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This article aims to understand the attitudes, mediating and monitoring behaviors of
parents related to the digital games played by their children. For this qualitative
research, 30 parents answered 14 open-ended questions. Data analyzed descriptively.
The data were analyzed with respect to the research questions and the analysis
showed that the findings could be grouped into three themes: attitudes, monitoring,
and mediating. The findings of the study demonstrated that parents thought that
educational games developed their children mentally, developed their critical thinking
skills, enabled them to follow up on how to benefit of those games, and developed
their imagination. The research findings revealed that parents limited the time that
their children spent with digital games; tried to be careful with regard to their
children’s choices of digital games; and had positive attitudes toward educational
games, but not others. The results implicated that parents need to raise their digital
parenting approach. It should be noted that digital parenting does not mean parents
to play more digital games. Instead of that it provides them to teach their children the
risks and gains that may face in digital games.
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Bu ¢alisma, ebeveynlerin gocuklarinin bilgisayar oyunlari oynamalariyla ilgili tutum,
izleme ve arabuluculuk davranislarini anlamayr amaglamaktadir. Bu nitel durum
calismasinda, 30 ebeveyn 14 acik uglu soruyu cevaplamistir. Veriler betimsel analiz
yaklagimina goére analiz edildiginde bulgular tutum, izleme ve arabuluculuk olmak
lizere U¢ ana baslkta temalandiriimistir. Arastirmada, ebeveynlerin 6zellikle egitsel
oyunlarin ¢ocuklarini zihinsel agidan gelistirdigini ve elestirel disinme becerilerini
artirdigini, genel olarak dijital oyunlarin ise teknoloji kullanimini takip etme kolayligi
sagladigini ve hayal giclni gelistirdigini distindGgu belirlenmistir. Ebeveynlerin
¢ocuklarinin dijital oyun oynama sirelerini kisitladigini, dijital oyun segiminde daha
dikkatli olmaya calstiklarini, egitsel oyunlara yonelik olumlu ancak diger dijital
oyunlara yonelik ise olumsuz tutum sergiledikleri ortaya ¢ikmistir.  Sonuglar,
ebeveynlerin dijital ebeveynlik yaklasimlarini yeniden goézden gegirmeleri gerektigini
gostermektedir. Dijital ebeveynlik, ebeveynlerin daha fazla dijital oyun oynamasi
anlamina  gelmemektedir.  Bunun  yerine  ¢ocuklarina  dijital  oyunlarda
karsilasabilecekleri riskleri ve kazanimlari 6gretmeleridir. Bu g¢alisma, cocuklarin
deneyimlerini ebeveynlerin bakis agisindan incelemis ve ¢ocugun dijital yasami
acisindan g¢ocuk ile ebeveyn arasinda ne kadar etkilesim oldugunu gostermistir.
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Introduction

Digital games are screen-based activities in which the players interact for fun. They can also be used
as powerful learning tools and tend to utilize computers, consoles, mobile devices, and the Internet (All,
Castellar & Looy, 2016). According to TUIK reports (2020) internet usage and access, technology use,
computer acquisition and usage (%96,7) is increasing rapidly. Internet users (16-64 years old) spend an
average of 7 hours and 57 minutes on the Internet from all devices, while more than 66 million people
use the Internet. Especially after the pandemic period, it has been observed that even individuals who
have never played a game before in their lives have started to play computer games. The overall player
average has increased by 30% with the pandemic period (Turkish Game Report, 2020) Several studies
have demonstrated that a majority of children play digital games and, each year, the rates of game
playing time has been increasing (Britain, 2013).

While digital games have great potential for helping children to develop learning and thinking skills,
they also have the likelihood of containing harmful content, and their overuse could cause some
problems like addiction and meeting malicious people, which stand as side-effects of digital games. Due
to these issues, parents are often faced with the question of how to ensure that their children are
gaining the benefits of digital games without being exposed to the harmful side effects of these games
(Mascheroni, Ponte, & Jorge, 2018). To this end, this study attempts to reveal the parental practices of
families toward digital games.

Digital Games and Their Effects on Children

Since digital games are attractive to people of all ages, they have been the focus of several research
studies. Several studies have shown the positive effects of digital games such as the educational uses of
the games, effects on student motivation, and academic achievements (Castellar, Van Looy, Szmalec, &
Marez, 2014; Connolly, Boyle, McArthur, Hainey & Boyle, 2012; Tiziin, Yilmaz Soylu, Karakus, inal
&Kizilkaya, 2009). Digital games have become a significant factor in education due to developments in
educational approaches in student-centered education. Games increase in motivation, self-efficacy and
decrease in anxiety due to the use of these games (Lumsden, Edwards, Lawrence, Coyle & Munafo,
2016).

In negative side, several researchers have agreed that, as digital game playing time increases, the
players begin to display a low tolerance toward their social relationships (Carnagey & Anderson, 2004;
Durak & Kaygin, 2018; Funk, Buchman, Jenks, & Bechtoldt, 2003). In a study conducted with 1224
high school students, the participants agreed that games can harm their eyes and brain (30%), also may
cause the addiction (27%), wasting their time (16%), and may cause aggressive behavior (12%) (Karakus,
inal, & Cagiltay, 2008). In addition, a study conducted in Taiwan revealed that computer games
negatively affected the school performance of children (Yeh & Cheng, 2016). Although diverse views
exist on the subject, one train of thought argues that digital games cause aggression and violent
tendencies in children. Lobel et al., (2017) determined that children prefer violent games more than
other types of games because they are more difficult and complex, allowing them to consistently
develop their thinking skills. Studies have argued that, since players can easily kill other characters
and/or vandalize items in the game, they become desensitized toward real events, behaving more
aggressively in real life than they normally would (Anderson et al., 2010; Greitemeyer & Muigge, 2014;
Weber, Ritterfield, & Kostygina, 2006). On the other hand, a study that reviewed studies over the past
20 years has not shown any evidence that digital games increase social violence to others and
aggressiveness in youth (Ferguson, 2015). In addition, Lobel vd.(2017) determined that violent games
did not cause any negative effects on children. Thus, it is possible to claim that no consensus exists on
the subject matter. Considering its advantages and disadvantages, it is possible to say that users' level of
awareness of the digital games' outcomes will determine the effects of the games. Individuals with a
high level of awareness are more successful in regard to choosing the right games to play, balancing the
time they will play, and distinguishing between the game and the real world.
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Digital Parenting

The importance of the family cannot be denied, especially in the process of monitoring and raising the
awareness of children. In the digital age, 'parenting' has gained more responsibility for the digital lives of
their children in addition to traditional roles. Being digital parents in today’s society requires mastering
digital technologies at the basic level in order to protect their children against the risks of digital
environments (Huang, Li, Chen, & Straubhaar, 2018; Mascheroni, Ponte, & Jorge, 2018). According to
Lim (2018), in digitally connecting family, parents must develop a positive attitudes towards digital
technologies, create a home enveloped by digital media and allow children to access digital technologies
always keep track of their children’s digital activities, and mediate their children even they are not with
them.

Attitudes constitute an important aspect of digital parenting. The attitudes of parents affect the time
that their children spend playing digital games as well as the types of games played (Scharrer & Leone,
2008). In this context, parents usually have one of three mediating approaches toward digital games
(Nikken & Jansz, 2006). In the first approach, the parents are restrictive and tend to limit the time that
their children spend on digital games. In the second approach, they act less restrictively and tend to set
strict rules about time or game genre. In the third approach, the parents are collaborative and prefer to
play the digital games with their children. Studies have demonstrated that parents generally choose to
the first two approaches that is act (Chai, Chen & Khoo, 2011; Hiniker, Schoenebeck & Kientz, 2016). It
might be argued that mediating approaches change in accordance with attitude of parent.

Before creating a digitally rich environment for children, parents must equip themselves with digital
skills. Yurdakul, Dbnmez, Yaman ve Odabasi (2013) stated that five dimensions of digital parenting exist:
digital literacy, awareness toward online risks and opportunities, monitoring - supervision, ethics, and
innovativeness. In this framework, digital literacy refers to the ability to use technology at a basic level,
to be tolerant of problems, to want to follow innovations, and to have knowledge of privacy policies. An
individual who is digitally literate is an individual who is aware of the negative content on the Internet.
Awareness dimension means that parents can recognize negative situations in online environments,
distinguish between dangerous situations and what their child is doing on the computer or on the
Internet. Once the digital parent is aware of the negative aspects of the content on the Internet, it will
now activate the control dimension to protect the child from that negative environment. In monitoring
dimension, parents know that personal information will not be shared with anyone, protect their
children from risks on the Internet, for example, know that no message that is obscene, belligerent,
threatening or disturbing will be answered, and can take precautions against risky situations. Digital
parents who want to protect their children from negative content on the internet, while doing this, also
pay attention to ethical rules. He knows that the content on the Internet should be respected and
encourages his child to pay attention to these rules. When digital parents have an attitude that is open
to innovation and follows innovations, digital literacy levels will also be higher (Yurdakul et al., 2013).
Digital literacy and awareness of the opportunities and risks available in digital technologies are two
basic dimensions that change parents’ attitudes toward the effects of these technologies on their
children (Lee & Chae, 2007; Valcke, Bonte, De Wever, & Rots, 2010).

Access
Monitoring
Digital literacy T Attitude —>
Mediating
Awareness

Figure 1. The relationships between the digital parenting dimensions
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Therefore, attitude could be seen as the heart of digital parenting since it is influenced by the parents’
digital background and influences parental practices. A possible graphic showing the relationships
between the digital parenting dimensions might be drawn in Figure 1.

