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Ozet: Bu arastirmanin amaci, ¢ocuklukta cizgi film izleme ile geng yetiskinlerin ¢ocukluk yasantilari ve
kisiler arasi iligkileri arasindaki iliskiyi incelemektir. Bu amagla yaslar1 18 ile 28 arasinda degisen toplam 211
katilimeiya ulasilmistir. Verilerin toplanmasinda “Sosyo-Demografik Bilgi Formu”, arastirmacilar tarafindan
olusturulan “Cizgi Dizi/Film Izlemeye Dair Anket”, “Olumlu Cocukluk Yasantilar1 Olcegi (OCYO)” ve
“Kisilerarasi liski Boyutlar1 Olgegi (KIBO)” kullanilmistir. Arastirmanin bulgulari, katilimetlarm %70,02'sinin
cocukluk déneminde siddet icerikli ¢izgi film izledigini ve ¢ogunlugun (%56.,4) giinde iki ila ii¢ saat ¢izgi film
izledigini gostermistir. Katilimeilarm olumlu cocukluk yasantilarinmn yiiksek oldugu tespit edilmistir. KIBO
sonuglar1 katilimeilarin yiiksek onay bagimhiligi, diisiik empati ve duygusal farkindalik diizeylerinin oldugunu;
baskalarina giivenmede zorluk yasadiklarini ortaya koymustur. Karsilastirma analiz bulgular1 incelendiginde,
giinliik cizgi film izleme siiresine gore anlamli farklilasma bulunmamistir. Siddet igerikli ¢izgi film izleyenlerin
olumlu ¢ocukluk yasantilar1 ve duygu farkindaliklarmin anlamli diizeyde daha diisiik, onay bagimliliklarmin ise
daha yiiksek oldugu gorilmustiir. Siddet icermeyen ¢izgi film izleyenlerin empati diizeylerinin, izlemeyenlere
gore anlamli diizeyde daha yiiksek oldugu bulunmustur. KIBO alt boyutlar1 incelendiginde erkeklerin empati
diizeyleri, kadinlardan anlamli diizeyde daha yiiksektir. OCYO degerlendirildiginde 23-28 yas grubunun olumlu
cocukluk yasantilari, 18-22 yas grubuna gore anlamli diizeyde yiiksektir. Calismanin bu alandaki gelecek
calismalara kaynak olmasi hedeflenmistir.

Anahtar Sozcikler: Cizgi film, olumlu ¢ocukluk yasantilari, kisiler arasi iliski

Abstract: The purpose of this research is to examine the relationship between cartoon watching in
childhood, young adults' childhood experiences, and interpersonal relationships. For this purpose, a total of 211
participants, aged between 18 and 28, were reached. "Socio-Demographic Information Form," "Childhood
Cartoon Survey," which was created by the researchers, "Positive Childhood Experiences Scale (PCES)," and
"Scale of Dimensions of Interpersonal Relationships (SDIR)" were used to collect the data. The findings of the
study showed that 70.02% of the participants watched violent cartoons during childhood, and the majority
(56.4%) used to watch cartoons for two to three hours a day. It was determined that the participants had a high
level of positive childhood experiences. The SDIR results revealed that the participants had a high level of
approval dependency, a low level of empathy and emotional awareness, and that they had difficulty trusting
others. Upon examination of the comparative analysis results, no significant difference was found in scales
according to the daily cartoon watching time. It was found that those who watched violent cartoons had
significantly lower positive childhood experiences and emotional awareness and higher approval dependency.
Empathy levels were shown to be significantly higher in people who watched nonviolent cartoons. When the
SDIR subscales were examined, the empathy levels of men were significantly higher than women. Positive

* Lisans Ogrencisi, 0000-0003-0691-7277, mahiyeelifaydin@gmail.com
" Dog.Dr., 0000-0002-2751-8315, nesrinduman@windowslive.com
“*Lisans Ogrencisi, 0000-0002-6316-8316, ergiyenz@gmail.com


mailto:nesrinduman@windowslive.com

Examining the Relationship Between Cartoon Watching in Childhood and Positive Childhood
Experiences and Interpersonal Relationships in Young Adulthood

childhood experiences were significantly higher in the 23-28 age group compared to the 18-22 age group. The
study was aimed at being a source for future studies in this field.

Keywords: Cartoon, positive childhood experiences, interpersonal relationship
1.Introduction

Childhood is a critical period for development. The idea that childhood life is at the root of problems
in adult life is an important topic that focuses on many personality and psychotherapy theories (Dogan &
Aydm, 2020). Negative and exemplary experiences in childhood, traumatic events that the child cannot
cope with, and bad situations such as neglect and abuse, as many studies in the literature have shown, have
a negative impact on the physical, cognitive, social, and psychological development of individuals and play
an important role in psychopathological problems (Orsel et. al., 2011). Previous studies have focused on the
effects of negative experiences in general, but the absence of negative experiences in childhood does not
guarantee the individual's psychological well-being.

Psychological well-being requires the absence or lack of negative and traumatic experiences, as well
as experiences that arouse positive emotions in the child and the child's needs for adequate attention, love,
and appreciation. Coffey et al. (2015) found that it is important that the child's psychological needs are
adequately met and that the environment in which the child grows is a warm and-confident environment,
and these have a positive relationship with well-being, happiness, and self-esteem. That’s why, the presence
of positive childhood experiences is important for the development and psychological well-being of the
individual.

Positive childhood experiences refer to positive experiences in childhood. As supported by research,
there is a negative relationship between positive childhood experiences and depression and anxiety (Gilbert
et. al., 2008). Samiji et al. (2024) propound that having more positive childhood experiences was associated
with lower levels of depression and anxiety, and better life satisfaction and mental health. Maral et al.
(2024) showed that positive childhood experiences directly enhance spiritual well-being.

Psychological well-being has also been found to have a significant relationship with the dimensions
of interpersonal relationships in adulthood (Erdem & Kabasakal, 2015). In this sense, things that were
learned in childhood can continue in adulthood as they affect childhood experiences. At this point, it would
be useful to look at theoretical approaches to learning in childhood.

According to Social Learning Theory by Bandura (1971), children's personality formation occurs
through learning, which happens through modeling and observation. Media, one of the sources of learning,
is a subject that should be addressed by having negative content that children are often exposed to. The
research shows that exposure to violent media in childhood may have an impact on adolescence and
adulthood (Ybarra, Mitchell, & Oppenheim, 2022). In a study with third-grade students, it was found that
students who watched violent television shows at the age of eight were unlawful when they were 19 years
old (Mahmood, Iftikhar, & Bhatti, 2020).

A large proportion of children's media consumption consists of cartoons, and they affect children
both positively and negatively. Cartoons have many negative effects on children's physical, emotional,
cognitive, behavioral (Mahmood, Iftikhar, & Bhatti, 2020), and psychological states. Exposure to television
at an early age, especially in children under five, can affect language acquisition (Bhutani et. al., 2024).

