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Introduction

In the twenty-first century, children are born into a cyber-world and come into contact with digital
technology from the moment they are born (Akkoyunlu & Tugrul, 2002). Owing to fast growing
technological improvements, including preschoolers, many children are exposed to technology products
more often than in the past, and one of the increasingly used digital technologies by children nowadays
has been tablets (Bower, 2012). Some of the reasons for the common use of tablets include internet
connection in most places, its transportability and ease of use, and interesting applications for children
(Wu et al., 2014).

The use of digital screen technologies in preschools has increasingly gained importance (Parnell &
Barlett, 2012), and has become a topic attracting researchers' attention (Vernadakis, Avgerinos, Tsitskari
& Zachopoulou, 2005). The research related to the effects of using digital screen technologies in
preschools on children’s development reveal various findings. Although it depends on the use, these
technologies were found to have positive effects on children’s visual intelligence and psychomotor
development while they have a negative influence on their physical, psychological, language,
mathematics and social development (Bremer, 2005; Jackson, Eye, Fitzgerald, Witt, & Zhao, 2011; Li,
Atkins & Stanton, 2006; Subrahmanyam, Kraut, Greenfield, & Gross, 2000; Wu et al.,2014). Regarding
preschool education, tablets are defined as tools to increase children’s motivation in the learning
process, to encourage them to learn and to keep their minds busy (An, Morgenlander, & Seplocha,
2014). In a study by Toledo and Mattoon (2012), it was revealed that tablets reinforce children to work
cooperatively in the classroom, increase creativity and communication skills among children. Tablets,
which can be used as new material in classrooms, are presented to small and big groups of students
with the guidance of teachers (Aronin & Floyd, 2013), thus tablet use is practiced under the control of
teachers. In preschools, tablets can be integrated into the curriculum due to its facilitative effects on
learning through various applications (An et al., 2014; Aronin & Floyd, 2013). Herein, it can be concluded
that when under the control of teachers and in accordance with the program, tablet use in preschools
can be an effective teaching tool (Couse & Chen, 2010; McPake, Plowman, & Stephen, 2013; Shifflet,
Toledo, & Mattoon, 2012).

Considering the characteristics of preschoolers, the importance of parents’ effects on children is
unquestionable. In this sense, parental effect is one of the essential factors in preschoolers’ tablet use
(Plowman, McPake, & Stephen, 2008). Small children develop new skills in digital technology use
through observing their parents. Thus, it can be inferred that healthy behavior models play a critical role
in safe use of these tools by children (Wu et al.,, 2014). In a study by Funk, Brouwer, Curtiss and
McBroom (2009), it was found that parents' guidance in digital technology use was inadequate, which
had negative effects on children. In another study by Plowman, McPake and Stephen (2010), risky
situations in children’s digital technology use were revealed, but parents stated that they did not worry
about their children’s digital technology use as they believed that they had taken the necessary
precautions. In a study aiming to determine children’s digital technology use and parents’ opinions
about this topic, families were found to adopt a restrictive attitude towards the use of such
technologies, which could be due to parents’ desire to protect children from inappropriate media
content and other risks (Wu et al., 2014).

Tablets used by children in preschools with the supervision of teachers can also be used with or
without any control or supervision of anybody in many environments outside of school. In a review of
the related literature, some studies concerning tablet use in classrooms, the current situation of
parents’ guidance of their children about tablet use outside of school can be found, which is a fact
drawing much attention. Thus, use of tablet by children, which are a commonly used product of
developing technology, and parental opinions are of great importance in terms of understanding the
thoughts and awareness of this topic. In this sense, the aim of this study deals with two primary
guestions:

e What s the current situation in children’s tablet use in preschool?
e What are parents’ opinions about tablet use of children in preschool?
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Method
Research Design

The current study, examining the positive and negative effects of child-tablet interactions was
framed as a qualitative research. Qualitative research focuses on direct data collection from participants
and interpretation (Merriam, 2015, pp. 13-15). In some situations, when current studies in subject area
do not present adequate knowledge, it may be necessary to gather more information from participants
(Creswell, 2012). So, this study was conducted as a case study which is a product of qualitative
perspective. A case study is a research design in which a current event is examined in detail within daily
content and through more than one data collection tool (Yin, 1984). This study aims to present
preschoolers’ tablet use in detail and in an integrative manner. Thus, this study was conducted as a case
study.

Participants

Since qualitative research inherently cannot be generalized, such studies are characterized with the
focus on relatively less participants and gathering detailed information (Cohen, Manion, & Morrison,
2007). In this context, this study made use of the purposive sampling method so as to obtain a rich
amount of detailed information. In this sampling type, the researcher can choose participants and places
based on his study goals (Creswell, 2012).

The study was conducted with five parents whose children are in preschool working at a state
university in the fall term of the 2014-2015 academic year. The study process was structured over the
case sampling method which is one of the purposive sampling methods and easily accessible, in that the
study required long term data collection and the researchers work at the same university where the
study is conducted. In selection of the sample, the basic criteria are that children have their own tablet
and that they play with tablet on daily basis. The sample was comprised on the basis of volunteering
with these children and their parents who meet these criteria. Ethic principals are considered in the
study, thus the participants were given nicknames. The information about participants is presented in
Table 1.

Table 1.

Information about Participants.
Children Age Gender Parents
Damla 6 Girl Meltem
Burcu 6 Girl Ahmet
Ada 5 Boy Feride
Ece 6 Girl Isilay
Bilge 6 Girl Neriman

In Table 1, all participating children who are presented with age and gender continue to pre-school
education institution. While Damla, Ada, Ece and Bilge are going to private pre-school education
institutions, Burcu continues to pre-school education institution affiliated to a public institution. Burcu,
Damla and Ece have one brother/sister, while Ada and Bilge are children who are not brothers/sisters.
None of the children in the study group had any known developmental problems.

Data Collection

The data of the study was gathered through observations of interactions between children and
tablets, the reviews of tablets and semi-structured interviews with parents. In this context, the study
made use of more than one data collection method so as to ensure validity and reliability of the scale.
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Since the study includes multiple methods, comparing and checking all the data obtained through
interviews, observations and related document analysis with each other was required (Merriam, 2015).
Data collection processes of the study is presented under the following headings:

Observations of child-tablet interactions: In qualitative research, through providing first-hand
accounts of a situation, observations facilitate collecting data which can be the source of interviews
(Merriam, 2015, p.111). Within the study context, the observations were based on two questions:
Firstly, what are the aims of children to use tablets? Which applications do they prefer and what is their
process of using the tablet? Secondly, through conducting observations with parents, the study aimed to
provide information that can be references for the interviews with parents. Observations were planned
to be made with each child one by one, but then, owing to the thought that they could feel more
relaxed when they were with their friends, kids who were friends were observed in two groups for an
hour. The practices were implemented in familiar surroundings of children where they can deal with
their tablets individually. Parents were asked to bring their children’s own tablets, and thus, reactions
inherent to the children while playing with his tablet were observed. During the observations, children
were never interfered with or directed. So as to ensure data reliability, analogous data collection reports
were prepared by the researchers (Miles & Huberman, 2015, p.277).

Review of the tablet as a document: In qualitative research, documents mean written, visual, digital
or physical records already existing before research is conducted (Merriam, 2015, p.131). Through
providing descriptive information and insight, the documents, which can be used in similar ways with
the data obtained from observations and interviews, are defined as influential sources (Creswell, 2012;
Merriam, 2015, pp. 145-147). In this study, tablets belonging to children were examined as a digital
document. An analysis form was prepared for conducting a controlled document analysis process. This
form that the content is shown in Table 2 aimed to determine the games and application in tablets, and
to reveal and analyze their contents, features and instructions.

Interviews with parents: Interviews enable researchers to obtain direct information about
participants’ opinions, experiences and feelings about an issue (Creswell, 2012; Patton, 2014). In the
study, the semi-structured interview technique, which also provides researchers with chances to ask
additional question besides their prepared questions lists, was used (Lodico, Spaulding, & Voegtle, 2006,
p.124). During interviews, parents were asked questions about child-tablet interactions in detail.
Interviews lasted about 25 minutes, and so as to minimize data loss, they were both recorded with the
permission of parents and noted manually.

Data Analysis

Qualitative data analysis is defined as a process based on primarily interpretations and includes the
organizing and summarizing of data, and presenting the results (Cohen, Manion, & Morrison, 2007). In
the study, firstly the data of the notes obtained with analysis of tablets was analyzed. Data analysis units
were accepted as application contents and existing records, and it was analyzed in accordance with the
systematic form.

The data of the study obtained from observation and interviews was analyzed with the content
analysis technique, which is one of the qualitative data analysis methods. According to Merriam (2015),
all qualitative data analyses are somehow content analysis because interviews, records and documents
are analyzed based on their contents (p. 195). Therefore, the recordings were first transcribed. To
maintain ethical standards, there was no video recording made during the study. Thus, the observation
notes taken by researchers were integrated into one form. The observation and interview data were
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coded by the researchers so as to examine in detail. These codes were categorized under similar
themes. The triangulation method, which is conducted through using multiple data sources with the aim
of ensuring validity and reliability in qualitative research, can also be practiced through including more
than one researcher in the data collection and analysis processes (Merriam, 2015, p.206). Hence, the
study data was analyzed by two researchers independently, and the findings were coded and checked as
to whether they showed adequate association between each other (Miles & Huberman, 2015, p. 278).
The data of the semi-structured interviews was coded based on considering all data rather than coding
on the basis question. According to the reliability formula of Miles and Huberman (1994)
[Reliability=agreement / agreement + disagreement], the convergent rate between the coders was
calculated as 78.00%. For codes in which researchers disagreed, the researchers worked on them
cooperatively and made a common decision. The observation data of the study was used in a supportive
manner of the interview data. The analysis results were organized and presented, and direct citations
were used to represent participants’ opinions.

Table 2.
Document Analysis of Tablets.
Examined Features The Researchers’ Assessments Assessment criteria
Application types e Games v' Games that can be downloaded through
in tablets e Videos an application center
e Photographs v’ Video applications
v Applications for taking and editing
photographs
Game typesin e Educational games v Teaching concepts supporting cognitive
tablets e Games supporting development development and presenting information
e Fungames about colors, numbers and shapes
e Adventure games v’ Supporting self-care, social, emotional,

language and motor development
v' Games with amusing, quiet and popular

content
v" Games focusing on action, winning, and
awards
Content features of e Music-sound effects v" Including music and vocal instructions
games on tablets e Effective visual content v Including attractive colors, character,
e Inappropriate context effect and sizes

¥ Including negative verbal, visual and
auditory content (risky behaviors, anti-
social behaviors and violence)

The presence of e Verbal instructions v’ Voiced instructions related to

instructions in e Written instructions application

applications e Visual instructions v" Written instructions on application
screen

v" Auditory expressions on screen

Results

The study findings were categorized under four main groups: factors influencing game selection,
concerns and precautions, reasons for tablet use and the tablet as an educational tool. In order to
summarize the study findings, the category, code and direct citation examples are presented in Table 3.
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Table 3.

Category, Code and Examples.

Category Code Example

Factors Elements of violence “I strive for him/her not to play violent games.”
influencing Gender “..generally selects games for girls.”

game selection

Sense of achievement

External effects

“When s/he succeeds in ..., s/he feels happy because
s/he can doit.”

“Upon seeing something in his friend's tablet, s/he asks
me to download it.”

Worries and
precautions

Anti-social behavior
Tablet Addiction

Harmful content

Unrealistic expectations

I”

“...if | give free reign to him, s/he may be anti-socia
“S/he has to quit when he is expected to do so, he
should not develop an addiction.”

“There are really bad things on the internet, some of
which can be controlled, but some which can’t be.”
“There is no difference between Barbie and violent
games in tablets...my child will emulate whatever is in
the game.”

Reasons for

Entertaining the child

“When | have something to do, | generally give him the

tablet use tablet."

Parental effects “We bought the tablet for us two years ago, but he has
been using it since we bought it.”

Lack of outdoor games “During the entire summer my daughter was in the
garden. It didn’t even come to her mind. But when she
sits at home, it comes to her mind...”

Tablet as an Learning English “S/he play English games, thus learns about animals,
educational objects.”
tool Hand-eye coordination “I downloaded puzzle games to improve his/her hand-

Cognitive development

eye coordination.”
“We couldn’t tell him/her not to go out of the lines while
coloring, he wasn’t paying attentions to the lines... but
on the tablet, when he clicked on an object with color,
he saw that only inside was colored.”

When Table 3 is examined, the factors influencing game selection are categorized; elements of
violence, gender, sense of achievement and external effects codes. In the category of worries and
precautions, there are anti-social behavior, tablet addiction, harmful content and unrealistic
expectations. It is seen that tablets are used as an educational tool for English learning, hand-eye
coordination, and cognitive development codes, while reasons for tablet use include entertaining the
child, parental effects and lack of outdoor games.