Parents often do not keep up with rapidly changing Internet technologies, which limits their abilities to
monitor their children’s online activities (Elsaesser, Russell, Ohannessian, & Patton, 2017). In their study,
Schaan and Melzer (2015) stated that parents' lack of media literacy affects their parenting strategies,
causing them to compensate by using more restrictive strategies. Therefore, they have concerns about
the Internet because they don’t know what their children are doing or how to protect them from any
potential risks (Byron, 2008). Several reasons exist as to why parents lack information related to their
children’s digital game play. Since games are usually played individually instead of in groups, parents are
relegated to watching the games instead of being actively involved in them (Bogost, 2007). As such, they
do not gain the necessary knowledge of the games to feel comfortable with their children playing them
(Nikken & Jansz, 2014). In addition, as parents are often not as digitally literate as their children, they
don’t know what questions to ask related to the games (Livingstone & Haddon, 2009) and related
technology (Tokel, Baser, & Isler, 2013) in order to determine whether they are appropriate for their
children. Thus, it is worthwhile to inquire whether parents restrict their children’s game play because of
a lack of information about them (Cetinkaya & Sutgl, 2016; Zaman, Nouwen, Vanattenhoven, De
Ferrerre & Van Looy, 2016). However, it should be pointed that, sometimes, having strong digital
literacy might cause parents to impose restrictions since these parents are more likely to notice some
potential risks of the digital technology. For example, Gong and Piller (2018) showed that parents who
increased their literacy, including about the games played by their children, developed negative
attitudes toward the games and placed more restrictions and prohibitions on their children. In that
sense, how parents’ attitudes are shaped toward their children’s digital practices must be understood.
From this point of view, this study will provide an in-depth analysis to show what parental attitudes
toward digital games exist as well as how these attitudes are formed. The results of the study will show
parental attitudes as well as why and how parents monitor and mediate their children in terms of digital
games. To this end, the study aims to answer the following research questions:

(1) What are the parents’ attitudes toward the effects of digital games on their children’s behaviors?

(2) What are the monitoring strategies that parents use to track their children’s digital game playing
habits?

(3) What are the mediating strategies that parents apply to their children’s digital game playing habits?
Method
Research Model

A case study design as qualitative approach was used in the study. Case study is a research
methodology that helps in exploration of a phenomenon within some particular context through various
data sources, and it undertakes the exploration through a variety of lenses in order to reveal multiple
facets of the phenomenon (Baxter & Jack, 2008). It was determined that using semi-structured
interviews would lead to in-depth research on the attitudes of the parents toward digital games and the
children who play them. Digital games refer to any game played on a screen, including mobile games,
console games, online games, and games played on a computer’s hard drive, in scope of the study.

Study Group

This study utilized a convenience-sampling method with a non-random sampling approach. The
sample for this study consisted of 30 parents between the ages of 30 and 52 living in the Bursa and
Elazig provinces in Turkey. These parents were selected in these locations because two of the
researchers were working in these provinces during the study period. All of the participating parents
were working at universities as faculty members, had at least one child between the ages of four and 15,
and participated in the study voluntarily. Half of the parents were male(n=15), while the other half was
female(n=15). Of the children, 11 were girls and 19 were boys.
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Data Collection Tools

The researchers utilized semi-structured interviews to collect the data. In order to evaluate the
compliance of the interview form, field experts were consulted. The form consisted of 14 questions
related to the research questions and were aimed at determining the parents’ views on game playing
habits of the children. The themes were determined in scope of digital parenting; attitude (i.e., positive
and negative aspects of the digital games), awareness (i.e., which types of digital games were played by
the children, where were the games played, what games were played), monitoring (i.e., what strategies
were used by the parents to control the children’s game play), and mediating (i.e., utilizing time limiting
strategies, playing the games with their children, helping the children choose what games to play). The
interviews were conducted in the offices of the parents and recorded with their permission. Each
interview lasted about 30 minutes.

Data Analysis

A descriptive analysis approach was utilized to summarize and interpret the data. In order to
measure the reliability of the main themes, Miles and Huberman’s (1995) formula was utilized and the
inter-rater reliability score (i.e., the degree of agreement between the raters) was 95%. Consequently,
the data were analyzed and the results cross-checked. In order to ensure the reliability of the study,
notes were taken during the interviews and the taped interviews were later transcribed. During the
analysis of the data, the findings were summarized using direct quotes and interpretations.

Ethics Statement

This study was conducted based on the "Higher Education Institutions Scientific Research and
Publication Ethics. None of the actions against Scientific Research and Publication Ethics have been
carried out. Atatiirk University Social and Human Sciences Ethics Committee Presidency Educational
Sciences Unit Ethics Committee, which convened on 21.08.2020 at the 11 th meeting, approved this
study. In this study, the participants signed an informed consent form.

Findings

The data were analyzed with respect to the research questions and the analysis showed that the
findings could be grouped into three themes: attitudes, monitoring, and mediating.

1. Attitudes

An examination of the attitudes of the parents related to digital games demonstrated that the
parents had both negative and positive views. Eight of the parents perceived the digital games as having
positive effects on their children. Ten of the parents perceived the digital games as having negative
effects on their children. Twelve of the parents believed that the games had both positive and negative
effects on their children. Although they seem open to both views, they tend to think more negative. For
example, parent K10 stated that “...I think [that] games develop the [children’s] intelligence. But | am
also uneasy because | think they teach that everybody could get things easily whenever or whatever
they want. They also make children asocial.” The parental responses in relation to the detrimental
effects of digital games are listed in Table 1.

According to their parents, the children spent more time playing the games than with their friends.
Parent K30 stated that the children were influenced badly by each other while playing violent games
with peers. Some of the parents (n=8) stated that the games can cause health problems, such as vision
disorders and headaches, when played excessively.

837



Fidan, Giines & Karakus Yilmaz — Cukurova Universitesi Egitim Fakiiltesi Dergisi, 50(2), 2021, 833-857

Table 1.
The Negative Effects of Digital Games According to the Parents

Dangers of the digital games Frequency(f)

Vision disorders 8

Addiction

Prone to violence

Mental fatigue

Desensitized toward their environments

Make children hyperactive

A waste of time

The difficulty of returning to homework

R NN W W W b

Distracted and experienced absence of perception

Some parents who stated that the games were not harmful also stated that they helped the children
develop critical thinking skills. Furthermore, they argued that the digital games increased their children’s
intelligence (n=11) and improved the children’s imaginations (n=2). The parental responses in relation to
the positive effects of digital games are listed in Table 2.

I’::I:ozs.itive Effects of Digital Games According to the Parents
Positive effects of digital games Frequency(f)
Developing intelligence 11
Providing critical thinking 4
Improve the use of technology 2
Enhancing creativity 2

In addition, according to parent K27, who thought certain games could contribute to the child’s
future choice of profession: “with the help of the games my child played, my child started to enjoy the
concepts of design and office decoration. My child started to think, like, can | become an architect,
mom?” Additionally, parent K24 stated that “I think it helped him to focus on a subject. Especially games
that engage my child in puzzle solving and mathematical operations developed his skills of fast decision-
making and fast moving.”

When the parents’ views about computer games were taken into consideration, it was observed that
some of parents (n=12) found computer games may have useful and harmful effects (see Table 3).
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Table 3.
Parents Views about Computer Games
Parent Views Frequency(f)
Computer games are useful 8
Computer games are harmful 10
Computer games may have both useful and harmful effects 12

2. Monitoring

In order to interpret parental awareness related to their children’s digital game play, the parents
were asked questions related their children’s preferences about the types of games they played as well
as where they played the games. The parents usually responded with information related to the types of
games played, but not specific game titles. According to the results of the study, 11 parents know
exactly which games her/his child has played. Although the majority of the parents (n=19) did not know
the titles of the games that their children were playing. However, they knew the genre of the games
generally. This information is provided in Table 4.

Table 4.
C:ilderen’s Digital Game Genre Preferences According to the Parents
Game genre Frequency(f)
Sport, action or strategy games 19
Dress up, avatar feeding, make-up 5
Puzzle, matching, crossword 3
Social network games 3

The parents of the male children responded that they usually played football, war, strategy, and car
racing games, while the parents of the female children responded that they usually played games
focused on baby clothing, avatar feeding, make-up, adventures, puzzles, matching, crossword puzzles,
and social network games.

These results indicated that, while the parents may have been in the same location as the children,
they were not actually focused on what the children were playing.

Parent K5 stated that he was uncomfortable with the fact that his children played violent games, but,
since there were so many violent games on the market, he did not know if he had any other choice.
Certain parents, especially fathers (n=7), stated that they did not have any idea about the games title
their children played exactly but had clue about the genre of games. Thus, it might be said that fathers
leave the roles of monitoring and mediating to the female parents.

When asked “Where does your child play digital games?”, the responses stated that the children
preferred playing games at home on desktop or laptop computers, smart phones, PlayStation 3s,
Kinects, iPads, and tablets. Therefore, parents generally stated the tools that can be played at home, but
it was seen that they did not have any idea about where to play outside the home.

While the majority (n=17) of the parents did not know whether their children were addicted to
digital games, 13 of the parents believed that their children were addicted to the games. Certain parents
(n=5) stated that their children complained when they could not play games and, after a certain period
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of time, got ill-tempered, refused to complete responsibilities, and got bored. In addition, they stated
that their children looked for computers when they entered new environments and asked to leave the
environments if no computers were present. According to parent K13:

[6 years-old son] thinks about the games all the time and does not fulfill his responsibilities. He says
he dreams about playing games all the time. | do not implement any limitations or set up any rules, but,
sometimes, | think maybe | should.

