarak harcadiklar1 saptanmistir. Cocuklarin giinde
ortalama olarak 25 ila 29 dakika dijital oyun oynadiklari, 14 ila 30 dakika arasinda dijital
olmayan oyun oynadiklarini goriilmektedir. Bu sonug, ¢cocuklarin dijital ve dijital olmayan
oyunlar i¢in ayrilan siirenin tamamini kullanmadiklar1 kendi aralarinda sohbet, kosusturma,
tuvalete gitme, smifin diger alanlarini kullanma gibi faaliyetlerde zaman gegirdiklerini
gostermektedir. Sonuglar katilime1 ¢ocuklarin her iki oyun tiiriinde oyunlar oynadiklarini ve
dijital olmayan c¢izim/boyama ve dijital blok oyununa daha fazla zaman ayirdiklarini
gostermektedir. Katilimer ¢ocuklarin siire bakimindan en az tercih ettikleri oyunlar dijital

olmayan blok ve satran¢ oyunu olmustur (Bakiniz Sekil, 6).

Sekil 6. Dijital ve dijital olmayan satran¢ oyunu

Cocuklarla yapilan goriigmeler ¢ocuklarin dijital oyunlarla oynamay tercih ettiklerini
destekleyen sonuglar ortaya koymustur. Biri disinda tiim katilimer ¢ocuklarin dijital oyunlari
oynamayi istediklerini ifade etmislerdir. Goriismeler katilimci g¢ocuklarin dijital oyun
oynamay1 eglenceli ve dgretici olarak tanmimladiklarmi gostermektedir. Ornegin, Cocuk 5
“Tablet mutluluk. Ciinkii mutlulugu seviyorum” ifadeleri ile dijital oyun oynamay1 sevdigini
ve mutlu oldugunu dile getirmistir. Dijital oyunlarin 6grenmeyi destekledigini diisiinen Cocuk
1, “Satrang ogretiyor. Resim yapmayi 6gretiyor. Renkleri 6gretiyor. Benim tabletim oyleydi.
Rengi segiyordum adimi soyliiyordu. Babama dedim ki bunu telefona yiikleyelim ama
bulamadik” ifadeleriyle dijital oyunlar araciligi ile 6grendigini sdylemistir. Benzer sekilde,
Cocuk 6 dijital oyunla ilgili olarak “Insanlar videodan pasta yapmayr &grenirler.
Buraya[okula] yazilmadan once annemle videodan pasta yaptik” diyerek dijital oyunlarin

ogrenmeye olan etkilerini agiklamistir. Neden dijital oyunlari tercih ettikleri soruldugunda ise
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oyuncak toplamak zorunda kalmamalari, oyun segeneklerin ¢ok olmasi ve aninda geri doniit

almalarimin etkisini ifade etmislerdir. Ornegin Cocuk 2, “Tabletteki. Ciinkii gercek oyuncaklar
dagilip dururdu ve toplamak zorunda kalirdim.” ifadeleri ile 6zellikle blok oyunu ve ¢izim
/boyama uygulamalarinin avantajlarin1 dile getirmektedir. Cocuk 3 ise “Tablette istedigin
oyunu yiikleyebilirsin.” ifadesi ile dijital oyunun pek ¢ok secenek sunmasini tercih sebebi
olarak belirtmistir.  Cocuk 6 ise “Tabletteki oyunu isterdim. Ciinkii daha giizel, puan

2

alyyorsun.” ifadeleri ile dijital oyunu tercih etmesinin sebebinin kazanmak oldugunu

belirtmistir.

Cocuklarin oyun tercihlerinde akranlar1 ve oyunlart oynamak i¢in sira bekleme gibi
unsurlarin etkileri gézlenmistir. Bu gézlemlerde bazi cocuklar akran zorbaligiyla karsilagmus,
tercih ettikleri oyunu oynamalar1 arkadaglari tarafindan engellenmistir. Kimi zaman
¢ocuklarin bir oyunu oynamayi ¢ok istedigi ama diger arkadaslarinin onu oyuna dahil
etmedigi goriilmiistiir. Ornegin, Cocuk 6 “Blok, satrang ikisi de ¢ok giizel. Satranct tabletten
oynayamadim ¢iinkii arkadaslarim oynamama izin vermedi.” ifadeleri ile durumu
aciklamistir. Bu gibi durumlarda ¢ocuklarin oyun tercihlerinde etkili olmus ve bu
materyallerle oynama firsati bulamayan c¢ocuklar siiftaki diger oyun materyalleri ile oyun

oynamisglardir.
2. Kimler tercih eder?

Arastirmaya katilan ¢ocuklarin cinsiyetlerine gore oyun tercihleri incelenmistir.
Sinifta bulunan ¢ocuklarin kiz ve erkek ¢ocuklarin sayilari esit olmadigi i¢in (6 tanesi kiz, 10
erkek) oyun sikliklar1 ve siireleri gocuk sayisini boliinerek bir ¢ocugun oyun materyalini

kullanma ortalamalar1 hesaplanmaistir.

Tablo 3. Cinsiyete gore ¢ocuklarin tercih ettikleri oyunlarin sikliklar

Dijital oyunlar Dijital olmayan oyunlar
Satrang Blok Cizim Satrang Blok Cizim
GUN Kiz E Kiz E Kiz E Kiz E Kiz E Kiz E
1.giin 7 73 1 81 51 32 26 36 16 27 61 0
2.giin 22 19 5 91 27 20 14 22 3 20 64 43
3.giin 0 30 0 121 1 27 47 0 O 4 126 45

4.giin 18 24 O 80 3 28 12 7 0 12 121 38
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5.giin 0 19 2 55 31 7 0 4 0 7 93 1

Toplam 47 165 8 428 113 114 99 69 19 70 465 127

Kiz toplam 168 Ortalama 28 583  Ortalama 97.16

Erkek toplam 707 Ortalama 70.7 266 Ortalama 26.6

Yukaridaki sonuglar dijital oyunlar erkek ¢ocuklarin kiz ¢ocuklarina gore daha fazla
siklikla tercih ettikleri gostermektedir. Dijital oyunlar arasindan erkek ¢cocuklar en fazla blok
oyunun tercih etmisler, kiz ¢cocuklar ise boyama/¢izim oyununu tercih etmiglerdir. Dijital
olmayan oyunlar en fazla kiz ¢ocuklar1 tarafindan tercih edilirken, yine ¢izim/boyama

oyunlar dijital olmayan oyunlar i¢inde en fazla tercih edilen oyun olmustur.

Ayni zamanda katilimc1 ¢ocuklarin dijital ve dijital olmayan oyunlar1 ne kadar siire

kullandiklar1 incelenmis ve sonuglar Tablo 4’te verilmistir.

Tablo 4. Cinsiyete gore ¢ocuklarin tercih ettikleri oyunlarin siireleri

Dijital oyunlar Dijital olmayan oyunlar

Satrang Blok Cizim Satrang Blok Cizim
GUN Kiz E Kiz E Kz E Kz E Kiz E Kiz E
1 7 30 1 29 29 20 14 21 16 18 30 0
2 14 15 5 30 16 14 14 18 0 17 30 25
3 0 26 0 30 1 25 30 O 0 0 30 30
4 12 14 0 30 3 21 12 7 0 11 30 25
5 0 13 2 27 20 7 0 2 0 20 30 1

Toplam 33 98 8 146 69 87 70 48 16 66 150 81

Kiz 110 Ortalama 18.33 236 Ortalama 39.33

Erkek 330 Ortalama 33.10 190 Ortalama 19.50

*Not: Gozlenen dakikada oyun materyalini kullanan ve izleyen ¢ocuklar tiim ¢ocuklar igin siire hesaplanmustir.

