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addiction tendencies and resilience among preschool-aged children. The study
included a sample of 424 parents of preschool children, 51.6% (n=219) female and
48.3% (n=205) male, residing in Istanbul. Data were collected using the social-
emotional well-being and resilience scale for preschool children and the digital game
addiction tendency scale. Descriptive statistics, Pearson Correlation Analysis, and
Simple Linear Regression Analysis were employed to analyze the data. The findings
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Introduction
Resilience

The preschool period is a critical stage during which fundamental developmental processes that shape an
individual's entire life occur, while simultaneously laying the foundations for coping skills (Yorgun & Sak,
2021). Stressful or traumatic events experienced during this period can have profound impacts on a child’s
mental health. However, some children exhibit resilience in the face of such adversities, maintaining
emotional balance and achieving success in life. This highlights the importance of the concept of "resilience”
in child development. Additionally, the fact that most findings related to resilience stem from studies
conducted during early childhood further supports this significance (Condly, 2006).

The concept of resilience is derived from the Latin word “resiliens,” which denotes an object’s ability to bend
and return to its original form with ease (Greene, 2002). Resilience is defined as the capacity of an individual
to adapt in the face of traumatic experiences (Luthar, 2007). Another definition describes it as the ability to
remain flexible and adjust to stressful or traumatic events (Newmann, 2005). Based on these definitions,
resilience comprises three main components. The first is the ability of individuals to adapt quickly; the second
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relates to risk factors associated with adverse outcomes; and the third includes protective factors that help
individuals feel well (Gizir, 2007).

Protective factors are defined as elements that reduce the likelihood of encountering negative outcomes in
the future (Masten & Reed, 2002). These include living with parents, having strong friendships, forming
emotional bonds, and having a supportive environment (Ozcan, 2005; Eminagaoglu, 2006; Hosoglu et al.,
2018). Similarly, Buchanan (2014) emphasizes that the most fundamental factor supporting resilience in early
childhood is warm and responsive caregiving. During this period, insufficient social interaction and
caregiving, combined with high levels of stress, can adversely affect neurological and emotional
development. Bethell et al. (2019) also report that resilience in individuals with a history of childhood
maltreatment is strengthened through protective factors at individual, familial, and societal levels. These
protective structures are considered to contribute significantly to the enhancement of children’s
psychological well-being. Conversely, risk factors are elements that increase the likelihood of encountering
adverse outcomes in the future (Masten & Reed, 2002). Thus, resilience is not about completely avoiding
stressful events but rather about developing the ability to cope effectively when such situations arise. It has
been noted that a significant portion of children exposed to poverty, abuse, or various stressors during
childhood demonstrate high levels of resilience (Scudder & Sullivan, 2008). Literature reveals that factors
such as parental absence, child abuse and neglect, low socioeconomic status, and migration are considered
risk factors (Ozcan, 2005; Eminagaoglu, 2006; Hosoglu et al., 2018). In a study conducted by Chongwo et al.
(2025), key risk factors threatening children’s resilience were identified as inadequate caregiving, low parental
literacy, mental health problems, domestic violence, and climate-related adversities. Similarly, in their
systematic review, Mattelin et al. (2024) emphasized that parental mental health issues and parents’ adverse
childhood experiences constitute significant risk factors for children's resilience.

Digital Game Addiction

In today’'s digital age, digital games, which are increasingly prevalent in children’s lives, have emerged as
significant risk factors for resilience (Aslan et al, 2025). While digital games offer benefits such as
entertainment, learning, and socialization, their excessive and uncontrolled use raises the risk of addiction,
thereby hindering individuals from fully benefiting from protective factors. This situation presents a
significant obstacle to children’s healthy development and resilience-building processes. Therefore, digital
game addiction is regarded as a crucial factor in understanding the resilience of preschool children (Yilmaz &
Arslan, 2024).

Digital game addiction has been classified under internet gaming disorder in the DSM-5, defined as excessive
and uncontrolled use of video or computer games, often leading to emotional and social problems (Kéroglu,
2013; Lemmens et al, 2009). According to another definition, digital game addiction is described as an
individual's inability to discontinue the habit of playing digital games for an extended period, difficulty in
integrating this activity into daily life, neglect of responsibilities due to gaming, and prioritization of digital
games over other activities (Arslan et al, 2015). Accelerated urbanization and the reduction of play areas
have led individuals to spend 8-10 hours daily and at least 30 hours weekly on gaming, which has been
identified as a significant risk factor for resilience over time (Gentile, 2009). Particularly in the preschool
period, this addiction tendency negatively impacts children’s social interactions and cognitive development
(Semiz, 2024). Children with digital game addiction are reported to distance themselves from the real world
and turn to digital games as a means of escaping environmental pressures (Bagci-Cetin, 2024). Furthermore,
it has been emphasized that digital games may have adverse effects not only on children's social
relationships but also on their psychological and physical health. Playing digital games has been associated
with psychological problems in children such as anxiety, tendencies toward aggression, and depressive
mood, as well as various physical health issues including eye strain, musculoskeletal pain, and reduced sleep
quality (Mustafaoglu & Yasaci, 2018). In light of these findings, digital game addiction should be considered
a multidimensional risk factor that threatens not only the social and cognitive development of preschool
children, but also their mental and physical well-being.
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The Relationship Between Digital Game Addiction and Resilience

A review of the literature reveals that digital game addiction is associated with various psychological factors,
including behavioral disorders (Lissak, 2018), depression (Peng & Liu, 2010), unmet psychological needs
(Dursun & Capan, 2008), poor social skills (Hosokawa & Katsura, 2018), social anxiety (Basdas & Ozbey,
2020), self-regulation difficulties (Radesky et al, 2014), and loneliness (Ekinci et al, 2019). In a study
conducted by Bagatarhan (2023), it was found that an increase in digital game addiction tendencies among
preschool children was accompanied by a rise in problematic behaviors, such as externalizing, internalizing,
antisocial, and egocentric behavioral problems. The study emphasizes that parental guidance regarding the
content and duration of digital game play is critically important in preventing problematic behaviors during
this developmental stage. In a study examining the relationship between preschool children's resilience, well-
being, and digital game addiction, it was found that as levels of resilience and well-being increased, the level
of digital game addiction decreased (Yilmaz & Arslan, 2024). Based on these findings, it can be suggested
that children with higher levels of resilience and well-being are less likely to develop digital game addiction
and are more likely to form healthy social relationships, with a lower incidence of behavioral problems. In
another study examining digital game addiction among children aged 4-6, it was concluded that digital tools
with developmentally appropriate content can have positive effects when used in a controlled and conscious
manner; however, incorrect and unregulated use may lead to negative outcomes (Bagci-Cetin, 2024).

Nowadays, the early exposure of preschool children to technology introduces new risk domains not only for
their cognitive development but also for their emotional and social growth (Ergliney, 2017). The interaction
between digital game addiction tendencies and core developmental competencies such as resilience in this
age group has not been adequately investigated. Moreover, existing studies on preschool children have
predominantly focused on parental attitudes or general media usage, rather than examining how game
interactions at the level of addiction tendencies relate to children’s internal resilience. This study aims to
address this specific gap and contribute to the field with a unique perspective, particularly in terms of early
intervention and preventive strategies. Based on all these findings, it has been observed that digital game
addiction during the preschool period may critically affect children’s cognitive, social, and emotional
development. In line with these explanations, the aim of this study is to examine whether digital game
addiction tendencies play a role in explaining the resilience of preschool children. The hypotheses of the
study are presented below accordingly.

Hi: There is a significant relationship between the resilience and digital game addiction tendencies of
preschool children.

H,: Digital game addiction tendencies negatively predict the resilience of preschool children.
Method

Research Model

The aim of this study is to examine the relationship between digital game addiction tendencies and
psychological

resilience in preschool children. This research was conducted within the framework of a quantitative study
based on a correlational survey model. The correlational model is a type of research design that aims to
reveal relationships between two or more variables (Karasar, 2012). In this study, without any intervention on
variables, the level of association between preschool children's digital game addiction tendencies and their
resilience was examined. The purpose of the research is to determine how these two variables change
together. For this reason, an experimental or causal design was not preferred; instead, a correlational survey
model was selected as the most appropriate approach for identifying relationships between variables.
Numerical data were collected through standardized scales, and statistical analyses were conducted to
evaluate the relationships between variables.
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Study Groups

The study group consists of parents residing in Istanbul who have children aged 3, 4, 5, and 6 years.
Participants in the study group were selected using a convenience sampling method. Convenience sampling
is described as forming a study group by starting with the participants who are easiest to reach (Blylkdztiirk
et al, 2014). This sampling method was preferred due to its advantages in ensuring quick accessibility to
participants. The measurement tools used in the study were designed for the observation and evaluation of
preschool children by their parents. Therefore, the children themselves were not directly included in the data
collection process. Among the participants, 51.6% (n=219) were women, and 48.3% (n=205) were men.

