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Fantasy orientation (FO) refers to the individual differences to the extent that children
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completed a questionnaire about their attitudes towards child’s play behavior. The

results showed that there are gender differences in children’s FO: Boys preferred real
games, thoughts, and activities more often than the pretend ones. However, girls’
pretend and real preferences did not differ. Yet, overall, girls preferred more pretend
games, thoughts, and activities and were more fantasy-oriented compared to the
boys. Children’s pretend play was not associated with parental attitudes towards play
behavior. However, there were associations between pretend play and FO: The
amount of time spent pretend playing was correlated with children’s FO. Further,
parents’ positive attitudes regarding pretense predicted higher FO in children. Also,
only for boys, parents’ stance on the educational value of pretend play predicted
higher FO. The findings and implications are discussed.

Keywords:

Fantasy orientation,
Pretend play,
Parental attitudes,
Preschool children.

Okul Oncesi D6nemdeki Cocuklarin Hayali Yatkinliklari, -Mis gibi

Becerileri ve Ebeveyn Tutumlari Arasindaki iliskiler
Makale Bilgisi Oz

Cocuklarin gunltk hayatlarinda hayal gtglerini kullanirken goézlemlenen bireysel

DOI: 10.14812/cufej.850754 ) . .
farkhhklar hayali yatkinlik olarak tanimlanmaktadir. Bu arastirmada okul &ncesi

Makale Gegmisi: dénemdeki gocuklarin hayali yatkinliklarinin incelenmesi ve -mis gibi oyun ve ebeveyn
Gelis 30.12.20 tutumlar ile iligkisinin aragtirilmasi hedeflenmistir. Calismaya 3 ve 4 yaglarindaki 78
Dizeltme 28.05.21 gocuk ve ebeveynleri katiimistir. Cocuklarin hayali yatkinliklari milakat yoluyla bilgi
Kabul 29.09.21 alinarak ve ebeveynlerinden anket yoluyla bilgi toplanarak; -mis gibi becerileri

cocuklara bazi davranigsal gorevler verilerek; ¢ocuklarinin oyunlarina yonelik ebeveyn

tutumlari ise anket vyoluyla Ol¢lilmistir. Sonuglara gore g¢ocuklarin hayali

Anahtar Kelimeler:
Hayali yatkinlik yatkinliklarinda cinsiyete bagh farkhhklar gozlenmistir. Oglan g¢ocuklarinin ginlik
-Mis gibi oyun hayatlarinda gergekgi oyun, dislince ve aktiviteleri, hayali olanlara kiyasla daha ¢ok

tercih ettikleri bulunmustur. Kiz ¢ocuklarinin ise hayali ve gergekgi tercihleri
birbirlerinden ayrilmamakla beraber oglan ¢ocuklarina kiyasla tercihlerinin daha ¢ok
hayali ogeler icerdigi ve daha yiuksek hayali yatkinhklarinin oldugu gorilmustar.

Ebeveyn tutumlar,
Okul 6ncesi gocuklar.
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Bunlara ek olarak -mis gibi oyun ile ebeveyn tutumlari arasinda bir iliski gortilmemistir.
Ancak serbest oyunda -mis gibi oyuna ayrilan zaman ile ¢ocuklarin hayali yatkinligi
arasinda iligki gorilmustir. Ayrica ebeveynlerin -mis gibi oyuna onaylayici
yaklagmasinin ve egitici gormesinin ¢ocuklarinin hayali yatkinliklarini yordadigi
bulunmustur. Ancak -mis gibi oyunu egitici gormenin sadece oglan gocuklarinin hayali
yatkinhigindaki bir artigla iliskili oldugu gozlenmistir. Gozlemlenen bu iliskiler ve
cinsiyete bagh farkhliklar alanyazin isiginda tartigiimistir.

Introduction

Children differ from each other to the extent that they include imaginary content in their daily
activities (e.g., reading books or watching cartoons) and thoughts (e.g., thinking before falling asleep).
For instance, some children prefer pretend play (e.g., playing house) or fantasy-themed books (e.g.,
Hansel and Gretel); while others show a preference for reality-themed books or rule-based games (e.g.,
board games; Sharon & Woolley, 2004; Woolley & Gilpin, 2020). This individual variance in children’s
preference for imaginary content is referred to as fantasy orientation (Singer & Singer, 1990; Woolley &
Gilpin, 2020).

During preschool years, children spend time in both reality-oriented play such as tag and pretend
play involving higher levels of imagination in their free-play sessions (Aksoy, 2019; Rubin, Watson, &
Jambor, 1978; Woolley & Gilpin, 2020). At the age of 2, children start to engage in pretend play which
involves a manipulation of reality through symbolic representations of objects (e.g., playing with a
banana as if it is a phone; Haight & Miller, 1993; Woolley & Nissel, 2020). The prevalence and complexity
of these symbolic representations increase with age (Lillard, Nishida, Massaro, Vaish, Ma, & McRoberts,
2007; Singer & Singer, 1990). For instance, 2-year-old children spend only 6% of their waking time
pretending, which increases to 20% during the age of 4 (Haight & Smith, 1993). Furthermore, preschool
children also engage in pretend play with their peers and include social roles in their games (e.g.,
pretending to be a mom/child when playing house; Gibson, Fink, Torres, Browne, & Mareva, 2019;
Jaggy, Perren, & Sticca, 2020). However, not all children show a tendency to engage in pretend play to
the same extent. For example, during recess, some children prefer pretending to take on different roles
(e.g., teacher-student) while others stick to playing basketball. Children’s fantasy orientation is revealed
as one of the predictors of children’s play preferences and children who had higher levels of fantasy
orientation showed a stronger tendency to pretend compared to their peers who were more reality-
oriented (Taylor & Carlson, 1997).

Besides play, children also exceed the boundaries of reality in their other daily activities (e.g., reading
books and watching movies) and show an interest in activities that involve imaginary content (Barnes,
Bernstein & Bloom, 2015; Bloom, 2010; Robinson, Larsen, Haupt, & Mahlman, 1997). It is reported that,
on an average day, children spend 2 hours watching cartoons, and 30 to 40 minutes reading or listening
to books (Arici & Tufekgi Akcan, 2019; Kogak & Goktas, 2020; Rideout, Vandewater, & Wartella, 2003).
Studies on the content of these media products showed that 55% to 75% of cartoons involved fantasy
elements (e.g., anthropomorphic animals) and the vast majority of the books involved imaginary
content, whereas only a minority of them (e.g., storybooks or informative books) involved only real
content (Duke, 2000; Kamil & Bernhardt, 2004; Moss & Newton, 2002; Taggart, Eisen, & Lillard, 2019;
Tascl, 2019). In previous studies (e.g., Barnes et al., 2015), meaningful individual differences were
observed in children’s preferences for media products. It was argued that children’s fantasy orientation
might influence their media preferences, and thus, children’s preferences in media content might be an
important source to examine their fantasy orientation.

Children’s interest in pretend play peaks during preschool years, and the media products for these
children mostly involve imaginary elements, which leads to the belief that preschool children show
greater preference for imaginary content over reality (Haight & Miller, 1993; Singer & Singer, 1990;
Taggart et al.,, 2019). Supporting this expectation, for instance, Robinson et al. (1997) showed that
preschool children preferred fantasy-themed books more compared to reality-themed and informative
books. However, recent studies revealed that preschool children may actually prefer reality-based
games, activities, and reality-themed books rather than imaginary alternatives (Barnes et al., 2015;
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Harris, 2021; Lillard & Taggart, 2019; Taggart et al., 2018). In the study by Barnes et al. (2015), children
and adults were presented with real and make-believe stories and asked to choose the one they liked
the most. The results showed that 4-to 5-year-old children preferred real stories over make-believe
alternatives contrary to adults. Similarly, Weisberg, Sobel, Goodstein, and Blook (2013) asked children to
listen to a part of either reality- or imaginary-themed stories and complete the rest of the story. The
results showed that children were reality-oriented in both story types, and they completed the stories
with ordinary events without violating any real-world laws regardless of the story type.

A similar tendency was also observed in children’s activity preferences. For instance, Taggart et al.
(2018) presented 3- to 6-year-old children nine sets of real (e.g., cutting real fruits and vegetables) and
pretend activities (pretending to cut plastic fruits and vegetables with a pretend knife), and asked
children which of the activities they would like to prefer doing. In seven of the nine categories, children
preferred real activities over pretend ones. In two activities, children’s real and pretend preferences did
not differ from each other. Although a consistent reality preference was observed in all age groups, 3-
year-old children preferred pretend activities more so than 4-, 5-, and 6-year-old children. Children were
also asked to verbally explain their preferences. In these explanations, avoidance was the most common
explanation for preference for pretend activities (e.g., fear of cutting him/herself while chopping fruits
and vegetables), and functionality was a common explanation for preference for real activities (e.g.,
preferring to actually eat fruits rather than pretending to eat; Taggart et al., 2018). To sum up, while
children may choose the real option when they foresee possible positive outcomes of their actions, they
might prefer to pretend certain actions when they anticipate potential negative outcomes if they were
to perform them in reality.

Children showed a similar response pattern (preference for reality-based ones over fantasy-based
ones) in their toy preferences as in their book and activity preferences. Preschool children were found to
prefer playing with real items (e.g., tea sets) more so than pretend items (e.g., toy tea sets) during their
free play sessions in preschools (Taggart, Becker, Rauen, Kallas, & Lillard, 2020). When role-play
preferences (being an actual chef vs. pretending to be a chef) were examined, studies showed that
children were not prone to reality in their role-plays as in their activity and toy preferences (Taggart et
al., 2020). Children expressed a pretend preference for roles that are incongruent with gender
stereotypes. For instance, boys preferred to take on pretend roles of stereotypically female professions
such as nurse; and similarly, girls chose to take on pretend roles of stereotypically male professions such
as firefighter (Taggart et al., 2020). Overall, these studies demonstrated that children generally prefer
reality-based (or real) activities over pretend alternatives. However, children might also consider the
outcomes of their preferences, and even gender stereotypes in their preferences.

The above-mentioned studies reported individual differences in children’s daily preferences. These
differences are thought to be linked with their fantasy orientation, such that children with higher levels
of fantasy orientation preferred pretend activities, whereas reality-oriented children chose real activities
(Sharon & Woolley, 2004; Taylor & Carlson, 1997; Woolley & Gilpin, 2020). There are also other factors
that might influence children’s fantasy orientation, one of which could be parental guidance. Preschool
children spend a great deal of their time under the supervision of their parents during which their
parents participate in their games as play partners (Haight, Parke & Black, 1997). Therefore, parental
attitudes towards pretense might be an influential factor in children’s real and pretend preferences
(Haight, 1999). There are studies reporting that parents who consider play as a key factor in the
development of children participate in their child’s games, enrich the content of games, and increase
the duration of games (Haight et al., 1997; Haight, Wang, Fung, Williams, & Mintz, 1999; Lin & Yawkey,
2013). Similarly, parents who do not value pretense and pretend play as much are found to discourage
their children’s imaginary and pretend activities (Carlson, Taylor, & Levin, 1998; Haight, 1999; Haight et
al., 1999). Parents’ attitudes towards children’s play behavior are not only shaped by personal values
but are also influenced by cultural norms and gender stereotypes. For instance, mothers participate in
their child’s pretend play more often than fathers. Also, both parents expect girls to engage in pretend
play more than boys (Gleason, 2005). Considering the relations between social factors and children’s
play behavior (e.g., Haight et al., 1997), a relation might be expected between parental attitudes
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towards pretend preferences and children’s fantasy orientation. For example, parents who disapprove
pretend play may also deprecate cartoons and books with imaginary content and provide realistic
alternatives for those. On the contrary, parents who approve pretend play may encourage their child to
interact with media products with imaginary content and pretense. However, to our best knowledge,
the role of parental attitudes and expectations about their children’s imaginary activities on the child’s
daily real vs. pretend preferences has not been investigated yet. Therefore, exploring possible social
factors supporting individual differences in fantasy orientation is warranted to fantasy orientation and
related skills.

Laboratory tasks are frequently preferred and administered in the studies exploring individual
differences in children’s fantasy orientation. Furthermore, many inferences are frequently made about
children’s daily preferences and behaviors based on their performance in these lab tasks. For instance,
in one of the studies reviewed earlier, Taggart et al. (2018; 2020) concluded that, as their findings show
that children prefer real activities over pretend alternatives, children may not have a strong preference
for pretend play, and for that reason play settings should be modified to include more real objects
rather than pretend ones. Yet, children might engage in pretense with any kind of object regardless of it
being real or pretend. For example, children can attribute pretend properties to real objects and enrich
the functionality of these items (e.g., pretending to play with a banana as if it is a telephone;
Nicolopoulou, 1993). Therefore, children’s tendency to select real activities (e.g., chopping fruits and
vegetables with a real knife) and objects (e.g., real telephone) do not necessarily demonstrate that they
do not prefer pretend play but stick to reality-based play. They might, in fact, use these as vehicles for
their pretense. For instance, children may pretend to be a famous chef while chopping fruits or engage
in a conversation with an imaginary person while using a real telephone. Therefore, children’s
preferences for real objects in a laboratory setting might not be enough to claim that children are
reality-oriented in their play preferences. Rather, children’s plays, activities, and ways of thinking should
be examined thoroughly to understand children’s preferences for reality vs. pretense.

Considering the limitations in the literature, individual differences in children’s fantasy orientation
and the role of parental attitudes towards their child’s pretense on children’s fantasy orientation should
be investigated further. The preschool period is the time that children’s fantasy orientation is reflected
on their daily preferences, and pretend play is observed frequently (Sharon & Woolley, 2004; Singer &
Singer, 1990). Therefore, investigating young preschoolers’ fantasy orientation is especially important to
understand the emergence of fantasy orientation and its relation with social factors. Furthermore, the
relation between pretense and fantasy orientation needs to be examined to better understand the
development and complexity of pretense as well as the individual differences observed in this type of
play. Lastly, conducting research on children’s play, thoughts, and activity preferences in depth would
be important in utilizing this knowledge in designing products for them (e.g., books, toys).

In this study, in order to explore children’s fantasy orientation interviews were conducted with
children and a questionnaire was administered to parents about their child’s fantasy orientation. In the
interviews, children were asked to state what they like the most in several categories such as games,
activities, books, and thoughts before sleep. Parents were also asked to report their child’s preferences
in similar categories (please see Appendix for all questions). A similar method was used earlier by Taylor
and Carlson (1997), and their study revealed meaningful individual differences in preschool children’s
fantasy orientation. Earlier studies mostly coded children’s responses in two categories: real or pretend.
In this study, however, following Gilpin, Brown, and Pierucci (2015), a three-category method was
adopted: children’s preferences were categorized as either real (e.g., playing football), reality-based
pretense (e.g., reenacting ordinary experiences such as playing house), or fantastical pretense (e.g.,
enacting impossible events such as the inclusion of anthropomorphism in their games or pretending to
be Batman). With this categorization system, we were able to differentiate fantastical engagement in
pretense which manipulates causal laws and reality grounded pretend behavior, and examine children’s
fantasy orientation on a wider scale.
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The second aim of the study was to investigate the relation between children’s pretense and their
fantasy orientation. In order to examine children’s pretense skills in a wide range, pretense was
assessed with children’s ability to play symbolically, social interactions during pretense, and their
engagement in pretend play in a free-play setting. Earlier studies showed that children with higher levels
of fantasy orientation preferred pretend play more than their peers (e.g., Taylor & Carlson, 1997).
Therefore, higher levels of fantasy orientation were expected to be associated with better performance
in pretense tasks.

Lastly, parental attitudes towards pretense were explored. As discussed above, parental attitudes
towards play behavior may explain the child’s fantasy orientation and individual differences in pretense
skills (e.g., Haight, 1999). Therefore, in the study, parents’ attitudes towards their child’s play behavior
were expected to predict the child’s both fantasy orientation and pretense.

Method
Participants

Seventy-eight 3- to 4-year-old children who reside in Istanbul, Turkey (44 girls, Mage = 3 years 10
months, SD = 6 months) and their parents participated in the studyl. Seventy-nine percent of the
parents were mothers, and the rest (21%) were fathers. The majority of the families were from middle
to high socio-economic backgrounds; thirty-two percent had a monthly income of less than 4.000
Turkish Liras (TL); 28% had between 4.000-7.000 TL, and 40% had a monthly income of 7.000 TL or more
at the time of testingz. Sixty-one percent of mothers and 72% of fathers had at least a college degree.