Parent K21 stated that, “if we let him [12-year-old son] be, he would prefer computers to (playing)
outdoors. Wherever we go, if there is no PC, he will force us to go back home.” Parent K15 stated that
“he [7-year-old son] sometimes prefers PC games to his friends. If there are no games, then he gets
bored with everything quickly.” Parent K16 had the opposite reaction with her 12-year-old daughter:
“Although, sometimes, she prefers PC games instead of being with friends, we encourage her to go out.
We never observed an adverse reaction when she did not play games.” Thus, parental encouragement
may affect the children’s preferences.

The parents were asked whether they monitored their children’s game play. The majority of the
responses indicated that it was difficult for them to control everything. For example, parent K26 stated
that she could control her child because he is young; however, she was worried that it would become
more difficult to control him as he got older.

He usually plays when we are around, but, frankly, we do not think that he would play a game that
we do not approve of even if he plays it in his own room. But he looks at the games with weapons in the
arcade areas of the shopping malls. This happens rarely, so | am not worried so far, but he is still eight-
years-old, so we can control him. | do not know what will happen when he grows up.

In addition, parent K24 stated that “I find it irritating [that] my child plays with the PC while | cannot
see,” while parent K25 stated that “I would feel uncomfortable [if] my child played games where | [could
not] see him and I usually will not allow him to do that. | remind him often how to behave when | am not
around.” As, interpreted from the quotes, although they try to monitor their children, it does not go
beyond warning them.

3. Mediating

The parents were asked whether they restrict their children’s game play time and/or the game
genres. The parents mostly (n=25) limited the time that their children are allowed to spend playing
games (See Table 5).

Table 5.
Game play time limitations that parents have set for their children
Allowed game play time Frequency (f)
15 minutes a day 1
One hour a day 5
Two hours a day 3
Once a week for an hour 2
A couple of times a week 10
Two hours on the weekend or a holiday 4
No time limit 5

As shown in Table 5, 10 of the parents allowed their children to play games a few times a week,
while five of the parents did not restrict their children’s abilities to play games. Some of the parents
stated that they increased the time they allowed their children to play as long as the children fulfilled
the tasks assigned to them (e.g., reading books, finishing homework). For example, parent K10
expressed her opinions on the game playing time for her child as follows:
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We usually try to prevent her [from] spending too much time playing games. If homework, additional
tests, book reading, and homework are all done, we allow another half an hour or an hour of playtime in
addition to one to two hours of play on the weekends: Friday nights and Saturday in the daytime. We
have assigned Friday nights as free nights at home. They can play two to three hours on holidays as well.

Parents who give negative opinions about computer games therefore limit the game play time
according to interviews.

When the parents were asked about how they select games for their children, as another mediation
behavior, four of the parents stated that they chose games that would be mentally beneficial for their
children; however, 15 parents stated that their children can play whatever they want. Table 6
summarizes the parents’ responses in regard to how they decide what their children can play.

Table 6.
Themes Related to Evaluation Element of Curriculum
Themes Frequency (f)
Educational and mentally beneficial games 4

Games enriching children’s learning environments and

. 5

helping them focus
Does not contain violence or blood 6
No limitations implemented 15

As understood in Table 6, although parents have time limitation for game play, less of them develop
a mediation strategy for any genre. Parent K26 expressed her strategy in regard to limiting what her son
plays:

We try to stretch neurons via puzzle type games. At least he forces his brain while playing games.
Football, in a way, improves decision-making and fast movement abilities. We do not let him to install
violent games with wars or weapons, so he cannot play such games.

Violence is a very popular aspect of games of which parents adopts as a reason for limiting the
games while educational aspect of a game is a preference reason. Those two aspects are almost become
a memorized aspects of games for everyone, and so these are not surprising findings. On the other
hand, the parents who do not limit any genre might be assumed as their children do not play games that
will disturb them anyway, or that parents do not have game awareness to categorize games.

Discussion & Conclusion

This study investigated digital parenting practices based on the attitudes, monitoring and mediating
behaviors of the parents in relation to the game playing habits of their children. The findings of the
study demonstrated that parents thought that educational games developed their children mentally,
developed their critical thinking skills, enabled them to follow up on how to benefit of those games, and
developed their imagination.  This situation is similar to the research of Egenfeldt-Nielsen (2005) and
Hatzigianni and Margetts (2014). Although some of the parents had positive attitudes toward digital
games, most of the parents still worried about the negative effects that the games could have on their
children, both psychologically and physiologically. In addition, the parents agreed that such media like
video games and computer use causes laziness (Marshall, Biddle, Gorely, Cameron, & Murdey, 2004)
and can cause children to become prone to violence (Anderson & Dill, 2000; Ataman Yengin, 2019; Funk
et al., 2003; Gentile, Lynch, Linder, & Walsh, 2003; Mustafaoglu & Yasaci, 2018; Yilmaz & Candan, 2018),
experience mental fatigue, develop addiction, and become isolated from their environments (Charlie,
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HyeKyung, & Khoo, 2011). It is thought that parents' negative attitudes are related to their use of digital
technology and their tendency to adopt it (Nikken & Opree, 2018).

The parents felt that the games were a waste of time and caused the children to find it difficult to
concentrate on homework (Karaboga, 2019). This finding is similar to results found in the literature that
stated that the reasons for restrictions or rules related to the use of technology are related to low
academic achievement, unfinished homework, and increased health problems (Cingel & Hargittai, 2018;
Torun et al. 2013).

Examination systems for all levels of education, the load of homework that requires parental help,
and cultural norms that determine whether an activity is influence the attitude of parents in Turkey. Due
to compulsory national examinations that are used to determine which students enter good secondary
schools or universities, parents tend to limit their children’s leisure activities if they do not include
educational aspects (Cetinkaya & Sltci, 2016). The parents were worried that the digital games would
lead to behaviors such as addiction and aggression during their children's game play.

Concerning addiction, many of the parents were unsure as to whether their children were addicted
to digital games or were prone to become addicted to digital games. This result may have occurred due
to the limits that the parents put on the children’s game play. In addition, because all of the parents had
jobs, they may not fully understand how much the children play digital games. Similarly, most of the
parents were unable to name the games that their children played. It can be thought that not knowing
the exact name of the game does not mean that the content of the game being played is unknown.
However, it turns out that parents do not talk enough with their children about this issue and parents do
not examine the games in their children's digital devices. It is also unclear whether the parents who
knew what games their children were playing truly knew anything about the games beyond their genre
or title. These findings are similar to the findings presented by Funk, Hagan, and Schimming (1999) in
which the parents either incorrectly guessed the games that their children played or did not answer the
question. Thus, it might be interpreted that parental prejudgments not being based on their firsthand
experiences with the games, but on common knowledge obtained from social environments or the
media related to games.

It is interesting to note that all of the games, regardless of the children’s ages or their parents’ views,
were played at home. This finding might be due to the fact that all of the parents in the study were from
a higher socio-economic class, which means that they, likely, have multiple devices on which the
children can play (Livingstone, 2007). Using these devices at home allows parents to monitor their
children more closely (Nikken & Schols, 2015). On the other hand, it can be concluded that parents do
not have information about their children's habits of playing outside the home. Especially in cases where
two parents work, it is not possible to observe the children sufficiently both at home after school. In
such cases, talking to children, examining the games installed in the vehicles they use, and doing
research on these games on the Internet may be suggested. In the literature, monitoring for the parents
basically meant limiting the digital game play time, which the majority of the parents did (Cakir, 2013).
Parents think that to control over their children are becoming increasingly difficult and parents are
concerned about the children’s content of the games played (Lobel vd., 2017; Nikken & Janzs, 2006;
Toran, Ulusoy, Aydin, Deveci & Akbulut, 2016). As children become more independent as they grow, it
becomes increasingly difficult for parents to interfere or be involved in their activities (Lobel vd., 2017).
This situation pushes them to restrict the time and content of the playing game (Van Petegem et al.,
2019). This restrictive behavior may be due to the fact that games are not adequately controlled by
category and age in Turkey and mechanisms that evaluate game content, such as ESRB, are not known
to parents (Akgay & Ozcebe, 2012). For these reasons, parents feel responsible can be interpreted as
pushing them to limit the duration and type of play because they do not have sufficient controls on the
subject. On the other hand, as parents increase their digital literacy skills, they will be able to make
directions that reveal the gains that can be provided by different, creative and digital games
(Nelsonmandela & Raja, 2020; Nelsonmandela & Raja, 2020; Zeybekoglu Akbas & Dursun, 2020).
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This study examined the experiences of children from the parents' points-of-view and showed how
much interaction exists between the child and the parent in terms of the children’s digital game playing
habits. The results implicated that parents need to review their digital parenting approach. It should be
noted that digital parenting does not mean parents play more digital games, but to provide them with
an idea of the risks and gains they may face in digital games. In addition, parents need to develop a
collaborative approach towards their children, so they will spend time playing with their children to
improve their digital literacy, rather than limiting the children to poor outcomes of digital games
(Akkaya et al., 2021; Bourgonjon, Valcke, Soetaert, De Wever & Schellens, 2011). Although the study
presents some important results, it should not be forgotten that the sample is limited in generalization
and interpretation. Since the study was conducted with an convenience sampling method, majority of
the participants are from high-income households. Therefore, the children of the parents in the study
group vary in terms of age. In addition, the study group is considered to be the group with the highest
potential to have digital tools at home. Therefore, the views of the parents in this study may not be the
same as the views of parents from other households, especially low-income households. Expanding the
selection of participants and including the views of the children in future studies would allow
researchers to make additional strides in regard to learning about the dimensions of digital parenting
and children's expectations.
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Tiirkge Siirimui