Data Collection Tools

The study data were collected using a personal information form, the Social-Emotional Well-Being and
Resilience Scale for Preschool Children, and the Digital Game Addiction Tendency Scale.

Demographic Information Form

The personal information form, prepared by the researchers, included questions about the participants'
gender, parental education level, and perceived socioeconomic status.

Social-Emotional Well-Being and Resilience Scale for Preschool Children

The scale, developed by Mayr and Ulich (2006), was designed to measure the resilience levels of preschool
children. The Turkish adaptation of the scale was conducted by Ozbey (2019). The scale is based on the
concepts of resilience, mental health, and school readiness. The scale uses a 5-point Likert format, ranging
from "Never" (1) to "Always" (5). It consists of 36 items and 6 sub-dimensions. Example items include: [Item
4]: "Explores new things independently" and [Item 9]: "Respects the needs, classes, and rights of other children."
For the scale to be used within the scope of this study, its validity and reliability were analyzed. Confirmatory
Factor Analysis (CFA) was conducted to test its construct validity. The results of the analysis indicated that the
scale's model fit indices were within acceptable limits (x*/df=2.18, RMSEA=.04, SRMR=.05, CFl=.94). The
reliability of the scale for the current study was assessed, and the Cronbach’s alpha internal consistency
coefficient was calculated as .85.

Digital Game Addiction Tendency Scale

The scale, developed by Budak and Isikoglu (2022), was designed to assess the level of digital game addiction
tendencies in preschool children. The scale is based on a 5-point Likert format, ranging from "Never" (1) to
"Always" (5). It consists of 20 items, including the following examples: [Item 8]: "Becomes upset when not
allowed to play digital games" and [Item 20]: "Forgets responsibilities while playing digital games." For this
study, the validity and reliability of the scale were analyzed. Confirmatory Factor Analysis (CFA) was
conducted to test its construct validity. The analysis results indicated that the model fit indices of the scale
were within acceptable limits (x*/df=2.71, RMSEA=.05, SRMR=.06, CFI=.92). The reliability of the scale for the
present study was evaluated, and the Cronbach'’s alpha internal consistency coefficient was calculated as .87.

Data Collection

Prior to data collection, the necessary permissions for the measurement tools used in the study were
obtained from the scale developers. Ethical approval for this research was granted by the Ethics Committee
for Social and Human Sciences Research at Maltepe University (15/11/2024 — 2024/21). Upon receiving
approval, the data collection process commenced. The data were gathered through face-to-face interviews.
Each participant was thoroughly informed about the purpose, scope, and data collection instruments of the
research. It was explicitly emphasized that the collected data would be used solely for scientific purposes and
would not be shared with any third parties. In this context, written informed consent was obtained from all
participants. As a result, data were collected from a total of 424 participants. The data collection process with
each participant took approximately 10-15 minutes. Throughout this process, the researchers adhered to
principles of voluntariness and impartiality and ensured participant confidentiality by adopting a careful and
respectful approach.
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Data Analysis

Initially, 424 datasets were transferred to a computer environment. SPSS 27.0 and AMOS 24.0 software
packages were used for data analysis. The datasets were checked for missing values, and an outlier analysis
was conducted. Since no data fell outside the reference range, the analysis phase proceeded (Mertler &
Vannatta, 2016). Reliability analyses of the measurement tools—Preschool Children’s Social-Emotional Well-
being and Resilience Scale and the Digital Game Addiction Tendency Scale—were conducted using
Cronbach's alpha coefficient via SPSS 27.0. Validity analyses were carried out using Confirmatory Factor
Analysis (CFA) through AMOS 24.0. The results indicated that the measurement tools used in this study were
both valid and reliable. A normality test was performed on the dataset, and the results fell within acceptable
ranges (Cokluk et al.,, 2014). Descriptive statistics were conducted for resilience and digital game addiction
tendencies. To examine the relationship between preschool children’s resilience and their digital game
addiction tendencies, Pearson correlation analysis, a parametric test, was performed. Simple linear regression
analysis was conducted to investigate the effect of digital game addiction tendencies on resilience. Before
the regression analysis, assumptions such as normal distribution, absence of autocorrelation, and absence of
multicollinearity were confirmed (Tabachnik & Fidel, 2013; Ullman, 2013).

Ethical Disclosure

Ethics Committee Approval: This research was conducted with the permission obtained by the Maltepe
University Scientific Research and Publication Ethics Social and Human Sciences Board's decision dated
15/11/2024 and numbered 2024/21-06.

Findings

Descriptive statistics regarding the variables of resilience and digital game addiction have been conducted.
The findings obtained are presented in Table 1.

Table 1. Descriptive Statistics for the Variables of Resilience and Digital Game Addiction

Variables n Min. Max. Ranj X ss Skewness Kurtosis
Resilience 424 37.00 93.00 56.00 56.23 9.66 .560 373

Digital Game 424 1700 6800 5100 4946  10.34 _416 _275
Addiction

The means (X) of the variables resilience and digital game addiction, as shown in Table 1, are as follows:
resilience: 56.23 (SD=9.66) and digital game addiction: 49.46 (SD=10.34). Additionally, the skewness values
range between -416 and .560, while the kurtosis values range between -.275 and .373. The relationships
between resilience and digital game addiction tendencies were analyzed. The findings are presented in Table
2.

Table 2. Correlation Values of Variables

Variables Digital Game Addiction
Resilience -481"
**p<.007

When Table 2 is examined, it is determined that there is a significant negative relationship between the
resilience of preschool children and their tendencies toward digital game addiction (r = -0.481, p < 0.001).
Furthermore, based on the correlation coefficient, it is observed that the relationship between preschool
children's resilience and digital game addiction is at a low level (0.00 < r < 0.30) (Buyukoéztirk, 2014). To
determine the extent to which preschool children's digital game addiction predicts their resilience, a simple
linear regression analysis was conducted. The findings are presented in Table 3.
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Table 3. Digital Game Addiction as a Predictor of Preschool Children's Resilience

Predictor Variable B SE B t p
Constant 78426 2.605 - 30.103 .000™
Digital Game Addiction -515 .046 -481 -11.278 .000"

R=481 R?=.230 F=127.183 sd=1/422 p=.000 Durbin Watson= 2.010

**p<.007

When Table 3 is examined, it is understood that the resilience of preschool children is statistically significantly
predicted by their digital game addiction [R = 0.481, R? = 0.230, F(1/422) = 127.183, p < 0.001]. The level of
digital game addiction explains 23% of the variability in preschool children's resilience levels. The established
model indicates that the tendency toward digital game addiction has a moderate effect size on resilience (R®
= .230) (Cohen, 1988). The results of the regression analysis demonstrate that digital game addiction
significantly and negatively predicts the resilience of preschool children (p = -0.481, t = -11.278, p < .001).
Based on this finding, it can be inferred that an increase in digital game addiction tendencies among
preschool children is associated with a decrease in their level of resilience.

Discussion, Conclusion, and Recommendations

This research aimed to examine the role of tendencies toward digital game addiction in explaining the
resilience of preschool children. As a result of the analyses, a significant negative relationship was first
identified between resilience and digital game addiction. Thus, it was concluded that the Hy hypothesis of the
study was confirmed. According to this finding, as preschool children's digital game addiction increases, their
level of resilience decreases. In a related study, it was found that children with low resilience spend more time
on digital devices (Limone & Toto, 2021). Similarly, a study conducted by Yilmaz and Arslan (2024)
determined that there is a significant negative relationship between the digital game addiction and resilience
levels of preschool children. These findings support the results of the current research. It can be stated that
children with high resilience show less dependency on digital games. This situation demonstrates that
resilience supports children's healthy coping mechanisms. Furthermore, it can be suggested that children
with high resilience are more likely to direct their attention to social relationships and productive activities
rather than solely focusing on digital games.