Factors Influencing Game Selection

Following the observations and interviews, it was concluded that children mainly prefer tablets for
playing games. Parents (n=3) indicated that their children use tablets for shooting photographs and
videos in addition to playing games, but the interview contents focused mainly on the game contents of
tablets. In coding, the factors influencing game downloads in tablets were determined to be: elements
of violence, gender, sense of achievement and external effects.
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Elements of violence: In interviews, it was seen that parents generally downloaded games to tablets.
Although they said that they considered their children's preferences, parents (n=5) had their own
criteria in choosing games to download. Their primary criteria was that games would not include
elements of violence. Some parents’ opinions concerning this coding are: “I pay special attention to
selecting games without elements of violence because he might be afraid of some games,” (Feride). “I
particularly pay attention to games not including violence or not being harmful,” (Neriman). “I strive to
make sure that she doesn't play violent games,” (Meltem).

According to the document analysis and observation results, elements of violence in children’s
tablets’ applications contradict parents’ opinions. Games using firearms, creatures known as fear factors
and sound effects signaling violence are defined as elements of violence. For example, Ada played a
game in which the player from a flying vehicle. She also played a zombie game and explained to the
researchers that she tried to stop them by covering them with leaves. Parent’s interviews also revealed
that Ada constantly played this game at home.

Gender: The common findings in the interview, observation and document analysis studies suggest
that gender is an effective factor in children’s game selection. It is also seen that parents generally
emphasize gender in games and that they mean “games for girls” when they mention genders and
games. Games geared towards girls in tablets were described as putting clothes on characters, puzzles
with doll pictures, diet, make-up, baking and coloring games. Supported by observational findings, the
common features of these games like using pink backgrounds, light music and giving instructions in a
small girl’s voice stand out.

Sense of achievement: The information the participant parents gave during interviews reveals that
children have a sense of achievement in playing tablet games. Children are observed to want to win or
pass the games they play somehow, and ask for help from parents if they cannot do this on their own.
Additionally, parents stated that they do not want children to play games which are based on winning
and losing and which they think children will not be able to win. Parents prefer games which are
appropriate for their children’s developmental level, and which provide them with a sense of
competency. Sample statements concerning this coding are:

“l am against anything she can’t complete on her own. | don’t want her to feel incompetent due to
games which are not appropriate for her age” (Isilay).

“She generally doesn’t play games that allow her to lose. For instance, in her dentistry game, there
are some problems in the patient's teeth, and she tries to fix them. When she fails, she asks for help
from me” (Neriman).

Parents explained they sometimes stretched the rules while playing with their children because they
enjoyed the game more when they felt like they were winning. Concerning this issue, a parent informed
the researchers that his child did not see flexibility in tablet games, thus he did not seem to enjoy when
he lost games.

“My child says that she didn’t enjoy playing chess on the tablet much because the rules in tablet
games are not flexible, but Burcu knows that | am showing flexibility and she becomes happy when
she wins” (Ahmet).

It was observed that children demonstrate a number of physical and verbal reactions while playing
games, and at some point, they turn into emotional reactions. However, parental opinions about this
finding are different from observation notes. Parents state that they have not noticed verbal, physical or
emotional reactions when their children win or lose in playing tablet games. They express opinions such
as:
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“Ada never shows a physical reaction. Well, she does not react upon either winning or losing. He only
plays a game commonly with his father. It’s like ‘Hey dad, it’s your turn’ or ‘it’'s my turn'” (Feride).

“She doesn’t react physically. When she loses normal games, she becomes furious, but for computer
games, | haven’t seen her acting like that, she is calm” (Meltem).

However, in observation, both parallel and contradictory findings between parents’ opinions and
observation findings were found. It is also found that children change games when they get bored due
to losing. It is observed that for children, winning is important, they feel an ambition to play a game over
and over till they win, and they become happy when they finally win and become sad, or even
sometimes furious and respond physically when they lose. In this context, during the observation it was
found that all children somehow react to the game they play. For example, Ada was observed to show
verbal reactions like “I need to win” while playing a game called Angry Birds. When her rhythm slowed
down, she was observed to make a wry face. In another game, she was again observed to react like
“...need to rack up”, “vauuuv” and “...faster, faster”. In an another example, in a game called Furit Ninja,
Damla was slicing fruit on the screen first with one finger, but as the number of fruits increased, she
started to use all five fingers on the screen. While playing this game, her sense of achievement was quite
dominant and it was reflected on her behavior. In another game in which Ece took gold and escaped
from the police, she was observed to show extreme reactions of joy with swinging her legs and body
back and forth. Upon not being chased by the police she would cry, saying “I still haven’t been caught”.
Burcu was observed to talk constantly while playing, to hide behind the tablet when she lost, and often
to use loud expressions like “Oh God, we’re losing” or “ayyy” etc. While playing, she was also observed
to touch the screen very often and forcefully to speed up the game or when she became frustrated.

External effects: In addition to factors like non-violent content, gender and sense of achievement,
there are external (environmental) factors affecting parents’ game selection. These additional factors
are defined as: children want the games they see their friends playing (n=4); children see another
game’s advertisements while downloading a game (n=2), and parents generally prefer free games (n=3).

Worries and Precautions against Tablet Use

Parents expressed in the conducted interviews that they worry about tablet games. These worries
result in their taking some precautions. In this category, these worries include anti-social behavior,
tablet addiction, harmful content and unrealistic expectations. The precautions parents have taken
against these worries are presented below.

Anti-social behaviour: Owing to the increase in the number of homes with tablets and the common
use of tablets among children, parents confess that they do worry about that their children may develop
psychological problems. All parents feel uneasy about the possibility of their children becoming anti-
social due to overuse of tablets. They think that their children might be detached from social life and
also forget cultural values, which may result in a decline in family life. The statements reflecting these
findings are given below:

“l somewhat direct him, saying things like ‘Your friends have come, don’t play with your tablet. Go
and play with them and with your toys. Actually, there are guests at home and you know, it is not
our culture to ignore guests and play alone.' Well, | want him to learn about culture, too” (Feride).

“Playing with the tablet damages her. Apart from radiation, because it is still not proven thoroughly,
she can become an anti-social child psychologically. She might experience difficulties in interacting
with her surroundings, which can result in her becoming an unhappy individual. She wouldn’t know
how to communicate; she would become a passive individual” (Isilay).
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The observation findings are also in accordance with parents’ worries about the matter. It is
observed that children, who were known to be friends and together during the observations, did not
interact with each other, and did not even, communicate when they were with their tablets. These
children were observed to be only interested in and focused on their tablets.

Tablet addiction: The participant parents are aware that their children might face addiction to
tablets. The advantageous features of tablets, according to parents, like easy transportability or rich
content of games, can also lead to addictions. A parent expressed her worry about this matter below.

“She is already a TV addict, what if she became a tablet addict; too... the tablet is also something
portable. When | bought it first, she used to play with it while going to and from school, and she is
still playing. Sometimes it never leaves her hands... but the more she plays, the more addicted she
will be” (Meltem).

“Children should have self-control. He should leave it when he has to, he should not become an
addict. If we left him alone, of course he would always play with it” (Feride).

Parents who are concerned about tablet addiction did take some precautions. Some of these
precautions were practiced as rules and limitations while others were taken without children perceiving
them. Parents who set time limitations for playing with their tablet (n=4) said that they generally
allowed them about 1 to 2 hours daily, and that had small conflicts when the time was over, as children
did not want to leave tablet. It was also stated that instead of decreasing tablet use by setting rules or
limitations, one of the other precautions taken by parents without their children’s awareness is to not
charge the tablet for some time or to hide the tablet. Parents’ statements about this issue are:

“When she plays for a long time, | limit her. | don’t want her to be addicted to it. | mean, if it passes
one hour, | intervene. Of course, she does not want to give it back at first, but then she lets it go. |
need to say it a few times” (Neriman).

“...when I tell her that she can only play one hour, she disobeys me, saying things like ‘1 was going to
do this, | haven’t finished yet’- ... She plays till the battery dies, and | don’t charge it for a long time
because she knows how to play even while its charging, so | always charge it on a hard to reach
place. | am telling her that she has to wait till the charge is done, then she forgets about it”
(Meltem).

“We haven’t allowed my daughter to play with the tablet for long time. For example, when its
battery died, | didn’t charge it. From the very beginning, | tried to prevent her from forming a tablet
habit” (Isilay).

Other precautions taken to prevent children from spending uncontrolled time with tablets, include
limiting the number of the games in the tablet by deleting them, or downloading fewer games.
Considering the interview findings, when compared with the time limitation precaution, lessening the
number of games in the tablet by deleting or downloading a limited number of games is found to result
in fewer conflicts between children and parents. Thus, these precautions are thought to prevent
conflicts between children and parents. Parents talked about the precautions they have taken:

“...if there were many games, she could play for long hours. Since there is a limited number of games
in her tablet, she does not tax me. Thus, | did not have to set rules. | am downloading fewer games,
and she is playing less” (Isilay).

“Sometimes | or his father deletes games from his tablet. Interestingly, he knows every game in the
tablet. He is asking why his father deleted them. He says that he was playing them. But we have this
kind of control, so instead of imposing a ban, we delete them surreptitiously” (Feride).

375



Melek Merve YILMAZ GENG, Ayca FiIDAN — Pegem Egitim ve Ogretim Dergisi, 7(3), 2017, 368-398

Harmful contents: The interview results show that parents are quite concerned with harmful content
on the internet. Parents who are aware of the fact that children play games or watch cartoons with
tablets, can have access to various content through commercials, worry about that it can also facilitate
children’s access to unwanted and harmful contents. Parents who realize that their children can use the
internet without any help (n=4), mentioned their various precautions so as to minimize this:

“] did not provide her with any chances to go online. There are really bad things on the internet.
Maybe some of them can be controlled, but there are also many things that can’t be and | don’t
want her to know much or deal with it” (Isilay).

“He can only surf in Google Play store, we limited him so that he wouldn’t surf on nonsense stuff. He
downloads what he likes” (Feride).

The parents of children (n=3) who watch cartoons via especially Youtube, think that their children
can access different cartoons via related videos and thus also have access to harmful content, too. The
observation findings are consistent with parents’ worries about this issue. The illiterate participant
children were observed to be able to use the internet for watching cartoons without any guidance (n=3).
It is found that children learn how to access various videos through application images and logos. One of
the spontaneous dialogues during the observations was as follows:

Burcu: “...I know where internet connection is good in our home. Only in the living room. So, | am
going there. | open Youtube, it’s already in the tablet, | can watch cartoons.”

Researcher: “Well, what are you writing for watching cartoon, how do you open it?”

Burcu: “l write nothing because the films open themselves. | clicked on white thing in the red box
and | watch films.”

Unrealistic expectations: Another important concern of parents during the interviews was that the
characters in the tablet games would result in children’s unrealistic expectations. According to that
parent, there is no difference between these games and violent games, and this situation will cause an
even more serious problem in the future. His words concerning the issue are as follows:

“I think there is no difference between Barbie and violent games in the tablet. My daughter emulates
their clothes which can be changed easily and are many in number. She keeps saying ‘I will buy this
dress, that skirt... | will make my hair like that. Yeah mom, when | grow up, | will dye my hair blonde
like Barbie, because Barbie has blonde hair.’ It is also another danger, | think. For example, she does
not look like Barbie now. In the future, she may think herself as not being beautiful, since she
doesn’t resemble Barbie. Her physique is not like Barbie’s. Even her hair or eye color... | mean, she
might emulate in the future. That’s why | kind of start to feel afraid.”

The Reasons for Tablet Use

When parents were asked how their children first came in contact with their tablet, the parents
(n=4) stated that they bought the tablet for their personal use, but then their children started to spend
time with it. This result confirms the fact that parents, who commonly mention both positive and
negative aspects of tablets, are of considerable effect on their children’s tablet use. The reasons for
children’s tablet use are categorized as entertaining the child, parental effects and lack of outdoor
games.

Entertaining the child: Parents agreed on a common reason for their children’s tablet use: tablets
entertain the child. Parents emphasize the easy transportability of tablets by stating that they make use
of tablet so as to amuse their children while they are doing their own things, and thus their children do

376



Melek Merve YILMAZ GENG, Ayca FiIDAN — Pegem Egitim ve Ogretim Dergisi, 7(3), 2017, 368-398

not get bad-tempered and they can spare some time for themselves. Through portable tablets, they
confess that they allow their children to play with it when the child is alone, they are busy or they are
unable to take care of the child. Parents’ opinions about this matter are below:

“In fact, she plays with tablet compulsorily. When | meet with friends, | am with other mothers, and
all the children there play with tablets, it makes her alone. There is nothing to do. She says she gets
bored, and if | have the tablet with me there, | generally give it to her” (Isilay).

“| generally give the tablet to her when | have something to do...mostly at weekends, when | am at
home and have a lot of stuff to do. At least, she can play till its battery dies” (Meltem).

Parental effects: The participant parents mentioned that they have bought the tablet for their own
personal or professional use (n=4), and thus their children met the tablet for the first time. This shows
that the essential factor in children’s spending time with tablet is their parent.

“A child does what you give her. If we are focusing on the tablet too much, they will do so as well.
When you watch TV, she watches. Of course, if we use the tablet, she will tend to do so” (Ahmet).

“There is also a situation like that my husband is a software developer. There are computers and
tablets in every corner of the house. We can’t hide them because it's our job. Or we should
completely shut down tablets and computers. But, unfortunately, we are not doing it” (Feride).