Giris

Dijital oyunlar, ekranda gosterilen nesnelerle kullanicilarin eglence amach etkilestigi etkinliklerdir.
Ayrica, bilgisayarlar, konsollar, mobil araglar ve internet Gzerinden oynanabilen, salt eglence disinda
glcli 6grenme araglari olarak kullanilabilecek ortamlardir (Prensky, 2001; All, Castellar & Looy, 2016).
Yapilan bir¢ok g¢alismada ¢ocuklarin ¢ok biylk ¢ogunlugunun dijital oyunu oynadiklari ve her yil oyun
oynama suresinin arttigi gorilmektedir (Chai, Chen, & Khoo, 2011; NPD Group, 2011; Britain,2013).
Turkiye’de de internet kullanimi ve erisimi, bilgisayar kullanimi ve edinimi (%96,7) ile ekran kullanim
siiresi hizla artis gdéstermektedir (TUIK, 2020). internet kullanicilarinin(16-64 yas arasi) tiim cihazlardan
ginlik internet igin harcadiklar siire ortalama 7 saat 57 dakika iken, 66 milyondan fazla insan internet
kullanmaktadir. Ozellikle pandemi déneminden sonra daha ®nce hayatinda hic oyun oynamamis
bireylerin bile bilgisayar oyun oynamaya basladiklari gériilmistir. Genel oyuncu ortalamasi ise pandemi
donemiyle beraber %30 artis gostermistir (Tlrkiye Oyun Sektérd Raporu, 2020). Cesitli arastirmalar,
¢ocuklarin biyilk ¢ogunlugunun dijital oyunlar oynadigini ve her yil oyun oynama oranlarinin arttigini
gostermistir (Britain, 2013).

Dijital oyunlar, cocuklarin 6grenme ve dusiinme becerilerini gelistirmelerine yardimci olma
konusunda biiyiik bir potansiyele sahipken, ayni zamanda zararl igerik barindirma olasiligina da agiktir.
Asiri kullanimlari, dijital oyunlarin yan etkileri olarak bagimhlik ve koétu niyetli insanlarla tanismak gibi
bazi sorunlara neden olabilmektedir. Bu sorunlar ebeveynleri oyunlarin zararli yan etkilerine maruz
kalmadan cocuklarinin nasil dijital oyunlardan faydalanacaklari sorusuyla karsi karsiya birakmaktadir
(Mascheroni, Ponte ve Jorge, 2018). Bu amagla, calismada ebeveynlerin dijital oyunlara yonelik
ebeveynlik davranislarini ve bu davraniglarin altinda yatan nedenleri ortaya gikarilmasi amaglanmaktadir.

Dijital Oyunlar ve Etkileri

Dijital oyunlar her yastan insan igin cazip oldugundan, gesitli arastirma g¢alismalarinin odak noktasi
olmustur. Birgcok calisma, dijital oyunlarin egitsel kullanimi, 6grenci motivasyonu ve akademik basari
Uzerindeki etkileri gibi olumlu etkilerini gostermistir (Castellar, Van Looy, Szmalec & Marez, 2014;
Connolly, Boyle, McArthur, Hainey & Boyle, 2012; Tiiziin, Yilmaz Soylu, Karakus, inal & Kizilkaya, 2009).
Ogrenci merkezli egitim yaklasimlarindaki gelismelerle birlikte, dijital oyunlarin kullanildigi egitim
ortamlarinda 6grencide kayginin azalmasi, motivasyon ve 6z yeterlili§in ise artis gostermesi onlari
egitimde 6nemli bir faktor haline getirmistir (Lumsden, Edwards, Lawrence, Coyle & Munafo, 2016).

Olumsuz olarak, bazi arastirmacilar, dijital oyun oynama siresi arttik¢a, oyuncularin sosyal iliskilerine
karsi dusuk bir tolerans gostermeye basladigini kabul etmislerdir (Carnagey & Anderson, 2004; Durak &
Kaygin, 2018; Funk, Buchman, Jenks & Bechtoldt, 2003). Katihmcilari 1224 lise 6grencisinden olusan bir
¢alismada katilimcilar oyunlarin gozlere ve beyne (%30) zarar verdigi, bagimhlk (%27), zaman kaybi
(%16) ve saldirgan davranislara (%12) neden olabilecegi konusunda uzlasmistir (Karakus, inal & Cagiltay,
2008). Ayrica Tayvan'da yapilan bir arastirma, bilgisayar oyunlarinin g¢ocuklarin okul performansini
olumsuz etkiledigini ortaya koymustur (Yeh & Cheng, 2016). Konuyla ilgili farkh gorisler olsa da, bir
distince silsilesi dijital oyunlarin ¢ocuklarda saldirganliga ve siddet egilimlerine neden oldugunu
savunmaktadir. Lobel, Engels, Stone, Burk ve Granic (2017), ¢ocuklarin daha zor ve karmasik olduklari
icin ve surekli olarak diisinme becerilerini gelistirmelerine izin verdigi icin siddet iceren oyunlari diger
oyun tirlerinden daha ¢ok tercih ettiklerini belirlemistir. Oyuncularin oyun igindeki diger karakterleri
kolayca 6ldurebildikleri ve / veya oyundaki esyalara kolayca zarar verebildikleri oyunlar yiiziinden gercek
hayattaki olaylara karsi duyarsizlastiklarini ve normalde oldugundan daha agresif davrandiklarini
sonucuna ulasan arastirmalarda alan yazinda karsimiza ¢ikmaktadir (Anderson et al., 2010; Greitemeyer
& Miigge, 2014; Weber, Ritterfield, & Kostygina, 2006). Ote yandan, son 20 yilda yapilan calismalari
gbzden gegiren bir ¢calisma, dijital oyunlarin baskalarina yonelik sosyal siddeti ve gencglerde saldirganligi
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artirdigina dair herhangi bir kanit géstermemistir (Ferguson, 2015; Lobel ve digerleri, 2017). Boylelikle
konu tzerinde fikir birligi bulunmadigini iddia etmek miimkiindir. Avantaj ve dezavantajlari géz 6niine
alindiginda, oyunlarin etkilerini, kullanicilarin dijital oyunlarin sonuglarina iliskin farkindalik dizeyinin
belirleyecegini soylemek miamkiindir. Farkindalig yiksek bireyler, oynayacaklari dogru oyunlari segme,
oynayacaklari zamani dengeleme ve oyun ile gercek diinya arasinda ayrim yapma konusunda daha
basarilidir.

Dijital Ebeveynlik

Ailenin 6nemi 6zellikle gocuklarin izlenmesi ve bilinglendirilmesi siirecinde inkdr edilemez. Dijital
¢agda, 'ebeveynlik' geleneksel rollere ek olarak gocuklarinin dijital yasamlari i¢in daha fazla sorumluluk
kazanmistir. Gliniimiz toplumunda dijital ebeveyn olmak, gocuklarini dijital ortamlardaki risklere karsi
korumak icin dijital teknolojilere temel diizeyde hakim olmayi gerektirir (Huang, Li, Chen, & Straubhaar,
2018; Livingstone & Helsper, 2008; Mascheroni, Ponte, & Jorge, 2018). Lim'e (2018) gore, dijital olarak
bagh bir ailede, ebeveynler dijital teknolojilere karsi olumlu bir tutum gelistirmeli, dijital ortamla
cevrelenmis bir ev yaratmali ve ¢ocuklarin dijital teknolojilere erismesine izin vermeli, hatta ¢ocuklarinin
yanlarinda olmadiklarinda bile dijital etkinliklerini her zaman takip etmeli ve c¢ocuklarina aracilik
etmelidirler.

Tutumlar, dijital ebeveynligin 6nemli bir yénini olusturur. Ebeveynlerin tutumlari, ¢ocuklarinin
dijital oyun oynayarak gecirdikleri zamani ve oynanan oyun tirlerini etkilemektedir (Scharrer & Leone,
2008). Bu baglamda, ebeveynler genellikle dijital oyunlara yonelik ¢ arabulucu yaklasimdan birine
sahiptir (Nikken & Jansz, 2006). ilk yaklasimda, ebeveynler kisitlayicidir ve ¢ocuklarinin dijital oyunlarda
gegirdigi zamani sinirlama egilimindedir. ikinci yaklasimda, daha az kisitlayici davranirlar ancak zaman
veya oyun tiiri hakkinda kati kurallar koyma egilimindedirler. Ugiincii yaklasimda, ebeveynler isbirlikgidir
ve c¢ocuklariyla dijital oyunlari oynamayi tercih etmektedir. Arastirmalar, ebeveynlerin genellikle ilk iki
yaklasimi segctiklerini gostermistir (Chai, Chen & Khoo, 2011; Hiniker, Schoenebeck & Kientz, 2016).
Dolayisiyla arabuluculuk yaklagimlarinin ebeveynin tutumuna gore degistigi ileri stirilebilir.