Materials
Child Measures
Fantasy Orientation Interview

The interview was the first task in the study protocol. In this interview, children were asked seven
open-ended questions about their favorites in games, toys, cartoons, storybooks, activities alone,
activities with friends, and what they like to think about before sleep to understand the extent to which
their favorites include real or imaginary content (see Appendix; Sharon & Woolley, 2004; Taylor &
Carlson, 1997).

Children’s answers were coded by two independent raters as real (e.g., “playing ball”), reality-based
pretend (e.g., “playing house”), or fantastical pretend (e.g., “pretending to be Batman”). Later, children’s
responses were scored as “0” if it was real, “1” if it was reality-based pretend, and “2” if it was
fantastical pretend. Children’s fantasy orientation score was computed by taking the average of scores
for valid responses (ranging from 0-2). In addition, some answers were considered as missing if both
coders considered the response as meaningless (e.g., “all stories” or “a story told by my mom”). The
interrater reliability was high between the raters, k =.89, p <. 001.

Pretend Play Measurements
Pretend Actions Task (Overton & Jackson, 1973)

This task was developed by Overton and Jackson (1973) to assess children’s pretense skills. In the
task, children were asked to pretend seven familiar actions that they had experienced themselves or
had observed in their daily life (i.e., brushing teeth, combing hair, wearing glasses, eating with a spoon,
writing with a pencil, hammering a nail, cutting paper with scissors). Children’s pretense skills were

! The data of this study were taken from the first wave of a longitudinal study conducted in 2015-2016. One hundred twenty 3- to
4-year-old children participated in the original longitudinal study. In this study, 78 of them who completed the fantasy orientation
interview were included.

% Since this study was conducted in 2015-2016, the socio-economic statuses of families were evaluated based on the financial
conditions in 2015-2016 (see Turkish Statistical Institute, 2017, for detailed information).
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assessed based on whether they used their body parts (e.g., using their fingers like a toothbrush) or
completely imaginary objects during pantomime (e.g., holding an imaginary toothbrush). In each trial,
using a body part was scored as “0” and an imaginary object was scored as “1”. Children’s actions were
coded by two independent raters. Writing with a pencil, hammering a nail, and cutting paper with
scissors were excluded from the analysis because there was not much variability in children’s
performances (i.e., more than 85% of children either used their body parts or imaginary objects in the
pretend actions and some of them gave invalid responses such as not demonstrating the action). Thus,
brushing teeth, combing hair, wearing glasses, and eating with a spoon were the four categories that
were included in the analysis. Children’s overall score was calculated by summing all scores for each
action and dividing it by the number of valid answers (scores ranging from 0 to 1). The interrater
reliability among coders was high, r(71) = .83, p <.001.

Phone Task (Tahiroglu, Mannering & Taylor, 2011)

In the task, children’s pretense was measured based on the extent children can pretend as if they
were talking with a person on the phone and take the imaginary person’s point of view during imaginary
conservation. In the protocol, children were first asked to name their best friends. Then, they were
asked to pretend to call their best friends using the toy telephone provided. Their actions throughout
the task, such as pressing the keys, pretending to talk or listen to an imaginary person, were coded.
Children were given total scores ranging from 1 to 4 (1- the child interacted with the phone only at a
physical level such as pressing the keys or holding the receiver to her/his ear; 2- the child talked with an
imaginary person on the phone; 3- the child pretended to listen to the other side; 4- the child used out
of ordinary telephone phrases rather than routine ones (e.g., “Hello, 0.K.”). Two independent raters
coded children’s performance and the interrater reliability among them was high, r(69) = .90, p <.001.

Free Play

Affect in Play Scale-Preschool Version was used to assess children’s play behaviors in a 5-minute free
play session during which children were provided with a set of toys (Kaugars & Russ, 2009). The
experimenter asked children to engage in a conversation with the toys and create a story. Then, the
experimenter pretended to work in the corner of the room and kept silent and replied only with neutral
statements whenever children attempted to communicate (e.g., “I have to work now, you can keep
playing.”). The sessions were video-recorded. The percentage of time that children spent pretending
(e.g., serving tea to teddy bears), engaging in functional play (e.g., driving toy cars), or not playing was
coded by two independent raters. Children’s imagination levels in the session were also subjectively
coded on a 5-point Likert scale (1- “no imaginary content” to 5- “high imaginary content”). Interrater
reliability based on the 28% of the data was high for both percentage of time spent pretend playing
(r(20) = .96, p < .001) and subjective imagination level, r(20) = .97, p < .001.

Parental Measurements
Parent Interview on Child Fantasy Orientation

In this part, parents were asked a total of nine questions about their child’s favorite daily activities
(e.g., “What is your child’s favorite game?” see Appendix for all questions). Parallel with the child
interview, children’s favorite games, toys, storybooks, and cartoons were also asked to parents.
Additionally, parents were also asked about their child’s favorite television series, shows watched
online, cartoons watched online, computer games, and phone/tablet games. Parents’ responses were
coded by two independent raters as “real”, “reality-based pretend” or “fantastical pretend”, following
the same coding scheme used in the scoring of child fantasy orientation interview. The interrater
reliability was high for this interview, k =.93, p <.001.

Parent Interview on Child Play Behavior

This questionnaire consisted of three parts. In the first part, parents were asked about the functions
(i.e., entertaining, socializing, and educational) of several types of play (i.e., real [physical play and rule-
based games] and pretend play). In the second part, they were asked to report the frequency of their
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child’s pretend play. In the final part, they were asked a set of questions to assess their attitudes
towards their child’s play behavior. In this part, they were asked to read 10 vignettes about a preschool
child’s behaviors and state their approval for the behavior. Two vignettes out of ten were examples of
simple pretend play (e.g., substituting one object for another), two were examples of a child having a
pretend identity (e.g., pretending to be a princess), in two of them the child interacted with a
personified object (e.g., saving a seat for a teddy bear called Pofuduk), and in another two vignettes, the
child interacted with an invisible friend (e.g., watching the cartoon with an invisible friend). Two stories
were also used for control, which included examples of a child lying Parents were asked to rate whether
they approve the mentioned behavior on a scale ranging from 1 (strongly disapprove) to 5 (strongly
approve). In the study, only the two vignettes that were about simple pretend play were used in the
analyses to assess parents’ attitudes towards pretend play. This method has been used in studies
conducted in the USA and Mexico to assess parental attitudes towards pretend play and revealed
meaningful individual differences (Pierucci et al., 2013; Taylor, Sachet, Maring, & Mannering, 2013).

Procedure

Snowball sampling method was used to recruit participants. Volunteer families were invited to the
laboratory on the university campus. Prior to the procedure, written consent from parents and verbal
assent from children were obtained. The tasks were administered to children in a quiet room in the
laboratory. Firstly, the fantasy orientation interview was administered, which was followed by other
tasks. All sessions with children were video recorded for further coding. While children were being
tested, parents filled out the demographic forms and questionnaires outside of the testing room. At the
end of the session, a participation certificate and a gift card were given to families for their
contributions. The study was approved by the Research Ethics Committee at Ozyegin University.

Analysis Plan

In this study, t-test, chi-square, Pearson correlation, and multiple regression were used to examine
individual differences in both children’s and parents’ answers. Prior to the analyses, assumptions for
parametric tests were tested. All variables, except for parental approval of pretend play, satisfied the
assumptions. Parental approval (N = 73, M = 4.65, SD = 0.73) was not normally distributed with a high
kurtosis (6.28) and negative skewness values (-2.49). As recommended for negatively skewed
distributions, first reverse score transformation and then logarithmic transformation were implemented
(Tabachnick & Fidell, 2007). This transformed version was normally distributed (M = .09, SD = .17) and
had acceptable kurtosis (2.16) and skewness (1.79) values. Therefore, the transformed version of
parental approval was included in the analysis involving this variable.

The socioeconomic status of the families and parent’s relation to the child (i.e., being mother or
father) were not related to the child’s fantasy orientation, pretense skills, and parental attitudes
towards pretense. Therefore, only child variables and parent questionnaires were included in the
following analyses on individual differences.

Findings
Individual Differences in Fantasy Orientation
Child Fantasy Orientation Interview

Children were asked about their favorite daily games, activities, and what they like to think about
before falling asleep. Their responses were coded as real or pretend (reality-based pretend or fantastical
pretend). Chi-square tests were conducted to compare the frequencies in these categories. The results
showed that children were more reality-oriented in their daily game, activity, and what they like to think
before sleep, x? (1) = 12.03, p < .001 (Table 1). There was no relation between children’s age and their
preferences, but there was a relation between sex and children’s preferences, x? (1) = 9.19, p = .002.
Girls were more likely to report pretense involving activities compared to boys. Yet, real and pretend
response of girls did not differ from each other, ¥? (1) = .40, p = .53. Boys’ preferences, on the other
hand, were mostly real rather than pretend, x* (1) = 20.57, p < .001. Overall, although girls had more
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pretend preferences than boys, their real and pretend preferences did not differ from each other (Table
1).

When analyses were carried out at the category level, girls were more reality-oriented in their
preferred activities when alone and thoughts before sleep, ps < .05. However, they reported more
pretend preferences over real in the storybook category, x? (1) = 25.49, p < .001. Their pretend and real
responses did not differ in the rest of the categories (i.e., games, toys, cartoons, and activities with
friends; see Table 1). On the other hand, boys reported more real preferences in preferred activities
when alone, activities with friends, thoughts before sleep, and favorite toy, ps < .05. In the storybook
category, boys, just like girls, mostly preferred books with imaginary content over reality-themed books,
x? (1) =5.76, p = .02. In the game and cartoon preferences, real and pretend preferences of boys did not
differ from each other (Table 1). These findings indicated that while boys were more reality-oriented in
their daily life preferences, there was not a clear tendency in girls’ preferences except for activities
when alone and thoughts before sleep. Yet, both girls and boys reported mostly storybooks with
imaginary content as their favorite (Table 1).

Pretend responses were coded in two sub-categories as well: (a) “reality-based pretend” and (b)
“fantastical pretend”. In the analyses of these pretend responses, children’s reality-based pretend and
fantastical pretend preferences did not significantly differ from each other (Table 1). Besides, there was
no relation between children’s pretend preferences, age and sex. At the category level, children’s
pretend preferences were mostly reality-based in games, activities when alone, and activities with
friends, ps < .05. In cartoons, children’s answers were mostly of the category fantastical pretend (e.g.,
fantasy-themed cartoons) than reality-based pretend ones, x? (1) = 22.73, p < .001. However, there was
no difference in the storybook, thoughts before sleep, and toys preferences (Table 1).

Lastly, children’s responses in the categories were scored on a continuum (0 -real; 1- reality-based
pretend, 2-fantastical pretend) in order to have a deeper understanding of children’s fantasy
orientation. Then, a composite fantasy orientation score was created by averaging the scores (ranging
from 0 to 2). A 2 (age: 3-year-old and 4-year-old) x 2 (sex: girls and boys) ANOVA was conducted with
fantasy orientation scores as the dependent variable to examine the effect of age and sex on fantasy
orientation score. There was only a main effect of sex; fantasy orientation scores of girls (n = 44, M =
0.70, SD = 0.38,) was higher than the boys’ scores (n = 34, M = 0.50, SD = 0.36), F(1, 74) = 5.59, p =
.02. Overall, these findings revealed that boys were prone to reality in their daily game, activity, and
thoughts before sleep preferences. Although girls’ real and pretend preferences did not differ overall,
girls reported more pretend preferences than boys, thus girls’ fantasy orientation scores were higher
than boys.
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Table 1.
Percentages of Children’s Real and Pretend Responses
Category Real Pretend
Reality-based Fantastical
Pretend Pretend
Girls: 53.7% 39% 7.3%
Game Boys: 62.5% 37.5% -
Total: 57.5% 38.4% 4.1%
Girls: 52.6% 31.6% 15.8%
Toy Boys: 71% 6.4% 22.6%
Total: 60.9% 20.3% 18.8%
Girls: 6.1% 36.3% 57.6%
Storybook Boys: 23.8% 42.9% 33.3%
Total: 13% 38.9% 48.1%
Girls: 36.1% 8.3% 55.6%
Cartoon Boys: 50% 3.6% 46.4%
Total: 42.2% 6.2% 51.6%
Girls: 70.3% 24.3% 5.4%
Activity when alone Boys: 86.7% 10% 3.3%
Total: 77.6% 22.4% 17.9%
Girls: 63.2% 26.8% -
Activity with friends Boys: 77.4% 16.1% 6.5%
Total: 69.6% 27.5% 2.9%
Girls: 85.2% - 14.8%
Thoughts before sleep Boys: 85% 5% 10%
Total: 85.1% 2.1% 12.8%
Girls: 52% 26.4% 21.6%
Total Boys: 66.3% 17.1% 16.6%
Total: 58.2% 22.4% 19.4%

Parent Interview on Child Fantasy Orientation

Parents were asked nine questions about their child’s activities (for all questions see Appendix). In six
categories (i.e., storybooks, television series, shows watched online, cartoons watched online, computer
games, and phone/tablet games), the majority of parents did not answer the questions (ranging from
56% to 96%). Therefore, these categories were excluded from the analysis. In the remaining three
categories (i.e., favorite games, toys, and cartoons), very few parents reported fantastical pretend
preference (n = 1 in the play category; n = 3 in the toy category). Therefore, reality-based pretend and
fantasy pretend preferences were not compared. The analyses were conducted based on real and
pretend (both reality-based and fantastical pretend) categories.

Chi-square tests were conducted to investigate children’s real and pretend preferences in game,
activity, and cartoon categories based on parental reports. There was no relation between children’s age
and parental reports on their children’s fantasy orientation. However, similar to children’s responses,
there was a link between children’s sex and their preferences. (Table 2). Parents of boys reported more
real preferences in the game category, x> (1) = 4.17, p = .04. However, there were no differences in real
vs. pretend preference of the girls based on the parental responses, x* (1) = 3.43, p = .06. In the toy
category, parents of boys, again, reported more real toy preferences, x? (1) = 21.55, p < .001. However,
in girls, parents’ responses did not differ. In the cartoon category, the responses of parents (cartoon
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with imaginary content vs. real content) did not differ from each other. These results showed that there
is a consistency between children and their parents’ responses. While boys preferred real games and
toys, the same pattern was also observed in parental responses. For girls, game, toy, and cartoon
categories did not differ in terms of real or pretend preferences neither in children’s nor parental
reports.

Table 2.
Category Real Pretend
Reality-based Fantastical Pretend
Pretend

Game Girls: 35.7% 64.3% -

Boys: 69% 27.6% 3.4%
Toy Girls: 61.9% 35.7% 2.4%

Boys: 93% 7% -
Cartoon Girls: 43.3% 13.4% 43.3%

Boys: 40% 24% 36%

Percentage Distribution of Parent Responses in the Child Fantasy Orientation Interview

Individual Differences in Pretense

Children’s pretense skills were measured with pretend actions, phone, and free play tasks. Pearson’s
correlation tests were conducted to examine the relations between these task scores. There was a
significant positive correlation between the amount of time spent pretend playing and the level of
imagination in free play sessions (Table 4). Also, pretend scores in free play (time spent pretend playing
and imagination level) were positively correlated with other pretend play measures (pretend action task
and phone task). Yet, there was no correlation between phone and pretend actions task scores (Table
4).

2 x 2 ANOVA tests were conducted to examine the effects of age (3- and 4-year-olds) and sex (girls
and boys) on each pretend play task. Sex differences was only found in the pretend actions task and free
play task scores. Pretense score of girls (n = 44, M = .70, SD = .06) was higher than boys (n = 34, M = .50,
SD =.06) in the pretend actions task, F(1, 71) = 4.09, p = .047. In the free play session, girls (n =40, M =
61.80, SD = 27.60) spent more time pretend playing compared to boys (n = 27, M = 45.30, SD = 31.19),
F(1, 63) =5.91, p =.02. There was no age-effect on children’s performance in pretend action task, phone
task, and free play.

Individual Differences in Parental Attitudes
Parental attitudes towards functions of play

Parents were asked to choose one or more functions (i.e., entertaining, socializing, and educational)
for each type of play (i.e., physical play, rule-based games, pretend play; Table 3). Cochran’s Q test was
conducted to compare the distribution of parents’ answers for each type of play. Cochran’s Q test was
used in the analyses of non-parametric, multi-group, and categorical variables. A separate Cochran’s Q
test was conducted for each type of play. The results indicated that there were significant differences in
parental attitudes about the functions of physical play, rule-based games, and pretend play, ps < .05
(Table 3). Post-Hoc tests were also conducted with McNemar to compare the distribution of each
function within each play type. In the physical play category, the entertaining function differed from
other, socializing, and educational, functions, ps < .001. Parents considered that physical play mostly had
an entertaining function. In the rule-based games category, the educational function differed from
entertainment and socializing functions, which suggests that parents expected an educational
contribution from rule-based games more so than this kind of play being entertaining and socializing, ps
< .001. In the pretend play category, the socializing function differed from the educational function, p <
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.01. However, the entertaining function did not differ either from educational or socializing functions
(Table 3). While parents considered pretend play as having more of a socializing role in their children’s
lives rather than being educational, they did not show a clear preference between entertaining and
socializing functions. These findings revealed that parents may have different expectations for different
types of play.