Lack of outdoor games: The interviews revealed that one of the reasons for children’s tablet use is
that they spend long periods of time at home, get bored and thus they prefer to play with tablets.
Parents (n=3) assert that when their children are together with their friends especially outdoors, they
prefer to play different games with friends instead of asking for the tablet.

“My daughter has a close friend. They see and play often. They play in the park. While she is playing
with her friend, there is neither the tablet nor anything else...” (Ahmet).

“Children don’t go out that often, they are all ‘apartment children’. And to some extent they watch
cartoons totally alone. They tend to play with the tablet as there is no friend to play with. During the
entire summer, my daughter was in the garden, and the tablet didn’t come to her mind. But when
she sat at home, she remembered. Thus children become addicted. Otherwise, | am sure that all
children would prefer running around outside” (lIsilay).

“Sometimes during the day, her friends offer to go to the park. She says that she is playing with the
tablet, and then she will join them. | say to her that it will be night and you won’t be able to go then,
she should go right now. And then she goes to play outside. It is a little hard to get her out, but when
she is out, the tablet is forgotten” (Meltem).

The Tablet as an Educational Tool

During the interviews, parents claimed that tablets, which can sometimes be of potential danger, can
also be used with educational aims. All of the parents underscored the importance of the way to use
tablets, and that the tablet would function in accordance with children’s directions. Although there are
variations in parents’ statements about tablets as educational tools, the general perceptions towards
tablets’ use as education tools, are categorized under three groups.

Learning English: Parents emphasized that their biggest expectation from tablets as educational
tools is to facilitate English language learning. Some parents (n=3) think that tablet applications and
games contribute to language acquisition. The applications and games in which English songs are sung
with images, and in which English meanings of objects, shapes, colors and animals are taught, are
among the preliminary preferences of parents. The opinions related to this issue are:
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“l downloaded games in English consciously. | am sure that would contribute to her English learning”
(Neriman).

“She plays games in English, and this way she learns about animals and objects in English” (Isilay).

“Sometimes he downloads games on his own. He finds the things he is interested in. For example, he
downloads English games, too” (Feride).

Hand-eye coordination: Parents, thinking that some games in tablets strengthen hand-eye
coordination, emphasized this feature of tablets as an educational instrument. During one-hour
observations, it is shown that all the children play games like jigsaw puzzle, origami, coloring etc. at least
once. The visual properties are absolutely of great importance in children’s preferring such games. In
jigsaw puzzles, various stimuli are given when child puts the piece into the right place. In such games, it
is also found that the time spent and the desire to complete the game among children are higher than
other applications. During observations of Bilge, a participant child, she mentioned about origami as her
favorite game since for her this game requires the most skills. She was observed to focus most on this
game and play it the longest (16 minutes). This game, in which the gamer is expected to put the pieces
of an picture together, requires hand-eye coordination. The participant child, Burcu, was observed to
have difficulty in putting the pieces into the right places at first, but then she continued to try, and she
managed to do succeed. She was also observed to become happy when she succeeded.

Cognitive development: Another group of tools the parents refer to is the educational use of tablets,
are memory and attention games which support cognitive development. Finding the identical one and
finding the differences between two pictures are among the game types parents accept as educational.
According to parents, apart from games including violence, all other games somehow teach something
to children, thus parents do not appraise such times as poor and unproductive. One parent says about
this issue that:

“... my daughter does not play harmful games. Or she doesn’t play unnecessary games. So, | don’t
worry about it. | think, every game contributes something to her. Because, in games she realizes that
new things can be produced out of specific mixtures. Or she learns that she should add them to the
mixture in an order. Thus, | think they are beneficial to her” (Neriman).

Discussion, Conclusion & Implementation

This study revealed that the most commonly used application by children in tablets are games. In a
study conducted by McKenney and Voogt (2010), the authors also found that the activity children spend
the most time on is playing games. This situation can be due to the developmental features of
preschoolers. Since many activities are done through playing games in preschool, the applications in
tablets are presented in game format although they seem to support various developmental fields in
children like literacy, mathematics, science and psycho-motor skills. For older age groups, there can be
alternative applications in tablets, especially for supporting academic success (Enriquez, 2010; Koparan
& Given, 2012; Romney, 2011; Zhang, Trussell, Gallegos, & Asam, 2015) but, for preschoolers, it is
generally limited to game applications as the children in this age group are illiterate and do not have
academic success responsibility.

The current study findings suggest that parents take the elements of violence, gender, sense of
achievement and external factors into consideration while selecting games to download, and that all
parents take precautions not to download a game including violence. However, this statement was not
supported with document analysis or observation results, and some games including elements of
violence and fear were found in children’s tablets. The study by Wu et al. (2014) reached similar findings
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and claimed that the digital games children played included aggressive, anti-social and risky behaviors.
Ginsberg (2001) suggests that children need family monitoring so as to remain protected from potential
harms of computer and internet use. The interviews in the study proved that parents did not have
common tablet time together and they only interacted when children had difficulty and needed help.
This result can be interpreted as that tablets, which are mostly used to entertain children, are seen as
tools with which children can spend time alone. Concerning external factors like children wanting a
game his/her friend is playing, parents sometimes have to download that game without any knowledge
about game’s content. At this point, that parents do not have adequate awareness about elements of
violence in children’s tablets and games can be associated with the fact that parents and children do not
have common time to play with the tablet together.

According to the study findings, parents worry about their children’s tablet use, which forces them
to take some precautions against it. Thus, it can be inferred that parents worry that tablet use may
result in anti-social behavior, addiction, being exposed to harmful content and unrealistic expectations.
An interesting finding was that children develop unrealistic expectations via being influenced by Barbie-
like games in tablets. In their study with children ages 5-8 Ditmar, Halliwell and Ive (2006) assert that
Barbie images influence small children and have negative effects on their body images. Cartoons, TV
programs and children books with pictures are thought to cause similar results. Apart from these,
almost unlimited features of characters and alternatives which are left up to children to choose,
reinforce the idea that “I can own this” among children. Also, children who have limitless options for
game characters but do not have such options in real life can feel dissatisfied or unhappy. A similar
comment can be made for TV programs and commercials. Thus, children presume that many things they
see on TV are real (Flavell, Green, & Flavell, 1986), and that cartoon characters’ behaviors with
superhuman powers do not correspond to real life, and that they cannot have all the products they see
on TV may disappoint children and result in unhappiness (Dogan, 2003; Torlak, 2001; Yavuzer, 1988;
Cited in: Karaca, Pekyaman, & Gliney, 2007). The games provoking a sense of achievement and winning
can be associated with children’s unrealistic expectations. Hence, in the study by Wu et al. (2014), game
contents like winning money, super powers and searching for gold are categorized under unrealistic
expectations titles. Rewards such as gold, money, candy etc., given in almost any game, are thought to
result in images in children’s mind such as that life is based on winning and losing, and there will always
be a reward following a win.

According to Holloway, Green and Livingstone (2013), children between the ages of 0 and 8 are at
risk of being exposed to harmful content due to tablets which can easily access the internet, and the
time wasted in front of a screen is to be strictly limited. In this context, the present study findings
demonstrate that the precautions taken by parents mostly focus on time limitations and blocking
harmful content, thus it is thought that there are still control deficits of presently played games’
contents. According to study results which support this finding (Funk et al., 2009; Plowman et al., 2010)
parents worried about the negative effects of technology and they think that they established the
necessary balance, but they seemed incompetent in giving parental guidance to their children. Espinosa,
Laffey, Whittaker and Sheng (2006), emphasized that technology could contribute highly to small
children's learning processes, but that it would not be enough on its own and parents were to guide
their children about how to use technology.

One of the important findings of this study is that the lack of outdoor activities is thought to be one
of the reasons for children’s tablet use. Factors such as the lack of outdoor activities stemming from the
twenty-first century lifestyle, small sizes of existing playgrounds and limitations set by families owing to
security issues, result in a decrease in time spent outside (Carver, Timperio, & Crawford, 2008; Karsten,
2005; Wridt, 2004). In this study, it is understood that when children have chances to play outside, they
prefer spending time with their friends outside, and they tend to use tablets or watch TV when they are
alone at home. A considerable amount of research has reached similar results (Anderson, Economos &
Must, 2008; Hofferth & Sandberg, 2001; Lupu, Norel, & Laurentiu, 2012; Sisson, Broyles, Baker, &
Katzmarzyk, 2010). Following the interviews with parents, it is found that today’s children spend more
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time with tablets rather than watching TV. In this context, it is thought that children who are passive
while watching TV become active, although partially, with digital technology applications (Plowman &
Stephen, 2003), thus they prefer tablets to TV, just like they prefer playing with his friend to playing with
a tablet.

It is stated that parents think that the use of digital technology would contribute to children’s
education processes. One of the basic reasons for buying such technologies is its use with educational
aims (Plowman & Stephen, 2003). In this study, parents mentioned that they download games
improving hand-eye coordination, English and cognitive development, and that in this way, tablets could
be used as an effective educational instrument. Lieberman, Bates and So (2009) underline that
applications which possess features like well-designed, open-ended and stimulating children to think,
can be effective in children’s problem solving skills, language, cognitive, hand-eye coordination and
thinking ability development, and they add that applications including drawing, coloring and music can
improve children’s creativity. In related studies, findings suggesting that tablet can be used as an
education instrument in preschool period can be found (Aronin & Floyd, 2013; Banister, 2010; Couse &
Chen, 2010; Hernandez, 2014; Kucirkova, Messer, Sheehy, & Panadero, 2014; Neumann & Neumann,
2014). Wu et al. (2014) assert that families generally make use of digital technologies with educational
goals, and the applications including empowering memory, improving hand-eye coordination and
attention development, preparation for literacy, and learning science, are preferred with this intention.
The study also revealed that parents can be said to accept tablets as educational tools in preschool
owing to the widespread use of technology at higher grades due to the FATIH Project (an initiative
project by the Turkish Ministry of National Education to deliver technological equipment to state school
across Turkey). Thus, technology which is thought to be necessary for school success in the following
years can be gained in preschool.

The observations of the study proved that children play tablet games which are acknowledged as
being used for educational aims, for a long time and with total attention. Considering the physical
factors in these games, children are reinforced with rich visual and auditory effects whenever they do
something right. In a review of related literature, it is asserted that digital games can contribute to
children’s learning processes through increasing their motivation and interest (Aronin & Floyd, 2013;
Henderson & Yeow, 2012; Mouza, 2005; Melhuish & Falloon, 2010; Peters, 2009). In light of these
findings, tablets, which are thought to have positive effects on learning when compared to traditional
methods (Banister, 2010; Cause & Chen, 2010; Enriquez, 2010), are accepted as effective educational
tools by parents owing to their increasing children’s motivation and attention spans.

In this study, parents stated that tablets would certainly contribute to their children in some way
through the applications they download. From this point of view, according to parents, every game is
not downloaded with educational aims but this does not mean that games do not support children’s
developments. In a review of related literature, there have been findings in a similar sense. According to
Subrahmanyam et al. (2000), games children play in their free time at home have positive effects on
their problem solving, spatial perception, visual skills and attention development. It is interesting that
parents are only aware of the educational function of tablets. In his study focusing on media
instruments and family-children interaction at home, Huisman (2012) suggests that via videos and
communication applications, children can learn about various cultures, animal species, countries, and
with digital photography technology, children can both take and share photos.

Considering the study results, it is found that tablets are mostly used for playing games by
preschoolers, and parents’ knowledge is generally limited to game applications in tablets. Besides the
educational games parents download, other applications like video and photography programs can be
used with educational aims. For example, following a nature trip with children, reviewing and talking
about the photographs taken during that trip can facilitate the educational use of tablets. Another result
of this study is that parents generally do not spend common time with their children and tablets, which
stems from parents’ lack of knowledge about games’ content and children’s reactions. So to
compensate, parent-child time with the tablet can be arranged and monitored.
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The results obtained from this study indicate that the tablets in early childhood often used for play.
When this finding is compared with the results of studies with different participants, it is seen that
similar results are achieved in the field. In a study by Eren (2015) investigating the opinions of secondary
school and high school students about tablet usage, the lack of gaming practices on the tablets used in
school was pointed out by the students as a negative opinion. In addition, Cetinkaya and Keser (2014), in
their work with high school and secondary school teachers and students, have found that students often
use game applications on tablets. When the results obtained from different studies are put together, it
is thought that this interest in tablet games from pre-school period can be channeled by education. As a
matter of fact, the research findings are; children enjoy learning with tablet (Tekerek, Altan, & Giinduz,
2014) and that the lessons can be processed through games (Eren, 2015). In this context, from the pre-
school period, it is possible to determine the favourite game applications frequently used by educational
subjects and suggest the integration of educational contents into them.

Considering the limited number of related studies, the potential fields of use for tablets especially at
home during the preschool period are not well known. Thus, future studies can be conducted to
determine which applications would be appropriate for children’s developmental progress, and how
they could be used effectively by families at homes. Lastly, since student's use of tablets at school is
supervised by teachers, future studies can address raising parents' awareness of supervising their
children's use of tablets outside of school.

