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In this study, Digital Game Addiction Tendencies (DGAT) and Social Problem-Solving
Skills (WSPS) of 5-6-year-old children were examined based on the views of children and
their parents. The study was conducted with the participation of 290 children in preschool
education institutions in Karabiik province and their parents. The participants administered
DGAT and WSPS. The validity and reliability of the scales were tested by confirmatory
factor analysis. Descriptive statistical techniques such as standard deviation, mean and
multivariate statistical techniques such as t-test, ANOVA and effect size were used to
analyses the data. The findings showed that children's tendency to play digital games and
social problem-solving skills were at a moderate level. Gender and parental education level
create significant differences in children's tendency to play digital games. The relationship
between children's tendency to play digital games and their social problem-solving skills
was negative and weak. In addition, the increase in children's tendency to play digital
games decreased their social problem-solving skills. It is suggested that families should
beware of children's digital games, and parents and children could determine the playing
time and content together.

5-6 Yas Cocuklarin Dijital Oyun Bagimlilig1 Egilimleri ile Sosyal Problem C6zme
Becerileri Arasindaki Iliskinin Cesitli Degiskenlere Gore Incelenmesi
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Bu aragtirmada, 5-6 yas cocuklarin Dijital Oyun Oynama egilimleri ile Sosyal Problem
Cozme Becerileri ¢ocuklarin ve ebeveynlerinin goriislerine dayali olarak incelenmistir.
Arastirma, Karabiik ilinde yer alan okul 6ncesi egitim kurumlarmnda dgrenim goren 290
¢ocuk ve bu ¢ocuklarin ebeveynlerinin katilimiyla yiiriitiilmiistiir. Katiimcilara Dijital Oyun
Bagimlihigi Egilimi (DOBE) Olgegi ve Wally Sosyal Problem Cozme Testi (WSPQ)
uygulanmigtir. Olgeklerin gegerlik ve giivenirlikleri dogrulayici faktér analizi ile test
edilmistir. Verilerin analizinde standart sapma, aritmetik ortalama gibi betimsel istatistikler
teknikler ve t-testi ANOVA, etki biiyiikliigii gibi ¢ok degiskenli istatistiksel teknikler
kullanilmusgtir. Bulgular, ¢ocuklarin dijital oyun oynama egilimleri ve sosyal problem ¢ézme
becerilerinin orta diizeyde oldugunu gostermistir. Cinsiyet ve anne-baba 6grenim durumu
¢ocuklarin dijital oyun oynama egilimleri iizerinde anlamli farkliliklar olusturmaktadir.
Cocuklarin dijital oyun oynama egilimleri ile sosyal problem ¢6zebilme yetenekleri
arasindaki iliskinin negatif ve zayif yonde oldugu sonucuna ulagilmustir. Ayrica ¢ocuklarin
dijital oyun oynama egilimlerinin artmasi, sosyal problem ¢6zme becerilerini azaltmuistir.
Ailelerin ¢ocuklarin dijital oyun oynamalar1 konusunda daha dikkatli olmalari, oynama
siiresi ve igeriklerini beraber se¢meleri ve kontrol etmeleri 6nerilebilir.
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1. Giris

Oyun, bir ¢ocugun o6grenim ve gelisim yolculugunun
vazgecilmez bir aracidir. Cocuk, oyun sirasinda eglenerek
verimli bir vakit gecirdigi gibi aynm1 zamanda Ogrenme
gerceklestirir.  Cocuklar  oyun
uistlendikleri roller aracihigiyla giinlitk yasama dair
deneyim kazanir (Marsell, 2009). Oyun bir ¢ocuk igin
yemek, igmek, uyumak kadar énemli bir ihtiya¢ olmakla
birlikte ¢ocugun fiziksel, sosyal, bilissel, duyussal, ruhsal
ve 6zbakim yetkinlikleri alaninda da gelisimini saglamaya
yardimcr olmaktadir (Arkun Kocadere, 2019; Giilhan,
2012). Oyun oynayan c¢ocuklar oyun sirasinda iletisim
ihtiyact duyarlar. Bu da ¢ocuklarin sosyal
yetkinliklerini gelistirir. Ancak 21. yy’da internet ve djjital

eylemini sirasinda

kurma

arag kullaniminin siklikla arttig1 ve bireylerin giinliik hayat
ile ilgili tiim is ve islemlerini dijital yollarla sagladiklar:
(Bozkurt, wvd., 2021; Castells, 2010).
Teknoloji kullanimu ile giinlitk yasamda goriilen degisim,
¢ocuklarin oyun anlayisini da degistirmistir. Bahgede ya da

goriilmektedir

sokakta top, ip, su ve camur ile oynanan geleneksel oyunlar
yerini tablet, telefon, oyun konsolu gibi araglarla oynan
dijital oyunlara birakmistir (Ceylaner ve Yanpar Yelken,
2017). Rapeepisarn vd. (2008), dijital oyun tiirlerini aksiyon,
macera, doviis ve egitici oyun seklinde ifade etmektedir
(akt. Karademir Coskun ve Filiz, 2019). Cocuklarmn dijital
ara¢ kullanimi ve dijital oyun oynamada 6nemli bir kriter
olan ekran siiresi, yaslarma uygun smirlarin {izerinde
gerceklesmektedir. Yapilan arastirmalar, ¢ocuklarin
Onerilen ekran siiresinden daha uzun siire ekrana maruz
kaldigini ortaya koymaktadir (Istkoglu ve digerleri, 2019).
Ozellikle ekran siiresinin dikkate alindig1 calismalarda,
¢ocuklarin dijital araglarla dnerilen siireden ¢ok daha fazla
zaman gegirdigi belirlenmistir. Bektas (2018) ¢alismasinda,
¢ocuklarin dijital oyunlarda uzun siire vakit gecirmesinin
bagimhiliga yol acabilecegini vurgulamaktadir. Benzer
sekilde, arastirmalar ¢ocukluk doénemindeki problemli
daha dijital oyun
oynamasina neden olabilecegini gostermektedir (Anderson
ve Dill, 2000). Ozellikle 0-8 yas araliginda problemli
davraniglar sergileyen cocuklarin, dijital oyunlara daha
fazla yoneldigi diistintilmektedir (Rideout, 2017). Ayrica,

davraniglarin, ¢ocuklarin fazla

dijital araglarla oyun oynama egilimi ile problemli
davraniglar arasindaki iligkileri ele alan aragtirmalar,
dijital
oyunlarla gecirilen siireyle dogru orantili oldugunu ortaya
koymaktadir (Rideout, 2017). Bu bulgular, dijital oyun
kullanim siiresinin yalnizca bagimlilik degil, ayni zamanda
¢ocuklarin sosyal ve duygusal gelisimi iizerinde de
belirleyici bir faktor olabilecegini gostermektedir.

cocukluk donemi davranis bozukluklarinin

Cocuklarin dijital araglara kolaylikla erisim saglamalar1 ve
dijital oyun oynama siirelerinin fazla olmas: ““dijital oyun
bagimliligr” kavramini ortaya gikarmistir (Bircan ve Oner,
2022). “'Dijital bagimlilik”” kavramini arastirmacilar farkli
sekillerde tanimlamiglardir. Horzum (2011)’a gore dijital
oyun bagimlilig1 bireyin giinliik hayatta diger aktiviteler

yerine teknolojik araglar vasitasiyla oynanan oyunlar

tercih etmesi, yapmasi gereken gorevi yapmayarak dijital
oyunlar ile zamanin gegirmesidir. Cocuklarin hayatlarina
dijitallesmenin entegre olmaya basladig1 yillardan itibaren
dijital diinya, ¢ocuklara tamamen erisilebilir hale gelmistir.
19801i yillarda bazi ¢ocuklarin ve genglerin asir1 oyun
oynama
birlikte oyun bagimlilig1 tizerine arastirmalar yapilmaya
baglamistir. 2000'li yillarda da internetin yayginlasmasiyla
birlikte ¢evrimigi oyunlarin erisilebilirligi artmis, bu da
oyun bagimlilig daha da
yayginlastirmistir (Sengiil ve Biiber, 2016). Erken ¢ocukluk
doneminde dijital araglarin kullanimu ile ilgili ebeveynlerin

aligkanliklar1  gozlemlenmeye baglanmasiyla

konusundaki c¢aligmalar:

bilinglenmesi  i¢in pek ¢ok kurum = Onerilerde
bulunmaktadir. Ornegin; Saglik Bakanligi teknoloji
bagimhiligi, dijital oyun bagmmliligi, dijital araglarin

kullanimu ile ilgili kamu spotu vb. ¢alismalarla bu konuda
onlem almaya c¢ahsmaktadir. Yesilay (2021),
cocukluk c¢agindaki ¢ocuklarin ekrana fazla maruz
kalmamalarini tavsiye etmistir. Bu durumu 6zetlersek, 5-6
yas grubu olarak bahsedilen okul o&ncesi dénemindeki

erken

cocuklarin dijital oyunlarla gegirdikleri siirenin artmasi ile
“dijital oyun bagimliligr’” olarak adlandirilan yeni bir
bagimhlik  tiirlinin  ortaya
bahsedebiliriz (Ayas, 2012).

¢kmis  oldugundan

Oyun oynarken c¢ocuklarin birbirleriyle etkilesimleri,
sosyal yetkinliklerinin baglamasina ya da gelismesine firsat
saglamaktadir. Sosyal problem ¢6zme kuraminin onciisii
olan D’Zurilla ve Goldfried (1971), sosyal problem ¢6zmeyi
‘karsilagilan herhangi bir probleme yonelik etkili bir yola
basvurarak segenek olusturup, bunlarin arasindan en
uygun olanini se¢gme davranis: sirasinda bireyde meydana
gelen bilissel ve duyussal siire¢’ olarak tamimlamaktadir.
Yaban ve Yiikselen (2007) ise sosyal problem ¢6zme
kavramini kendi duygularini ifade ederek dogru bir
bicimde kars1 tarafa aktarip, dis gevre ile iletisim kurma
yeteneginin gelismesi olarak ifade eder. Bu calismada ise
sosyal problem c¢6zebilme yetisi; okul oncesi dénemde
bulunan ¢ocuklarin yasitlariyla iletisimi baslatabilme ve
kurabilme durumu ya da bir probleme ¢6ziim bulabilme
yetenegi olarak tanimlanabilir. Bebeklik, okul &ncesi ve ilk
cocukluk déneminde sosyal yetenegin kazanilmasi hayati
oneme sahiptir. Bu donem igerisindeki ¢ocuklar herhangi
bir problem durumunda olumsuz davranis yerine olumlu
davraniglar ile problemi ¢ozmeye c¢alisirsa bu durum
‘olumlu sosyal davranis gostermesi’ olarak ifade edilir
(Berk, 2013). Trentacosta ve Fine (2010), sosyal yetkinlikleri
daha genis bir cercevede ele alarak sosyal yetkinlik
kavrammi “‘davranislarin ¢evresindeki bireyleri nasil
etkilediginin farkina vararak bagkalarimn
duyarliik  gostermesi”  seklinde
Problemli davranislar ve sosyal yetkinliklerin neler oldugu
belirlenmeden 6nce ¢ocugun yasantisinda yer alan gevresel
faktorlerin de dikkate alinmasi gerekmektedir.

ihtiyacina
tanimlamaktadar.

Okul 6ncesi dénemde yapilan arastirmalar incelendiginde;
akademik basarimnin diisiik olmasi, uyku sorunlari, dikkat
siiresinin azalmasi, davramgsal sorunlar, saldirganlik,
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siddet, diisiik 6z benlik, iletisim kuramama, sosyal beceri
eksikligi, problem ¢6zme yetenegi, fiziki rahatsizlik gibi
durumlarin djjital ara¢ kullanimimin bilingsiz ve fazla
kullanilmas1 sonucunda ortaya ¢iktigr goriilmektedir
(Sahin ve Goziin Kahraman, 2021). Cocuklar {izerinde
yarattig1 tiim bu olumsuz sonuglara ragmen, dijital oyunlar
okul Oncesi donemindeki ¢ocuklar igin bir eglence ve
zaman siklikla  kullanildig:
diistintilmektedir (Basaran ve Kilingarslan, 2021). Aslinda
dijital oyunlar verimli bir sekilde kullanildiginda gocuklar
lizerinde etkiler biraktigi  Dbelirtilmektedir
(Coskunalp, 2022). Ancak dijital araglarin uzun stireli ve
bilingsizce kullanimindan kaynakl dijital oyun bagimlilig,
kisinin basta sosyal yasami olmak tizere hayatinin pek ¢ok
alanini etkilemektedir (Griffiths, 2010). Omegin; ¢ocuklar
dijital oyunlardan gercek diinyaya dondiiklerinde sosyal,
duygusal ve ruhsal olarak bazi problemler yasamaktadir.
Dijital oyunlar ile gegirilen siire ve dijital oyunlarin igerigi
¢ocuklarin karakter gelisimine ve sosyal yasamina olumsuz
yonde etki ettigi saptanmistir (Anderson ve Dill, 2000). Bu

gecirme aract olarak

olumlu

yoniiyle ailelere ve egitimcilere bu konuda biiyiik gorevler
distiigii ifade edilmistir (Nieuwboer vd., 2013). Bu
baglamda bagimmliliga neden olan ve
artmasina yonelik saptanan degiskenlerin tespit edilmesi
ve okul 6ncesi donemindeki ¢ocuklara yonelik 6nlemlerin
alimmasi amaciyla bu konu kritik bir 6neme sahip oldugu
belirtilmigtir (Kuss ve Griffiths, 2012).