Cartoons show characters who do not get hurt while receiving violence or any harm and are not
punished when resorting to violence, which can lead children to believe that this kind of behavior does not
hurt anyone (Sheikh et. al., 2023). By downplaying the negative consequences of violence, violent media
may cause a decline in children's moral reasoning (Lightfoot, Cole, & Cole, 2013). The role modeling of
the main characters in cartoons by children also enhances this effect (Giileken Katfar & Yilmaz, 2020).

According to the well-known Bobo Doll experiment, children aged three to six learn aggressive
behaviors when they observe violence through a screen, let alone directly observing it. In this experiment,
children who saw adults acting aggressively toward the doll displayed more verbal and physical aggression
than children who saw adults acting non-aggressively and children in the control group. Similarly, since
they are unable to distinguish the difference between reality and television until they are seven years old,
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young children who witness violent behavior in cartoons might imitate the behaviors. Therefore, children
cannot distinguish which behaviors are good and which are bad while watching television, and they learn
these behaviors through modeling (Li, 2023). This may be related to the brain development of children.
When it comes to the perception of real people and artificial characters in 10-year-olds, the medial
prefrontal cortex is active for both real and artificial characters, while in adults, the medial prefrontal cortex
is only active for real-life agents (Han, Jiang, & Humphreys, 2007). It reveals that young children might not
be able to tell the difference between actual events and made-up worlds, which could cause them to copy or
model cartoon characters. On the other hand, some studies have found that some cartoons can contribute in
a positive way to children: reducing pain (Dlzkaya et al., 2021), easing fear (Diizkaya et. al., 2021),
adjusting eating preferences (Hémar-Nicolas et al., 2021), and providing interest and motivation for sports
(Yu & Xu, 2011). Watching sports-related cartoons such as Captain Tsubasa has been found to be
indirectly linked to physical activity in adulthood (Zhang et. al., 2022).

The predominant characters that children take as role models have themes of aggression, as many
studies have shown, but they can also contribute to children's development. Through indirect
reinforcement, children can observe and use the behaviors they see in cartoons in their own lives
(Gengtanmirim-Kurt & Cetinkaya-Yildiz, 2021). In cartoons, even if the hero characters are fighting evil
using violence, they are part of a team that always supports each other, and they help people in need
(Guileken Katfar & Yilmaz, 2020). This can contribute to the acquisition of traits in children that will
contribute positively to their development, such as helping, asking for help, and solidarity, as opposed to
violence (Toksoy & Sapsaglam, 2019). One study conducted by Toksoy and Sapsaglam examined the
impact of cartoons on children's moral education. The study found that the themes of charity and
cooperation in cartoons have a positive effect on children’s friendships and social relationships (Toksoy &
Sapsaglam, 2019). However, long-term exposure to media violence can contribute to the formation of
cognitive scripts associated with personal affect aggression; therefore, people who are repeatedly exposed
to violent media are more likely to experience increased levels of anger intensity and arousal than people
who are less exposed (Li, 2023). This shows the importance of the long-term consequences of cartoon
watching in childhood, especially when the cartoons have violent content.

In all these studies, it is an undeniable fact that the media influences the development and character
characteristics of children, especially the cartoons most preferred by children, and therefore has a
significant influence even in young adulthood.

1.1.Significance and Aim of the Research

Previous literature on the effects of cartoons on children and adolescents has primarily examined
negative outcomes, like aggression and violence. A small amount of study has been done in the literature
that shows that cartoons can positively support development and teach children prosocial behaviors,
problem-solving skills, etc. Studies have generally examined the effects of violent cartoons on children.
However, most of the time, non-violent cartoons have not been the focus in literature. This study aims to
investigate cartoons that are violent as well as the ones that are not, emphasizing the significance of the
cartoons' content. Thus, by providing insight into the positive and negative aspects of cartoons, this study
may be helpful for future research. It might contribute to the idea that cartoons can teach positive behaviors,
in addition to the research in the literature on how violent behaviors can be learned through media. It is
known that cartoons are effective in children’s learning and modeling behaviors, but there aren't many
studies looking at the long-term effects of watching cartoons in childhood. Most previous studies have
focused on immediate outcomes, often missing the traces of these early exposures in a person's adult life.
The purpose of this study is to contribute to the current state of knowledge regarding how cartoons watched
in childhood could also shape young adulthood. Cartoons should be taken into consideration in children's
socialization processes, considering children learn by observing the social interactions and behavioral
patterns depicted in cartoons. However, there is a lack of comprehensive research on the relationship
between early exposure to cartoons and children’s social skills and relationships with others. This study
aims to fill these gaps by focusing on two primary topics. First, this study aims to investigate the
relationship between early exposure to cartoons and young adults' childhood experiences. Second, the study
aims to investigate the relationship between watching cartoons in childhood and young adults' interpersonal
relationships. This approach may help in understanding the importance of cartoons in the development of
young children and provide parents, educators, and lawmakers with insightful knowledge regarding the
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long-term consequences of cartoon exposure. Parents can become knowledgeable about which media
content they will present their children. Additionally, by taking into account how cartoons influence
childhood experiences and interpersonal relationships, content creators can create media that promotes
children's healthy development and positive learning.

1.2.Research Questions
This study aims to examine the relationship between cartoon watching in childhood and young

adults' childhood experiences and interpersonal relationships. By investigating these subjects, the aim is to
fill in gaps in understanding of the long-term consequences of early cartoon exposure on the lives of young
adults. The following is a list of the research questions that this study is examining:

1

2
3.
4

What are the cartoon-watching preferences of young adults during childhood?
What are the positive childhood experience levels of young adults?
What are the interpersonal relationship dimensions of young adults?

Do the positive childhood experiences of young adults differ significantly in terms of screen time
in childhood?

Do the dimensions: of interpersonal relationships of young adults differ significantly in terms of
screen time in childhood?

Do the positive childhood experiences of young adults differ significantly in terms of the content
of their favorite cartoon in childhood?

Do the dimensions of interpersonal relationships of young adults differ significantly in terms of the
content of their favorite cartoon in childhood?

Do the positive childhood experiences of young adults differ significantly in terms of the content
of cartoons they watched in childhood?

Do the dimensions of interpersonal relationships of young adults differ significantly in terms of the
content of cartoons they watched in childhood?

10. Is there a significant correlational relationship between positive childhood experiences and

dimensions of interpersonal relationships in young adults?
In order to seek an answer to the research questions, the main hypotheses of the current study can be

conceptualized as follows:

Hi: There is a significant relationship between cartoon watching in childhood, positive childhood

experiences, and dimensions of interpersonal relationships.

Ho: There is no significant relationship between cartoon watching in childhood, positive childhood

experiences, and dimensions of interpersonal relationships.

1.3.Limitations of the Research

It is a limitation that the cartoons are not grouped in equal numbers and that there are only a small
number of cartoons containing prosocial behavior.

It is a limitation that the research sample consists of 211 participants.
It is a limitation that the number of male participants is less than the number of female participants.

The data obtained from the survey and scales are based on the participants' own statements, so they
may find it difficult to answer the questions in a way that best expresses them.