Ayni1 anda birden fazla ¢ocuk materyali kullandig1 igin toplam siireler 30 dakikay1 gecmektedir.
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Katilimc1 ¢ocuklarin oyun siireleri incelendiginde kiz g¢ocuklar1 dijital olmayan

oyunlarda daha fazla siire harcarken, erkek cocuklar1 dijital oyun materyalleri ile daha fazla
stire harcadiklar1 goriilmektedir. Bu sonuglar ¢ocuklarin oyun tercihlerinde cinsiyetin etkili
oldugunu gostermektedir. Ayni1 zamanda oyun tiirleri detayli incelendiginde kiz cocuklarinin
en fazla dijital olmayan ¢izim/boyama materyallerinde zaman gegirdikleri, erkek ¢ocuklarin
ise dijital blok oyununda zaman ge¢irdigi goriilmektedir. Katilime1 6gretmenlerle yapilan
goriismelerde bu bulguyu desteklemektedir. Ornegin; Ogretmen 1 “Sunifimizda devamli oyun
yiiklii tabletler olmasit durumda erkek ¢ocuklar daha fazla ilgi gosterecektir” ifadeleri ile
cinsiyete dayali oyun tercihi farklarimi dile getirmistir. Bu sonuca paralel olarak, ¢ocuk
goriismelerinde katilimci ¢ocuklar tabletlere yiiklenmesini istedikleri oyunlar1 agiklarken
cinsiyetlerine uygun oyunlar segmislerdir. Katilimci erkek ¢ocuklar araba yaris1 ve futbol
oyunlarmin tabletlere yiiklenmesini isterken, kiz ¢gocuklar Elsa ve yemek yapma oyunlarinin
tabletlere yiiklenmesini istediklerini belirtmislerdir. Ayrica, gozlem sonuglari dijital ve dijital

olmayan oyunlari ¢cocuklarin ikili veya daha ¢ok sayida ¢cocuk gruplar1 halinde oynadiklarin

gostermistir (Bakiniz Sekil 7)

Sekil 7. Grup oyunlar
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3. Nasil oyun oynarlar?

Bird ve Edwards’in (2014) gelistirdigi dijital oyun ¢ergevesine gore ¢ocuklarin oyun

davraniglar1 kodlanmis ve sikliklar1 hesaplanarak Tablo 5’de gosterilmistir.

Tablo 5. Dijital ve dijital olmayan oyunlardaki ¢ocuk oyun davranislar

Oyun Davranislari C/Boya Dijital Blok Dijital Satrang  Dijital
C/Boya Blok Satrang
Bilgi Kesfetme 37 34 3 46 6 22
Problem 26 28 2 52 18 26
¢0zme
Beceri 38 30 2 42 16 17
kazanma
TOPLAM 101 92 7 140 40 65
Yaratict ~ Sembolik 28 33 4 58 3 18
/semboli
Yenilik 32 34 4 54 4 4
k oyun
TOPLAM 60 67 8 110 7 22

Not: Oyun tiirlerini tercih eden gocuklarin gézlenmesi sonucunda oyun davranislarinin sikliklar: belirlenmistir.
Her oyun tiirii esit olarak tercih edilmedigi i¢in oyun davraniglarinin gézlenme siklig1 farklilik gostermektedir.
Bilgi temelli oyun davraniglar1 diger bir ifadeyle cocugun dnce “Bu materyalle ne
yapilir?” ile ilgili bilgi olusturma davraniglart ¢ocuklar dijital oyun oynarken daha fazla
siklikla gézlenmistir. Cocuklarin tabletleri ve yiiklii olan oyunlari agmay1 ve kullanmay1
ogrenme siireci; kesfetme, problem ¢ézme ve beceri kazanma davraniglarini dijital oyunlari

oynarken sergilediklerini ortaya koymaktadir.

Bu ¢ercevenin ikinci boyutu olan yaratict /sembolik oyun siirecinde ¢ocuk “Bu
materyalle ben ne yapabilirim?” anlayisi ile oyuna sembolik bir islev ya da yenilik getirir. Bu

kapsamda ¢ocuklarin dijital ve dijital olmayan oyun davranislart gézlendiginde yine dijital
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oyunlarda ¢ocuklarin daha fazla yaratici/sembolik oyun davranislar1 sergiledikleri goze

carpmaktadir. Ornegin dijital blok oyununda ¢ocuk 10 “Burada cukur kazmamiz lazim oraya
yiyecek saklayabiliriz.” ifadesi ile hayali oyun unsurlarini dijital oyununa aktarmistir. Benzeri
bir davranis ¢ocuk 8’in oyununda “Bu geceyi nerede gegirecegiz, ¢cok karanlik hemen fener

yvakalim!” ifadeleri ile gozlenmistir (Bakiniz Sekil 8)

Sekil 8. Dijital ve dijital olmayan blok oyunu.

Ayni sekilde ¢ocuklarin hem dijital hem de dijital olmayan materyallerle
cizim/boyama yaparken de kesfetme, problem ¢6zme ve beceri kazanma gibi biligsel 6gelere;
sembol kullanma ve yenilik getirme gibi hayali 6gelere rastlanmustir. Ozelikle dijital
cizim/boyama uygulamasini kullanirken farkli karakterlere biiriinerek hayali 6geleri
oyunlarma aktarmiglardir. Cocuklar birbirlerinin fotograflarini ¢ekerek bu fotograflar: degisik

karakterlere doniistiirmiislerdir.
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B e nrv—

Sekil 9. Dijital oyunda hayali ogeler

Tartisma ve Sonug¢

Cocuklarin dijital ve dijital olmayan oyun tercihlerini ve bu oyunlardaki davraniglarini
derinlemesine incelemeyi amaglayan bu arastirma onemli sonuglar ortaya koymustur. flk
olarak sanildiginin aksine anaokuluna devam eden c¢ocuklar sadece bir oyun tiirline
yonelmemis dijital ve dijital olmayan oyunlar arasinda dengeli tercihlerde bulunmuslardir.
Alan yazinda ¢ocuklarin ekran basi oyunlari tercih ettikleri bu nedenle aile ve dgretmenleri
araciligt ile cocuklarin agik uglu serbest oyunlara tesvik edilmeleri 6nemli oldugunu
vurgulamaktadir (Bergen, Davis ve Abbitt, 2016; Edwards, 2014; Levine, 2013; Singer,
Singer, D’Agostino ve DeLong, 2009). Bu arastirmanin sonuglart bu goriisiin aksine;
cocuklar smiflarinda bulundugunda dijital ve dijital olmayan farkli oyun tiirlerini dengeli
olarak tercih ettiklerini gostermistir. Katilimer ¢ocuklar ¢izim ve boyama materyallerini
arastirmada karsilagtirilan blok, satrang gibi oyunlardan daha fazla oranda tercih etmislerdir.
Bu dogrultuda c¢ocuklarin oyunlarini zenginlestirebilmek, onlara farkli deneyimler
saglayabilmek icin smiflarda bulunan oyun materyallerinin dijital ve dijital olmayan
materyaller olarak g¢esitlendirilmesi Onerilebilir. Gelecekte dijital araglarin insan ve 6zellikle
cocuklarin yasamlarinin ayrilmaz bir parcasi olacagi Ongoriilmektedir (Bers, 2018;
Kewalramani, Arnott ve Dardanou, 2020) . Bu nedenle erken yaslardan itibaren ¢ocuklara
dijital ve dijital olmayan oyun materyallerini dengeli ve bilingli kullanmalar1 i¢in gergek

firsatlar vermesi ve 6grenmelerinin desteklenmesi dnemlidir. Dijital oyunlar1 yasaklamak ya
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da karsisinda olmak yerine erken yaslardan itibaren ¢ocuklarin bilingli tercihler yapmalarini

ve dogru teknoloji kullanimi ile ilgili deneyim kazanmalar1 erken cocukluk egitimi

siniflarinda saglamak yararli olacaktir.

