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Abstract

The purpose of this study is to develop valid and reliable tools to measure the digital play
addiction tendencies of children in early childhood and parents' guidance strategies. The sample
of the study consists of 1393 parents with children attending official kindergartens in Denizli.
Study Group-1 consists of 956 parents, for Study Group-Il consists of 437 parents. After
reviewing the literature, scale items were created for both scales. The validity and reliability
studies of the research were conducted in two stages. First, exploratory factor analysis was
applied to develop measurement tools, and second, confirmatory factor analysis was performed.
Content validity and construct validity analyses were applied to both scales. To obtain expert
opinions on content validity, scale forms were sent to 18 different experts. Adjustments were
made to the scales in line with expert feedback and suggestions. Within the scope of the
construct validity of the measurement tools, EFA and CFA analyzes were carried out. The
reliability of the scales was examined with Cronbach's Alpha coefficient. The total internal
consistency coefficient of the Digital Play Addiction Tendency scale was .93 and the internal
consistency coefficients for the sub-dimensions ranged from .70 to .90. The internal consistency
coefficients for the sub-dimensions of the Digital Play Parental Mediation scale are found to be
between .57 and .79. The results of the research revealed that both scales are valid and reliable.
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Dijital Oyun Bagimhilik Egilimi ve Ebeveyn Rehberlik
Stratejileri Olceklerinin Gelistirilmesit
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Bu ¢aligmanin amaci, erken c¢ocukluk dénemindeki ¢ocuklarm dijital oyun bagimlilik
egilimlerini ve ebeveynlerin kullandiklart rehberlik stratejilerinin 6lglilmesi igin gegerli ve
glivenilir araglar gelistirebilmektir. Aragtirmanin drneklemini Denizli ilinde, resmi anasiniflari
ve anaokullarina devam eden ¢ocuklari olan 1393 anne-baba olusturmaktadir. Calisma Grubu
| 956 anne-baba, Calisma Grubu Il 437 anne-babadan olusmaktadir. Alanyazin tarandiktan
sonra her iki 6l¢ek igin dlgek maddeleri olusturulmustur. Arastirmanin gegerlik ve giivenirlik
caligmalar1 iki asamada gerceklestirilmistir. Ilk olarak Slgme araclarmin gelistirilmesi igin
agimlayici faktor analizi, ikinci olarak dogrulayici faktor analizi uygulanmustir. Her iki 6lgek
icin kapsam gecerligi ve yap1 gecerligi uygulanmigtir. Kapsam gecerligini saglamak amaciyla
Oleek formlart 18 farkli uzmanin goriisiine sunulmustur. Uzman doniitleri ve Onerileri
dogrultusunda olceklerde diizenlemeler yapilmistir. Olgme araglarmin yap1 gegerligi
kapsaminda AFA ve DFA analizleri ger¢eklestirilmistir. Olgeklerin giivenirlikleri Cronbach’s
Alfa katsayist ile incelenmistir. DOBE 6lgeginin toplam ig tutarlik katsayisi .93 ve alt boyutlara
yonelik i¢ tutarlik katsayilari .70 ile .90 arasi, DOERS 6l¢eginin alt boyutlara yonelik i¢ tutarlik
katsayilarmin .57 ile .79 arasinda oldugu goriilmektedir. Arastirmanin sonuglari her iki
Ol¢eginin gegerli ve giivenilir oldugu ortaya konmustur.

Anahtar sozciikler: Dijital oyun, dijital oyun bagimliligi, ebeveyn rehberlik stratejileri, dlgek
gelistirme, erken ¢ocukluk egitimi.
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Development of Children’s Digital Play Addiction Tendency and Parental
Mediation Scales

Technological developments and environmental factors from the past to the
present have affected children's play. With the widespread use of touch screen
technologies, the ease of use of digital tools such as tablets, smartphones, and
computers has enabled children to access these tools starting from infancy (Isikoglu
& Ergenekon, 2021). In particular, with digital tools becoming a part of children’s
daily lives, children have started to incorporate digital tools into their games. This
situation has revealed the concept of digital play, which is defined as the use of digital
tools to play games (Goodwin, 2018; Isikoglu-Erdogan, 2019; Marsh, 2010;
Palaiologou, 2016; Resnick, 2019). Digital plays include all games played through
applications on computers and video games, websites, electronic toys, game consoles,
phones, and tablets.

In the last decade, there has been limited research in the literature on the effects
of digital plays on the daily lives of children and discussion about this emerging
phenomenon (Bozkurt, 2014; Liu & Hwang, 2021; Yal¢in-Irmak & Ardig, 2018). It
is seen that those who support the use of digital plays express positive features such
as children’s learning while having fun, socialization, early literacy, gaining language
skills, foreign language education, attention development, relaxation, and stress relief
(Goodwin, 2018; Liu et al., 2020; Neumann et al., 2018; Prot et al., 2014). Those who
oppose the use of digital plays discuss the disadvantages such as aggression,
addiction, problem behaviors, communication breakdowns, obesity, sleep problems,
insufficient physical activity, and a decrease in academic achievement in children
(Ataman-Yengin, 2019; Aydogdu-Karaaslan, 2015; Ergiin, 2015; Fullerton et al.,
2014; Kars, 2010). Digital play addiction is the foundation for such problems, so it
needs to be considered and addressed from a young age (Cingel & Krcmar, 2013;
Griffiths & Meredith, 2009; Sengiil & Biiber, 2016). Research results reveal that
children in early childhood have a digital play, own digital tools, and are exposed to
excessive screen use. (Isikoglu-Erdogan et al., 2019; Kabali et al., 2017; United
Nations Children's Fund [UNICEF], 2017). Playing digital games at an early age with
inappropriate content and negative attitudes of parents creates a risk of play addiction.
Among the negative approaches of parents are their unconscious orientation of
children to digital play (Brito et al., 2017), not applying any strategy in digital play
processes (Lwin et al., 2008), and not being able to manage digital interaction
processes in a way that can benefit their children.

Despite the rapid introduction of digital plays into children’s lives, digital plays
in early childhood, and the roles of parents in these plays are topics that have recently
been studied in the literature. A limited number of measurement tools have been
developed regarding the play addiction tendencies and parental guidance strategies of
children in early childhood. For this reason, this research aims to develop valid and
reliable measurement tools to be used to measure the digital play addiction tendency
of children in early childhood and the guidance strategies applied by their parents in
the digital play processes.
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Addiction and Digital Play Addiction

There have been a number of controversial explanations for addictions
throughout history. However, when behavioral addictions are included along with
substance addictions, it can be defined as a repetitive habit model that adversely
affects the health of the individual, increases the problem in his personal and social
life, and causes him to use it because he is unable to stop himself (Griffiths, 2009).
When defining addiction, it is handled in two categories as substance and non-
substance addiction. Digital play addiction is considered within the scope of non-
substance addiction as well as a behavioral addiction (Bektas, 2018).

Digital play addiction has been defined as “the excessive, irregular or
uncontrollable use of a device by an individual that disrupts his or her normal daily
life, disrupts the work at hand” (Lemmens et al., 2009, p. 2). Additionally, gaming
addiction is expressed in the Diagnostic Manual of Mental Disorders (DSM-5, p. 796)
as “it greatly affects and distresses the individual's life in various aspects.” There were
nine diagnostic criteria for Internet gaming disorder. Dependence occurs when five or
more of these criteria are present within twelve months. Analyzing play addiction in
adolescents, Lemmens et al. (2009) measured play addiction in seven basic
dimensions. Addiction dimensions are defined as salience playing becomes an
important activity in one’s life and influences his/her emotions, thoughts, and
behaviors; tolerance progressively increased in playtime; mood modification people's
subjective experiences result from playing games; withdrawal negative emotions/
behaviors in case of being deprived of digital play; relapse playing the game in the
same way repeatedly; conflict is the negative impact of excessive gaming on
environmental relationships; and problems are problems in the experience of
excessive gaming. A Turkish adaptation of the same scale was completed by Baysak
et al. (2016). There are no studies in the literature to develop tools to directly measure
digital play addiction for children in early childhood. Similar studies focused on the
early childhood period examined the children's digital play habits and app usage
(Kanak & Ozyazici, 2018), the parental digital play preferences (Isikoglu-Erdogan et
al., 2019) and validation of scales related to the effects of digital play (Balaban-Dagal
& Bayindir, 2019). The scale items developed in this study were developed with the
Lemmens et al. (2009) study in mind, as well as with the developmental characteristics
of early childhood children in mind.

Digital play addiction tendencies may occur more in children compare to adults.
Because the self-control mechanism in adults can inhibit behaviors that will turn into
an addiction. However, children can have this self-control mechanism as they get
older (Vazsonyi & Huang, 2010). A child can interact with digital tools for hours and
play digital play as long as the parent allows (Alter, 2018). Due to the lack of a fully
standardized definition of the concept of digital play addiction (Schulz van Endert,
2021), it was thought that the use of digital play addiction tendency would be more
appropriate when talking about children's digital play addictions throughout this
research. It aims to intervene when children are young and in digital interaction
processes, possibly in the future, rather than labeling them digital play addicts.
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Parental Mediation Strategies

In early childhood, parents play a crucial role in introducing children to digital
play and in facilitating their usage. Parents are seen as the mediators of their children's
interaction with digital tools (Chaudronet al., 2018; Plowman et al., 2012). In daily
life, children see individuals using digital tools around them and they want to use these
tools (Toran et al., 2016). On the other hand, parents who did not play digital games
as children experience various difficulties when guiding their children's use of
technology (Isikoglu Erdogan et al., 2019). As part of the digital interaction process,
parents are more concerned about how their children will benefit from digital tools
than how they will use the tools. Although they are not sure what to do in this regard,
they impose sanctions such as prohibition, restriction, and deprivation (Bilgin-Ulken
& Kiling, 2018; Cetinkaya & Siit¢ii, 2016; Palaiologou, 2016; Piotrowski, 2017,
Plowman & McPake, 2013). While this situation harms the child-parent relationship,
it may cause the child to lag behind in technological developments (Neumann et al.,
2018). Parents should do more than restrict and prohibit their child's digital
interaction. Especially they have important responsibilities and duties such as
balancing their children's interaction with digital tools, protecting them from the risks
of these tools, and teaching them to use appropriate digital tools for their development.
By prohibiting or restricting digital play, children become more interested in these
tools, turning more frequently to screens (Chaudron et al., 2018; Neumann et al.,
2018; Palfrey & Gasser, 2017; Sirin, 2019).

Parental mediation is defined as the communication strategies parents use in the
process of their children's interaction with digital tools (Livingstone & Helsper, 2008).
This term, which is called the concept of media mediation in the literature, is
expressed as the parents' management of the relations between the child and the
media. Simultaneously, it is explained as the methods that parents use to reduce the
negative effects of the media in their children's lives, and their mediation behaviors in
the relationship between children and digital tools in the process (Clark, 2011;
Livingstone & Helsper, 2008). Although the terms mediation and mediation are used
in the literature, the use of the term guidance strategies was preferred in this study.
The term mediation is a definition that expresses the solution method that directs
individuals to reach their agreement by structuring the mutual communication and
interaction process (Mediation in Legal Disputes, 2012). However, in the digital
interaction process, the parent's management of the interaction between the child and
the digital tool and the definition of the strategies related to this does not coincide with
the term mediation. While the term mediation refers to the mutual inter-individual
interaction, the term guidance strategy refers to the strategies applied by parents in the
child-digital tool interaction process.

The objectives of the structured strategies are to determine the roles of parents
in the technology interaction process. As a result, children are protected from the
negative effects of the digital world, and have the opportunity to take full advantage
of the digital world. In the past, parents' first strategies were; while focused on
children's watching television, today there is a change in the use of digital tools such
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as phones, tablets, computers and the internet (Brito et al., 2017; Clark, 2011). Studies
examining the strategies applied by parents revealed that active guidance, co-
monitoring, and restrictive and technical guidance strategies are widely used (Nikken
& Jansz, 2014; Piotrowski, 2017). Active guidance strategies include methods that
can help the parents be in constant communication with their child about the process,
guide them, and take the necessary precautions. The co-watch guidance strategy is
defined as accompanying children's digital interactions with one of their parents or
adults around them. Restrictive guidance strategies, on the other hand, include setting
rules for children's interaction with digital tools, creating consequences when the rules
are not followed, and setting prohibitions and limitations (Valkenburg et al., 1999).
Technical guidance strategies include strategies in which parents control children's
digital interaction process with filter programs and applications (Clark, 2011;
Livingstone et al., 2015).

Digital interaction processes in early childhood have increased recently, and
there is a tool development study by Sen et al. (2020) focusing on parental mediation.
Whit this study, they measure active-restrictive parent mediation strategies in six
dimensions. It is seen that there are a limited number of studies targeting children in
early childhood and digital plays directly and tools measuring these concepts in the
national and international literature. For this reason, determining the digital play
addiction tendencies of 4-6-year-old children and the guidance strategies adopted by
parents for their children's digital plays will make significant contributions to the
literature. The main purpose of this research is to develop the Digital Play Addiction
Tendency (DPAT) and Digital Play Parental Mediation (DPPM) scales and to assess
the validity and reliability levels of the scales.

Method

In this section, the research model, study group, scale development stages, and
data analysis are explained. This research was designed as two different scale
development studies aiming to determine digital play addiction trends and digital play
guidance strategies. Erkus (2016) defines a scale development study as a unique study
in itself.

Participants

It is recommended that the data obtained for Exploratory Factor Analysis (EFA)
and Confirmatory Factor Analysis (CFA) should be from different sample groups
while structuring the scale in development studies (Erkus, 2016; Yaslioglu, 2017).