The second finding of the study indicates that “the digital game addiction tendencies of preschool children
significantly and negatively predict their resilience.” This result supports the study's second hypothesis
("Digital game addiction tendencies of preschool children significantly and negatively predict their
resilience") and reveals that digital game addiction has detrimental effects on resilience. The preschool period
is a critical developmental stage during which children acquire fundamental social skills and learn to establish
healthy communication with their environment (Ozbey, 2012). During this period, children develop skills such
as empathy, sharing, cooperation, and social interaction (Berk, 2013). Digital game addiction may negatively
impact the development of social skills by limiting children's face-to-face interactions with their peers and
can lead to various behavioral problems (Aslan & Topuz, 2025). Digital game addiction can negatively impact
the development of these social skills by limiting children’s face-to-face interactions with their peers.
Excessive digital gaming may lead to children distancing themselves from social environments and
experiencing social isolation (Strasburger et al., 2010). Moreover, resilience is closely associated with the
presence of strong social bonds and supportive relationships (Masten & Coatsworth, 1998). In the study
conducted by Bostan and Duru (2019), a significant positive relationship was found between resilience and
social connectedness. Therefore, a weakening of social bonds may lead to a decline in children's levels of
resilience. Additionally, an increase in digital gameplay duration has been associated with the emergence of
negative social behaviors in children (Aslan et al., 2022). In their study, Tetik and Aktan (2020) found that high
levels of digital game addiction were associated with a decrease in emotional intelligence. Based on these
findings, it can be inferred that digital game addiction may hinder the development of children’s social skills
and emotional intelligence. Reduced face-to-face interactions may weaken children's ability to interpret
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social cues and emotional expressions (Sigman, 2012). This situation may also lead to lower resilience in later
stages of life. Studies examining the relationship between resilience and technology use across different
samples are also present in the literature. For instance, in a study conducted by Akdag (2025) with preschool
teachers, a significant and positive relationship was found between a favorable attitude toward technology
and resilience. This finding suggests that individuals’ relationships with technology may play a determining
role in their resilience. On the other hand, a study conducted by Aslan et al. (2025) with adolescents indicated
that digital game addiction has detrimental effects on resilience. Similarly, in a study conducted by Ozsavran
and Kuzlu Ayyildiz (2024) with university students, a significant negative relationship was found between
digital game addiction and resilience. This finding suggests that digital games may weaken resilience in
different age groups in a similar manner. The findings of the present study also support this relationship by
extending it to the preschool period. The results indicate that digital game addiction should be considered a
clear risk factor for resilience in early childhood. In this context, regulating children's interactions with digital
content and developing early intervention strategies are of great importance for safeguarding their resilience.

In the preschool period, it is crucial for children to recognize, express, and regulate their emotions (Saltall,
2013). Additionally, emotional regulation skills are critical for coping with stress and fostering healthy
psychological development (Eisenberg et al., 2010). Excessive exposure to digital games can hinder children
from acquiring these skills. For example, children may attempt to suppress their emotional distress through
digital games, which could weaken their ability to cope with emotional challenges in real life (Gentile et al,
2012). This situation may also negatively affect the development of children's problem-solving and emotional
expression skills. A lack of emotional regulation may lead to psychological problems such as behavioral
issues, anxiety, and depression in later stages of life (Schafer et al, 2017). In conclusion, a weakening of
emotional self-regulation—one of the key determinants of resilience—may reduce individuals’ capacity to
cope with stress and negatively affect their mental health.

Parents’ use of digital games as an “electronic babysitter” may have numerous adverse effects on children'’s
developmental processes. Primarily, it may weaken the attachment between parents and children, which in
turn, can negatively influence children’s sense of emotional security and the development of their social skills.
Secure attachment is essential for children to feel emotionally safe and to cope effectively with stress
(Bowlby, 1988). Children who are excessively exposed to digital games spend less quality time with their
parents, which may weaken their attachment bonds (Radesky et al, 2015). Parents allowing unlimited or
uncontrolled use of digital games may lead to inconsistencies in discipline and boundary-setting. This
situation may hinder the development of children's self-control and sense of responsibility (Sanders, 2012). It
is an important indicator that the tendency to play digital games poses additional risk factors for resilience.
Digital game addiction may reduce children's participation in physical play and activities that develop motor
skills. In the preschool period, physical activity is important not only for fine and gross motor skills but also
for cognitive development (Piek et al., 2008). Physical play supports children's creativity, problem-solving, and
attention skills (Ginsburg, 2007). The tendency to engage in digital gaming may cause children to miss out on
these critical developmental opportunities. This situation could lead to learning difficulties, attention deficits,
and academic failures in later stages (Pagani et al., 2010). Delays in motor and cognitive development can
negatively affect children's resilience, as these skills support their sense of self-confidence and self-efficacy
(Bandura, 1997). These findings suggest that tendencies toward digital game addiction generate multilayered
effects not only on an individual level but also across environmental and developmental domains. Particularly
during early childhood, failing to maintain such interactions within healthy boundaries may pose long-term
risks to children's emotional, social, and cognitive development. Therefore, strategies such as parental
supervision, careful selection of digital content, and guidance toward physical activities should be considered
fundamental pillars in supporting children’s resilience.

Based on all these points, various recommendations can be made for researchers and professionals working
with preschool children. Firstly, conducting qualitative and mixed-method research to better understand the
effects of digital game addiction on children is of great importance. These studies could specifically examine
how the duration of exposure to digital games, the type of content, and the frequency of use influence
children's development. Additionally, designing programs to help families improve their ability to manage
their children's use of digital games could fill a significant gap in the research field. Parental education
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programs could focus on increasing quality time spent with children, establishing healthy boundaries, and
promoting alternative activities. Such programs could strengthen the parent-child bond and have an indirect
positive effect on resilience. Field professionals can play a key role in implementing these programs by
offering guidance to limit children's time spent on digital games and ensuring their access to age-
appropriate content.

Interventions targeting educational settings represent another important research area. In preschool
education institutions, game-based approaches that enhance children's social interactions and support
physical activities could be developed. Integrating content into curricula that aims to prevent digital game
addiction may contribute to the development of children's social skills and emotional regulation abilities.
Furthermore, educators could raise awareness about digital game addiction in classroom settings and
organize activities that foster children's social, emotional, and motor skills. For example, group activities
requiring collaboration, games that improve problem-solving skills, and events that encourage physical
activity can enhance both children's social bonds and self-confidence. Finally, regulatory policies addressing
the impact of digital games on child development could provide the necessary framework for a safe and
healthy digital gaming experience. These recommendations offer a comprehensive roadmap for preventing
digital game addiction and enhancing children's resilience.

Nevertheless, this study has certain limitations. The research was conducted only with parents of preschool
children residing in Istanbul, which may restrict the generalizability of the findings to different socio-cultural
contexts. Additionally, relying solely on parental self-reports may introduce bias in measurement. Since the
study was conducted using a correlational model, it does not allow for the identification of causal
relationships between variables. In light of these limitations, future research should include participants from
diverse regions and cultural backgrounds and incorporate observations from both teachers and children.
Longitudinal designs, experimental approaches, and applied programs could provide stronger evidence
regarding the impact of digital game addiction on children's resilience. Furthermore, policies and regulations
aimed at managing children’s digital experiences should be supported by comprehensive research in order to
establish a framework for healthy digital development.
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Okul Oncesi Dénemi Cocuklarinin Psikolojik Saglamliklarinin Aciklanmasinda
Dijital Oyun Bagimliligi Egilimlerinin Rolii
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Makale Bilgisi Ozet
Anahtar Kelim? § Bu calismanin amaci, okul &ncesi yastaki cocuklarin dijital oyun bagimhilig egilimleri ile
DU'tal (?yun Bagimligy, psikolojik saglamliklari arasindaki iliskiyi incelemektir. Arastirmaya, istanbul'da ikamet
Psikolojik Dgyamkhhk, eden, okul éncesi cocuklarin 424 ebeveyni (219'u kadin, %51,6; 205'i erkek, %48,3)
Okul Oncesi Cocuklar katilmistir. Veriler, okul éncesi ¢ocuklar igin sosyal-duygusal refah ve psikolojik

dayanikliik 6lcegi ile dijital oyun bagimlihigr egilim 6lgegi kullanilarak toplanmistir.
Verilerin analizi igin tanimlayici istatistikler, Pearson Korelasyon Analizi ve Basit Dogrusal
Regresyon Analizi uygulanmistir. Bulgular, dijital oyun bagimliligi ile psikolojik saglamlik

Yiikleme: 05.01.2025 arasinda anlamli ve negatif bir iliski oldugunu géstermektedir. Dijital oyun bagimliligy,
psikolojik saglamhgin %23'Unl agiklamaktadir. Ayrica, dijital oyun bagimliligi, psikolojik
Kabul: 13.05.2025 saglamligin anlamli negatif bir yordayicisidir. Sonuglar mevcut literatiir 1siginda
yorumlanmis ve saglikli cocuk gelisimini desteklemek ve dijital oyun bagimliligi ile iliskili
Yayin: 30.06.2025 riskleri azaltmak icin 6neriler sunulmustur.