Ikinci olarak arastirmada incelenen oyun tiirlerinden en ¢ok tercih edilenlerin
¢izim/boyama ve dijital blok oyunu oldugu saptanmistir. Benzer bir arastirmada Sapsaglam
(2018) cocuklarin tercih ettikleri oyunlari boyamalarinin istendigi etkinliklerde geleneksel
oyunlari, oynama firsatlar1 verildiginde elektronik araglarla oynan oyunlar1 daha fazla tercih
ettikleri ve cocuklarin yaslari arttikca elektronik araglarla oynanan oyunlar1 daha fazla tercih
etmeye bagladiklar1 ortaya koymustur. Ayrica dijital ve dijital olmayan oyun tiirlerinde
cocuklarin en ¢ok tercih ettikleri ¢izim/boyama ve blok oyunlarinin her ikisinin de “agik u¢lu”
yani farkli oyunlar tiretebilme 6zelliklerinin olmasi dikkat ¢ekicidir. Bu sonug ¢ocuklarin agik
uclu oyun materyallerini dijital veya dijital olmayan oyunlarda tercih ettiklerini
gostermektedir.  Ote yandan, satrang gibi egitsel degeri yiiksek olan bir oyunun dijital ve
dijital olmayan materyalleri 6zellikle erkek ¢ocuklar tarafindan daha az tercih edilmistir. Bu
bulgular 15181nda dijital oyunlarin okul dncesi egitimi siniflarinda kullanilmaya baslandiginda
siifta 6gretmenler oyunlar1 secerken egitici ve acik uglu 6zelligi olan oyun uygulamalarini

se¢meleri onerilmektedir.

Ucgiincii olarak, bu arastirma dijital ve dijital olmayan oyunlarda ¢ocuklarin araclarla
oynanan oyunlarda sergilenen davranislarin tiimiinti gosterdiklerini ortaya koymustur. Dijital
oyun cercevesinde (Bird ve Edwards, 2014) tanimlanan araglarla oyunda c¢ocuklarin
sergiledikleri kesfetme, problem ¢6zme ve beceri kazanma gibi bilissel 6gelerin ve sembol
kullanma ve yenilik getirme gibi hayali 6gelerin gozlenmesi ¢ocuklarin her iki tiir oyunda
gelisimlerini destekleyecek davranislar sergilediklerini gostermektedir. Benzer sekilde,
Marsh ve arkadaslar1 (2016) dijital oyunlarda dijital olmayan oyunlarda goriilen oyun
kategorileri ve davraniglarinin mevcut oldugunu ortaya koymuslardir. Bu arastirma
kapsaminda ¢ocuklar dijital ortamda oynadiklar1 ¢izim/boyama, blok ve satrang oyunlarinda
da 6grenme ve hayal giiglerini kullanma imkani1 bulmuslardir. Bu sonug¢ en azindan egitici
dijital oyunlarin g¢ocuklar i¢in 6grenmeyi ve yaraticilifi destekleyen firsatlar yarattigini
gostermektedir. Egitsel igerige sahip dijital oyunlarin ¢ocuklarin gelisimlerini destekledigi
aragtirma sonuglarinca ortaya konmustur (Fleer, 2014; Plowman, Stevenson, Stephen ve
McPake, 2012; Verenikina, Herrington, Peterson ve Mantei, 2010; Wohlwend, 2015).
Cocuklarin oynamaktan keyif aldiklar1 bir oyun olarak egitici dijital oyunlar okul oncesi

egitimi simiflarinda kullanildiginda ¢ocuklarin gelisim ve 6grenmeleri desteklenebilir. Oyun
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yoluyla 6grenmenin bir pargasi olarak egitici dijital oyunlarin okul 6ncesi egitimi siniflarinda

kullanilmasi Onerilmektedir.

Bu arastirma katilimci ¢gocuklarin dijital ve dijital olmayan oyunlari tercihleri ile ilgili
ortaya koydugu bulgular ve verilerini dogal gozlem ve goriisme yontemleri ile elde ettigi i¢cin
alana dnemli katkilar sunmaktir. Ulkemizde okul &ncesi egitim simiflarinda heniiz dijital
oyunlarin yaygin kullanimi1 s6z konusu degildir. Bu konuda uzmanlarin, 6gretmenlerin ve
ebeveynlerin ¢ocuklarin olumsuz etkilenecekleri yoniinde gesitli kaygilart s6z konusudur
(Oner, 2020; Yiicelyigit ve Aral, 2020). Bu arastirmanin bulgular1 sinifta egitici dijital
oyunlarin oldugu tabletler bulundugunda c¢ocuklarin tamamiyla bu yeni platforma
yonelmedigini, cocuklarin dengeli tercihler yaptiklarim1 ve diger araglarla oyunlarda
sergiledikleri davranislarin benzerlerini gosterdiklerini ortaya koymustur. Bu nedenle okul
oncesi egitimi siniflarina cocuklarin gelisimini destekleyen ve egitsel amaci olan dijital
oyunlarin entegre edilmesi oOnerilmektedir. Gelecekte yapilacak arastirmalarin dijital

oyunlarin egitim programina verimli sekilde biitiinlestirilmesini incelemesi 6nerilmektedir.
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Arastirma ve yayn etigi kurulunun 30/04/2020 tarihli 93803232 sayili karart ile alinan izinle
ylirlitilmustir.

Yazar Cikar Catismasi Bilgisi: Yazarlar ¢cikar ¢atismasi olmadigini beyan etmektedir.

Yazar Katkisi: Arastirmanin tiim asamalarinda yazarlar esit katki vermistir.
Kaynakg¢a

Aral, N. & Dogan Keskin, A. (2018). Ebeveyn bakis agisiyla 0-6 yas doneminde teknolojik
alet kullaniminin incelenmesi. Addicta: The Turkish Journal On Addictions, 5(2),317—
348. DOI http://dx.doi.org/10.15805/addicta.2018.5.2.0054

Arott, L. (2016). An ecological exploration of young children’s digital play: framing
children’s social experiences with technologies in early childhood. Early Years, 36(3),
271-288, DOI: 10.1080/09575146.2016.1181049

Bergen, D., Davis, D. R., & Abbitt, J. T. (2016). Technology play and brain development:

Infancy to adolescence and future Implications. New York: Routledge.

Bers, M. U. (2018). Coding as a playground. New York: Routledge.



170 N. Isikoglu, E.Bayraktaroglu,, ve D. N. Ayekin Diilger / Pamukkale Universitesi Egitim Fakiiltesi Dergisi, 53, 150-174, 2021
Bers, M.U. (2010). Beyond computer literacy: Supporting youth's positive development

through technology. New Directions for Youth Development. 128, 13-23.
https://doi.org/10.1002/yd.371

Bird, J., & Edwards, S. (2014). Children learning to use technologies through play: A Digital
Play Framework. British Journal of Educational Technology. DOI: 46.
10.1111/bjet.12191.

Bodrova, E., &Leong D. J. (2015). Vygotskian and Post-Vygotskian Views on Children's
Play. American Journal of Play. 7 (3), 371-388.

Bogdan, R.C., & Biklen, S.K. (1998). Qualitative research for education: An introduction to
theory and methods. Needham Heights, MA: Ally& Bacon.

Creswell, J.W. (1998) Qualitative Inquiry and research design: Choosing among five

traditions. Thousand Oaks, CA: Sage Publications

Denzin, N.K., & Lincoln Y.S. (1998). Introduction entering the field of qualitative research.
In Denzin NK, Lincoln YS (Eds) Strategies of Qualitative Inquiry. Thousand Oaks,
Sage Publications.

Doganay, J. (1998). Anasmifina devam eden cocuklarin ebeveynlerinin ¢ocuk oyun ve
oyuncaklar1 hakkindaki goriislerinin incelenmesi. Yaymlanmamis Yiiksek Lisans

Tezi. Ankara: Ankara Universitesi.