Therefore, a total of 1393 parents participated in this study in two different
groups called Study Groups I and 1. To determine the participants of the research, 38
independent kindergartens and kindergartens in primary schools were selected with
the purposeful-appropriate sampling method (Karasar, 2012), and measurement tools
were given to teachers. Parents who filled in the participation form and measurement
tools were included in the study.
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Study Group | consists of 956 and Study Group 11 437 parents and their children.
The first group consisted of 46% girls and 54% boys. 15.5% of the children are 48-60
months old. 54% of them were 61-72 months, and 30.5% were 73 months and older.
77% of the parents included in the study were mothers. When the education levels of
the parents were examined, 40.5% mothers and 36% fathers were university graduates
and above. In the second study group, 47.6% were girls and 52.4% were boys. The
ages of the children were 35.4% 48-60 months old, 47.1% 61-72 months old, and
17.5% 73 months old and over. 80% parents participating in the study consisted of
mothers. 48.5% of mothers and 45.1% of fathers are university graduates or higher.

The process of developing the scale

Within the scope of the study, two scales called Digital Play Addiction Tendency
(DPAT) scale and Digital Play Parental Mediation (DPPM) scale were developed. In
this process, the relevant literature and similar addiction scales were examined
(DeVellis, 2017; Hazar & Hazar, 2017; Lemmens et al., 2009; Yal¢m-lIrmak &
Erdogan, 2015). An item pool was organized for the study while considering the
developmental characteristics of children in this age group. In the literature, addiction
has been examined within the framework of dimensions such as attracting attention,
tolerance, emotional change, regression, conflict, relapse/relapse, and problems. In
this study, a scale item was created for all of these dimensions.

Similarly, the literature was reviewed during the creation of the DPPGS scale
items, and items reflecting the sub-dimensions of restrictive, collaborative, active,
free, and technical guidance strategies were created by using the relevant scales (Brito
et al., 2017; Chaudron et al., 2018; Durager & Sonck, 2014; Livigstone & Helsper,
2008; Lwin et al., 2008; Nevski & Siibak, 2016; Nikken & Jansz, 2014; Plowman &
McPake, 2013).

The DPAT scale initially contained 45 items and the DPPGS scale included 41
items. Expert opinion was sought to ensure the scope validity of the scales (Kartal &
Bardakgi, 2018). For this reason, 18 expert opinions were taken for the content
validity of both scales. To examine the compatibility of the scale items with the
Turkish language structure and the intelligibility of the items, 18 expert opinions were
consulted by obtaining the opinion of 1 Turkish education specialist Table 1 contains
detailed information about the experts consulted.
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Table 1

Expert Opinions
Expert opinions

Female 1
Male

Professor

Associate professor

Doctor lecturer

Research assistant

Preschool education specialist 1
School consular

Computer education and technologies specialist

Turkish education specialist

Communication specialist

Different field experts with digital play studies

Gender

Title

Discipline

NFPPFPWRFEORON BMOWLO|IS

In line with the scoring of the scale items by the experts, three items were
removed from the DPAT scale in the first stage. Five items were added considering
the expert's suggestions, and examples were added to five items to understand the
items more clearly, and a draft of the scale consisting of 47 items was determined. In
the DPPM scale, one item was removed, one item was added, and sample expressions
for two items were added in line with the feedback, and it was finalized with 41 items.
The researcher applied the draft scales to seven parents whose children are enrolled
in pre-school education as a pre-trial. During the pre-trial, items that could not be
understood by the parents were arranged and more understandable items were added.
Scales were structured using the Likert-type framework. The response categories are
5 (always), 4 (frequently), 3 (sometimes), 2 (rarely) and 1 (never).

Data analysis

Data collection was carried out in two stages. In the first stage, the scales were
distributed to the parents of the children attending 26 independent and private
kindergartens and kindergartens in the central districts of Denizli, with the help of
teachers. After sending measurement tools to 2119 parents of young children we
collected 1065 responses one week later. Incomplete and incorrectly filled scales were
excluded from the study and data of 956 parents were included in Study Group-1. For
the second study 1150 scales were distributed to parents of young children through
preschool teachers. One week later 483 responses were obtained from parents. The
data of 437 parents of Group 11 were evaluated after removing the missing ones. The
data were collected in the spring term of 2018-2019. To conduct the research in pre-
schools The legal permission was obtained from the Denizli Provincial Directorate of
National Education.
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Analysis of Data

For examining the factorial structure of the scales Exploratory factor analysis
(EFA) and Confirmatory factor analysis (CFA) were used All the calculations were
performed using SPSS and AMOS programs. A CFA was applied to Study Group-I
and an EFA was applied to Study Group Il in this study.

Ethical committee approval

Ethics permission was obtained from Pamukkale University Social and Human
Sciences Research and Publication Ethics Committee (date 03/06/2020 and number 04-16).

Results

In this section, the findings related to the validity and reliability analyses of the
developed scales are given. First, the validity and reliability analyses of the DPAT
scale were followed by the validity and reliability analyses of the DPPGS scale.

Findings Related to the Validity Analysis of the Digital Play Addiction Tendency
Scale (DPAT)

To test the assumptions before starting the EFA, firstly, the Mahalanobis
distance of the items was calculated to examine the multivariate outliers in the dataset.
Accordingly, the data of 91 people were excluded from the analysis because the p-
value of Mahalanobis distance was below .005. Secondly, the Kaiser-Mayer-Olkin
(KMO) test was performed to determine whether the dataset was suitable for factor
analysis and it was found to be .94. Additionally, the Barlett Sphericity Test was
performed and the value was determined to be .000 (p< .05). The significance of the
Barlett test of sphericity indicates a sufficient level of relationship between the
variables and that the data come from multivariate normality. Additionally, to
determine whether there is a linear relationship between the variables, the ZPRED-
ZRESID scatter diagram was examined and it was determined that there were linear
relationships. Finally, the correlation coefficients between the items were examined
and it was found that there was no value greater than .80. Therefore, it was determined
that there was no multicollinearity problem among the items. After providing all the
assumptions, it was determined that the sample consisting of 817 people forming
study Group | was suitable for factor analysis.

Additionally, Principal Components Analysis was performed to examine the factor
structure of the developed scale and the VVarimax axis rotation technique was applied to
make the factors simple and understandable (Biiyiikoztiirk, 2002). Varimax rotation
technique calculates the factors that make up the scale independently, that is, with an
unrelated condition (Cokluk et al., 2016). First all, all items were included in the factor
analysis without being restricted to the number of factors. With this analysis, a total
eight-factor structure with an eigenvalue greater than 1.00 and a cumulative variance of
58.02% was exposed. As a result of the Varimax rotation technique, a total of 25 items
(2, 4,7, 9) were excluded from the measurement tool with factor loadings below .40,
item variances below .50, and factor loadings between the two factors (13, 15, 16, 17,
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18, 19, 21, 23, 24, 25, 26, 29, 31, 33, 36, 38, 39, 40, 41, 42, 43, 45, 47) (Tabachnick &
Fidell, 2015). The EFA results of the DPAT scale are presented in Table 2.

Table 2

Factor Load Values Obtained from Explanatory Factor Analysis
Factor load values

. A . Common
Dissociation from life F1 F2 F3 F4 variance ¥ SS
34. Item 754 168 .196 .150 .657 1.60 .87
35. Item 728 199 199 174 639 193 .96
32. Item 711 354 123 170 675 2.02 .95
3. Item 677 121 215 .093 528 2.09 1.09
28. Item .665 .314 189 .181 .609 1.80 .95
8. Item 599 321 103 214 518 226 .97
37. ltem 534 399 182 165 505 1.69 .91
Conflict
5. Item 187 795 .204 155 733 2,29 1.05
27. Item 303 757 247 127 742 169 91
14. Item 251 749 265 157 719 217 1.02
10. Item 310 716 .224 193 .697  2.27 1.02
30. Item 337 702 157 135 649 1.69 .87
Constant Play
20. Item 246 182 779 104 711 179 .88
12. Item .073 189 774 154 664 166 .92
1. Item 133 110 727 127 575 229 .89
22. Item 344 321 598 112 593 151 .84
11. Item 277 294 551 126 482 161 .90
Reflection on Life
44, ltem 234 121 221 770 711 2.04 .96
6. Item 139 275 .097 718 620 2.20 1.07
46. ltem 216 103 138 .714 586 2.23 1.15
Eigenvalue 8.730 1.480 1.261 1.140
Variance (%) 19.730 18.565 14.698 10.067
Cumulative Variance (%) 63.060

According to the results in Table 2, it was revealed that the eigenvalues of 4
factors in the DPAT scale were greater than 1. According to the EFA results obtained,
itis possible to say that the scale consists of 4 factors. Although the explained variance
rate has an important place in factor analysis, the explained cumulative variance rate
of this scale is 63.06%. In some studies in social sciences, this rate may decrease to
50% (Ozdamar, 2017), and a cumulative variance rate of 40-60% is considered
sufficient. The value obtained based on this view is considered acceptable (Tavsancil,
2014). In addition, to determine the factor structure of the scale, the Scree Plot graph
was examined and the results are shown in Figure 1.
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Figure 1
Scree Plot Graph

When factors with an eigenvalue of more than 1 are taken as reference, it is seen
that the scale consists of 4 factors: Dissociation from Life (7 items), Conflict (5 items),
Constant Play (5 items), and Reflection on Life (3 items). Additionally, the
dimensions of the tool comply with the suggestion that a factor should consist of at
least 3 items (Tabachnick & Fidell, 2015).

Confirmatory factor analysis (CFA). With the data obtained from the study
group-I1 (n=437), the scale containing 20 items with 4 sub-dimensions was validated
by CFA using the AMOS SPSS 26 program. The Maximum Likelihood method was
preferred as the estimation method. Using CFA, we can improve Model Fit Values by
making modifications to the model, provided that theoretical relationships are followed
(Kartal & Bardake1, 2018; Giirbiiz, 2019). In the modifications made by considering the
error terms, attention should be paid to drawing the covariance between the error terms
under the same factor. When evaluating the correction indices, first, the corrections that
contribute the most to the model (x> value = CMIN) should be considered. When the
correction indices for the covariances were examined, it was seen that the highest scores
were between the e9-e12 (47,179) and e2-e3 (47,033) variables, and the analysis was
performed again after combining the error variances between these variables. The results
regarding the final model fit values are presented in Table 3.

Table 3

Good and Perfect Fit Values for Fit Indexes and Fit Index Values obtained in CFA
Fit indexes Criteria for Criteria for Value Result
examined perfect fit good fit
xPlsd x2lsd <3 3<(y?/sd)<5 3.402 Good
RMSEA .00<RMSEA<0.05 .05< RMSEA<.08 .075 Good
AGFI 90<AGFI<1.00 0.85<AGFI<.90 .85 Good
CFI \95<CFI<1.00 90<CFI<.95 .92 Good

(continued)
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Tablo 3 (continued)

Fit Indexes Criteria for Criteria for Value Result
examined perfect fit good fit

IFI \95<IFI<1.00 90<IFI<.95 .92 Good
SRMR .00.<SRMR<.05 .05<SRMR<.10 .52 Good
PNFI 95<PNFI<1.00 .S0<PNFI <.95 .76 Good
PGFI 95<PGFI<1.00 S0<PGFI <95 .68 Good

To evaluate the CFA results, the fit indices in Table 3 were examined in detail.
When large samples (n> 250) are reached, it is recommended to examine and interpret
v? and its p-value, p-value RMSEA, CFI, and SRMR fit indices (Giirbiiz, 2019;
Koyuncu & Kilig, 2019; Meydan & Sesen, 2011). According to these criteria, it was
determined that the 4-factor structure of the scale with 20 items showed an acceptable
level of compliance. Based on the reference values above, GFI = .85 and NFI = .80
are acceptable. The DPAT scale showed a good fit with GFI= .88, NFI=.89 (Koyuncu
& Kilig, 2019). After performing the first-level CFA in the DPAT scale, second-level
CFA was conducted to examine the relationship of the structure of the scale with the
4 sub-dimensions, and the resulting pathway diagram is presented in Figure 2.

Figure 2

Second Level Confirmatory Factor Analysis Pathway Chart
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According to the CFA result above, it is seen that the factorial structure of the
DPAT scale is acceptable. The total score can be calculated in line with the results of
the confirmatory factor analysis of the scale. Accordingly, the lowest score that can
be obtained from the scale is 20 and the highest score is 100. It is assumed that as the
total score obtained from the scale increases, when children's addiction tendencies
toward digital play increase. Instead of considering the obtained scores one by one,
the grouping process was applied (Arici, 2006). In this process, first, how many
groups are requested is determined, the smallest measurement is subtracted from the
largest observed measurement, and finally, the difference between the largest
measurement and the smallest measurement is divided by the number of targeted
groups. The estimated interval coefficient calculated as 16. However, to facilitate the
interval coefficient to reach the target score, 15 was taken as the interval coefficient.
Groups were formed; between 20 and 35 points; least propensity for addiction,
between 36 and 51 points; less prone to addiction, between 52 and 67 points; addiction
tendency is moderate, approximately 68-83 points; addictive tendency, between 83
and 100 points; the addiction tendency is too much.

Findings Related to the Reliability Analysis of the Digital Play Addiction
Tendency Scale (DPAT)

For the reliability of the DPAT scale, Cronbach's alpha reliability coefficient,
composite reliability coefficient, and average variance extracted (AVE) values were
calculated on the basis of Study Group | data. The reliability results are shown in
Table 4.