Cocuklar igin dijital agidan zengin bir ortam yaratmadan 0Once, ebeveynlerin kendilerini dijital
becerilerle donatmasi gerekmektedir. Yurdakul, Donmez, Yaman ve Odabasi (2013), dijital ebeveynligin
bes boyutunun var oldugunu belirtmistir: dijital okuryazarlik, cevrimici risk ve firsatlara yonelik
farkindalik, izleme ile denetleme, etik ve yenilikgilik. Bu gergevede dijital okuryazarlk, teknolojiyi temel
diizeyde kullanma, sorunlara toleransh olma, yenilikleri takip etme istegi ve gizlilik politikalar bilgisine
sahip olma becerisini ifade etmektedir. Dijital okuryazar olan birey, internetteki olumsuz igerigin
farkinda olan bir bireydir. Farkindalik boyutu, ebeveynlerin ¢evrimicgi ortamlardaki olumsuz durumlari
fark edebilmeleri, tehlikeli durumlari ve cocuklarinin bilgisayarda veya internette yaptiklarini ayirt
edebilmeleri anlamina gelir. Dijital ebeveyn internetteki icerigin olumsuz yonlerinin farkina vardiginda,
gocugu bu olumsuz ortamdan korumak icin artik kontrol boyutunu etkinlestirecektir. izleme boyutunda,
ebeveynler kisisel bilgilerinin hi¢ kimseyle paylasilmayacagini bilirler, ¢ocuklarini internet Gzerindeki
risklerden korurlar, 6rnegin miistehcen, kavgaci, tehdit edici veya rahatsiz edici hicbir mesaja cevap
verilmeyecegini bilirler ve bunlara karsi 6nlem alabilirler. Cocuklarini internetteki olumsuz igeriklerden
korumak isteyen dijital ebeveynler bunu yaparken etik kurallara da dikkat etmektedir. internetteki
icerige saygl duyulmasi gerektigini bilirler ve cocugunu bu kurallara dikkat etmeye tesvik ederler. Dijital
ebeveynler yenilige agik ve yenilikleri takip eden bir tutuma sahip olduklarinda dijital okuryazarlik
seviyeleri de yukselecektir (Yurdakul vd, 2013). Dijital okuryazarlik ve dijital teknolojilerde mevcut olan
firsat ve risklerin farkindaligi, ebeveynlerin bu teknolojilerin ¢ocuklari tizerindeki etkilerine yonelik
tutumlarini degistiren iki temel boyuttur (Lee & Chae, 2007; Valcke, Bonte, De Wever & Rots, 2010) . Bu
nedenle tutum, ebeveynlerin dijital gegmisinden etkilendigi ve dijital ebeveynlik davranislarini etkiledigi
icin dijital ebeveynligin merkezi olarak gorilebilir. Dijital ebeveynlik boyutlari arasindaki iliskileri
gosteren bir grafik asagidaki gibi cizilebilir:
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Erisim
Izleme
Dijital okuryazarlik | ——» Tutum -
Arabuluculuk
Farkindalik

Sekil 1. Dijital Ebeveynlik Boyutlari Arasindaki iliskiler

Ebeveynler genellikle hizla degisen internet teknolojilerine ayak uyduramamakta ve bu da
gocuklarinin gevrimigi etkinliklerini izleme yeteneklerini sinirlamaktadir (Elsaesser, Russell, Ohannessian
& Patton, 2017). Schaan ve Melzer (2015) yaptiklari ¢alismada, ebeveynlerin medya okuryazarhg
becerilerindeki eksikliginin ebeveynlik stratejilerini etkiledigini ve daha kisitlayici stratejiler kullanarak
telafi etmelerine neden oldugunu belirtmistir. Bu nedenle, cocuklarinin internette ne yaptigini veya olasi
risklerden onlari nasil koruyacaklarini bilmedikleri i¢in internet ile ilgili endiseleri vardir (Byron, 2008).
Ebeveynlerin, cocuklarinin dijital oyunlariyla ilgili bilgi eksigi olmasinin birka¢ nedeni vardir. Oyunlar
genellikle gruplar halinde degil bireysel olarak oynandigindan, ebeveynler aktif olarak oyuna dahil olmak
yerine oyunlari izlemeye yonelmektedir (Bogost, 2007). Bu nedenle, ¢ocuklari oyun oynarken rahat
hissetmeleri icin gerekli bilgileri edinmezler (Nikken & Jansz, 2014). Ek olarak, ebeveynler ¢ocuklari kadar
dijital okuryazar olmadiklarindan, g¢ocuklari igin uygun olup olmadiklarini belirlemek igin oyunlar
(Livingstone & Haddon, 2009) ve ilgili teknolojiyle (Tokel, Baser & isler, 2013) ilgili hangi sorulari
soracaklarini bilemezler. Bu nedenle ebeveynlerin ¢ocuklarinin oyun oynamasini kendileriyle ilgili bilgi
eksikligi nedeniyle kisitlayip kisitlamadiklarini sorgulamakta fayda oldugu belirtilmektedir (Cetinkaya &
Sitcl, 2016; Zaman, Nouwen, Vanattenhoven, De Ferrerre & Van Looy, 2016). Bununla birlikte, bazen,
gicli dijital okuryazarliga sahip olmanin, ebeveynlerin dijital teknolojinin bazi potansiyel risklerini fark
etme olasiliklarinin daha yiksek olmasi nedeniyle ebeveynlerin kisitlamalar getirmesine neden
olabilecegi belirtilmelidir. Ornegin Gong ve Piller (2018), gocuklarinin oynadigi oyunlar da dahil olmak
tzere okuryazarlklarini artiran ebeveynlerin oyunlara karsi olumsuz tavirlar gelistirdigini ve ¢ocuklarina
daha fazla kisitlama ve yasaklama getirdigini géstermistir. Bu anlamda, ebeveynlerin ¢ocuklarinin dijital
uygulamalarina yonelik tutumlarinin nasil sekillendiginin belirlenmesi gerekmektedir. Bu agidan
bakildiginda, bu calisma, dijital oyunlara yonelik ebeveyn tutumlarinin ne oldugunu ve bu tutumlarin
nasil sekillendigini géstermek igin derinlemesine bir analiz saglayacaktir. Calismanin sonuglari, ebeveyn
tutumlarinin yani sira ebeveynlerin ¢ocuklarini dijital oyunlar agisindan neden ve nasil izledigini ve
aracihk ettigini gosterecektir. Bu amagla, c¢alisma asagidaki arastirma sorularini cevaplamayi
amaclamaktadir:

1) Ebeveynlerin dijital oyunlarin ¢ocuklarinin davranislari Gzerindeki etkilerine yonelik tutumlari nedir?

(
(2) Ebeveynlerin cocuklarinin oyun oynama aliskanliklarini takip etmek igin kullandiklari izleme
(monitoring) stratejileri nelerdir?

(

3) Ebeveynlerin ¢ocuklarinin oyun oynama aliskanhklarina uyguladiklari arabuluculuk (mediating)
stratejileri nelerdir?
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Yoéntem
Arastirma Modeli

Arastirmada nitel arastirma yontemlerinden durum ¢alismasi kullanilmigtir. Durum g¢alismasi, belirli
bir baglamdaki bir olgunun gesitli veri kaynaklari araciligiyla kesfedilmesine yardimci olan bir arastirma
metodolojisidir. Olgunun ¢ok yonlulGgiini ortaya gikarmak icin gesitli bakis agilari araciligiyla arastirmayi
Gstlenmektedir (Baxter ve Jack, 2008). Bu nedenle yari yapilandiriimis gérismeler kullanilarak
ebeveynlerin dijital oyunlara ve onlari oynayan cocuklara yonelik tutumlar Gzerinde derinlemesine bilgi
elde etmeye c¢ahlsilmistir. Dijital oyunlar bu calismada mobil oyunlar, konsol oyunlarini, g¢evrimigi
oyunlari ve bilgisayarin sabit striclisiinde oynanan oyunlar dahil olmak lzere ekranda oynanan herhangi
bir oyunu ifade etmektedir.

Calisma Grubu

Calismada seckisiz olmayan 6rnekleme yontemlerinden biri olan uygun ornekleme yonteminden
yararlaniimistir. Arastirmanin érneklemini Bursa ve Elazig illerinde yasayan 30 ile 52 yaslari arasindaki 30
ebeveyn olusturmaktadir. Bu ebeveynler iki arastirmaci bu illerde gbrev yapmasi nedeniyle bu
sehirlerden segilmistir. Calismaya katilan tiim ebeveynler (niversitelerde 06gretim (yesi olarak
calismaktadir, dort ile 15 yaslari arasinda en az bir ¢ocuga sahiptir ve arastirmaya gondlli olarak
katilmistir (bkz. Ek A). Ebeveynlerin yarisi erkek(n=15), diger yarisi kadindir(n=15). Cocuklarin 11'i kiz,
19'u erkektir.

Kullanilan Veri Toplama Araglari

Bu calismada veri toplama araci olarak yari yapilandiriimis goriisme formu kullanilmistir. Gorlisme
formunun uygunlugunu degerlendirmek icin alan uzmanlarina danisilmistir. Form, arastirma sorulariyla
ilgili 14 sorudan olugmakta ve ebeveynlerin gocuklarin oyun oynama ahliskanliklari hakkindaki gorislerini
belirlemeyi amaglamaktadir (bkz. Ek B). Temalar dijital ebeveynlik kapsaminda belirlenmistir: Tutum
(6rnegin oyunlarin olumlu ve olumsuz yonleri), farkindalik (6rnegin, c¢ocuklar tarafindan hangi tir
oyunlar oynandi, oyunlar nerede oynandi, hangi oyunlar oynandi), izleme (6rnegin cocuklarin oyun
oynama slirecini kontrol etmek icin ebeveynler hangi stratejileri kullandi) ve arabuluculuk yapmak
(6rnegin, zaman sinirlama stratejileri kullanmak, ¢ocuklariyla oyun oynamak, ¢ocuklarin hangi oyunlari
oynayacaklarini segmelerine yardimci olmak). Gértismeler ebeveynlerin ofislerinde yapilmis ve izinleri ile
ses kaydi alinmistir. Her gériisme yaklasik 30 dakika stirmustur.