Edwards, S. (2014). Towards contemporary play: Sociocultural theory and the digital-
consumerist context. Journal of Early Childhood Research, 12(3), 219-233.

Ergulec, F, & Kiremit, R. (2019). Tablet Bilgisayarlarin Okul Oncesi Dénemde Resim
Ciziminde Kullanilmasi. Egitimde Kuram ve Uygulama, 15(1), 17-36. DOI:
10.17244/eku.447167

Erikson, E. H. (1963). Childhood and society (2nd Ed.). New York: Norton.

Fleer, M. (2014). The demands and motives afforded through digital play in early childhood
activity settings. Learning, Culture and Social Interaction,3,202-209. DOI:
10.24130/eccd-jecs.196720171228.

GIM(Giivenli Internet Merkezi) (2019). Dijital Oyunlar Raporu. Erisim adresi:
https://www.guvenliweb.org.tr/dosya/RjARy.pdf



N. Isikoglu, E.Bayraktaroglu,, ve D. N. Ayekin Diilger / Pamukkale Universitesi Egitim Fakiiltesi Dergisi, 53, 150-174, 2021 171
Goodrick, D. (2014). Comparative Case Studies, Methodological Briefs: Impact Evaluation

9, UNICEF Office of Research, Florence.

Giindogan, A. (2014). Okul 6ncesi donemde bilgisayar destekli egitim projeleri Computer-
assisted education projects in preschool period. GEFAD/GUJGEF 34(3), 437-449.

Giiniig, S. & Atli, S. (2018). 18-24 aylik bebeklerde teknolojinin etkisine yonelik ebeveyn
goriisleri. Addicta: The Turkish Journal on Addiction, 5, 205-226. Retrieved from
http://dx.doi.org/10.15805/addicta.2018.5.2.0047

Hamilton, M., Clarke-Midura, J., Shumway, J.F., &Lee, V.(2020) An Emerging Technology
Report on Computational Toys in Early Childhood. Tech Know Learn 25, 213-224
https://doi.org/10.1007/s10758-019-09423-8

Hatzinigianni, M., Gregoriadis, A., Karagiorgou, |., & Chatzigeorgiadou, S. (2018). Using
tablets in free play: The implementation of the dijital play framework in Greece.
British Journal of Educational Technology, 49, 928-942.
http://doi.org/10.1111/bjet.12620

Hirsh-Pasek K, Zosh, J. M,, Golinkoff, R.M., Gray, J.H., Robb, M.B., & Kaufman, J. (2015).
Putting education in “educational” apps: lessons from the science of learning.

Psychological Science in the Public Interest, 16(1), 3-34.

Isikoglu Erdogan, N. (2019). Dijital oyun popiiler mi? Ebeveynlerin ¢ocuklar i¢in oyun
tercihlerinin incelenmesi. Pamukkale Universitesi Egitim Fakiiltesi Dergisi, 46, 1-17.
doi: 10.9779/pauefd.446654.

Isikoglu Erdogan , N., Johnson, J.E., Dong, P.I. ve Qiu, Z. (2018). Do Parents Prefer Digital
Play? Examination of Parental Preferences and Beliefs in Four Nations. Early
Childhood Education Journal. https://doi.org/10.1007/s10643-018-0901-2

Kadan, G., ve Aral, N. (2018). Okul 6ncesi donem ¢ocuklarinin medya kullanim diizeylerinin
incelenmesi. International Journal of Multidisciplinary Studies and Innovative

Technologies. 51-55.

Kewalramani, S., Arnott, L. & Dardanou, M. (2020) Technology integrated pedagogical
practices: a look into evidence-based teaching and coherent learning for young
children, European Early Childhood Education Research Journal,28:2,163-166,
DOI:10.1080/1350293X.2020.1735739



172 N. Isikoglu, E.Bayraktaroglu,, ve D. N. Ayekin Diilger / Pamukkale Universitesi Egitim Fakiiltesi Dergisi, 53, 150-174, 2021
Lee, K. T. H., Sullivan, A., & Bers M. U. (2013) Collaboration by Design: Using Robotics to

Foster Social Interaction in Kindergarten, Computers in the Schools, 30:3, 271-281,
DOI: 10.1080/07380569.2013.805676

Levin, D.E. (2015). Technology play concerns. In D. P. Fromberg & D. Bergen (Eds.), Play
from birth to twelve: Contexts, perspectives, and meanings (pp.225-232). New York :

Routledge

Levin, D.E. (2013). Beyond remote-controlled childhood: Teaching young children in the
media age. Wash., DC: National Assoc. for the Education of Young Children

Maureen, 1.Y., Van der Meij, H. & De Jong, T. (2020). Enhancing Storytelling Activities to
Support Early (Digital) Literacy Development in Early Childhood Education. IJEC 52,
55-76 https://doi.org/10.1007/s13158-020-00263-7

Marklund, L. (2019). Swedish preschool teachers’ perceptions about digital play in a
workplace-learning context. Early Years, DOI: 10.1080/09575146.2019.1658065.

Marsh, J., Plowman, L., Yamada-Rice, D., Bishop, J., & Scott, F. (2016). Digital play: a new
classification, Early Years, 36(3), 242-253, DOI: 10.1080/09575146.2016.1167675.

Marsh, J., & Bishop. J.C. (2014). Changing play: play, media and commercial culture from
the 1950s to the present day. Maidenhead: Open University Press/McGrawHill.

Merriam, S. (1998). Qualitative research and case study applications in education. San
Francisco: JosseyBass

Merriam, S. B. (2015). Nitel arastirma desen ve uygulama igin bir rehber (Cev. Turan, S.).
Ankara: Nobel Yayincilik

Miles, M. B. & Huberman, A.M. (1994). Qualitative data analysis: an expanded sourcebook.
(2nd Edition). Calif. : SAGE Publications.

National Association for the Education of Young Children (NAEYC) & Fred Rogers Center
for Early Learning and Children’s Media. (2012). Technology and Interactive Media
as Tools in Early Childhood Programs Serving Children from Birth through Age 8.
Joint position statement. Washington, DC:NAEYC.

Neumann, M.M. (2018) Using tablets and apps to enhance emergent literacy skills in young
children. Early Childhood Research Quarterly, 42, 239-246



N. Isikoglu, E.Bayraktaroglu,, ve D. N. Ayekin Diilger / Pamukkale Universitesi Egitim Fakiiltesi Dergisi, 53, 150-174, 2021 173
Nevski, E., & Siibak, A. (2016). The role of parents and parental mediation on 0—3-year olds’

digital play with smart devices: Estonian parents’ attitudes and practices. Early Years,
36(3), 227-241. Doi: 10.1080/09575146.2016.1161601.

Onur, B. (1992). Tarih boyunca oyunlar ve oyuncaklar. Ankara Universitesi Egitim Bilimleri

Fakiiltesi Dergisi, 25(2), 365-386. DOI: 10.1501/Egifak_0000000594

Outhwaite, L. A., Gulliford, A., & Pitchford, N. J. (2017). Closing the gap: Efficacy of a tablet
intervention to support the development of early mathematical skills in UK primary
school children. Computers & Education, 108, 43-58.

Oner, D. (2020). Erken Cocukluk Déneminde Teknoloji Kullanimi ve Dijital Oyunlar: Okul
Oncesi Ogretmen Gériislerinin Incelenmesi. Inénii Universitesi Egitim Bilimleri

Enstitiisii Dergisi,7 (14) , 138-154 . DOI: 10.29129/inujgse.715044

Papadakis, S., & Kalogiannakis, M. (2020). Mobile learning applications in early childhood
education. Information Science Reference/IGI Global. https://doi.org/10.4018/978-1-
7998-1486-3

Plowman, L., Stevenson, O., Stephen, C., & McPake, J. (2012) Preschool children’s learning
with technology at home. Computers & Education, 59(1), 30-37.