2.Method
2.1.Research Model

The research is being conducted using the survey model, which is defined as "a research model that

aims to detect a past or present situation as it exists" (Karasar, 2018:109). The screening model that is used
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in research is the "relational screening model,” which tries to determine whether there is a change in two or
more variables and to what extent. Three important variables were identified in this research: "cartoon-
watching preferences,” "positive childhood experiences," and “dimensions of interpersonal relationships."
The relationship between these variables has been examined.

2.2.Sampling

The research was conducted in the spring semester of the 2023-2024 academic year. An online
survey platform called Google Forms was used to collect the data. To determine the sampling method, a
simple random sampling technique, a sampling strategy in which each member of the study population has
an equal probability of being selected, was used. By calculating a 95% confidence interval and a 7%
margin of error in the unknown universe, 196 participants were determined as the sample size. In order to
better reach the target audience of the selected cartoons, the sample of the study consisted of participants
between the ages of 18 and 28. In the study, 213 people were reached, 2 duplicate data were excluded, and
finally, the study was conducted with 211 participants: 154 women (%73), 57 men (%27), 145 people of
age 18-22 (%68,7), and 66 people of age 23-28 (%31,3). The sample was divided into two groups
according to age, taking into account generational differences in Turkish society: Generation Y, which is
older, and Generation Z, which is thought to interact with technology more than older generations, up to
Generation Alpha.

2.3.Data Collection Tools

In this study, four tools were used: a “‘Socio-demographic Information Form,” a “Childhood
Cartoon Survey,” the “Positive Childhood Experiences Scale,” and the “Scale of Dimensions of
Interpersonal Relationships”. These scales were chosen since they are the only ones whose Turkish validity
and reliability have been tested in this field, have high reliability levels, and are thought to be compatible
with the research questions.

2.4.Socio-Demographic Information Form

This form was prepared by the researchers and consists of two close-ended (age groups and sex)
questions.

2.5.Childhood Cartoon Survey

This form was prepared by the researchers. The survey aims to gather nostalgic data on the cartoons
people watched as kids. It consists of three questions: screen time, cartoons used to watch, and favorite
cartoon. 18 cartoons that aired in Turkey in the early 2010s and 2000s were chosen for the survey. They
were presented with the corresponding images of the cartoons to make them easier to remember.
Participants were allowed to make multiple selections in the second question. The cartoons were grouped
into two categories: violent and nonviolent, according to whether they had “prosocial behaviors” or
“potentially harmful activities.”

Violent features include physical, verbal, psychological, and sympathetic violence in cartoons.
Examples include scenes involving humiliation, lying, cheating, pushing, hitting, hurting, using
inappropriate language, intimidation, threats, characters having traumatic experiences, and violence against
identifiable characters, often depicted in heroic or humorous ways.

Nonviolent features include helping, sharing, showing empathy, using kind language, forming
friendships, creativity, imagination, humor, entertainment, environmental awareness, self-confidence and
self-esteem, problem-solving skills, critical thinking, and emotional intelligence in cartoons. A list of
cartoons is presented in Table 1.

Table 1. List of Cartoons

Content Name of the cartoons
1) Tom & Jerry 5) Samurai Jack 9) Gumball

Violent features 2) Ben10 6) Powerpuff Girls 10) Scooby Doo
3) Ninja Turtles 7) Regular Show 11) SpongeBaob
4) Winx Club 8) Keloglan Tales

Nonviolent features 1) In the Night Garden 4) Nane and Limon 6) Maya the Bee
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2) Sesame Street 5) Captain Tsubasa 7) Heidi
3) Caillou

2.6.Positive Childhood Experiences Scale (PCES)

The Positive Childhood Experiences Scale is a 5-point Likert-type scale developed by Dogan and
Aydin (2013). It measures positive childhood experiences, which are well-known to be important to the
psychological well-being of individuals. It is a self-report instrument assessed based on the childhood
experiences of the participants. Adults are the target sample group for this scale. There are 22 items on the
scale. The scale has no reverse-coded items. For each statement, participants are asked to rate their
agreement on a scale from "strongly disagree™ (1) to "strongly agree” (5). On the scale, possible scores fall
between 22 and 110. Higher scores indicate higher rates of positive childhood experiences. The Cronbach’s
a internal consistency value in the original version of the scale is (0=.96), and the composite reliability is
(0=.97). The range of the corrected item-total correlations was .37 to .83. The scale's validity and reliability
are indicated by the Cronbach's o value, which is in accordance with the border value (¢=.5) proposed by
Cronbach (1951) and Helmstadter (1964), and (¢=.7) by Bowling and Shah (2005). In the current study, the
Cronbach’s o, value was found to be .967, indicating an acceptable level of reliability.

2.7.Scale of Dimensions of Interpersonal Relationships (SDIR)

The SDIR is a 5-point Likert-type self-report scale developed by Erden-imamoglu and Aydin
(2009). Young adults are the scale's target group. The scale consists of 53 items and has four subscales:
approval dependence (AP) (15 items), empathy (E) (9 items), trusting others (TO) (15 items), and
emotional awareness (EA) (14 items). Participants are asked to rank the extent to which they agree with
each statement on a scale ranging from “completely defines” (1) to "does not define at all" (5). The overall
score is not computed; all subscale scores are computed independently. There are reverse-coded items in
each subscale. The AP subscale is about one’s ability to act autonomously in interpersonal relationships,
decision-making, and self-evaluation and has a possible score range of 15 to 75. Higher scores indicate
higher rates of approval dependency. The empathy subscale scores range from 9 to 45, with higher scores
indicating greater empathy. Scores on the TO subscale range from 15 to 75 and comprise statements
regarding trusting others in relationships. Higher scores signify a decline in interpersonal trust. The EA
subscale measures a person's ability to evaluate and determine their own feelings as the basis for
interpersonal connections. Scores range from 14 to 70; higher numbers indicate less emotional awareness.
The original version of the scale’s test-retest reliability coefficients ranges from .62 to .96, while the
subscales' Cronbach's o internal consistency values fall between .78 and .85. Based on the Cronbach's a
value, it is possible to conclude that the scale is valid and reliable. In the current study, the Cronbach’s a
value of the scale was (0=.789), the approval dependence subscale was (¢=.876), the empathy subscale was
(0=.880), the trusting others subscale was (0=.819), and the emotion awareness subscale was (0=.816),
indicating an acceptable level of reliability.

2.8.Data Analysis

The data gathered from the socio-demographic form, the Childhood Cartoon Survey, and the other
two scales (PCES and SDIR) were digitized and imported into the SPSS-22 program for Windows for the
data analysis. Prior to starting the data analysis, the question of whether the data set showed a normal
distribution was initially resolved. According to Sposito et al. (1983), a distribution is considered normal if
the skewness and kurtosis values range between +3. It may be concluded that the data set has a normal
distribution as the skewness and kurtosis values of the scales' scores fall within this range in the research
(see Table 3). Therefore, it was decided that parametric methods were appropriate for analysis. p<.05 and
p<.001 significance levels were preferred in interpretation.