bagimliligin

Dijital oyun bagimlilig1 egilimleri ve sosyal problem ¢6zme
becerilerini etkileyen faktorleri inceleyen calismalarda,
genellikle cinsiyet ve okul oncesi egitim siiresi gibi
degiskenler 6n plana ¢ikmaktadir. Arastirmalar cinsiyetin
¢ocuklarin dijital oyun bagimlilig1 {izerinde 6nemli bir
etken oldugunu ortaya koymaktadir (Akcay ve Ozcebe,
2012; Rideout, 2017). Ayni sekilde cinsiyetin sosyal
problem ¢bzme becerilerini etkileyen faktorlerden biri
olduguna isaret eden c¢alismalar da mevcuttur (Hopmeyer
ve Asher, 1997; Kapikiran vd., 2006). Alan yazinda, sosyal
problem ¢dzme becerisinin okul dncesi kurum tiiriine gore
incelendigi arastirmalarin sayisinin oldukg¢a az oldugu
goriilmektedir. Bu arastirmalardan birisi Altay ve Giire'nin
2012 yilinda gergeklestirdigi ¢alismadir. Calismada, 6zel
okul 6ncesi egitim kurumuna giden ¢ocuklarin, resmi okul
oncesi egitim kurumuna devam eden ¢ocuklara kiyasla
karst daha saldirgan davranis
sergiledikleri bulunmustur. Ayrica okul 6ncesi donemde
sosyal becerilerin gelisiminde, ¢ocugun ailesi ve
akranlariyla kurdugu iliskilerde, oyun ve egitim
kurumlarinin biiyiik bir rolii vardir (Giilay ve Akman,
2009). Aile ortami da c¢ocugun gelecekteki yetiskinlik
ozelliklerini ve davramiglarini sekillendiren 6nemli bir
faktordiir. Bu nedenle anne-baba egitim diizeyi diisiik olan
ve sagliksiz bir aile ortaminda yetisen ¢ocuklar, bilgisayar
oyunu bagimhilig: gibi risklere agik olabilirler (Karacaoglu,
2019).

akranlarina fazla

Alan yazinda yapilan arastirmalar incelendiginde; dijital
oyun bagimliligi ile sosyal egilim arasindaki iliskiyi ele alan

calismalarm  oldugu goriilmektedir (Aksel, 2018;
Hosokawa ve Katsura, 2018, Young, 2009). Cocukluk
déneminde dijital oyun ile daha ¢ok zaman gegirme ve
dijital konusunda yapilan
arastirmalarin sayisi giderek artmaktadir. Merdin (2017),
¢ocuklarin djjital oyun oynama sikliklarini; Sapsaglam

oyun oynama egilimleri

(2018), cocuklarin oyunla ilgili tercihlerini belirlemeye
yonelik aragtirmalar yapmistir. Unsal (2019), cocuklarm
dijital oyun oynamalarini; Hazar vd. (2016) ailelerin dijjital
oyun ile ilgili goriislerini incelemistir. Ik ¢ocuklukta ve
ergenlik c¢agmnda olan c¢ocuklarin dijital araclarla
etkilesimlerini (Ataman-Yengin, 2019; Goziim ve Kandir,
2020; Horzum, 2011) ve dijital oyunlarin ve teknolojik
cihazlarin ¢ocuklarin gelisimlerine yonelik etkilerini
inceleyen cesitli aragtirmalar yapilmistir (Budak, 2020;
Esmeray, 2022; Unsal, 2019). Ancak okul &ncesi déneminde
yapilan arastirmalar incelendiginde problem
¢6zebilme ve dijital bagimlilik kavramlariyla ilgili yapilan

sosyal

c¢alismalarin az sayida oldugu goriilmektedir. Dijital
bagimlilik, okul 6ncesi dénemindeki ¢ocuklar icin yeni bir
kavram olarak karsimiza ¢ikmakta (Istkoglu ve digerleri,
2021) ve sosyal yetenekler ile aralarindaki iliski alan yazina
katki saglamistir (Oner, 2020).

Alan yazin incelendiginde, 5-6 yas dénemde dijital arag
kullanimiyla ilgili ekran siiresi {izerinde yogunlasildig:
goriilmektedir (Bektas, 2018; Rideout, 2017; Sahin ve
Goziin Kahraman, 2021). Bu ¢alismanin ise dijital oyun
bagimliligi, ¢ocuklarin sosyal problem ¢6zme yeteneklerini
etkiledigi Ongortiisiiyle alanyazina katki saglayabilecegi
diistiniilmektedir. Ortaya ¢ikan sonugla birlikte gerekli
onlemlerin uzmanlar tarafindan alinmasi ve ebeveynlere
distintilmektedir. Bu
arastirmadan elde edilen sonuglarin giincel hayata etki

yol gosterici nitelikte olacag:
etmesi agisindan Onemli oldugu diistiniilmektedir. Bu
baglamda, arastirmada 5-6 yas ¢ocuklarn dijital oyun
bagimlilig1 egilimleri ile sosyal problem ¢ozme yetenekleri
arasindaki iligkinin ortaya konulmasi amaglanmistir. Bu
ana hedefe uygun olarak asagidaki sorulara cevap
aranmuigtir:

1. 5-6 yas ¢ocukluk déneminde ¢ocuklarin dijital oyun
bagimlilig1 egilimleri nasildir?

2. 5-6 yas araligindaki c¢ocuklarin dijital oyun
bagimlilig1 egilimleri cinsiyet, okul dncesi egitim alma
siiresi ve anne-baba egitim diizeyi agisindan anlaml
bir farklilik gostermekte midir?

3. 5-6 yas c¢ocukluk donemin de ¢ocuklarin sosyal
problem ¢dzebilme yetenekleri nasildir?

4. 5-6 yas arahigindaki ¢ocuklarm sosyal problem
¢6zebilme yetenekleri cinsiyet, okul 6ncesi egitim alma
siiresi ve anne-baba egitim diizeyi acisindan anlamli
bir farklilik gostermekte midir?

5. Okul o6ncesi donemindeki ¢ocuklarin dijital oyun
oynama egilimleri ile sosyal problem ¢6zebilme
yetenekleri arasinda anlamli bir iliski var midir?
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2. Yontem
2.1.Desen

Cocuklarin dijital oyun oynama diizeyleri ile sosyal
problem ¢ozebilme yeteneklerinin gesitli degiskenlere gore
incelendigi arastirmada, nicel arastirma yontemlerinden
iligkisel tarama modeli kullanilmigtir. Boylece birden fazla
degisken arasindaki iligki ve iligkinin varlig1 incelenmistir.

2.2.Calisma Grubu

Arastirma, Karabiik il merkezi ve il¢elerinde bulunan resmi
anaokul ve anasmiflarinda Ogrenim goren c¢ocuklarla
gergeklestirilmistir. Arastirma kapsaminda elde edilen
verilerin evrene genellemesi amacglanmamistir. Bu nedenle
arastirma grubu tercih edilmistir. Arastirma grubu
belirlenirken de uygun 6rnekleme yontemi kullanilmustir.
Uygun oOrnekleme yonteminde zaman, para ve emek
bakimindan kolay ulagilabilir ve uygulama yapilabilir
birimler secilir (Biiyiikoztiirk, 2020). Bu dogrultuda veri
toplam siirecinde 311 g¢ocuga ulasilmus, eksik veri oldugu
tespit edilen 21 ¢ocuktan elde edilen veriler ¢ikarilmistir.
Arastirma grubunda bulunan 6grenciler normal diizeyde
zekaya sahip 6grencilerden olusturulmustur. Herhangi bir
Ozel egitim tanisi, otizm, dehb ve kaynastirma 6grencisi
bulunmamaktadir. Tablo 1’de ¢ocuklarin demografik
ozellikleri hakkinda bilgi verilmistir.

Tablo 1.
Katilimcilara ait demografik ozellikler

Degiskenler Alt Gruplar Frekans %

Cinsiyet Kiz 121 41.7
Erkek 169 58.3

Okul Oncesi Bir yil 176 60.7

Egitime Devam ki yil ve daha fazla 114 39.3

Siiresi
ilkogretim 104 35.9

Anne Ogrenim  Lise 116 40.0

Durumu On lisans 34 11.7
Lisans 32 11.0
Lisanstistii 4 14
ilkogretim 86 29.7

Baba Ogrenim .

Durumu Iilse 100 34.5
On lisans 42 14.5
Lisans 58 20.0
Lisanstistii 4 14

Toplam 290 100

Tablo 1'de goriildugii {izere 121 kiz, 169 erkek g¢ocugu
aragtirmaya katilmistir. Cocuklarn okul o6ncesi egitimi
alma siireleri incelendiginde, okul 6ncesi egitimi bir y1l alan
Ogrenci sayisinin 176, iki yil ve daha fazla alan 6grenci
sayisinin 114 oldugu goriilmektedir. Annelerin %35.9'u
ilkogretim, %401 lise, %11.7’si 6n lisans, %11’i lisans ve
%1.4't1 yliksek lisans babalarin  %29.7’si
ilkogretim, %34.5i lise, %14.5'1 6n lisans, %20’si lisans,

mezunu,

%1.41u yliksek lisans mezunudur. Anne-babanin egitim
diizeyi birlikte degerlendirildiginde
babanin sayisinin lisans mezunu annenin sayisindan fazla
oldugu dikkat cekmektedir.

lisans mezunu

2.3.Islem

Veri toplama araglarmin belirlenen calisma grubuna
uygulanabilmesi i¢in 6ncelikle Etik Kurul onay1 alinmus,
ardindan segilen olgekler yiiz yiize uygulanarak veriler
toplanmistir. Veri toplama siireci, katilimcilarin onamlar
alindiktan sonra titizlikle gerceklestirilmistir.

2.3.1. Etik bildirim

Yapilan bu ¢alismada “Yiiksekogretim Kurumlar: Bilimsel
Arastirma ve Yayn Etigi Yonergesi” kapsaminda uyulmasi
belirtilen tiim kurallara uyulmustur. Yoénergenin ikinci
boliimii olan “Bilimsel Arastirma ve Yayin Etigine Aykiri
Eylemler” bashg1 altinda belirtilen eylemlerden higbiri
gerceklestirilmemistir. Cankir1  Karatekin Universitesi
Sosyal Bilimler Etik Kurulu, 16.11.2021, Etik degerlendirme
belgesi say1 numarasi: 23

2.3.2. Verilerin Toplanmasi

Veri toplama siirecine baglamadan 6nce, 6gretmenler ve
okul yoneticilerine ¢alismanin amaci hakkinda ayrintil
aciklama yapilmus, izin belgeleri gosterilmistir. Ayrica
calismanin cocuklar {izerinde herhangi bir fiziksel veya
psikolojik olumsuz etkisi olmayacagina dair giivence
verilmistir. Ik asamada, arastirmacilar okullara birkag kez
ziyaret gerceklestirmis ve sosyal mesafe kurallarina uygun
olarak c¢ocuklarla vakit gecirmistir. Bu siire¢ hem
¢ocuklarin giiveninin kazanilmasma hem de birbirlerine
alismalarina olanak saglamistir. Calismaya katiim,
tamamen goniilliiliik esasina dayali olarak, ¢ocuklarm
ebeveynlerinin izinleri dogrultusunda gerceklestirilmistir.
Arastirma sirasinda, ¢ocuklar uygun bir odaya tek tek
alinmistir.  Oncelikle 6lcek  hakkinda
yapilmis, ardindan WSPC (Wally Sosyal Problem Cizme
Olgegi) resimleri tek tek gosterilerek dgrencilerin verdikleri
yanitlar sira numarasi ile kagida kaydedilmistir. Her bir
ogrenciden veri toplama siireci yaklasik olarak 20 dakika
siurmistiir. Velilerin doldurmas: i¢in hazirlanan DOBE
(Dijital Oyun Bagimlilig1 Egilimi) Olgegi ise WSPC &lgegiyle
ayni sekilde
numaralandirilmistir. Ayni 6grencinin ailesi tarafindan
doldurulmasimni saglamak amactyla bu sira
numaralandirma yontemi kullanilmistir. DOBE o6lgekleri
Ogretmenlere teslim edilmis ve velilerin doldurmasi
saglanmustir. Birkag¢ giin sonra okullara tekrar gidilerek
doldurulan 6lgekler teslim alinmis ve sira numarasina gore
diizenlenmistir.

bilgilendirme

sistematik siralamada olacak
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2.4.Veri Analizi

Bu asamada oncelikle verilerin normalligi incelenmistir. Arastirmada kullanilan 6lgeklerin ve alt boyutlarinin merkezi

egilim ve dagilim dlciileri Tablo 2’de verilmistir.

Tablo 2.