Arastirma Makalesi

DOI: 10.17984/adyuebd.1613749

Giris
Psikolojik Saglamhik

Okul 6ncesi dénem, bireyin tim yasamini sekillendiren temel gelisim sureglerinin yasandigi, ayni zamanda
zorluklarla bas etme becerilerinin temellerinin atildigi kritik bir evredir (Yorgun & Sak, 2021). Bu dénemde
karsilasilan stresli ya da travmatik olaylar, cocugun ruh sagligi lzerinde derin etkiler yaratabilirken baz
cocuklarin bu tur zorluklar karsisinda esneklik gostererek duygusal dengelerini koruyabildigi ve yasamlarinda
basariya ulasabildigi gorilmektedir. Bu durum, “psikolojik saglamlik” kavraminin ¢ocuk gelisimindeki énemini
ortaya koymaktadir. Ayrica, psikolojik saglamlik kavramina iliskin bulgularin cogunlugunun erken ¢ocukluk
déneminde gergeklesmesi de bu durumu desteklemektedir (Condly, 2006).

Psikolojik saglamlik kavrami, bir nesnenin esnekligini ve orijinal haline kolayca dénebilme 6zelligini ifade
eden Latince “resiliens” kelimesinden tiretilmistir (Greene, 2002). Psikolojik saglamlik, bireyin travmatik
deneyimlere karsi gelistirdigi uyum yetenedi olarak tanimlanmaktadir (Luthar, 2005). Yapilan baska bir
tanimda ise stres yaratan olaylar ve travmalar karsisinda esneklik gdstererek uyum saglayabilme olarak
aciklanmaktadir (Newmann, 2005). Yapilan tanimlardan yola ¢ikilarak psikolojik saglamlik kavraminin (g
etmenden olustugu anlasilmaktadir. ilk etmen, bireylerin hizli bir sekilde adapte olabilme 6zellikleri, ikinci
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etmen, olumsuz sonuglarla iliskili olan risk faktorleri ve son olarak lglincii etmen ise bireylerin kendilerini iyi
hissetmelerine yardimci olan koruyucu faktérlerdir (Gizir, 2007).

Koruyucu faktorler bireyin ya da grubun gelecekte olumsuz sonuglarla karsilasma ihtimalini diistiren unsurlar
olarak ifade edilmektedir (Masten & Reed, 2002). Anne-baba ile yasamak, giicli arkadaslik iliskileri, duygusal
bag kurmak, destekleyici bir cevreye sahip olmak gibi durumlar koruyucu faktorler olarak nitelendirilmektedir
(Ozcan, 2005; Eminagaoglu, 2006; Hosoglu vd. 2018). Benzer sekilde, Buchanan (2014), erken cocuklukta
psikolojik saglamligi destekleyen en temel unsurun sicak ve duyarli ebeveyn bakimi oldugunu belirtmektedir.
Bu dénemde yetersiz sosyal etkilesim ve bakim, yiiksek stres diizeyiyle birlikte norolojik ve duygusal gelisimi
olumsuz etkileyebilir. Bethell ve arkadaslari (2019) da cocukluk istismar gecmisi olan bireylerde psikolojik
saglamhgin; bireysel, ailesel ve toplumsal diizeylerdeki koruyucu faktorlerle gliclendigini belirtmektedir. Bu
koruyucu yapilarin, ¢ocuklarin psikolojik iyi olusunu artirdigi ifade edilebilir. Risk faktorleri ise bireyin ya da
grubun gelecekte istenmeyen ya da olumsuz sonuglarla karsilasma ihtimalini arttiran unsurlar olarak
tanimlanmaktadir (Masten & Reed, 2002). Dolayisiyla psikolojik saglamlik, stresli olaylardan yani riskten
tamamen uzak durmak yerine, riskli durumlarla karsilasildiginda bas edebilme becerisi olarak tanimlanabilir.
Ozellikle cocukluk déneminde yoksulluga, istismara ya da farkli stresérlere maruz kalan cocuklarin biytk bir
kisminin psikolojik saglamlik diizeylerinin yiksek oldugu belirtilmistir (Scudder & Sullivan, 2008). Alanyazin
incelendiginde ebeveyn yoklugu, cocuk istismari ve ihmali, disik sosyoekonomik diizey ve géc¢ gibi
durumlarin risk faktérleri olarak belirtildigi gérilmistiir (Ozcan, 2005; Eminagaoglu, 2006; Hosoglu vd. 2018).
Chongwo ve arkadaslar (2025) tarafindan gergeklestirilen calismada, cocuklarin psikolojik saglamliklarini
tehdit eden temel risk etkenleri olarak yetersiz bakim, diisiik ebeveyn okuryazarlidi, zihinsel saglk sorunlari,
aile ici siddet ve iklim temelli zorluklar belirtilmistir. Mattelin ve arkadaslarinin (2024) sistematik derlemesinde
ise ebeveynin ruh saghgi sorunlari ve ebeveynin ge¢miste yasadigi olumsuz deneyimlerin ¢ocuklarin
psikolojik saglamhgi agisindan dnemli risk faktorleri oldugu belirtilmistir.

Dijital Oyun Bagimhilig

GUnumuzde dijitallesmenin etkisiyle ¢ocuklarin hayatinda giderek daha fazla yer edinen dijital oyunlar
psikolojik saglamlik icin dnemli bir risk faktoriu haline gelmistir (Aslan vd., 2025). Dijital oyunlar, eglence,
0grenme ve sosyallesme gibi olumlu katkilar saglasa da asir ve kontrolstiz kullanimi bagimhhk riskini
arttirarak bireyin koruyucu faktorlerden tam anlamiyla yararlanmasini engelleyebilir. Bu durum, cocuklarin
saglikli gelisim ve dayaniklilik sireclerinde ciddi bir engel teskil etmektedir. Bu nedenle, okul Oncesi
dénemdeki ¢ocuklarin psikolojik saglamliklarini agiklamada dijital oyun bagimlihginin rolt dnemli bir faktor
olarak degerlendirilmektedir (Yilmaz & Arslan, 2024).

Dijital oyun bagimliligi, DSM-5'te internet oyun oynama bozuklugu kapsaminda degerlendirilmis ve bireyin
video veya bilgisayar oyunlarini asiri ve kontrolstiz sekilde oynadigi, bu durumun ise duygusal ve sosyal
sorunlara neden oldugu ifade edilmistir (Kéroglu, 2013; Lemmens vd., 2009). Yapilan bir baska tanima gore,
dijital oyun bagimhhg; bireyin dijital oyun oynama aliskanhigini uzun sire kesintiye ugratamamasi, bu etkinligi
glindelik yasamla uyumlu hale getirmekte zorlanmasi, oyun nedeniyle sorumluluklarini ihmal etmesi ve dijital
oyunlari diger faaliyetlerin oniine koymasi seklinde tanimlanmaktadir (Arslan vd., 2015). Sehirlesmenin
hizlanmasi ve oyun alanlarinin azalmasiyla birlikte, bireylerin glinde 8-10 saat, haftada ise en az 30 saat oyun
oynadigl ve bu durumun zamanla psikolojik saglamhk Uzerinde &nemli bir risk faktori haline geldigi
belirtilmistir (Gentile, 2009). Ozellikle okul &ncesi dénemde, bu bagimlilik egiliminin, cocuklarin sosyal
etkilesimlerini ve bilissel gelisimlerini olumsuz etkiledigi belirtiimektedir (Semiz, 2024). Dijital oyun bagimliig
olan ¢ocuklarin, gercek diinyadan uzaklasarak dijital oyunlara yoneldikleri ve bu ortami cevresel baskilardan
kacisin bir yolu olarak kullandiklari belirtiimektedir (Bagci-Cetin, 2024). Bununla birlikte, dijital oyunlarin
yalnizca sosyal iliskiler Uzerinde degil, cocuklarin ruhsal ve fiziksel saghgi lzerinde de olumsuz etkiler
yaratabileceg@i vurgulanmaktadir. Dijital oyun oynamanin cocuklarda kaygi, 6fke egilimi ve depresif ruh hali
gibi psikolojik sikintilarin yani sira; g6z yorgunlugu, kas-iskelet agrilar ve uyku kalitesinde dusus gibi gesitli
fiziksel saglk sorunlariyla iliskili olabilecegi belirtiimistir (Mustafaoglu & Yasaci, 2018). Tim bu bulgular
dogrultusunda, dijital oyun bagimhhgi, okul éncesi ¢ocuklarin yalnizca sosyal ve bilissel gelisimlerini degil,
ayni zamanda ruhsal ve fiziksel sagliklarini da tehdit eden ¢ok boyutlu bir risk alani olarak ele alinmahdir.
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Dijital Oyun Bagimhhg: ile Psikolojik Saglamhk Arasindaki iligki