Table 3.
Parental Attitudes towards Functions of Play

Play / Function Educational Entertaining Socializing Cochran Q test
Physical play (e.g., tag) 12% 82% 54% x3(2) = 56.73, p < .001.
Rule-based games (e.g., chess) 80% 38% 23% x3(2) = 45.80, p < .001.
Pretend play (e.g., playing house) 35% 51% 59% x*(2) = 8.40, p = .015.

Frequency of pretend play

Parents were asked to report the frequency of their child’s pretend play. A 2 X 2 ANOVA was
conducted to test the effects of age (3- and 4-year-olds) and sex (girl and boy) on the frequency of
pretend play. We found a main effect of sex. Parents of girls (n = 42, M = 1.79, SD = 0.52) reported that
their children were more frequently playing pretend than parents of boys (n =31, M = 1.23, SD = 0.69),
F(1, 69) = 17.30, p < .001.

Parental approval of pretend play

Parents were also asked to read several hypothetical vignettes about play behavior and rate their
approval of the behavior on a 5-point Likert Scale. The non-normal distribution in parental approval
ratings was corrected with reverse score transformation and logarithmic transformation. A 2 x 2 ANOVA
was conducted to test whether parental approval of pretend play was affected by children’s age (3- and
4-year-olds) and sex (girl and boy). There was no effect of age, sex, or the interaction between them on
parental approval of play behavior.

Relations Between Fantasy Orientation, Pretense, and Parental Attitudes

Pearson’s correlation tests were conducted to investigate the relationships between fantasy
orientation, pretense, and parental attitudes towards pretend play. There were meaningful associations
(Table 4). Children’s fantasy orientation was positively correlated with the amount of time spent
pretend playing in the free play session, r(63) = .27, p = .03. However, fantasy orientation was not
correlated with other pretense measures (i.e., phone task and pretend action task), parental approval of
pretend play, and frequency of pretend play. Parental report of frequency of pretend play was positively
correlated with the amount of time spent pretend playing in the free play session (r(59) = .31, p = .01),
and imagination level in the free play session (r(58) = .27, p = .03). Attributing educational function to
pretend play also had an effect on parental approval. Parents who consider pretend play as more
educational (n =26, M =4.92, SD = 0.27) approved of their child’s pretend play more so than the parents
who did not (n =47, M = 4.50, SD = 0.86), t(71) = 2.60, p = .01.
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Table 4.
Correlation Matrix of Variables
Age 1. 2. 3. 4. 5. 6.
1.Fantasy orientation (child) .10 -
2.Phone task -.01 .07 —
3.Pretend action task .16 .07 .20 -

4.Duration of pretend in free play 13 7% 356k 26 .

(percentage)

5.Imagination level in free play 21 .16 7% 30*% 91%** —
6.Parental approval of pretense -12 -17 .09 .05 -12 -.06 —
7.Frequency of pretend play-parent report -.02 .18 .16 .18 31* 27* -.09

Note: * p <.05, ** p < .01, *** p <.001. Ns ranging from 60 to 78.

Parental attitudes were expected to explain the individual differences in children’s fantasy
orientation. Multiple regression analysis was conducted to test the extent that parental attitudes predict
children’s fantasy orientation. Children’s age and sex were added in the first step. Parental attitudes
(approval and attribution of educational function to pretend play) and the interaction between
children's sex and parental attitudes were added in the second step. This interaction was included in the
model considering the findings of the sex effect on parental attitudes. Similarly, as there was no relation
between children’s age and parental approval, their interaction was not included in the model. The
model predicted children’s fantasy orientation, R’ = .18, F(6, 66) = 2.43, p = .04 (Table 5). Due to the fact
that reverse score transformation and logarithmic transformation were conducted in parental approval,
the negative values should be interpreted in the opposite direction. An increase in parental approval of
pretend play was associated with an increase in children’s fantasy orientation, B = -.71, t =-2.07, p = .04.
The interaction of children’s sex and parents’ attribution of educational function to pretend play also
predicted children’s fantasy orientation. For boys only, parents’ attribution of educational function to
pretend play predicted higher fantasy orientation, = .43, t = 2.30, p = .02.

Lastly, fantasy orientation and parental attitudes towards pretend play were expected to predict
children’s pretense. Since children’s performances on the phone task and pretend action task did not
correlate with each other, separate models were created for each pretense measure. Each multiple
regression model involved the same variables: Children’s sex and age were added in the first step, and
fantasy orientation and parental attitudes were added in the second step. None of the models yielded
significant results.
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Table 5.
Multiple Regression Analysis and Predictors of Fantasy Orientation

Predicted variable: Fantasy Orientation

Predictor Variables B SE(B) p R
Step 1: .08
Age (month) .01 .01 A5
Sex -.20 .09 .03
Step 2: .18
Age (month) <.01 .01 72
Sex -44 .13 .001
Parental approval of pretend play -71 .34 .04
Educational function of pretend play -.20 13 A1
Parental approval * Sex .83 .53 12
Educational function * Sex 43 .19 .02

Discussion & Conclusion

The goal of this study was to explore the links between fantasy orientation, pretend abilities, and
parental attitudes towards pretend play in 3- and 4-year-old children. Our findings, consistent with the
studies in the literature (e.g., Harris, 2020; Kotaman & Tekin, 2017; Taggart, et al.,, 2018; 2020),
demonstrated that 3- and 4-year-old children are more likely to prefer real activities, games, toys, and
thoughts before sleep over pretend alternatives. Moreover, predicted links between fantasy orientation,
pretend abilities, and parenting attitudes towards pretend play were partially supported. However,
unexpectedly, there were differences in these associations based on children’s sex.

Fantasy orientation interviews conducted with children showed that 3- and 4-year-old children’s
preferences were more likely to be real rather than pretend. This finding is consistent with the findings
reporting that preschool children prefer real activities over pretend ones (Barnes et al., 2015; Taggart et
al., 2018; Weisberg et al., 2013). For instance, Taggart and colleagues (2018) found that 3- to 6-year-old
children’s daily preferences were more real than pretend and their proneness to reality increased with
age. In our study, we also found that children’s preferences were more reality-oriented, but no increase
was observed with age. The reason for the difference in findings could be due to the limited age range
of our sample. However, differing from previous studies, we found that children’s daily preferences
differed based on sex. For instance, 3- to 4-year-old boys’ preferences were more realistic whereas
same-age girls did not show a clear preference. It was, however, found that girls reported more pretend
preferences than boys and relatedly scored higher on fantasy orientation than boys. When parents’
attitudes were taken into account, we found that children’s preferences for reality vs. pretend were
consistent with parental reports (except for boys’ preference for games). Sex differences in children’s
play were observed in previous studies as well, supporting this study’s findings. Carlson and Taylor
(2005), for instance, found that girls were more likely to have imaginary companions and that girls were
more likely to prefer toys with imaginary properties (e.g., finger puppets) compared to boys. Thus, our
finding that 3- to 4-year-old girls prefer pretend activities in their daily lives and demonstrate higher
fantasy orientation than boys is consistent with sex differences reported in the literature.

When children’s preferences were investigated further, for questions about their favorite storybook,
children were more likely to report books with imaginary content rather than real content. When the
cartoon category was explored, children did not show a clear preference regarding real vs. imaginary
themes. Although reality-based pretend answers and fantastical pretend answers did not differ in any
category, when asked about their favorite cartoon, children preferred cartoons with fantasy content
over cartoons with reality-based pretend content. These findings conflict with recent laboratory-based
tasks showing that children prefer reality-themed media properties (e.g., books; Barnes et al., 2015).
This conflict could stem from methodological differences between our study and the previous studies. In
our study, we asked children their favorite books based on daily preferences or preferences based on
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their previous experiences. Given the findings that show that books geared towards children and
cartoons contain a high amount of fantasy (e, g., for books, Moss & Newton, 2002; Tas¢l, 2019; for
cartoons, Kogak & Goktas, 2020; Taggart et al., 2019), the preferences of the children in our study could
be based on the availability of these types of books and cartoons in their daily experiences. In the
studies demonstrating that preschool children prefer realistic books, however, children in a laboratory
setting were asked to choose one of two books —either a realistic one or a fantastic one. Thus, children
in our study might have answered our interview questions with more fantasy-themed books and
cartoons because of the scarcity of reality-themed books in the market. On the other hand, it is also
possible that these products (books, cartoons, etc.) with fantasy content might be more attractive to
children, and thus might be preferred more when given an option (Hopkins & Weisberg, 2017). It should
be noted, however, that children’s preferences did not differ in any category other than storybooks and
cartoons.

Consistent with the findings in the literature (Gleason, 2005; Lindsey & Colwell, 2013), parents with
3-to 4-year-old girls reported that their children engage in more pretend play compared to parents with
same-age boys. Girls in our study also used more imaginary elements in the pretend action task, spent
more time pretend playing during free play, and answered the fantasy orientation questions with more
pretend content, compared to boys.

In addition, parents perceived the function of pretend play as more socializing and entertaining
rather than educational, whereas they perceived the function of rule-based games as more educational
and physical games as more entertaining. Given the fact that preschool children also perceive pretend
play (e.g., playing house) as entertaining (Lillard, 2015), it is not surprising that parents also attribute
similar functions to this type of play. However, more than one-third of parents also attribute educational
functions to pretend play as well. Studies conducted in the West also report that parents perceive
pretend play as supporting their children’s development (e.g., Parmar, Harkness, & Super, 2004).
Consistent with these expectations, it was found that fantastical pretend play supports children’s
cognitive development (e.g., executive functioning), especially for children growing up in middle SES
families (Thibodeau-Nielsen, Gilpin, Nancarrow, Pierucci, & Brown, 2020). Similarly, there are studies
showing that imaginary interactions support children’s learning in a positive way. In one such study,
Weisberg and colleagues (2015) demonstrated that children learned more words from fantastical books
than realistic books. For these reasons, educational function attribution to pretend play by some
parents might be stemming from the fact that fantastical content in fact supports preschool children’s
development.

We expected parental attitudes towards pretend play to correlate with children’s fantasy
orientation. Consistent with previous studies (e.g., Haight, Parke, & Black, 1997), our findings also
revealed that children of parents who approve children’s pretend play more are more fantasy-oriented.
Moreover, it was found that the interaction between parental attitudes and children’s sex predicted
fantasy orientation. Perceiving children’s pretend play as educational was correlated with an increase in
boys’ fantasy orientation scores but this was not the case for girls. When parents perceive pretend play
as educational, helping their children’s development, they might also encourage children’s non-play
pretend activities as well. For instance, a parent who approves of the child’s pretend play and/or who
attributes educational function to pretend play might also be more willing to have his/her child read
more storybooks with fantasy content. For this reason, parents’ positive attitudes towards pretend play
might be one of the reasons for children’s higher fantasy orientation scores. Observed sex differences
may be explained this way: both our study and the findings in the literature show that parents believe
that boys engage in pretend play less so than girls (Gleason, 2005; Jones & Glenn, 1991). Thus, parents
of boys who attribute educational function to pretend play might support their children’s engagement
with imaginary content. Relatedly, these children’s fantasy orientation might be higher than other boys
and girls in the study. Attribution of educational function to pretend play was not related to an increase
in girls’ fantasy orientation scores, which might be because parents already think that girls play pretend
play frequently, support this type of play and that girls might indeed engage in pretend play more so
than boys.
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It was expected that children’s fantasy orientation and parental attitudes towards pretend play
would predict children’s pretend abilities. In this regard, children’s symbolic representation in their
pretend actions (e.g., whether to use a body part or an imaginary object in pretend actions task),
pretend abilities that require imaginary social interactions (e.g., pretending to talk to someone on the
phone), their spontaneous engagement in pretend during the free play session and their imagination
scores in free play were measured. Contrary to our hypothesis, neither fantasy orientation nor parental
attitudes predicted children’s pretense.

It is believed that, regardless of the culture, pretense starts at around age 2, and children continue
pretending even if their parents are not supportive (Danzinger, 2006; Gaskins, 1999; Lillard, Pinkham, &
Smith, 2011). Carlson, Taylor, and Levin (1998) found that in cultures with disapproving beliefs/negative
attitudes about pretend play, children’s play themes seem to be more reality-based but even then,
children engage in about the same amount of pretend play as children in cultures where pretend play is
supported. It is possible that parental attitudes towards pretend play and children’s fantasy orientation
might be more influential in children’s play content/themes rather than abilities per se. It might be one
of the reasons why parental attitudes towards pretend play and children’s fantasy orientation did not
predict pretend abilities in our study. In future studies, children’s play themes could be further explored
in relation to parental attitudes and fantasy orientation.

Limitations and future directions

This study has some limitations. We used an interview method to assess children’s fantasy
orientation. As stated earlier, the findings we have with the interview method differ from those found
using behavioral methods (Barnes et al., 2015). However, those studies using a similar interview method
reveal supporting results (Bunce & Woolley, 2021; Taylor & Carlson, 1997). Thus, it is possible that the
difference between the findings is not due to the limitations of the assessment methods but might
reflect the fact that these methods tap different aspects of real vs. pretend preferences. In the interview
method, while children are asked to report what they like the most, in the behavioral tasks, children are
given options to choose from. It will be important in the future to administer both methods and
compare/contrast these different methods in order to have a wider perspective of children’s fantasy
orientation.

In the current study, 3- and 4-year-old children mainly reported real preferences in their daily games,
activities, and thoughts before sleep. Given that only a minority of media products are reality-based
(e.g., Taggart et al., 2019; Tasgl, 2019), it is possible that reality-themed options for preschool children
should be also increased along with those with imaginary content. This will be important in helping
children access their reality- or pretend-based interest areas.

In addition, we used a parental survey that involved questions asking parents about their child’s
fantasy orientation and their attitudes towards and approval of pretend play. Given that children
reported more real preferences in our interview, in future studies, it will be important to add questions
regarding parents’ attitudes towards more reality-based games to understand parental attitudes more
clearly. Also, to prevent high missing rates in the responses of parents, future studies should consider
conducting interviews with parents rather than a questionnaire method, which may enrich the data
collected from parents.

Conclusion

In conclusion, in this study 3- and 4-year-old children’s individual differences in fantasy orientation,
pretend abilities, parental attitudes towards pretend play, and the links between them were explored.
Findings about 3- and 4-year-old children’s daily preferences and fantasy orientation are important in
informing both the parents and also people who create content for this age group. In addition, the
findings of the study showed that sex of the child is important when exploring the links between fantasy
orientation, pretend abilities, and parental attitudes towards play. This is an important finding not only
for parents but also is important in guiding future studies.
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Tiirkge Siirimiui

Girig

Cocuklar ginliik yasam aktivitelerinde (6r. kitap okurken veya cizgi film izlerken) ve dislince
sireglerinde (6r. uykudan once dusindikleri) hayal gliciine ne kadar yer verdikleri konusunda
birbirlerinden farklilasmaktadir. Ornegin, bazi cocuklar daha ¢ok hayali igerikli oyunlar oynamay (6r.
evcilik) veya fantastik igerikli kitaplari okumayi (6r. Hansel ile Gretel) tercih ederken bazi gocuklar
gercekci kitaplarn ve/ya kurallara dayali oyunlari (6r. kutu oyunlari) daha ¢ok sevmektedir (Sharon &
Woolley, 2004; Woolley & Gilpin, 2020). Cocuklarin hayal giglerini kullanirken olusan bu bireysel
farkhlagmalar hayali yatkinlk (fantasy orientation) olarak tanimlanmaktadir (Singer & Singer, 1990;
Woolley & Gilpin, 2020).