381



Melek Merve YILMAZ GENG, Ayca FiIDAN — Pegem Egitim ve Ogretim Dergisi, 7(3), 2017, 368-398

Tiirkge Siiriim

Giris

Bulundugumuz 21. yiizyilda, ¢ocuklar siber diinyanin icine dogmakta ve dogduklari andan itibaren
dijital teknolojiler ile karsilasmaktadirlar (Akkoyunlu & Tugrul, 2002). Teknoloji alaninda yasanan hizh
gelismelerden dolayr okul 6ncesi dénem cocuklari da dahil olmak tzere pek c¢ok cocuk teknoloji
Urunlerine eskisinden daha sik maruz kalmakta olup ¢ocuklar tarafindan kullanimi giderek artan dijital
teknolojilerden birisi de tabletler olarak karsimiza ¢ikmaktadir (Bower, 2012). Tablet kullaniminin
yayginlagsmasi cesitli sebeplere dayanmakla birlikte, istenilen ortamda internete baglanabilme,
tasinabilirlik, kullanim rahathigi ve ¢ocuklar igin ilgi ¢ekici uygulamalarin bulunmasi tabletleri cazip kilan
ozellikler olarak géze carpmaktadir (Wu et al., 2014).

Dijital ekran teknolojilerinin okul 6ncesi donemde kullanimi giderek 6nem kazanmis (Parnell &
Barlett, 2012) ve arastirmacilarin dikkatini ceken énemli bir konu haline gelmistir (Vernadakis, Avgerinos,
Tsitskari, & Zachopoulou, 2005). Okul 6ncesi donemde dijital ekran kullaniminin gocuklarin gelisim
alanlari Gzerindeki etkisine yonelik yapilan ¢alismalarin farkli bulgular ortaya koydugu gérilmektedir. Bu
teknolojilerin, kullanim durumlarina gore degiskenlik gdstermekle birlikte; ¢ocuklarin dil, matematik,
gorsel zeka ve psikomotor gelisimleri lizerine olumlu; fiziksel, psikolojik ve sosyal gelisim alanlarina ise
bir takim olumsuz etkilerinin oldugunu belirten arastirma sonuglari bulunmaktadir (Jackson, Eye,
Fitzgerald, Witt & Zhao, 2011; Li, Atkins & Stanton, 2006 ; Bremer, 2005; Subrahmanyam, Kraut,
Greenfield, & Gross, 2000; Wu et al., 2014). Okul 6ncesi donem egitimi acisindan bakildiginda ise
tabletler, ¢ocuklarin 6grenme siireglerinde motivasyonlarini artiran, 6grenmeye tesvik eden, zihinlerini
mesgul tutan araglar olarak tanimlanmaktadir (An et al., 2014). Toledo ve Mattoon (2012) tarafindan
yapilan galisma, tabletlerin sinif ortaminda isbirligiyle calisma ortami sagladigini, cocuklarin yaraticiligini
ve cocuklar arasi iletisim becerilerini artirdigini ortaya koymaktadir. Yeni bir materyal olarak siniflarda
kullanilan tabletler, biyuk ve kigik gruplara 6gretmen liderliginde sunulmakta (Aronin & Floyd, 2013) ve
boylelikle tablet kullanimi okul ortaminda 6gretmen denetiminde gerceklesmektedir. Okul dncesi egitim
kurumlarinda tabletler, farkli uygulamalar araciligiyla 6grenmeyi kolaylastirici etkisi nedeniyle mifredata
entegre halde kullanilabilmektedir (Aronin & Floyd, 2013; An et al., 2014). Bu noktada, okullarda
o6gretmen kontrolli altinda, programa uygun olarak kullanilan tabletlerin iyi bir egitim araci haline
donisebilecegi soylenebilmektedir (Couse & Chen, 2010; Shifflet, Toledo, & Mattoon, 2012; McPake,
Plowman & Stephen, 2013).

Okul oncesi donem yas grubunun Ozellikleri distnildiglinde ebeveynlerin ¢ocugun yasantisi
Uzerindeki 6nemi aciktir. Bu kapsamda, okul 6ncesi donem cocuklarinin tablet kullanimlarinda etkili
faktorlerin basinda ebeveyn etkisinin geldigi belirtiimektedir (Plowman, McPake, & Stephen, 2008).
Kiglk cocuklar, dijital teknoloji kullanimi konusunda ebeveynlerini taklit ederek yeni beceriler
gelistirmektedirler. Boylelikle ebeveynlerin dogru davranis 6rneklerinin, bu araglarin ¢ocuklar tarafindan
givenli kullaniminda kritik bir rol oynadigl sonucuna ulasiimaktadir (Wu et al., 2014). Funk vd. (2009)
tarafindan yapilan arastirma sonucunda, ailelerin gocuklara dijital teknoloji kullaniminda zayif dizeyde
rehberlik ettigi ve ¢ocuklarin bu durumdan olumsuz etkilendigi belirlenmistir. Plowman, McPake ve
Stephen (2010) tarafindan yapilan calismada cocuklarin dijital teknoloji kullanimina dair riskli durumlar
saptanmis; fakat aileler ¢cocuklarinin dijital ekran teknolojileri kullanimi konusunda kaygi duymadiklarini;
clinkl gerekli 6nlemleri aldiklarina inandiklarini dile getirmislerdir. Okul 6ncesi dénem gocuklarin dijital
teknoloji kullanimi ve buna yonelik aile gérislerinin belirlenmesinin amaglandig bir ¢calismada, ailelerin
bu teknolojileri kullanma konusunda kisitlayici yaklasim benimsedikleri belirlenmis ve bu durumun
cocuklari uygunsuz medya iceriklerinden ve diger risklerden koruma sebepli oldugu yorumu yapilmistir
(Wu et al., 2014).
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Okul o6ncesi egitim kurumlarinda, 6gretmen gozetiminde kontrolli bir sekilde kullanilan tabletler,
cocuklar tarafindan okul disi pek cok ortamda denetimli veya denetimsiz olarak kullanilabilmektedir. ilgili
alan yazin incelendiginde sinif ici tablet kullanimina yonelik ¢alismalara rastlanirken; ailelerin, ¢ocuklara
okul disi ortamlarda sunulan tabletler konusundaki yonlendirme ve rehberliklerine iliskin mevcut
durumun bilinmedigi gbze ¢arpmaktadir. Bu durum dikkate alindiginda, gelisen teknolojinin sik kullanilan
bir getirisi olan tabletlerin, ¢ocuklar tarafindan kullanimi ve buna dair ebeveyn gorislerinin alinmasi,
konu ile ilgili diisince ve farkindaliklarin anlasiimasi bakimindan 6nem tasimaktadir. Bu baglamda
calismanin amaci iki temel soru kapsaminda ele alinmistir:

o Okul 6ncesi donemde gocuklarin tablet kullanim durumu nasildir?

® Okul dncesi donemde ebeveynlerin, kendi cocuklarinin tablet kullanimina yonelik gérugleri nelerdir?

Yontem
Arastirma Deseni

Okul 6ncesi donemde gocuk-tablet etkilesiminin olumlu ve olumsuz yonlerinin incelendigi bu ¢calisma
nitel bir ¢alisma olarak kurgulanmistir. Nitel arastirma, katilimcilardan dogrudan veri toplayarak
insanlarin durumlari anlamlandirmalari {izerine odaklanmaktadir (Merriam, 2015, pp. 13-15). ilgi
duyulan konu alanina yonelik mevcut galismalarin, duruma iliskin yeterli bilgi sunmadigi durumlarda,
katimcilardan daha fazla bilgi almaya gereksinim duyulabilmektedir (Creswell, 2012). Bu baglamda,
¢alisma nitel perspektifin bir Grind olan durum ¢alismasi deseninde yiritilmustir. Durum galismasi,
giincel bir olayin gercek yasam cergevesi icinde derinlemesine incelenerek birden fazla veri toplama
aracinin ise kosuldugu bir arastirma desenidir (Yin, 1984). Bu g¢alismada da, okul o6ncesi dénem
cocuklarinin tablet kullanimlari konusunda ayrintili bilgiye ulasilarak durumun biittncdl bir sekilde ortaya
konulmasi hedeflenmistir. Bu nedenle bu arastirma durum calismasi olarak ytrGtalmustar.

Calisma Grubu

Nitel arastirmalarin dogasi geregi oncelikli amag genellenebilirlik olmadigindan, bu tip ¢alismalar
nispeten az sayida katiimci Uzerine yogunlagarak detayli verilerin toplanmasina olanak tanimaktadir
(Cohen, Manion & Morrison, 2007). Bu kapsamda, durum dlzeyinde zengin bilgi saglayabilmek tzere
amacl érnekleme tercih edilmistir. Bu érneklem tiirtinde, arastirmaci ¢calismanin amacina uygun olarak
kisi ve mekan secimi yapabilmektedir (Creswell, 2012).

Arastirma, 2014-2015 6gretim yili giz doneminde bir devlet Gniversitesinde gérev yapmakta olan bes
ebeveyn ve okul dncesi ¢cagindaki ¢ocuklari ile gergeklestirilmistir. Arastirma silireci, amagli 6rnekleme
yontemlerinden kolay ulasilabilir durum o6rneklemesi Gzerine planlanmistir. Bunun sebebi; ¢alismanin
uzun sdreli veri toplama sireci gerektirmesi ve arastirmacilarin uygulamalarin yapildigi Universitede
gorev yapiyor olmasi olarak agiklanabilir. Calisma grubunun segiminde oncelikle gocuklarin kendilerine
ait tabletlerinin olmasi ve her giin tablet ile zaman gegiriyor olmalari temel 6lgit olarak belirlenmistir. Bu
kriterleri saglayan cocuklar ve ebeveynleri arasindan gonillilik esasi temel alinarak ¢alisma grubu
olusturulmustur. Bu c¢alismada, etik ilke gozetimi benimsenerek, calisma grubunu olusturan bireylere
takma isimler verilmistir. Katiimcilara ait bilgiler Tablo 1’ de sunulmustur.

Tablo 1’'de yas ve cinsiyetleri sunulan katilimci ¢ocuklarin tamami okul 6ncesi egitim kurumuna
devam etmektedir. Damla, Ada, Ece ve Bilge 6zel okul 6ncesi egitim kurumlarina gitmekte iken Burcu, bir
kamu kurumuna bagh okul 6ncesi egitim kurumuna devam etmektedir. Calisma grubuna alinan
cocuklardan Burcu, Damla ve Ece’nin birer kardesi bulunmakta, Ada ve Bilge ise kardesi olmayan
cocuklardir. Calisma grubuna alinan g¢ocuklarin hi¢ birinde bilinen herhangi bir gelisim problemi
bulunmamaktadir.
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Tablo 1.

Katihmcilara Ait Bilgiler.
Cocuklar Yas Cinsiyet Ebeveynler
Damla 6 Kiz Meltem
Burcu 6 Kiz Ahmet
Ada 5 Erkek Feride
Ece 6 Kiz Isilay
Bilge 6 Kiz Neriman

Verilerin Toplanmasi

Calisma kapsaminda veriler; cocuk-tablet etkilesimine iliskin gdzlemler, cocuklarin tabletlerinde
bulunan uygulamalarin incelenmesi ve ebeveynler ile yapilan yari yapilandirilmis gériismeler araciligiyla
toplanmistir. Bu baglamda, arastirma siirecinde gegerligin artirilmasi amaciyla birden fazla veri toplama
yontemi ise kosulmustur. Veri toplamada ¢oklu yéntemin kullanilmasi; yapilan gérismelerin, gézlemler
ve konu ile ilgili dokiiman incelemesi neticesinde elde edilen veriler ile karsilastirilarak kontrol edilmesini
icermektedir (Merriam, 2015, p. 206). Calismada, verilerin toplanmasina iliskin siiregler l¢ bashk altinda
aktarilacaktir:

Cocuk-tablet etkilesimine iliskin gézlemler: Nitel arastirmalarda gozlem, durum ile ilgili bilgileri ilk
elden alarak gorismelere kaynaklk edebilecek verilerin toplanmasini saglamaktadir (Merriam, 2015, p.
111). Calisma kapsaminda yapilan gézlemler iki temel nedene dayandiriimistir: ilk olarak gocuklarin
tabletleri ne amagla kullandiklari, hangi uygulamalari daha fazla tercih ettikleri ve tablet kullanim
siireclerini belirlemek hedeflenmistir. ikinci olarak ise gézlemlerin, ebeveynler ile yapilmasi planlanan
gorusmeler icin referans olabilecek bilgileri saglamasi amacglanmistir. Gozlemlerin her ¢ocuk ile tek tek
gerceklestirilmesi planlanmis fakat cocuklarin daha rahat olabilecekleri distincesi ile birbiri ile arkadas
olan cocuklar iki grup halinde birer saat gézlemlenmistir. Uygulamalar, her ¢cocugun bireysel olarak
tableti ile mesgul olabilecegi, yabanci olmadiklari bir ortamda gergeklestirilmistir. Ebeveynlerden
¢ocugun evde kullandigl tableti getirmesi istenmis ve boylelikle ¢cocugun asina oldugu tabletini dogal
tepkileri ile ne sekilde kullandigi gozlemlenebilmistir. Gozlem esnasinda ¢ocuklara higbir sekilde
midahale edilmemis veya yonlendirme yapilmamistir. Calisma kapsaminda givenirligin saglanabilmesi
adina veriler, arastirmacilar tarafindan olusturulmus karsilastirilabilir veri toplama tutanaklarina
kaydedilmistir (Miles & Huberman, 2015, p. 277).