Veri Analizi

Verileri 6zetlemek ve yorumlamak icin betimsel analiz yaklasimi kullanilmistir. Ana temalarin
glvenilirligini 6lgmek icin Miles ve Huberman'in (1995) formiliinden yararlanilmis ve degerlendiriciler
arasi guvenilirlik puani (yani, degerlendiriciler arasindaki uyum derecesi) %95 olarak hesaplanmistir.
Sonug olarak, veriler analiz edilip sonuglar capraz kontrol edilmistir. Arastirmanin giivenilirligini saglamak
icin gorismeler sirasinda notlar alinmis ve daha sonra kaydedilen gorismeler yaziya doékialmdistir.
Verilerin analizi sirasinda bulgular dogrudan alintilar ve yorumlar kullanilarak 6zetlenmistir.

Etik Beyani

Bu calisma "Yiksek Ogretim Kurumlari Bilimsel Arastirma ve Yayin Etigi" ydnergesi esas alinarak
yapilmistir. Bu ¢alismada Bilimsel Arastirma ve Yayin Etigine aykiri higbir islem yapilmamistir. 21.08.2020
tarihinde 11 sayil toplantida toplanan Atatiirk Universitesi Sosyal Ve Beseri Bilimler Etik Kurul Baskanlig
Egitim Bilimleri Birim Etik Kurulu bu calismayi onaylamistir. Bu c¢alismada katihmcilara bilgilendirilmis
onam formu imzalatilmistir.

Bulgular

Veriler, arastirma sorularina gore analiz edildiginde bulgular tutum, izleme ve arabuluculuk olmak
lizere Ui¢ ana bashkta temalandiriimigtir.
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1. Tutum

Ebeveynlerin dijital oyunlara iligkin tutumlarina bakildiginda, ebeveynlerin hem olumlu hem de
olumsuz gorisleri oldugu belirlenmistir. Ebeveynlerden sekizi dijital oyunlarin gocuklari Gzerinde olumlu
etkileri oldugunu belirtirken, ebeveynlerden 10'u dijital oyunlarin ¢ocuklari Gzerinde olumsuz etkileri
oldugunu ifade etmistir. Ebeveynlerden on ikisinin ise dijital oyunlarin gocuklari izerinde hem olumlu
hem de olumsuz etkileri olduguna inandigi belirlenmistir. Her iki gérise agik gériinseler de, ebeveynlerin
daha ¢ok olumsuz diisiinme egiliminde oldugu belirlenmistir. Ornegin K10 “...oyunlarin zeka gelistirdigini
disiiniyorum ama insanlarin ¢ok kolay bir seylere sahip olmasina dair bir his 6grettiginden dolayi
rahatsizim, bir de antisosyal yapiyor ¢ocuklari...” seklinde gorls belirtmistir. Dijital oyunlarin zararli
etkilerine iligkin ebeveyn gorisleri Tablo 1'de listelenmistir.

Ebeveynlere gore ¢ocuklarin oyun oynama siireleri arkadaslariyla vakit gegirdikleri sireden daha
fazladir. K30, cocuklarin akranlariyla siddet iceren oyunlar oynarken birbirlerinden kétu etkilendiklerini
belirtmistir. Ebeveynlerden bazilari (n = 8) oyunlarin asiri oynandiginda gérme bozukluklari ve bas agrisi
gibi saglik sorunlarina neden olabilecegini belirtmislerdir.

Tablo 1.
Ebeveyn Géziinden Dijital Oyunlarin Zararlari
Dijital Oyunlarin Zararlar Frekans (f)
GOz bozuklugu-yorgunlugu 8
Bagimlihk 4
Siddete meyil 4
Zihin yorgunlugu 3
Dis ortamdan soyutlanma 3
Hiperaktiflik 3
Zaman kaybi 2
Odevlere dénme giigliigi 2
Dikkat daginikligi, algi gligligu 1

Oyunlarin zararli olmadigini belirten bazi ebeveynler, oyunlarin cocuklarin elestirel disiinme
becerilerini gelistirmelerine de yardimci oldugunu belirtmistir. Dahasi, dijital oyunlarin ¢ocuklarinin
zekasini (n = 11) ve ¢ocuklarin hayal glciuni (n = 2) gelistirdigini savunmustur. Dijital oyunlarin olumlu
etkilerine iliskin ebeveyn gorisleri Tablo 2'de listelenmistir.

Tablo 2.
Ebeveyn Géziinden Dijital Oyunlarin Yararlari
Dijital Oyunlarin Yararlari Frekans(f)
Zekayi gelistirme 11
Elestirel diisiinme becerisi saglama 4
Teknolojiyi kullanma becerisi 2
Yaraticihgi arttirma 2
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Ayrica bazi oyunlarin gocugun gelecekteki meslek segimine katki saglayacagini disiinen ebeveyn
K27'ye gore: “Cocugum oynadigi oyunlarla tasarim is dekorasyonu vb. seyleri sevmeye basladi. Mesela
mimar olabilir miyim ben anne? diye diisinmeye basladi?” seklinde goriis bildirmistir. Ek olarak,
ebeveyn K24 ““..Belli bir konu lizerinde odaklanmasina yardimci oldugunu disiiniiyorum. Ozellikle
bulmaca ve matematiksel islemler yaptiran oyunlarla hizh disinme, hizli karar verme ve hizli hareket
etme kabiliyeti kazandigini disinidyorum.” seklinde gorislerini bildirmistir.

Ebeveynlerin bilgisayar oyunlari ile ilgili gorisleri dikkate alindiginda, bazi ebeveynlerin (n = 12)
bilgisayar oyunlarini yararl ve zararl etkileri olabilecegini distndukleri gérilmustiir (bkz. Tablo 3).

Tablo 3.
Dijital Oyunlarla ilgili Ebeveyn Gériisleri
Ebeveyn Goriisii Frekans(f)
Bilgisayar oyunlari yararlidir. 8
Bilgisayar oyunlari zararhdir. 10
Bilgisayar oyunlarinin yararli ve zararli etkileri mevcuttur. 12
2. izleme

Cocuklarinin dijital oyun oynamasi ile ilgili ebeveyn farkindaligini belirlemek igin, ebeveynlere
cocuklarinin oynadiklari oyun tirleri ve oyunlari nerede oynadiklariyla ilgili tercihleriyle ilgili sorular
sorulmustur. Ebeveynlerin genellikle oynanan oyun tirleriyle ilgili sorulara yanit verebildigi, ancak belirli
oyun isimlerine yoénelik bilgi sahibi olmadig ortaya ¢ikmistir. Ebeveyn vyanitlari Tablo 4'te
gosterilmektedir.

Arastirma sonuglarina gére ebeveynlerin on birinin ¢cocuklarinin hangi oyunu oynadigini bildigi ancak
cogunlugunun (n = 19) cocuklarinin oynadigi oyunlarin isimlerini bilmemesine ragmen genel olarak oyun
turleri hakkinda bilgi sahibi olduklari belirlenmistir.

Tablo 4.
Ebeveynlere Gére Cocuklarin Dijital Oyun Tiirii Tercihleri
Oyun tiirii Frekans(f)
Spor, aksiyon veya strateji oyunlari 19
Bebek giydirme, avatar besleme, makyaj yapma 5
Puzzle, eslestirme 3
Sosyal aglar lizerinden oynanabilen oyunlar 3

Oyun tirleri icin ebeveynlerden erkek cocugu olanlarin genellikle futbol, savas, strateji, araba yarisi
oynadiklari cevabina ulasilirken, kiz ¢ocugu olan ebeveynlerin ise ¢ocuklarinin bebek giydirme, avatar
besleme, makyaj yapma, macera, puzzle, eslestirme, bulmaca ve cevrimici oynanan oyun tirlerini
oynadiklari cevabina ulasiimistir. Bu sonuglar, ebeveynlerin ¢ocuklarla ayni yerde olsalar da, aslinda
cocuklarin ne oynadiklarina odaklanmadiklarini gostermektedir. Ebeveynlerden K5, oyun tiri igin
aslinda siddet igerikli oyunlari ¢cocuklarinin oynamasindan rahatsiz olduklarini belirtseler de piyasada ¢ok
fazla siddet igerikli oyun dretildigi icin oyun tlrG secerken baska seceneklerinin olmadigini
distndiklerini de belirtmistir. Bazi ebeveynler oOzellikle de babalar (n=7) cocuklarinin tam olarak
oynadiklari oyunlar hakkinda higbir fikirleri olmadigini ancak oyunlarin tiri hakkinda fikir sahibi
olduklarini belirtmislerdir. Dolayisiyla babalarin izleme ve arabuluculuk roliini annelere biraktig
soylenebilir.

“Cocugunuz dijital oyunlari nerede oynuyor?” sorusu soruldugunda, ¢cocuklarin evde masalsti veya
dizlistu bilgisayar, akilli telefon, PlayStation 3s, Kinects, iPad ve tabletlerde oyun oynamayi tercih
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ettikleri belirtilmistir. Dolayisi ile ebeveynler genellikle evde oynanabilen araglari ifade etmis ancak ev
disinda nerede nasil oynandigina dair fikirlerinin olmadigi gérilmistir. Ebeveynlerin ¢ogunlugu (n = 17)
¢ocuklarinin dijital oyun bagimlisi olup olmadigini bilmedigini ifade ederken, ebeveynlerden 13'i
cocuklarinin oyun bagimlisi olduguna inandigini ifade etmistir. Bazi ebeveynler (n = 5) ¢ocuklarinin oyun
oynayamadiklarinda sikayet ettiklerini, belli bir siire sonra huysuz olduklarini, sorumluluklarini yerine
getirmeyi reddettiklerini ve sikildiklarini belirtmislerdir. Ayrica ¢ocuklarinin yeni ortamlara girdiklerinde
bilgisayar aradiklarini ve bilgisayar yoksa o ortamdan g¢ikmak istediklerini belirtmislerdir. K13'(in gorusleri
su sekildedir:

[6 yasindaki oglu] sirekli oyunlar hakkinda distintyor ve sorumluluklarini yerine getirmiyor. Her
zaman oyun oynamayi hayal ettigini soyliyor. Herhangi bir sinirlama uygulamiyorum veya herhangi bir
kural koymuyorum, ancak bazen yapmam gerektigini distiniyorum.