Sapsaglam, O. (2018). Okul dncesi dénem cocuklarmin degisen oyun tercihleri. Ahi Evran
Universitesi Egitim Fakiiltesi Dergisi, 19(1), 1122 — 1135.

Stephen C. & Plowman L. (2014) Digital play. In Sage Handbook of Play and Learning in
Early Childhood, eds. L. Brooker, M. Blaise and S. Edwards, pp. 330-341.

London:Sage.

Singer, D. G., Singer, J. L., D’Agostino, H., & DeLong, R. (2009). Children’s pastimes and
play in sixteen nations: Is free-play declining? American Journal of Play, 1, 283-312.

Strauss, A., & Corbin, J. (1990). Basics of qualitative research. Berlin: Sage publications.

T.C. Saghk Bakanligi, (2018). Dijital oyun bagimlilig1 ¢alistay1. (Sonu¢ Raporu.) Erisim
adresi: https://www.guvenlioyna.org.tr/dosya/YVWJq.pdf

Terras, M. M. &Ramsey, J. (2016). Family digital literacy practices and children's mobile
phone use. Frontiers in Pschology.7,1957 doi :10.3389/fpsyg.2016.01957



174 N. Isikoglu, E.Bayraktaroglu,, ve D. N. Ayekin Diilger / Pamukkale Universitesi Egitim Fakiiltesi Dergisi, 53, 150-174, 2021
Toran, M., Ulusoy, Z., Aydin, B., Deveci, T. &Akbulut, A. (2016). Cocuklarin dijital oyun

kullanimina iligkin annelerin goriislerinin degerlendirilmesi. Kastamonu Egitim

Derqgisi, 24(5), 2263-2278.

Tugrul, B. (2017). Diinya oyunun giiciinde uzlasti simdi bu giicii cocuklarin yararina kullanma

zamani: Hadi Tirkiye.Erken Cocukluk Calismalar: Dergisi, 1(2), 259-266.

Verenikina, 1., Herrington, J., Peterson, R., & Mantei, J. (2010) Computers and play in early
childhood: Affordances and limitations. Journal of Interactive Learning Research,
21(1), 139-159.

Wohlwend, K. E. (2015). One screen, many fingers: Young children's collaborative literacy
play with digital puppetry apps and touchscreen technologies. Theory Into Practice,
54,154-162. doi: 10.1080/00405841.2015.1010837.

Yildirim, A. & Simsek, H. (2013). Sosyal bilimlerde nitel aragtirma yontemleri. Ankara:
Seckin Yaymcilik.

Yiicelyigit, S., ve Aral, N. (2020). Dijital Teknolojiyi Uretim ve Tiiketim Amaciyla Kullanan
Cocuklarm ve Ebeveynlerinin Tercihlerinin incelenmesi. /ndnii Universitesi Egitim

Fakiiltesi Dergisi,21 (2), 1071-1084. DOI: 10.17679/inuefd.739564



Research Article

Pamukkale University Journal of Education, 53, 150-174 [2021]
doi: 10.9779/pauefd.758529

Children’s Play Preferences and Behaviors in Digital or Non-Digital Play
Nesrin ISIKOGLU"Eda BAYRAKTAROGLU™™, Derya Neval AYEKIN DULGER
¢ Received: 26.06.2020 e Accepted: 01.03.2021 e Online First: 08.04.2021

KkKk

*kkk

Abstract

This research examines children’s digital and non-digital play preferences and their play
behaviors during free play activities. The digital play framework was used to compare children’s play
preferences and play behaviors. A qualitative comparative case study method was chosen as a research
design. The participants of the study were 16 children and their three teachers who worked for a public
kindergarten in a western Anatolian city. The data was gathered through natural observations,
interviews with children and teachers, and document collection. Constant comparative content
analysis techniques were employed to analyze the data. Three basic themes were emerged: (1) Digital
or non-digital: What do children want? (2) Who prefers? and (3) How do they play? The study results
revealed that children preferred digital or non-digital play in a balanced way; boys preferred digital
play materials more than girls. Additionally, epistemic activities such as discovering, solving
problems, and gaining skills, and ludic elements including symbol use and innovation were observed

in children’s digital and non-digital play.
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Introduction

The ideas on how children can learn more easily and with which activities they can achieve
better growth and development let people meet with the word "play." As children play, they
are developed more, and their learning experiences increase (Tugrul, 2017). Play, defined as
an experimental area in which children test and practice what they see, constitutes a bridge
with their past and a resource for their future (Doganay, 1998). Play in the childhood period
involves imitation of real experiences and enables the child to befriend with his/her future self
(Erikson, 1963). Starting from this definition, play helps to grow healthy and be regarded as

having invested in his/her future.

Examining the historical developments of the societies, it is apparent that the children
play and there are many toys concerning their play, as well (Onur, 1992). For instance,
archaeologists, historians, anthropologists, and sociologists have obtained remarkable data
across cultures and times proving that children played and used relevant toys in their plays
(Tugrul, 2017). Currently, in addition to traditional toys, children play with lots of digital
tools such as smartphones, tablets, and computer plays, and play consoles (Isikoglu Erdogan,
2019). Digital play is defined as digital tools for play purposes and takes a considerable part
of children's lives today (Marsh, Plowman, Yamada-Rice, Bishop, & Scott, 2016). A recent
research finding has demonstrated that 64.3% of children aged 3-6 play with smartphones
while 87.4% of them watch cartoons on these devices and if their parents have a
tablet/computer, 34.6% wanted to use them. In a similar study, it has been determined that
children aged 4-6 spend on average 182 minutes of their time in front of the screen (Isikoglu
Erdogan, 2019). The research also indicates that although parents buy digital tools let the
children play with them, they have concerns about the digital plays (Giiniic & Atli, 2018;
Isikoglu Erdogan, 2019; Nevski & Siibak, 2016; Terras & Ramsay, 2016). Similarly, the
families’ views on digital plays to be used for educational purposes have been found at lower
levels (Aral & Dogan Keskin, 2018).

The studies on the use of technology in preschool early childhood education reveal
that when they are used appropriately, the technological tools support learning and the
development of children (Bers, 2010; Hamilton, Clarke-Midura, Shumway &Lee, 2020;
Kewalramani, Arnott &Dardanou, 2020; Maureen, Van der Meij, & De Jong, 2020). Research
results have asserted that children who interact with the computers take advantage of peer
learning as they study in independent groups from their teachers. These children’s cognitive

development is positively affected, making attaining educational goals easier (Outhwaite,
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Gulliford & Pitchford, 2017). There is scientific evidence that shows that robotics and coding
education improves children's computational thinking skills along with fine motor skills and
hand-eye coordination in early childhood (Lee, Sullivan & Bers, 2013). Moreover,
educational digital play provides instant feedback right after the child’s mistakes and prevents
repetition of errors, these features of digital plays help to support children’s learning and
allows children to learn confidently and willy. (Giindogan, 2014). A recent study has shown
that computer-assisted learning improved six-year-old children’s time and space concepts,
their learning process becomes more effective and competent, and the use of tablets also
positively contributes to children's creativity and self-expression skills (Ergiile¢ & Kiremit,
2019). The experimental study examining the effects of tablets and applications on early
literacy skills reveals that children's knowledge of the alphabet, perception of writing, and
name writing skills improved (Neumann, 2018). On the other hand, further research is needed
on many issues, such as the effects of digital plays on child development and their educational
use, the stereotypical judgments about digital plays, and the ratings of the plays with violence
and other harmful contents (GIM, 2019; T.C. Saglik Bakanlig1, 2018).