DOBE ve WSPC dlceklerinin merkezi egilim ve dagilim élgiileri
Olgek-Boyutlar N X S Varyans Carpiklik Basiklik
DOBE 290 52.97 18.27 333.7 .00 -.89
WSPC 290 .70 12 .015 -41 21
Catisma 290 13.48 5.02 25.24 -10 -91
Hayata Yansitma 290 10.34 3.90 15.25 -.02 -1.01
Hayattan Kopma 290 15.05 5.70 32.53 -.08 -90
Siirekli Oynama 290 14.09 4.81 23.22 -14 -90

Not. DOBE: Djjital Oyun Bagimliligi Egilimi, WSPG: Wally Sosyal Problem Cozme Olgegi

Tablo 2 incelendiginde c¢arpiklik degerlerinin DOBE igin
.00, WSPC icin -.41; basiklik degerlerinin DOBE igin -.89,
WSPC igin .21 oldugu goriilmektedir. Carpiklik ve basiklik
degerleri -1.01 ile .00 arasinda deger almis ve normal
dagilim gosterdikleri kabul edilmistir (Biiyiikoztiirk, 2020).
Bu dogrultuda parametrik test teknikleri tercih edilmistir.
Aragtirmanin alt problemleri dogrultusunda iki farkh
degisken arasindaki anlamli farklilik igin t-test, ikiden fazla
bagimsiz degisken arasindaki anlaml farklilik igin Tek
Yonlii ANOVA testi
degerlendirilerek aralarinda anlamli bir farkliik olan
gruplara ¢oklu karsilastirma (post-hoc)
“Levene Testi” yapilmistir. Pearson Korelasyon analizi ile
iki degisken arasindaki iligki incelenmistir.

kullanilmigtir.  Analiz sonucu

testlerinden

2.5.Veri Toplama Araglar
2.5.1. Dijital oyun bagimlilig1 egilimi 6lgegi (DOBE):

Olgek, cocuklardaki dijital oyun oynama egilimlerinin

belirlenmesi ~ amacityla  Budak (2020) tarafindan
gelistirilmistir. Olcek, daha once bircok arastirma
tarafindan uygulanmis ve farkli baglamlarda test

edilmistir. Ornegin, Buyrukoglu vd. (2024), 4-6 yas arast
¢ocuklarin dijital oyun bagimlilig1 egilimleri ile agik alanda
oyun oynama egilimleri arasindaki iliskiyi incelemek igin
DOBE o6lgegini kullanmustir. Ayrica, Aydogdu (2021)
tarafindan yapilan bir bagka ¢alismada, 4-6 yas ¢ocuklarin
dijital oyun bagimliliklarinda biiyiik kardesin etkisi
degerlendirilmis ve yine bu 0Olgek kullanilarak onemli
bulgular elde edilmistir. DOBE, besli likert tipindedir ve 20
maddeden olusmaktadir. Olgegin “Catigma (2., 5., 8., 11. ve
13. madde,
vermedigimde sinirlenir”)”, “Hayattan Kopma (4., 12., 14.,

ornegin “Dijital oyun oynamasma izin

15., 16. ve 17. madde, Ornegin “Dijital oyun oynarken
soylenilenleri duymaz.”)”, “Hayata Yansitma (3., 18., 19. ve
20. madde, 6rnegin “Dijital oyunda 6grendiklerini gercek
hayattaki davranislarina yansitmaktadir.”)” ve “Siirekli
Oynama (1., 6., 7., 9. ve 10. madde, 6rnegin “Giin iginde ¢ok
fazla dijital araclarla oynar.”)”olmak tizere dort alt faktorii
vardir. DOBE'nin Cronbach alfa giivenirlik katsayisi

93'tiir. Bu arastirma kapsaminda oOlgegin gegerlik ve
glivenilirlik ¢alismalar: tekrarlanmistir. Olgegin toplamina
iliskin Cronbach alfa katsayis1 .95’tir. Alt faktorlere ait
Cronbach alfa katsayis1 ise "‘hayata yansitma” .94,
“hayattan kopma’ .92, ““siirekli oynama” .93 ve ““catisma”
.92’dir. DFA ile hesaplanan uyum iyiligi degerleri,
DOBE'nin bu arastirma kapsaminda da gegerli oldugunu
gostermistir [x2/sd=3.14, AGFI=.81, RMSEA=.08, GFI=.85,
RMR=.050, s-RMR=.03, NFI=.98, IFI=.99, CFI=.99].

2.5.2. Wally Sosyal Problem C6zme Testi (WSPC):

Yilmaz (2012) tarafindan Tiirk diline uyarlanan testin
orjinali Spivack ve Shure (1985) tarafindan gelistirilmistir.
Test, cocuklarin sosyal problem ¢ozme yeteneklerini belirlemek
amaciyla kullanilmaktadir. Testin kiz ve erkek ¢ocuklar igin
iki ayr1 formu mevcuttur. Testin igeriginde 15 resim
bulunmaktadir. Bu resimler ¢cocuga gosterilerek bdyle bir
durumla karsilastiginda “Ne Yaparsin?”’ sorusu cocuga
yoneltilir. Cocugun cevabr prososyal olan ve olmayan
davramisa gore puanlanir. Prososyal davranisa 1, prososyal
olmayan davramga 0 puan verilir. Testten alinabilecek en
yiiksek puan 15’tir (Dereli, 2008; Y1lmaz, 2012). Test, bir¢ok
arastirmada ¢ocuklarin sosyal problem ¢dzme becerilerini
degerlendirmek amaciyla kullanilmistir. Yilmaz ve
Tepeli'nin (2013) ¢alismasinda 60-72 aylik ¢ocuklarin sosyal
problem ¢ozme becerilerini incelemek i¢in uygulanmuigtir.
Gokkaya ve arkadaslari (2020) tarafindan yapilan bir bagka
aragtirmada 6zel okul 6ncesi egitim kurumlarina devam
eden Ogrencilerin sosyal becerilerinin belirlenmesi
amaciyla kullanilmistir. Ayrica, Erden ve Yalgin'in (2021)
STEM etkinliklerinin
cocuklarin problem ¢dzme becerileri iizerindeki etkisini
incelemek icin WSPC testi tercih edilmistir. Testin bu

arastirma kapsaminda kullanilmadan once gecerlik ve

aragtirmasinda da okul Oncesi

glvenilirlik analizleri tekrarlanmistir. Bu dogrultuda
Olgegin Kr-20 giivenirlik katsayis1 .71 hesaplanmuistir.
Yapilan arastirmalarda Dereli (2008), Kr-20 giivenirlik
katsayisini .79 olarak hesaplamistir. Sonug olarak, WSPC
testinin bu arastirma icin giivenilir bir test oldugu
saptanmustir. Testin gegerlik calismasi ise Dogrulayici
Faktor Analizi (DFA) ile hesaplanmistir. Testin DFA
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sonucu uyum iyiligi degerleri x2/sd=3.03, AGFI=.85,
RMSEA=.08, GFI=.89, RMR=.18, s-RMR=.08, NFI=.26,
IFI=.34, CFI=.30 seklindedir. Yapilan degerlendirmelere
gore, RMSEA, GFI, AGFI ve s-RMR degerleri iyi diizeyde
uyum gosterirken, x?/sd, RMR, IFI, NFI ve CFI degerleri ise
kabul edilebilir bir uyum seviyesindedir. Bu sonuglar,
Kline (2011) ve Schermelleh-Engel ile Moosbrugger (2003)
tarafindan belirlenen uyum o&lgiitleriyle uyumludur.

Tablo 3.

3. Bulgular

Bu boliimde arastirma amaci dogrultusunda yapilan analiz
sonuglar1 yer almaktadir.

3.1. 5-6 Yas Cocukluk Déneminde Cocuklarin Dijital
Oyun Bagimlilig1 Egilimlerine Iliskin Bulgular

Ebeveynlerin 5-6 yas cocuklarin dijital oyun oynama
egilimlerine yonelik goriislerin ortalama puanlar1 ve
standart sapma degerleri Tablo 3’te gosterilmistir.

DOBE élcegi ve alt boyutlaria ait ortalama puan ve standart sapma degerleri

Olgek-Boyutlar N X S Min Max
Catigma 290 13.48 13.48 5.02 25
Hayattan Kopma 290 10.34 10.34 3.90 30
Hayata Yansitma 290 15.05 15.05 5.70 20
Siirekli Oynama 290 14.09 14.09 4.81 25
DOBE 290 13.48 52.97 18.27 100

Tablo 3’te goriildiigii {izere toplam dijital oyun oynama egilimlerinin ortalamas: 13.48’dir. Bu sonuglara gore, arastirma
grubunda bulunan ¢ocuklarin dijital oyun oynama egilimlerinin orta diizeyde oldugu goriilmektedir.

3.2.5-6 Yas Araligindaki Cocuklarin Dijital Oyun Bagimliligi Egilimlerinin Cinsiyet, Okul Oncesi Egitim Alma Siiresi

ve Anne-Baba Egitim Diizeyine Iliskin Bulgular

5-6 yas ¢ocuklarin dijital oyun oynama egilimlerinin cinsiyete gére anlamli bir fark olusturup olusturmadigini arastirmak

amaciyla gergeklestirilen bagimsiz drneklemler igin t-testi sonuglar1 Tablo 4’te yer almaktadir.

Tablo 4.
Dijital oyun oynama egilimlerinin cinsiyete gore incelenmesi
Olgek-Boyutlar Cinsiyet N X S sd t p [
DOBE Kiz 121 44.12 17.33 288  -7.64 .000% .08
Erkek 169 59.30 16.21
Catisma Kiz 121 11.15 4.82 288 -5.87 .000* .05
Erkek 169 15.14 448
Hayattan Kopma Kiz 121 12.36 5.33 288 -7.60 .000* .07
Erkek 169 16.98 5.16
Hayata Yansitma Kiz 121 8.83 8.83 288 -7.40 .000* .06
Erkek 169 11.42 11.42
Stirekli Oynama Kiz 121 11.76 11.76 288  -7.23 .000% .06
Erkek 169 15.75 15.75
Not.*p<.05

Tablo 4’te goriildiigii tizere dijital oyun oynama olgeginin
toplam puan ortalamas: ve alt boyutlarinin 5-6 yas
¢ocuklarin cinsiyetine gore anlaml farklilik gosterdigi
tespit edilmistir (tpose=-7.640, p<.05; tcansma=-5.871, p<.05;
tHayattan Kopma=-7.604, p<.05; tHayata Yansitma=-7.407, p<.05; tsiirekii

oynama=-7.238, p<.05). Dijital oyun oynama egilimlerinin
puan ortalamalarina bakildiginda erkek ¢ocuklarin dijital
oyun oynama egilimlerinin (x=59.30), kiz ¢ocuklarinin
dijital oyun oynama egilimlerinden (x=44.12) daha fazla
oldugu saptanmustir. Etki biiyiikligiiniin incelenmesi i¢in
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Cohen d degeri hesaplanmistir. Bu degerin dlcegin toplami
ve her bir alt boyutu igin diisiik oldugu goriilmektedir
(OpoBE=.08, OCatisma=.05, OHayattan Kopma=.07, OHayata Yansima=.06,
Osiirekli Oynama=.06). Tablo 5'te 5-6 yas ¢ocuklarin dijital oyun

oynama egilimlerinin okul Oncesi egitim siiresine bagh
olarak anlaml farklilik gosterip gostermedigini belirlemek
tizere uygulanan bagimsiz érneklemler igin t testi sonuglar1
verilmistir

Tablo 5.
Dijital oyun oynama egilimlerinin okul dncesi egitim alma siiresine gore incelenmesi
Olgek-Boyutlar Okul Oncesi Egitime Devam Siiresi N X S sd t p o
DOBE 1Yil 176 53.94 17.59 288 1.12 .26 .10
2 Y1l ve Daha Fazla 114 5147 19.25 288
Catisma 1Yl 176 13.86 4.88 288 1.60 .10 11
2 Y1l ve Daha Fazla 114 1289 5.20 288
Hayattan Kopma 1Yil 176 1525 5.51 288 .74 45 .08
2 Y1l ve Daha Fazla 114 1474 5.98 288
Hayata Yansitma 1Yil 176 10.47 3.82 288 .70 48 .08
2 Y1l ve Daha Fazla 114 10.14 4.03 288
Siirekli Oynama 1Yl 176 14.35 4.60 288 1.13 .25 10
2 Yil ve Daha Fazla 114 13.69 5.12 288

Tablo 5'de goriildiigii gibi, 5-6 yas ¢ocuklarin dijital oyun
oynama egilimleri ve bu egilimlerin alt boyutlari, okul
oncesi egitim alma siirelerine gore anlamli bir sekilde
farklilasmamaktadir (tpose=1.125, p>.05; tcansma=1.608, p>.05;
tHayattan kopma=.743, p>.05; tHayata Yanstma=.705, p>.05; tsiirekii
oynama=1.139, p>.05). Ayrica okul oOncesi egitim alma
siirelerine bagli olarak ¢ocuklarin DOBE ve alt boyutlarima
ait Cohen d etki biiyiikligiinin de diisiik oldugu
saptanmustir (OpoBe=0.14, O¢ansma=0.11, OHayattan Kopma=0.08,
OHayata Yansitma=0.08, Osiirekti Oynama=0.10). Tablo 6'da 5-6 yas
¢ocuklarin dijital oyun bagimlilig1 egilimlerinin annenin
egitim diizeyine bagh olarak anlaml farklilik olup
olmadigmi belirlemek iizere gergeklestirilen tek yonli
varyans analizi (ANOVA) bulgular1 gosterilmistir. Tablo
6'ya gore 5-6 yas cocuklarin dijital oyun oynama
egilimlerine ait toplam puan ortalamalar1 ve alt boyutlari,
annenin egitim diizeyine gore istatistiksel olarak anlaml
bir sekilde farklilasmaktadir (F@-6900335) Dijital oyun oynama egilimi
6leegi=28.557, p<.05; F4-486.967) Cansma =25.948, p<.05; F(4-569.05)
Hayattan kopma= 22.763, p<.05; F(4-277.807) Hayata yansitma=24.007, p<.05;
F(4-428.480) Siirekli oynama=24.440, p<.05). Buna gore annenin egitim

diizeyi arttik¢a ¢ocuklarm dijital oyun oynama egilimleri
azalmaktadir. Post-hoc testlerinden Levene testine gore de
5-6 yas ¢ocuklarin dijital oyun oynama egilimleri; annenin
egitim diizeyi ilkdgretim olan grubun, annenin egitim
diizeyi lise olan gruptan; annenin egitim diizeyi ilkogretim
olan grubun, annenin egitim diizeyi 6n lisans olan gruptan;
annenin egitim diizeyi ilkdgretim olan grubun, annenin
egitim diizeyi lisans olan gruptan daha yiiksektir. Eta kare
(n2) degerine gore annenin egitim diizeyi; ¢ocuklarin dijjital
oyun oynama egilimi (n2=0.049), alt boyutlar1 olan ¢atisma
(n2=0.043), hayattan kopma (n2=0.046), hayata yansitma
(n2=0.046) ve siirekli oynamalarmin (n2=0.046) {izerinde
orta etkiye sahiptir. Tablo 7’de babanin egitim diizeyine
gore 5-6 yas cocuklarin dijital oyun oynama egilimlerinde
anlaml farklilik gosterip gostermedigini belirleyebilmek
iizere gergeklestirilen tek yonlii varyans analizi bulgular
yer almaktadir.
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Tablo 6.