Table 4
The Internal Consistency Reliability Coefficient
Dissociation Conflict Constant  Reflection  Totale
from Life Play on Life Scale
Average 13.42 10.12 8.89 6.47 38.92
Variance 26.10 16.95 11.65 6.43 159.01
Standard deviation 5.10 411 341 2.53 12.61
Number of Items 7 5 5 3 20
Cronbach’s Alpha 88 20 82 70 93
Coefficient
Composite Confidence
Coefficient (CR) -85 86 81 78 95
AVE 45 .55 48 54 .50

According to the results of Table 4, it is seen that the total internal consistency
coefficient of the DPAT scale is between .93 to 50 and the sub-dimensions between
.70 and .90. Since .70< a.. <.90 high, a.> .90 very high levels are considered reliable,
it is seen that the internal consistency of the DPAT scale is very high (Ozdamar, 2017).
Fornell and Larcker (1981) state that a CR reliability coefficient higher than .60 and
an AVE value equal to or higher than .50 is considered sufficient for reliability. When
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the results are examined in Table 4 , it is seen that the CR coefficients of the DPAT
scale factors are at a level that is considered reliable, while when the AVE coefficient
is examined, it is seen that the values obtained in the sub-dimensions of Dissociation
from Life and Constant Play are below .50. It can be seen that the DPAT scale is a
reliable tool since the compatibility of these dimensions was determined in the other
two different reliability tests.

DPAT scale interdimensional relationships. Pearson Correlation analysis was
used to determine the relationship between the factors of the DPAT scale and the
results are given in Table 5.

Table 5
Pearson Correlation Coefficients Between Factors

1 2 3 4 5
DPAT Total 1
Dissociation from Life 915" 1
Conflict .857" 677" 1
Constant Play .846" .668" .684" 1
Reflection on Life 7317 .629" 481" 519" 1
*p< .01

The results of Table 5 reveal that there is a positive and significant relationship
between the factors of the scale. Biiyiikoztiirk (2011) stated that the correlation
coefficient “If it is between .00-.30, it is low, moderate to be between .30- .70, between
.70-1.00 is a high-level relationship. Based on these parameters DPAT sub-scales
have statistically significant moderate correlations.

Findings Related to the Validity Analysis of the Digital Play Parental Mediation
Scale (DPPM)

Similarly, it was examined whether the data provided the EFA assumptions in
the DPPGS scale. First, the data of 63 people who were below .005 according to the
p-value of Mahalanobis distance were accepted as extreme values and were excluded
from the analysis. Kaiser-Mayer-Olkin (KMO) test was performed to determine
whether the dataset was suitable for factor analysis and it was found to be .94. Field
(2009) states that the Barlett test of sphericity is significant as there is a sufficient
level of relationship between the variables and the data come from a multivariate
normal distribution. To determine whether there is a linear relationship between the
variables, the ZPRED-ZRESID scatter diagram was examined and it was determined
that there were linear relationships. Finally, the correlation coefficients were
calculated to examine whether there was no multicollinearity problem between the
items and it was seen that there was no value greater than 0.80. After providing all the
assumptions, it was determined that the sample for the Study Group | was suitable for
factor analysis.
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Exploratory factor analysis. For EFA using Study Group | data, firstly, the
suitability of the data was checked and KMO .87 and Barlett sphericity test .000 were
calculated. Therefore, the dataset was found to be suitable for EFA (Ozdamar, 2017).
Then, Varimax axis rotation and principal components analysis were performed. With
the inclusion of all items in the analysis, it was determined that the cumulative
variance of the ten factors with an eigenvalue greater than 1.00 explained 52.31%. In
the DPPGS scale, 20 items (3, 5, 8, 9, 17, 19, 20, factor load) were below 40, item
variance was below .50, and factor load was close (minimum 0.1) between the two
factors at the item exclusion stage. Items 21, 22, 23, 25, 26, 28, 29, 32, 34, 36, 38, 40,
41 were excluded from the measurement tool. The values for the remaining items are
in line with the EFA results are shown in Table 6.

Table 6

Factor Load Values Obtained from Explanatory Factor Analysis
Factor Load Values

. . Common _
Active Parental Mediation F1 F2 F3 F4 Variance * SS
15. Item 715 -.023 -.121 .170 .555 4.51.76
16. Item .687 -.070 -.124 .262 .561 4.39.77
24. Item .686 -.090 -.138 .180 .531 4.57 .65
18. Item .629 -.195 -.203 .121 .489 4.39.80
14. Item .610 -.150 .005 .002 .394 3.941.03
2. Item 544 -032 .161-.101 .333 4.54 .84
13. Item 544 -033 -.042 .249 .361 4.00.95
27. ltem 486 -.016 -.071 .156 .266 4.33.80
Encouraging Parental Mediation
39. Item -191 715 .118-.064 565 1.70.85
30. Item -.031 .707 .215-.223 597 2.18.92
31. Item -113 .680 -.055.088 .486 1.49.85
37. ltem -.302 .639 .102 .093 519 142.73
12. Item .052 615 .242 -.247 501 2.30.90
1. ltem 077 485 .374-214 427 2.551.06
Permissive Parental Mediation
4. Item -.029 .091 .716 .000 .522 2.161.20
6. Item -281 .096 .671 .073 543 1.63.89
7. Item -.098 .195 .601 .093 418 1.43.68
11. Item .038 .231 478 -.447 483 2.621.11
Technical Parental Mediation
35. Item 294 -.089 .060 .691 .576 3.981.19
10. Item 228 -.025 -.012 .648 473 3.741.42
33. Item 167 -.080 .068 .622 .426 3.141.40
Eigenvalue 495 244 141 1.24
Variance (%) 16.46 12.84 9.31 9.13

Cumulative Variance (%) 47.74
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When Table 6 is examined, it is seen that the eigenvalues of 4 factors are greater
than 1 in the resulting scale structure. It was observed that the sub-dimensions
contained appropriate items. Additionally, the Scree Pilot diagram was examined and
shown in Figure 3.

Figure 3
Scree Plot Graph
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When factors with an eigenvalue greater than 1 are taken as reference, it is seen
that DPPM consists of 4 dimensions. DPPM dimensions consist of Active (8 items),
Permissive (4 items), Encouraging (6 items), and Technical (3 items) factors called
guidance. The cumulative variance rate explained in this model was 47.73%. This
result shows that the scales is acceptable to used (Tavsancil, 2014).

Confirmatory factor analysis. Data from Study Group Il (n=437) were used for
CFA. The analysis was performed using the AMOS SPSS 26 program. The path
followed in the DPAT scale was also repeated in DPPM. When the correction index
for covariances is examined first, it is seen that the highest scores are between the e9-
€12(27.005) and el- e2 (15.229) variables and the analysis was performed again by
combining the error variances between these variables. The results regarding the
model fit values obtained are presented in Table 7.

Table 7

Good and Perfect Fit Values for Fit Indexes and Fit Index Values obtained in CFA
Fit indexes Criteria for Criteria for Value Result
examined perfect fit good fit
2%l sd xPlsd <3 3<(?/sd) <5 2.409 Perfect
RMSEA .00<RMSEA<0.05 .05< RMSEA<.08 .058 Good
AGFI 90<AGFI<1.00 0.85<AGFI<.90 .880 Good
GFI \95<GFI<1.00 90<GFI<.95 .906 Good

(continued)
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Tablo 7 (continued)

Fit indexes Criteria for Criteria for Value Result
examined perfect fit good fit

CFlI .95<CFI<1.00 .90<CFI<.95 .90 Good
IFI J95<IFI<1.00 .90<IFI<.95 .90 Good
SRMR .00.<SRMR<.05 .05<SRMR<.10 .59 Good
PNFI \95<PNFI<1.00 .50<PNFI <.95 123 Good
PGFI .95<PGFI<1.00 .50<PGFI <.95 710 Good

When the fit indices in Table 7 are examined in detail, it has been concluded that
the resulting fit indices have a good level of fitness in the 21 items and 4-factor
structure of the DPPM scale. According to the results obtained from the analysis, fit
indices reveal that the model shows a good fit. The road diagram of DPPM is shown

in Figure 4.

Figure 4

Confirmatory Factor Analysis Pathway Chart
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According to the results of the road chart, it is seen that DPPM items were
gathered under more than one independent factor and the second level CFA was not
applied. Results show that the factor structure of DPPM is acceptable and reliable.
Since the sub-dimensions are structured independently of each other in the DPPM
scale, a total score is not obtained. By taking the average of the scores given to each
item of the separate subscales, it can be determined which strategy the parent applies.

Findings Related to the Reliability Analysis of the Digital Play Parental
Mediation Scale (DPPM)

Cronbach's alpha reliability coefficient, Composite reliability coefficient, and
Average Variance Extracted-AVE values were calculated for the reliability of the
DPPM Scale. The Cronbach Alpha, Composite reliability coefficients, and AVE
values were obtained for each dimension and all the scales were carried out on the
data of the Study Group I, where EFA was performed. The reliability results obtained
are shown in Table 8.

Table 8
The Internal Consistency Reliability Coefficient
Active Encouraging Permissive  Technical

Average 34.71 11.66 7.86 10.87
Variance 17.98 13.05 6.94 9.12
Standard deviation 4.24 3.61 2.63 3.02
Number of Items 8 6 4 3
Cronbach's Alpha Coefficient .79 .76 57 .61
Composite Confidence
Coefficient (CR) 83 81 1 69
AVE .38 42 .39 43

As shown in Table 8; the coefficients for the sub-dimensions of the DPPM scale
range from .57 to .79, and these figures indicate that the internal consistency of the
sub-dimensions is generally at an acceptable level (Ozdamar, 2017). There is no
relationship between the sub-dimensions in the structure of the DPPM scale.
Therefore, the internal consistency coefficient for the entire scale was not calculated.
While Fornell and Larcker (1981) agree that a composite reliability coefficient higher
than .60 is sufficient for reliability, an AVE value equal to or higher than .50 is
considered sufficient for reliability. In Table 8, when the sub-dimensions in the DPPM
scale are examined; CR= .83, AVE=.38 for the Active sub-dimension; CR= .81,
AVE=.42 for the Encouraging sub-dimension; For the Permissive sub-dimension,
CR=.71, AVE=39; For the technical sub-dimension, CR=.69, AVE=.43. According
to these results, it is seen that the composite reliability coefficients for the sub-
dimensions are at a sufficient level and the AVE values of the sub-dimensions are
below .50.



Development of Children’s Digital Play Addiction Tendency and Parental Mediation Scales 691

DPPM scale interdimensional relationships. To determine the relationship between
the factors of DPPM, Pearson Correlation analysis was performed and the correlation
values between the factors of the scale are explained in Table 9.

Table 9
Pearson Correlation Coefficients Between Factors
1 2 3 4
Active 1
Permissive -.014 1
Encouraging -.063 516** 1
Technical 406** -.051 -.116* 1

*p< .05, **p< 01

As seen in Table 9, the interdimensional correlation coefficients show that there
is a positive and moderately significant relationship between active and technical
strategies, and a positive moderately significant relationship between permissive and
encouraging strategies.

Discussion and Conclusions

With this research, it is aimed to develop two measurement tools called digital
play addiction tendency and digital play parental mediation. The results of the
research revealed that the developed tools are valid and reliable. There is a serious
need to develop tools to measure the digital play addiction tendency of early childhood
children (Griffiths & Meredith, 2009). Additionally, it is thought that determining the
strategies that parents experience in children's digital play interaction processes can
contribute to a healthy interaction process for parents and children (Chaudron et al.,
2018). The measurement tools developed in this context can help to obtain detailed
results about children's digital play processes and can contribute to the field.

It was found that the Digital Play Addiction Tendency Scale (DPAT) has four
dimensions. While creating the scale, items belonging to seven main dimensions in
the literature, but as a result of the analysis, the valid and reliable structure of the
developed tool consists of four dimensions. These dimensions are named (1)
Disconnection from life (2) Conflict, (3) Constant play, and (4) Reflection on life.
According to the literature, the items in the sub-dimensions of problems attracting
attention in the first version of the scale were distributed across the sub-dimension of
disconnection from life. In the regression, conflict items were distributed into the
conflict sub-dimension, while tolerance items were distributed into the constant
playing sub-dimension. In addition, this study did not identify relapse and mood
modification as independent sub-dimensions. The absence of these dimensions is
thought to be due to the implementation of strategies such as prohibition and
restriction for children when the parents do not seem appropriate (Chaudron et al.,
2018). An indicator of the relapse sub-dimension is a desire to quit digital play but
being unable to do so. Early childhood children do not have the qualifications to
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control or limit their use of digital plays due to their limited self-control. Children's
use of digital tools and access to digital applications are under the control of their
parents (Nikken & Schols, 2015).

Similarly, for the digital play parental mediation scale, based on the literature,
six items were created restrictive, active, co-monitoring, technical and permissive
strategies, and encouraging (Brito et al., 2017; Durager & Sonck, 2014; Livingstone
& Helsper, 2008; Lwin et al., 2008; Nevski & Siibak, 2016; Nikken & Jansz, 2014).
Based on the results of the research, the items in the restrictive and active parental
mediation sub dimensions are grouped together. According to Dulkadir-Yaman's
(2019) research, restrictive parental mediation did not emerge as an independent
factor. Essentially it is due to parents providing more control and being more intrusive
toward their early childhood children than older children (Livingstone et al., 2015).
At the same time, the dimension expressed as co-viewing in the international literature
did not emerge as an independent sub-dimension in this study. Cultural differences
are believed to be responsible for this situation. Similar studies have revealed that
parents use digital tools as a baby sit to their children instead of engaging in valuable
activities with their children (Isikoglu & Ergenekon, 2021). Other dimensions in the
measurement tool coincide with the scale and dimensions in the literature (Sen et al.,
2020).