Okul 6ncesi donemdeki cocuklarin serbest oyun zamanlarinda hem gercekligin baskin oldugu
kovalamaca tiirii oyunlara hem de hayal giciiniin yogun sekilde kullanildigi -mis gibi oyunlara zaman
ayirdiklari bilinmektedir (Aksoy, 2019; Rubin, Watson & Jambor, 1978; Woolley & Gilpin, 2020). iki
yasindan itibaren gorllmeye baslanan -mis gibi oyun, en temelde gergekligin sinirlarini asmayi ve
nesnelerin sembolik kullanimlarini igermektedir (6r. muzu telefonmus gibi oyuna dahil etmek; Haight &
Miller, 1993; Woolley & Nissel, 2020). Oyunlardaki bu sembolik kullanimlar yas ile giderek daha sik
gorilmeye baslar ve karmasiklasir (Lillard, Nishida, Massaro, Vaish, Ma & McRoberts, 2007; Singer &
Singer, 1990). Ornegin, iki yasindaki cocuklar uyanik olduklari vaktin yalnizca %6’sini -mis gibi oyuna
ayirirken, bu oran 4 yaslarinda ortalama %20’lere kadar ¢ikmaktadir (Haight & Smith, 1993). Bununla
birlikte, okul 6ncesi donemdeki cocuklarin -mis gibi oyunlarina diger yasitlarini ve sosyal-toplumsal
rolleri (6r. evcilik oyununda anne-gocuk rollerini tistlenmek) de dahil ettikleri bilinmektedir (Gibson, Fink,
Torres, Browne & Mareva, 2019; Jaggy, Perren & Sticca, 2020). Ancak her ¢ocuk -mis gibi oyuna ayni
derecede ilgi gdstermemektedir. Ornegin, g¢ocuklarin bir kismi oyun zamanlarinda &gretmencilik
oynamay! tercih ederken, baska bir grup ¢ocuk bahgede basketbol oynamayi tercih edebilir. Cocuklarin
oyun tercihlerindeki bu farkhlasmada hayali yatkinligin etkisi gorilmis ve hayale daha yatkin ¢ocuklarin
gercege daha yatkin yasitlarina kiyasla -mis gibi oyun tirini daha ¢ok tercih ettikleri bulunmustur
(Taylor & Carlson, 1997).

Cocuklar sadece oyunlarinda degil gunliik aktivitelerinde de (6r. hikaye okurken veya film izlerken)
gercekligin disina g¢ikarak hayal giiglerini kullanmakta, bu Urtinlere ilgi géstermektedir (Barnes, Bernstein
& Bloom, 2015; Bloom, 2010; Robinson, Larsen, Haupt & Mahlman, 1997). Cocuklarin giinde ortalama 2
saat cizgi film izledigi ve 30 ila 40 dakikalarini ise kitap okumaya veya dinlemeye ayirdiklari bilinmektedir
(Arici & Tufekgi Akcan, 2019; Kogak & Goktas, 2020; Rideout, Vandewater & Wartella, 2003). Cocuklar
icin Uretilen bu medya Urinlerinin igerikleri incelendiginde, ¢izgi filmlerin %55 ila %75’inin fantastik
ogeler barindirdigi (6r. insani ozellikler tasiyan hayvanlar); hikaye kitaplarinin da benzer sekilde
cogunlukla hayali icerik barindirdigi ve sadece az sayidaki hikayenin ve bilgilendirici kitabin daha gercekgi
oldugu gosterilmistir (Duke, 2000; Kamil & Bernhardt, 2004; Moss & Newton, 2002; Taggart, Eisen &
Lillard, 2019; Tasgi, 2019). Cocuklarin gergekei veya hayali medya trini tercihlerinin incelendigi 6nceki
calismalarda anlamh bireysel farkhliklar gorilmis ve hayali yatkinligin medya driin tercihlerini de
etkileyebilecegi ve hayali yatkinligi incelemek icin medyanin 6nemli bir kaynak oldugu goésterilmistir (6r.
Barnes vd., 2015).

Cocuklarin -mis gibi oyuna olan ilgilerinin okul 6ncesi donemde tepe noktasina ulasmasi ve okul
oncesi donemdeki cocuklar icin Uretilen iceriklerin (6r. kitaplar ve filmler) cogunlukla hayali ogeler
barindirmasi, okul dncesi donemdeki ¢ocuklarin gogunlukla hayal giicline dayali igerikleri sevdiklerini ve
tercih ettiklerini diisindirmektedir (Haight & Miller, 1993; Singer & Singer, 1990; Taggart vd., 2019). Bu
beklentileri destekleyen bir sekilde, 6rnegin, Robinson ve digerleri (1997) tarafindan yapilan bir ¢alisma
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okul 6ncesi donemdeki cocuklarin fantastik icerikli kitaplari gergekgi ve bilgilendirici kitaplardan daha gok
tercih ettigini gostermistir. Fakat yakin zamanda yapilan g¢alismalar, okul 6ncesi dénemdeki gocuklarin
aslinda gergekci oyunlari, aktiviteleri veya gergekei igerige sahip kitaplari hayali olanlara tercih
edebilecegini gostermistir (Barnes vd., 2015; Harris, 2021; Lillard & Taggart, 2019; Taggart vd., 2018).
Barnes ve digerleri (2015) yaptiklari calismada, ¢ocuklara ve yetisinkilere gercekci veya hayali hikayeler
okumus ve ¢ocuklardan en begendikleri hikayeyi segmelerini istemistir. Sonuglara gére,4-5 yas ¢ocuklari
yetiskinlerin aksine gergekgi bir yonelim gostermis ve gergekgi hikayeleri daha ¢ok tercih etmislerdir.
Weisberg, Sobel, Goodstein ve Bloom (2013) tarafindan yapilan baska bir calismada ise, 4 vyas
grubundaki cocuklara hayali veya gercekgi igerige sahip hikayeler okunmus ve ¢ocuklardan hikayenin
devamini getirmeleri istenmistir. Calismanin sonuglari, hikayenin turu fark etmeksizin gocuklarin
hikayeleri gercekgi bir sekilde sonlandirdigini géstermistir.

Benzer bir egilimin ¢ocuklarin aktivite tercihlerinde de oldugunu gosteren galismalar mevcuttur.
Ornegin, Taggart ve digerleri (2018) 3-6 yas arasindaki ¢ocuklara dokuz farkli aktivitenin gercek (6r.
meyve-sebze kesme) ve -mis gibi hallerini (gercek sebze ve bigaga karsin plastik sebze ve tahta bigak)
gostermis ve ¢ocuklara bu aktivitelerden hangisini yapmay: tercih ettiklerini sormuslardir. Cocuklarin,
dokuz aktivitenin yedisinde gercek aktiviteyi tercih ettigi; iki aktivitede ise gergek ve hayali tercihlerinin
anlamli bir sekilde birbirinden farkhlasmadigi gorilmistir. Tim yas gruplarinda gergegi tercih etme
egilimi goriilse de 3 yas cocuklarinin 4, 5 ve 6 yas cocuklarina kiyasla daha fazla hayali tercih yaptigi
gorulmistir. Cocuklardan tercihlerinin nedenini belirtmeleri istendiginde ise, -mis gibi yapmayi tercih
etme nedeninin ¢ogunlukla aktivitenin gercegini yapmaktan kaginma (6r. meyve keserken elini
kesmekten korkma); gercegi yapma tercihinin nedeninin ise ¢ogunlukla islevsellik (6r. meyve kesmisken
yer gibi yapmak yerine gercekten yemek) oldugu belirtilmistir (Taggart vd., 2018). Kisacasi ¢ocuklar
aktiviteyi yapmanin olasi olumlu sonuglarini gdéz 6niinde bulundurarak yapabilecekleri aktivitelerin
gercegini tercih ederken; zarar gérme ihtimalinin oldugu aktiviteleri -mis gibi yaparak deneyimlemeyi
tercih ediyor olabilirler.

Cocuklarin gercekei kitap ve gercek aktiviteleri, hayali olanlara oranla daha c¢ok tercih etme
egilimlerinin oyuncak tercihlerinde de benzer bir o6rintiye sahip oldugunu goésteren c¢alismalar
bulunmaktadir. Anaokullarinda yiritilen bir calismada, ¢ocuklarin serbest oyun zamanlarinda gergek
nesneler ile (6r. gergek cay seti) -mis gibi oyuncaklara (6r. oyuncak ¢ay seti) kiyasla daha fazla oynadigi
ortaya koyulmustur (Taggart, Becker, Rauen, Kallas & Lillard, 2020). Cocuklarin rol yapma tercihleri (role-
play; gercekten asgl olmak veya asglymis gibi yapmak) incelendiginde ise ¢ocuklarin aktivite ve oyuncak
tercihlerindeki kadar gercek odakl olmadiklari gortlmistir (Taggart vd., 2020). Ancak, ¢ocuklarin
cinsiyet kalip yargilarina ters diisen meslekleri daha ¢ok -mis gibi yaptiklari gériilmistiir. Ornegin, oglan
cocuklari kadin kalp yargilarina uyan meslekleri (6r. hemsire); kiz ¢cocuklari ise erkek kalip yargilarina
uyan meslekleri (6r. itfaiyeci) gercekten yapmaktansa -mis gibi yapmayi tercih etmislerdir (Taggart vd.,
2020). Tim bu galismalar, cocuklarin gergekgi aktiviteleri (veya gercegi), hayali aktivitelere (veya hayale)
tercih ettiklerini; ancak ¢ocuklarin bu tercihleri yaparken aktivitelerin sonuglarini ve hatta aktivitenin
iliskili oldugu toplumsal cinsiyet rollerini dikkate alarak aktivitelerin gergegini veya ‘-mis gibi’sini yapmayi
tercih etmis olabileceklerini gostermektedir.

Yukarida 6zetlenen calismalar, ¢ocuklarin gilinlik hayatlarindaki tercihlerinde bireysel farkliliklar
oldugunu gostermistir. Bu bireysel farkhliklar ¢ocuklarin hayali yatkinhklari ile iliskili olup daha hayali
yatkin ¢ocuklarin daha ¢ok hayali aktiviteleri ve daha gercekci cocuklarin ise daha gergekgi aktiviteleri
tercih ettikleri bilinmektedir (Sharon & Woolley, 2004; Taylor & Carlson, 1997; Woolley & Gilpin, 2020).
Cocuklarin hayali yatkinliklarini etkileyebilecek faktorlerden birinin ebeveynlerin yonlendirmeleri oldugu
distntlmektedir. Okul 6ncesi donemdeki cocuklar giinlik hayatlarinin 6nemli bir kismini ailelerinin
gozetiminde gecirmekte ve ebeveynler bu siirecte gocuklarinin oyunlarina eslik etmektedir (Haight,
Parke & Black, 1997). Bu nedenle, ebeveynlerin hayali davranislara karsi tutumlarinin da ¢ocuklarin
hayali veya gercekgi aktivite tercihleri tzerinde etkili olabilecegi diisinulmektedir (Haight, 1999). Oyunu
cocuklarin gelisiminde 6nemli bir faktér olarak goren ailelerin, ¢ocuklarinin oyunlarina oyun arkadasi
olarak katildigi, -mis gibi oyunlarini zenginlestirdigi ve oyunun siresinin uzamasinda etkili oldugunu
gosteren ¢ok sayida arastirma mevcuttur (Haight vd., 1997; Haight, Wang, Fung, Williams & Mintz, 1999;
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Lin & Yawkey, 2013). Ayni sekilde hayali davranislari ve -mis gibi oyunu 6nemsiz goren ailelerin,
gocuklarinin -mis gibi oyununu ve aktivitelerini baskilayabilecegi de bilinmektedir (Carlson, Taylor &
Levin, 1998; Haight, 1999; Haight vd. 1999). Ebeveynlerin, ¢ocuklarinin oyun davranislarina karsi
tutumlari kendi kisisel gorislerinin yaninda, kiiltiirel ve cinsiyet normlarindan da yogun bir sekilde
beslenmektedir. Ornegin, anneler, babalara oranla cocuklariyla daha ¢ok -mis gibi oyunlar oynamakta ve
hem anneler hem de babalar kiz gocuklarinin, oglan ¢ocuklarina oranla daha ¢ok -mis gibi oyun
oynamasini beklemektedir (Gleason, 2005). Sosyal faktorlerin ¢ocuklarin oyun davranisiyla iliskisi goz
onlne alindiginda (6r. Haight vd., 1997) ebeveynlerin gocuklarinin hayali tercihlerine yonelik tutumlari
ile cocuklarinin hayali yatkinliklari arasinda bir iliski beklenebilir. Ornegin, -mis gibi oyun davranislarini
onaylamayan ebeveynler, ¢ocuklarinin hayali igerikli ¢izgi film ve kitap tercihlerini onaylamayip buna
gercekgi alternatifler Gretebilir. Benzer sekilde, hayali davranislari onaylayan aileler ise cocuklarinin daha
cok hayali icerige sahip kitap, cizgi film, oyuncak vb. ile etkilesime gegmesine olanak sagliyor olabilir.
Ancak bilgimiz dahilinde, alanyazinda ebeveynlerin g¢ocuklarinin hayali davranislarina dair tutum ve
beklentilerinin ¢ocuklarin ginliik hayattaki gercek¢i ve hayali tercihleri Gzerindeki etkisine dair bir
¢alisma mevcut degildir. Dolayisiyla, ¢ocuklarin tercihlerinde énemli bir faktdr olan hayali yatkinligin
olusmasinda rol oynayan sosyal etmenlerin incelenmesi, hayali yatkinliktaki bireysel farkliliklari ve iliskili
oldugu becerileri anlamlandirmak agisindan oldukga 6nemlidir.

Cocuklarin hayali yatkinliklarindaki bireysel farkhliklari agiklamaya yoénelik yapilan calismalarda
laboratuvar gorevleri sikhkla kullanilmaktadir. Dahasi, bu c¢alismalarda, cocuklarin laboratuvar
gorevlerindeki tercihleri tizerinden glnlik yasamdaki davranislarina dair cgesitli ¢cikarimlar yapiimaktadir.
Ornegin, yukarida tartisilan Taggart ve digerlerinin (2018; 2020) calismalarinda, calisma bulgularina
dayanilarak gocuklarin -mis gibi oyunu gok tercih etmedikleri ve bu nedenle oyun alanlarinda hayali
icerikli veya -mig gibi nesneler yerine gercek nesnelerin kullanilabilecegi belirtilmistir. Fakat cocuklar
gunliik yasamlarinda hayal giglerini kullanirken onlara sunulan nesnelerin gergekgi veya hayali 6zellikte
olmasina bagh kalmayabilirler. Ornegin, gocuklar -mis gibi oyun sayesinde gercek nesneleri sembolik
atiflar ve -mis gibi kullanimlarla zenginlestirebilirler (6r. gercek bir muzu telefonmus gibi kullanmak;
Nicolopoulou, 1993). Bu ylizden, calismalarda (Taggart vd., 2018; 2020) ¢ocuklarin gercgek aktiviteleri (or.
gercek bicakla meyve kesme) ve gercek islevli nesneleri (6r. gercek telefon) tercih etmeleri, ilgili
etkinliklerde -mis gibi yapmaktansa gergek¢i oyun oynadiklarina dair yeterli bir veri sunmamaktadir.
Ornegin, cocuk gercek meyve keserken kendini inlii bir asciymis gibi hayal edebilir veya gergek
telefonda karsisinda biri yokken konusuyormus gibi yapabilir. Kisacasi, ¢cocuklar gergek triinleri tercih
etmis olsa bile bunlari -mis gibi oyunlarina aktarabilir. Bu ylizden sadece oynamak igin segilen nesnelerin
gercekci veya hayali 6zelliklerine bakarak ¢ocuklarin oyun tercihlerinde gercege daha yatkin olduklari
cikarimini yapmak ¢ok da dogru olmayacaktir. Bunun yerine ¢ocuklarin bu tercihlerini dahil ettikleri
oyunlarin, aktivitelerinin ve diislince siireglerinin detaylica incelenmesi ¢ocuklarin gercek¢i ve hayali
tercihlerini daha iyi anlamamiza olanak saglayacaktir.

Alanyazindaki kisithhklar géz 6niinde bulunduruldugunda, ¢ocuklarin hayali yatkinliklarindaki bireysel
farkliliklari ve ebeveynlerin gocuklarinin hayali davraniglarina yoénelik tutum ve goérislerinin bu
farkhhiklari nasil sekillendirdigini incelemek énem kazanmaktadir. Okul 6éncesi dénem, ¢ocuklarin hayali
yatkinhklarinin goérilmeye basladigi ve -mis gibi oyunun sikhginin artigi bir dénem olarak
nitelendirilmektedir (Sharon & Woolley, 2004; Singer & Singer, 1990). Bu yiizden, bu donemdeki kiiglik
cocuklar ile galismalar yapmak, bu yatkinhigin olusumunu ve bu olusumda etkisi olabilecek sosyal
etmenleri incelemek agisindan dnemlidir. Ayrica, -mis gibi becerinin hayali yatkinlikla nasil iliskilendigini
incelemek, -mis gibi becerinin gelisimini ve ¢ocuklarin -mis gibi yaparken olusan gesitliligini anlamamiz
acisindan da onemlidir. Son olarak, bu yas grubu cocuklarinin oyun, disiince ve aktivitelerindeki
tercihlerini detaylica inceleyen calismalar yapmak, onlar igin Gretilen Grinlerde ¢ocuklarin tercihlerini ve
egilimlerini de goz 6niinde bulundurmamiz agisindan oldukg¢a faydali olacaktir.