Dijital oyun oynama egilimlerinin annenin egitim durumuna gore incelenmesi

Olgek- Anne Ogrenim N X S Sd F p n2 Anlaml fark
Boyutlar Durumu
DOBE A. 1lkégretim 104 6251 1574  4-6900.33 28557  .000* .04 A>B
B. Lise 116 5350  30.94 A>C
C. Onlisans 34 52.93  15.80 A>D
D. Lisans 32 44.79 15.72
E. Lisanstistii 4 30.71 10.69
Toplam 290 5297 18.27
Catisma A. 1lkégretim 104  16.02  4.48 4-486.96 22763 .000* .04 A>B
B. Lise 116 1350  4.23 A>C
C. Onlisans 34 1094 437 A>D
D. Lisans 32 775  3.39
E. Lisansiistii 4 1425  8.69
Toplam 290 1348 570
Hayattan A. 1lkégretim 104 517 517  4-277.80 24007  .001* .04 A>B
Kopma B. Lise 116 500 500 ASC
C. Onlisans 34 5.32 5.32 A>D
D. Lisans 32 3.26 3.26
E. Lisansiistii 4 8.60 8.60
Toplam 290 1505 .82
Hayata A. TIkogretim 104 1221 3.34 4-428.48 24.440 .000* .04 A>B
Yansitma e 116 1044  3.60 A>C
C. Onlisans 34 8.67 3.51 A>D
D. Lisans 32 5.87 2.19
E. Lisanstistii 4 8.50 5.80
Toplam 290  3.38 3.90
Siirekli A. lkégretim 104 1647 418  4-42848 24440  .000* .04 A>B
Oynama B. Lise 116 1400 426 ASC
C. Onlisans 34 12.38 424 A>D
D. Lisans 32 8.43 3.25
E. Lisanstistii 4 14.75 8.46
Toplam 290 1409 481
Not. *p<.0
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Tablo 7.
Dijital oyun oynama egilimlerinin babanin egitim durumuna gore incelenmesi
Olgek-Boyutlar ~ Babanin Ogrenim N X S Sd F p n2 Anlaml
Durumu fark
DOBE A. degreﬁm 85 65.90 15.34 4-7380.356 31.419 .000* .05 A>B
B. Lise 100 53.21 15.08 A>C
C. Onlisans 42 49.07 14.64 A>D
D. Lisans 59 37.98 16.02
E. Lisanstistii 4 34.25 17.85
Toplam 290 52.97 18.27
Catisma A. Hkég'retim 85 16.88 4.34 4-500.092 26.912 .000* .04 A>B
B. Lise 100 13.65 4.15 A>C
C. Onlisans 42 11.90 4.19 A>D
D. Lisans 59 9.71 4.51
E. Lisanstistii 4 9.25 5.67
Toplam 290 13.48 5.02
Hayattan A. Hké')greﬁm 85 18.90 4.95 4-641.738 26.762 .000* .04 A>B
Kopma B. Lise 100 15.06 4.95 A>C
C. Onlisans 42 13.90 442 A>D
D. Lisans 59 10.72 5.03
E. Lisanstistii 4 9.00 4.76
Toplam 290 15.05 5.70
Hayata A. Hk('jgretim 85 12.74 3.52 4-285.067 24.853 .000* .04 A>B
Yansitma B. Lise 100 10.48 3.45 A>C
C. Onlisans 42 9.92 3.27 A>D
D. Lisans 59 7.22 3.15
E. Lisanstistii 4 6.25 2.87
Toplam 290 10.34 3.90
Siirekli A. Hk('jgretim 85 17.37 4.04 4-463.902 27.233 .000* .04 A>B
Oynama B. Lise 100 14.02 4.02 A>C
C. Onlisans 42 13.33 4.07 A>D
D. Lisans 59 10.32 4.34
E. Lisansiistii 4 9.75 5.90
Toplam 290 14.09 4.81
Not. *p<.05

Tablo 7 incelendiginde arastirmaya katilan ¢ocuklarin
dijital oyun oynama egilimleri ve alt boyutlarinin babanin
egitim diizeyine gore anlaml
farkhiliklarm mevcut oldugu anlasilmaktadir (F-7380356) Dijital
oyun oynama eilimi dlgegi=31.419, p<.05; F(4-500,092) Cansma=26.912, p<.05;

istatistiksel olarak

Fa-641,738) Hayattan kopma= 26.762, p<.05; F@-285067) Hayata yansitma
=24.853, p<.05; F4-463.902) Siirekli oynama=4.544, p<.05). Bu bulgular
dogrultusunda post-hoc testlerinden Levene testi sonucuna
gore ilkogretim mezunu babanin ¢ocugunun dijital oyun
oynama egilimi; lise, Onlisans ve lisansiistii mezunu
babanin ¢ocugundan daha yiiksektir. Eta kare (n2) degerine

gore babanin egitim diizeyi; ¢ocuklarin dijital oyun
oynama egilimi (n2=0.051), alt boyutlar1 olan c¢atisma
(n2=0.044), hayattan kopma (n2=0.044), hayata yansitma
(n2=0.043) ve siirekli oynamalarmin (n2=0.047) {izerinde
orta etkiye sahiptir.

3.3. 5-6 Yas Cocukluk Déneminde Cocuklarin Sosyal
Problem Cézebilme Yeteneklerine iliskin Bulgular

5-6 yas cocuklarin sosyal problem ¢bzme yetenek
diizeylerini tespit edebilmek i¢in hesaplanan tanimlayici
istatistiklerin sonucu Tablo 8'de sunulmustur.
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Tablo 8.
Wally sosyal problem ¢ozme testine ait ortalama puan ve standart sapma degerleri
Olcek Temalar N X S
Reddedilme 290 .70 46
Hata Yapma 290 .66 47
Haksiz Muamelede Bulunma 290 71 45
Magdur Olma 290 .68 46
Yasaklama 290 72 45
WSPC Hata Yapma 290 .72 45
Magdur Olma 290 .67 47
Yalniz Kalma 290 71 45
Aldatilma 290 71 45
Hayal Kirikligina Ugrama 290 .73 44
Karar Verememe 290 .74 43
Yetigkinin Davramsi Onaylamamasi 290 .73 44
Saldiriya Ugrama 290 72 44
Magdur Olma 290 .74 A4
Yalniz Kalma 290 .65 47
Toplam 10.58 1.82

Tablo 8 incelendiginde Wally Sosyal Problem Cozme testinin
disiik
ortalamaya sahip temanin yalniz kalmak (x=.65), en yiiksek
ortalamaya sahip temanin ise karar verememe (x=.74)

temalarinin  ortalamalarina

bakildiginda en

oldugu goriilmektedir. Testin tamaminin ortalamasi

3.4. 5-6 yas araligindaki ¢ocuklarin sosyal problem
¢ozebilme yetenekleri cinsiyet, okul oncesi egitim alma
siiresi ve anne-baba egitim diizeyine iligkin bulgular

Cinsiyet degiskeninin 5-6 yas ¢ocuklarin sosyal problem
¢6zme Olceginden aldiklar1 puanlarda anlaml bir etkisinin

10.58dir.
olup olmadigimi belirlemek icin yapilan bagimsiz
orneklemler  t-testine ait bulgular Tablo 9'da
bulunmaktadir.

Tablo 9.

Wally sosyal problem ¢ozme testinin cinsiyete gore incelenmesi

Olgek Cinsiyet N S Sd t r o

WSPC Kiz 121 10.74 1.48 288 1.30 192 0.11

Erkek 169 10.47 2.03

Tablo 9'da goriildiigii tizere, s6z konusu gruplarda yapilan
t-testi analizi sonucunda ¢ocuklarin sosyal problem ¢dzme
yetenekleri ile cinsiyet degiskeni arasinda anlamli bir
farklhilik tespit edilememistir (fsosyal problem cozme slcegi = 1.30;
p>.05). Cohen d etki biiyiikligiiniin cinsiyet degiskenine
gore cocuklarin sosyal problem ¢6zme yeteneklerinde

diisiik oldugu belirlenmistir (0 = 0.11). Tablo 10’da 5-6 yas
¢ocuklarin sosyal problem ¢dzme yetkinliklerinin okul
oncesi egitim alma siiresine gore istatistiksel olarak anlamli
bir farklilik gosterip gostermedigini belirlemek amaciyla
bagimsiz orneklemler tizerinde yapilan t-testi sonuglari
gosterilmistir.

Tablo 10.
Wally sosyal problem ¢ozme testinin okul ncesi egitim kurumuna devam siiresine gire incelenmesi
Olgek Egitim Kurumu Devam Siiresi N X S Sd t p o
WSPC 1Yl 176 10.32 1.90 288 -3.014 .003* .19
2 Y1l ve daha fazla 114 10.98 1.63
Not. *p>.05

Tablo 10 incelendiginde, s6z konusu gruplarda yapilan t-
testi sonucunda sosyal problem ¢ozme testinden elde

edilen puanlar ile okul 6ncesi egitim alma siiresi degiskeni
arasindaki farkliigin anlamli oldugu goriilmektedir (¢sosyal
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problem gozme slgegi = -3.014; p<.05). Okul 6ncesi egitim kurumuna
2 yil ve daha fazla siire giden 5-6 yas ¢ocuklarin sosyal
problem ¢dzme yetenekleri, 1 y1l giden cocuklarin sosyal
problem ¢ozme yeteneginden daha yiiksektir. Ayrica
Cohen d etki biiytikliigiintin egitim kurumu devam siiresi
degiskenine gore c¢ocuklarm sosyal problem ¢6zme
yeteneklerinde diisiik oldugu saptanmistir (6 =0.19). Tablo

Tablo 11.

11’de Wally sosyal problem ¢6zme testinden 5-6 yasindaki
¢ocuklarin aldiklar1 puanlarin, annenin egitim diizeyine
bagl olarak anlaml bir fark olup olmadigmi belirlemek
igin gergeklestirilen tek yonlii varyans analizi sonuglar1
bulunmaktadir.

Wally sosyal problem ¢cozme testinin annenin egitim durumuna gore incelenmesi

Olgek Annenin Ogrenim Durumu N X S Sd F p 72 Anlaml fark
WSPC A. TIkdgretim 104 10.60  1.85 3-9.112 2.799 .026*  .008 A>D
B. Lise 116 1043 1.84 D>B
C. Onlisans 34 1035 2.01 D>C
D. Lisans 32 1146  1.07
E. Lisanstistii 4 1146  1.07
Toplam 290 9.25 2.06
*p<.05

Tablo 11’e gore 5-6 yas ¢ocuklarin sosyal problem ¢dzme
yetenekleri ile annenin egitim diizeyi degiskeni arasindaki
farkliligin anlaml oldugu goriilmektedir (F-9,112) Sosyal problem
cozme dlgegi = 2.799; p<.05). Annenin egitim diizeyi arttik¢a
¢ocuklarin sosyal problem ¢ozme yeteneklerinin arttigi
sOylenebilir. Eta kare (n2) degerine gore annenin egitim
diizeyi degiskeni, ¢ocuklarin sosyal problem ¢6zme
yetenekleri iizerinde diisiik etkiye sahiptir (n2=0.008).

Tablo 12’de 5-6 yas c¢ocuklarin sosyal problem ¢6zebilme
yeteneklerinin babanin egitim diizeyine bagli olarak
anlamli  bir belirlemek
gergeklestirilen tek yonlii varyans analizi sonuglari
gOsterilmistir.

fark olup olmadigim icin

Tablo 12.
Wally sosyal problem ¢ozme testinin babann egitim durumuna gore incelenmesi
Olgek Babanin Ogrenim Durumu N X S Sd F p n2 Anlaml fark
WSPC A. TIkogretim 85 10.80  1.85 4-9.225 2.835  .025* .00 D>B
B. Lise 100 1012 1.88
C. Onlisans 42 1076 146
D. Lisans 59 10.86  1.83
E. Lisanstistii 4 10.75 .95
Toplam 290 10.58  1.82
Not. *p<.05

Tablo 12 incelendiginde arastirmaya katilan g¢ocuklarin
sosyal problem ¢ozebilme yetenekleri ile babanin egitim
diizeyi arasindaki farkliligin istatistiksel olarak anlamli
oldugu saptanmistir (Fw-9,225) Sosyal problem cozme slcegi = 2.835;
p<.05). Okul Oncesi
problem ¢bzme yeteneginin babanin egitim diizeyi lisans
olan gruptan, babanin egitim diizeyi lise olan gruba gore
daha yiiksek oldugu goriilmektedir. Bunun sebebi olarak
aragtirma grubuna dahil edilen 6rneklem grubundaki
¢ocugun babas: ile iletisimi, bireysel ozellikleri ya da
cevresel faktorlerin etkili olabilecegi diistiniilebilir. Eta kare
(n2) degerine gore babanin egitim diizeyi degiskeni,

doénemindeki ¢ocuklarin sosyal

¢ocuklarin sosyal problem ¢ozme yetenekleri {izerinde
diisiik etkiye sahiptir (n2=.008).

3.5. Okul Oncesi Dénemindeki Cocuklarin Dijital
Oyun Oynama Egilimleri ile Sosyal Problem Cozebilme
Yeteneklerine Iliskin Bulgular

5-6 yas cocuklarin dijital oyun oynamalar1 ile sosyal
problem ¢bzme yetenegi arasindaki iliskiyi belirlemek
iizere pearson korelasyon analizinden yararlanilmigtir.
Analize ait bulgular Tablo 13’de sunulmustur.
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Tablo 13.