Alanyazin incelendiginde dijital oyun bagimlhginin davranis bozukluklari (Lissak, 2018), depresyon (Peng &
Liu, 2010), psikolojik ihtiyaclar (Dursun ve Capan, 2008), dlsiik sosyal beceri (Hosokawa & Katsura, 2018)
sosyal anksiyete (Basdas & Ozbey, 2020), 6z diizenleme zorlugu (Radesky vd., 2014) ve yalnizlik (Ekinci vd.,
2019) gibi psikolojik faktorler ile iliskili oldugu bulunmustur. Bagatarhan (2023) tarafindan gerceklestirilen
calismada, okul dncesi donemde dijital oyun bagimlilik egiliminin artmasiyla birlikte problemli davranislarin,
disa yonelim, ice yonelim, antisosyal ve benmerkezci davranis problemlerinin de arttigi tespit edilmistir.
Arastirma, bu donemde problemli davranislarin dnlenmesi icin dijital oyunlarin icerigi ve oynama siiresi
konusunda ebeveyn rehberliginin kritik bir 6neme sahip oldugunu vurgulamaktadir. Okul 6ncesi donem
cocuklarinin psikolojik saglamliklari, iyi oluslar ve dijital oyun bagimliliklari arasindaki iliskiyi inceleyen bir
calismada psikolojik saglamlik ve iyi olus dizeyleri arttikca dijital oyun bagimliigi dizeylerinin azaldig
sonucuna ulasiimistir (Yilmaz & Arslan, 2024). Buradan yola cikilarak psikolojik saglamligi ve iyi olusu ylksek
olan cocuklarin dijital oyunlara bagimli olma egiliminden uzak durarak daha saglikli sosyal iliskiler
gelistirebilecegi ve davranis problemlerinin goriilme sikliginin da azabilecegi soylenebilir. Gergeklestirilen bir
baska calismada ise 4-6 yas cocuklarinin dijital oyun bagimliliklari incelenmis ve ¢ocugun gelisimine uygun
iceriklere sahip dijital araglarin bilingli bir sekilde yonetilen sirelerle olumlu etkiler saglayabilecegi, aksine
yanlis ve bilingsiz kullanimin olumsuz sonugclara yol acabilecedi sonucuna ulasiimistir (Bagci-Cetin, 2024).

Glnidmuizde okul 6ncesi ¢cocuklarin teknolojiye erken yasta maruz kalmasi, sadece bilissel degil duygusal ve
sosyal gelisimleri agisindan da yeni risk alanlar ortaya c¢ikarmaktadir (Ergtiney, 2017). Dijital oyun bagimhhg:
egilimlerinin bu yas grubunda psikolojik saglamlik gibi temel gelisimsel becerilerle nasil etkilesim icinde
oldugu yeterince arastiriilmamistir. Dahasi, okul 6ncesi doneme dair ¢alismalar daha ¢ok ebeveyn tutumlari ya
da genel medya kullanimina odaklanirken, ¢ocuklarin bagimhlik egilimleri dizeyindeki oyun etkilesimi ve
cocuklarin igsel dayaniklihgi arasindaki iliski sistematik olarak ele alinmamistir. Bu arastirma, bu boslugu
doldurarak erken midahale ve Onleyici stratejiler agisindan 6zgiin bir katki saglamayi hedeflemektedir. Tim
bu bulgulardan yola cikilarak okul 6ncesi donemde dijital oyun bagimliligi, cocuklarin bilissel, sosyal ve
duygusal gelisimleri Gzerinde kritik bir etkiye sahip oldugu gorilmustir. Biutin bu agiklananlar dogrultusunda
bu calismanin amaci: Okul dncesi dénemi cocuklarinin psikolojik saglamliklarinin agiklanmasinda dijital oyun
bagimhhgi egilimlerinin roliiniin olup olmadiginin belirlenmesidir. Bu ama¢ dogrultusunda ¢alismanin
hipotezleri asagida sunulmustur.

H; = Okul 6ncesi donemi cocuklarinin psikolojik saglamliklari ile dijital oyun bagimlihid egilimleri arasinda
anlamli bir iliski vardir.

H> = Okul 6ncesi dénemi ¢ocuklarinin dijital oyun bagimliigi egilimleri psikolojik saglamliklarini negatif
yonde anlaml sekilde yordar.

Yontem

Arastirma Modeli

Bu arastirmanin amaci okul 6ncesi dénem c¢ocuklarinin dijital oyun bagimlilik egilimleri ile psikolojik
saglamliklari arasindaki iliskinin incelenmesidir. Yapilan bu arastirma nicel arastirmaya dayali iliskisel tarama
modeli cercevesinde gerceklestirilmistir. iliskisel model, iki ya da daha fazla sayida degisken arasindaki
iliskilerin aciga cikariimasini amaclayan arastirma modelidir (Karasar, 2012). Bu arastirmada, herhangi bir
degiskene mudahale edilmeden, okul 6ncesi ¢ocuklarin dijital oyun bagimhhg: egilimleri ile psikolojik
saglamliklari arasindaki iliski dlizeyi incelenmek istenmistir. Arastirmanin amaci, bu iki degiskenin birlikte nasil
degistigini belirlemeye yoneliktir. Bu nedenle deneysel ya da nedensel degil, iliskisel tarama modeli tercih
edilmistir. Clinkii bu model, degiskenler arasindaki korelasyonlari ortaya koymaya en uygun yodntemdir.
Olcekler aracihgiyla sayisal veri toplanmis ve bu veriler lizerinden degiskenler arasindaki istatistiksel iligki
analiz edilmistir.

Calisma Grubu

Arastirmada yer alan calisma grubunu, istanbul'da ikamet etmekte olan 3, 4, 5 ve 6 yasinda cocugu olan
ebeveynler olusturmaktadir. Arastirmanin calisma grubunu uygun Ornekleme ydntemi ile belirlenen kisiler
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olusturmaktadir. Uygun 6rnekleme ydntemi, ulasilmasi en kolay katilimcilardan baslanarak calisma grubunun
olusturulmasi olarak agiklanmaktadir (Buylkoztirk vd., 2014). Katihmcilara hizli erisebilirlik agisindan avantaj
saglamasindan dolayr bu &6rnekleme ydntemi tercih edilmistir. Arastirmada veri toplama araclari olarak
kullanilacak 6lgekler okul dncesi ddnemi ¢ocugu olan ebeveynlerin gozlem ve degerlendirmesine yoneliktir.
Bu sebeple cocuklar veri toplama siirecine dahil edilmemistir. Mevcut arastirma katilimcilarinin %51,6'si
(n=219) kadin, %48,3" il (n=205) ise erkektir.

Veri Toplama Araglan

Galisma verileri, Okul Oncesi Cocuklar icin Sosyal Duygusal lyi Olus ve Psikolojik Saglamlik Olgegi ve Dijital
Oyun Bagimhiligi Egilimi Olcegi ile toplanmustir.