2.9.Ethics of the Study

The research was started after receiving ethical approval from the Non-Interventional Clinical
Research Ethics Committee of Istanbul 29 Mayis University on the date of 01.04.2024, under reference
number 2024/04. An informed consent form was presented to the participants before starting the research.
Participation in the research was voluntary. The data collection started on April 7, 2024, and ended on May
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7, 2024.
3.Results

In this section, frequency analysis results of cartoons, descriptive analysis results of the scales,
comparative analysis results according to socio-demographic variables and cartoon-watching preferences,
and correlation analysis results of the PCES and the SDIR will be presented accordingly.

3.1.Frequency Analysis Results

Frequency analysis was carried out to determine the cartoon-watching preferences based on screen
time, the total number of viewers for each cartoon, and the number of people who chose it as their favorite
cartoon. The results are shown in Table 2.

Table 2. Frequency Analysis Results of Cartoons

Cartoons n f Content % Favorite
Tom & Jerry 190 Violent 90 32
Benl0 128 Violent 60,7 9
Ninja Turtles 83 Violent 39,3 1
Winx 133 Violent 63 29
Samurai Jack 88 Violent 41,7 5
Powerpuff Girls 125 e Violent 59,2 5
Regular Show 113 P Violent 53,6 15
Keloglan Tales 146 Violent 69,2 13
Gumball 155 Violent 54,5 21
Scooby Doo 152 Violent 72 20
SpongeBob 138 Violent 65,4 28
In the Night Garden 91 Nonviolent 43,1 4
Sesame Street 52 Nonviolent 24,6 0
Caillou 149 Nonviolent 70,6 13
Nane and Limon 79 zfg_ggol/o Nonviolent 37.4 1
Captain Tsubasa 82 - Nonviolent 38,9 9
Maya the Bee 79 Nonviolent 37,4 1
Heidi 89 Nonviolent 42,2 5

When the participants' answers regarding the time they spent watching cartoons were evaluated, it
was seen that 50 participants (23,7%) responded “1 hour or less," 119 participants (56,4%) responded ‘“2-3
hours," and 42 participants (19,9%) responded “4-6 hours.".

3.2.Descriptive Analysis Results
Descriptive statistics for the PCES, the SDIR, and its subscales are presented in Table 3.

Table 3. Descriptive Analysis Results of Scales

Scales & Subscales Min Max X Sd Skewness Kurtosis
PCES” Total 26,00 110,00 80,26 19,10 -,482 -,514
SDIR™ Total
Approval dependence 16,00 71,00 43,47 10,81 ,043 -,162
Empathy 9,00 45,00 19,69 6,83 1,177 2,009
Trusting others 22,00 70,00 46,13 9,50 ,069 -,170
Emotional awareness 15,00 61,00 39,88 9,07 ,040 -,291

*PCES: Positive Childhood Experiences Scale
**SDIR: Scale of Dimensions of Interpersonal Relationships

Based on the PCES, participants received 80,26+19,10 points, as shown in Table 3. This implies
that the participants have high positive childhood experiences. For the SDIR, approval dependence
subscale scores were 43,47+10,81. It shows that the participants' need for approval from others is high.
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Participants scored 19,69+6,83 points on the empathy subscale, indicating that participants have a weak
level of empathy in relationships with others. Scores on the trusting others subscale were 46,13+9,50,
indicating that the participants have trouble trusting others since higher scores indicate a decline in
interpersonal trust. Participants scored 39,88+9,07 on the emotional awareness subscale. This indicates
participants are leaning towards being less emotionally aware since higher scores indicate low emotional
awareness.

3.3.Comparative Analysis Results

This section presents comparative analyses of young adults' positive childhood experiences and
dimensions of interpersonal relationships based on socio-demographic variables and cartoon-watching
preferences. The analysis results according to socio-demographic variables (age groups and sex) will be
presented, respectively.

An independent sample T-test analysis was conducted to find out if there are age-group-based
differences in participants’ scores on the scales. The results are presented in Table 4.

Table 4. T-test Analysis Results According to Age

Scales & Subscales 18-22 years 23-28 years
X Sd X Sd t p
PCES™ Total 78,16 19,38 84,86 17,74 2,388 ,018"
SDIR™ Total
Approval dependence 42,72 11,01 45,13 10,24 1,507 ,133
Empathy 19,25 6,12 20,66 8,16 1,253 ,213
Trusting others 46,48 9,54 45,37 9,45 ,781 ,436
Emotional awareness 39,90 9,01 39,83 9,27 ,052 ,959
*p<.05

**PCES: Positive Childhood Experiences Scale
***SDIR: Scale of Dimensions of Interpersonal Relationships

It was found that there was a significant difference between participants’ scores on the PCES
according to age groups, t(209)=2,388, p<.05. Participants between the ages of 23 and 28 (84,86+17,74)
have significantly higher scores than participants between the ages of 18 and 22 (78,16+19,38). On the
other hand, there were no significant differences according to age groups in participants’ scores on the
subscales of the SDIR; t(209)=1,507, p>.05; t(99,559)=1,253, p>.05; t(209)=,781, p>.05; t(209)=,052,
p>.05.

An independent sample T-test analysis was conducted to find out if there are sex-based differences
in participants’ scores on the scales. The results are presented in Table 5.

Table 5. T-test Analysis Results According to Sex

Scales & Subscales Women Men
X Sd X Sd t p
PCES™ Total 80,26 17,58 80,24 22,87 ,006 ,995
SDIR™ Total
Approval dependence 42,92 11,04 44,96 10,10 1,216 ,225
Empathy 19,03 6,27 21,49 7,96 2,344 ,020"
Trusting others 46,36 9,94 45,52 8,27 ,567 ,571
Emotional awareness 39,16 8,90 41,80 9,33 1,887 ,061
*p<.05

**PCES: Positive Childhood Experiences Scale
***SDIR: Scale of Dimensions of Interpersonal Relationships

The results of the analysis indicate that there were no significant sex-based differences in
participants’ scores on the PCES; t(81,754)=,006, p>.05. It was found that there was no significant
difference according to sex in participants’ scores on the approval dependence, trusting others, and
emotional awareness subscales of the SDIR; accordingly, t(209)=1,216, p>.05; t(209)=,567, p>.05;

8



Mabhiye Elif AYDIN Nesrin DUMAN Zehra ERGIYEN

(209)=1,887, p>.05. However, in the empathy subscale, there was a significant difference between sexes,
1(209)=2,344, p<.05. Men (21,49+7,96) have significantly higher emphaty levels than women
(19,03+6,27).

In order to investigate whether the scores from the PCES and the SDIR differ depending on young
adults' cartoon-watching preferences during childhood, three subjects were examined: screen time, the
content of the favorite cartoons, and the content of cartoons young adults used to watch. Comparative
analyses for these subjects will be presented, respectively.

A one-way ANOVA analysis was conducted to examine the scores on the scales based on screen
time spent watching cartoons on a daily basis. Screen time is divided into three variables: 1 hour or less, 2-3
hours, and 4-6 hours. The results indicate that there was no significant difference in the participants' scores
on the scales based on screen time (p>.05). Table 6 presents the results.