Bir dokiiman olarak tabletlerin incelenmesi: Nitel arastirmalarda dokliiman; konu ile ilgili yazil,
gorsel, dijital veya fiziksel olarak arastirma dncesinde mevcut olan belgeleri temsil etmektedir (Merriam,
2015, p. 131). Betimleyici bilgi ve icgorii saglayarak, gozlem ve gorlismeden elde edilen veriler ile ayni
sekilde kullanilabilen dokiimanlar, etkili bir sekilde yararlaniimasi gereken kaynaklar olarak
belirtiimektedir (Creswell, 2012; Merriam, 2015, pp. 145-147). Bu ¢alismada, ¢ocuklara ait tabletler birer
dijital dokiiman olarak incelenmistir. Dokiiman analizi slirecinin kontrolli gerceklesmesine yonelik olarak
inceleme formu olusturulmustur. Tablo 2’de icerigi gosterilen bu form, tabletlerde yikli bulunan oyun
ve uygulamalarin; hangi tir oldugunu, iceriklerinin neler oldugunu, barindirdigl ozellikleri ve
yonergelerini inceleme ve analiz etme amaciyla olusturulmustur.

Ebeveynler ile yapilan gériismeler: Goriisme teknigi, katihmcilarin ilgili konuya yoénelik goérisleri,
deneyimleri ve duygulari hakkinda dogrudan bilgi alinmasina olanak tanir (Creswell, 2012; Patton, 2014).
Bu ¢alismada, arastirmacilarin édnceden hazirladigl soru listesi ile birlikte ek sorular sorma firsati veren
yari yapilandiriimis gorisme teknigi (Lodico, Spaulding, & Voegtle, 2006, p.124) kullaniimistir.
Gorusmelerde, ebeveynlere calismanin amacina paralel olarak tablet-cocuk etkilesimine iliskin sorular
yonlendirilerek ayrintili bilgi elde edilmesi amacglanmistir. Yaklasik 25 dakika sliren gorismeler, veri
kaybini azaltmak amaciyla, ebeveynlerin izniyle ses kaydina alinmis ve not alinarak kaydedilmistir.
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Tablo 2.
Tabletlere iliskin Dokiiman Analizi.
incelenen Ozellikler ~ Arastirmacilarin Degerlendirme Kriterleri
Degerlendirmesi
Tablette bulunan e Oyun v’ Uygulama merkezi araciligiyla indirilebilen
uygulama tirleri e Video oyunlar
e Fotograf v’ Video izleme uygulamalar
v’ Fotograf cekme ve diizenleme
uygulamalari
Tablette bulunan e Egitici oyunlar v' Biligsel gelisimi destekleyici yénde kavram
oyun tirleri o Gelisimi destekleyici oyunlar Ogretimi, renk, sayi, sekil bilgisi verme
e Eglence oyunlari v Ozbakim, sosyal ve duygusal, dil, motor
e Macera oyunlari gelisim alanlarini destekleme
v" Mesgul tutan, sakin, popiiler icerikli
oyunlar
v Hareket ve kazanma odakli, 6diil icerikli
oyunlar
Tablette bulunan o Miizik-ses efektleri v miizikli ve sesli ydnlendirme icerme
oyunlarin igerik e Gugll gorsel igerik v’ dikkat ¢ekici renk, karakter, efekt ve
ozellikleri e Olumsuz icerik boyut icerme

v Soézel, gbrsel ve isitsel boyutta olumsuz
unsur icerme (risk davranislari, antisosyal
davranislar, siddet unsurlari)

Uygulamalarin e Sozel yonerge v’ Uygulamaya ait sesli yénerge bulunmasi
yonerge icerme e Yaziliyonerge v’ Uygulama ekraninda yazili ydnerge
durumu e Gorsel yonerge belirmesi
v" Uygulama ekraninda gérsel ibareler
belirmesi

Verilerin Analizi

Nitel veri analizi; toplanan verilerin dizenlenmesi, 6zetlenmesi ve sonuglarin sunumunu igeren,
cogunlukla yorumlamaya dayal bir siire¢ olarak ifade edilmektedir (Cohen, Manion, & Morrison, 2007).
Yapilan ¢alismada, oncelikle g¢ocuklara ait tabletlerin incelenmesi ile elde edilen notlarin analizi
gerceklestirilmistir. Veri analiz birimi olarak uygulama igerikleri alinmis ve mevcut kayitlar, gelistirilen
sistematik forma paralel olarak incelenmistir.

Calismada gozlem ve goriismelerden elde edilen verilerin analizi, nitel veri analiz tekniklerinden igerik
analizi ile gergeklestirilmistir. Merriam (2015), bir anlamda tim nitel veri analizlerinin igerik analizi
oldugunu, c¢linkii goérismelerin, notlarin, dokiimanlarin icerik olarak analize tabi tutuldugunu
belirtmektedir (p.195). Bu dogrultuda Oncelikle gérismelere ait ses kayitlari yazili metin haline
donistlrilmistir. Gozlemler sirasinda etik sebeplerden dolayr video kaydi yapilamadigi igin
arastirmacilar tarafindan ayri ayri olusturulan goézlem notlari birlestirilerek tek bir form haline
getirilmistir. Elde edilen gdzlem ve gortisme verileri ayrintili bir sekilde incelenmek Uzere arastirmacilar
tarafindan kodlanmistir. Olusturulan kodlar ortak o6zeliklerine uygun olarak farkli temalar altinda
birlestirilmistir. Nitel calismalarda gecerlik ve guvenirligin gelistirilmesi icin c¢oklu veri kaynaklari
kullanilarak yapilan lggenleme, birden fazla arastirmacinin veri toplama ve analiz sireclerine dahil
olmasi ile de saglanabilmektedir (Merriam, 2015, p.206). Bu baglamda, ¢alismanin analiz siirecinde
veriler iki arastirmaci tarafindan bagimsiz olarak analiz edilmis ve elde edilen bulgularin kodlama
kontrolleri yapilarak yeterli ortaklik gésterme durumu incelenmistir (Miles & Huberman, 2015, p. 278).
Yari yapilandiriimis goriismeler sonucu elde edilen veriler igin soru bazinda degil, edinilen tim bilgiler
gdz onlne alinarak kodlama gergeklestirilmistir. Miles ve Huberman’in (1994) o6nerdigi guvenilirlik
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formulayle [Guvenilirlik= gbris birligi/(gorus birligi +gbris ayrilig)] hesaplanan kodlayicilar arasi uyusum
% 78.00 olarak bulunmustur. Goris ayrihg yasanan kodlamalar igin arastirmacilar birlikte ¢alisma yoluna
gitmis ve ortak karar alinmistir. Bu ¢alisma kapsaminda goézlemler sonucu elde edilen bilgiler, gbriisme
verilerini destekleyici nitelikte kullanilmigtir. Analiz sonuglari dizenlenerek sunulmus ve katilimcilarin
goruslerine yonelik bir gerceklik ortaya koyabilmek amaciyla goriisme verilerinin aslina sadik kalarak

dogrudan alintilara yer verilmistir.

Bulgular

Calisma bulgulari; oyun secimini etkileyen faktérler, tablet kullanimina iliskin endise ve énlemler,
tablet kullanim nedenleri ve bir egitim araci olarak tablet olmak lizere dort ana kategori bashigi olarak
toplanmistir. Calisma bulgularini 6zetlemek amaciyla kategori, kod ve dogrudan alinti érnekleri Tablo

3’te sunulmustur.

Tablo 3.

Kategori, Kod ve Ornekler.

Kategori

Kod

Ornek

Oyun segimini
etkileyen faktorler

Siddet ogeleri

“Siddet oyunu olmasin, onlarla oynamasin diye ugrasiyorum
en ¢ok.”

Cinsiyet “..genelde kiz cocuk oyunlarina yénelik oyunlar segiyor.”

Basarma duygusu  “..yapabildigi zaman mutlu oluyor, basardim diye seviniyor.”

Dis etkiler “Bir arkadasinda bir sey gérdiiyse bana o oyundan indir
diyor.”

Endise ve dnlemler  Asosyallik “..basibos birakirsam asosyal olma tehlikesi var iste.”

Bagimlihk “Birakmasi gereken zaman da birakacak bunu bagimhilik
haline getirmemesi lazim.”

Zararli igerik “Internette cok kétii seyler var. Belki denetlenebilir ama
denetlenemeyen seylerde var.”

Gergek “Tabletlerdeki Barbie’lerin de siddet oyunlarindan bir farki

olamayacak yok... Onlarin sik degisebilen, giydirdigi kiyafetlerine

beklentiler 6zeniyor.”

Tabletin kullanim
nedenleri

Cocugu mesgul
tutma
Ebeveyn etkisi

Acik hava
oyunlarindan
yoksunluk

“Isim oldugunda veriyorum genelde tableti... Hani bende
evdeyim is yapmam lazim”

“Tableti 2 sene énce kendimiz icin almistik. Biz aldigimizdan
beri o da oynuyor”

“Blitiin yaz kizim bahgedeydi aklina bile gelmedi tablet. Evde
oturunca tablet geliyor aklina...”

Bir egitim araci
olarak tablet

ingilizce 6grenme

El-goz
koordinasyonu
Bilissel gelisim

“Ingilizce oyunlar oynuyor, hayvanlari nesneleri 6greniyor bu
sekilde.”

“Puzzle, yiikledim el-g6z koordinasyonu gelistirecek
oyunlar...”

“Boyamayi anlatamiyorduk, sinirlara dikkat etmiyordu... Ama
tablet ile boyamada tiklayinca... Sadece sinirlarin boyandigini
gordi.”

Tablo 3 incelendiginde, oyun secimini etkileyen faktorler kategorisinin; siddet 6geleri, cinsiyet

basarma duygusu ve dis etkiler kodlari tarafindan olustugu gorilmektedir. Endise ve Onlemler
kategorisinde ise asosyallik, bagimlilik, zararli igerik ve gercek olmayan beklentiler kodlari yer almaktadir.
Tabletin kullanim nedenleri ebeveynler tarafindan ¢ocugu mesgul tutma, ebeveyn etkisi ve agik hava
oyunlarindan yoksunluk olarak belirlenirken egitim araci olarak tablet kategorisinin ingilizce 6grenme, el-
g0z koordinasyonu ve bilissel gelisim kodlarini icerdigi goriilmektedir.
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Oyun Secimini Etkileyen Faktorler

Gozlemler ve yapilan gorismeler neticesinde ¢ocuklarin tabletleri cogunlukla oyun oynama amach
tercih ettikleri gériilmustir. Ebeveynler (n=3) gocuklarin tabletleri fotograf ve video ¢ekmek amaciyla da
kullandiklarini belirtmigler; fakat gorisme igerikleri tabletlerdeki oyunlara odakli olmustur. Yapilan
kodlamalar ile tabletlere oyun yikleme sirecini etkileyen faktorler: Siddet 6geleri, cinsiyet, basarma
duygusu ve cevre etkisi olarak belirlenmistir.

Siddet ogeleri: Yapilan gorismelerde ebeveynler c¢ogunlukla tabletlere oyunlari kendilerinin
yukledigini belirtmiglerdir. Oyun se¢imi konusunda gocuklarin isteklerini gz 6niine almakla birlikte kendi
kriterlerinin oldugunu belirten ebeveynlerin (n=5) 6ncelikle dikkat ettikleri hususun oyunlarin siddet
unsuru icermemesi oldugu gorilmustir. Yapilan bu kodlamayi érnekleyen bazi ebeveyn goérisleri su
sekildedir:

“Oyunlarin siddet icerikli olmamasina 6zellikle dikkat ediyorum. Clinki bazi oyunlardan korkabiliyor.”
(Feride).

“Oyunlarin zararli olmamasina, siddet icermemesine o6zellikle dikkat ediyorum.” (Neriman). “Siddet
oyunu olmasin, onlarla oynamasin diye ugrasiyorum en ¢ok.” (Meltem).

Dokliman analizi ve gbzlem sonuglarinda ise ebeveyn goéruslerinin aksine ¢ocuklarin tabletlerinde
bulunan uygulamalarda siddet unsurlarina rastlanmistir. Ategli silahlarin kullanildigi oyunlar, korku
unsuru olarak bilinen gibi canlilar, siddet animsatan ses efektleri tabletlerde yer alan siddet unsurlari
olarak belirlenmistir. Ornegin; Ada ugan bir tasittan, asagi dogru ates edilen bir oyun oynamistir. Bundan
farkh olarak bir zombi oyunu oynamis ve bu oyun hakkinda arastirmacilara ayrintili bilgi vererek
zombilerin Ustline yaprak kapattigini ve bdylelikle onlari engellemeye calistigini sdylemistir. Yapilan
ebeveyn gorismelerinde Ada’nin evde de sirekli bu oyunu severek oynadigi belirtilmistir.