K21 gorlisini ise “ Bilgisayari disariya tercih eder ona [12 yasindaki oglu] biraksan. O yiizden bir yere
gitsek pc yoksa zorlar eve donelim diye.” seklinde belirtmistir. K15 ise “..[7 yasindaki oglu]
Arkadaslarindansa bazen pc oyunlarini tercih edebiliyor. Oyun yoksa her seyden daha ¢abuk sikiliyor.”
Seklinde goris belirtmistir. K16 ise 12 yasindaki kizi igin bunlara zit olarak “...Bazen arkadaslari yerine pc
oyunu tercih etse de disariya ¢ikmaya tesvik ediyoruz. Oynamadiginda oyun hi¢ ters bir tepki
gozlemlemedik.”. seklinde goriis belirtmistir. Bu nedenle, ebeveyn tegvikinin ¢ocuklarin tercihlerini
etkileyebilecegi sonucuna varilabilir.

Ebeveynlere ¢ocuklarini oyun oynarken izleyip izlemedikleri sorulmustur. Yanitlarin ¢ogu, her seyi
kontrol etmenin kendileri icin zor olduguna yéneliktir. Ornegin, K26, cocugunu kiiciik yaslarda kontrol
edebildiklerini fakat ilerleyen yaslarda kontrol etmenin gii¢ oldugu endisesi icinde oldugunu belirterek
goruslerini asagidaki sekilde ifade etmistir:

Genellikle bizim yanimizda oynuyor ama kendi odasinda da oynasa bizim onaylamadigimiz bir oyunu
oynayacagini dusiinmiyoruz acikcasi. Ama alisveris merkezlerinin oyun alanlarindaki bilgisayarlarda
silahli oyunlara da bir g6z atiyor (uzaktan gézlemledigimiz kadariyla). Bu ¢ok nadiren olan bir sey oldugu
icin simdilik rahatsiz olmuyorum. Ama hentiz 8 yasinda oldugu icin kontrol edebiliyoruz. Biyiyince nasil
olur bilemiyorum.

Buna ek olarak, K24, “..cocugumun benim goéremedigim yerlerde pc oynamasini tedirgin edici
buluyorum.” seklinde, K25; “Cocugumun benim gérmedigim yerlerde oyun oynamasindan rahatsiz
olurum genelde gozlemlemeyecegim yerlerde oynamasina izin vermem. Benim olmadigim yerlerde nasil
davranmasi gerektigini hatirlatirrm sik¢a.” seklinde gorislerini ifade etmislerdir. Alintilardan anlasilacagi
lizere, ebeveynler cocuklarini izlemeye ¢alissalar bile, onlari uyarmadan 6teye gitmemektedirler.

3. Arabuluculuk

Ebeveynlere c¢ocuklarinin oyun oynama stresini ve / veya oyun tirlerini kisitlayip kisitlamadiklari
sorulmustur. Ebeveynlerin c¢ogunlukla (n = 25) cocuklarinin oyun oynama siiresini sinirlandirdigl
belirlenmistir (Bkz. Tablo 5).

ZZ:\I/Z:r;/erin Oyun Oynama Siireleriyle ilgili Sinirlandirmalari

izin verilen siire Frekans (f)

Giinde 15 dakika 1

Giinde bir saat 5

Giinde iki saat 3

Haftada bir kez bir saat 2

Haftada birkag kez bir saat 10

Haftasonu ve tatillerde iki saat ve tizeri 4
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Sinirsiz 5

Tablo 5'te gosterildigi gibi, ebeveynlerden 10'u ¢ocuklarinin haftada birkag kez oyun oynamasina izin
verirken, ebeveynlerden besi ¢ocuklarinin oyun oynama siresini kisitlamadigi belirlenmistir. Bazi
ebeveynler ¢ocuklarina verdikleri gorevleri yerine getirdikleri takdirde (kitap okuma, okul 6devlerini
bitirme vb.) oyun oynama sirelerini arttirdiklarini da belirtmislerdir. Cocugunun oyun oynama siresi ile
ilgili K10 gorislerini soyle ifade etmistir:

Genelde ¢ok fazla oyun oynatmamaya calisiyoruz. Okul ddevi + ek test ¢cozimu + kitap okuma + ev
islerinde yardimlari tamamlanmis ise hafta sonlari cuma aksam, cumartesi glindiiz 1-2 saat oynamasi
disinda da yarim veya bir saat kadar daha oynamasina izin veriyoruz. Cuma giiniinii de serbest gece
belirledik evde. Tatillerde de 2-3 saat izinliler.

Bilgisayar oyunlar hakkinda olumsuz goris belirten ebeveynlerin oyun oynama siresini
sinirlandirdigi belirlenmistir.

Ebeveynlere, baska bir arabuluculuk davranisi olarak c¢ocuklari icin oyunlari nasil sectikleri
soruldugunda, ebeveynlerden dordi ¢ocuklari igin zihinsel olarak yararli olacak oyunlari segtiklerini; 15'i
ise cocuklarinin istedikleri gibi oynayabilecegini ifade ettigi belirlenmistir. Tablo 6, ebeveynlerin
cocuklarinin ne oynayabileceklerine nasil karar verdiklerine iliskin yanitlarini 6zetlemektedir.

Tablo 6.
Ebeveynlerin Oyun Tiirii Tercihleri
Oyun Segimi Frekans (f)
Zihinsel olarak yararli ve egitsel oyunlar 4

Ogrenme ortamini zenginlestiren ve cocuklarin odaklanmalarini

. 5
saglayan oyunlar

Siddet ve kan icermeyen 6

Sinirlama yok 15

Tablo 6’da anlasildigi gibi, ebeveynlerin oyun oynamak igin zaman sinirlamasi koymasina ragmen ¢ok
azinin oyun tird ile ilgili bir arabuluculuk stratejisi gelistirdigi belirlenmistir. K26, oglunun oynadiklarini
sinirlama konusundaki stratejisini ifade etti:

Bulmaca tlrd oyunlar araciligiyla néronlari esnetmeye calisiyoruz. En azindan oyun oynarken beynini
zorluyor. Futbol bir anlamda karar verme ve hizli hareket kabiliyetlerini gelistirir. Savaslarla veya
silahlarla siddet iceren oyunlar yiklemesine izin vermeyiz, bu ylizden bdyle oyunlar oynayamaz.

Siddet, ebeveynlerin oyunlari sinirlandirmak igin benimsedikleri ¢ok popdiler bir yénu iken, bir
oyunun egitimsel yéni ise oyunun tercih sebebi olarak ortaya ¢ikmistir. Bu iki yon, neredeyse herkes igin
oyunlarin ezberlenmis bir yéni haline gelmistir. Ote yandan calismanin daha &nceki bulgularina
dayanarak, ebeveynlerin gocuklari icin belirgin bir oyun Onerisi getirmedigi séylenebilir. Herhangi bir
tlrd sinirlamayan ebeveynler icin ise ¢ocuklarinin zaten kendilerini rahatsiz edecek tiirden oyunlar
oynamadiklari veya ebeveynlerin oyunlari kategorize edecek sekilde oyun farkindaliginin olmadigi
yorumu yapilabilir.