Table 6. One-way ANOVA Analysis Results According to Screen Time

Scales & Subscales 1 hour or less 2-3 hours 4-6 hours
X Sd X Sd X Sd F(2,208)
PCES” Total 77,68 21,68 81,62 18,64 79,47 17,11 ,792
SDIR™ Total
Approval dependence 43,78 10,64 44,00 10,51 41,64 11,86 ,761
Empathy 19,54 8,05 20,01 6,83 18,97 5,17 ,374
Trusting others 44,50 9,33 46,54 9,73 46,92 9,04 ,997
Emotional awareness 39,50 8,80 40,06 9,61 39,80 7,90 ,070

*PCES: Positive Childhood Experiences Scale
**SDIR: Scale of Dimensions of Interpersonal Relationships

An independent sample T-test analysis was carried out in order to determine if the participants'
scores on the scales differed depending on the overall theme of their favorite cartoon. Table 7 displays the
findings from the analysis of the favorite cartoons according to content.

Table 7. T-test Analysis Results of Favorite Cartoon According to Content

Scales & Subscales Violent Nonviolent
X Sd X Sd t(209) p
PCES" Total 79,46 19,58 84,54 15,84 1,406 ,161
SDIR™ Total
Approval dependence 44,06 10,96 40,30 9,46 1,848 ,066
Empathy 19,53 7,01 20,57 5,81 -,843 ,423
Trusting others 45,91 9,56 47,33 9,25 -,786 ,433
Emotional awareness 39,41 9,10 42,39 8,61 1,740 ,083

The findings of the analysis showed that the participants' scores on the PCES and the SDIR for
their favorite cartoons do not differ significantly depending on content, accordingly; t(209)=,161, p>.05;
t(209)=,066, p>.05; t(209)=,423, p>.05; t(209)=,433, p>.05; t(209)=,083, p>.05.

An independent sample T-test analysis was conducted to determine if there were significant
differences in the scale scores based on whether or not the participants watched the cartoons. The analysis
examined the differences in young adults' positive childhood experiences and dimensions of interpersonal
relationships by comparing the scores of those who used to watch violent and nonviolent cartoons with
those who did not. Results revealed that only eight cartoons showed significant differences according to
cartoon watching. Therefore, these eight cartoons are the only ones that are presented. Six of these cartoons
are categorized as violent, including Tom and Jerry, Ninja Turtles, Winx, Regular Show, Gumball, and
Spongebob, while two cartoons, Caillou and Nane and Limon, are categorized as nonviolent. The results
regarding whether there were significant differences in the scale scores of the participants who used to
watch nonviolent cartoons and the participants who did not are displayed in Table 8.
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Table 8. T-test Analysis Results of Nonviolent Cartoons

Scales & Subscales Did not watch Used to watch
X Sd X Sd t(209) p
c PCES™ Total 81,53 21,07 79,73 18,26 ,623 ,634
A SDIR™ Total
t Approval dependence 46,29 9,65 42,30 11,07 2,466 ,014"
L Empathy 19,30 6,56 19,85 6,96 -,534 ,594
8 Trusting others 44,40 9,93 46,85 9,26 -1,717 ,087
Emotional awareness 38,56 9,54 40,42 8,84 -1,363 174
X Sd X Sd t(209) p
PCES™ Total 81,84 19,30 77,62 18,58 1,559 121
2 L SDIR™ Total
N |\I/| Approval dependence 43,29 10,05 43,78 12,03 -,318 ,751
E o Empathy 18,98 6,34 20,88 7,49 -1,968 ,050"
& N Trusting others 45,49 9,14 47,21 10,04 -1,276 ,203
Emotional awareness 39,97 9,07 39,72 9,13 ,198 ,843
*p<.05

**PCES: Positive Childhood Experiences Scale
***SDIR: Scale of Dimensions of Interpersonal Relationships

According to Table 8, the results demonstrate a significant difference in Caillou for the approval
dependence subscale, t(209)=2,466, p<.05. It was found that the participants who did not watch Caillou had
higher approval dependence scores (46,29+9,65) than the participants who used to watch Caillou
(42,30+11,07). There was a significant difference for Nane and Limon on the empathy subscale, t(209)=-
1,968, p<.05. Compared to those who did not watch it (18,98+6,34), those who watched this cartoon
(20,88+7,49) scored higher on empathy.

Table 9 presents the findings about whether there were significant differences between the scores
of the participants who used to watch violent cartoons and those who did not.

Table 9. T-test Analysis Results of Violent Cartoons

Scales & Subscales Did not watch Used to watch
X Sd X Sd t p
PCES™ Total 85,57 15,49 79,67 19,40 1,345 ,180
T J SDIR™ Total
SI E Approval dependence 38,90 11,10 43,98 10,68 -2,059 ,041"
R  Empathy 19,14 7,46 19,75 6,78 -,390 697
& Y Trusting others 44,80 9,55 46,28 9,51 -,674 ,501
Emotional awareness 41,57 11,63 39,69 8,76 717 ,481
X Sd X Sd t(209) p
. PCES™ Total 80,12 18,71 80,46 19,79 -,128 ,898
N U SDIR™ Total
’L $ Approval dependence 42,13 10,78 45,55 10,58 -2,267 ,024"
J L Empathy 19,96 7,31 19,28 6,05 ,696 ,487
A g Trusting others 46,78 9,74 45,13 9,09 1,238 217
Emotional awareness 40,69 9,24 38,62 8,70 1,624 ,106
X Sd X Sd t p
PCES™ Total 79,30 20,14 80,81 18,52 -,554 ,580
w  SDIR™ Total
,1' Approval dependence 41,61 9,79 44,57 11,25 -1,929 ,055
X Empathy 20,44 6,99 19,25 6,73 1,225 ,222
Trusting others 47,39 8,29 45,39 10,10 1,556 121
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Emotional awareness 42,01 8,99 38,63 8,91 2,650 ,009"
X Sd X Sd t(209) p
o PCES™ Total 84,05 17,00 76,97 20,25 2,725 ,007"
E SDIR™ Total
S H  Approval dependence 43,96 10,56 43,05 11,05 ,613 ,541
L v?/ Empathy 19,97 7,56 19,45 6,16 ,559 ,577
Q Trusting others 46,30 10,11 45,99 8,99 ,239 ,811
Emotional awareness 40,24 9,43 39,56 8,77 ,541 ,589
X Sd X Sd t(209) p
. PCES™ Total 84,19 17,13 76,97 20,08 2,279 ,006"
U SDIR™ Total
'\é' Approval dependence 43,72 9,50 43,26 11,83 ,307 ,759
A Empathy 19,57 7,42 19,80 6,33 -,240 ,811
t Trusting others 46,12 9,74 46,14 9,35 -,017 ,986
Emotional awareness 40,18 9,26 39,62 8,94 447 ,656
X Sd X Sd t p
ﬁ PCES™ Total 84,42 15,99 78,05 20,26 2,501 ,013"
o  SDIR™ Total
g Approval dependence 42,30 10,82 44,10 10,79 -1,151 ,251
E Empathy 20,20 7,50 19,42 6,46 ,785 ,433
g Trusting others 47,39 9,37 45,47 9,54 1,403 ,162
B Emotional awareness 40,86 9,26 39,36 8,96 1,144 254
*p<.05