Bu calismada c¢ocuklarin giinlik hayattaki hayali yatkinliklarini derinlemesine incelemek adina
cocuklar ile mulakatlar yapilmis ve ebeveynlerle de ¢cocuklarinin hayali yatkinliklarina dair anket ¢calismasi
ylritilmustiar. Cocuklarla yaritiilen milakatlarda ¢ocuklara distince siiregleri ve hayatlarinda yapmayi
en sevdikleri oyunlar, aktiviteler, hikayeler vb. sorulmustur. Ebeveynler ile yuritiilen anket ¢alismasinda
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ise benzer konularda gocuklarinin tercihleri sorulmustur (tim sorular igin Ek’e bakiniz). Benzer bir
yéntemi daha 6nce Taylor ve Carlson (1997) yaptiklari ¢alismada kullanmis olup, okul 6ncesi donemdeki
cocuklarin hayali yatkinliklari hakkinda tutarli bulgular saglamislardir. Onceki calismalarda ¢ocuklarin
yanitlari genellikle iki kategoriye ayrilarak hayali ve gercekgi seklinde ele alinmistir. Bu calismada ise
Gilpin, Brown ve Pierucci’nin (2015) Ggli kategorizasyon semasina uyularak ¢ocuklarin oyun, disilince ve
aktivitelerine dair yanitlari gergekgi (6r. top oynamak), gercek temelli hayali (6r. “olasi” glinlik sosyal
rollerin -mis gibi yapilmasi, evcilik vb.) ve fantastik (6r. konusan hayvanlar gibi “olasi olmayan” -mis gibi
yanitlar, Batmancilik vb.) olacak sekilde U¢ ana baslikta incelenmistir. Bu sayede, gergekligin altinda
yatan kurallari manipile eden fantastik davranis ile gergeklige bagh hayali davraniglarin birbirinden ayirt
edilmesi ve ¢ocuklarin hayali yatkinliklarinin daha genis bir yelpazede incelenmesi hedeflenmistir.

Calismanin ikinci amaci ise, gocuklarin -mis gibi becerileri ile hayali yatkinliklari arasindaki iliskiyi
incelemektir. -Mis gibi beceriyi daha genis kapsamda gozlemleyebilmek amaciyla ¢alismada ¢ocuklarin -
mis gibi davranistaki sembolik temsil seviyeleri, sosyal etkilesimleri ve serbest oyunlarindaki -mis gibi
oyunlari incelenmistir. Hayali yatkinhigr daha yuksek olan ¢ocuklarin -mis gibi oyunu daha fazla tercih
ettigi bulgularina dayanarak (6r. Taylor & Carlson, 1997), hayali yatkinlktaki artisin -mis gibi beceri 6lgen
gorevlerdeki performansla pozitif yonde iliskili olmasi beklenmektedir.

Son olarak, ebeveynlerin hayali davranislara karsi tutumlarinin incelenmesi amaglanmistir. Daha 6nce
de bahsetmis oldugumuz lizere, ebeveynlerin oyun davranislari Gizerindeki tutumlarinin ¢cocuklarin hayali
yatkinliklarindaki ve -mis gibi becerilerindeki bireysel farkhliklari agiklayabilecegi dusinilmektedir (6r.
Haight, 1999). Dolayisiyla, bu ¢alismada ebeveynlerin, cocuklarinin oyun davranislarina dair tutumlarinin
cocuklarinin hem hayali yatkinligini hem de -mis gibi becerisini yordamasi beklenmektedir.

Yontem
Katilimcilar

Calismaya istanbul ilinde ikamet eden 3 ve 4 yas araliginda 78 gocuk (44 kiz, Ort. yas = 3 yas 10 ay, S=
6 ay) ve aileleri katllmlstlrl. Calismaya katilan ebeveynlerin %79’unu anneler kalan %21’ini ise babalar
olusturmaktadir. Ailelerin gogunlugu orta-ist gelir diizeyindedir; katihmcilarin %32’sinin aylk geliri 4.000
TL'nin altinda, %28’inin aylik geliri 4.000-7.000 TL arasinda ve %40’inin geliri ise aylk 7.000 TL ve
iizerindedir’. Egitim durumlari incelendiginde, annelerin %61’inin ve babalarin %72’sinin Universite
mezunu veya uzmanlik derecesine sahip oldugu gorilmustir.

Kullanilan Veri Toplama Araglari
Gocuk Olgiimleri
Hayali Yatkinlik Miilakati

Bu miilakat ¢ocuklara ilk islem olarak uygulanmistir. Milakatta ¢ocuklara ginlik yasamdaki en
sevdikleri oyun, oyuncak, cizgi film, hikaye, tek basina ve arkadaslari ile yaptiklari aktivite ve uyku 6ncesi
distnce tercihlerinin ne oranda hayali icerik veya gercgeklik barindirdigini anlamak amaciyla toplam yedi
adet acik uclu soru sorulmustur (Ek’e bakiniz; Sharon ve Woolley, 2004; Taylor ve Carlson, 1997).

Cocuklarin yanitlari iki bagimsiz hakem tarafindan gergekgi (“top oynamak”), gercek temelli hayali
(“evcilik”) ve fantastik (“Batmancilik”) olacak sekilde (¢ farkh kategoride kodlanmistir. Ardindan,
cocuklarin her bir yaniti gergekgiyse “0”, gercek temelli hayaliyse “1” ve fantastik ise “2” seklinde
puanlandirihp toplam puanlari gegerli yanit sayisina boéliinerek 0 ila 2 arasinda degisen hayali yatkinlik
puani hesaplanmistir. Ayrica kodlayicilar tarafindan “anlamsiz” olarak nitelendirilen yanitlar (6r. ‘hepsi’

! Bu ¢alismada kullanilan veriler boylamsal bir calismanin 2015-2016 yillari arasinda toplanan ilk yil verilerinden alinmistir. Orijinal
¢alismaya 3-4 yas araliginda 120 cocuk katilirken, bu makalede raporlanan galismaya hayali yatkinlik milakatini tamamlayan 78
¢ocugun verisi dahil edilmistir.

2 Calismanin verisi 2015-2016 yillarinda yurituldiga icin sosyoekonomik seviye bu yillardaki gelir dagilimina uygun olarak
degerlendirilmistir (detayl bilgi igin Tirkiye istatistik Kurumu, 2017).
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veya ‘annemin anlattigi bir hikaye’) eksik deger (missing value) olarak sayilmistir. Kodlayicilar arasinda
yuksek diizeyde tutarhlk bulunmustur (k = .89, p <. 001).

-Mus gibi Beceri Olgiimleri
Pandomim Gérevi (Pretend Actions Task; Overton & Jackson, 1973)

Bu gorev Overton ve Jackson (1973) tarafindan c¢ocuklarin -mis gibi becerilerini 6lgmek amaciyla
gelistirilmistir. Gorevde ¢ocuklardan ginlik hayatta yapmis ya da gozlemlemis olduklari yedi davranisi
(dis fircalamak, sa¢ taramak, gozliik takmak, kasikla yemek yemek, kalem tutmak, civi gakmak, makasla
kagit kesmek) -mis gibi yaparak taklit etmeleri istenmistir. Gorevde, ¢ocuklarin -mis gibi becerileri,
davranisi -mis gibi yaparken bir uzuvlarini mi (6r. parmagini dis firgasi gibi kullanmak) yoksa hayali bir
nesne mi (or. eliyle dis firgasi tutuyor gibi yapmak) kullandiklarina gore degerlendiriimektedir. Her bir
taklit davranista, hayali nesne kullanmak “1”; uzvu nesne gibi kullanmak “0” puan ile skorlanmistir.
Cocuklarin taklit davranislari bagimsiz iki kodlayici tarafindan izlenip kodlanmistir. Kalemle yazi yazmak,
civi cakmak ve makasla kesmek davranislarinda ¢ocuklarin bir cocugunun (> %85) yanitinda bireysel
farkhhk gorilmedigi -agirlikh olarak uzuv veya hayali esya kullanmak- ve bir kisminin da eksik deger
iceren yanitlar verdikleri (6r. davranisi géstermeme) igin bu davranislar analizlere dahil edilmemistir.
Dolayisiyla dis fircalamak, sa¢ taramak, goézliik takmak ve kasikla corba icmek analizlere dahil edilen dort
kategoridir. Cocuklarin her bir soruda aldiklari puanlar toplanarak gegerli yanitlara béliinerek ortalama
alinmistir. Toplam ortalama puan 0 ve 1 arasidir. Puanlama islemlerinde, kodlayicilar arasi tutarlilik orani
ylksek bulunmustur (r(71) = .83, p <.001).

Telefon Testi (Phone Task; Tahiroglu, Mannering & Taylor, 2011)

Cocuklarin -mis gibi becerilerini 6lgmek icin kullanilan bu gorev, ¢ocuklarin bir kisiyle telefonda
gorismeyi hayal etmesi ve buna bagl olarak karsi tarafin da perspektifini alabilme becerisini
olgmektedir. Gorevde cocuga ilk olarak en yakin arkadasinin kim oldugu sorulmustur. Arkadaginin ismi
alindiktan sonra oyuncak telefon gosterilerek ¢ocuktan oyuncak telefonu kullanarak arkadasini ararmis
gibi yapmasi istenmistir. Cocugun telefonda birinin ariyormus gibi tuslara basmasi, konusurmus gibi
yapmasi, karsisindakini dinlermis gibi yapmasi gibi oyun davranisindaki -mis gibi icerikler kodlanmis ve
cocugun
-mis gibi becerisi 1-4 arasi puanlanmistir (1- cocugun telefonla fiziksel olarak ilgilenmesi, tuslara basmasi,
ahizeyi kulagina goétirmesi, 2- ¢ocugun telefonda konusmasi, 3- gocugun telefonda karsisindakini
dinlermis gibi yapmasi ve 4- cocugun kalip telefon climlelerinin (alo, tamam gibi) 6tesinde bir konusma
yapmasl). Cocuklarin davraniglari iki bagimsiz hakem tarafindan puanlandiriimistir. Puanlama
islemlerinde kodlayicilar arasi tutarlilik yiksek bulunmustur (r(69) = .90, p < .001).

Serbest Oyun

Cocuklarin serbest oyundaki davranislarini kodlamak igin Oyunda Duygu Olcegi-Okul Oncesi
Versiyonu (Affect in Play Scale-Preschool Version; Kaugars & Russ, 2009) kullanilmistir. Bu goérevde
¢ocuga bes dakika serbest oyun zamani ve bir dizi oyuncak verilir. Arastirmaci ¢ocuktan verilen
oyuncaklarla oynarken konusmasini ve bir hikaye kurmasini ister. Ardindan arastirmaci odanin bir
kosesinde ¢alisirmis gibi yapar ve ¢ocugun kendisi ile iletisime gegme ¢abalarini nétr ifadeler ile gegistirir
(6r. “Simdi ¢alismam gerekiyor sen oynamaya devam edebilirsin.”). Video kaydi alinan serbest zamanda
cocugun oyun zamaninin yizde kacgini -mis gibi oyun (6r. pellis oyuncaklara gay servisi yapmak) veya
fonksiyonel oyun (6r. araba sirmek) oynayarak ya da oyun oynamadan gecirdigi iki bagimsiz hakem
tarafindan kodlanmistir. Ayni zamanda c¢ocuklarin oyunlarindaki hayal giicl seviyesi de kodlanmistir.
Cocuklarin oyunlarindaki hayal giicii seviyesi kodlayicilar tarafindan 6znel olarak 1 (hi¢ hayali icerigi
olmayan)'den 5’e (yliksek hayali icerigi olan) puanlandiriimistir. Verinin %28’i ile yapilan tutarlilik
analizinde kodlayicilar arasinda yiiksek diizeyde tutarlik bulunmustur; -mis gibi oyuna ayrilan sire igin
(r(20) = .96, p < .001) ve hayal glicl seviyesi i¢in (r(20) = .97, p <.001).
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Ebeveyn Olgekleri
Cocuk Hayali Yatkinhigi- Ebeveyn Anketi

Bu kisimda ebeveynlere toplam 9 kategoride gocuklarinin ginlik hayatlarindaki aktivite tercihleri
sorulmustur (6r. “Cocugunuzun en sevdigi oyun nedir?”, tiim sorular icin Ek’e bakiniz). Cocuklara sorulan
oyun, oyuncak, hikaye ve c¢izgi film kategorileri ebeveynlere de sorulmustur. Ayrica ek olarak
ebeveynlere televizyon programlari, internet lizerinden izlenen programlar, internet tzerinden izlenen
cizgi filmler, bilgisayar oyunlari ve telefon (veya tablet) oyunlari kategorileri de sorulmustur. Ebeveyn
yanitlari gocuk hayali milakatindaki kodlama semasina uyularak “gercekgi”, “gercek temelli hayali” ve
“fantastik” olarak iki bagimsiz hakem tarafindan kodlanmistir. Kodlayicilar arasi tutarlilik orani ise yiiksek

dizeydedir (k = .93, p <.001).
Cocuk Oyun Davraniglari- Ebeveyn Anketi

Bu anket ¢ kissmdan olusmaktadir. ilk kisimda ebeveynlere farkli tiir oyunlarin (gercekgi [fiziksel ve
kurallara dayal oyun] ve -mis gibi oyun) nasil bir islevi oldugu (egitici, eglendirici veya sosyallestirici)
sorulmustur. ikinci kissmda, ¢ocuklarinin -mis gibi oyunu ne siklikla oynadiklari sorulmustur. Son kisimda
ise cocuklarinin -mig gibi oyun davranislari hakkindaki tutumlarini 6lgmek Uzere bir dizi soru
hazirlanmistir. Bu sorularda, ebeveynlerden kendi gocuklarinin yasindaki ¢ocuklarin oyun davraniglari
hakkindaki kisa metinleri okumalari ve metindeki gocugun davranisiyla ilgili sorulari cevaplamalari
istenmistir. On kisa hikayeden ikisi basit -mis gibi oyun 6rnegidir (6r. bir nesneyi baska bir nesnenin
yerine kullanmak), iki hikayede cocuk taklit karaktere birlnlr (6r. kostim giyerek prenses taklidi
yapmak), iki hikayede kisilestirilmis nesneyle (6r. oyuncak ayi Pofuduk icin sofrada yer ayirmak), iki
hikayede ise gorinmez bir hayali arkadasla (6r. goriinmez arkadasi ile ¢izgi film izlemek) etkilesime
gecer. iki hikayede ise kontrol amagli olarak gocugun yalan sdyledigi durumlar aktarilir. Anketi dolduran
ebeveynden bu davranislari onaylayip onaylamadigini 1 (kesinlikle onaylamiyorum) ile 5 (kesinlikle
onayliyorum) arasinda degerlendirmesi ve yorumlamasi istenmistir. Bu ¢alismada ebeveynlerin -mis gibi
davranisa karsi olan tutumlarini 6lgmek icin sadece basit -mis gibi senaryolari iceren iki soruya verilen
yanitlar dikkate alinmistir. Bu yéntem daha 6nce Amerika’da ve Meksika’da ailelerin -mis gibi oyuna
yonelik tutumunu o6lgmek icin kullanilmis ve anlamli bireysel farkliliklar ortaya ¢ikardigi gorilmustir
(Pierucci vd., 2013; Taylor, Sachet, Maring & Mannering, 2013).

islem

Katihmcilara kartopu 6rneklem yontemiyle ulasilmis ve gonilli aileler Gniversite kampistindeki
laboratuvara davet edilmistir. Calismada ilk olarak ebeveynden yazili ve gocuktan s6zli onam alinmistir.
Ardindan ¢ocuk gorevlerinin sunumu igin laboratuvarda bulunan sessiz bir odada test asamasina
gecilmistir. Cocuklara ilk olarak hayali yatkinlik sorulari sorulmus, sonrasinda da diger standart gorevler
uygulanmistir. Cocuk 6l¢timleri daha sonraki kodlamalar igin kayit altina alinmistir. Bu esnada aileye test
odasinin disinda demografik form ve anketler uygulanmistir. Calismanin sonunda ¢ocuga katilim belgesi
ve aileye de katkilarindan dolay market hediye geki verilmistir. Ozyegin Universitesi insan Arastirmalari
Etik Kurulu ¢alismayi etik agidan onaylamistir.