Cocuklarin dijital oyun bagimlilik egilimlerinin alt faktérleri ile sosyal problem ¢ézme becerileri arasindaki korelasyon degerleri

Olgek-Boyutlar DOBE  Catigma Hayattan Kopma Hayata Yansitma Siirekli Oynama WSPC
DOBE 1

Catisma 947 1

Hayattan Kopma .958™ .863™ 1

Hayata Yansitma .909* 813" .857" 1

Siirekli Oynama .934™ 867" .852 773" 1

WSPC -.201" -.189" -.167 -.165™ -.234* 1

*p<.05, ** p<0.01

Tablo 13'de goriildiigli iizere, dijital oyun oynama
egilimleri ile sosyal problem ¢6zebilme yetenekleri
arasinda negatif yonlii ve diisiik diizeyde manidar bir iligki
vardir (r=-.201, p<0.01). Dijital oyun oynama egilimlerinin
alt boyutlar1 olan ¢atisma (r=-.189, p<0.01), hayattan kopma
(r=-167, p<0.01), hayata yansitma (r=-.165, p<0.01) ve siirekli
oynama (r=-234, p<0.01) ile sosyal problem ¢6zebilme
yetenekleri arasinda benzer sekilde negatif yonlii ve diisiik
diizeyde manidar bir baglant1 bulunmustur. Dolayisiyla bu
bulgu, okul 6ncesi dénemindeki ¢ocuklarin dijital oyun
oynama egilimleri artttkga sosyal problem ¢6zebilme
yeteneklerinin de azaldigini gostermektedir.

4. Tartisma

Bu arastirma Karabiik ilinde bulunan 5-6 yas ¢ocukluk
doneminde anasmiflar1 ve anaokullarinda egitim goren
ogrencilerin dijital oyun bagimliligi egilimleri ile sosyal
problem ¢ozebilme yetenekleri arasindaki baglantiy1 ortaya
koymak amaciyla gerceklestirilmistir. Aragtirmanin amaci
gercevesinde oyun bagmmliligi egilimi toplam puan
ortalamalari; gesitli degiskenler agisindan incelenmistir.

elde
dijital oyun bagimlilig:
egilimlerinin orta diizeyde oldugu belirlenmistir. Bu
aragtirma

Bu calisma edilen

incelendiginde;

gercevesinde
¢ocuklarin

sonuglar

sonucu; 6-13 yas araligindaki c¢ocuklarin
bagimlilik diizeylerini Olgen arastirma (Ulum, 2016) ile
benzerlik gostermektedir. Bunun yani sira Ozdemir (2021)
ve Unsal (2019)'m yaptiklar1 aragtirmalarda gocuklarin
dijital oyun oynama egilimlerinin yiiksek oldugunu tespit
etmistir. Ayrica arastirmada ¢ocuklarin dijital oyun
oynama egilimleri bazi1 degiskenlere incelenmistir. Dijital
araglarla oynama egilimleri cinsiyet degiskeni yoniinden
incelendiginde, anlamli farkliik oldugu belirlenmistir.
Erkek c¢ocuklarin dijital etkinliklerde vakit gegirme
siirelerinin, kiz ¢ocuklardan daha fazla oldugu sonucuna
ulasilmistir. Bu sonug bir¢cok arastirima tarafindan da
desteklenmektedir (Akgay ve Ozcebe, 2012; Eni, 2017;
Hazar ve digerleri, 2017; Horzum, 2011; C)zgelik-Demir,
2022; Sulubey, 2022; Sahin ve Tugrul, 2012; Unsal, 2019). Bu
bulgular, dijital oyun bagmliligmnin sadece yasa ve
cinsiyete bagli olarak farklilik gosterdigini degil, aym
zamanda dijital oyunlarla gegirilen zamanin gocuklarin
gelisimsel siireglerinde 6nemli bir faktdr oldugunu da
ortaya koymaktadir. Erkek cocuklarin daha fazla zaman
gecirmeleri, dijital araclarla etkilesimde daha fazla risk

tastyabileceklerini ve bu durumun bagimlilik egilimlerini
artirabilecegini diistindiirmektedir.

Aragstirmanin bir diger bulgusu ¢ocuklarin dijital araglarla
oyun oynama egilimlerinin, okul oncesi egitim siiresine
anlamli bir istatistiksel etkisi olmadigini ortaya koymaktir.
Bu bulguyu, erken ¢ocukluk dénemi medya kullanimi ve
egitim siireci arasindaki etkilesimi inceleyen bir arastirma
da desteklemektedir (Rideout ve digerleri, 2010).
Calismada, ¢ocuklarin dijital oyun oynama stireleri ile okul
oncesi egitim siireleri arasinda dogrudan bir iliski olmadig1
vurgulanmistir. Bu sonuglar dogrultusunda arastirmaya
katilan 6grencilerin dijital oyun oynama egilimlerinin
Ogrencilerin bireysel 0©zellikleri, kisisel gelisimleri ve
cevresel faktorlere bagli olarak degisiklik gosterdigi
distiniilmektedir.

Arastirmada dijital oyun oynama egilimlerinin, annenin
egitim diizeyi degiskeni agisindan anlamli derecede
farklilastigi sonucuna da ulasilmistir. Annenin egitim
diizeyi arttik¢a ¢ocuklarmn dijital oyun oynama egilimleri
azalmistir. Arastirma sonucu Akgay (2020), Arslan (2009),
Yilmaz (2012) ve Yimaz (2016) ile benzerlik
gostermektedir. Balikgi (2018) ve Ulum (2016) ise bu
bulgunun
¢ocuklarin dijital oyun oynama egilimlerinin arttig:
sonucuna ulasmistir. Cocuklarin dijital oyun oynama
egilimleri ile babanin egitim diizeyi degiskeni arasinda da
anlamli derecede bir fark oldugu ortaya konmustur.

tersine, annenin egitim diizeyi arttikca

Cocuklarin dijital oyun oynama egilimi, baba egitim
seviyesinin artisiyla birlikte azalmistir. Bu sonug birgok
arastirma sonucu ile paralellik gostermektedir (Arslan,
2009; Eni, 2017; Tatli, 2014; Yi1lmaz, 2016). Buna gore egitim
diizeyi yiiksek olan anne-babanin dijital ara¢ gereg
kullaniminda da bilingli olduklarindan bahsedilebilir.

Cocuklarin cinsiyeti ile problem  ¢ozebilme
yetenekleri arasinda anlamli bir farklilik gézlenmemistir.
Bu bulgu Uzunkol ve Ozdemir Yilmaz'm (2018) ilkokul
Ogrencileriyle yaptiklari arastirmada 6grencilerin sosyal
problem ¢6zebilme yetenekleri ile ¢ocuklarin cinsiyeti
arasinda istatistiksel agidan anlamli bir fark olmadig:
bulgusu ile uyumludur. Bu sonug, cinsiyetin ¢ocuklarin
sosyal problem ¢dzme becerilerini etkileyen belirleyici bir
faktor olmadigini gostermektedir. Bu becerilerin gelisimi
cevresel faktorlere, egitim siireclerine ve bireysel
deneyimlere bagl olabilir.

sosyal
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Sosyal problem c¢ozebilme yetenekleri ile okul Oncesi
egitimi alma siiresi arasinda da anlamli derecede farkliligin
olmadig1 goriilmiistiir. Arastirma sonucu Yilmaz (2016) ile
benzerlik gosterirken Yilmaz ve Tepeli'nin (2013) sosyal
problem ¢ozebilme yetenekleri ile okul 6ncesi egitim alma
sliresini caligmanin bulgulariyla
farklilasmaktadir. ~ Bu  farklilasmanin  sebeplerini,
¢ocuklarin aile yapilari, sosyal cevreleri ve bireysel
ozellikleri olarak siralayabiliriz. Bu faktorler, ¢ocuklarin
sosyal problem ¢6zme becerilerinin gelisiminde énemli bir

aragtirdiklart

rol oynayabilir. Dolayistyla, okul 6ncesi egitim siiresi tek
basma c¢ocuklarin sosyal problem ¢ozme yeteneklerini
agiklamak icin yeterli olmayabilir.

Cocuklarinin sosyal problem ¢dzme yetenek diizeylerinin
oldugu incelenmistir. ~Arastirma sonucunda,
¢ocuklarin sosyal problem ¢6zme yetenek diizeylerinin
diizeydedir. Temiz’in (2019) yapmis oldugu
arastirma ile bu arastirma sonucu birbiriyle ortiismektedir.
Bu sonug, okul Oncesi donemdeki ¢ocuklarin sosyal
problem ¢6zme becerilerinin heniiz gelisim asamasinda
oldugunu ve bu becerilerin ilerleyen yaslarda daha da
gliclenebilecegini diistindiirmektedir.

nasil

“orta’’

Bu arastirmanin bir diger amaci da ““¢ocuklarin dijital
araglarla oynama egilimleri ile sosyal problem ¢6zebilme
yetenekleri arasindaki iligki”nin ortaya ¢ikarilmasidir. Bu
amagla gergeklestirilen korelasyon analizi sonucunda
¢ocuklarin djjital oyun oynama egilimleri ile sosyal
problem ¢ozebilme yetenekleri arasindaki iliskinin negatif
ve zayif yonde oldugu tespit edilmistir. Dijital oyun
oynama egilimi fazla olan ¢ocuklarin sosyal problem
¢ozebilme yetenegi diisiiktiir. Cocuklarin dijital oyun
oynama sosyal
yeteneklerine negatif yonde etki edecegi sonucu alanyazina
katk: saglayici niteliktedir. Dijital oyun oynama egiliminin
¢ocuklarin sosyal ve duygusal yetkinlikleri ne etkisini
inceleyen bir bagka arastirmada, her iki degiskenin birbirini
negatif yonde etkiledigi sonucuna ulagilmistir (Tilki, 2021).
Atak (2020) ve Saglam (2011) ise aragtirma sonucuna benzer
sekilde arastirmalarinda dijital
olumsuz etkiye sahip oldugu
ulasmigtir. Bu bulgu, dijital oyunlarin asir1 kullaniminin
¢ocuklarin sosyal
engelleyebilecegini ve dijital diinyada gegirilen zamanin,
yliz ylize etkilesimler ve sosyal problem ¢6zme becerileri
tizerindeki olumsuz etkilerini ortaya koymaktadir. Bu
nedenle, djjital oyunlarin ¢ocuklarin gelisimine etkisi
tizerinde dikkatli bir denetim ve smirlama yapilmasinin
o6nemini vurgulamaktadir. Bu arastirma Karabiik ilinde
anaokullar1 ve anasiniflarinda okul Oncesi egitim alan
¢ocuklar ve ebeveynler ile smirhdir. Calisma grubuna,
kaynastirma 6grencileri ve 6zel egitim tanisi olan bireyler
dahil edilmemistir. Arastirmada, uygun Ornekleme
yontemi tercih edilmistir. Bu yontem, zaman, maliyet ve
uygulama kolaylig1 agisindan ulasilabilirligi yiiksek bir
ornekleme oldugu tercih  edilmistir.
Calismada; ebeveynlere, egitimcilere ve arastirmacilara ilk

egilimlerinin problem  ¢6zebilme

oyunun sosyallesme

lizerinde sonucuna

becerilerinin gelisimini

yontemi icin

olarak yapilacak oneri, farkli egitim kademesinde bulunan
cocuklar {izerinde aragtirmanin tekrarlanmasidir. Mevcut
olan arastirmada okul 6ncesi egitim ¢ocuklari ile arastirma
yapilmistir. Ancak farkli bolgeler ve farkl: illerde egitim
goren c¢ocuklar {izerinde, ©zel okullarda ya da ozel
kurumlarda egitim goren cocuklar iizerinde yapilacak
arastirmalar sosyo-ekonomik diizeyin etkisi ve farkli

kiiltiirlerde  bulunan ¢ocuklarmn  gelisimlerinin  de
izlenebilmesini saglar. Ayrica dijital oyun oynama
egilimlerinin sosyal yetenekler ve problem ¢dzme

yetkinlikleri arasindaki iliski de incelenebilir. Ailelere
yonelik cocuklarin dijjital oyun oynamalar1 konusunda
daha dikkatli olmalari, oynama siiresi ve igeriklerini
beraber se¢meleri Onerilebilir. Cocuklarin okul Oncesi
egitimi daha uzun siire almalarinin ve erken yasta okula
gitmelerinin sosyal problem
gelismesin nasil bir katkida bulunacagi arastirilabilir.

¢ozme yeteneklerinin

Yazar Notu : Bu calisma birinci yazarmn ikinci yazar
danismanliginda “Qkul
¢ocuklarinin (5-6 yas) dijital oyun bagimlili1 egilimleri ile
sosyal problem ¢ozme becerileri arasindaki iliskinin
incelenmesi” baslikl yiiksek lisans tezinden iiretilmistir.

tamamladig: Oncesi doénem

Yazar Katkilar : Giris: Birinci yazar, Ikinci yazar. Yontem:
Ikinci yazar, Birinci yazar: Ikinci yazar, Birinci yazar,
Bulgular: Ikinci yazar, Birinci yazar. Tartisma: Birinci
yazar, Ikinci yazar.

Finansman : Bu calisma i¢in herhangi bir finansal destek
alinmamustr.

Cikar Catigsmas: :
herhangi bir kurum veya kisi ile ¢ikar catismasi beyan
etmemektedir.