**PCES: Positive Childhood Experiences Scale
***SDIR: Scale of Dimensions of Interpersonal Relationships

According to the independent T-test analysis results of violent cartoons, there were some
significant differences that were found between the participants who watched these cartoons in childhood
and the participants who did not. The findings revealed a significant difference in Tom and Jerry and Ninja
Turtles cartoons for the approval dependence subscale; t(209)=-2,059, p<.05; t(209)=-2,267, p<.05. It was
found that the approval dependence scores of the participants who watched (43,98+10,68) Tom and Jerry
were higher than the participants who did not watch it (38,90+11,10). Ninja Turtles showed the same result
as Tom and Jerry; those who watched it (45,55+10,58) had higher scores than those who did not watch it
(42,13+10,78). Results for Winx demonstrated a significant difference in the emotional awareness subscale,
t(209)=2,650, p<.05. The emotional awareness scores of the participants who did not watch Winx
(42,01+8,99) were higher than those who watched it (38,63+8,91). Significant differences were found for
Regular Show, Gumball, and Spongebob on the PCES, accordingly: t(209)=2,725, p<.05; t(209)=2,279,
p<.05; t(178,577)=2,501, p<.05. The scores on the PCES of those who watched these cartoons are
significantly lower than those who did not watch them. The results are, respectively: participants who did
not watch Regular Show (84,05£17,00) and those who watched it (76,97+20,25); participants who did not
watch Gumball (84,19+17,13) and those who watched it (76,97+20,08); participants who did not watch
Spongebob (84,42+15,99) and those who watched it (78,05+20,26).

3.4.Correlation Analysis Results

A Pearson correlation analysis was conducted to assess the correlational relationship between
positive childhood experiences and dimensions of interpersonal relationships in young adults. The
correlation results of the two scales used in the study are shown in Table 10.
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Table 10. Correlation Analysis Results of the PCES and the SDIR

Scales & Subscales 1 2 3 4 5
PCES™ Total? -

SDIR™ TotalP

2Approval dependence ,203" -

SEmpathy ,005 ,262" -

*Trusting others -,273" -,378" ,008 -

SEmotional awareness -,275" -,443" ,189" ,505" -

*p<.01 aN=211, °N=211
**PCES: Positive Childhood Experiences Scale
***SDIR: Scale of Dimensions of Interpersonal Relationships

There was a significant and weak positive correlational relationship between positive childhood
experiences and approval dependence, r(209)=.203, p<.01l. When the relationship between positive
childhood experiences and trusting others was examined, there was a significant and weak negative
correlational relationship, r(209)=-.273, p<.01. Similar results were obtained between positive childhood
experiences and emotional awareness, r(209)=-.275, p<.01.

The results showed that there was a significant and weak positive correlational relationship
between approval dependence and empathy, r(209)=.262, p<.01. Examining the relationship between
approval dependence and trusting others, a significant and weak negative correlational relationship was
found, r(209)=-.378, p<.01. A significant and moderately negative correlational relationship was found
between approval dependence and emotional awareness, r(209)=-,443, p<.01. There was a significant and
moderately positive correlational relationship between emotional awareness and trusting others,
r(209)=.505, p<.01.

4 Discussion and Conclusion

In order to better understand young adults' childhood experiences and interpersonal relationships,
this study will look at the connection between watching cartoons as a child. To close knowledge gaps about
the long-term effects of early cartoon exposure on young adults' lives, these topics are being researched. To
go over the research's conclusions in chronological order:

Frequency analysis and comparative analysis were carried out to investigate young adults' cartoon-
watching preferences during childhood and how scale scores differed according to preferences. According
to the findings, 70,02% of the participants preferred to watch cartoons with violent content. This result
shows how important it is to evaluate the possible impact of violent cartoons on children and young people.
Tom & Jerry, which is a violent cartoon, was the most watched cartoon (90%). Caillou, a nonviolent
cartoon, was the second most watched, with a percentage of 70,6 participants. This finding also shows that
young adults highly prefer violent cartoons. Exposure to violent cartoons in childhood can affect
interactions with other people in childhood and adulthood. Regarding screen time, most of the participants
(56,4%) used to watch cartoons for 2-3 hours daily. This amount of screen time could be considered
normal and could result from watching cartoons less frequently and more often spending time with friends
in the past, whereas children today do the opposite.

According to the findings of this study, young adults generally have high rates of positive
childhood experiences (80,26+19,10), with the younger age group of 18-22 having lower scores than the
other group. According to Bilgin et al. (2021)’s study, an adult's positive childhood experiences vary
significantly depending on their parents' perceived socio-economic status, parental attitude, and level of
education. In addition to parenting practices changing, changes in society and politics may also be the
reason for this difference. Although generation is defined as the set of individuals who constitute an
average age group of twenty-five to thirty years (Adigiizel, Batur, & Eksili, 2014), it is seen in this study
that the generation gap manifested itself in a shorter period of time.

For the dimensions of interpersonal relationships, participants had high dependence on others for
approval, weak levels of empathy, trouble trusting others, and less emotional awareness. These findings
could be explained by other factors such as stress levels, emotion regulation skills, and the social skills of
young adults. There was no significant difference according to age. However, contrary to general opinion,
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there was a significant sex difference in the empathy subscale, with men scoring significantly higher than

women. Moreover, this result was opposite to previous studies on empathy in literature (Demir, Ath, & Kis,
2016; Rueckert & Naybar, 2008).

Young adults’ positive childhood experiences and dimensions of interpersonal relationships were
investigated based on screen time, the content of their favorite cartoons, and the content of the cartoons
young adults used to watch. Regarding screen time and the content of the favorite cartoons, there were no
significant differences for both positive childhood experiences and dimensions of interpersonal
relationships. Despite the participants' preference for watching violent cartoons, they did not generally
receive very low scores on the PCES. Playing, socializing with peers, and staying connected to the outside
world could potentially contribute to this. Given that the younger generation of kids is more likely to be
isolated from the outside world and to spend more time consuming media, one could argue that their results
would be different. Participants who used to watch violent cartoons had lower levels of positive childhood
experiences. The fact that these cartoons have been providing poor examples of how to interact with other
people could help to explain this. It may encourage violent and aggressive behavior. When children learn
this kind of behavior and start showing aggression towards other people, it can lead to a lack of positive
social interactions. Cartoons can expose Kids to violent and aggressive images, which can make them less
sensitive to pain and violence, less empathetic, and more likely to believe that the world around them is full
of fear (Karaboga, 2018). As Karaboga (2018) says, television programs for children can hinder language
development because they only provide one-way communication and do not allow for mutual interaction,
and they can cause developing speech and communication problems with the outside world, particularly
during childhood, which is the critical time when the foundations of social development are set. When
children start interacting with their peers in their early years, socialization plays a crucial role. Therefore, to
ensure children spend a healthy amount of time on screens and socialize, it would be beneficial for parents,
teachers, and lawmakers to provide spaces and opportunities where children may engage with their peers,
find new interests, participate in social events, and spend time outdoors by taking part in physical activities
or sports.