Veri analizi

Calismada cocuklardan ve ebeveynlerinden toplanan verilerdeki bireysel farkliliklari test etmek
amaciyla, t-test, ki-kare, Pearson korelasyon ve coklu regresyon analizleri kullanilmistir. Analizlerden
once ylritiilen parametrik test varsayimlari kontrollerinde, ebeveyn oyun onay davranislari haricindeki
degiskenlerin yukarda belirtilen analizlerin varsayimlarini ihlal etmedigi gozlenmistir. Ancak,
ebeveynlerin oyun onay davranislarinda normal dagilim gézlenmemis olup (N = 73, ort = 4.65, ss = 0.73),
yiiksek basiklik (6.28) ve negatif yatkinlk (-2.49) degerleri gozlenmistir. Negatif yatkinligi bulunan normal
olmayan dagihimlarin doniisiimi icin onerilen ters skor donlisim (reverse score transformation) ve
logaritmik donlsim yontemleri sirasiyla uygulanmistir (Tabachnick & Fidell, 2007). Donustirialmus
ebeveyn onay skorlari (ort = .09, ss = .17) normal dagihm goéstermis olup, kabul edilebilir araliklarda
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basiklk (2.16) ve yatkinlik (1.79) degerlerine sahiptir. Bu yizden bu degiskenin dahil oldugu analizlerde
ebeveyn oyun onay davraniginin dénusturilmus hali analizlere dahil edilmistir.

Ailenin sosyoekonomik seviyesinin ve katilimci ebeveynin anne veya baba olmasinin gocugun hayali
yatkinlik, -mis gibi beceri ve ebeveynlerin -mis gibi davranisa dair tutumlariyla iliskili olmadigi
gorulmistir. Bu ylzden ¢alismadaki bireysel farklilik analizleri sadece gocuk degiskenlerini ve ebeveyn
anketlerini icermektedir.

Bulgular
Hayali Yatkinliktaki Bireysel Farkhliklar
Cocuk Hayali Yatkinlik Miilakati

Cocuklara gunliik hayatlarindaki uyku o©ncesi digslinceleri ve en sevdikleri oyun ve aktivite
tercihlerinin ne oldugu sorulmustur. Cocuklarin yanitlari gercekgi veya hayali (gercek temelli hayali ve
fantastik) olarak kodlanmistir ve gercgekgi ve hayali icerikli yanitlarinin dagihmlarinin karsilastiriimasi igin
ki-kare testi uygulanmistir. Yanitlar incelendiginde ¢ocuklarin giinliik yasamlarinda en sevdikleri oyun,
aktivite ve uyku oncesi dislince tercihlerinin daha cok gercekei oldugu gérulmustir (x? (1) = 12.03, p <
.001; Tablo 1). Cocuklarin gergekgi veya hayali tercihleri yaslari ile iligkili degilken, cinsiyet ile tercihleri
arasinda bir iligki goralmustir (x* (1) = 9.19, p = .002). Kiz ¢ocuklarinda hayali igerikli yanit verme orani
oglan c¢ocuklarinda hayali igerikli yanit verme oranindan anlamh dizeyde yiiksektir. Ancak kiz
cocuklarinin ginliik hayattaki gercekci ve hayali igerikli yanitlari birbirlerinden anlamli sekilde
farkhlasmazken (x% (1) = .40, p = .53), oglan ¢ocuklarinin, ginliik hayatlarindaki tercihlerinin cogunlukla
gerceke¢i oldugu gorulmustir (x2 (1) = 20.57, p < .001). Bu baglamda kizlar her ne kadar oglan
cocuklarindan daha ¢ok hayali icerikli tercihler yapsalar da glnliuk tercihlerindeki hayali ve gercekgi
icerikler birbirlerinden farklilasmamistir (Tablo 1).

Kiz ve oglan cocuklarinin yanitlari kategoriler bazinda incelendiginde ise kiz gocuklarinin tek
baslarinayken en severek yaptiklari aktivitelerin ve uyumadan 6nce en ¢ok dislindiklerinin daha ¢ok
gercekei oldugu gorulmektedir (p’ler < .05). Konu hikaye tercihleri oldugunda ise daha ¢ok hayali icerikli
yanitlar vermislerdir (x? (1) = 25.49, p < .001). Kiz cocuklarinin gercekgi ve hayali icerikli yanitlari, oyun,
oyuncak, cizgi film ve arkadaslar ile yapilan aktivitelerde birbirlerinden anlaml sekilde ayrismamistir
(Tablo 1). Oglan gocuklarinin ise tek baslarina ve arkadaslari ile yaptiklari aktivitelerde, uyumadan 6nce
dusundiklerinde, ve oyuncak tercihlerinde daha ¢ok gergekgi yanitlar verdikleri gorilmustir (p’ler <
.05). Hikaye sorusunda ise kiz gocuklari gibi oglan ¢ocuklarinin da en sevdigi hikayenin gogunlukla hayali
icerikli oldugu gortlmustir (x® (1) = 5.76, p = .02). Oglan ¢ocuklarinin oyun ve cizgi film tercihleri ise
gercekei ve hayali olarak birbirlerinden anlamli bigimde farklilasmamistir (Tablo 1). Bu bulgular, oglan
cocuklarinin giinliik hayatlarindaki tercihlerinin ¢cogunlukla gercekei oldugu gosterirken; kiz cocuklarinda
(tek baslarina yapilan aktivite ve uyku oncesi distnilenler haricinde) belirgin bir gercek¢i yonelimin
olmadigini géstermektedir. Ancak konu hikaye kitaplari olunca, hem kiz hem oglan ¢ocuklarinin daha ¢ok
hayali icerikli hikayeleri tercih ettigi gorilmektedir (Tablo 1).

Hayali yanitlar ayrica “gergek temelli hayali” ve “fantastik” olmak Uzere iki farkh alt kategoride
kodlanmistir. Cocuklarin hayali igerikli yanitlari incelendiginde, cocuklarin giinliik hayatlarindaki gercek
temelli hayali ve fantastik tercihleri birbirinden anlamli bir sekilde farklilasmamistir (Tablo 1). Ayrica,
cocuklarin hayali tercihlerinin yas ve cinsiyet ile iliskisi gorilmemistir. Kategoriler bazinda ise en sevilen
oyun, tek ve arkadaslar ile aktivite sorularindaki hayali icerikli yanitlarin gogunlukla gercek temelli hayali
tercihlerden olustugu gorulmustir (p’ler < .05). Cizgi filmlerde ise fantastik ¢izgi filmlerin gercek temelli
hayali ¢izgi filmlerden daha cok tercih edildigi gérilmustir (x? (1) = 22.73, p < .001). Ancak hikaye, uyku
oncesi diisiinceler ve oyuncak yanitlarinda hayali yanitlar birbirinden farklilasmamistir (Tablo 1).

Son olarak, ¢ocuklarin giinlik hayatlarindaki hayali yatkinhgi daha iyi inceleyebilmek i¢in her soruya
verilen yanitlar skorlanmis (0- gergekgi; 1- gergek temelli hayali, 2- fantastik) ve ortalamasi alinarak her
cocuk icin 0-2 arasinda degisen hayali yatkinlik skoru olusturulmustur. Cocuklarin yas grubu (3 yas veya 4
yas) ve cinsiyetinin (oglan veya kiz) olusturulan sirekli hayali yatkinlik degiskeni UGzerindeki etkisine
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bakmak amaciyla 2 x 2 gruplar arasi ANOVA testi uygulandiginda, sadece cinsiyetin temel etkisi oldugu
gorllmistiir. Kiz ¢ocuklarinin hayali yatkinlik puanlarinin (n = 44, ort = 0.70, ss = 0.38,) oglan
¢ocuklarindan (n = 34, ort = 0.50, ss = 0.36) daha yiiksek oldugu bulunmustur (F(1, 74) = 5.59, p =
.02). Tim bu bulgular oglan gocuklarinin kiz ¢ocuklarina kiyasla giinliik yasamlarinda gergekgi oyun,
diisiince ve aktiviteleri daha ¢ok tercih ettigini gostermektedir. Kiz ¢ocuklarinin ise gercekci ve hayali
icerikli tercihleri birbirinden farklilasmamasina ragmen, kiz cocuklari oglan ¢ocuklarina kiyasla ¢cok daha
fazla hayali igerikli tercihler yapmaktadir. Dolayisiyla kiz gocuklarinin genel hayali yatkinlik puanlari oglan
¢ocuklarinin genel puanindan daha yliksektir.

Tablo 1.
Cocuklarin Gergekgi ve Hayali icerikli Yanitlarinin Yiizdelik Dagilimi
Kategoriler Gergekgi Hayali
Gergek temelll Fantastik
hayali
Kiz: %53.7 39% %7.3
Oyun Oglan: %62.5 %37.5 -
Toplam: %57.5 %38.4 %4.1
Kiz: %52.6 %31.6 %15.8
Oyuncak Oglan: 71% %6.4 %22.6
Toplam: %60.9 %20.3 %18.8
Kiz: %6.1 %36.3 %57.6
Hikaye Oglan: %23.8 %42.9 %33.3
Toplam: 13% %38.9 %48.1
Kiz: %36.1 %8.3 %55.6
Cizgi film Oglan: 50% %3.6 %46.4
Toplam: %42.2 %6.2 %51.6
Kiz: %70.3 %24.3 %5.4
Aktivite (tek) Oglan: %86.7 10% %3.3
Toplam: %77.6 %22.4 %17.9
Kiz: %63.2 %26.8 -
Aktivite (arkadaslar ile) Oglan: %77.4 %16.1 %6.5
Toplam: %69.6 %27.5 %2.9
Kiz: %85.2 - %14.8
Uyku 6ncesi diisliniilenler Oglan: 85% 5% 10%
Toplam: %85.1 %2.1 %12.8
Kiz: 52% %26.4 %21.6
Toplam Oglan: %66.3 %17.1 %16.6
Toplam: %58.2 %22.4 %19.4

Cocuk Hayali Yatkinligi- Ebeveyn Anketi

Ebeveynlere gocuklarinin aktivitelerine yonelik toplam 9 soru yoneltilmistir (Tim sorulari icin Ek’e
bakiniz). Ancak 6 kategorideki cevaplarda (hikaye, televizyon programlari, internet tzerinden izlenen
programlar, internet Uzerinden izlenen ¢izgi filmler, bilgisayar oyunlari ve telefon oyunlari) yanitsiz
birakilan ¢ok soru oldugu gozlenmistir (bos ve eksik yanit orani %56 ile %96 arasindadir). Dolayisiyla bu
kategoriler analizlere dahil edilememistir. Kalan (g kategori (oyun, oyuncak ve gizgi film) incelendiginde
ise cok az ebeveynin oyun (n = 1) ve oyuncak kategorilerinde (n = 3) fantastik yanit verdigi gérilmustir.
Bu yilzden gercek temelli hayali ve fantastik icerikli yanitlari arasinda karsilastirma yapiimamis ve
yanitlar sadece kategoriler bazinda gergekgi ve hayali yanit ekseninde incelenmistir.
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Ebeveynlerin ¢ocuklarinin en sevdigi oyun, aktivite ve gizgi film kategorilerindeki gergekgi ve hayali
icerikli yanitlarinin incelenmesi igin ki-kare testi uygulanmistir. Ebeveyn yanitlarinda gocuklarinin yasina
bagli bir degisiklik gézlenmemistir. Ancak c¢ocuk yanitlarinda gozlenen cinsiyet farkhliklari ebeveyn
yanitlarinda da gorilmustir (Tablo 2). Oyun kategorisinde oglan ¢ocugu olan ebeveynler ¢ocuklarinin
daha cok gergekgi tercihler yaptigini belirtmistir (x2 (1) = 4.17, p = .04). Kiz ¢ocugu olan ebeveynlerin
cocuklarinin tercihleri icin verdikleri gercekci ve hayali yanitlar ise birbirinden farklilasmamistir (x? (1) =
3.43, p = .06). Oyuncak kategorisinde ise yine oglan ¢ocugu olan ebeveynler ¢ocuklarinin daha sik
gergekgi tercihler yaptigini belirtmistir (x* (1) = 21.55, p < .001). Ancak, kiz gocugu olan ebeveynlerin
gercekgi ve hayali icerikli yanitlari yine birbirinden farklilasmamistir. Cizgi filmlerde ise, oglan gocugu
olan ebeveynlerin ve kiz gocugu olan ebeveynlerin yanitlari hayali ve gergekgi olarak farklilasmamistir.
Bu bulgular ebeveyn yanitlarinin ¢ocuk yanitlari ile uyumlu oldugunu géstermistir. Oyun ve oyuncak
kategorilerinde oglan cocuklari daha ¢ok gercekgi yanitlar verirken; ebeveynlerde de benzer bir yonelim
gorulmistir. Oyun, oyuncak ve cizgi filmde gercekci ve hayali arasinda belirli bir yénelim gostermeyen
kiz cocuklarinin ebeveynlerinin de bu kategorilerdeki yanitlari gercek¢i ve hayali ekseninde
farklilagmamistir

Tablo 2.

Cocuk Hayali Yatkinhigi- Ebeveyn Anketi Yanitlarinin Yiizdelik Dagilimi

Kategoriler Gergekgi Hayali

Gergek temelll Fantastik
hayali

Oyun Kiz: %35.7 %64.3 -
Oglan: %69 %27.6 %3.4

Oyuncak Kiz: %61.9 %35.7 %2.4
Oglan: %93 %7 -

Cizgi Film Kiz: %43.3 %13.4 %43.3
Oglan: %40 %24 %36

-Mis gibi Becerideki Bireysel Farkliliklar

Cocuklarin -mis gibi becerilerini 6lgmek igcin pandomim, telefon ve serbest oyun gorevleri
kullanilmigtir. Gorevler arasindaki iliskiler Pearson Korelasyon testi ile incelendiginde, ¢ocuklarin serbest
oyunda -mis gibi oyuna ayirdiklari siire ve oyunlarindaki hayal glicii seviyesi arasinda anlaml pozitif bir
iliski gorlilmustlr (Tablo 4). Ayrica serbest oyundaki -mis gibi davranislarinin (-mis gibi oynanilan sire ve
oyundaki hayal giict seviyesi) diger gorevlerdeki (telefon ve pandomim gorevi) -mis gibi performanslar
ile iliskili oldugu gorulmistir. Ancak, telefon gorevi ve pandomim gérevi arasinda bir iliski gorilmemistir
(Tablo 4).

Cocuklarin yas grubu (3 yas veya 4 yas) ve cinsiyetinin (oglan veya kiz) her bir gérevdeki -mis gibi
beceri Uzerindeki etkisine bakmak igin ayri ayri 2 x 2 gruplar arasi ANOVA testi uygulanmistir. Sadece
pandomim ve serbest oyun gorevinde cinsiyetin temel etkisi oldugu gérilmuistiir. Pandomim gorevinde,
kiz cocuklarin -mis gibi beceri puaninin (n = 44, ort = .70, ss = .06) oglan cocuklarin -mis gibi beceri
puanindan (n = 34, ort = .50, ss = .06) anlamli diizeyde daha yiksek oldugu gorulmastar (F(1, 71) = 4.09,
p = .047). Serbest oyunda ise kiz cocuklari (n = 40, ort = 61.80, ss = 27.60) oglan ¢ocuklarindan (n = 27,
ort. = 45.30, ss = 31.19) daha fazla silireyi -mis gibi oyuna ayirmistir (F(1, 63) = 5.91, p = .02). Yas
grubunun c¢ocuklarin pandomim, telefon ve serbest oyun goérevlerindeki performanslari Gzerinde bir
etkisi gortilmemistir.