Yazarlar bu ¢alisma ile ilgili olarak

Veri Erisilebilirligi : Bu arastirmay1 destekleyen veriler,
talep {izerine ilgili yazarla iletisime gecilerek temin
edilebilir.
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1. Introduction

Play is an indispensable tool in a child's learning and
developmental journey. During play, children not only
have fun and spend quality time but also engage in learning
processes. Through the roles they assume while playing,
children gain experiences related to daily life (Marsell,
2009). Play is as essential for children as eating, drinking,
and sleeping, and it contributes to their development in
physical, social, cognitive, emotional, psychological, and
self-care competencies (Arkun Kocadere, 2019; Giilhan,
2012). While playing, children naturally feel the need to
communicate with one another, which enhances their social
competence. However, in the 21st century, the frequent and
widespread use of the internet and digital tools has
changed daily life, and thus, transformed children's
understanding of play (Bozkurt et al., 2021; Castells, 2010).
Traditional games once played with balls, ropes, water, and
mud in yards or streets have increasingly been replaced by
digital games played on tablets, phones, and game consoles
(Ceylaner & Yanpar Yelken, 2017). Rapeepisarn et al. (2008)
categorize digital games into action, adventure, fighting;
and educational games (as cited in Karademir Coskun &
Filiz, 2019). However, a critical factor in children’s
engagement with digital tools and games is screen time;
which often exceeds age-appropriate limits. Research has
shown that children are exposed to screens significantly
more than the recommended durations (Isikoglu et al.,
2019). Studies that focus specifically on screen time have
determined that children spend significantly more time
with digital devices than the recommended limits. In his
study, Bektas (2018) emphasized that prolonged
engagement with digital games can lead to addiction.
Similarly, research has shown that problematic behaviors
during childhood may result in increased digital gameplay
(Anderson & Dill, 2000). It is particularly believed that
children aged between 0-8 who exhibit problematic
behaviors are more likely to engage with digital games
(Rideout, 2017). Furthermore, studies that examine the
relationship between the tendency to play digital games
and problematic behaviors indicate that behavioral
disorders during childhood are directly proportional to the
amount of time spent playing digital games (Rideout, 2017).
These findings suggest that the duration of digital game not
only a factor contributing to addiction but also a

determinant of children's social and emotional

development.

The ease of access children have to digital tools and their
extended time spent playing digital games has led to the
emergence of the concept of "digital game addiction"
(Bircan & Oner, 2022). Researchers have defined this
concept in various ways. For instance, Horzum (2011)
defines digital game addiction as individual prioritizing
played via daily
responsibilities and spending excessive time on these
games. As digitalization began to be integrated into

games technological tools over

children's lives, the digital world became fully accessible to
them. Observations of excessive gameplay among children
and adolescents started as early as the 1980s, leading to the
rise of game addiction research. The widespread use of the
internet in the 2000s further increased the accessibility of
online games, accelerating research in this area (Sengiil &
Biiber, 2016). Many institutions offer recommendations to
raise parental awareness regarding the use of digital
devices in early childhood. For example, the Ministry of
Health has attempted to take preventive measures through
public service announcements and similar initiatives
focused on technology addiction, digital game addiction,
and the use of digital tools. Likewise, Yesilay (The Green
Crescent) (2021) advises that children in early childhood
should not be excessively exposed to screens. In summary,
it can be stated that with the increasing amount of time
children in the 5-6 age group, referred to as the preschool
period, spend on digital games, a new form of addiction
known as “digital game addiction” has emerged (Ayas, 2012).

Children’s interactions during play create valuable
opportunities for the emergence and development of social
competence. As the founders of the social problem-solving
theory, D’Zurilla and Goldfried (1971) describe social
problem-solving as a set of cognitive and emotional
processes that individuals engage in when generating
potential solutions to a problem and selecting the most
effective one. Yaban and Yiikselen (2007) describe social
problem solving as the ability to express one’s emotions
and convey them appropriately to others, thereby
enhancing communication with the external environment.
In this study, social problem-solving ability is defined as
the capacity of preschool children to initiate and maintain
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communication with peers, as well as the ability to find
solutions to problems. Acquiring social competence during
infancy, preschool, and early childhood is of vital
importance. If children within this developmental period
respond to a problematic situation with positive behaviors
rather than negative ones, this is described as the display of
positive social behavior (Berk, 2013). Trentacosta and Fine
(2010) define social competence in a broader context as the
awareness of how one’s behavior affects others and
showing sensitivity to the needs of others. Before defining
problematic behaviors and aspects of social competence, it
is essential to take into account the environmental factors
present in the child’s life. When studies conducted during
the preschool period are examined, it is observed that
issues such as low academic achievement, sleeping
disorders, reduced attention span, behavioral issues,
aggressiveness, violence, low self-esteem, inability to
communicate, lack of social abilities, problem-solving
difficulties and physical discomforts often arise as a result
of excessive and unconscious use of digital devices (Sahin
& Goziin Kahraman, 2021). Despite all these negative
outcomes for children, digital games are still frequently
used as a means of entertainment and pastime during the
preschool years (Basaran & Kilingarslan, 2021). In fact, it
has been stated that when used efficiently, digital games
can have positive effects on children (Coskunalp, 2022).
However, digital game addiction, caused by prolonged and
unconscious use of digital devices, influences many aspects
of a person's life, particularly social life (Griffiths, 2010). For
instance, when children return from the digital world to
reality, they may experience social, emotional and
psychological difficulties. The duration of time spent on
digital games and the content of those games have been
found to impact children's character development and
social lives negatively (Anderson & Dill, 2000). In this
regard, it is emphasized that families and educators have
Fukkink &
Hermanns, 2013). Thus, identifying the factors that
contribute to addiction and increase the risk of addiction,
and taking preventive measures for children in the
preschool period is considered critically important (Kuss &
Griffiths, 2012).

significant responsibilities (Nieuwboer,

Studies examining the determinants of digital game
addiction tendencies and social problem-solving abilities
frequently bring attention to factors like gender and
preschool education length. Research indicates that gender
is a significant factor affecting children's digital game
addiction (Akcay & Ozcebe, 2012; Rideout, 2017). Similarly,
there are studies suggesting that gender is also one of the
factors influencing social problem-solving abilities
(Hopmeyer & Asher, 1997; Kapikiran et al., 2006). Research
investigating social problem-solving abilities based on the
type of preschool institution is noticeably scarce in the
existing literature. One such study is by Altay and Giire
(2012), which found that children attending private
preschool institutions exhibited more aggressive behavior
toward their peers compared to children attending public

preschool institutions. Furthermore, during the preschool
period, the development of social abilities is significantly
shaped by the child’s relationships with family members
and peers, as well as by play activities and educational
(Gulay & Akman, 2009). The family
environment is also a key factor in shaping a child’s future
personality traits and behaviors. Therefore, children raised
in unhealthy family environments and whose parents have
lower levels of education may be more vulnerable to risks
such as computer game addiction (Karacaoglu, 2019).

institutions

An examination of previous research shows that the
relationship between digital game addiction and social
orientation has been the subject of several studies in the
literature (Aksel, 2018; Hosokawa & Katsura, 2018; Young,
2009). The number of studies focusing on children's
tendency to spend more time with digital games during
childhood and their frequency of digital game playing is
steadily increasing. Merdin (2017) conducted research on
the frequency of children's digital gameplay while
Sapsaglam (2018) investigated children’s game preferences.
Unsal (2019) examined digital gameplay
behaviors, and Hazar et al. (2016) explored parents’ views
on digital games. Various studies have also focused on the
interactions of children in early childhood and adolescence
with digital devices (Ataman-Yengin, 2019; Goziim &
Kandir, 2020; Horzum, 2011), as well as on the effects of
digital games and technological devices on children’s
development (Budak, 2020; Esmeray, 2022; Unsal, 2019).
Nevertheless, an examination of the literature focused on
the preschool period shows that research on the concepts of
social problem-solving and digital addiction remains

children’s

scarce. Digital addiction is emerging as a relatively new
concept for preschool-aged children (Isikoglu et al., 2021),
and the relationship between this concept and social
abilities has contributed meaningfully to the existing
literature (Oner, 2020).

According to the literature shows that studies on the use of
digital devices at the age of 5-6 years focus mainly on screen
time (Bektas, 2018; Rideout, 2017; Sahin & Goziin
Kahraman, 2021). It is believed that this study may
contribute to the literature with the assumption that digital
game addiction affects children's social problem-solving
abilities. The findings are expected to guide experts in
taking necessary measures and to serve as a valuable
resource for parents. The results of this research are
considered important in terms of their potential impact on
everyday life. In this context, the aim of the study is to
examine the relationship between digital game addiction
tendencies and social problem-solving abilities in children
aged 5-6. To achieve this main objective, the study sought
to answer the following questions:

1. How do digital game addiction tendencies
manifest in children aged 5 to 6?

2. Do the digital game addiction tendencies of
children aged 5-6 years differ significantly
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according to gender, duration of preschool
education and parental education level?

3. What are children's problem-solving
abilities during the 5-6 years childhood period?

4. Do the social problem solving abilities of children
aged 5-6 years differ significantly according to
gender, duration of preschool education and
parental education level?

5. Is there a significant relationship between the
tendency to play digital games and the social
problem solving abilities of preschool children?

social

2. Method

2.1.Design

This research, which aimed to explore the relationship
between children’s digital game playing levels and their
social based on various
variables, utilized a correlational survey model within the
framework of quantitative research methods. Through this
model, the presence and strength of associations between

multiple variables were examined.

problem-solving abilitiess

2.2. Study Group

The research was conducted with children studying in
public kindergartens and preschool classrooms located in
the centrel and districts of Karabiik province. It was not
aimed to generalize the data obtained within the scope of
the research to the entire population. For this reason, a
study group was preferred. The research group was
selected using the convenience sampling method. In the
convenience sampling method, units that are easily
accessible and applicable in terms of time, cost, and effort
are selected (Biiyiikoztiirk, 2020). In this context, data were
collected from 311 children during the data collection
process, and the data obtained from 21 children with
missing information were excluded. The study group
consisted of children with normal intelligence levels. There
were no children diagnosed with special education needs,
autism, ADHD, or inclusive education status. Information
about the demographic characteristics of the children is
presented in Table 1.

Table 1.

Demographic characteristics of the participants

Variables Subgroups Frequency %
Gender Female 121 41.7
Male 169 58.3
Duration of One year 176 60.7
Preschool Education
Two yearsor 114 39.3
more
Mother’s Primary 104 35.9
Educational Level Education
High School 116 40.0
Associate 34 11.7
Degree
Bachelor’s 32 11.0
Degree
Postgraduate 4 14
Degree
Father’s Educational =~ Primary 86 29.7
Level Education
High School 100 345
Associate 42 14.5
Degree
Bachelor’s 58 20.0
Degree
Postgraduate 4 14
Degree
Total 290 100

As seen in Table 1, 121 girls and 169 boys participated in
the study. When the duration of preschool education of the
children is examined, it is seen that 176 students received
preschool education for one year, and 114 students
attended it for two years or more. Regarding the education
level of mothers: 35.9% are primary school graduates, 40%
high school, 11.7% associate degree, 11% bachelor's degree,
and 1.4% master's degree graduates. Regarding the
education level of fathers: 29.7% are primary school
graduates, 34.5% high school, 14.5% associate degree, 20%
bachelor's degree, and 1.4% master's degree graduates.
When the education levels of parents are evaluated
together, it is noteworthy that the number of fathers with a
bachelor's degree is higher than the number of mothers
with the same qualification.
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2.3.Procedure

In order to apply the data collection tools to the specified
working group, Ethics Committee approval was first
obtained, and then the selected scales were administered
face-to-face to collect data. The data collection process was
carried out meticulously after obtaining the participants'
consent.

2.3.1.Ethical disclosure

In this study, all the rules specified in the "Directive on
Scientific Research and Publication Ethics of Higher
Education Institutions" were followed. None of the actions
specified under the second part of the Directive, "Actions
Contrary to Scientific Research and Publication Ethics",
have been carried out. Cankir1 Karatekin University Social
Sciences Ethics Committee, 16.11.2021, Ethical evaluation
certificate number number: 23

2.3.2.Data collection

Before starting the data collection process, detailed
provided
administrators about the purpose of the study, and official

information was to teachers and school
permission documents were presented. In addition,
assurance was given that the study would not have any
physical or psychological negative effects on the children.
In the initial phase, the researchers made several visits to

the schools and spent time with the children in accordance

with social distancing rules. This process allowed the
researchers to gain the children’s trust and helped the
children familiarize with one another. Participation in the
study was based entirely on voluntary consent and was
carried out with the permission of the children’s parents.
During the research process, the children were taken into
an appropriate room one by one. First, they were informed
about the scale, then the WSPS (Wally Social Problem
Solving Scale) pictures were shown to them one by one, and
their responses were recorded on paper with a sequence
number. The data collection process for each student took
approximately 20 minutes. The DGAT (Digital Game
Addiction Tendency Scale) prepared for parents to be
completed was numbered in the same systematic order as
the WSPS scale. This numbering method was used to
ensure that each scale was completed by the corresponding
student’'s parent. The DGAT forms were delivered to
teachers, who then made the parents fill out them. A few
days later, the researchers returned to the schools, collected
the completed forms, and organized them according to the
assigned sequence numbers.

2.4.Data Analysis

At this stage, the normality of the data was examined first.
Measures of central tendency and dispersion for the scales
and their subdimensions used in the study are presented in
Table 2.

Table 2.

Measures of central tendency and dispersion for the DGAT and WSPS scales
Scale-Dimensions N X S Variance Skewness Kurtosis
DGAT 290 52.97 18.27 333.7 .00 -.89
WSPS 290 .70 12 .015 -41 21
Conflict 290 13.48 5.02 25.24 -.10 -91
Disconnection from Life 290 10.34 3.90 15.25 -.02 -1.01
Reflection to Life 290 15.05 5.70 32.53 -.08 -.90
Continuous Playing 290 14.09 4.81 23.22 -14 -.90

Note. DGAT: Digital Game Addiction Tendency Scale , WSPS: Wally Social Problem Solving Scale

When Table 2 is examined, it is observed that the skewness
value is .00 for the DGAT scale and —.41 for the WSPS scale;
the kurtosis values are —.89 for DGAT and .21 for WSPS.
Since the skewness and kurtosis values fall within the range
of -1.01 to .00, the data were considered to be normally
distributed (Biiyiikoztiirk, 2020). Accordingly, parametric
test techniques were used in the analysis. Specifically, t-
tests were applied to assess significant differences between
two groups, while One-Way ANOVA was conducted to
evaluate differences among three or more independent
variables, depending on the research sub-questions. Based
on the analysis results, when significant differences were
found among groups, multiple comparison tests (post-hoc),
including the Levene Test, were conducted. In order to
assess the relationship between the two variables, Pearson’s
correlation coefficient was employed.