Although there are research studies that support the idea that the appropriate use of
digital play can enrich children's learning, the experiences of teachers and children on how to
use digital play in early childhood education classrooms are rather limited (Bird & Edwards,
2015; Edwards, 2014; Kewalramani, Arnott & Dardanou, 2020; Stephen & Plowman, 2014).
According to the socio-cultural theory that constitutes the theoretical framework of this study,
play is the main resource for child development in the early childhood period and creates a
potential space for the development of cognitive functions (Bodrova & Leong, 2015). At the
same time, play is a social activity, and the child imitates social roles and uses social and
everyday tools in play (Bodrova & Leong, 2015). For this reason, it is exceptionally natural
for children to include digital tools such as smartphones and tablets into their play because
these tools have turned out to be important parts of people’s life nowadays. Based on the
concept of tool mediation, the child initially specializes in using the digital tool; and then the
play starts to serve for various purposes during the digital play (Bird & Edwards, 2015; Hutt
& Bhavnani, 1972). Using the concept of tool mediation, Bird and Edwards (2015) have
developed a digital play framework that exposes how digital tools are pedagogically used and
evaluated in early childhood education, where learning through play is of great value.
According to this framework, in the epistemic play, which is the first step, the child first

focuses on the cognitive elements that answer the question, “what does the digital device do?”
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The epistemic play consists of three sub-stages. These are (1) Exploration: the child discovers

the basic use and function of the tool; (2) Problem solving: At this stage, the child uses
different tool functions so that s/he can achieve his/her goal. (3) Skill acquisition: S/he
develops knowledge and understanding of the tool by sharing his/her ideas and actions with
others. The epistemic play is followed by ludic play, and at this stage, the child starts looking
for an answer to the question, “What can I do with this digital device?” During the Iudic play,
feeling more relaxed with the device, the child tends to pretend, imitate, and exhibits
innovative behaviors. Ludic play involves (1) using symbols (2) innovation. (Bird & Edwards,

2015; Hatzinigianni, Gregoriadis, Karagiorgou & Chatzigeorgiadou, 2018).

Instead of excluding digital play or concentrating only on its negative effects,
empirical research is needed that examines how digital play can support children's learning
(Papadakis & Kalogiannakis, 2020). Specifically, research about the effects of digital play,
appropriate and effective use, and integration into classrooms and home life are still new
(Isikoglu Erdogan, Johnson, Dong & Qui, 2019; Hirsh-Pasek, Zosh, Golinkoff, Gray, Robb,
& Kaufman, 2015). When children's digital and non-digital play preferences and their
behaviors are examined, this is thought to give scientific responses to discussions about the
use of digital play in early childhood education classrooms. The results of this research will
help to resolve the concerns (Isikoglu Erdogan, 2019) that children will more likely prefer
digital play over non-digital play, and as a result of this, the traditional play will disappear
over time (Levin, 2015; Marsh & Bishop, 2014). Some argue that the learning opportunities
provided by digital play are limited. The digital play framework guides the use of digital play
in a way that serves learning through play, which is the main purpose of early childhood
education. This research aims to examine children's digital and non-digital play preferences
and their play behaviors during free play activities. In this context, children's play preferences

and their play behaviors will be compared in terms of the digital play framework.
Method

A qualitative comparative case study design was used to examine children's play preferences
and behaviors. Multiple or comparative case studies as a kind of case study allow explaining
a system with defined boundaries in-depth (Merriam, 2016). Comparative case studies are
suitable for evaluating educational innovations and revealing how and why certain programs
are effective or not in a way that generates deeper insights into causal questions (Goodrick,
2014). This research has been limited to examine when children are given equal opportunities,
what games they will prefer, and what kind of behaviors they will display (Merriam, 1988).
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In this context, digital and digital non-play preferences and play behaviors will be compared
(Meriam, 2016).

Participants

The present study participants consisted of 16 children determined through purposeful
sampling and three teachers working at the same school. Following the university ethics
committee’s approval and the research permission of the Provincial Directorate of National
Education, an independent kindergarten school principal working in a sub-socio-economic
region in the city of Denizli was interviewed, and the purpose and process of the study were
explained. Before the data collection, the children were asked whether they had a tablet, and
the children who did not own a tablet participated in the study. To explain the purpose of the
study, the parents of these children were sent a letter and "Informed Consent Form™ indicating
their consent for their children to participate in the study, and they were asked to fill this form.
Of the 16 children, whose ages range from 58 to 64 months, six were girls, and ten were boys.
The participants aged 26-38, graduated from the early childhood education department, and
their teaching experiences ranged from 2 to 14 years.

Data Collection Process

Research data were collected through participant observations, semi-structured interviews,

and documents to ensure data triangulation.

Participant observations: The data were collected by two researchers in the children's
classrooms. First of all, right before the data collection, the researchers visited the classroom
and spent a full day with the children and the teacher so that they could minimize the
estrangement of children. Additionally, the digital and non-digital play tools were placed in
the class; the children were directed to use these play materials in their free playing time. After
that, participant observations were started to collect the data and this process took five days.
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During the data collection, the researchers assumed participant-observer roles and

prepared the game environment, materials (tablets and other toys) for children's digital and
non-digital play, and started and ended games that last 30 minutes a day during the process.
(See Figure 1). To observe children's play preferences, the researchers informed the children
that (1) they could use any materials they like during playtime, (2) they could play with their
friends, (3) they might wait for their turn if necessary. The researchers did not give any
instructions regarding the duration of the play (such as a maximum of 10 minutes per person)
to observe the playtime. In this way, children played with digital and non-digital play tools as
they wished during the research. In this context, as requested, the researchers helped children
solve the technical problems with digital tools, and they also had conversations with children
about the games.

Figure 1. Data collection process and play materials

The educational value, age and developmental appropriateness, and having similar toy
versions were the criteria used to select games compared in this study. Paintbox: Draw &
Color, Chess, and Block Craft 3D games were selected based on these criteria. Three tablets,
in which only one of these applications was installed, were placed on three separate tables in
the classroom. Likewise, non-digital play materials consisting of chess, block toys, and
various crayons/papers were placed on three different tables (See Figure 1)

With two fixed video cameras placed in the classroom, play activities were recorded for
30 minutes each day during the free play time for five days. In one game genre, 150 minutes
of video recording was obtained for five days and a total of 450 minutes of digital play and
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450 minutes of non-digital play were recorded. Besides, the "event and time sampling
observation form™ was developed by the researchers (Appendix 1). The number and gender
of the children playing with the material were marked on this form by observing with one-
minute periods. Thus, the number of times the children preferred the game and how long the

games were used were recorded by two researchers.

Document collection: The photographs and videos of the children’s play with digital
and non-digital tools and their drawing/painting artifacts were collected as documents. These
data were used to verify the behavior of children in digital and non-digital play. Sample

documents are included in Figures 2 and 3.

Figure 2. Sample for digital drawing ~ Figure 3. Sample for non-digital drawing Interviews:
To ensure data triangulation, semi-structured face-to-face interviews were conducted with the
children and their teachers. Individual interviews were conducted with volunteered six
children including three girls and three boys. A quiet place was chosen for the interviews,
and children were given play dough to let them feel more comfortable during the interview.
As the child was playing with the playdough, s/he was asked the interview questions and given
photographs representing digital and non-digital play types. In these interviews, the children
were asked about why they preferred to play (name of the play), whether they preferred to
play this game alone or with a friend, how they felt while playing, and if they had another play
they wished to play in their minds. The interview questions and interview format were
examined by three experts in early childhood education and the questions were finalized
following by the experts’ opinions. The interviews lasted 13-18 minutes and were recorded

with a video camera.