Consequently, the research results showed that the DPAT and DPPG scales are
valid and reliable tools for measuring digital play addiction and parental mediation
based on parental views. On the other hand, this research has some limitations. The
measurement of children's digital play addiction tendencies based only on parental
views can be expressed as a limitation. Future scale development studies may seek to
measure addiction based on children's views and behaviors. Additionally,
observations can be made while children play digital plays at their homes or schools,
and interviews can be conducted with parents about the strategies they implement.
With the developed scales, it is thought that possible addiction tendencies that may
occur as a result of the interaction of today's children with digital plays can be detected
and it is thought that it can help parents intervene early. In addition, it will be possible
to determine the strategies implemented by the parents and inform them. It has been
revealed that the measurement tools developed within the scope of this study are
applicable throughout Turkey. It is recommended that early intervention programs
should be developed by field experts by identifying children with a tendency toward
digital play addiction and parents who do not apply appropriate parental mediation.
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Dijital Oyun Bagimlihk Egilimi ve Ebeveyn Rehberlik Stratejileri Olceklerinin
Gelistirilmesi

Gegmigten bugiine gergeklesen teknolojik gelismeler ve cevresel etkenler
cocuklarin  oyunlarim1  etkilemistir. ~ Dokunmatik  ekran  teknolojilerinin
yayginlagsmasiyla tablet, akilli telefon ve bilgisayar gibi dijital araclarin
kullanimlarinin  kolaylagmasi, bebeklikten baslayarak ¢ocuklarin bu araglara
erisimlerini saglamistir (Istkoglu ve Ergenekon, 2021). Ozellikle, dijital araclarmn
kiiciik cocuklarin giinliik yasamlarinda yer almasiyla, g¢ocuklar oyunlarma dijital
araglar1 dahil etmeye bagladilar. Bu durum dijital araglarin oyun oynama amaci ile
kullanilmasi olarak tanimlanan dijital oyun kavramini ortaya ¢ikarmigtir (Goodwin,
2018; Isikoglu-Erdogan, 2019; Marsh, 2010; Palaiologou, 2016; Resnick, 2019).
Dijital oyunlar, bilgisayar ve video oyunlari, web siteleri, elektronik oyuncaklar, oyun
konsollari, telefonlar, tabletlerde uygulamalar araciligiyla oynanan tiim oyunlari
igerir.

Gegen on yilda kiigiik cocuklarin giinliik yasamlarina dahil olan dijital oyunlarin
etkileri ile ilgili alanyazinda sinirh sayida arastirma yer almakta ve yeni ortaya ¢ikan
bu olgu (fenomen) ile ilgili tartigmalar bulunmaktadir (Bozkurt, 2014; Liu ve Hwang,
2021; Yal¢in-Irmak ve Ardig, 2018). Dijital oyunlarin kullanimini destekleyenlerin,
dijital oyunlarin cocuklarin eglenirken Ogrenmesi, sosyallesmeleri, erken
okuryazarlik, dil becerileri kazanmalari, yabanci dil egitimi, dikkat gelisimi,
rahatlama, stres atma gibi olumlu o6zellikleri dile getirdikleri goriilmektedir.
(Goodwin, 2018; Liu ve dig., 2020; Neumann ve dig., 2018; Prot ve dig., 2014).
Dijital oyunlarin kullanimlarina kars: olanlar ise cocuklarda saldirganlik, bagimlilik,
sorun (problem) davraniglar, iletisim kopukluklari, asirt kilo alimi, uyku sorunlari,
yetersiz fiziksel etkinlik, akademik basarida diigiis gibi sinirliliklar1 (dezavantajlart)
tartigmaktadirlar (Ataman-Yengin, 2019; Aydogdu-Karaaslan, 2015; Ergiin, 2015;
Fullerton et al., 2014; Kars, 2010). Ozellikle dijital oyun bagimliginin bu tiir
sorunlarin temelini olusturdugu ve erken yaslardan itibaren dikkate alinmasi ve
gereken miidahalelerin yapilmasina dikkat ¢ekilmektedir (Cingel ve Krcmar, 2013;
Griffiths ve Meredith, 2009; Sengiil ve Biiber, 2016). Arastirma sonuglar1 erken
cocukluk donemindeki g¢ocuklarin dijital oyun oynadigini, dijital araglara sahip
oldugunu ve asirt ekran kullamiminin etkisinde kaldiklarini ortaya koymaktadir
(Isikoglu-Erdogan ve dig., 2019; Kabali ve dig., 2017; United Nations Children’s
Fund [UNICEF], 2017). Cocugun gelisimine uygun olmayan siire ve igerikteki dijital
oyunlarin oynanmast ve anne-babalarin olumsuz yaklasimlari, kiiciik yaslardan
itibaren oyun bagimliligi riski olusturmaktadir. Anne, babalarin olumsuz yaklagimlari
arasinda gocuklari dijital oyunlara bilingsiz yonlendirme (Brito ve dig., 2017), dijital
oyun siireglerinde higbir strateji uygulamama (Lwin ve dig., 2008) ve dijital etkilesim
stireglerini gocuklarina yarar saglayacak nitelikte yonetemiyor oluslar1 yer almaktadir.

Dijital oyunlarin ¢ocuklarin yasamlarina hizla girmesine karsin, erken ¢ocukluk
doneminde dijital oyun ve anne babalarin bu oyunlardaki rolleri heniiz alanyazinda
yeni incelenen konulardir. Erken ¢ocukluk dénemindeki ¢ocuklarin oyun bagimliligi
egilimleri ve ebeveyn rehberlik stratejileri ile ilgili smirli sayida Slgme araci
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gelistirilmistir. Bu nedenle bu arastirma erken c¢ocukluk donemindeki ¢ocuklarin
dijital oyun bagimlilik egilimi ve ebeveynlerinin dijital oyun siireglerinde
uyguladiklar1 rehberlik stratejilerini 6lgmek amaciyla kullanilmak iizere gegerli ve
giivenilir 6l¢me araglar1 gelistirmeyi amaglamaktadir.

Bagimhlik ve Dijital Oyun Bagimhhg

Bagimlilik kavrami ge¢misten giiniimiize tartismali agiklamalara yer vermesine
kargin madde bagimliliginin yaninda davranigsal bagimliliklar ele alindiginda kisinin
sagligini olumsuz yonde etkileyen, kisisel ve sosyal yasantilarinda sorunlari arttiran,
tekrarlayan bir aliskanlik modeli ve kisinin kendini durduramamasindan kaynaklanan
kullanimlar1 gergeklestirmesi olarak tanimlanmaktadir (Griffiths, 2009). Bagimlilik
tammlanirken madde ve madde-dist bagimlilik olmak iizere iki tiir olarak ele
alinmaktadir. Dijital oyun bagimliligi madde-dist bagimlilik kapsaminda ele
alimmakta ve davranigsal bir bagimlilik olarak kabul edilmektedir (Bektas, 2018).

Dijital oyun bagimliligini, bu konu iizerinde ¢alisan arastirmacilarin “bireyin
giinliik yasantisinda sosyal ve duygusal olarak sorunlara neden olan, yapilmasi
gereken isleri aksatarak, asir1, diizensiz ve kontrol edilemeyen kullanimi” bigiminde
tanimlandiklar1 goriilmektedir (Lemmens ve dig., 2009, s. 2). Ayrica oyun bagimliligi,
Ruhsal Bozukluklarin Tanilama El Kitabinda (DSM-5, s. 796) “bireyin yasantisini
cesitli acilardan biiylik Olgiide etkilemesi ve sikintiya sokmasi” bigiminde
belirtilmektedir. Internet oyun oynama bozuklugu tam olgiitleri dokuz &lgiitten
(kriterden) olusmustur. Bu 6lg¢iitlerin bes ya da daha fazlasinin insanda on iki ayda
kendini gostermesi durumuna bagimlilik denilmektedir.

Ergenlerde oyun bagimliligimmi inceleyen Lemmens ve dig. (2009) oyun
bagimliligim1 yedi temel boyutta Ol¢miislerdir. Bagimlilik boyutlar1 ayrintili
incelendiginde dikkatini ¢ekme dijital oyunun kisinin yasantisinda 6nemli bir etkinlik
durumuna gelmesi ve duygu, disiince ve davramiglarini etkilemesi; tolerans gitgide
artan dijital oyun siiresini; duygusal degisim dijital oyunun kisiyi duygusal ag¢idan
degisim gostermesi ve rahatlatmasi; gerileme dijital oyundan yoksun kalmasi
durumunda gosterdigi olumsuz yonlii duygular/davraniglar; niiksetme oyun
davraniglarinda tekrara diisme; ¢atfisma asir1t oyun oynamanin ¢evresel iligkilerini
olumsuz etkilemesi; sorunlar ise asir1 oyun oynamanin yasantisindaki sorunlari
belirttigi gozlenmektedir. Ayn1 6lgegin Tiirkge uyarlamasi da Baysak ve dig. (2016)
tarafindan yapilmistir. Erken ¢ocukluk donemindeki ¢ocuklara yonelik dogrudan
dijital oyun bagimligin1 dlgmeye yonelik ara¢ gelistirme ¢alismalarina alanyazinda
rastlanmamuistir. Erken ¢ocukluk donemindeki benzer arastirmalarda dijital oyunlarin
etkileri olgegi (Balaban-Dagal ve Bayindir, 2019), dijital oyun oynama ve dijital
uygulamalar1 kullanma aliskanliklara (Kanak ve Ozyazici, 2018), anne babalarin
dijital oyun tercihlerine (Isikoglu-Erdogan ve dig., 2019) yonelik arastirma ve 6l¢ek
gelistirme calismalar yapildigr goriilmiistiir. Bu arastirmada dijital oyun bagimlilik
egilimi dlgegi gelistirilirken Lemmens ve dig. (2009) ¢alismasi ve erken ¢ocukluk
donemi c¢ocuklarinin gelisim ozellikleri dikkate alinarak Olgek maddeleri
gelistirilmistir.



Dijital Oyun Bagimlilik Egilimi ve Ebeveyn Rehberlik Stratejileri Olceklerinin Gelistirilmesi 695

Cocuklarda olusabilecek dijital oyun bagimlilik egilimlerinin, yetiskinlere gore
daha fazla ortaya cikabilecegi distiniilmektedir. Cilinkii yetiskinlerde yer alan
0zdenetim mekanizmast bagimlilifa doniisecek davraniglara ket vurabilmektedir.
Ancak ¢ocuklar bu 6zdenetim mekanizmasina yas ilerledikce sahip olabilmektedirler
(Vazsonyi ve Huang, 2010). Bir ¢ocuk saatlerce dijital araglar ile etkilesim halinde
olabilir ve anne-baba izin verdigi siirece dijital oyun oynayabilmektedir (Alter, 2018).
Dijital oyun bagimhligi  kavrami {izerinde tam olarak Olgilinlestirilmis
(standartlagtirilmig) bir tanim olmamasindan dolay1 (Schulz van Endert, 2021) bu
aragtirmada kiiciik yas grubu c¢ocuklari ig¢in dogrudan dijital oyun bagimlist
kavrammin kullanilmasindan ¢ok cocuklarin dijital oyun bagimliliklarindan s6z
ederken dijital oyun bagimlilik egilimi kavraminin kullanimmin daha uygun olacagi
diistiniilmiistiir. Bu dogrultuda gelecekte olast olumsuz davraniglara erken yasta
miidahaleyi gerceklestirebilmek ve dijital etkilesim siireglerine miidahalede
bulunabilmek amag¢lanmastir.

Ebeveyn Rehberlik Stratejileri

Erken ¢ocukluk dénemindeki ¢ocuklarin dijital oyunlar ile tanigmalarinda ve bu
oyunlar1 oynama siireclerinde anne-babanin 6nemli (kritik) rolleri vardir. Erken
cocukluk donemindeki ¢ocuklarin dijital araglarla etkilesimlerinin aracis1 anne-baba
olarak goriiliir (Chaudron ve dig., 2018; Plowman ve dig., 2012). Giindelik yasamda
cocuklar ¢evrelerinde dijital ara¢ kullanan bireyleri gérmekte ve onlar da bu araglar
kullanmak istemektedirler (Toran ve dig., 2016). Kendileri ¢ocukken dijital oyun
oynamamig olan anne babalar ise ¢ocuklarmin dijital oyunlarina rehberlik etmekte
cesitli zorluklar yasamaktadirlar (Isikoglu-Erdogan ve dig., 2019). Dijital etkilesim
sirecinde anne ve babalar, cocuklarin dijital araclart ve teknolojiyi nasil
kullanacaklarindan 6te dijital araglardan nasil yarar saglayacaklari konusunda
kaygilanmaktadirlar. Anne babalar bu konuda ne yapacagindan tam emin olamamakla
birlikte yasaklama, kisitlama, mahrum birakma gibi yaptirimlar uygulamaktadir
(Bilgin-Ulken ve Kiling, 2018; Cetinkaya ve Siitcii, 2016; Palaiologou, 2016;
Piotrowski, 2017; Plowman ve McPake, 2013). Bu durum ¢ocuk-anne-baba iligkisine
zarar vermekle birlikte ¢ocugun teknolojik gelismelerden geride kalmasina neden
olabilmektedir (Neumann ve dig., 2018). Anne-baba, ¢ocugun dijital etkilesimini
kisitlamadan ve yasaklamaktan o6te; ¢ocuklarinin dijital araglarla olan etkilesimini
dengeleme, bu araglarin risklerinden koruma ve gelisimlerine uygun dijital arag
kullanimini  gocuklarina o6gretme gibi Onemli sorumluluklart ve gdrevleri
bulunmaktadir. Dijital oyunlar1 yasaklamak, kisitlamak gibi 6nlemler ¢ocugun dijital
araglara yonelik daha fazla ilgi duymasina neden olmakta, ¢ocuklarin oldugundan
daha fazla ekranlara yonelmesine yol agmaktadir (Chaudron ve dig., 2018; Neumann
ve dig., 2018; Palfrey ve Gasser, 2017; Sirin, 2019).