Cinsiyet: Yapilan goriisme, gézlem ve dokiiman analizi calismalarinda ortak olarak, ¢cocuklar icin oyun
se¢iminde cinsiyet faktoriiniin de etkili oldugu gorilmustir. Ebeveynlerin, oyunlarda cinsiyet vurgusuna
degindikleri ve cinsiyet oyunlari olarak belirttikleri oyun tabirinin daha ¢ok kiz ¢ocuklarinin oynadigi
oyunlar icin kullanildigi dikkat cekmistir. Kiz cocuklarin tabletlerinde kiyafet giydirme, oyuncak bebek
resimli yap-boz, besleme, makyaj yapma, kek-pasta pisirme, boyama oyunlarinin yer aldigi belirlenmistir.
Gozlem bulgular ile desteklediginde, bu oyunlarin ortak 6zellikleri olarak; arka plan renginde siklikla
pembe kullaniimasi, neseli bir mizigin oyuna eslik etmesi ve kigiuk bir kiz ¢ocugu sesi ile
yonlendirmelerin yapilmasi gbze carpmaktadir.

Basarma duygusu: Katilimci ebeveynlerle yapilan goriismelerde alinan bilgiler cocuklarin tablette
oynadiklari oyunlarda basari elde etme istekleri oldugunu ortaya koymaktadir. Cocuklarin oynadiklari
oyunlari bir sekilde ge¢mek-kazanmak istedikleri, bunu kendileri yapamama durumunda ise
ebeveynlerinden yardim istedikleri  belirtilmistir.  Ayni  zamanda ebeveynler, c¢ocuklarinin
kazanamayacaklarini disiindiikleri, sadece kazanma- kaybetme (zerine kurulu oyunlari oynamalarini
uygun bulmadiklarini; gcocuklarinin gelisim seviyesine uygun, yeterlilik duygusu saglayabilecek oyunlar
tercih ettiklerini belirtmislerdir. Yapilan bu kodlama ile ilgili 6rnek ifadeler su sekildedir:

“Ben beceremeyecegi seylere de karsiyim. Yasinin oyunu olmayinca yetersizlik duygusu yasamasini
istemiyorum.” (Isilay).

“Genelde kaybetmeli oyunlar oynamiyor. Mesela disci oyununda diste bazi problemler var; onlari
diizeltmeye yonelik adimlar gosteriliyor. Orada basarisiz oldugu durumlarda benden yardim istiyor.”
(Neriman).
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Ebeveynler, cocuklari ile oyun oynarken, kurallarda kiglik esnemeler yaptiklarini belirtip, bunun
sonucunda kazanma duygusunu tadan ¢ocugun oyundan daha ¢ok zevk aldigini ifade etmislerdir. Bu
konu hakkinda bir ebeveyn cocuklarin tablette ayni esneklik ile karsilasmadigini ve ¢ocugun oyunu
kazanamadigi durumda ise o oyundan zevk almadigini belirtmistir:

“Kendisi tablette satran¢ oynarken cok fazla zevk almadigini soyliyor. Clinki tabletteki kurallar
esneklik gostermiyor fakat Burcu benim esneklik gosterdigimi biliyor ve kazaninca mutlu oluyor.”
(Ahmet).

Gozlemler sirasinda ¢ocuklarin oyun oynarken bir takim fiziksel ve s6zel tepkilerde bulunduklari hatta
bunlarin bazi noktalarda duygusal tepkilere donustigl gorilmustir. Konu ile ilgili ailelerin diistinceleri
gozlem notlarindan farklilagsmaktadir. Ebeveynler c¢ocuklarinin tabletle oynarken kazanma veya
kaybetme durumlarinda sozel, fiziksel veya duygusal tepkileriyle karsilasmadiklarini su sekilde
belirtmislerdir:

“Ada hig fiziksel bir tepki vermez 6yle. Hani kaybedince, kazaninca tepki gostermiyor. Sadece
babaslyla bir oyunu paslasarak oynuyorlar: “Hadi baba sira sende, sira bende gibi.” (Feride). “Fiziksel
tepki géstermez oyun oynarken. Normal oyunlarda kaybedince hirs yapiyor ama bilgisayarla hig oyle
¢ok sey yaptigini gormedim, sakindir” (Meltem).

Yapilan gozlemlerde ise ebeveyn gorisleri ile paralel ve gelisen bulgular elde edilmistir. Cocuklarin
oyun gegislerinin, cogunlukla basarisiz olduklarinda sikilarak gergeklestigi belirlenmistir. Onlar igin
oynadiklari oyunlari kazanmanin 6nemli oldugu, bir oyun ile inatlasip onu kazanana kadar ayni oyunu
oynamalari, kazaninca sevindikleri, kaybettikleri zaman ise tzlldukleri hatta bazen sinirlendikleri ve bu
sinirlerini fiziksel olarak yansittiklari gorilmistlr. Fakat yapilan goézlemler sirasinda tiim cocuklarin
oynadiklari oyuna karsi bir sekilde tepkide bulunduklari gériilmistir. Ada’nin Angry Birds adinda bir
oyunu oynarken “kazanmam gerek” gibi sesli tepkiler verdigi, ritminin distigli zamanlarda ise
hosnutsuzlugunu ifade edercesine ylzini eksittigi, baska bir oyunda “puan toplamam lazim”,
“vauuuv”, “biraz daha hizli” seklinde sesli tepkiler verdigi gézlem notlarina yansimigtir. Damla’nin ise
Fruit Ninja adl oyunu oynarken ilk basta tek parmagiyla ekranda meyveleri keserken, meyve sayisi
arttikca bes parmagini birden ekranda hizlica gezdirmeye basladigl, bu oyunu oynarken de basarma
isteginin oldukca 6n planda oldugu ve hareketlerine yansidigi goralmustir. Ece’nin altinlan toplayarak
polisten kactigl bir oyunda, siire arttiginda sevindigi, ayaklarini sallayip 6éne-arkaya dogru egilip kalkarak
“ben hala yakalanmadim, kazaniyorum” seklinde asiri sevingle verdigi tepkiler gozlemlenmistir.
Burcu’nun oyun oynarken siirekli konustugu, oyun kaybedince tabletle yliziinii kapatma gibi eylemlerde
bulundugu, “Allah kaybettik, ayy” gibi ifadeleri siklikla ve ylksek sesle kullandigi géze ¢arpmistir. Oyun
oynarken ayrica tablete ¢ok asiri parmak darbeleriyle dokundugu, bu sert darbeleri ise oyunu kazanmak
icin hizlanmasi gerektiginde veya sinirlendiginde yaptigi gozlemlenmistir.

Dis etkiler: Siddet unsurlari icermeme, cinsiyet ve basarma duygusunu tadabilme faktorlerine ek
olarak, ebeveynlerin oyun sec¢imini etkileyen cevresel dis etmenler oldugu gorilmiustir. Cocuklarin
arkadaslarinda gordiikleri oyunlari istemeleri (n=4), bir oyun oynarken veya indirilirken ¢ikan baska bir
oyunun reklaminin etkili olmasi (n=2) ve ayrica genellikle lcretsiz oyunlarin tercih edilmesi (n=3)
tabletlere oyun yilikleme siirecinde etkili olan faktorler olarak belirtilmistir.

Tablet Kullanimina iliskin Endise ve Onlemler

Ebeveynlerle yapilan gériismeler neticesinde ebeveynlerin tabletler konusunda endiselerinin oldugu
fark edilmistir. Ebeveynlerin tasidiklari bu endiselerin, onlari bir takim 6énlemler almaya yonlendirdigine
dair goruslere ulasiimistir. Bu kategoride, duyulan endiseler asosyallik, bagimlilik, zararl icerik ve gercek
olamayacak beklentilere kapilma olarak kodlanmis ve ebeveynlerin aldiklari dnlemler aktariimistir.
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Asosyallik: Tablet sahibi olan hane sayisinin giderek artmasi, ¢cocuklar arasinda tablet kullaniminin
yayginlagsmasi nedeniyle aileler ¢ocuklarinin psikolojik problemler yasamasindan endiseli olduklarini
ifade etmiglerdir. Tim ebeveynler, doz asimi tablet kullanimi sonucu gocuklarinin asosyal olmasindan
tedirginlik duyduklarini, tablet kullaniminin ¢ocuklari sosyal hayattan kopardigini ve ayrica kiltirel
degerleri unutturdugunu, aile paylasimlarini azalttigini belirtmislerdir. Bu bulguyu yansitan ifadeler su
sekildedir:

“Ben biraz yonlendiriyorum arkadaslarin geldi tabletle oynama biraz oyuncaklarinla oyna diye. Eve
misafir gelmis hani kiltirimizde var midir misafirimizle ilgilenmeme kendi basina oynama? Hani
birazda kultirimuzi de 6grensin.” (Feride).

“Cocugun tabletle oynamasi ona zarar verir. Radyasyonu gectim, ¢linkii o ¢ok kanitlanmis bir sey

degil ama psikolojik olarak asosyal bir cocuk olur. Cevresiyle iliski kurmakta zorlanir. Cevresiyle iliski

kuramayinca mutsuz bir birey olur. iliski kurmanin nasil bir sey oldugunu bilmez, pasif bir birey olur.”

(Isilay).

Yapilan gozlemler sonucu elde edilen bulgular ailelerin bu konu ile ilgili endiselerini dogrular
niteliktedir. Goézlemler sirasinda bir arada bulunan ve arkadaslik iliskileri oldugu bilinen ¢ocuklarin,
ortamda tablet oldugunda etkilesimde bulunmadiklari, diyalog dahi kurmadiklari, her ¢cocugun sadece
kendi tabletiyle ilgilendigi ve tamamen tablete odaklandiklari gérialmustir.

Tablet bagimliligi: Katihmci ebeveynler, tabletlerin bagimhlik yaratma durumuyla ¢ocuklarinin karsi
karsiya olabilecegi konusunda farkindalk sahibidirler. Ebeveynlerin bir avantaj olarak duistndukleri
tabletin kolay tasinabilirligi, oyun segeneginin fazla olusu gibi 6zelliklerin bu noktada bagimllik endisesi
yarattigi gérilmistir. Bir ebeveyn konuya yonelik endisesini su sekilde belirtmistir:

“Zaten televizyon bagimlisi, bir de tablet bagimlisi olursa... Tablet ayrica tasinabilir bir sey. ilk
aldigimda okula gelirken okuldan dénerken arabada bile oynuyordu, hala oynuyor. Bazen tableti terk
etmiyor... ama ne kadar c¢ok oynarsa o kadar bagimli olacak” (Meltem). “Kendi otokontrolini
saglamasi gerekiyor c¢ocugun. Birakmasi gereken zaman da birakacak bunu bagimlilik haline
getirmemesi lazim. Biraksak sirekli oynar tabi ki.” (Feride).

Tabletin bagimlilik yaratabilecek 6zelliklerinin farkinda olan ebeveynler olasi bagimhlik durumunun
online gecebilmek amaciyla bir takim dnlemler aldiklarini belirtmistir. Bu 6nlemlerin bir kismi kendisini
kural ve kisitlamalar olarak gosterirken bir kismi g¢ocuga sezdiriimeden alinan tedbirler olarak
belirlenmistir. Tabletle oynama konusunda zaman sinirlamasi koyan ebeveynler (n=4), cocuklarina giinde
ortalama 1-2 saat tabletle oynama izni verdiklerini, bu slirenin sonunda ¢ocuklardan tableti birakmalari
istendiginde ise ebeveynleriyle kigik catismalar yasadiklarini belirtmistir. Tabletle oynama siresini kural
veya kisitlamalarla azaltmak yerine, ¢ocuga hissettirmeden alinan énlemlerden biri sarji biten tabletin
tekrar sarj edilmemesi veya tabletin saklanmasi olarak belirtiimektedir. Ebeveynlerin bu duruma yénelik
ifadeleri su sekildedir:

“Cok oynadigl zaman ben kisithyorum. Ona bagimh kalmasini istemiyorum. Yani 1 saati geciyorsa
falan midahale ediyorum. Tabi 6nce vermek istemiyor. Sonra birakiyor. Birka¢ kere sdylemek
gerekiyor.” (Neriman). “...hani bir saat oynayabilirsin dedigimde benle ¢ekisiyor -onu da yapacaktim,
ben bitirmedim ama- diyor... Sarji bitirene kadar oynuyor sonra epey bir sarj etmiyorum ¢linki sarj
ederken de oynamayi biliyor ama iste sarji hep yiksek bir yerlerde yapiyorum. Sarj etmek lazim
beklemek zorundasin diyorum ama sonra unutuyor.” (Meltem). “Tableti ¢ok fazla siire vermedik.
Mesela sarji bitince 6zellikle sarj etmedim. O aliskanligi kazandirmamaya calistim en bastan. ” (Isilay).