Three participant teachers who worked in the classroom were interviewed. During the

interviews, the teachers were given some learning center photos including housekeeping,
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outdoor, digital play to get their general views about the play, and they were asked to talk

about what they saw in these photographs in terms of their play preferences. The teachers
were asked to share their ideas regarding which of these play types they mostly observe in
their classrooms, whether they play digital play, what digital play means to them, what they
think about using digital play in their preschool classroom, what they think about the
instructional use of digital plays, what concepts can be taught with digital play and what their
students would feel when they play digital plays in the classroom. The teachers’ answers were

recorded with a tape recorder.
Data Analysis

The data, obtained through observation, interview, and document collection, were analyzed
with content analysis in this research. Content analysis is defined as the separation,
enumeration, and interpretation of recurring issues, problems, and concepts within data
(Denzin & Lincoln, 1998). Firstly, the totals and averages of the data obtained from the
observation form, in which the frequency and the duration of children’s play preferences were
recorded, were calculated. Secondly, children's play behaviors were coded through the items
in the digital play framework, and the totals and the percentage rates of these data were also

calculated. The digital play framework and sample coding were shown in Table 1.

Table 1. The play behaviors of the children

Play type Behaviors Sample

Epistemic Exploring Randomly touching the material/screen
Asking for help on/off the item/rules

Using the material and fingers to play the play

Problem- Easily open, close, and use the material/tablet/application

solving
Using the material for its purpose

Finding different solutions to achieve the goal

Gaining skills  The deliberate use of material to achieve the intended result

Sharing learned skills with others
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Ludic Symbolic Using material to create an imaginary script

Innovation Using the material for pretending

Create their own imaginary play

Thirdly, all the transcribed interview notes, video recordings, and documents were read
and reread; and then, the data were coded, themes were created, and these codes and themes
were arranged, findings were defined and interpreted (Merriam 2016). In the comparative case
analysis, situations are defined initially, and then comparisons are made between these
situations (Goodrick, 2014; Merriam, 2016). Within this sense, digital and non-digital play

situations were defined and compared in the research.

Enriching the trustworthiness of the research, the triangulation, rich descriptions, and
inter-rater consistency techniques were used (Yildirrm & Simsek, 2013). For the data and
method triangulation, play observations, teacher and child interviews, and the artifacts of the
play activities were collected, Interviews were held to collect in-depth data, and themes were
explained in a detailed way by making direct quotations from the interviews. Two different
researchers coded the data, and the consistency between coders was calculated by dividing the
number of agreements by the total number of agreements plus disagreements and found as
88% (Miles & Huberman, 1994).

Findings

At the end of the data analysis, three main themes emerged: (1) Digital or non-digital: what
do children want? (2) Who prefers?, (3) How do they play?

1. Digital or non-digital: What do children want?

To determine the frequency of participant children’s digital and non-digital play preferences,
video recordings of classroom observation were watched. The number of times children
preferred these plays was marked in the form of play frequency and time record, and the results

are shown in Table 2.
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Table 2. The number of children’s digital and non-digital play preference

Digital Play Non-digital Play
DAY Chess  Block  Drawing | Chess  Block  Drawing
1.day 80 82 83 62 43 61
2.day 41 96 47 36 23 107
3.day 30 121 28 47 4 171
4.day 42 80 31 19 12 159
5.day 19 57 38 4 7 94
Total 212 436 227 168 89 592
Total frequencies 875 849

* The frequencies were calculated based on the number of children who were playing with the games at the moment of the
observation. The play materials were simultaneously used by more than one child.

The above findings indicated that depending on the type of games, the participant
children have preferred digital games 875 times, and non-digital plays 849 times within five
days. This result demonstrated that the frequency of children’s preferences between the two
types of play is almost equal. In other words, when children were given options of digital and
non-digital play, they participated in both. At the same time, there was a single educational
digital play in each of the three tablets, which lead children to choose between the digital and
non-digital plays. Based on the in-depth analysis of the data, the most preferred play types of

children were also determined. These results are given in Figure 4.
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Figure 4. Children's play preferences

The findings in Figure 4 revealed that block play within digital games and
drawing/painting among non-digital games were mostly preferred by the participant children.
This result indicated that open-ended play materials were more likely to be preferred by
children. Similarly, the time children spent on digital and non-digital plays were calculated

and the results were presented in Table 3.
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Table 3. Participant children’s daily average of digital and non-digital play duration

Digital Play Non-Digital Play

Chess Block Drawing Chess Block Drawing

Day Girl Boy Gir Boy Girl Boy Girl Boy Girl Boy Girl Boy
lday 7 73 1 81 51 32 26 36 16 27 61 0
2.day 22 19 5 91 27 20 14 22 3 20 64 43
3day O 30 0 121 1 27 47 0 0 4 126 45
4.day 18 24 0 80 3 28 12 7 0 12 121 38
S5day O 19 2 5 31 7 0 4 0 7 93 1

Total 47 165 8 428 113 114 99 69 19 70 465 127

Girl total 168 Average of 28 583  Average of 97.16

Boy total 707 Average of 70.7 266 Average of 26.6

The above results showed that despite the differences among the play types, the children spend
80 minutes of 90 minutes in digital play and 61 minutes playing non-digital games. Moreover,
the results indicated that children spent an average of 25 to 29 minutes a day playing digital
games and 14 to 30 minutes for non-digital games. This means that children have not used all
the time allocated for digital and non-digital play; rather, they spent their time in such
activities as chatting, running around, going to the toilet, and using other classroom areas.
Again study results revealed that the participating children engaged in both types of play and
spend much time on non-digital drawing/painting and digital block play. In terms of duration,
the least preferred play was non-digital block games and digital chess (See Figure 5).
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Figure 5. Digital and non-digital chess play

The results of the children's interview also supported that children likely prefer digital
play materials. All the participating children except one stated that they would like to prefer
digital play. The interviews implied that digital play was defined as fun and informative by
the participating children. For instance, Child 5 expressed positive feelings about digital play
as: “tablet is happiness. Because I love happiness.” Child 1, who referred to the digital play
as supporting learning, explained what she learned through digital play as: “It teaches chess,
teaches drawing, teaches colors. My tablet used to be like that. | used to choose the color, and
it tells me its name. | asked my father to download this to my tablet, but we could not find it.”
Similarly, Child 6 explained the effects of digital play on learning as “people learn how to
make a cake from the video. Before | start here [school], we watched a video and made the
cake with my mother.” When asked why they prefer digital play, they described the
advantages of digital play as being free to collect toys, having plenty of play options, and
getting instant feedback as the reasons for their preference. For instance, Child 2 expressed,
“on the tablet. Because the real block toys would scatter around all the time and I had to tidy
them up,” the advantages of digital block play and drawing/painting applications. The
multiplicity of choices in digital play was mentioned as a reason for preference by Child 3 as
“vou can download any play you wish on your tablet.” Child 6 stated that he preferred digital
plays for winning: “I would like the play in the tablet because it is better, you can get points. ”

Factors such as peers and waiting for their turns were influential in the children’s play
preferences. During the observations, some children experienced peer bullying, and their play
was interrupted by other children. Children sometimes eagerly wanted to play, but their
classmates were reluctant to share digital games with them. For instance, Child 6 explained
this case with: “Block and chess are both very good. I could not play chess on the tablet
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because my friends did not allow me.” Such cases also influenced the play preferences of

children, and those who cannot find the chance to play with these materials played with the
other play materials in the class.

2. Who chooses?

The play preferences of the participant children were also examined in terms of children’s
gender. Since the numbers of boys and girls in the class were not equal (6 girls, ten boys), a
child's average use of play material was calculated by dividing the frequency and duration of

play by the number of children.