For dimensions of interpersonal relationships, watching one of the cartoons with violent content
(Winx) resulted in lower emotional awareness scores. According to the SDIR, higher scores on this
subscale mean less emotional awareness. However, participants who used to watch it had lower scores,
which indicates they have high emotional awareness. This can be explained by the fact that the general
consumer population of this cartoon is women; therefore, they have more emotional awareness due to
gender roles. Mankus et al. (2016) found that women are more likely than men to pay attention to emotion,
both voluntarily and involuntarily. As gender roles indicate, women tend to become more aware of their
own emotions. during the socialization process. Although the cartoon on this subject contains violent
behavior, all of the main characters are women, and they encourage paying attention to emotions and
engaging in empathy. This finding may show that although some cartoons contain violence, they can teach
children positive things by ensuring that the characters, who will be taken as role models, exhibit good
behavior. This result was in accordance with some previous studies in the literature that were mentioned in
the introduction (Giileken Katfar & Yilmaz, 2020; Toksoy & Sapsaglam, 2019). As a conclusion, it's
important for parents and caregivers to know if cartoons contain violent content as well as how the
characters behave and how children perceive and interpret the characters. It is suggested by the Social
Learning Theory that children can learn by modeling. By understanding Social Learning Theory, educators
and parents can realize that children's media consumption is not only related to the acquisition of negative
behaviors but can also be used for behavior modification or positive behavior acquisition when children are
presented with appropriate content. Parents should thus introduce their children to individuals and
characters who can serve as positive role models and help children learn positive and prosocial behaviors.

The findings showed that participants who used to watch cartoons with violent content in their
childhood years tend to depend on approval from other people. Participants who did not watch the cartoons
with nonviolent content scored lower on empathy. This finding could be a result of young children who are
exposed to violence developing egocentric thinking and a disregard for other people and their environment.
Particularly considering that cartoon heroes and villains typically have no care for one another and will
harm each other physically or psychologically without hesitation. A study showed that when elementary
school kids played violent video games, their flight-or-fight response got triggered, which led to an increase
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in cortisol levels and triggered their semantic memory with more aggressive ideas than when they played a
nonviolent game (Gentile, Bender, & Anderson, 2017).

Positive childhood experiences were correlated with approval dependence, trusting others, and
emotional awareness in interpersonal relationships, according to correlation analysis results. This finding
supports the idea that the early years of one’s life are critical for adulthood. The findings showed a
correlation between emotional awareness and all of the subscales of the interpersonal relationship
dimensions as well as positive childhood experiences. The correlation between emotional awareness and
approval dependence was moderately negative. This is understandable since lower emotional awareness
scores actually indicate higher rates of emotional awareness. This finding would suggest that a person
depends less on other people’s approval the more self-aware they are of their own feelings. The
correlational relationship between emotional awareness and trusting others was moderately positive. Higher
scores on both of these subscales suggest a decline in that characteristic. This implies that a person with
greater emotional awareness would have more trust in other people. As the results demonstrated, there was
a significant and weak positive correlational relationship between approval dependence and empathy. For
approval dependence and trusting others, a significant and weak negative correlational relationship was
found. This suggests that someone who is more trusting of others will tend to be more dependent on the
approval of others.

5.Suggestions

A specific age group was examined in order to reach out to the target audience of the cartoons used
in the research. For this reason, by extending the age range, more participants can be reached and a larger
sample size can be used for future research. It could be beneficial to do the study with a larger sample size
in order to include more male participants and determine whether differences between genders exist. When
it comes to cartoons, there may be a more definite and equal way to categorize them In future research,
examining the main characters in each cartoon will contribute to a clearer determination of the importance
of modeling. Additionally, the platform on which cartoons were watched was not examined in this study. It
is an important situation that, in contrast to the sample participant group, the younger generation has begun
consuming media in entirely new and diverse ways due to their increased and quicker access to technology.
Assuming that the participants in this study used to watch these cartoons via television, it may be possible
to talk about the existence of parental control, at least partially. However, today, as children's access to
media has become more diverse, parental control has become more difficult. Since this situation may make
a difference in the research results, it could be helpful to examine the tools children use to access media in
future research. The only media type that has been looked at in this study is cartoons. A deeper
understanding of the topic can be achieved by examining children's consumption of video games and other
media in terms of positive childhood experiences and dimensions of interpersonal relationships.
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YAPILANDIRILMIS OZET

Cocuklukta Cizgi Film izlemg ile Geng Yetiskinlikte Olumlu Cocukluk Yasantilar: ve Kisiler
Arasi lliskiler Arasindaki Iliskinin Incelenmesi

Giris

Cocukluk, gelisim agisindan kritik bir donemdir. Olumlu ¢ocukluk yasantilarinin varligi; bireyin
empati, O0zgiiven, giiven, sefkat gibi duygularimin gelisimi ve psikolojik iyi olusu i¢in 6nemlidir.
Psikolojik iyi olus ayn1 zamanda yetiskinlik doneminde kisiler arasi iligski boyutlariyla da iliskilidir. Bu
anlamda cocuklukta Ogrenilenler ¢ocukluk yasantilarini etkileyeceginden yetiskinlikte de izlerini
surddrebilir. Sosyal 6grenme kuramina gore 6grenme kaynaklarindan biri olan medya ve gocuklarin
medya tiiketiminin biiyiik bir kismini olusturan ¢izgi filmler, ¢gocuklari hem olumlu hem de olumsuz
olarak farkli sekillerde etkilemektedir. Cizgi filmlerde siddete maruz kaldiginda incinmeyen, siddete
basvururken cezalandirilmayan karakterlerin varligi; olumlu ya da olumsuz karakterlerin rol model
alimmasi, kiigiik cocuklarin ¢izgi filmleri gergeklikten ayirt edememesi ¢izgi filmlerin gocuklarin
gelisiminde olduk¢a 6nemli oldugunu gostermektedir. izlenilen ¢izgi filmler ¢ocukluk yasantilarmna
etki edebilir, yetigkinlik hayatinda da kisiler arasi iligskilerde farkliliklara sebep olabilir. Bu yilizden
cizgi filmler, sadece ¢ocukluk donemi igin degil, bireyin yetiskinlik dénemi ve bu siiregte diger
insanlarla iliskilerinde de ele alinmasi gereken onemli bir konudur. Literatiirde genel anlamda ¢izgi
filmlerin olumsuz sonuglarina odaklanilmis ve vurgu siklikla ¢ocukluk donemindeki etkilerinde
olmustur. Bu ¢alisma, ¢izgi filmlerin uzun vadede bireylerin yasaminda olusabilecek durumlar ele
almay1 amaglamaktadir. Bu amaca yonelik olarak ¢ocuklukta cizgi film izleme ile olumlu ¢ocukluk
yasantilar1 ve kisiler arasi iligkiler arasindaki iliski incelenmektedir. Bu ¢alisma, ¢izgi filmlerin erken
cocukluk gelisimindeki 6neminin anlagilmasina yardimeci olabilir ve ebeveynler, egitimciler ve icerik
olusturanlar i¢in ¢izgi filmlere maruz kalmanin uzun vadeli sonug¢larina iliskin bilgiler saglayabilir.