Okul Oncesi Cocuklar icin Sosyal Duygusal lyi Olus ve Psikolojik Saglamlik Olcegi

Mayr ve Ulich (2006) tarafindan gelistirilen &lgek, okul dncesi ¢ocuklarin psikolojik saglamlik dizeylerini
dlcmek amaciyla gelistirilmistir. Olcek temelde psikolojik saglamlik, ruh saghg ve okula hazirbulunusluk
kavramlarina dayanmaktadir. Olcegin Tirkce'ye uyarlama calismasi Ozbey (2019) tarafindan yapilmistir. Olcek,
asla 1'den her zaman icin 5'e kadar degisen besli likert formatindadir. Olgek 36 madde ve 6 alt boyuttan
olusmaktadir. [Madde 4]: “Bagimsiz olarak yeni seyler kesfeder. “[Madde 9]: “Diger ¢ocuklarin ihtiyaclaring,
stniflarina ve haklarina saygiidir.” Olcegin bu calisma kapsaminda kullanilabilmesi icin dncelikle 6lcegin
gegerlik ve glivenirlik testleri analiz edilmistir. Yapi gecerliligini test etmek amaciyla Dogrulayici Faktor Analizi
(DFA) uygulanmistir. Analiz sonuglari, 6l¢edin model veri uyumunun kabul edilebilir sinirlar igerisinde
oldugunu ortaya koymustur (x?/df=2.18, RMSEA=.04, SRMR=.05, CFI=.94). Olcegin mevcut calisma icin
glvenilirligi degerlendirilmis ve Cronbach alfa i tutarlilik katsayisi .85 olarak hesaplanmistir.

Dijital Oyun Bagumliligi Egilimi Olgegi

Budak ve Isikoglu (2022) tarafindan gelistirilen Olcek, okul dncesi donem cocuklarinin dijital oyun bagimlilik
egilimlerinin ne dizeyde oldugunu degerlendirmek amaciyla gelistirilmistir. Olcek, hicbir zaman 1'den her
zaman 5'e kadar degisen besli likert formatindadir. Olcek 20 maddeden olusmaktadir. [Madde 8]: “Dijital
oyun oynamastna izin verilmedigi zamanlarda tepkili olur.” [Madde 20]: “Dijital oyun oynarken yapmast
gerekenleri unutur.” Olcegin bu calisma kapsaminda kullanilabilmesi icin dncelikle dlcegin gecerlik ve
gulvenirlik testleri analiz edilmistir. Yapi gecerliligini test etmek amaciyla Dogrulayici Faktor Analizi (DFA)
uygulanmistir. Analiz sonuglari, 6lcegin model veri uyumunun kabul edilebilir sinirlar icerisinde oldugunu
ortaya koymustur (x>/df=2.71, RMSEA=.05, SRMR=.06, CFI=.92). Olcegin mevcut calisma icin givenilirligi
degerlendirilmis ve Cronbach alfa i¢ tutarlilik katsayisi .87 olarak hesaplanmistir.

Verilerin Toplanmasi

Arastirmada kullanilan 6lgme araclari icin 6ncelikle 6lcek sahiplerinden gerekli onaylar alinmistir. Etik kuruldan
izin alindiktan sonra veri toplama siirecine gegilmistir. Veriler, yiz ylze gerceklestirilen gériigsmeler araciligiyla
elde edilmistir. Her bir katilimciya arastirmanin amaci, kapsami ve kullanilacak veri toplama araclari hakkinda
detayl bilgi sunulmus; verilerin yalnizca bilimsel amaclarla kullanilacagi ve hicbir sekilde Uglincl kisilerle
paylasilmayacagi Ozellikle vurgulanmistir. Bu kapsamda, her katiimcinin bilgilendirilmis onami yazili olarak
alinmistir. Bu stire¢ sonunda toplamda 424 katilimciya ulasiimis olup her bir katilimcidan veri toplama islemi
yaklasik 10-15 dakika strmistir. Arastirmacilar, veri toplama sirecinde tarafsizlik ve gonullilik esaslarini
go6zetmis, katilimcilarin mahremiyetini koruyacak sekilde dikkatli bir tutum sergilemistir.

Veri Analizi

ilk olarak 424 veri bilgisayar ortamina aktariimistir. Veri analizi icin SPSS 27.0 ve AMOS 24.0 paket programlari
kullanilmistir. Veri setinde kayip deger olup olmadigi saptanmistir. Sonrasinda u¢ deger analizi yapilmistir.
Referans araligi disinda bir veri bulunmadigindan dolayi veri analiz asamasina gecilmistir (Mertler & Vannatta,
2016). Calismanin veri toplama araclarini olusturan Okul Oncesi Cocuklar icin Sosyal Duygusal lyi Olus ve
Psikolojik Saglamlik Olcegi ve Dijital Bagimhlik Egilimi Olcegdi'nin giivenirlik analizleri SPSS 27.0 programi ile
Cronbach alfa i¢ tutarlilik katsayisi hesaplanarak, gecerlik analizleri ise AMOS 24.0 programi ile Dogrulayici
Faktor Analizi kullanilarak gergeklestirilmistir. Analiz sonuglari calismanin veri toplama araglarinin gegerli ve
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glvenilir oldugunu gostermektedir. Veri setine Oncelikle normallik testi yapilmistir ve analiz sonuglarinin
kabul edilen aralikta oldugu anlasilmistir (Cokluk vd. 2014). Psikolojik saglamlik ve dijital oyun bagimlilig
egilimi ile ilgili betimsel istatistikler gerceklestirilmistir. Okul ©ncesi donemi c¢ocuklarinin psikolojik
saglamliklar ile dijital oyun bagimhlik egilimleri arasindaki iliskiyi inceleyebilmek igin parametrik testlerden
olan Pearson Korelasyon analizi yapilmistir. Dijital oyun bagimhhgr egiliminin psikolojik saglamlik Gzerindeki
etkisinin incelenebilmesi amaciyla Basit Dogrusal Regresyon analizi yapilmistir. Regresyon analizi dncesinde
verilerin normal dagiim araliginda olmasi, otokorelasyon olmamasi ve ¢oklu baglantililik probleminin
olmamasi varsayimlarinin karsilandigi dogrulanmistir (Tabachnik & Fidel, 2013; Ullman, 2013).

Etik Bildirim
Etik Kurul izin Bilgisi: Bu arastirma, Maltepe Universitesi Bilimsel Arastirma ve Yayin Etigi Sosyal ve Beseri
Bilimler kurulunun 15/11/2024 tarihli 2024/21-06 sayili karari ile alinan izinle yurGttlmastdir.

Bulgular

Psikolojik saglamlik ve dijital oyun bagimliligi degiskenleriyle ilgili betimsel istatistikler gerceklestirilmistir.
Ortaya ¢ikan bulgular Tablo 1'de gdsterilmistir.

Tablo 1. Psikolojik Saglamlik ve Dijital Oyun Bagimlihgi Degiskenlerine iliskin Betimsel istatistikleri

Degiskenler n Min. Max. Ranj X ss Carpiklik Basiklik
Psikolojik 424 3700 9300 5600 5623  9.66 560 373
Saglamhk
Dijital Oyun
ralyu 424 1700 6800 5100 4946 1034 -416 -275
Bagimhhg:

Tablo 1" e bakildiginda psikolojik saglamlik ve dijital oyun bagimliligi degiskenlerinin ortalamalarinin (x) su
sekilde oldugu gorulmektedir: psikolojik saglamlik 56.23 (ss=9.66) ve dijital oyun bagimliligi 49.46 (ss=10.34).
Ayrica, carpiklik degerlerinin -.416 ile .560 arasinda; basiklik degerlerinin ise -.275 ile .373 arasinda degistigi
gorulmektedir. Psikolojik saglamlik ve dijital oyun bagimliligi egilimi arasindaki iligkiler analiz edilmistir. Elde

edilen bulgular Tablo 2" de gosterilmistir.

Tablo 2. Degiskenlerin Korelasyon Degerleri

Degiskenler Dijital Oyun Bagimliigi

Psikolojik Saglamlik -481"

**p<.001

Tablo 2 incelendiginde okul dncesi donemi ¢ocuklarinin psikolojik saglamliklari ile dijital oyun bagimlhilig
egilimleri arasinda negatif yonli anlamli bir iliskinin oldugu saptanmistir (r=-.481, p<.001). Ayrica, korelasyon
katsayisi incelendiginde okul dncesi donemi cocuklarinin psikolojik saglamliklari ile dijital oyun bagimhhg:
arasinda dusuk dizeyde (.00 < r<.30) bir iliskinin oldugu goérilmektedir (Blylkozturk, 2014). Okul 6ncesi
doénemi cocuklarinin dijital oyun bagimhliklarinin psikolojik saglamliklarinin ne &lglide yordadigini saptamak
amaciyla basit dogrusal regresyon analizi gerceklestirilmistir. Ulasilan bulgular Tablo 3'te sunulmustur.