Ebeveyn Tutumlarindaki Bireysel Farkhliklar
Ebeveynlerin oyunlarin islevlerine dair tutumlari

Ebeveynlerden her bir oyun tird icin (fiziksel, kuralli ve -mis gibi oyun) eglendirici, sosyallestirici ve
egitici islevlerden uygun olan bir veya birden fazla islevi se¢meleri istenmistir (Tablo 3). Ebeveynlerin her
bir oyun tiirl icinde oyuna atfettikleri islevlerin dagilimlarini karsilastirmak igin parametrik olmayan, ¢ok
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gruplu ve siniflama degiskenli verilerin analizinde kullanilan Cochran Q testi kullaniimistir. Her bir oyun
icin ayri ayn yirGtulen Cochran Q testi ile ebeveynlerin fiziksel, kuralli ve -mis gibi oyunlarin islevlerine
dair tutumlarinda anlaml farkhliklar oldugu goérilmistir (p’ler < .05; Tablo 3). Her bir oyun turi
icerisinde her bir islevin dagihmini diger islevler ile karsilastirmak icin McNemar test ile post-hoc
analizler ylrGtalmustdr. Fiziksel oyuna atfedilen eglendirici islevin orani egitici ve sosyallestirici islevlerin
oranindan anlamh sekilde farklilasmistir (p’ler < .001); ebeveynler fiziksel oyunun ¢ogunlukla eglendirici
islevi oldugunu dustinmektedir. Kurallara dayali oyunlarda ise egitici islevin orani eglendirici ve
sosyallestirici islevlerin oranlarindan anlamli sekilde farklilasmaktadir (p’ler < .001); ebeveynler kurallara
dayal oyunlarin eglendirici veya sosyallestiriciden ziyade ¢ogunlukla egitici olduklarini digiinmektedir. -
Mis gibi davranilan oyunlarda ise sosyallestirici islevin orani egitici islevin oranindan anlamli sekilde
ayrismaktadir (p < .01). Eglendirici islevin orani ise egitici ve sosyallestirici islevlerinin oranlarindan
farkhlasmamaktadir (Tablo 3). Ebeveynler -mis gibi oyunlarin ¢ogunlukla egitici olmaktansa sosyallestirici
islevi oldugunu distnurken; eglendirici ve sosyallestirici islevleri arasinda anlamli bir tercih
gostermemislerdir. Bu bulgular, ebeveynlerin oyunlarin tirlerine gore oyunlardan farkh islevler
beklediklerini gdstermektedir.

Tablo 3.
Ebeveynlerin Oyun Tiirlerine gére Islevsellik Tutumlari
Oyun/ islev Egitici Eglendirici  Sosyallegtirici Cochran Q testi
Fiziksel oyun (6r. yakalamaca) %12 %82 %54 x3(2) = 56.73, p < .001.
Kurallara dayal oyun %80 %38 %23 x%(2) = 45.80, p < .001.
(6r. kizma birader)
-Mis gibi davranilan oyunlar %35 %51 %59 x2(2) = 8.40, p = .015.
(or. evcilik)

Cocuklarin -mis gibi oyun davranisi sikligi

Ebeveynlere ¢alismaya katillan gocuklarinin -mis gibi oyunlar ile oynama sikliklari sorulmustur.
Cocuklarin yas grubu (3 yas veya 4 yas) ve cinsiyetinin (oglan veya kiz) ebeveyn raporuna dayali siirekli
degisken olan g¢ocuklarin giinlik hayatlarinda -mis gibi oyun oynama sikhgi tGzerindeki etkisine bakmak
icin 2 x 2 gruplar arasi ANOVA testi uygulanmistir. Sadece cinsiyetin temel etkisi istatistiksel olarak
anlamli bulunmustur. Calismaya katilan kiz gocugu olan ebeveynler, ¢ocuklarinin -mis gibi oyun ile (n =
42, ort = 1.79, ss = 0.52) oglan gocuklari olan ebeveynlere gore (n = 31, ort = 1.23, ss = 0.69) daha sik
etkilesime gegtigini belirtmistir (F(1, 69) = 17.30, p < .001).

Ebeveynlerin -mis gibi oyuna yénelik onayi

Son olarak ebeveynlerden kendilerine verilen farkli farazi metinlerde okuduklari -mis gibi oyun
davranisini  ne derece onayladiklarini 5 puanli  Likert Olgek Uzerinde puanlamalari
istenmistir. Ebeveynlerin oyun onay davranislarinda goriilen normal olmayan dagilim ters skor dontisiim
ve logaritmik doénisim yontemleri sirasiyla uygulanmasiyla dontstlrilmistir ve oyun onay
davraniglarinda normal dagilim saglanmistir. Cocuklarin yas grubu (3 yas veya 4 yas) ve cinsiyetinin
(oglan veya kiz) ebeveynlerin -mis gibi oyuna yénelik oyun onay davranislari izerindeki etkisine bakmak
icin 2 x 2 gruplar arasi ANOVA testi uygulanmistir. Cocuklarin yasinin, cinsiyetinin ve ikisinin
etkilesimlerinin ebeveynlerin oyun onay davranislari izerinde bir etkisi olmadigi gortlmustr.

Hayali Yatkinlik, -Mis gibi Beceri ve Ebeveyn Tutumlarinin Birbirleri ile iliskisi

Cocuklarin hayali yatkinlik, -mis gibi oyun ve ebeveynlerin onay tutumlari arasindaki iliskilerin
incelenmesi icin Pearson Korelasyon testi uygulanmistir. Analiz sonucunda anlamli iliskiler gérilmistir
(Tablo 4). Cocuklarin hayali yatkinligi cocuklarin serbest oyunda -mis gibi oyuna ayirdiklari siire ile pozitif
yonde iliskili iken (r(63) = .27, p =.03) diger -mis gibi dl¢timler, ebeveyn onayi ve -mis gibi oyun sikligi ile
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iliskili degildir. Ebeveynlerin belirttigi -mis gibi oyun sikligi ile cocuklarin serbest oyunda -mis gibi oyuna
ayirdiklar sare (r(59) = .31, p = .01) ve serbest oyundaki hayal glici seviyesi birbirleri ile iliskili
bulunmustur (r(58) = .27, p = .03). -Mis gibi oyunu egitici gérmenin ebeveynlerin hayali davraniglara dair
tutumlarindaki etkisi incelendiginde, -mis gibi oyunu egitici géren ebeveynlerin (n = 26, ort = 4.92, ss =
0.27) gormeyen ebeveynlere (n = 47, ort = 4.50, ss = 0.86) kiyasla -mis gibi davranisi daha ¢ok onayladigi
bulunmustur (t(71) = 2.60, p = .01).

Tablo 4.
Degiskenler Arasindaki Korelasyonlar Tablosu
Yas 1. 2. 3. 4. 5. 6.
1.Hayali yatkinlik —
.10
(¢ocuk raporu)
2.Telefon gorevi -.01 .07 —
3.Pandomim gorevi .16 .07 .20 -
4.Serbest oyun -mis gibi stire (ytzde) 13 27% 35%*  26% —
5.Serbest oyun hayal giicl seviyesi 21 .16 7% 30*% 91%** —
6.Ebeveyn -mis gibi oyun onayi -12 -17 .09 .05 -12 -.06 —
7.Ebeveyn -mis gibi oyun siklik -.02 .18 .16 .18 31 27 -.09

Not: * p <.05, ** p <.01, *** p <.001. N’ler 60 ila 78 arasinda degisiklik gostermektedir.

Ebeveyn tutumlarinin gcocuklarin hayali yatkinligindaki bireysel farkhliklari agiklamasi beklenmektedir.
Ebeveyn tutumlarinin hayali yatkinhktaki bireysel farklliklari ne derece yordadigini test etmek igin ¢oklu
regresyon analizi uygulanmistir. Modele ilk adimda kontrol olarak yas ve cinsiyet degiskenleri; ikinci
adimda ise ebeveyn tutumlari (onay ve egitimsel islev ylikleme) ve ebeveyn tutumlarinin cinsiyet ile
etkilesimi eklenmistir. Bu etkilesim, ebeveyn tutumlarinin ¢ocuklarin cinsiyetine gére degistigine yonelik
raporda gorilen bulgular géz 6niinde bulundurularak modele dahil edilmistir. Ebeveyn tutumlarinda
yasa bagh bir farklilik gérilmedigi icin ebeveyn tutumlarinin yas ile etkilesimi modele dahil edilmemistir.
Modelin gocuklarin hayali yatkinhklarini anlamli bir bicimde yordadigi gérialmistir (R* = .18, F(6, 66) =
2.43, p = .04,) (Tablo 5). Ebeveynlerin -mis gibi oyuna yonelik onaylarinda analize dahil edilen skorlarin
ters skor donlsim ile normal dagilimi saglandigi icin negatif yondeki degerler tam tersi yonde
yorumlanmalidir. Buna gore, -mis gibi oyuna daha onaylayici yaklasmak ¢ocuklarin gilinliik hayatlarinda
hayale daha yatkin olmalariyla iliskilidir (B = -.71, t = -2.07, p = .04). Ayrica ¢ocugun cinsiyeti ve ailenin -
mis gibi davranisi egitici gérmesinin etkilesimleri cocuklarin hayali yatkinlklarini yordamaktadir. -Mis gibi
oyunun egitici roli oldugunu distiinmek sadece oglan c¢ocuklarinda daha yiiksek hayali yatkinligi
yordamaktadir (B = .43, t = 2.30, p =.02).

Cocuklarin hayali yatkinlklarinin ve ebeveyn tutumlarinin g¢ocuklarin -mis gibi becerilerini
yordayacagi 6ngorilmistir. Cocuklarin telefon ve pandomim gorevlerindeki -mis gibi becerileri birbirleri
ile iliskili olmadigi icin her bir gorev icin ayri ayri modeller olusturulmustur. Coklu regresyon ile test
edilen modellerin her biri ayni degiskenleri icermektedir. ilk adimda, cinsiyet ve yas modele dahil edilip,
ikinci adimda hayali yatkinlik ve ebeveyn tutumlari modele dahil edilmistir. Modellerin ¢ocuklarin (g ayri
gorevdeki -mis gibi becerilerini anlamli sekilde agiklamadigi gortlmistar.
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Tablo 5.
Coklu Regresyon Analizi ve Hayali Yatkinligi Yordayan Degiskenler

Yordanan degisken: Hayali yatkinhk

Yordayici Degiskenler B SH(B) p R
Adim 1: .08
Yas (ay) .01 .01 .45
Cinsiyet -.20 .09 .03
Adim 2: .18
Yas (ay) <.01 .01 .72
Cinsiyet -44 13 .001
Ebeveyn oyun onay davranisi -71 .34 .04
Ebeveyn egitici rol -.20 13 A1
Ebeveyn onay * Cinsiyet .83 .53 12
Ebeveyn egitici * Cinsiyet .43 .19 .02

Tartisma ve Sonug

Bu calismada 3-4 yasindaki ¢ocuklarin hayali yatkinlari, -mis gibi becerileri ve ebeveyn tutumlari
arasindaki iliskinin incelenmesi planlanmistir. Bulgularimiz alanyazindaki ¢alismalarla (6r. Harris, 2020;
Kotaman & Tekin, 2017; Taggart, vd., 2018; 2020) uyumlu olarak 3-4 yasindaki cocuklarin glinlik
hayatlarinda gercekg¢i aktiviteleri, oyunlari, oyuncaklari, dislinceleri tercih etmeye egilimli oldugunu
gostermistir. Ayrica, hayali yatkinlk, -mis gibi beceri ve ebeveyn tutumlari arasinda éngorilen iliskiler
kismi olarak desteklenmistir. Ancak, bu iliskilerin 6ngorilmeyen bir sekilde ¢ocuklarin cinsiyetine gore
farkliliklar gosterdigi tespit edilmistir.

Cocuklarla hayali yatkinliklari Uzerine yaptigimiz milakat, 3-4 yas grubu g¢ocuklarinin gunlik
yasamlarinda daha ¢ok gercgekgi tercihler yaptigini gostermistir. Bu sonu¢ alanyazindaki, okul 6ncesi
donemdeki cocuklarinin gercek aktiviteleri hayali olana tercih ettigine dair bulgular ile 6rtismektedir
(Barnes vd., 2015; Taggart vd., 2018; Weisberg vd., 2013). Ornegin Taggart vd. (2018) 3-6 yas
cocuklarinin cogunlukla gercek aktiviteler sectiklerini ve bu yonelimlerinin yas ile beraber artis
gosterdigini bulmustur. Calismamizda da 3-4 yas c¢ocuklarinin daha c¢ok gercgekgi tercihler yaptig
gbzlenmis olsa da yasla beraber bir artis gdzlenmemistir. Bunun sebebi ¢calismamizdaki 6rneklemin daha
dar bir yas araligini kapsamasi olabilir. Ancak bu calismada, dnceki ¢alismalardan farkl olarak, bu
dénemdeki ¢ocuklarinin glinliik yasam tercihlerinin cinsiyete bagl olarak farklilik gosterdigi
bulunmustur. Ornegin, calismadaki 3-4 yasindaki oglan cocuklarinin giinlik hayatlarinda tercihleri
cogunlukla gercekci iken vyasit kiz cocuklarinin gercek¢i ve hayali tercihleri birbirinden
farkhlasmamaktadir. Ancak kiz ¢cocuklarinin oglan ¢ocuklardan daha fazla hayali tercih yaptiklari ve buna
bagh olarak da hayali yatkinlik puanlarinin oglan cocuklarindan daha fazla oldugu gorilmastir.
Ebeveynlerin yanitlari incelendiginde ise ¢ocuklarin (oglan gocuklarinin oyun tercihleri haricinde) glinliik
tercihleri ile ebeveyn yanitlarinin uyustugu goriilmektedir. Alanyazindaki ¢alismalarda da bu bulgumuzu
destekler nitelikte cocuklarin oyunlarinda cinsiyet farklari gériilmastiir. Ornegin, Carlson ve Taylor (2005)
yaptiklari calismada okul 6ncesi dénemdeki kiz cocuklarinin oglan ¢ocuklarindan daha sik hayali arkadasa
sahip oldugunu ve hayali 6zelliklere sahip oyuncaklari (6r. parmak kukla) daha c¢ok tercih ettigini
gostermistir. Calismamizdaki 3-4 yasindaki kiz gcocuklarinin yasit oglan ¢ocuklarina kiyasla daha ¢ok hayali
yanitlar vermeleri ve hayale daha yatkin olmalari alanyazindaki cinsiyet farki bulgulariyla uyumludur.

Calismadaki ¢cocuklarin tercihlerini inceledigimizde ise katilimci gocuklarin hikaye kitabi kategorisinde
gercekei yanitlardansa daha ¢ok hayali icerikli yanitlar verdigi gorilmustir. Cizgi film kategorisinde ise
gercekgi ve hayali yanitlar birbirinden farklilasmamistir. Gergek temelli hayali icerikli yanitlar ve fantastik
icerikli yanitlar diger kategorilerde farklilasmazken cizgi film kategorisinde cocuklarin gercek temelli
hayali iceriklerden ziyade daha ¢ok fantastik icerige sahip cizgi filmleri tercih ettigi gorilmistir. Bu
bulgular, yakin zamanda yiritiilen laboratuvar temelli gérevlerde goérilen okul dncesi donem ¢ocuklarin
aslinda gergekci medya urinlerini tercih ettigine dair bulgular ile ¢elismektedir (6r. kitaplar icin Barnes
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vd. 2015). Bu geliski, calismamiz ile 6nceki ¢alismalar arasindaki yontemsel farkhiliklardan kaynaklaniyor
olabilir. Calismamizda gocuklardan giinliik aliskanhklarini veya geriye yonelik olarak etkilesime gectikleri
kitaplari géz 6niline alarak en sevdikleri kitabi belirtmesi istenmistir. Cocuklara hitap eden hikaye
kitaplarinin (6r. Moss & Newton, 2002; Tascl, 2019) ve ¢izgi filmlerin (6r. Kogak & Goktas, 2020; Taggart
vd., 2019) yogun bir sekilde fantastik icerige sahip olduguna dair bulgular géz 6nine alindiginda,
calismamizdaki ¢ocuklar tercihlerinde hayali igerikli hikaye kitaplarini ve ¢izgi filmleri baz alarak
yanitlarinda daha fazla hayali igerik belirtmis olabilirler. Okul dncesi ¢ocuklarin gergekgi kitaplari daha
¢ok tercih ettigine dair bulgularda ise (6rn., Barnes vd., 2015; Weisberg vd., 2013), ¢ocuklardan ¢alisma
esnasinda birbirinin alternatifi olan gergek veya hayali igerikli kitaplardan birini tercih etmesi
istenmektedir. Dolayisiyla ¢alismamizdaki ¢ocuklar milakat esnasinda tercihlerini belirtirken ginliik
yasamlarinda gergekgi icerige sahip hikaye kitaplari ve gizgi filmlerin gérece az olmasindan kaynakli
olarak daha ¢ok hayali icerige sahip yanitlar vermis olabilir. Diger yandan bu Uriinlerin gercek disi
iceriginden dolayi bu Grlnler ¢ocuklarin ilgisini daha ¢ok ¢ekiyor ve ¢ocuklar tarafindan daha ¢ok tercih
ediliyor olabilir (Hopkins & Weisberg, 2017). Ancak hikaye ve ¢izgi film tercihleri disinda ¢ocuklarin diger
yanitlarinda tutarl sekilde gergekgi yonelim gosterdigi goriilmektedir.