Table 4. The frequency of plays preferred by children in terms of gender

Digital play Non-digital play

Chess Block Drawing Chess Block Drawing
DAY Girl Boy Girl Boy Girl Boy Girl Boy Girl Boy Girl Boy
1 7 73 1 81 51 32 26 36 16 27 61 0
2 22 19 5 91 27 20 14 22 3 20 64 43
3 0 30 0 121 1 27 47 0 0 4 126 45
4 18 24 O 80 3 28 12 7 0 12 121 38
5 0 19 2 55 31 7 0 4 0 7 93 1
Total 47 165 8 428 113 114 99 69 19 70 465 127
Girl total 168 Average 28 583  Average 97.16
Boy total 707 Average 70.7 266 Average 26.6

The above results indicated that boys preferred digital play more often than girls.
Among the digital play, block play was mostly preferred by boys while the girls preferred
painting/drawing. Again, the non-digital play was mostly preferred by qgirls, and
drawing/painting was the most preferred play type. Duration of digital and non-digital play

was also calculated, and results were presented in Table 5.
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Table 5. The duration of play preferred by children in terms of gender

Digital Play Non-Digital Play
Chess Block Drawing Chess Block Drawing

Day G B Day G B Day G B Day G B Day
1 7 30 1 7 30 1 7 30 1 7 30 1
2 14 15 2 14 15 2 14 15 2 14 15 2
3 0 26 3 0 26 3 0 26 3 0 26 3
4 12 14 4 12 14 4 12 14 4 12 14 4
3) 0 13 ) 0 13 5 0 13 5 0 13 5
Total 33 98 Total 33 98 Total 33 98 Total 33 98 Total
Girl 110 Average 18.33 236  Average 39.33
Boy 330 Average 33.10 190  Awverage 19.50

*Note: The duration was calculated for all the children who watch and use the play materials at the time of observation. The

total time exceeded 30 minutes since more than one child use the material at the same time.

When the duration of participant children’s play was examined, it was observed that
girls spent more time on non-digital plays while boys spent more time with digital play
materials. These findings revealed that gender was effective an important factor in the
children’s play preferences. There were also gender differences in the types of play they
preferred. Findings indicated that girls spent their time mostly on non-digital drawing/painting
materials, while boys spent their most of time playing digital block. The interviews with the
participating teachers also supported these findings. For instance, Teacher 1 mentioned the
gender differences in play preference, as: “If we have tablets with games in the class, boys
will be much more interested.” Similarly, in child interviews, the participant children chose
games suitable for their gender while explaining the games they wanted to be installed on

tablets. The participant boys stated that they wanted to install car racing and football apps,
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while the girls wanted to Elsa and cooking apps on the tablets. Also, the observation results

indicated that children played digital and non-digital plays in pairs or groups (See Figure 6).

Figure 6. Group plays
3. How do they play?

According to the digital play framework developed by Bird and Edwards (2014), children’s
play behaviors were coded, and the frequencies were calculated and presented in Table 6.

Table 6. Child play behaviors in digital and non-digital play

Play behaviors Drawing Digital Block  Digital Chess Digital
Drawing Block Chess
Epistemic  Exploration 37 34 3 46 6 22
Problem- 26 28 2 52 18 26
solving
Gaining skills 38 30 2 42 16 17
Total 101 92 7 140 40 65
Ludic Symbolic 28 33 4 58 3 18
Innovation 32 34 4 54 4 4
Total 60 67 8 110 7 22

*Note: Based on classroom observations, the frequency of the children’s play behaviors was calculated. Since

all the play types were not preferred equally, the frequency of the children’s play behaviors varied.
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Epistemic play, in other words, the child’s information-gaining behaviors about “What
can be done with this material?”” were mostly observed while they were engaging in digital
play. The process of children’s learning how to open and use tablets and installed games
revealed that they showed exploration, problem-solving, and skill acquisition behaviors

during digital play.

In the process of ludic play, the second dimension of this framework, with the
understanding of “What can I do with this material?”, the child brings a symbolic function or
innovation to the play. Within this sense, participant children’s play observations showed
much more creative/symbolic play behavior in digital play. For instance, in the digital block
play, Child 10 transferred the elements of imaginary play to the digital play with the statement:
“We need to dig a hole right here, we can hide food in there.”” Similar behavior was observed
in Child 8’s saying: “Where are we going to spend the night, it is too dark in here, let's light

a lantern immediately!” (See Figure 7).

Figure 7. The digital and non-digital block play.

Likewise, while children were drawing/painting with digital and non-digital materials,
such cognitive elements as discovering, problem-solving, and gaining skills, and such
imaginary elements as using symbols and bringing innovations were observed. In particular,
while using the digital drawing/painting application, children transferred the imaginary

elements into their play by imitating different characters.
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Figure 8. Imaginary elements in digital play

Discussion

This research, which aimed to examine children’s digital and non-digital play preferences and
behaviors, has revealed important results. First, contrary to the common thought, the
participant children attending the kindergarten have focused on a single type of play and made
a balanced choice between digital and non-digital play. The literature emphasized that parents
and teachers should encourage their children to engage in open-ended free play because
children usually prefer screen games. (Bergen, Davis &Abbitt, 2016; Edwards, 2014; Levine,
2013; Singer, Singer, D'Agostino & DeLong, 2009). This research has revealed that contrary
to this idea, when given the opportunity, children easily preferred both digital and non-digital
play. The participating children preferred drawing and painting materials more than the other
games in this research, such as block and chess. Regarding this, the suggestion could be to
increase the variety of the play materials in the classrooms as digital and non-digital materials
to enrich children's play and provide them with various play experiences. In the future, digital
tools are predicted to be an integral part of humans, especially children's lives (Bers, 2018;
Kewalramani, Arnott & Dardanou, 2020). For this reason, providing real opportunities for
children from an early age to use digital and non-digital play materials in a balanced and
conscious way and supporting their learning is necessary. Instead of prohibiting or taking a
stand against digital play, it would be advantageous to ensure that children can make conscious
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choices from an early age and gain experience in the correct use of technology in early

childhood education classes.

Secondly, the most preferred play type that was compared in this research was drawing
and digital block games. In the study Sapsaglam (2018) examined children’s changing play
preferences, it was concluded that when they were asked to paint their favorite play, children
mostly chose the traditional play, when they were allowed to play, they mostly prefer the plays
played with electronic devices, and as they got older, their play preference became the ones
played with electronic devices. This result is consistent with the finding that children make
balanced choices between the different types of plays. Besides, it is striking that the most
preferred play types of children, non-digital drawing/painting and digital block play, were
both open-ended materials. The fact that digital and non-digital chess play was the least
preferred play type demonstrated that children preferred games in which they could come up
with different products and reflect their ideas while playing on both digital and non-digital

platforms.

Thirdly, this research has revealed that in digital and non-digital play, the children
displayed all the behaviors defined in the digital play framework. Observing the cognitive
elements such as discovering, problem-solving, and acquiring the skill, and the imaginary
elements such as using symbols and innovating in the play with the tools defined within the
digital play framework (Bird & Edwards, 2014) showed that children showed behaviors that
supported their development in both types of play. Likewise, Marsh et al. (2016) found that
digital play contained similar play categories and behaviors to non-digital play. Within the
scope of this research, children have also had the opportunity to learn and use their
imaginations in drawing/painting, block, and chess plays on the digital platform. This result
indicates that educational digital play at least creates opportunities for children to support
learning and creativity. Digital play with educational content has been suggested to support
the development of children in the research results (Fleer, 2014; Plowman, Stevenson,
Stephen & McPake, 2012; Verenikina, Herrington, Peterson & Mantei, 2010; Wohlwend,
2015).

Since this research acquired the empirical findings of the children’s preferences of
digital and non-digital play and collected data through natural observation and interview
methods, it contributes to the field. In our country, it is not very common to use digital play
in early childhood education yet. Specifically, there are various concerns of the experts,
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teachers, and parents that children might be negatively affected by digital play (Oner, 2020;

Yiicelyigit & Aral, 2020). This research has revealed that when there are tablets with
educational digital plays in the classroom, children do not completely turn to this new
platform; rather, they make balanced choices and display similar behaviors to the plays with
other tools. For this reason, it is recommended to integrate digital play that supports the
development of children and has an educational purpose in early childhood education. Future
studies can examine the effective integration of digital play into education programs.
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