Tablo 3. Okul Oncesi Dénemi Cocuklarinin Psikolojik Saglamliklarinin Yordayicisi Olarak Dijital Oyun

Bagimhihklari
Yordayici Degisken B SE B t p
Sabit 78.426 2.605 - 30.103 .000™
Dijital Oyun Bagimhhgi -515 046 -481 -11.278 .000™

R=.481 R2= 230 F=127.183 sd=1/422 p=.000 Durbin Watson= 2.010

**p<.001
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Tablo 3 incelendiginde okul 6ncesi donemi cocuklarinin psikolojik saglamliklarinin dijital oyun bagimliliklari
tarafindan istatistiksel olarak anlamli sekilde yordandigi anlagilmaktadir [R=.481, R?=.230, F (1/422) = 127.183,
p<.001]. Dijital oyun bagimlilik diizeyi, okul dncesi dénemi ¢ocuklarinin psikolojik saglamlik diizeylerindeki
degiskenligin %23'Gnl agiklamaktadir. Olusturulan modelde dijital oyun badimhligr egiliminin psikolojik
saglamlik Gizerinde orta diizeyde bir etki buyikligine (R* = .230) sahip oldugu gérilmektedir (Cohen, 1988).
Regresyon analizinin sonuglar, dijital oyun bagimhhiginin okul 6ncesi ¢ocuklarin psikolojik saglamliklarini
negatif yonde ve anlamli sekilde yordadigini gostermektedir (B = -0.481, t = -11.278, p < .001). Buradan
hareketle, okul oncesi dénemi cocuklarinin dijital oyun bagimliliklarinin artis gdstermesiyle psikolojik
saglamlik diizeylerinin azaldi§i ifade edilebilir.

Tartisma, Sonuc ve Oneriler

Bu arastirma ile okul dncesi donemi c¢ocuklarinin psikolojik saglamliklarinin aciklanmasinda dijital oyun
bagimliigi egilimlerinin roliiniin incelenmesi amacglanmistir. Yapilan analizler sonucunda ilk olarak psikolojik
saglamlik ile dijital oyun bagimliligi arasinda negatif yonli anlamh bir iliski bulunmustur. Boylelikle
arastirmanin H; hipotezinin dogrulandigi sonucuna ulasilmistir. Bu sonuca goére okul 6ncesi donemi
cocuklarinin dijital oyun bagimhlklarinin arttikga psikolojik saglamlik dizeylerinin azaldigi anlasiimaktadir.
Gergeklestirilen bir calismada disik psikolojik saglamlik diizeyine sahip cocuklarin dijital cihazlarla vakit
gegirme siiresinin arttigi sonucuna ulasiimistir (Limone & Toto, 2021). Yilmaz ve Arslan (2024) tarafindan
gerceklestirilen calismada ise okul oncesi donemi cocuklarinin dijital oyun bagimliliklari ile psikolojik
saglamlik diizeylerinin negatif yonli anlamh bir iliskiye sahip oldugu saptanmistir. Bu bulgular arastirmanin
sonugclarini destekler niteliktedir. Psikolojik saglamlik diizeyi yiiksek olan ¢ocuklarin dijital oyunlara daha az
bagimlilik gdsterdigi  soylenebilir. Bu durum, psikolojik saglamligin cocuklarin saglikli bas etme
mekanizmalarini  destekledigini gdstermektedir. Ayrica, psikolojik saglamhgi yilksek olan ¢ocuklarin
dikkatlerini sadece dijital oyunlara yoneltmek yerine sosyal iliskilere ve verimli aktivitelere yonlendirebilecegi
soylenebilir.

Arastirmanin ikinci bulgusu, "Okul 6ncesi dénemi ¢ocuklarinin dijital oyun bagimhhgr egilimlerinin psikolojik
saglamliklarini negatif ydnde anlaml sekilde yordadigi” yéniindedir. Bu sonug, ¢alismanin Hz hipotezini (“"Okul
oncesi dénemi ¢ocuklarinin dijital oyun bagimlihgi egilimleri psikolojik saglamliklarini negatif yonde anlamli
sekilde yordar.") desteklemekte ve dijital oyun bagimhliginin psikolojik saglamlik Gzerinde olumsuz etkiler
olusturdugunu ortaya koymaktadir. Okul 6ncesi donem, cocuklarin temel sosyal becerileri edindikleri ve
cevreleriyle saglikl iletisim kurmayi égrendikleri kritik bir gelisim evresidir (Ozbey, 2012). Bu dénemde
cocuklar, empati, paylasma, is birligi ve sosyal etkilesim gibi becerileri kazanmaktadirlar (Berk, 2013). Dijital
oyun bagimhhgi, cocuklarin akranlariyla ylz yuze etkilesimlerini sinirlayarak sosyal becerilerin gelisimini
olumsuz etkiler ve cesitli problem davraniglara neden olabilir (Aslan & Topuz, 2025). Asiri dijital oyun oynama,
cocuklarin sosyal ortamlardan uzaklasmasina ve sosyal izolasyona yol agabilir (Strasburger vd., 2010). Bununla
birlikte psikolojik saglamlik ise glicli sosyal baglarin ve destekleyici iliskilerin varligiyla yakindan iliskilidir
(Masten & Coatsworth, 1998). Bostan ve Duru (2019) tarafindan gergeklestirilen calismada psikolojik
saglamlik ile sosyal baghlik arasinda pozitif yonli anlamli bir iliski bulunmustur. Dolayisiyla, sosyal baglarin
zayiflamasi, cocuklarin psikolojik saglamhk dlzeylerinin dismesine neden olabilir. Ek olarak, dijital oyun
oynama slresinin artis gostermesi ¢ocuklarda olumsuz sosyal davranislar ¢ikmasina sebep olabilmektedir
(Aslan vd., 2022). Tetik ve Aktan (2020) gerceklestirdikleri calismada, yiksek dijital oyun bagimliligi dizeyinin
duygusal zekayi diizeyini diistirdigu sonucuna ulasiimistir. Bunlardan yola ¢ikilarak dijital oyun bagimliliginin,
cocuklarin sosyal becerilerinin ve duygusal zekalarinin gelisimini engelleyebilecegi soylenebilir (Aslan &
Topuz, 2025). Yuz ylze etkilesimlerin azalmasi, cocuklarin sosyal ipuclarini ve duygusal ifadeleri
anlamlandirma yeteneklerini zayiflatabilir (Sigman, 2012). Bu durum, ilerleyen yaslarda da dustk psikolojik
saglamhda yol acabilir. Psikolojik saglamlik ile teknoloji kullanimi arasindaki iliskiyi farkli 6rneklemlerle
inceleyen calismalar da literatiirde yer almaktadir. Ornegin Akdag'in (2025) okul éncesi dgretmenleriyle
yaptigi arastirmada, teknolojiye yonelik olumlu tutum ile psikolojik saglamlik arasinda anlamli ve pozitif bir
iliski saptanmistir. Bu sonug, bireylerin teknolojiyle kurduklari iliskinin psikolojik saglamlik Gizerinde belirleyici
bir etkiye sahip olabilecegini gdstermektedir. Ote yandan, Aslan ve arkadaslarinin (2025) ergenlerle yaptigi
calismada, dijital oyun bagimhliginin psikolojik saglamlik Gzerinde olumsuz etkileri oldugu belirtilmistir.
Benzer sekilde, Ozsavran ve Kuzlu Ayyildiz'in (2024) Universite 6grencileriyle gerceklestirdigi calismada da
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dijital oyun bagimhhgr ile psikolojik saglamlik arasinda negatif yonli anlamli bir iliski tespit edilmistir. Bu
durum, dijital oyunlarin farkli yas gruplarinda benzer sekilde psikolojik saglamhgi zayiflatabilecegini
gostermektedir. Bu calismada elde edilen bulgular da bu iliskiyi okul o©ncesi ddneme tasiyarak
desteklemektedir. Elde edilen sonuclar, dijital oyun bagimhhginin erken cocukluk déneminde psikolojik
saglamlik Uzerinde agik bir risk faktori olarak degerlendiriimesi gerektigine isaret etmektedir. Bu baglamda,
cocuklarin dijital iceriklerle iliskilerinin diizenlenmesi ve erken miidahale stratejilerinin gelistiriimesi, psikolojik
saglamliklarinin korunmasi agisindan énem arz etmektedir.