2.5.Data Collection Tools
2.5.1. Digital Game Addiction Tendency Scale (DGAT)

The scale was developed by Budak (2020) to determine the
tendency of children to play digital games. The scale has
been applied in various studies and tested in different
contexts. For example, Buyrukoglu et al. (2024) used the
DGAT scale to examine the relationship between digital
game addiction tendencies and the tendency to play in
open spaces among children aged 4-6. Additionally, in
another study conducted by Aydogdu (2021), the effect of
having an older sibling on digital game addiction among
children aged 4-6 was evaluated using this scale, and
significant findings were obtained. DGAT is a five-point
Likert-type scale consisting of 20 items. The scale includes
four sub-factors: Conflict (Items 2, 5, 8, 11, and 13; e.g.,
“He/she gets angry when I do not allow him/her to play
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digital games”), Disconnection from Life (Items 4, 12, 14, 15,
16, and 17; e.g., “He/she does not hear what is being said
while playing digital games”), Reflection to Life (Items 3,
18, 19, and 20; e.g., “He/she reflects what he/she learns in
to his/her
Continuous Playing (Items 1, 6, 7, 9, and 10; e.g., “He/she

digital games real-life behavior”), and
plays with digital devices too much during the day”). The
Cronbach’s alpha reliability coefficient of the DGAT scale
is .93. Within the scope of this study, the validity and
reliability analyses of the scale were repeated. The overall
Cronbach’s alpha coefficient of the scale was found to be
.95. The Cronbach’s alpha coefficients for the sub-factors
were as follows: Reflection to Life: .94, Disconnection from
Life: .92, Continuous Playing: .93, and Conflict: .92. The
goodness-of-fit indices calculated by Confirmatory Factor
Analysis (CFA) also indicated that the DGAT scale was
valid for this study [x2/sd=3.14, AGFI=0.81, RMSEA=0.08,
GFI=0.85, RMR=0.050, s-RMR=0.037, NFI=0.98, IFI=0.99,

CFI=0.99].

2.5.2. Wally Social Problem Solving Test (WSPS)

The original version of the test was developed by Spivack
and Shure (1985) and later adapted into Turkish by Yilmaz
(2012). The test is used to determine children’s social
problem-solving abilities. It has two separate forms for
boys and girls. The test consists of 15 pictures. These
pictures are shown to the child, and the question “What
would you do in this situation?” is asked. The child's
response is scored based on whether the behavior is
prosocial or not. A score of 1is given for prosocial behavior,
and 0 for non-prosocial behavior. The maximum score that
can be obtained from the test is 15 (Dereli, 2008; Yilmaz,
2012). In numerous research studies, the test has served as
a tool for measuring the social problem-solving abilities of
children. As indicated by research carried out by Yilmaz
and Tepeli (2013), it was used to examine the social
problem-solving abilities of children aged 60 to 72 months.
In another study conducted by Gokkaya et al. (2020), it was
used to determine the social abilities of students attending
private preschool institutions. Additionally, in a study by
Erden and Yalgn (2021), the WSPS test was used to
examine the effects of preschool STEM activities on
children's problem-solving abilities. Before being used in
this study, validity and reliability analyses of the test were
repeated. Accordingly, the Kuder-Richardson 20 (KR-20)
reliability coefficient of the scale was calculated as .71. In
other studies, Dereli (2008) reported the KR-20 reliability
coefficient as .79. As a result, the WSPS test was determined
to be a reliable tool for this study. The validity of the test

was evaluated through Confirmatory Factor Analysis
(CFA). The goodness-of-fit indices from the CFA were as
follows: x2/df=3.03, AGFI=0.85, RMSEA=0.084, GFI=0.89,
RMR=0.18, s-RMR=0.085, NFI=0.26, IF1=0.34, and CFI=0.30.
According to the evaluation, the RMSEA, GFI, AGFI, and s-
RMR values indicated a good level of fit, while the x2/df,
RMR, IFI, NFI, and CFI values indicated an acceptable level
of fit. These results are consistent with the fit criteria
proposed by Kline (2011) and Schermelleh-Engel and
Moosbrugger (2003).

3. Findings

This section presents the results of the analyses conducted
in line with the aim of the research.

3.1. Findings Related to Digital Game Addiction
Tendencies in Children Aged 5-6

Table 3 displays the average scores and standard deviations
of parents’ views on the digital game playing tendencies of
children aged 5 to 6.

Table 3.

Mean scores and standard deviations of digital gameplay
tendencies according to parental evaluation

Scale- N X S Min Max
Dimensions
Conflict 290 13.48 13.48 5.02 25

Disconnection 290 10.34 10.34 3.90 30
from Life

Reflection to Life 290 15.05 15.05 5.70 20
Continuous 290 14.09 14.09 481 25
Playing

DGAT 290 13.48 52.97 18.27 100

As shown in Table 3, the average score of total digital
gameplay tendencies was found to be 13.48. According to
these results, it is observed that the children in the research
group exhibit a moderate level of digital gameplay
tendencies.

3.2. Findings Related to the Digital Game Addiction
Tendencies of Children Aged 5-6 in Terms of Gender,
Duration of Preschool Education, and Parental Education
Level

To investigate whether digital gameplay tendencies of
children aged 5-6 significantly differ by gender, an
independent samples t-test was conducted, and the results
are shown in Table 4.
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Table 4.
Examination of digital gameplay tendencies by gender
Scale-Dimensions Gender N X S sd t p d
DGAT Female 121 4412 17.33 288 -7.640 .000* 0.08
Male 169 59.30 16.21
Conflict Female 121 11.15 4.82 288 -5.871 .000* 0.05
Male 169 15.14 448
Disconnection from Life Female 121 12.36 5.33 288 -7.604 .000* 0.07
Male 169 16.98 5.16
Reflection to Life Female 121 8.83 8.83 288 -7.407 .000* 0.06
Male 169 11.42 11.42
Continuous Playing Female 121 11.76 11.76 288 -7.238 .000% 0.06
Male 169 15.75 15.75

Note. *p<.05

As shown in Table 4, the total mean scores of the digital
gameplay scale and its subdimensions significantly differ
according to the gender of the children aged 5-6 (tbcar=-
7.640, p<.05; tconflic=-5.871, p<.05; tDisconnection from Lite=-7.604,
p<.05; treflection to Life=-7.407, p<.05; tContinuous Playing=-7.238,
p<.05). When examining the mean scores for digital
gameplay tendencies, it was determined that boys
(x=59.30) have higher digital gameplay tendencies than

Table 5.

girls (x=44.12). To examine the effect size, Cohen’s d values
were calculated, and it was found that the effect sizes for
the total score of the scale and each subdimension were low
(®pcat=0.08, dconflict=0.05, ODisconnection from Life=0.07, OReflection to
Life=0.06, OcContinuous Playing=0.06). Table 5 presents the results of
the independent samples t-test conducted to determine
whether the digital gameplay tendencies of children aged
5-6 significantly differ according to the duration of
preschool education.

Examination of digital gameplay tendencies according to preschool education duration

Scale-Dimensions Duration of Attendance in Preschool N X S sd t [4 e}
Education

DGAT One year 176 53.94 17.59 288 1.125 262 0.10
Two years or more 114 5147 19.25 288

Conflict One year 176 13.86 4.88 288 1.608 .109 0.11

Two years or more
Disconnection from Life One year
Two years or more
Reflection to Life One year
Two years or more
Continuous Playing One year

Two years or more

114 12.89 5.20 288

176 15.25 5.51 288 743 458 0.08
114 14.74 5.98 288

176 10.47 3.82 288 .705 485 0.08
114 10.14 4.03 288
176 14.35 4.60 288
114 13.69 5.12 288

1.139 .256 0.10

As shown in Table 5, the digital gameplay tendencies of
children aged 5-6 and the subdimensions of these
tendencies do not differ significantly according to the
duration of preschool education (tpcar=1.125, p>.05;
tconflice=1.608, p>.05; tpisconnection from Life=.743, p>.05; trefiection to
Lif=.705, p>.05; tcontinuous Playing=1.139, p>.05). Additionally, the
Cohen’s d effect sizes for the DGAT total score and
subdimensions were found to be low depending on the

duration of preschool education (dpcar=0.14, dconfic=0.11,
Lite=0.08, Life=0.08,
Playing=0.10). Table 6 presents the findings of the one-way

ODisconnection ~ from OReflection ~ to OContinuous
analysis of variance (ANOVA) conducted to determine
whether digital game addiction tendencies of children aged
5-6 differ

educational level.

significantly according to the mother's
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Table 6.

Examination of digital gameplay tendencies according to mother’s education level

Scale- Mother’s N X S Sd F p n2 Significant
Dimensions  Educational Level difference
DGAT A. Primary 104 6251 15.74  4-6900.33 28.557 .000*  0.04 A>B
Education
B. High School 116 5350  30.94 A>C
C. Associate 34 52.93 15.80 A>D
Degree
D. Bachelor’s 32 44.79 15.72
Degree
E. Postgraduate 4 3071 10.69
Degree
Total 290 5297 18.27
Conflict A. Primary 104  16.02 448 4-486.96 22.763 .000*  0.04 A>B
Education
B. High School 116 13.50 4.23 A>C
C. Associate 34 10.94 4.37 A>D
Degree
D. Bachelor’s 32 7.75 3.39
Degree
E. Postgraduate 4 1425  8.69
Degree
Total 290 13.48 5.70
Disconnection ~ A. Primary 104 5.17 517 4-277.80 24.007 .001*  0.04 A>B
from Life Education
B. High School 116  5.00 5.00 A>C
C. Associate 34 5.32 5.32 A>D
Degree
D. Bachelor’s 32 3.26 3.26
Degree
E. Postgraduate 4 8.60 8.60
Degree
Total 290 15.05 .82
Reflection to A. Primary 104 1221 3.34 4-428.48 24.440 .000*  0.04 A>B
Life Education
B. High School 116 10.44 3.60 A>C
C. Associate 34 8.67 3.51 A>D
Degree
D. Bachelor’s 32 5.87 2.19
Degree
E. Postgraduate 4 8.50 5.80
Degree
Total 290  3.38 3.90
Continuous A. Primary 104 1647 4.18 4-428.48 24.440 .000*  0.04 A>B
Playing Education
B. High School 116 14.00 4.26 A>C
C. Associate 34 12.38 4.24 A>D
Degree
D. Bachelor’s 32 8.43 3.25
Degree
E. Postgraduate 4 14.75  8.46
Degree
Total 290 14.09 4.81
Note. *p<.05
According to Table 6, the total mean scores and mother’s education level (F-6900335) Digital Gameplay Tendency Scale =

subdimensions of digital gameplay tendencies in children
aged 5-6 differ statistically significantly according to the

28.557, p<.05; F(4-486.967) Conflict=25.948, p<.05; F(4-569.055) Disconnection
from Life=22.763, p<.05; F(4-277.807) Reflection to Lite=24.007, p<.05; Fa-
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428.480) Continuous Playing=24.440, p<.05). Accordingly, it was
determined that as the mother’s education level increases,
the digital gameplay tendencies of children decrease.
According to the results of the Levene post-hoc test, the
digital gameplay tendencies of children whose mothers had
only primary education were significantly higher than
those whose mothers had high school, associate degree, or
bachelor's degree education. According to the eta squared
(n?) values, the mother's education level has a moderate

effect on children's digital gameplay tendencies (11?=0.049)
(n?=0.043),
disconnection from life (n?=0.046), reflection to life
(n>=0.046), and continuous playing (n>=0.046). Table 7
shows the results of the one-way analysis of variance
gameplay
tendencies of children aged 5-6 differ significantly

and on each subdimension: conflict

conducted to determine whether digital

according to the father’s educational level.

Table 7.
Examination of digital gameplay tendencies according to father’s education level
Scale- Father’s education N X S Sd F [4 n2 Significant
Dimensions level difference
DGAT A. Primary Education 85 65.90 15.34 4-7380.356 31.419 .000* 0.05 A>B
B. High School 100 53.21 15.08 A>C
C. Associate Degree 42 49.07 14.64 A>D
D. Bachelor’s Degree 59 37.98 16.02
E. Postgraduate 4 34.25 17.85
Degree
Total 290 52.97 18.27
Conflict A. Primary Education 85 16.88 434 4-500.092 26.912 .000* 0.04 A>B
B. High School 100 13.65 4.15 A>C
C. Associate Degree 42 11.90 4.19 A>D
D. Bachelor’s Degree 59 9.71 4.51
E. Postgraduate 4 9.25 5.67
Degree
Total 290 13.48 5.02
Disconnection ~ A.Primary Education 85 18.90 4.95 4-641.738 26.762 .000* 0.04 A>B
from Life B. High School 100 15.06 495 A>C
C. Associate Degree 42 13.90 4.42 A>D
D. Bachelor’s Degree 59 10.72 5.03
E. Postgraduate 4 9.00 4.76
Degree
Total 290 15.05 5.70
Reflection to A. Primary Education 85 12.74 3.52 4-285.067 24.853 .000* 0.04 A>B
Life B. High School 100 10.48 3.45 A>C
C. Associate Degree 42 9.92 3.27 A>D
D. Bachelor’s Degree 59 7.22 3.15
E. Postgraduate 4 6.25 2.87
Degree
Total 290 10.34 3.90
Continuous A. Primary Education 85 17.37 4.04 4-463.902 27.233 .000* 0.04 A>B
Playing B. High School 100 14.02 4.02 A>C
C. Associate Degree 42 13.33 4.07 A>D
D. Bachelor’s Degree 59 10.32 4.34
E. Postgraduate 4 9.75 5.90
Degree
Total 290 14.09 4.81
Note. *p<.05

When Table 7 is examined, it is understood that the digital
gameplay tendencies and their subdimensions among
children participating in the study differ significantly
according to the father's education level (Fu-73s0356) Digital
Gameplay Tendency Scale=31.419, p<.05; F(4-500.092) Conflict=26.912, p<.05;

F(4-641.738) Disconnection from Life=26.762, p<.05; F4-285.067) Reflection to
Life=24.853, p<.05; F(4463902) Continuous Playing=4.544, p<.05).
According to the results of the Levene post-hoc test,
children whose fathers were primary school graduates had
significantly higher digital gameplay tendencies than
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children whose fathers were high school, associate degree,
or postgraduate degree graduates. According to the eta
squared (n?) values, the father's education level has a
moderate effect on children's digital gameplay tendencies
(n?=0.051) and on each subdimension: conflict (1?=0.044),
disconnection from life (n?=0.044), reflection to life
(n?=0.043), and continuous playing (n>=0.047).