Tartisma ve Sonug

Bu calismada, ebeveynlerin ¢ocuklarinin dijital oyun oynama aliskanliklarina iliskin tutum, izleme ve
arabuluculuk davraniglarina yénelik dijital ebeveynlik davranislar incelenmistir. Arastirma bulgulari,
ebeveynlerin dijital oyunlara yonelik hem olumlu hem de olumsuz tutum gosterdiklerini, ancak olumsuz
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tutumun daha baskin oldugunu ortaya koymustur. Olumlu yaklagsan ebeveynlerin 6zellikle egitsel
oyunlarin g¢ocuklarini zihinsel agidan gelistirdigini ve elestirel disiinme becerilerini artirdigini, genel
olarak dijital oyunlarin ise teknoloji kullanimini takip etme kolayhg sagladigini ve hayal glclni
gelistirdigini dlisindUgi belirlenmistir. Bu durum Egenfeldt-Nielsen (2005) ‘in ve Hatzigianni ve Margetts
(2014)’in arastirmasiyla da benzerlik gostermektedir. Ancak diger taraftan ebeveynlerin olumsuz tutum
gostermesinin, dijital teknoloji kullanimi ve benimsemeye meyilli olmama durumlariyla iliskili oldugu
distnilmektedir (Nikken & Opree, 2018). Olumsuz diisiinen ebeveynlerin oyunlarin gocuklari Gzerinde
hem psikolojik hem de fizyolojik olarak olumsuz etkilerinden bahsettikleri konular da daha gesitlilik
gostermektedir. Ebeveynler, dijital oyunlarin ¢ocuklarinin oyun oynarken bagimlilik ve saldirganlik gibi
davranislara yol acacagindan endiselenmektedir. Ayrica ebeveynlerin, dijital oyunlar ve benzeri
ortamlarin kullanimlarinin hareketsizlik, siddete meyletme ve hissizlik, zihinsel yorgunluk, bagimlilik ve
dis cevreden soyutlanma gibi olumsuzluklara neden oldugu konusunda da hemfikir olduklari ve bu
endiselerinin alan yazinda desteklendigi anlasiimaktadir (Anderson & Dill, 2000; Ataman Yengin, 2019;
Charlie, HyeKyung & Khoo, 2011; Funk ve ark., 2003; Gentile, Lynch, Linder & Walsh, 2003; Marshall,
Biddle, Gorely, Cameron & Murdey, 2004; Mustafaoglu & Yasaci, 2018; Yilmaz & Candan, 2018).
Ebeveynler, oyunlarin zaman kaybi oldugunu ve g¢ocuklarin ev 6devlerine odaklanmakta zorlanmasina
neden oldugunu belirtmistir (Karaboga, 2019). Bu bulgu, teknolojinin kullanimina iliskin kisitlama veya
kurallarin nedenlerinin diisik akademik basari, bitmemis ev 6devleri ve artan saglk sorunlari ile iliskili
oldugunu belirten alan yazinda bulunan sonuglarla benzerdir (Cingel & Hargittai, 2018; Torun ve ark.,
2013). Tum egitim dlizeyleri icin sinav sistemleri, ebeveyn yardimi gerektiren ev 6devi yiku ve kilturel
normlar Tirkiye’deki ebeveynlerin tutumunu etkilemektedir. Ogrencilerin iyi okullara veya liniversitelere
giris kapisi olan zorunlu ulusal sinavlar nedeniyle, ebeveynler, egitici yonler igermiyorlarsa gocuklarinin
bos zaman etkinliklerini sinirlama egilimindedir(Cetinkaya & Sitgl, 2016). Bu bos zaman etkinliklerinin
basinda da dijital oyunlar gelmektedir.

Bagimlilikla ilgili olarak, ebeveynlerin ¢cogunun, cocuklarinin dijital oyunlara bagimh olup olmadiklari
veya dijital oyunlara bagimli olmaya yatkin olup olmadiklari konusunda emin olmadigi gérilmustir.
Ebeveynlerin hepsinin ¢alisiyor olmasi nedeniyle ¢ocuklarin ne kadar dijital oyun oynadiklarini tam
anlamiyla takip etmeleri gictir ve benzer sekilde, ebeveynlerin ¢cogu cocuklarinin oynadigi oyunlari
isimlendirememistir. Burada oyunun birebir isminin bilinmemesinin oynanan oyunun igeriginin
bilinmemesi anlamina gelmedigi dislinulebilir. Ancak yine de ebeveynlerin cocuklari ile bu konuda
yeterince konugmadiklari, ebeveynlerin gcocuklarinin dijital araglarindaki oyunlari incelemedigi sonucuna
ulagilmaktadir.  Cocuklarinin oynadigi oyunlari bilen ebeveynlerin, oyunlarla ilgili tirlerinin veya
unvanlarinin 6tesinde gercekten bir sey bilip bilmedikleri de belirsiz kalmaktadir. Bu bulgular, Funk,
Hagan ve Schimming (1999) tarafindan yapilan ve ebeveynlerin ¢ocuklarinin oynadigi oyunlari yanlis
tahmin ettikleri veya soruyu cevaplamadiklari bulgularla benzerlik goéstermektedir. Dolayisiyla,
ebeveynlerin aslinda gergekten oyunlari iyi tanidiklarindan degil, bulunduklari sosyal ortamlardan veya
oyunlarla ilgili medyadan edindikleri ortak bilgilere dayanarak dijital oyunlara karsi bir yargi gelistirdikleri
ifade edilebilir.

Arastirmada cocuklarin yasina veya ebeveynlerinin gorislerine bakilmaksizin tiim oyunlarin evde
oynandigl belirlenmistir. Bu bulgunun, arastirmadaki tim ebeveynlerin daha yiksek bir sosyo-ekonomik
siniftan olmasindan kaynaklanabilecegi bunun da muhtemelen ¢ocuklarin oynayabilecegi birden fazla
cihaza sahip olduklari anlamina gelebilecegi ifade edilmektedir (Livingstone, 2007). Bu cihazlari evde
kullanmak, ebeveynlerin cocuklarini daha yakindan izleyebilmesi agisindan bir avantajdir (Nikken &
Schols, 2015). Ote yandan ebeveynlerin, ¢ocuklarinin evin disinda oyun oynama aliskanliklari konusunda
bilgi sahibi olmadiklari sonucuna da varilabilir. Ozellikle iki ebeveynin calistigi durumlarda, okuldan
sonraki zamanlarda cocuklarin gerek ev iginde de yeterince gozlemlenmesi mimkin olmamaktadir.
Boyle durumlarda ¢ocuklarla konusmak, kullandiklari araglarda kurulu oyunlari incelemek, bu oyunlarla
ilgili Internet’te arastirma yapmak énerilebilir.

Alan yazinda ebeveynler icin izleme, temelde ebeveynlerin cogunlugunun yaptig dijital oyun oynama
siresini sinirlamak anlamina gelmektedir (Cakir, 2013). Ebeveynler, ¢ocuklarinin yaslari biyidikce
izerlerinde kontrol sahibi olmanin giderek zorlastigini disinmekte ve oynanan oyunlarin igerigi
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konusunda endise duymaktadir (Lobel vd., 2017; Nikken & Janzs, 2006; Toran, Ulusoy, Aydin, Deveci &
Akbulut, 2016). Ebeveynlerin negatif tutumlari onlar kisitlayici bir yaklasima yoénelterek oyunun
zamanini ve igerigini kisitlamaya itebilmektedir. Ancak bu kisitlayici tutum g¢ocuklarin problemli
kullanima yonelmesine ve ebeveynlerine karsi ¢ikmalarina neden olabilmektedir (Van Petegem vd.,
2019). Bu kisitlayici davranis, Tirkiye'de oyunlarin kategori ve yasa goére yeterince kontrol
edilmemesinden ve ESRB gibi oyun igerigini degerlendiren mekanizmalarin ebeveynler tarafindan
bilinmemesinden kaynaklandig diisiiniilmektedir (Akcay & Ozcebe, 2012). Bu nedenlerle ebeveynlerin
konu Uzerinde yeterli kontrolleri olmadigi icin, kendilerini oyunun siresini ve tlrind sinirlama ile
sorumlu tuttugu diistinilmektedir. Oysa ebeveynlerin teknoloji karsisinda kisitlayici rolden ziyade onlarin
yaralari ve zararlari hakkinda cocuklarini bilinglendirmeleri daha dogru bir yaklagimdir. Cihazlara
ebeveyn kontrol 6zelliklerini yiklemek veya cocuklariyla iletisimde olarak zararli igeriklerle ilgili
bilgilendirme yapabilmek icin 6ncelikle ebeveynlerin bu sistemleri kullanabilmeleri ve bilgi sahibi
olmalari gerekmektedir (Nikken & Schols, 2015). Ebeveynler dijital okuryazarlik becerilerini artirdikca
daha farkl, yaratici ve dijital oyunlarin saglayabilecegi kazanimlari ortaya cikarici yonlendirmeler
yapabileceklerdir (Nelsonmandela & Raja, 2020; Nikken & Schols , 2015; Zeybekoglu Akbas & Dursun,
2020).

Bu galisma, cocuklarin deneyimlerini ebeveynlerin bakis agisindan incelemis ve gocugun dijital yagami
acisindan c¢ocuk ile ebeveyn arasinda ne kadar etkilesim oldugunu gostermistir. Sonuglar, ebeveynlerin
dijital ebeveynlik yaklasimlarini yeniden gézden gecirmeleri gerektigini gdostermektedir. Unutulmamahdir
ki, dijital ebeveynlik ebeveynlerin daha fazla dijital oyun oynamalari anlamina gelmemekte, aksine
ebeveynlere cocuklarinin dijital oyunlarda karsilasabilecekleri riskler ve kazanimlar hakkinda fikir
saglamaktadir. Buna ek olarak, ebeveynlerin cocuklarina karsi isbirlik¢i bir yaklasim gelistirmeleri
gerekmektedir. Cocuklari dijital oyunlarin ko6t sonuglarina odaklanarak sinirlamak yerine dijital
okuryazarliklarini gelistirmek igin birlikte oynayarak zaman gegirmek ¢cok daha anlamlidir (Akkaya ve ark.
2021; Bourgonjon, Valcke, Soetaert, De Wever & Schellens, 2011).

Calisma bazi 6nemli sonuglar sunsa da, orneklemin genelleme ve yorumlamada sinirh oldugu
unutulmamalidir. Calisma kolay ulasilabilir 6rnekleme yontemi ile gercgeklestirildigi icin katilimcilarin
cogu ylksek gelirli hanelerden gelmektedir. Dolayisiyla da calisma grubunda yer alan ebeveynlerin
cocuklari yas acisindan gesitlilik gostermektedir. Bunlara ek olarak ¢alisma grubu, evde dijital araglarin
olmasi potansiyeli yliksek olan bir grup olarak disinilmektedir. Bu nedenle, bu arastirmadaki
ebeveynlerin gorusleri, diger hanelerden, 6zellikle de disiik gelirli hanelerden ebeveynlerin gorisleri ile
ayni olmayabilir. Katiimci segimini genisletmek ve gelecekteki ¢alismalarda ¢ocuklarin gorislerini dahil
etmek, arastirmacilarin dijital ebeveynligin boyutlari ve ¢ocuklarin beklentileri hakkinda bilgi edinme
konusunda ek adimlar atmasina izin verecektir.
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