Cocugun tabletle kontrolsliz zaman gecirmesini 6nleyebilmek adina alinan diger dnlemler tabletteki
oyunlarin ebeveynler tarafindan zamanla silinmesi veya az sayida oyun yiklenmesidir. Zaman kisitlama
onlemi ile kiyaslandiginda, tabletteki fazla oyunlari silen veya sinirl sayida oyun yikleyen ebeveynlerle
yapilan goérismelerde herhangi bir catisma ifadesi ge¢gmemistir. Bu da alinan bu 6nlemin, tablet
konusunda ebeveyn-gocuk ¢atismasinin éniine gegebilecegini dislindlirmektedir. Ebeveynler aldiklari bu
tedbirleri su sekilde ifade etmistir:
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“...cok cesit oyun olsa saatlerce durabilir. Tabletinde ¢ok oyun olmadigi icin beni zorlamiyor. Bundan
dolayr da kural koymak zorunda kalmadim hig. Ben az oyun yukliyorum o da daha az oynuyor.”
(Islay). “Zaman zamanda babasi oyun siliyor tabletten. isin ilging tarafi da tabletteki her oyunu
biliyor. Bunlari niye sildin diyor babasina. Ben onlari oynuyordum diyor. Ama &yle bir kontroliimiiz
var dyle bir yasak koymaktansa bakiyoruz caktirmadan siliyoruz.” (Feride).

Zararli igerikler: Yapilan gérismeler, ebeveynlerin internet ortamindaki zararli icerikler konusunda
kaygi duyduklarini ortaya c¢ikarmistir. Tabletle oyun oynayan veya cizgi film izleyen ¢ocuklarin ¢ikan
reklamlar aracihgiyla farkh igeriklere ulasabilecegini fark eden ebeveynler bu durumun istenmeyen
iceriklere ulasmayi kolaylastirabilecegi noktasinda endise duymaktadirlar. Cocuklarinin yardimsiz bir
sekilde internete girebildigini fark eden ebeveynler (n=4) bunu en zararsiz hale getirebilmek adina gesitli
onlemler aldiklarini belirtmislerdir:

“Firsat vermedim internet kullanmasina. internette cok kétii seyler var. Belki denetlenebilir ama
denetlenemeyen seylerde var. Cokta fazla bilsin kurcalasin istemiyorum.” (lsilay). “Google’in o
Playstore’una girer, biz onu sinirlandirdik hani béyle abuk sabuk seylere girmesin diye. Begendiklerini
indiriyor.” (Feride).

Ozellikle Youtube araciligiyla gizgi film izleyen ¢ocuklarin ebeveynleri(n=3), ekranin sag tarafinda akan
videolardan gocuklarin farkli gizgi filmlere ulasabildiklerini ve boylelikle zararh olabilecek igeriklere de
ulasilabilecegini disiinmektedirler. Gozlem siirecinde, ebeveynlerin ¢ocuklarin interneti kullanabilme
kabiliyetleri araciligiyla her tirlt icerik ile karsilasabilecekleri disiincesini destekleyici bulgular elde
edilmistir. Okuma yazma bilmeyen katilimci ¢ocuklarin, yénlendirmeye gerek duymaksizin internete
girerek istedigi cizgi filmi izleyebildigi gorulmustir (n=3). Cocuklarin farkli videolara kolaylikla ulasabildigi
ve bunu nasil yapacaklarini da uygulamalarin gorselleri ve logolari sayesinde akillarinda tutabildikleri
belirlenmistir. Streg sirasinda kendiliginden gelisen bir diyalog su sekildedir:

Burcu: “..bizim evde internetin nerede c¢ektigini biliyorum. Bir tek salonda. Ben de o odaya
gidiyorum, Youtube’u aglyorum, tablette var zaten, ¢izgi film izleyebiliyorum.”

Arastirmaci: “Peki ¢izgi film izlemek icin ne yaziyorsun, nasil aglyorsun?”

Burcu: “Hi¢bir sey yazmiyorum c¢linki filmler agiliyor hemen. Kirmizi bir kutunun iginde beyaz sey
olan simgeye tikliyoruz ve film izliyoruuz”

Gergekdisi beklentilere kapilma: Yapilan goriismelerde bir ebeveyn tarafindan dile getirilen ve
onemli gorilen bir diger endise ise, tabletlerdeki oyun karakterlerinin gocuklarin gercekdisi beklentilere
kapilmasina yol acabilecegi distincesidir. Bu oyunlari siddet oyunlarindan farksiz olarak goéren ebeveyn,
bu durumun ileride daha biyik bazi sorunlara yol agacagini diisinmekte ve bu dislincelerini su sekilde
aktarmaktadir:

“Tabletlerdeki Barbie’lerin de siddet oyunlarindan bir farki yok onu goriiyorum. Onlarin sik
degisebilen, giydirdigi kiyafetlerine 6zeniyor. O etekten alacagim, o elbiseden alacagim, sagimi boyle
yapacagim. iste anne diyor ben de sagcimi biyiidiglim zaman sariya boyayacagim. Neden ¢iinkii
Barbie’ninki dyle diyor. O da bir tehlike bence. Simdi mesela kendisi Barbie’ye benzemiyor. ilerde
kendisi Barbie’ye benzemedigi icin glizel olmadigini diistinebilir. Fizigi de benzemiyor. Yiizii de saglari
da g6z rengi de. Yani o agidan biraz 6zentiligi icinde kalacak. Korkmaya basladim”.

Tabletin Kullanim Nedenleri

Cocuklarin tablet ile nasil tanistigl soruldugunda; ebeveynler (n=4) aslinda kendi kisisel kullanimlari
icin aldiklarini ve ¢ocuklarin bu sekilde tablet ile zaman gegirmeye basladigini belirtmislerdir. Bu sonug,
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tabletin olumlu oldugu kadar olumsuz yanlarindan da siklikla s6z eden ebeveynlerin, ¢ocuklarin tablet
kullanimlarinda biyik etken olduklarini gostermektedir. Cocuklarin tablet kullanimina iliskin nedenler;
mesgul tutma, ebeveyn etkisi ve agik hava oyunlarindan yoksunluk olarak gruplanmistir.

Cocugu mesgul tutma: Ebeveynler cocuklarin neden tabletle vakit gegirdikleri konusunda ortak bir
gerekcede bulusmuslardir: Cocuklari mesgul tutmak. Tabletleri ¢ocuklarini oyalamak ve kisisel isleri ile
ilgilenirken ¢ocugun vakit gecirmesi amaciyla kullandiklarini ifade eden ebeveynler boylelikle ¢ocuklar
huzursuzlasmadan kendi islerine vakit ayirabildiklerini belirterek, bu noktada tabletin kolay tasinabilirlik
avantajini vurgulamislardir. Boylelikle her an yanlarinda tasiyabildiklerini Ailelerin g¢ocuk yalniz
kaldiginda, kendileri mesgul oldugunda veya cocuklariyla ilgilenemediklerinde ¢ocugu mesgul tutmak
amaclyla tabletle oynamasina izin verdikleri belirlenmistir. Ebeveynler bu konu ile ilgili diisiincelerini su
sekilde aktarmistir:

“Aslinda tabletle mecburiyetten oynuyor. Bir arkadas toplantisinda biz annelerleyiz, ¢ocuklardan da
herkes tabletle oynuyor tek basina kaliyor. Yapacak bir sey yok. Canim sikildi diyor yanimizda tablet
varsa o da tableti aciyor.” (Isilay). “isim oldugunda veriyorum genelde tableti... Daha ¢ok hafta sonlari
hani bende evdeyim is yapmam lazim o zaman. Sarjini bitirene kadar oynayabiliyor en azindan.”
(Meltem).

Ebeveyn etkisi: Katihmci ebeveynler (n=4) tableti kendi mesleki islerini halletmek veya kisisel
kullanim amaciyla aldiklarini, gocuklarin da tabletle bu sekilde tanistigini belirtmislerdir. Bu da ¢ocuklarin
tabletle vakit gecirmesindeki esas unsurun ebeveynler oldugunu géstermektedir.

“Cocuga ne sunarsaniz ¢cocuk da onu yapiyor. Biz tabletle cok fazla hasir nesir olsak o da yapar. Sen
televizyona bakinca o da bakiyor. Biz tabletle ugrassak o da tabii ki tablete egilecektir.” (Ahmet). “Bir
de soyle bir durum var esim yazilimci yani programci. Evin her kdsesinde bilgisayar ve tablet var.
Kaginilmaz bir sekilde saklayamiyoruz. Ciinkii isimiz bunu gerektiriyor. Ya tamamen ailecek
kapatmamiz lazim tableti ve bilgisayari... Onu da maalesef yapamiyoruz.” (Feride).

Acik hava oyunlarindan yoksunluk: Yapilan gortismelerde, cocuklarin tablete yonelme sebeplerinden
biri olarak ¢ocuklarin uzun siire evde zaman gegirmeleri neticesinde sikilarak tabletle oynamay: tercih
etmeleri gosterilmistir. Ebeveynler (n=3) ¢ocuklarin arkadaslariyla birlikte 6zellikle agik alanda bir arada
olduklarinda, tabletle oynamak yerine arkadaslariyla birlikte farkli oyunlar oynadiklarini, tabletle vakit
gecirmeyi tercih etmediklerini belirtmislerdir.

“Bir arkadas! var yakin onunla sik goristyor oyun oynuyorlar. Onunla lojmanda parkta oynuyorlar.
Onunla birlikte disarida oynarken ne bilgisayar ne de tablet...” (Ahmet). “Cocuklar ¢ok fazla disari
cikamiyorlar hepsi apartman ¢ocugu, evde tek baslarina da ¢izgi film izlemek bir yere kadar, arkadas
olmadig icin oyuna yoneliyorlar. Bitlin yaz kizim bahgedeydi aklina bile gelmedi tablet. Evde
oturunca tablet geliyor aklina, sonra da bagimhlik oluyor. Yoksa eminim hepsi disarida kosmayi tercih
edecek.” (Isilay).“Bazen giindiiz parka gidelim diyor arkadaslari. Tabletle oynuyorum sonra gidecegim
dediginde karanlk olacak sonra gidemeyeceksin tercih et diyorum, neyse gelince oynarim deyip
gidiyor yani. Disari ¢ikana kadar zorlugu var ciktiktan sonra tablet mablet hikaye. Ciktiktan sonra bu
sefer geri sokamiyorum yani.” (Meltem)

Bir Egitim Araci Olarak Tablet

Yapilan gorismelerde, ebeveynlere gore kimi zaman bir tehlikeye dénilisebilme potansiyeli tasiyan
tabletin, egitim araci olarak kullanilmasinin da mimkin oldugu belirtilmistir. Ebeveynlerin hepsi tabletin
nasil  kullanildiginin  6nemli oldugunu, c¢ocuk nasil yonlendirilirse tabletin o islevi gorecegini
belirtmislerdir. Egitim araci olarak nasil kullanilabilecegi algisi ebeveynler icin gesitlilik gdstermekle
birlikte genel ifadeler ¢ grupta toplanmistir.
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ingilizce 6grenme: Egitim araci olarak, ebeveynlerin tabletten en biyiik beklentisi ingilizce
O6grenimini kolaylastirma islevi olarak ifade edilmistir. Ebeveynler (n=3) tablet uygulamalarinin ve
oyunlarin dil edinimi konusunda yarar saglayacagi gériisiindedirler. ingilizce sarkilarin gérsel destek ile
sunuldugu, nesnelerin, sekillerin, renklerin, hayvanlarin ingilizce karsiliklarinin oyunlastirilarak égretildigi
uygulamalar anne-babalarin ilk tercihleri arasinda yer almaktadir. Bu konuya yonelik gorisler su sekilde
ifade edilmistir:

“Ben kendim ingilizce oyunlar yiikledim bilingli olarak. ingilizce 6grenmesinde mutlaka faydali olur.”
(Neriman). “ingilizce oyunlar oynuyor, hayvanlari nesneleri égreniyor bu sekilde.” (Isilay) “Oyunlari
bazen kendisi indiriyor. Kendisi ilgisini ceken seyleri buluyor mesela ingilizce dgrenecegi seyleri de
indiriyor.” (Feride).

El-g6z koordinasyonunu gelistirme: Tablette bulunan bazi oyunlarin el- géz koordinasyonunu
giclendirdigini diisiinen ebeveynler tablet uygulama ve oyunlarinin bu yéniiniin egitim araci olarak
kullanilabilecegini vurgulamislardir. Ortalama bir saat stiren gézlemlerde, ¢ocuklarin hepsinin mutlaka
bir kez yap-boz, origami, boyama yapma gibi oyunlari eglenerek oynadigi belirlenmistir. Bu tiir oyunlarin
cocuklar tarafindan tercih edilmesinde siiphesiz oyunlarin gorsel nitelikleri blyiik 6nem tasimaktadir.
Yap-boz oyunlarinda, olusturulacak butiiniin popiler karakterlerin resimlerinden segilmis olmasi, her
dogru parga yerlestirildiginde ¢ikan mizik sesleri, renkli yonlendirmeler gocuklarin ilgisini cezbeden
ayrintilar olarak géze carpmistir. Bu tlr oyunlarda gocuklarin oynama suresinin daha yiiksek oldugu,
oyunu tamamlayabilmek icin devamlilik gosterdikleri gozlemlenmistir. Katilimci ¢ocuklardan Bilge ile
gerceklestirilen gozlemlerde, oynadigl oyunlar igerisinde en fazla beceri gerektiren oyunun origami
oldugu dusunilmektedir. Dikkatini en ¢ok bu oyunda yogunlastirdigl ve en uzun siire (16 dk.) bu oyunu
oynadigl belirlenmistir. Verilen seklin pargalarini, seklin taslagina dogru olarak yerlestirmeyi gerektiren
bu oyun, el-gdz koordinasyonu gerektirmektedir. ilk sekillerde, pargalari denk getirmekte biraz zorlanmis
fakat denemeye devam etmis, sonrakilerde daha az caba gostererek sekli yerlestirmeyi basardigi ve
basardikga mutlu oldugu gozlemlenmistir.