Anne babalarin ¢ocuklariin dijital araglarla etkilesim siirecinde uyguladiklar
iletisim stratejileri dijital oyun ebeveyn rehberlik stratejileri olarak tanimlanmaktadir
(Livingstone ve Helsper, 2008). Alanyazinda medya araciligi olarak adlandirilan bu
kavram, ¢cocuk ve medya arasindaki iliskileri anne-babalarin yonetmeleri bigiminde
belirtilmektedir. Medya araciligt aym1 zamanda anne ve babalarin, c¢ocuklarin
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yasantilarinda medyanin olumsuz etkilerini azaltmak i¢in uyguladiklari yontemler ve
stirecte ¢ocuklarla dijital araglar arasindaki iligkiye aracilik davranislar1 gostermeleri
olarak agiklanmaktadir (Clark, 2011; Livingstone ve Helsper, 2008). Alanyazinda
aracilik, arabuluculuk kavramlar1 kullanilmasina karsin bu arastirmada rehberlik
stratejileri kavramimin kullanimi  yeglenmigtir. Arabuluculuk kavrami bireyler
arasinda karsilikli iletisim ve etkilesim siirecini yapilandirarak, anlagmalarini
saglamaya yoOnelten ¢6ziim yontemini belirten bir tamimlamadir (Hukuk
Uyusmazliklarinda Arabuluculuk, 2012). Ancak dijital etkilesim siirecinde anne ve
babanin c¢ocukla dijital ara¢ arasindaki etkilesimi yOnetmesi ve buna yodnelik
stratejilerin  tanimlanabilmesi  arabuluculuk kavrami ile ortigmemektedir.
Arabuluculuk kavrami bireyler arasi karsilikli etkilesimi temel alirken ele alinan
rehberlik stratejileri kavramiyla anne babalarin ¢ocuk-dijital arag etkilesim siirecinde
uyguladigi stratejiler belirtilmektedir.

Yapilandirilan stratejilerin hedefleri, anne babanin dijital etkilesim siirecindeki
rollerini belirlemek, cocuklari dijital diinyanin olumsuz etkilerinden koruyabilmek ve
¢ocuklar i¢in bu siiregte en iist diizeyde yarar saglayabilmelerine firsatlar saglamak
olarak belirlenmistir. Gegmiste anne babalarin ilk stratejileri gocuklarin televizyon
izlemelerine odaklanirken; bugiin telefon, tablet, bilgisayar gibi dijital araglarin ve
internetin kullanimina ydnelik degisim gosterdigi gozlenmektedir (Brito ve dig.,
2017; Clark, 2011). Anne babalarin uyguladiklari stratejileri inceleyen arastirmalar
etkin (aktif) rehberlik, birlikte izleme, kisitlayict ve teknik rehberlik stratejilerinin
yaygin olarak kullandiklarin1 ortaya koymustur (Nikken ve Jansz, 2014; Piotrowski,
2017). Etkin (Aktif) Rehberlik Stratejileri, anne babanin ¢ocuguyla siire¢ hakkinda
stirekli iletisim i¢inde olmasi, rehberlik etmesi, gerekli onlemlerin alinmasini
destekleyecek yontemleri icermektedir. Birlikte Izleme Rehberlik Stratejisi,
cocuklarin dijital etkilesimlerinde anne-baba veya gevresindeki yetigkinlerden birinin
onlarin erisimlerine eslik etmesi olarak tanmimlanmaktadir. Kisitlayici Rehberlik
Stratejileri ise cocuklarin dijital araglar ile etkilesimleri igin kural koyma ve kurallara
uyulmadiginda sonuglar olusturma, yasaklamalar ve simirlandirmalar belirleme
icermektedir (Valkenburg ve dig., 1999). Teknik Rehberlik Stratejileri, anne ve
babalarin ¢ocuklarinin dijital etkilesim siirecini filtre programlar1 ve uygulamalarla
denetledikleri stratejileri igermektedir (Clark, 2011; Livingstone ve dig., 2015).

Dijital etkilesim siireclerini ele alan erken g¢ocukluk donemini kapsayan
arastirmalar son yillarda artmakla birlikte ebeveyn araciligina odaklanan Sen ve dig.
(2020) arag gelistirme ¢aligmast bulunmakta; bu aracla alti boyutta etkin (aktif)-
kisitlayict ebeveyn aracilik stratejilerinin 6l¢iildiigii goriilmektedir. Erken ¢ocukluk
donemindeki ¢ocuklar1 ve dogrudan dijital oyunlart hedef alan arastirmalarin ve bu
kavramlar1 dlgen araclarin ulusal ve uluslararasi alanyazinda sinirli sayida oldugu
goriilmektedir. Bu nedenle 4-6 yas ¢ocuklarinin dijital oyun bagimlilik egilimlerini ve
anne babalarin ¢ocuklarinin dijital oyunlarma yonelik benimsedikleri rehberlik
stratejilerini saptamak alanyazina 6nemli katkilar saglayacaktir. Bu arastirmanin
temel amaci, Dijital Oyun Bagimlilik Egilimi (DOBE) Olgegi ve Dijital Oyun
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Ebeveyn Rehberlik Stratejileri Olgegini (DOERS) gelistirmek, dlgeklerin gegerlik ve
giivenirlik diizeylerini saptamaktir.

Yontem

Bu boliimde aragtirmanin modeli, ¢aligma grubu, 6l¢ek gelistirme agamalart ve
verilerin analizi agiklanmistir.

Arastirma Modeli

Bu arastirma, dijital oyun bagimhilik egilimleri ve dijital oyun rehberlik
stratejilerini belirlemeyi hedefleyen birbirinden farkli iki 6l¢ek gelistirme ¢aligmasi
olarak tasarlanmistir. Erkus (2016), 6lgek gelistirme ¢alismalarini kendine 6zgii, baslh
basina bir ¢aligma olarak belirtmektedir.

Calisma Grubu

Olgek gelistirme galismalari yapilandirilirken Agimlayict Faktor Analizi (AFA)
ve Dogrulayict Faktor Analizi (DFA) i¢in elde edilen verilerin farkli 6rneklem
gruplarindan elde edilmesi 6nerilir (Erkus, 2016; Yaslioglu, 2017). Bundan dolay1 bu
aragtirmaya Calisma grubu I ve II olarak adlandirilan iki farkli grupta toplam 1393
anne-baba katilmistir. Arastirmanin katilimcilarini belirlemek amaciyla amagli-uygun
ornekleme yontemi (Karasar, 2012) ile 38 bagimsiz anaokulu ile ilkokullarda yer alan
anasiniflart se¢ilmis, 6gretmenlerine dlgme araclari verilmistir. Katilim formunu ve
6l¢me araglarini dolduran anne-baba caligmaya dahil edilmistir.

Calisma Grubu I 956 ve Calisma Grubu II 437 anne-baba ve ¢ocuklarindan
olusmaktadir. Birinci grup %46’s1 kiz, %54’i erkek ¢ocuktan olusmaktadir.
Cocuklarin %15.5’inin 48-60 ay, %54’ tGniin 61-72 ay, %30.5’inin ise 73 ay ve daha
biiyiik olduklart saptanmigtir. Caligmada yer alan anne-babalarin %77’si annelerden
olusmaktadir. Egitim diizeyleri incelendiginde annelerin %40.5°1, babalarin %36.0°s1
{iniversite ve iistii mezunudur. Ikinci ¢alisma grubunun %47.6’s1 kiz, %52.4°{i erkek
¢ocuktur. Cocuklarin yaslar1 %35.4’1 48- 60 ay, %47.1’1 61- 72 ay ve %17.5’1 73 ay
ve ustiidiir. Caligmaya katilanlarm %80.0’i annelerden olusmaktadir. Annelerin
%48.5’1, babalarin %45.1°1 tiniversite ve iistii mezunudur.

Olcegin Gelistirilmesi

Arastirma kapsaminda Dijital Oyun Bagimhilik Egilimi Olgegi (DOBE) ve
Dijital Oyun Ebeveyn Rehberlik Stratejileri Olgegi (DOERS) olarak adlandirilan iki
Olgek gelistirilmistir. Bu siirecte ilgili alanyazin ve benzer bagimlilik 6lgekleri
incelenmistir (DeVellis, 2017; Hazar ve Hazar, 2017; Lemmens ve dig., 2009; Yal¢in-
Irmak ve Erdogan, 2015). Calismanin amacina uygun sekilde ve bu yas grubu
cocuklarin gelisim oOzellikleri dikkate alinarak madde havuzu diizenlenmistir.
Alanyazinda bagimlilik; dikkatini ¢ekme, hosgorii (tolerans), duygusal degisim,
gerileme, catisma, nilksetme/tekrara diisme, sorunlar gibi boyutlar cercevesinde
incelenmistir. Bu ¢aligmada bu boyutlarin tiimii i¢in dlgek maddesi olusturulmustur.

Benzer sekilde DOERS 6l¢eginin maddelerinin olusturulma agamasinda
alanyazin incelenmis ve konuyla ilgili 6l¢eklerden yararlanilarak kisitlayici, birlikte
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kullanim, etkin (aktif), serbest ve teknik rehberlik stratejileri alt boyutlarini yansitan
maddeler olusturulmustur (Brito ve dig., 2017; Chaudron ve dig., 2018; Durager ve
Sonck, 2014; Livingstone ve Helsper, 2008; Lwin ve dig., 2008; Nevski ve Siibak,
2016; Nikken ve Jansz, 2014; Plowman ve McPake, 2013).

Maddeleri olusturulan DOBE o6l¢eginde baslangigta 45 madde, DOERS
olceginde ise 41 madde yer almaktadir. Olgeklerin kapsam gegerliklerini saglamak
i¢in uzman goriistine bagvurulmustur (Kartal ve Bardake1, 2018). Bu nedenle her iki
Olgegin kapsam gecerligini saglamak i¢in uzman gorlisiine bagvurulmustur.
Goriiglerine bagvurulan uzmanlara iligkin bilgiler Tablo 1°de sunulmustur.

Tablo 1
Goriislerine Bagvurulan Uzmanlara Iligkin Bilgiler
Uzman Déniitleri n
Cinsiyeti Kadun 10
Erkek 8
Profesor 4
Dogent 2
Unvan Doktor dgretim iiyesi 8
Aragtirma gorevlisi 4
Okul Oncesi Egitimi uzmani 10
Psikolojik Danigmanlik ve Rehberlik uzmani 1
Calisma B.i.lgisaya{ .Qgrgtimi ve Teknolojileri uzmani 3
Alam .Tur.kq.:e Egitimi uzmani 1
Iletisim uzmant 1
Dijital oyun ¢aligmalar1 olan farkli alan uzmanlar1 (T1p, Fiziksel 2

T1p ve Rehabilitasyon

Tablo 1’den goriildiigii gibi uzmanlarin 10°u kadin, 8’1 erkek; 4’0 profesdr, 2’si
dogent, 8’1 doktor 6gretim iiyesi, 4’1l arastirma gorevlisi; 10’u okul 6ncesi egitim
uzmani, 1’i psikolojik danigmanlik ve rehberlik uzmani, 3’i bilgisayar ve dgretim
teknolojileri uzmani, 1’1 Tiirk¢e egitimi uzmani, 1’1 iletisim uzmani, 2’si dijital oyun
caligmalari olan farkli alan uzmanlaridir. Tiirk¢e Egitimi uzmani; 6l¢ek maddelerinin
Tiirk¢eye uygunlugu, maddelerin anlasilabilirligi konusunda goriis alinmistir.

Uzmanlari 6lgek maddelerini puanlamalart dogrultusunda ilk asamada DOBE
6l¢eginden li¢ madde ¢ikarilmistir. Uzman onerileri géz oniinde bulundurularak bes
madde eklenmis ayrica maddelerin daha net anlasilabilmesi i¢in bes maddeye 6rnek
durumlar eklenmis ve 47 maddeden olusan Olgek taslagi belirlenmistir. DOERS
Olgeginde doniitler dogrultusunda bir madde ¢ikarilmis, bir madde eklenmis ve iKi
madde i¢in ornek ifadeler eklenerek 41 madde ile son bigimi verilmistir. Okul 6ncesi
egitimde ¢ocuklar olan yedi anneye olusturulan taslak dl¢ekler aragtirmaci tarafindan
uygulanarak 6n deneme yapilmustir. Uygulama sirasinda anne tarafindan
anlagilamayan sorular diizenlenerek maddelere daha anlagilabilir érnek durumlar
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eklenmistir. Olgekler likert tiirii modele uygun olarak yapilandirilmistir. Tepki
kategorileri 5(her zaman), 4(¢ogu zaman), 3(bazen), 2(nadiren) ve 1(hi¢hir zaman)
bigimindedir.