Yontem

Arastirma, 2023-2024 egitim-0gretim yili bahar doneminde gergeklestirilmistir. Verilerin
toplanmasinda Google Forms kullanilmistir. Arastirma 154 kadmn (%73) ve 57 erkek (%27) olmak
iizere 211 katilimer ile gergeklestirilmistir. Katilimeilarin yas araligi ise 18-22 arast 145 kisi (%68,7)
ve 23-28 arast 66 kisi (%31,3) seklindedir. Arastirmada “Sosyo-Demografik Bilgi Formu”,
arastirmacilar tarafindan olusturulan “Cizgi Dizi/Film Izlemeye Dair Anket”,“Olumlu Cocukluk
Yasantilarnt Olcegi” Ve “Kisilerarast Iliski Boyutlart Olcegi(KIBO)” olmak (izere dort arag
kullamlmistir. Anket, bireylerin ¢cocukken izledikleri ¢izgi filmlere iligkin ekran siiresi, izlenilen ¢izgi
filmler ve en sevilen ¢izgi film sorularini igermektedir. Arastirma i¢in Tiirkiye'de 2000°1i ve 2010’lu
yillarin basinda yayinlanan 18 c¢izgi film secilmis ve siddet icerip icermemesine gore iki gruba
ayrilmistir. Olumlu Cocukluk Yasantilar1 Olgegi, bireylerin psikolojik iyi olusu agisindan énemli olan
olumlu cocukluk yasantilarmi dlgmektedir. KiBO, kisiler arast iliskileri onay bagimlilik, empati,
baskalarina giiven ve duygu farkindaligi olmak tizere dort boyutta Slgmektedir. Data analizi igin
SPSS-22 programi kullanilmistir. Verilerin normal dagilim gostermesi dolayisiyla analiz igin
parametrik testler kullanilmstir.

Sonug¢ ve Tartisma

Anketten elde edilen veriler ile her bir ¢izgi film i¢in ekran siiresi, izleyici sayisi ve en sevilen
olarak secilme sayisi frekans analiziyle tespit edilmistir. Katilimcilarm %70,02'si siddet igeren ¢izgi
filmleri izlemistir. En ¢ok izlenen ¢izgi filmler, siddet iceren Tom & Jerry (%90) ile siddet icermeyen
Caillou (%70,6) olmustur. Siddet icerikli ¢izgi filmlerin daha ¢ok tercih edilmesi sonucu, bu ¢izgi
filmlerin ¢ocuklar ve gencler lizerindeki etkilerinin degerlendirilmesinin olduk¢a onemli oldugunu
gOstermektedir. Ekran suresine iliskin sorgulamada katilimcilarin ¢ogunlugu (%56,4) giinde 2-3 saat
¢izgi film izlediklerini belirtmistir. Bu durum, normal kabul edildiginde ge¢miste ¢ocuklarin ekranlar
yerine akranlariyla daha sik vakit gecirmesinin bir sonucu olabilir. Yeni nesil cocuklarinda ekran
stiresinin daha fazla olmasi, sosyal gelisimlerinde farkli sonuglar dogurabilir.

Olgeklerin betimsel analiz sonuglari, katilimcilarin olumlu gocukluk yasantilarinmn yiiksek
oldugunu gostermektedir. 18-22 yas grubu katilimeilarin daha diigiik puanlar almalari, ebeveynlerle
ilgili durumlar veya toplumda zaman iginde yasanan degisikliklere baglanabilir. KIBO sonuglari,
katilimecilarin  yiiksek diizeyde baskalarindan onay almaya bagimli olduklarimi, zayif empati
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gosterdiklerini, baskalarma giivenmekte sikint1 yasadiklarini ve duygu farkindaliklarinin az oldugunu
gostermistir. Bu bulgular geng yetiskinlerin stres diizeyleri, duygu diizenleme becerileri ve sosyal
becerileri gibi diger faktorlerle agiklanabilir. Empati alt boyutunda cinsiyet baglaminda literatUrdeki
caligmalarin aksine, erkekler kadinlardan anlaml1 derecede yiiksek puanlar almislardir.

Olgeklerin karsilikli analiz sonuclari, siddet igerikli ¢izgi filmler daha cok tercih edilse de genel
anlamda olumlu cocukluk yasantilarinin yliksek oldugunu gdstermistir. Siddet igerikli ¢izgi film
izleyenlerin olumlu c¢ocukluk yasantilar1 daha disikk bulgulanmistir. Bu ¢izgi filmlerin insan
etkilesimlerine dair zayif ornekler sunmasi, saldirgan davraniglar tesvik ederek ¢ocuklarin bu tiir
davranislar1 6grenmesine ve olumlu sosyal etkilesimlerin eksikligine yol acabilir. KIBO sonuclarinda
siddet igeren ¢izgi filmlerden (Winx) birini izlemek yiiksek duygu farkindaligr ile iliskili bulunmustur.
Bu durum, bu ¢izgi filmin genel izleyicinin kadnlar olmasiyla acgiklanabilir; aragtirmalara gore
cinsiyet rolleri nedeniyle kadinlarin duygu farkindaliklar1 daha yiiksektir. Siddet igerikli ¢izgi film
izleme onay bagimlilig: ile iligskilendirilmistir. Siddet icermeyen ¢izgi filmleri izlemeyenlerin empati
diizeyleri daha diistiktiir.

Korelasyon analizi sonuglarma goére olumlu ¢ocukluk yasantilari, kisiler arasi iligkilerde onay
bagimlilik, bagkalarma giiven ve duygu farkindaligi ile iliskilendirilmistir. Bu bulgu, kisinin yagaminin
ilk yillarinin yetigkinlik i¢in kritik oldugu fikrini desteklemektedir. Olumlu ¢ocukluk yasantilari ile
onay bagimlilik arasinda pozitif yonde anlamli ve zayif bir iliski bulunmustur. Olumlu gocukluk
yasantilari ile bagkalarina giiven arasindaki iliski incelendiginde anlamli ve zayif negatif korelasyonel
iliski tespit edilmis, duygu farkindaligi ile de benzer sonuclar elde edilmistir. Sonuglar onay bagimlilik
ile empati arasinda anlaml ve zayif pozitif korelasyonel iliski oldugunu géstermistir. Onay bagimlilik
ile bagkalarma giiven arasinda anlamli ve zayif negatif korelasyonel iliski bulunmustur. Onay
bagimlilik ile duygu farkindaligi arasinda anlamli ve orta diizeyde negatif korelasyonel iligki vardir.
Duygu farkindaligi ile baskalarma giiven arasinda anlamli ve orta diizeyde pozitif korelasyonel iligki
bulunmustur.
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