Table 8.

3.3. Findings Related to the Social Problem-Solving
Abilities of Children Aged 5-6

The results of the descriptive statistics calculated to
determine the levels of social problem-solving abilities of
children aged 5-6 are presented in Table 8.

Mean scores and standard deviation values of the Wally Social Problem Solving Test

Scale Themes N X S
Rejection 290 .70 46
Making a Mistake 290 .66 47
Unfair Treatment 290 71 45
Victimization 290 .68 46
Prohibition 290 72 45

WSPS Making Mistakes 290 72 45
Victimization 290 .67 47
Don't Be Alone 290 71 45
Deception 290 71 45
Don't Be Disappointed 290 73 44
Inability to Make Decisions 290 74 43
Adult Disapproval of Behavior 290 73 44
Assault 290 72 44
Victimization 290 74 44
Don't Be Alone 290 .65 47

Total 10.58 1.82

As seen in Table 8, analysis of the mean scores for the
themes in the Wally Social Problem-Solving Test indicates
that the lowest mean belongs to the theme 'being alone' (X
=.65), whereas the highest mean is observed in the theme
'indecisiveness' (x=.74). The total average score for the test
is 10.58.

3.4. Findings Related to Social Problem-Solving Abilities
of Children Aged 5-6 in Terms of Gender, Duration of
Preschool Education, and Parental Education Level

The findings of the independent samples t-test conducted
to determine whether the gender variable has a significant
effect on the scores obtained by children aged 5-6 from the
social problem-solving scale are presented in Table 9.

Table 9.
Examination of the Wally Social Problem Solving Test by gender
Scale Gender N X S Sd t [4 o
WSPS Female 121 10.74 1.48 288 1.30 192 0.11
Male 169 10.47 2.03

Table 9 indicates that the t-test results did not reveal any
significant relationship between gender and children’s
social problem-solving abilities (tsocial Problem Solving Scate=1.30;
p>.05). The effect size calculated using Cohen’s d indicated
a small effect of gender on children’s social problem-
solving abilities (6=0.11). Table 10 displays the independent
samples t-test results aimed at identifying whether the

preschool education duration leads to a statistically
significant difference in the social problem-solving
abilitiess of 5-6-year-old children.Table 10 presents the
results of the independent samples t-test conducted to
determine whether the social problem-solving competence
of children aged 5-6 differs statistically based on the

duration of preschool education.
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Table 10.
Examination of the Wally Social Problem Solving Test by preschool education duration
Scale Duration of N X S Sd t p o
Preschool Education
WSPS One year 176 288 -3.014 .003* 0.19
10.32 1.90
Two years or more 114 10.98 1.63
Note.*p>.05

An examination of Table 10 reveals a statistically significant
difference between children’s social problem-solving test
scores and the length of time they received preschool
education, as indicated by the t-test results (tsocial Problem Solving
scale=-3.014; p<.05). The social problem-solving abilities of 5-
6-year-old children who attended preschool education
institutions for two years or more are higher than those of

Cohen’s d effect size was also found to be low in terms of
the preschool education duration variable on children’s
social problem-solving abilities (6=0.19). Table 11 presents
the results of the one-way analysis of variance conducted
to determine whether the scores obtained by children aged
5-6 from the Wally Social
significantly differ according to the mother’s level of

Problem Solving Test

children who attended for only one year. Moreover, the education.
Tablo 11.
Examination of the Wally Social Problem Solving Test According to Mother’s Educational Level
Scale Mother’s Educational Level N X S Sd F p n2 Significant
difference
WSPS A. Primary Education 104 10.60 1.85 3-9.112 2.799 .026* 0.008 A>D
B. High School 116 10.43 1.84 D>B
C. Associate Degree 34 10.35  2.01 D>C
D. Bachelor’s Degree 32 1146  1.07
E. Postgraduate Degree 4 11.46 1.07
Total 290 9.25 2.06
Note.*p>.05

According to Table 11, the difference between the social
problem-solving abilities of children aged 5-6 and the
variable of the mother’s educational level is statistically
significant (F4-9.112) Social Problem Solving Scale=2.799; p<.05). It can be
stated that as the mother's educational level increases,
children's social problem-solving abilities increase, too.
According to the eta squared (1?) value, the effect of the
Table 12.

mother's educational level variable on children's social
problem-solving abilities is low (1n?=0.008). Table 12
presents the results of the one-way analysis of variance
conducted to determine whether the social problem-
solving abilities of children aged 5-6 differ significantly
depending on the father's educational level.

Examination of the Wally Social Problem Solving Test according to father’s education level

Scale Father’s Education Level N X S Sd F p n2 Significant
difference
WSPS A. Primary Education 85 10.80  1.85 4-9.225 2.835  .025* 0.008 D>B
B. High School 100 1012 1.88
C. Associate Degree 42 10.76  1.46
D. Bachelor’s Degree 59 1086  1.83
E. Postgraduate Degree 4 10.75 .95
Total 290 1058  1.82
Note.*p>.05

An examination of Table 12 reveals that the difference
between children's social problem-solving abilities and
their fathers’ educational level is statistically significant

(F4-9.225) Social Problem Solving Scale=2.835; p<.05). Children in the
preschool period whose fathers hold a bachelor's degree
exhibit higher levels of social problem-solving abilitiess
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than those whose fathers have only completed high school.
This may be due to the child’s communication with the
father, individual characteristics, or environmental factors
specific to the sample group included in the study.
According to the eta squared (1)?) value, the effect of the
father's educational level variable on children's social
problem-solving abilities is also low (n?=0.008).

3.5. Findings Related to the Relationship Between
Preschool Children’s Digital Gameplay Tendencies and
Their Social Problem-Solving Abilities

To examine the relationship between digital game playing
behavior and social problem-solving abilities in children
aged 5 to 6, Pearson correlation analysis was employed. The
findings of this analysis are presented in Table 13.

Table 13.
Correlation values between the sub-factors of children’s digital gameplay tendencies and their social problem-solving skills
Scale-Dimensions DOBE Conflict Disconnection from  Reflection to Life Continuous WSPS
Life Playing
DGAT 1
Conflict 947 1
Disconnection from Life .958" .863™ 1
Reflection to Life .909* .813™ .857" 1
Continuous Playing 934~ 867 .852 773" 1
WSPS -.201" -.189™ -.167 -.165™ -.234* 1

Note. *p<.05, ** p<0.01

As shown in Table 13, there is a low-level, negative, and

statistically ~significant relationship between digital
gameplay tendencies and social problem-solving abilities
(r=-0.201, p<0.01). Significant negative and low correlations
were observed between children’s social problem-solving
abilitiess and the subdimensions of digital game addiction
(r=-0.189,  p<0.01),

disengagement from real life (r=-0.167, p<0.01), projection

tendencies, including conflict
onto life (r=-0.165, p<0.01), and persistent playing (r=-0.234,
p<0.01). These findings indicate that an increase in digital
game playing tendencies is associated with a decline in
social problem-solving abilitiess
children.

in preschool-aged

4. Discussion

This study focuses revealing the connection between digital
game addiction tendencies and social problem-solving
abilitiess in 5-6-year-old children who are enrolled in
preschool and kindergarten programs in Karabiik, Turkey.
Within the framework of the study's purpose, the total
mean scores of digital game addiction tendencies were
examined in terms of various variables.

Upon examination of the results obtained in this study, it
has been determined that children exhibit a moderate level
of digital game addiction tendency. This finding aligns
with the results of a previous study conducted by Ulum
(2016), which assessed addiction levels among children
aged 6 to 13. Similarly, other studies by Ozdemir (2021) and
Unsal (2019) also reported high levels of digital game
playing tendencies among children. Additionally, the
study examined the children’s digital gameplay tendencies
in relation to certain variables. When digital gameplay
tendencies were analyzed in terms of gender, a statistically

significant difference was found. It has been observed that
boys spend more time engaging with digital activities
compared to girls. This finding is supported by numerous
studies (Akgay & Ozcebe, 2012; Eni, 2017; Hazar et al., 2017;
Horzum, 2011; Ozcelik-Demir, 2022; Sulubey, 2022; Sahin
& Tugrul, 2012; Unsal, 2019). These findings not only
demonstrate that digital game addiction varies by age and
gender but also emphasize that the amount of time spent
on digital games is a significant factor in children's
developmental processes. The fact that boys spend more
time by interacting with digital tools suggests that they
may be at higher risk and that this could increase their
tendency toward addiction.

Another finding of the study reveals that children's
tendencies to play games using digital devices do not differ
significantly based on the duration of their preschool
education. This result is supported by a study examining
the interaction between media use and the early childhood
education process (Rideout et al., 2010), which emphasizes
that there is no direct relationship between the amount of
time children spend playing digital games and the length
of their preschool education. Based on these findings, it is
thought that the digital gameplay tendencies of students
participating in the study vary depending on their
individual characteristics, personal development, and
environmental factors.

The study also revealed that children's digital gameplay
tendencies differed significantly according to the mother's
level of education. While the mother's educational level
increased, children's digital gameplay tendencies
decreased. This finding is consistent with the results of

studies conducted by Akgay (2020), Arslan (2009), Yilmaz
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(2012), and Yilmaz (2016). However, in contrast, Balik¢i
(2018) and Ulum (2016) found that children’s digital
gameplay tendencies increased as the mother’s educational
level increased. The study also found a statistically
significant difference in children’s digital gameplay
tendencies according to the father’s level of education.
Similar to the findings on mothers, children's tendency to
play digital games decreased as the father's education level
increased. This result aligns with several previous studies
(Arslan, 2009; Eni, 2017; Tath, 2014; Yilmaz, 2016).
Accordingly, it can be suggested that parents with higher
levels of education may also be more conscious about the
use of digital devices.
A meaningful difference between children’s gender and
their ability to solve social problems was not detected. This
result supports the findings of Uzunkol and Ozdemir
Yilmaz (2018); who also concluded that gender does not
have a statistically significant effect on social problem-
solving abilitiess among primary school students. This
result suggests that gender is not a determining factor
influencing children’s social problem-solving abilities. The
development of such abilities may rather be influenced by
environmental factors, educational processes, and
individual experiences.
It was also found that there was no significant difference
between children's social problem-solving abilities and the
duration of preschool education. This finding is consistent
with Yilmaz (2016), but it differs from the results of Yilmaz
and Tepeli (2013), who investigated the relationship
between social problem-solving abilities and the duration
this
social

of preschool education. Potential reasons for

discrepancy may include family structure,
environment and individual characteristics of the children.
These factors likely play a significant role in the
development of social problem-solving abilities. Therefore,
the duration of preschool education alone may not be
sufficient to explain children’s social problem-solving
abilities.

The study also examined the overall level of social
problem-solving abilities among children. The results
indicated that children’s abilities in this area are at a
moderate level. This result is consistent with the findings of
Temiz (2019). It suggests that social problem-solving
abilities in preschool children are still in the developmental
stage and are likely to strengthen further as children grow
older.

Another goal of the study was to assess how children’s
inclination toward playing digital games may relate to their
social ~problem-solving abilities. ~Consequently the
correlation analysis conducted for this purpose, a negative
and weak relationship was found between children’s
digital gameplay tendencies and their social problem-

solving abilities. Children who had a higher tendency to

play digital games showed lower levels of social problem-
solving ability. This finding contributes to the literature by
indicating that digital gameplay tendencies may negatively
affect children's social problem-solving abilities. In a
similar study examining the impact of digital gameplay
tendencies on children's social and emotional
competencies, it was also found that the two variables
negatively influenced each other (Tilki, 2021). Likewise,
Atak (2020) and Saglam (2011) conclude in their studies that
digital games have a negative impact on socialization,
which aligns with the results of this research. This finding
reveals that excessive use of digital games may hinder the
development of children's social abilities and that time
spent in the digital world can negatively affect face-to-face
interactions and social problem-solving abilities. Therefore,
the findings underline the importance of careful
monitoring and limiting digital game use in relation to
children's development. This study is limited to children
receiving preschool education and their parents in
kindergartens and preschool classrooms in Karabiik
province. Participants with identified special educational
needs or enrolled in inclusive education programs were
excluded from the study group. The convenience sampling
method was used in this research as it allow for easy access
in terms of time, cost, and implementation. One primary
recommendation from this study for parents, educators,
and researchers is that similar research should be replicated
at different educational levels. While this study focused on
preschool children, conducting similar research with
children from various regions and provinces, or those
attending private schools or institutions, would provide
insights into the impact of socioeconomic status and allow
observations of development across different cultural
contexts. Furthermore, the relationship between digital
gameplay tendencies and social competencies or problem-
solving abilities can be further investigated. Parents are
advised to be more attentive to their children’s digital
gameplay habits, including co-selecting content and
monitoring the amount of time spent playing. It may be
worthwhile to investigate the extent to which prolonged
exposure to preschool education and early school
attendance contribute the enhancement of children’s social
problem-solving abilities.
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