Okul 6ncesi donemde ¢ocuklar, duygularini tanima, ifade etme ve dlzenleme oldukca 6nemlidir (Saltali,
2013). Bununla birlikte duygusal regllasyon becerileri, stresle basa ¢ikma ve saglikli psikolojik gelisim igin
kritik 6neme sahiptir (Eisenberg vd. 2010). Dijital oyunlara asirn maruz kalma, cocuklarin bu becerileri
edinmesini engelleyebilir. Ornegin, cocuklar duygusal sikintilarini dijital oyunlarla bastirmaya calisabilir, bu da
gercek yasamda duygusal zorluklarla basa ¢ilkma yeteneklerini zayiflatabilir (Gentile vd., 2011). Bu durum,
cocuklarin problem ¢6zme ve duygusal ifade becerilerinin gelisimini de olumsuz etkileyebilir. Duygusal
regulasyon eksikligi, ilerleyen dénemlerde davranis sorunlari, anksiyete ve depresyon gibi psikolojik
problemlere yol acabilir (Schafer vd., 2017). Sonug olarak, psikolojik saglamligin &nemli belirleyicilerinden biri
olan duygusal kontrol edilebilirligin zayiflamasi, bireylerin stresle basa ¢ikma kapasitelerini dustrebilir ve ruh
saghgini olumsuz ydnde etkileyebilir.

Ebeveynlerin dijital oyunlar bir "elektronik bakici" olarak kullanmasi, cocuklarin gelisimsel strrecleri izerinde
pek cok olumsuz etkiye neden olabilir. Oncelikle, cocuklarin ebeveynleriyle olan baglanma iliskilerini
zayiflatabilir; bu da cocuklarin duygusal givenlik duygularinin ve sosyal becerilerinin gelisimini olumsuz
yonde etkileyebilir. Glvenli baglanma, ¢ocuklarin duygusal giivenlik hissetmeleri ve stresle etkili bir sekilde
basa cikmalarn icin oldukca ©nemlidir (Bowlby, 1988). Dijital oyunlara asirn maruz kalan cocuklar,
ebeveynleriyle daha az kaliteli zaman gegirebilir ve bu da baglanma iliskisini zayiflatabilir (Radesky vd., 2015).
Ebeveynlerin sinirsiz veya kontrolstiz dijital oyun kullanimina izin vermesi, disiplin ve sinir koyma konularinda
tutarsizliklara yol acabilir. Bu durum, c¢ocuklarin 6zdenetim ve sorumluluk duygularinin gelisimini
engelleyebilir (Sanders, 2012). Bu durum dijital oyun oynama egiliminin psikolojik saglamlk igin baska risk
faktorlerine neden oldugunun énemli bir gostergesidir. Dijital oyun bagimlilidi, cocuklarin fiziksel oyunlara ve
motor becerilerini gelistiren aktivitelere katihmini azaltabilir. Okul 6ncesi dénemde fiziksel aktivite, ince ve
kaba motor becerilerin yani sira biligsel gelisim icin de dnemlidir (Piek vd., 2008). Fiziksel oyunlar, ¢cocuklarin
yaraticilik, problem ¢ézme ve dikkat becerilerini destekleyebilir (Ginsburg, 2007). Dijital oyun oynama egilimi,
cocuklarin bu énemli gelisim firsatlarini kagirmasina neden olabilir. Bu durum, ilerleyen dénemlerde 6grenme
glclukleri, dikkat eksikligi ve akademik basarisizlik gibi sorunlara yol acabilir (Pagani vd. 2010). Motor ve
biligsel gelisimdeki gecikmeler, cocuklarin psikolojik saglamliklarini olumsuz etkileyebilir, ¢linkli bu beceriler
O0zglven ve 0z yeterlilik duygusunu desteklemektedir (Bandura, 1997). Tim bu bulgular, dijital oyun
bagimliigi egilimlerinin yalnizca bireysel degil, cevresel ve gelisimsel dizeyde de cok katmanli etkiler
dogurdugunu gdstermektedir. Ozellikle erken yasta bu etkilesimlerin saghkh sinirlar icinde tutulmamasi,
cocuklarin duygusal, sosyal ve bilissel gelisimlerinde uzun vadeli riskler olusturabilir. Bu nedenle ebeveyn
gozetimi, dijital icerik segimi ve fiziksel aktivitelere ydnlendirme gibi stratejiler, cocuklarin psikolojik
saglamhgini desteklemede temel yapi taslari olarak gorilmelidir.

Butlin bu durumlardan hareketle arastirmacilara ve okul 6ncesi dénem ¢ocuklariyla galisanlara yonelik cesitli
dneriler sunulabilir. Oncelikle, dijital oyun bagmliiginin cocuklar tzerindeki etkilerini daha kapsamli bir
sekilde anlamak icin nitel ve karma ydntem arastirmalar yapilmasi oldukca 6nemlidir. Bu calismalar, ozellikle
dijital oyunlara maruz kalma suresi, icerik tird ve kullanim sikliginin ¢ocuklarin gelisiminde nasil bir rol
oynadigini inceleyebilir. Bunun yaninda, ailelerin ¢ocuklarin dijital oyun kullanimini yénetme becerilerini
gelistirmelerine yardimci olacak programlar tasarlamak arastirma alaninda énemli bir boslugu doldurabilir.
Ebeveyn egitim programlari, cocuklarla birlikte gegirilen kaliteli zamanin artirilmasina, saglikli sinirlar koymaya
ve alternatif etkinliklerin tesvik edilmesine odaklanabilir. Bu tlr programlar, ebeveyn-cocuk bagini
glclendirerek psikolojik saglamhk Uzerinde dolayl bir etki yaratabilir. Saha calisanlari ise bu programlarin
uygulanmasi konusunda 6ncelikli rol oynayarak ¢ocuklarin dijital oyunlarla gecirdigi zamani sinirlandirmak ve
yaslarina uygun iceriklere erismelerini saglamak igin rehberlik hizmeti sunabilir.
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Egitim ortamlarina yonelik midahaleler de bir diger 6nemli arastirma alanidir. Okul Oncesi egitim
kurumlarinda, ¢ocuklarin sosyal etkilesimlerini artiracak ve fiziksel aktivitelerini destekleyecek oyun temelli
yaklasimlar gelistirilebilir. Dijital oyun bagimliigini énlemeye yonelik igeriklerin miifredatlara eklenmesi,
cocuklarin hem sosyal becerilerinin hem de duygusal regilasyon kapasitelerinin desteklenmesini saglayabilir.
Bununla birlikte egitimciler, sinif ortamlarinda dijital oyun bagimhligina karsi farkindalik olusturabilir ve
cocuklarin sosyal, duygusal ve motor becerilerini destekleyen etkinlikler dizenleyebilir. Ornegin, is birligi
gerektiren grup etkinlikleri, problem ¢6zme becerilerini gelistiren oyunlar ve fiziksel aktiviteyi tesvik eden
etkinlikler, cocuklarin hem sosyal baglarini hem de 6zglvenlerini artirabilir. Son olarak, dijital oyunlarin cocuk
gelisimi Uzerindeki etkilerine iliskin dizenleyici politikalar, giivenli ve saglikli bir dijital oyun deneyimi igin
gerekli cerceveyi olusturabilir. Bu oneriler, dijital oyun bagimhliginin dnlenmesi ve cocuklarin psikolojik
saglamliklarinin artirlimasi igin kapsamli bir yol haritasi sunabilir.

Bunlarla birlikte, bu arastirmanin bazi sinirliliklari da bulunmaktadir. Arastirma, yalnizca istanbul'da yasayan
okul 6ncesi cocuklara sahip ebeveynlerle gerceklestirilmistir; bu durum bulgularin farkli sosyo-kdltirel
baglamlara genellenmesini sinirlandirabilir. Verilerin yalnizca ebeveyn beyanlarina dayali olmasi da
Olcimlerde yanlilik olusturabilir. Ayrica, arastirma iliskisel model ile yirutildigu igin degiskenler arasindaki
nedensellik iliskileri ortaya konulamamistir. Bu sinirhliklar dogrultusunda, ileride yapilacak calismalarda farkli
bolgelerden ve kultirel yapilardan gelen katilimcilarla calisiimasi; 6gretmen ve ¢ocuk gozlemlerinin de dahil
edilmesi dnerilmektedir. Ayrica, boylamsal tasarimlar, deneysel yaklasimlar ve uygulamali programlar ile dijital
oyun bagimhhginin cocuklarin psikolojik saglamligi tzerindeki etkisi daha giicli bir sekilde test edilebilir.
Cocuklarin dijital deneyimlerini dizenleyecek politikalar ve dizenlemeler de kapsamli arastirmalarla
desteklenmeli, saglikh dijital gelisim ¢ercevesi olusturulmalidir.
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