Verilerin Toplanmasi

Verilerin toplanmasi iki agamada gergeklestirilmistir. Birinci asamada olgekler
Denizli ili merkez il¢elerinde yer alan 26 bagimsiz ve 6zel anaokullar1 ve anasiniflarina
devam eden cocuklarin anne babalara, dgretmenler araciligt ile dagitilmistir. Bu
kapsamda erken c¢ocukluk doéneminde olan 2119 anne- babaya Olgme araglari
gonderilmis ve bir hafta sonrasinda 1065’1 toplanmistir. Eksik ve hatali doldurulan
Ol¢cekler caligmadan ¢ikarilmig ve Caligma Grubu I’e 956 anne-babanin verileri dahil
edilmistir. Tkinci asamasinda ise ilk calismada yer almayan 12 bagimsiz ve Ozel
anaokullar1 ve anasimiflarinda gorev yapan 6gretmenlere, 1150 6lgek anne- babalara
iletmeleri i¢in verilmistir. Bir hafta sonra toplanan 6lgeklerden 483 doniis saglanmistir.
Eksik dolduranlar ¢ikarildiktan sonra Calisma Grubu II olarak 437 anne-babanin verisi
degerlendirmeye alinmistir. Denizli 11 Milli Egitim Miidiirliigii’ nden arastirmanin okul
oncesi egitimi kurumlarinda yapilmast i¢in gerekli olan yasal izin almmuistir.
Aragtirmanin verileri 2018-2019 dgretim yili bahar ddneminde toplanmustir.

Verilerin Analizi

iki 6lgegin faktdr yapisim ortaya koymak i¢in AFA ve ortaya konulan faktor
yapisinin  dogrulanabilmesi i¢in DFA analizleri SPSS ve AMOS programlar
kullanmlarak yapilmistir. Bu arastirmada Calisma Grubu I’e AFA, Calisma Grubu
II’ye DFA uygulanmustir.

Etik Kurulu Karan

Pamukkale Universitesi Sosyal ve Beseri Bilimler Arastirma ve Yaymn Etigi
Kurulu Bagkanligi’ndan 03/06/2020 tarih ve 04-16 toplanti/karar numarali etik kurul
toplantisinda etik izni alinmistir.

Bulgular

Bu bolimde gelistirilen dlgeklerin gegerlik ve giivenirlik analizlerine iliskin
bulgulara yer verilmistir. Ilk olarak DOBE 6l¢eginin gegerlik ve giivenirlik analizleri
ardindan DOERS 6l¢eginin gegerlik giivenirlik analizleri incelenmistir.

Dijital Oyun Bagimhlik Egilimi Ol¢eginin (DOBE) Gegerlik Analizlerine iliskin
Bulgular

AFA’ya baglamadan 6nce varsayimlarin test edilmesi igin ilk olarak veri setinde
¢ok degiskenli u¢ degeri incelemek i¢in maddelerin Mahalanobis uzaklig
hesaplanmistir. Buna gore Mahalanobis uzakliginin p< .005’in altinda kalan
gozlemler ¢ok degiskenli u¢ deger olarak goriilmiis ve 91 kisinin verisi analiz dis1
birakilmistir. Ikinci olarak veri setinin faktdr analizi icin uygun olup olmadigini
saptamak icin Kaiser-Mayer-Olkin (KMO) testi yapilmis ve .94 olarak bulunmustur.
Ayrica, Barlett kiiresellik testi yapilarak degerin .000 (p< .05) oldugu saptanmuistir.
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Field (2009), Barlett Kiiresellik testinin anlamli ¢ikmasini, degiskenler arasinda
yeterli diizeyde iliski olduguna ve verilerin ¢ok degiskenli normal dagilimdan geldigi
seklinde ifade etmektedir. Ek olarak, degiskenler arasinda dogrusal iliski olup
olmadigini saptamak i¢in ZPRED-ZRESID sacilma diyagramina bakilmis ve dogrusal
iligkilerin bulundugu belirlenmistir. Son olarak maddeler arasi korelasyon katsayilari
incelenmis ve 0.80°den biiylik deger olmadigi goriilmiistiir. Dolayisiyla maddeler
arasinda coklu baglanti probleminin olmadigi saptanmistir. Tiim varsayimlarin
saglanmasinin ardindan Calisma Grubu 1’1 olusturan 817 kisiden olusan 6rneklemin
faktor analizi yapmaya uygun oldugu saptanmustir.

Ayrica gelistirilen dlgegin faktor yapisini incelemek icin temel bilesenler analizi
ve ortaya cikacak faktorlerin basit ve anlasilir olmasi amaciyla Varimax eksen dik
dondiirme teknigi uygulanmistir (Bilyiikoztiirk, 2002). Varimax dondiirme teknigi
Olgegi olusturan faktorleri bagimsiz olarak yani iligkisiz kosulu ile hesaplama
yapmaktadir (Cokluk ve dig., 2016). Ik olarak faktor sayismna kisitlanmadan tiim
maddeler faktor analizine dahil edilmistir. Bu analiz ile 6z degeri 1.00’den biiyiik toplam
sekiz faktorlii bir yap1 ile %58.02 oraninda kiimiilatif varyans agiklanmigstir. Daha sonra
Varimax dondiirme teknigi uygulanarak, aragtirmada madde atimi agamasinda faktor
yiikii .40’1n altinda, madde varyansi .50°nin altinda olan, iki faktor arasinda faktor yiiki
yakin olan (minimum 0.1) toplamda 25 madde (2, 4, 7, 9, 13, 15, 16, 17, 18, 19, 21, 23,
24, 25,26, 29, 31, 33, 36, 38, 39, 40, 41, 42, 43, 45, 47) 6lgme aracindan ¢ikarilmigtir
(Tabachnick ve Fidell, 2015). DOBE 6l¢eginin AFA sonuglar1 Tablo 2°de verilmistir.

Tablo 2
Ag¢imlayici Faktor Analizi Sonucu Elde Edilen Faktor Yiik Degerleri
Faktor Yiik Degerleri
Ortak >
Hayattan Kopma F1 F2 F3 F4 X Ss
varyans

34. Dijital oyun oynarken aciktiginin bile
farkina varmaz.

35. Dijital oyun oynarken akranlari ve
ailesi ile iletisimi azalir.

32. Dijital oyun oynarken ¢evresinde
olup bitene kars1 duyarsizdir.

3. Dijital oyun oynarken yapmasi
gerekenleri unutur (6r.; yemek yeme).
28. Yapmasi gerekenleri biraz daha fazla
dijital oyun oynamak igin erteler. (6r.; .665 314 189 181 .609 1.80 .95
tuvaleti geldiginde gitmeme)

8. Dijital oyun oynarken sdylenilenleri
duymaz.

37. Dijital oyun oynarken uyku zamani
geldiginde uyumak istemez.

754 168 196 150 .657 1.60 .87

728 199 199 174 639 193 .96

711 354 123 170 675 2.02 .95

677 121 215 093 528 2.09 1.09

599 321 103 214 518 226 .97

534 399 182 165 505 1.69 .91

(devam ediyor)
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Tablo 2 (devam)

Catisma

5. Dijital oyun oynamasina izin
verilmediginde sinirlenir.

27. Dijital oyun oynamast
engellendiginde hirginlagir.

14. Dijital oyun oynamasina izin
verilmedigi zamanlarda tepkili olur.

10. Dijital oyun oynamasina izin
verilmediginde oynamak i¢in 1srar eder.
30. Elinden dijital arac1 alindiginda
bagurir.

Siirekli Oynama

20. Bog zamanlarinin ¢ogunda dijital
oyun oynar.

12. Okuldan eve geldiginde hemen dijital
oyunun basina geger.

éynGaIT—n icinde ¢ok fazla dijital araglarla 133 110 727 127 575 299 89
22. Dijital oyunlara bagimlidir. 344 321 598 112 593 151 .84
11. Dijital oyunu hi¢ ara vermeden uzun

siire oynar (6rnegin ara vermeden 2-3 277 294 551 126 482 161 .90
saat oynamast).

Hayata Yansitma

44. Konugmalarinda dijital oyunlardaki

karakterlerden veya yaptiklarindan 234 121 221 770 711  2.04 .96
bahseder.

6. Dijital oyunda 6grendiklerini gergek
hayattaki davranislarina yansitmaktadir.
(6rnegin dijital oyun karakterlerinin
taklitlerini yapmast).

46. Dijital oyunlara yonelik iriinleri satin
almak ister (karakterlerin oyuncaklarim1, .216 .103 .138 .714 586 2.23 1.15
kiyafetleri).

187 795 204 155 733 229 1.05

303 757 247 127 742 169 91

251 749 265 157 719 217 1.02

310 716 224 193 697 2.27 1.02

337 702 157 135 649 1.69 .87

246 182 779 104 711 179 .88

073 189 774 154 664 1.66 .92

139 275 097 718  .620 2.20 1.07

Oz Degerler 8.730 1.480 1.261 1.140
Varyans (%) 19.730 18.565 14.698 10.067
Kiimiilatif varyans (%) 63.060

Tablo 2°de yer alan sonuglara gére DOBE 6l¢eginde 4 faktoriin 6z degeri 1’den
biiyikk oldugu ortaya konulmustur. Elde edilen AFA sonuglarna gore 6lgegin 4
faktorden olustugunu sdylemek olanaklidir. Agiklanan varyans orani faktor analizinde
onemli bir yere sahip olmakla beraber, bu 6lgegin agiklanan kiimiilatif varyans
oraninin %63.06 oldugu goriilmektedir. Sosyal bilimlerde bazi arastirmalarda bu oran
%50 oranina kadar diigebilmekte (Ozdamar, 2017), %40-%60 aras1 kiimiilatif varyans
orani yeterli kabul edilmektedir. Bu goriise dayali olarak elde edilen deger kabul



702 Kadriye Selin Budak ve Nesrin Istkoglu

edilebilir olarak goriilmektedir (Tavsancil, 2014). Ek olarak dlgegin faktor yapisini
belirleyebilmek i¢in Scree Plot grafigi incelenerek sonuglar Sekil 1’de gosterilmistir.
Sekil 1

Scree Plot Grafigi

Ozdeger

4

1 T T T T T T T T T 1T T T T T T T T T
1 2 3 4 s 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20

Bilesen Savisi

Sekil 1’e gore 6z degeri 1’den fazla faktorler referans alindiginda Glgegin
Hayattan Kopma (7 madde), Catisma (5 madde), Siirekli Oynama (5 madde) ve
Hayata Yansitma (3 madde) olmak {izere toplam 4 faktérden olustugu goériilmektedir.
Ayrica bir faktoriin en az 3 maddeden olusmasi Onerisine de aracin boyutlar
uymaktadir (Tabachnick ve Fidell, 2015).

Dogrulayict faktor analizi (DFA). Calisma Grubu II’den (n= 437) alinan
verilerle AMOS SPSS 26 programi kullanilarak 4 alt boyutlu 20 madde igeren dlgek
DFA ile dogrulanmistir. Kestirim yontemi olarak Maximum Likehood yontemi tercih
edilmistir. Yapilan DFA sonucunda Model Uyum Degerlerini iyilestirebilmek i¢in
model iizerinde kuramsal iliskilerine bagli kalmak kosuluyla modifikasyon
yapilabilmektedir (Kartal ve Bardakei, 2018; Giirbiiz, 2019). Hata terimleri dikkate
almarak yapilan modifikasyonlarda ayni faktor altinda yer alan hata terimleri arasinda
kovaryans ¢izilmesine dikkat edilmelidir. Diizeltme indeksleri degerlendirilirken
oncelikle modele (y?> degeri= CMIN) en cok katkiyr yapan diizeltmeler dikkate
alinmalidir.  Analiz sonucunda kovaryanslara iligkin diizeltme indeksleri
incelendiginde en yiiksek skorlarin €9-€12(47,179) ve e2-e3(47,033) degiskenleri
arasinda oldugu goriilmektedir ve bu degiskenler arasindaki hata varyanslari
birlestirilerek analiz tekrar gergeklestirilmistir. Model uyum degerlerine iliskin
sonuglar Tablo 3’te belirtilmistir.
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Tablo 3

Model Uyum Degerlerine Iliskin Bulgular
Uyum Miikemmel uyum . il e . Uyum
indeksleri olgiitii Iyl uyum dlgitii Deger diizeyi
lsd »lsd <3 3<(2/sd)<5 3.402 fyi
RMSEA .00<RMSEA<0.05 .05< RMSEA<.08 .075 Iyi
AGFI .90<AGFI<1.00 0.85<AGFI<.90 .85 Iyi
CFl .95<CFI<1.00 90<CFI<.95 .92 Iyi
IFI .95<IFI<1.00 .90<IFI<.95 .92 Iyi
SRMR .00.<SRMR<.05 .05<SRMR<.10 52 Iyi
PNFI .95<PNFI<1.00 .50<PNFI <.95 .76 Iyi
PGFI .95<PGFI<1.00 .50< PGFI £.95 .68 Iyi

DFA sonuglarmi degerlendirmek i¢in Tablo 3’te yer alan uyum indeksleri ayrmtilt
olarak incelenmistir. Genis drneklemlere (n> 250) ulasildiginda 42 ve buna ait p degeri, y?/df,
RMSEA, CFl, SRMR uyum indeksleri incelenmesi ve yorumlanmasi onerilmektedir
(Giirbiiz, 2019; Koyuncu ve Kili¢, 2019; Meydan ve Sesen, 2011). Bu dl¢iitlere gore Slgegin,
20 madde yer alan 4 faktorlii yapisimin kabul edilebilir diizeyde uyum gosterdigi
saptanmustir. GFI= .85 ve NFI= .80 tistii degerlerin kabul edilebilir olduguna referansina gére
DOBE o6l¢eginde GFI =88, NFI=.89 hesaplanmus ve iyi uyum gosterdigi bulunmustur
(Koyuncu ve Kilig, 2019). DOBE 6l¢eginde birinci diizey DFA nin gergeklestirilmesinin
ardindan, 6lgegin yapisinin 4 alt boyutla olan iligkisini incelemek igin ise ikinci diizey DFA
gerceklestirilmis ve ortaya ¢ikan yol semasi Sekil 2°de sunulmustur.