Arastirmamizda, alanyazindaki bulgularla tutarli sekilde (Gleason, 2005; Lindsey & Colwell, 2013), 3-4
yasinda kiz gocugu olan ebeveynler, oglan ¢ocugu olan ebeveynlere kiyasla ¢ocuklarinin daha ¢ok -mis
gibi oyunlar oynadigini belirtmistir. Calismamizdaki kiz cocuklari da oglan ¢ocuklarina kiyasla pandomim
gorevinde belirtilen eylemi daha fazla hayali 6geler kullanarak goéstermis, serbest oyunda -mis gibi oyuna
daha c¢ok zaman ayirmis ve ginlik hayatlarindaki sorularda daha fazla hayali igerikli tercihler
yapmislardir.

Ayrica ebeveynler -mis gibi oyunlari cogunlukla egiticiden ziyade sosyallestirici ve eglendirici; kuralli
oyunlari egitici ve fiziksel oyunlar ise egiticiden ziyade eglenceli olarak gérmektedir. Alanyazindaki
calismalarda okul 6ncesi donemde akranlar arasinda siklikla oynanan -mis gibi oyunun (6r. evcilik)
cocuklar tarafindan eglenceli gorilmesi (Lillard, 2015) g6z 6niinde bulunduruldugunda ebeveynlerin de -
mis gibi oyunu eglenceli olarak belirtmesi sasirtici degildir. Ancak, ebeveynlerin li¢te birinden daha
fazlasi -mis gibi oyunu egitici olarak da gormektedir. Bati toplumlarinda yapilan calismalarda da,
ebeveynlerin -mis gibi oyunun cocuklarinin gelisimini destekledigini dusindikleri gorilmistir (or.
Parmar, Harkness & Super, 2004). Bu beklentileri destekleyen sekilde fantastik icerikli -mis gibi oyunlarin
da oOzellikle orta sosyo-ekonomik duruma sahip ailelerin gocuklarinin bilissel gelisimini (6r. yonetici
islevler) destekledigi gorilmistiur (Thibodeau-Nielsen, Gilpin, Nancarrow, Pierucci & Brown, 2020).
Benzer sekilde, hayali etkilesimlerin ¢ocuklarin 6grenme siireglerini de olumlu ydnde etkiledigini
goésteren calismalar mevcuttur. Ornegin, Weisberg ve digerleri (2015) yaptiklari calismada fantastik
hikayeler ile kelime 6grenen okul 6ncesi donemdeki cocuklarin gergekei baglamda 6grenen yasitlarindan
daha ¢ok kelime 6grendigini gostermistir. Bu ylzden calismamizdaki bir kisim ebeveynin -mis gibi
oyunda egitici islev affetmeleri, fantastik icerigin okul 6ncesi donemdeki cocuklarin gelisimlerine daha iyi
geldigini diisinmelerinden kaynaklaniyor olabilir.

Calismamizda ebeveynlerin, ¢ocuklarinin -mis gibi oyun davranisina dair tutumlarinin gocuklarin
hayali yatkinliklariyla iliskili olmasi beklenmistir. Onceki ¢alismalar ile tutarli olarak (8r. Haight, Parke ve
Black, 1997), simdiki calismada da -mis gibi oyunlara daha onaylayici yaklasan ailelerin okul 6ncesi
donemdeki cocuklarinin hayale daha yatkin oldugu gorilmistir. Ayrica ebeveyn tutumlarinin ¢ocuklarin
cinsiyet ile etkilesiminin ¢ocuklarin hayali yatkinhgini yordadigi gorilmistir. -Mis gibi oyunu egitici
gormek, oglan ¢ocuklarinin hayali yatkinliklarinda bir artisla iliskili olurken kiz cocuklarinda bdyle bir artis
gorilmemistir. Ebeveynler -mis gibi oyunu egitici yani gocuklari i¢in daha gelistirici gérdikce ¢ocuklarinin
oyun harici diger -mis gibi aktivitelerini de tesvik ediyor olabilirler. Ornegin, -mis gibi oyunu onaylayan
ve/ya onu egitici goren bir ebeveyn, cocugunun hayali icerikli hikaye kitaplarini okumasini isteyebilir.
Dolayisiyla ailenin
-mis gibi oyuna karsi olumlu tutumlari ¢ocuklarinin hayale daha yatkin olmasini sagliyor olabilir.
Gozlemlenen cinsiyete bagli farkhlik ise su sekilde aciklanabilir: Hem ¢alismamiz hem de alanyazindaki
bulgular ebeveynlerin oglan c¢ocuklarinin daha az -mis gibi yaptigini dislindiglinii gdstermektedir
(Gleason 2005; Jones & Glenn, 1991). Bu yiizden, galismamizda -mis gibi oyunu egitici géren oglan
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¢ocugu olan ebeveynler, cocuklarinin hayali igeriklerle etkilesime gecmesini daha fazla desteklemis
olabilir. Buna bagh olarak da bu gocuklarin hayali yatkinlhklarinda diger oglan ve kiz cocuklarina nazaran
bir artis gozlenmis olabilir. Egitici gérmenin kiz g¢ocuklarin hayali yatkinhginda bir artigla iliskili
olmamasinin nedeni ise ebeveynlerin hali hazirda kiz cocuklarinin daha ¢ok hayali oyunlar oynadigini
diisinmeleri, desteklemeleri ve kiz ¢ocuklarinin da hayali oyunu oglan ¢ocuklarina kiyasla daha fazla
oynamalarindan kaynaklanmis olabilir.

Calismada 3-4 yasindaki cocuklarin -mig gibi becerilerinin hayali yatkinlklari ve ebeveyn tutumlari
tarafindan yordanmasi beklenmekteydi. Bu dogrultuda, Orneklemdeki g¢ocuklarin -mis gibi
davranislarindaki sembolik temsil seviyeleri (6rn., taklit davranisinda uzvu nesne yerine kullanmak veya
hayali nesne kullanmak), sosyal etkilesim iceren -mis gibi becerileri (hayali bir kisi ile telefonda
konusurmus gibi yapmak), serbest oyunlarinda kendiliklerinden -mis gibi oyun oynama sireleri ve bu
oyunlarindaki hayal giicti seviyeleri olclilmistir. Ancak hipotezimizden farkh olarak cocuklarin hayali
yatkinliklari ve ebeveyn tutumlari, ¢cocuklarin -mis gibi becerisini yordamamistir. -Mis gibi oyunun
kiltirden bagimsiz bir sekilde iki yasindan itibaren goriilmeye baslandigi ve ebeveynler tarafindan
desteklenmese bile gocuklarin -mis gibi yapmaya basladiklari dustnilmektedir (Danzinger, 2006;
Gaskins, 1999; Lillard, Pinkham & Smith, 2011). Ornegin, Carlson, Taylor ve Levin (1998) -mis gibi oyuna
karsi olumsuz tutumlari olan topluluklardaki ¢ocuklarin oyun temalarinin daha gergekgi oldugunu ancak
buna ragmen cocuklarin negatif 6nyargisi olmayan topluluklardaki cocuklar kadar -mis gibi oyun
oynayabildigini gostermistir. Bu ylzden ebeveynlerin ¢ocugun -mis gibi oyununa dair tutumlari ve
cocuklarin hayali yatkinhklari ¢ocugun -mis gibi becerilerinden ziyade oyunlarinin igerigini etkiliyor
olabilir. Bu yiizden, ¢calismamizda hayali yatkinlik ve ebeveyn tutumlari 3-4 yasindaki ¢ocuklarin -mis gibi
becerilerini yordamamis olabilir. Gelecekteki galismalar ¢ocuklarin -mis gibi oyun igerikleri ile hayali
yatkinlik ve ebeveyn tutumlari ile iligkisini daha detayli inceleyebilirler.

Kisithliklar ve Oneriler

Bu calismanin bazi kisithliklari bulunmaktadir. Calismamizda hayali yatkinhgi 6lgmek icin cocuklarla
miilakat yéntemi kullaniimistir. Onceden de belirtmis oldugumuz {izere ¢ocuklarla miilakat yénetimiyle
Olgtigimiz hayali yatkinhk bulgulari ile davranissal yontemlerle 6lglilen hayali yatkinlik bulgulari
arasinda birtakim farkliliklar bulunmaktadir (Barnes vd.,2015). Fakat cocuklarin hayali yatkinliklarini
mulakat yontemiyle 6lgen galismalar, simdiki calismayi destekler nitelikte bulgulara sahiptir (Bunce &
Woolley, 2021; Taylor & Carlson, 1997). Dolayisiyla miilakat ve davranigsal yontemde goriilen farkhhklar
mulakat yonteminin sinirhligindan ziyade bu iki 6l¢limiin degindikleri noktanin farkli olmasindan olabilir.
Milakat yonteminde ¢ocuklardan kendilerinin en sevdigi seyleri segmesi istenirken, davranigsal
yontemlerde secgenekler sunulup tercihleri incelenmektedir. Gelecek ¢alismalarda iki yontemin de bir
arada kullanilmasi 6lgim yontemlerinin karsilastiriimasi ve gocuklarin tercihleriyle ilgili daha genis
perspektiften bilgi sahibi olma agisindan 6nemlidir.

Simdiki calismada, 3-4 yasindaki cocuklar gunliik hayatlarindaki oyun, aktivite ve uyku 6ncesi
diisiincelerinde ¢ogunlukla gergekgi tercihlerde bulunmustur. Ozellikle medya iiriinlerindeki az sayidaki
gercekgi icerik goz onlne alindiginda (6r. Taggart vd., 2019; Tasci, 2019), okul 6ncesi donemdeki
cocuklar igin Uretilen GrlGnlerde hayali iceriklerin yani sira gercekgi seceneklerin de arttirilmasi gerektigi
dusinilebilir. Bu sayede 3-4 yas grubundaki ¢ocuklarin hayali veya gergekgi ilgi alanlarina uyan iceriklere
ulasabilmesi adina 6nemlidir.

Bunlara ek olarak, ¢alismamizda ¢ocuklarinin hayali yatkinliklarina ve ebeveynlerin -mis gibi oyuna
dair tutum ve onaylarina dair sorular barindiran ebeveyn anketleri de kullanilmistir. Cocuklarin hayali
yatkinlik milakatinda yogunlukla verdikleri gergeke¢i yanitlar dislnildiginde, ilerleyen galismalarda,
ankete ebeveynlerin gergekgi oyunlara dair tutumlarinin eklenmesi ebeveynlerin oyuna yonelik
yaklasimini daha genis bir cercevede anlamamiz agisindan énemlidir. Gelecek ¢alismalarda ebeveynlerin
anket sorularini yanitlamama ihtimaline karsi anket yontemi yerine miilakat yontemi kullanilabilir. Bu
sayede ebeveynlerden daha zengin icerikte bilgi alinmasi saglanabilir.
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Sonug

Sonug olarak bu calismada 3-4 yas cocuklarin hayali yatkinhgi, -mis gibi becerileri ve ebeveyn
tutumlarindaki bireysel farkhliklar ve bunlarin birbirleri arasindaki iliski incelenmistir. 3-4 yas cocuklarin
ginlik yasamlarindaki tercihlerine dair ortaya ¢ikan veriler hem ebeveynlere hem de ¢ocuklar igin icerik
Uretenlere veri sunmasi bakimindan faydalidir. Ayrica, bu ¢alisma, 3-4 yas grubunda, hayali yatkinlk, -
mis gibi beceri ve ebeveyn tutumlarinin iliskisinde ¢ocugun cinsiyetinin 6nemli bir faktér oldugunu
gostermesi bakimindan hem gelecek arastirmalar hem de ebeveynler igin oldukga yol gostericidir.

“Okul Oncesi Dénemdeki Cocuklarin Hayali Yatkinliklari, -Mis gibi Becerileri ve Ebeveyn Tutumlari
Arasindaki iliskiler” baslikh arastirmamizda Yiiksekégretim Kurumlari Bilimsel Arastirma ve Yayin Etigi
Yonergesi'nde belirtilen arastirma kurallarina uyulmus ve ayni yénergenin ikinci béliminde (“Bilimsel
Arastirma ve Yayin Etigine Aykiri Eylemler”) belirtilen ihlallerin hicbiri gerceklestirilmemistir.
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Kategoriler:
(Categories)

Ek
(Appendix)
Cocuk ve Ebeveyn Sorulari

(Child and Parent Questions)

Cocuk Sorulari
(Child Questions)

Oyun:
(Game)

En sevdigin oyun nedir?

(What is your favorite game?)

(6r. gercekgi: “saklambac”, gercek temelli -mis gibi: “annecilik”, fantastik: “cilek
kizcihk”)

(e.g., real: “hide and seek”, reality based pretend: “motherhood”, fantasy-based
pretend: “pretending to be Strawberry girl”)

Oyuncak:
(Toy)

En sevdigin oyuncagin nedir?

(What is your favorite toy?)

(or. gergekgi: “top”, gercek temelli -mis gibi: “Barbie”, fantastik: “Simsek
McQuenn”)

(e.g., real: “ball”, reality based pretend: “Barbie”, fantasy-based pretend:
“Lightning McQueen”)

Hikaye:
(Storybook)

En sevdigin hikaye nedir?

(What is your favorite storybook?)

(or. gergekgi: “Boyama hikayeleri”, gercek temelli -mis gibi: “Ayinin hikayesi”,
fantastik: “Peter Pan”)

(e.g., real: “Coloring stories”, reality based pretend: “a story of a bear”, fantasy-
based pretend: “Peter Pan”)

Cizgi film:
(Cartoon)

En sevdigin cizgi film nedir?

(What is your favorite cartoon?)

(6r. gercekgi: “Pepe”, gercek temelli -mis gibi: “Kagit adam”, fantastik: “Scooby
Doo”)

(e.qg., real: “Pepe”, reality based pretend: “Paper man”, fantasy-based pretend:
“Scooby Doo”)

Tek Aktivite:
(Activity alone)

Tek basinayken en ¢ok ne yapmayi seviyorsun?

(What do you like to do the most when you are alone?)

(6r. gercekgi: “bisiklet”, gercek temelli -mis gibi: “sakadan yemek yapmak”,
fantastik: “Hello Kitty’mis gibi yapmak”)

(e.g., real: “bicycle”, reality based pretend: “pretending eating a meal”, fantasy-
based pretend: “preteding to be Hello Kitty”)

Aktivite arkadaslar:

Arkadaslarinla en cok ne yapmayi seviyorsun?

(What do you like to do the most when you are with your friends?)

(6r. gercekgi: “yapboz”, gercek temelli -mis gibi: “evcilik”, fantastik: “Ninja
Kaplumbagacilik”)

(Activity friends) (e.g., real: “puzzle”, reality based pretend: “playing house”, fantasy-based
pretend: “pretending to be Ninja Turtles”)
Uykuya dalmadan 6nce neler diistinmekten hoslanirsin?
Uyku 6ncesi (What do you like to think before falling asleep ?)
daslndlenler: (6r. gergekgi: “okula gitmeyi”, gercek temelli -mis gibi: “kuzulari saymak”,
(Thoughts before fantastik: “Mickey Mouse’un yasadigi yerde oldugumu diisiinmek”)
sleep) (e.g., real: “going to school”, reality based pretend: “counting sheep”, fantasy-
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based pretend: “thinking | am living where Mickey Mouse lives”)

Kategoriler: Ebeveyn Sorulari

(Categories) (Parents Questions)

Oyun: Cocugunuzun en sevdigi oyun nedir?

(Game) (What is your child’s favorite game?)

Oyuncak: Cocugunuzun en sevdigi oyuncak nedir?

(Toy) (What is your child’s favorite toy?)

Hikaye: Cocugunuzun en sevdigi hikaye/ masal/ kitap/ nedir?
(Storybook) (What is your child’s favorite story/tail/book?)

Cizgi film: Cocugunuzun en sevdigi ¢izgi film nedir?

(Cartoon) (What is your child’s favorite cartoon?)

Televizyon programlari Cocugunuzun en sevdigi televizyon programi nedir?
(Television shows) (What is your child’s favorite television series?)
internetten izlenen programlar Cocugunuzun internetten izledigi programlari nelerdir?
(Shows watched online) (What is your child’s favorite show watched online?)
internetten izlenen gizgi filmler Cocugunuzun internetten izledigi ¢izgi filmler nelerdir?
(Cartoons watched online) (What is your child’s favorite cartoon watched online ?)
Bilgisayar oyunlari Cocugunuzun en sevdigi bilgisayar oyunlari nelerdir?
(Computer games) (What is your child’s favorite computer game?)
Telefon/tablet oyunlar Cocugunuzun en sevdigi telefon (veya tablet) oyunlari nelerdir?
(Telephone/tablet games) (What is your child’s favorite telephone/tablet game?)
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