Sekil 2
Tkinci Diizey Dogrulayict Faktor Analizi Yol Semast
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Sekil 2’deki DFA sonucuna gére DOBE 6l¢eginin faktorel yapisinin kabul
edilebilir oldugu goriilmektedir. Olgegin dogrulayict faktdr analizi sonuglari
dogrultusunda toplam puan hesaplamasi yapilabilmektedir. Bu dogrultuda dlgekten
alinabilecek en diisiik puan 20, en yiiksek puan 100°diir. Olgekten alinan toplam puan
arttikca g¢ocuklarin dijital oyunlara yonelik bagimlilik egilimlerinin arttigi
varsayllmaktadir. Elde edilen puanlarin tek tek ele alinmasi yerine gruplama islemi
uygulanmistir (Arict, 2006). Bu siirecte oncelikle kag grup istendigi saptanmakta,
gozlenen en biiyiik 6lglimden en kiigiik 6l¢iim ¢ikartilip ve son olarak en biiyiik
6l¢timle en kiigiik dl¢lim arasindaki fark, hedeflenen grup sayisina bolinmektedir. Bu
dogrultuda hesaplanan tahmini aralik katsayis1 16’dir. Ancak aralik katsayisinin hedef
puana ulagimin1 kolaylagtirabilmek amaciyla 15 aralik katsayisi olarak alinmustir.
Olusturulan gruplar; 20-35 puan arasi; bagimlilik egilimi en az, 36-51 puan arasi;
bagimlilik egilimi az, 52-67 puan arasi; bagimlilik egilimi orta, 68-83 puan arast;
bagimlilik egilimi fazla, 83-100 puan arasi; bagimlilik egilimi ¢ok fazla seklindedir.

Dijital Oyun Bagimlihk Egilimi Olceginin (DOBE) Giivenirlik Analizlerine
iliskin Bulgular

DOBE o6l¢eginin giivenirligi i¢in Cronbach’s Alfa giivenirlik katsayisinin yani
sira, Composite giivenirlik katsayisi ve ¢ikarilan ortalama varyans (Average Variance
Extracted-AVE) degerleri Calisma Grubu | verilerine dayali olarak hesaplanmustir.
Elde edilen giivenirlik sonuglart Tablo 4’te gosterilmistir.

Tablo 4

I¢ Tutarhik Katsayilart
Boyutlar Hkayattan Catisma Siirekli Hayata Olgek

opma oynama  yansitma  toplam

Ortalama 13.42 10.12 8.89 6.47 38.92
Varyans 26.10 16.95 11.65 6.43 159.01
Standart sapma 5.10 411 341 2.53 12.61
Madde Sayist 7 5 5 3 20
Cronbach’s Alfa Katsayisi .88 .90 .82 .70 .93
Composite Giivenirlik
Katsayist (CR) .85 .86 .81 .78 .95
AVE 45 .55 48 .54 .50

Tablo 4’e gore DOBE 6l¢eginin toplam ig¢ tutarlik katsayisi .93 ve alt boyutlarda
ise.70 ile .90 arasinda oldugu goriilmektedir. .70< o <.90 yiiksek, a > .90 ¢ok yiiksek
diizey giivenilir kabul edildigi icin DOBE &l¢eginin i¢ tutarliginin ¢ok yiiksek oldugu
goriilmektedir (Ozdamar, 2017). Fornell ve Larcker (1981), CR giivenirlik
katsayisinin .60’tan yiiksek olmasi, AVE degerinin ise .50’ye esit veya daha yiiksek
olmasinin giivenirlik igin yeterli kabul edildigini belirtmektedir. Bu dogrultuda
sonuglar Tablo 4’ten incelendiginde, DOBE 6l¢egi faktorlerinin CR katsayilarinin
giivenilir kabul edilen diizeyde oldugu goriilirken AVE katsayis1 incelendiginde
Hayattan Kopma ve Siirekli Oynama alt boyutlarinda elde edilen degerlerin .50’ nin
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altinda oldugu goriilmektedir. Diger iki farkli giivenirlik testinde bu boyutlarin
uygunlugu saptandigi icin DOBE 6l¢eginin giivenilir bir ara¢ oldugu kabul edilmistir.

DOBE élgegi boyutlararast iligkiler. DOBE O06lceginin faktorleri arasinda
iligkinin belirlenmesi i¢in Pearson Momentler Carpimi korelasyon katsayisi
hesaplanmis ve sonuglar Tablo 5’te verilmistir.

Tablo 5

Faktorler Arasi1 Pearson Korelasyon Katsayilar

Boyutlar 1 2 3 4 5
DOBE toplam 1

Hayattan kopma 915" 1

Catisma .857* 677" 1

Siirekli Oynama .846" .668" .684" 1

Hayata Yansitma 731" 629" 481" 519" 1
*p<.01

Tablo 5’in sonuglart 6lgegin faktorleri arasinda pozitif yonde anlamli iliski
oldugunu ortaya koymaktadir. Biiylikoztiirk (2011) korelasyon katsayisinin .00-.30
arasinda olmasimi diisiik, .30-.70 arasinda olmasini orta, .70-1.00 arasinda olmasini
yiiksek diizey iliski olarak belirtmektedir. Arastirma sonuglarina gére hayattan kopma
boyutu ve dlgegin toplam puani ile diger boyutlar arasinda pozitif yonlii yiiksek diizey,
stirekli oynama boyutu ile diger boyutlar arasinda pozitif yonlii orta ve yiiksek diizey,
hayata yansitma ve c¢atisma boyutlarmin diger boyutlar ile aralarinda pozitif yonlii
orta diizey anlamli iliski oldugu gériilmektedir.

Dijital Oyun Ebeveyn Rehberlik Stratejileri Olgegi (DOERS) Gegerlik
Analizlerine iliskin Bulgular

Benzer sekilde DOERS o6lgegi icinde AFA varsayimlarimi verilerin saglayip
saglamadiklar1 incelenmistir. Ik olarak Mahalanobis uzakhiginin p degerine gore
.005’in altinda kalan 63 kisiye ait veriler u¢ deger olarak kabul edilerek analiz dist
birakilmistir. Veri setinin faktér analizi i¢in uygun olup olmadigimi saptamak
amaciyla Kaiser-Mayer-Olkin testi yapilmig ve .94 olarak bulunmustur. Ayrica,
Barlett Kiiresellik Testi yapilarak degerin .000 (p< .05) oldugu ve verilerin g¢ok
degiskenli normal dagilim gosterdigi tespit edilmistir. Ayrica, degiskenler arasinda
dogrusal iligki olup olmadigini saptamak i¢cin ZPRED-ZRESID sagilma diyagramina
bakilmis ve dogrusal iligkilerin bulundugu belirlenmistir. Son olarak maddeler
arasinda ¢oklu baglanti probleminin olmadigini incelemek i¢in korelasyon katsayilari
hesaplanmis ve .80’den biiylik deger olmadigt goriilmiistiir. Tiim varsayimlarin
saglanmasinin ardindan Calisma Grubu I’i olusturan oOrneklemin faktér analizi
yapmaya uygun oldugu saptanmugtir.

Ag¢imlayict faktor analizi. Calisma Grubu 1 verileri kullanilarak yapilan AFA
i¢in oncelikle verilerin uygunluguna bakilmig ve KMO .87 ve Barlett kiiresellik testi
.000 hesaplanarak veri setinin AFA i¢in uygun oldugu bulunmustur (Ozdamar, 2017).
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Daha sonra Varimax eksen dondiirmesi ve Temel Bilesenler Analizi yapilmistir. Tim
maddelerin analize dahil edilmesi ile 6z degeri 1.00’dan biiyiik on faktoriin kiimiilatif
varyansinin %52.31’ini agikladigr belirlenmistir. DOERS 6l¢eginde madde atimi
asamasinda faktor yiikii 40’1n altinda, madde varyansi .50’nin altinda olan, iki faktor
arasinda faktor yiikii yakin olan (minimum 0.1) 20 madde (3, 5, 8, 9, 17, 19, 20, 21,
22,23, 25, 26, 28, 29, 32, 34, 36, 38, 40, 41) 6lgme aracindan ¢ikarilmistir. AFA
sonuglar1 dogrultusunda kalan maddelere iliskin degerler Tablo 6°da gosterilmistir.

Tablo 6
Acimlayici Faktor Analizi Sonuglar
Faktor Yiik Degerleri
. I Ortak
Aktif Ebeveyn Stratejileri F1 F2 F3 F4 ss
Varyans
e1)(~";>(._}r|i3rgItf:ll araglarda kullandig1 uygulamalar takip 715 -023 -121 170 555 451 .76
16. Sececegi dijital oyunlar hakkinda yonlendirmelerde
bulunurum (6rnegin egitim amagh oyunlari segmesini .687 -070 -124 262 561 4.39 .77
saglarim).
24. Kullan_acagl uygulan}.alarlv ve oyun tur.lerlnl secerken 686 -000 -138 180 531 457 .65
uyarilari dikkate alirim (6rnegin yas, igerik vb.).
18. Dijital oyunlar1 kullanma siirelerini smirlandiririm. .629 -195 -203 .121  .489 4.39 .80
14 Sadece beraber kararivierdlgl_rqlz oyun saatlerinde 610 -150 005 002 394 3.941.03
dijital oyun oynamasina izin veririm.
2. Hangi dijital oyunlar tercih ettigini bilirim. 544 -032 .161 -101 .333 454 84
13. Oynadig1 dijital oyunlar hakkinda onunla konusurum. .544 -.033 -.042 .249 .361 4.00 .95
27. Dijital oyuna fazla yogunlastiginda miidahalede 486 -016 -071 156 266 4.33 .80
bulunurum.
Dijitale Yonlendiren Ebeveyn Stratejileri
39. Zam.e‘immm. qlmamasmdan kaynakl goctfgumq dijital .191 715 .118 -064 565 1.70 85
oyuna yonlendiririm (Ona zaman ayiramadigim igin).
30. Dijital oyunlar1 cocugumun oyalanmast igin veririm. -.031 .707 .215 -223 597 2.18 .92
31. Yemek yemesi i¢in dijital oyun arac1 veririm. -113 .680 -.055 .088 .486 1.49 .85
37 Klzdlglpda sakinlestirebilmek adina dijital oyuna 2302 639 102 093 519 142 73
yonlendiririm.
12. Cok sikildiginda dijital oyun araci veririm. .052 615 .242 -247 501 2.30 .90
1. Cocygum dijital oyun oynarken kendime vakit 077 485 374 -214 427 255106
ayrrabiliyorum.
Serbest Ebeveyn Stratejileri
éelag?mltal oyunlar1 kendi basina kesfetmesini tegvik .029 091 716 000 522 2.161.20
6. Istedigi dijital oyunu oynamakta 6zgiir birakirim. -281 .096 .671 .073 543 1.63 .89
7. Cocugumun istedigi dijital araci alirim. -.098 .195 .601 .093 418 1.43 .68
11. Cocugumun tek basina dijital araglarla oynamasina 038 231 478 -447 483 262111

izin veririm.

(devam ediyor)
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Tablo 6 (devam)

Faktor Yiik Degerleri
I R R R4 O
Varyans

Teknik Ebeveyn Stratejileri

35. Evde kullanilan dijital araglarm tiimiinde ebeveyn
kontrolleri mevcuttur.

10. Cocugumun sanal diinyanin zararlarindan
koruyabilmek i¢in ebeveyn denetimi uygulamalarini
kullanirim (6rnegin Kids Place. ¢ocuk kilidi
programlar1 vb.).

33. Evde kullanilan dijital araglarda g¢ocuklar i¢in siire
kisitlayict uygulamalar vardir.

294 -089 .060 .691 576 3.981.19

228 -.025 -.012 .648 473 3.741.42

167 -.080 .068 .622 426 3.141.40

Oz Degerler 4.945 2.435 1.407 1.239
Varyans % 16.459 12.8389.312 9.130
Kiimiilatif Varyans % 47.739

Tablo 6 incelendiginde ortaya ¢ikan 6lgek yapisinda 4 faktoriin 6z degerinin
I’den biiyiikk oldugu goriilmektedir. Alt boyutlarin uygun maddeler igerdikleri
goriilmiistiir. Ayrica Scree Pilot grafigi incelenmis ve Sekil 3’te gdsterilmistir.

Sekil 3
Scree Pilot Grafigi

5

Ozdeger

o

1 1 T I T T T T T 1T T T 1 T T T T T T T
1.2 3 4 5 6 7 & 8 10 11 12 13 14 15 18 17 18 19 20 2

Bilegen Sayisi

Oz degeri 1°den biiyiik olan faktorler referans alindiginda DOERS” in 4 boyuttan
olustugu goriilmektedir. DOERS boyutlar1 Etkin (Aktif) (8 madde), Serbest (4
madde), Dijitale Yonlendirme (6 madde) ve Teknik (3 madde) rehberlik olarak
adlandirilan faktorlerden olugmaktadir. Bu modelde agiklanan kiimiilatif varyans
oranit %47.73 olarak bulunmustur. Bu sonug aracin uygun oldugunu gostermektedir
(Tavsancil, 2014).
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Dogrulayict faktér analizi. DFA i¢in Calisma Grubu IT’den (n= 437) elde edilen
veriler kullanilmistir. DFA analizi AMOS SPSS 26 programi araciligiyla yapilmustir.
DOBE 6l¢eginde izlenen yol ayni sekilde DOERS icinde tekrar edilmistir. Analiz
sonucunda incelenen diizeltme indekslerinde ilk olarak kovaryanslara iligkin diizeltme
indeksi incelendiginde en yiiksek skorlarin €9-e12(27.005) ve el- e2 (15.229)
degiskenleri arasinda oldugu goriilmektedir ve bu degiskenler arasindaki hata
varyanslar birlestirilerek analiz tekrar gergeklestirilmistir. Elde edilen model uyum
degerlerine iliskin sonuglar Tablo 7°de sunulmustur.

Tablo 7

Model Uyum Degerlerine Iliskin Bulgular
Uyum Miikemmel uyum Iyi uyum 6lgiitii Deger  Uyum diizeyi
indeksleri Olglitii
xPlsd x2lsd <3 3<(y?/sd) <5 2.409 Miikemmel
RMSEA .00<RMSEA<0.05 .05< RMSEA<.08 .058 Tyi
AGFI 90<AGFI<1.00 0.85<AGFI<.90 .880 Tyi
GFI .95<GFI<1.00 .90<GFI<.95 .906 Iyi
CFI .95<CFI<1.00 .90<CFI<.95 .90 Iyi
IFI .95<IFI<1.00 90<IFI<.95 .90 Iyi
SRMR .00.<SRMR<.05 .05<SRMR<.10 59 Iyi
PNFI \95<PNFI<1.00 .50<PNFI <.95 723 Tyi
PGFI .95<PGFI<1.00 S0<PGFI<.95 710 Iyi

Tablo 7°de yer alan uyum indeksleri ayrintil olarak incelendiginde, ortaya ¢ikan
uyum indeksleri DOERS o6lceginde yer alan 21 madde, 4 faktorlii yapisinin iyi
diizeyde uyum gosterdigi sonucuna ulasilmigtir. Analizden elde edilen sonuglara gore
uyum indeksleri modelin iyi uyum gosterdigini ortaya koymaktadir. DOERS’e ait yol
semasi Sekil 4’te gosterilmistir.
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Sekil 4
Birinci Diizey DFA ile Yol Semast
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Yol semasi sonuglarina gére DOERS maddelerinin birden fazla bagimsiz faktor
altinda toplandig1 goriilmektedir ve ikinci diizey DFA uygulanmamuistir. Ortaya ¢ikan
sonuglar DOERS’in faktdr yapisinin kabul edilebilir ve giivenilir oldugunu
gostermektedir. DOERS olceginde alt boyutlar birbirinden bagimsiz olarak
yapilandirildig i¢in toplam puan alinmamaktadir. Ayr1 ayri alt 6lgeklerin her bir
maddesine verilen puanlarin ortalamalar1 alinarak ebeveynin hangi stratejiyi
uyguladigi saptanabilmektedir.

DOERS Giivenirlik Analizlerine iliskin Bulgular

Aragtirma  kapsaminda gelistirilen DOERS Olceginin giivenirligi igin
Cronbach’s Alfa giivenirlik katsayisi, Composite giivenirlik katsayist ve g¢ikarilan
ortalama varyans (Average Variance Extracted-AVE) degerleri hesaplanmustir. Her
bir boyut ve dlgegin tamami igin elde edilen Cronbach Alfa, Composite giivenirlik
katsayilart ve AVE degerleri AFA’nin yapildigi ¢aligma grubu | verileri {izerinden
gergeklestirilmistir. Elde edilen giivenirlik sonuglar1 Tablo 8’de gosterilmistir.
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Tablo 8
I¢ Tutarlik Katsayilart

Boyutlar Aktif i Dulta.le Serbest Teknik
yonlendirme

Ortalama 34.71 11.66 7.86 10.87

Varyans 17.98 13.05 6.94 9.12

Standart sapma 4.24 3.61 2.63 3.02

Madde sayis1 8 6 4 3

Cronbach’s alfa katsayisi .79 .76 .57 .61

Composite giivenirlik

Katsayisi (CR) .83 81 71 .69

AVE .38 42 .39 43

Tablo 8’de goriildiigii tizere; DOERS 6l¢eginin alt boyutlarina iligkin katsayilari
.57 ile .79 arasinda degismektedir ve bu rakamlar alt boyutlara ait i¢ tutarh@mn genel
olarak kabul edilebilir diizeyde oldugunu belirtmektedir (Ozdamar, 2017). DOERS
6lceginin yapisinda alt boyutlar arasinda iligki bulunmamaktadir. Bu nedenle dlgegin
tamamina iligkin i¢ tutarlik katsayisi hesaplanmamustir. Fornell ve Larcker (1981),
bilesik (composite) giivenirlik katsayisinin .60’tan yiiksek olmasinin giivenirlik i¢in
yeterli oldugunu kabul ederken, AVE degerinin .50’ye esit veya daha yiiksek olmasi
giivenirlik igin yeterli kabul edilmektedir. Tablo 8’den DOERS 6l¢egindeki alt
boyutlara bakildiginda; Aktif alt boyutu i¢gin CR= .83, AVE= .38; Dijitale
Yonlendirme alt boyutu igin CR= .81, AVE= .42; Serbest alt boyutu i¢in CR= .71,
AVE= 39; Teknik alt boyutu igin CR= .69, AVE= .43 seklindedir. Elde edilen bu
sonuglara gore, alt boyutlar i¢in bilesik (composite) giivenirlik katsayilarinin yeterli
diizeyde oldugu goriilmektedir. AVE degerlerine gore alt boyutlarin AVE degerleri
.50’nin altinda bulunmaktadir.

DOERS ol¢egi boyutlararasi iliskiler. DOERS’in faktorleri arasindaki iliskiyi
saptamak amaciyla Pearson Korelasyon analizi yapilarak, o0l¢egin faktorleri
arasindaki korelasyon degerleri Tablo 9°da agiklanmustir.

Tablo 9

Faktorleri Arasindaki Pearson Korelasyon Katsayilari

Boyutlar 1 2 3 4
Aktif 1

Serbest -.014 1

Dijitale Yonlendirme -.063 516** 1

Teknik 406** -.051 -.116* 1

*p< .05, **p< .01

Tablo 9 incelendiginde boyutlar arasi korelasyon katsayilar aktif stratejiler ile
teknik stratejiler arasinda pozitif yonli orta diizey, serbest ile dijitale yonlendiren
stratejiler arasinda pozitif yonlii orta diizey anlaml iligki oldugunun gostermektedir.
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Tartisma, Sonu¢ ve Oneriler

Bu aragtirmada dijital oyun bagimlilik egilimi ve ebeveyn dijital oyun rehberlik
stratejileri olarak adlandirilan iki 6lgme araci gelistirilmesi amaglanmistir. Arastirma
sonuglar1 gelistirilen araglarin gegerli ve giivenilir olduklarim ortaya koymustur.
Erken cocukluk cagindakilerin dijital oyun bagimlilik egilimini 6lgmeye yonelik
araglarin gelistirilmesinin ciddi bir gereksinim oldugu belirtilmektedir (Griffiths ve
Meredith, 2009). Ayrica ebeveynlerin ¢cocuklarin dijital oyun etkilesim siireclerinde
deneyimledikleri stratejilerin belirlenmesi, ebeveynler ve cocuklar icin etkilesim
stirecinin saglikli gecirilmesine katki saglayacagi diistiniilmektedir (Chaudron ve dig.,
2018). Bu baglamda gelistirilen 6lgme araglarinin ¢ocuklarin dijital oyun siiregleri
hakkinda ayrintili sonuglar elde edilmesine yardimei olacaktir, alana katki
saglayacaktir.

Bu arastirmada dort boyuttan olusan Dijital Oyun Bagimlilik Egilimi Olgegi
(DOBE) elde edilmistir. Olgek olusturulurken alanyazinda yer alan yedi ana boyutta
maddeler yazilmis ancak analizler sonucunda gelistirilen aracin gegerli ve giivenilir
yapisinin dort boyuttan olustugunu gostermektedir. Bu boyutlar hayattan kopma,
cocuklarin dijital oyun oynarken sosyal yagsamdan kopukluklarini; catigma, cocuklarin
dijital oyun oynamalarinin engellenmesi durumunda gosterdikleri tepkisel
davraniglarini; siirekli oynama, dijital oyun ile etkilesim siiresinin uzun olmasini ve
hayata yansitma, dijital oyunlarin ¢ocuklarin yasantisina olan etkilerini tanimlayan
maddelerden olugmustur. Alanyazina dayali olarak olusturulan ve aracin ilk
taslagindaki sorunlar ve dikkatini ¢ekme alt boyutlarindaki maddelerin hayattan
kopma alt boyutuna, ¢atisma ve gerileme alt boyutlarindaki maddelerin ¢atisma alt
boyutunu, hosgorii (tolerans) alt boyutundaki maddelerin siirekli oynama alt boyutuna
dagildiklar1 saptanmigtir. Ayrica bu ¢alismada niikksetme/tekrara diisme ve duygusal
degisim boyutlar1 bagimsiz birer alt boyut olarak goriilmemistir. Bu boyutlarin
goriilmemesinin, ebeveynin uygun gormedigi durumlarda kiigiik ¢ocuklar igin
yasaklama, kisitlama gibi stratejiler uygulamasindan kaynaklandig: diisiiniilmektedir
(Chaudron ve dig., 2018). Niiksetme/Tekrara Diisme alt boyutunun gostergeleri
arasinda kisinin dijital oyunu birakmak isteyip ancak birakamama davranig Sriintiisii
yer almaktadir. Erken cocukluk dénemi cocuklarinin 6z denetimlerinin sinirl
olmasindan dolayi dijital oyun kullanimlarint kontrol edebilecek veya sinirlandiracak
niteliklere sahip olmadiklari bilinmektedir. Cocuklarin dijital arag kullanimlar1 ve
dijital uygulamalara erigsimleri ebeveynlerinin kontrolleri altindadir (Nikken ve
Schols, 2015).

Benzer sekilde, dijital oyun ebeveyn rehberlik stratejileri 6l¢egi igin alanyazina
dayali olarak kisitlayici, etkin (aktif), birlikte izleme, teknik ve serbest rehberlik
stratejileri ve yonlendirme olarak alt1 boyutta maddeler olusturulmustur (Brito ve dig.,
2017; Durager ve Sonck, 2014; Livingstone ve Helsper, 2008; Lwin ve dig., 2008;
Nevski ve Siibak, 2016; Nikken ve Jansz, 2014). Arastirma sonuglart kisitlayici ile
etkin (aktif) ebeveyn rehberlik stratejileri alt boyutlarinda yer alan maddelerin ayni
faktor igerisinde toplandigini gostermektedir.
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Dulkadir-Yaman’in (2019) 6lgek gelistirme ¢alismasinda da kisitlayici rehberlik
stratejileri alt boyutunun, bagimsiz bir alt boyut olarak ortaya ¢ikmadigi
goriilmektedir. Bu durum ebeveynlerin erken cocukluk dénemi c¢ocuklarina, yasca
bliyiik ¢ocuk gruplarma gore daha fazla kontrol saglamalar1 ve onlara daha
miidahaleci bir tutum sergilemelerinden dolay1 oldugu vurgulanmaktadir
(Livingstone ve dig., 2015). Ayn1 zamanda uluslararasi alanyazinla birlikte izleme
olarak belirtilen boyut bu ¢alismada bagimsiz bir alt boyut olarak ortaya ¢ikmanustir.
Bu durumun kiiltiirel farkliklardan kaynaklanan nedenlerden dolayr oldugu
distintilmektedir. Ebeveynlerin dijital araglart cocuklariyla birlikte kullanmak yerine
onlar1 meggul etmek igin kullandiklar1 benzer arastirmalarda ortaya ¢ikmustir (Isikoglu
ve Ergenekon, 2021). Olgme aracinda yer alan diger boyutlar alanyazindaki 6lcek ve
boyutlarla 6rtiismektedir (Sen ve dig., 2020).

Arastirma sonuglar1 bir biitiin olarak ele alindiginda gelistirilen olgme
araglarinin ebeveyn goriislerine dayali olarak aragtirmalar i¢in kullanilabilecek gegerli
ve giivenilir araclar oldugunu gostermektedir. Ote yandan arastirmanin bazi
sinirliklart bulunmaktadir. Bunlar arasinda g¢ocuklarin dijital oyun bagimlilik
egilimlerinin sadece ebeveyn goriislerine dayali olarak belirlendigi diisiinilebilir.
Gelecek dlgek gelistirme galigsmalart gocuklarin goriislerine ve davraniglarina dayali
olarak bagimliligi 6lgme bigiminde yapilabilir. Ayrica ¢ocuklar evlerinde ya da
okullarinda dijital oyun oynarken go6zlemler yapilabilir ve ebeveynler ile
uyguladiklar stratejiler hakkinda goriismeler gergeklestirilebilir. Gelistirilen dlgekler
araciligiyla giinlimiiz ¢ocuklarinin dijital oyunlarla etkilesimleri sonucunda
olusabilecek olas1 bagimlilik egilimi durumlari saptanabilecek ve ebeveynlerin erken
miidahale edilebilmesine yardimeci olabilecek; ayrica ebeveynlerin uyguladig
stratejiler saptanarak onlarin bilgilendirilmesi saglanabilecektir. Bu c¢alisma
kapsaminda gelistirilen 6lgme araclarinin Tiirkiye genelinde uygulanabilir oldugu
ortaya konulmustur. Dijital oyun bagimlilik egilimi gdsteren ¢ocuklarin ve uygun
rehberlik stratejilerini uygulamayan ebeveynlerin belirlenerek, alan uzmanlar
tarafinda erken miidahale programlar gelistirilmesi onerilmektedir.
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