Bilissel gelisimi destekleme: Ebeveynlerin egitim amacli tablet kullanimina dahil ettikleri bir diger
grup ise bilissel gelisimi destekleyen hafiza ve dikkat oyunlaridir. Esini bulma oyunlari, iki resim
arasindaki farklari bulma oyunlari ebeveynlerin egitici olarak niteledikleri oyun tlrleri arasindadir.
Ebeveynler (n=3), siddet iceren oyunlar gibi zararli olarak adlandirmadiklari tim oyunlarin ¢ocuklara
mutlaka bir seyler 6grettigini belirterek bu zamanlari verimsiz olarak adlandirmadiklarini ifade
etmislerdir. Bir ebeveyn bu gorisiini su sekilde dile getirmistir:

“...zararli oyun oynamiyor. O ylizden endisem yok. Ya da gereksiz oyun oynamiyor. Ona her oyunun
bir seyler kattigini dislinllyorum. Yemek oyununun bile bir seyler kattigini diistiniyorum. Clnku belli
bir karisimdan yeni bir seyler yapildigini fark ediyor. Sirayla katilmasi gerektigini fark ediyor. O ylizden
yararh oldugunu disiniyorum.” (Neriman).

Tartisma, Sonug ve Oneriler

Yapilan ¢alismada, tabletlerde en fazla bulunan ve gocuklar tarafindan en sik kullanilan uygulamanin
oyunlar oldugu goérilmistir. McKenney ve Voogt (2010) tarafindan yapilan arastirmada da g¢ocuklarin
bilgisayar ile en fazla gerceklestirdikleri aktivitenin oyun oynamak oldugu belirlenmistir. Bu durumun
okul o6ncesi dénem cocugunun gelisimsel o6zelliklerinden kaynaklandigi séylenebilir. Okul 6ncesi
donemde pek c¢ok etkinlik oyun ile gerceklestirildiginden dolayi tabletlerde yer alan uygulamalar
cocuklarin okuma yazma, matematik, bilim egitimi, psikomotor gibi farkh alanlara yoénelik gelisimlerini
desteklemeye yonelik de olsa oyun olarak sunulabilmekte ve oyun olarak adlandirilabilmektedir. Daha
bilylk yas gruplar igin tabletlerde 6zellikle okula basarisina destek olabilecek alternatif uygulamalar
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kullanilabilirken (Enriquez, 2010; Koparan & Giiven, 2012; Romney, 2011; Zhang, Trussell, Gallegos, &
Asam, 2015) okul 6ncesi doénem c¢ocuklarinin okuma yazma bilmemesi ve akademik basari
sorumlulugunun olmamasi neticesinde kullanabilecekleri uygulama tiirliniin azalmasi ile gocuklarin oyun
uygulamalarina yoneldigi sdylenebilir.

Yapilan ¢alismadan elde edilen bulgulara, ebeveynlerin ¢ocuklarin tabletlerine yiklenecek oyunlarin
seciminde siddet unsurlar, cinsiyet, basarma duygusu ve dis etkiler faktérlerini g6z Unlinde
bulundurduklari belirlenmis ve ebeveynlerin tliimi ylklenecek oyunlarda siddet igeriginin olmamasini
dikkate aldiklarini belirtmislerdir. Fakat bu durum dokiiman analizi ve gobzlem sonuglari ile
desteklenememis, cocuklarin tabletlerinde siddet ve korku unsurlari igeren oyunlara rastlanmistir. Wu
vd. (2014) tarafindan yapilan c¢alismada benzer bulgular elde edilmis ve g¢ocuklarin oynadigi dijital
oyunlarin agresif, antisosyal ve risk davranislari icerdigi belirtilmistir. Ginsberg (2001), cocuklarin
bilgisayar ve internetin zararlarindan korunabilmek icin ailelerinin kontrol ve gb&zetimine ihtiyag
duyduklarini belirtmektedir. Calisma kapsaminda yapilan goériismelerde ebeveynlerin ¢ocuklari ile birlikte
ortak bir tablet kullanim zamani gerceklestirmedikleri, cocuklarin yalnizca zorlandiklari oyunlarda yardim
alma konusunda ebeveynlerine basvurduklari belirlenmistir. Bu sonug, cogunlukla gocugu mesgul tutma
amagli kullanildigi belirlenen tabletlerin, cocugun tek basina vakit gegcirdigi bir ara¢ olarak goruldigi
seklinde yorumlanabilir. Cocuklarin, reklamlarda ve arkadaslarinda gordukleri oyunu istemesi gibi dig
etkiler neticesinde ebeveynler oyun igerigi hakkinda bilgi sahibi olamadan oyunu tablete yiiklemek
durumunda kalabilmektedir. Bu durumda, ebeveynlerin ¢ocuklarin tabletlerinde bulunan oyunlardaki
siddet unsurlari konusunda yeterli farkindaliga sahip olmamasi, ebeveyn ve c¢ocugun ortak tablet
kullanim zamani gergeklestirmemesi ile iliskilendirilebilir.

Arastirma bulgulari, ebeveynlerin ¢ocuklarinin tablet kullanimina iliskin endise duydugunu ve bu
durumun onlari bir takim 6nlemler almaya yonlendirdigini gostermektedir. Buna gore ebeveynler, tablet
kullaniminin asosyallik, bagimhlik, zararli iceriklere maruz kalma ve gercekdisi beklentilere kapilma
durumlarina yol agabilecegi konusunda endise duymaktadirlar. Cocuklarin tabletlerde bulunan Barbie
bebek benzeri oyunlardan etkilenerek gercekdisi beklentilere kapilmasi endisesi ¢alismanin dikkat gekici
bir bulgusu olarak gérilmektedir. Buna paralel olarak Ditmar, Halliwell ve lve (2006) tarafindan 5-8 yas
grubu cocuklar ile gerceklestirilen ¢alismada, Barbie gorintisinin kiglk cocuklari etkiledigi ve viicut
memnuniyetleri tizerinde olumsuz etkileri oldugu sonucuna ulasilmistir. Cizgi filmlerin, tv programlarinin
ve resimli ¢cocuk kitaplarinin da bu duruma yol acabilecegi diisiintilmekle birlikte bunlardan farkli olarak
tablet uygulamalarinda bulunan karakterlerin cesitli 6zelliklerine yonelik sunulan neredeyse sinirsiz
se¢imi ¢ocuga birakilan alternatiflerin cocuklarda “buna sahip olunabilir” dislincesini giiclendirebilecegi
disinilmektedir. Ayrica bu segenekler arasindan oyun karakteri igin segim yapabilen, fakat gergek
yasaminda kendisi icin neredeyse sinirsiz se¢im sansini bulamayan ¢ocuk, mutsuz bir bireye donusebilir.
Bu duruma benzer bir yorum televizyon ve reklamlar ile ilgili olarak da yapilmaktadir. Buna gore,
cocuklar televizyonda gordukleri pek cok seyi gercek sanabilmektedirler (Flavell, Green, & Flavell, 1986)
ve cizgi film kahramanlarinin insanistl gugler kullanarak gerceklestirdikleri davranislarin ¢ocuklarin
gercek yasaminda bir karsiliginin olmamasi, reklamlarda goérdiGgi her drine ulasamayacak olmasi
cocukta hayal kirikhg! yaratarak onu mutsuz kilabilmektedir (Dogan, 2003; Torlak, 2001; Yavuzer, 1988
(Akt. Karaca, Pekyaman, & Giiney, 2007)). Calisma bulgularinda belirtilen, basarma duygusunu besleyen
oyunlar ve oyun kazanma isteginin de c¢ocuklarin gercek olamayacak beklentilere girmesi ile
iliskilendirilebilir. Nitekim, Wu vd. (2014) tarafindan gerceklestirilen ¢alismada da para kazanma, altin
arama ve sliper gili¢ gibi dijital oyun icerikleri gercek olamayacak beklentiler bashgl altinda
degerlendirilmistir. Hemen her oyunda kazanma durumunda verilen altin, para, seker gibi ddiiller,
cocuklarin kafasinda yasamin pek ¢ok alaninin kazanma-kaybetme (izerine kurulu oldugu ve her kazancin
sonunda da mutlaka bu tir bir 6dil verilecegi seklinde bir imaj yaratabilecegi diisiinilmektedir.

Holloway, Green ve Livingstone (2013), tabletler ile internete kolaylikla erisebilen 0-8 yas arasi
cocuklarin zararh iceriklere maruz kalma konusunda risk altinda oldugunu ve ekran basinda gegirilen
zamanin siki bir sekilde sinirlandiriimasi gerektigini belirtmektedir. Buna paralel olarak, yapilan
calismada ebeveynler tarafindan alinan 6nlemlerin ¢ogunlukla zaman sinirlamasina ve zararh iceriklere
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ulasmayi engellemeye odaklandigi, bu sebeple de halihazirda oynanan oyunlarin igerigine iliskin
denetimler konusunda eksiklik yasandigi dusunilmektedir. Bu durum ile ayni dogrultuda olan arastirma
sonuglarina gore (Funk et al., 2009; Plowman et al., 2010) ebeveynler, teknoloji kullaniminin olumsuz
etkileri konusunda kaygilanmakla birlikte gerekli dengeyi sagladiklarini diisinmekte, fakat ebeveyn
rehberligi konusunda yetersiz kalabilmektedirler. Espinosa, Laffey, Whittaker ve Sheng (2006), kigik
cocuklarin 6grenme siirecine biylk katki saglayabilen teknolojiye sahip olmanin tek basina yeterli
olmadig1 ve ebeveynlerin teknolojinin dogru kullanimi konusunda c¢ocuklarina rehberlik etmelerinin
gerekliligi konusuna vurgu yapmaktadir.

Calismadan elde edilen 6nemli bulgulardan biri de agik hava aktivitelerinden yoksun olma
durumunun, ¢ocuklarin tablet kullanmalarina yol agtigi bilgisidir. 21. ylzyilin getirilerinden olan agik hava
oyun alanlarinin azligi, mevcut oyun alanlarinin darligi ve kiigliklGgi, givenlik sebebiyle aileler tarafindan
koyulan kisitlamalar gibi etkenler sebebiyle ¢ocuklarin acik hava alanlarinda gegirdikleri zaman azalmistir
(Wridt, 2004; Karsten, 2005; Carver, Timperio, & Crawford, 2008). Yapilan ¢alismada, ¢ocuklar acik
havada oynayabilecekleri firsat bulduklarinda, arkadaslariyla birlikte disarida vakit gecirmeyi tercih
ederken, evde yalniz kalan cocuklarin tablete veya televizyona yoneldigi anlasiimistir. Alan yazinda
yapilan birgok arastirmada da benzer sonuglara ulasildigi gérilmektedir (Lupu, Norel, & Laurentiu, 2012;
Hofferth & Sandberg, 2001; Anderson, Economos, & Must, 2008; Sisson, Broyles, Baker, & Katzmarzyk,
2010). Ebeveynlerle yapilan goriismeler neticesinde, ginimizde c¢ocuklarin televizyonlardan ziyade
tabletle daha fazla vakit gecirdikleri sonucuna ulasilmistir. Bu baglamda, televizyon izlerken pasif
durumda olan gocugun, tabletlerin barindirdigi dijital teknoloji uygulamalariyla sinirh da olsa aktiflestigi
(Plowman & Stephen, 2003) ve bu nedenle tableti televizyona; arkadasini ise tablete tercih ettigi
distntlmektedir.

Ebeveynlerin, dijital teknoloji kullaniminin gocuklarin egitim slirecine katki saglayacagini diisindugi
ve bu teknolojilerin satin alinmasindaki en temel sebeplerden birinin egitim amach kullanim oldugu ifade
edilmektedir (Plowman & Stephen, 2003). Bu calismada da ebeveynler, el g6z koordinasyonunu
gelistiren, ingilizce dgreten ve bilissel gelisimi desteklemeye yénelik oyunlari tabletlere yiiklediklerini ve
tabletlerin bu sekilde iyi bir egitim araci olarak kullanilabilecegini belirtmislerdir. Lieberman, Bates ve So
(2009), iyi tasarlanmis, acik uglu, ¢ocuklari dusiindiren uygulamalarin gocuklarin problem ¢ézme, dil
gelisimi, bilissel gelisim, el-g6z koordinasyonu ve disinme becerileri lzerinde etkili olabilecegini
vurgulayarak resim c¢izme, boyama yapma, muzikli oyunlar gibi uygulamalarin ¢ocuklarin yaraticihgini
gelistirebilecegini belirtmektedir. Alan yazinda yapilan arastirmalar incelendiginde tabletlerin okul 6ncesi
donemde bir egitim araci olarak kullanilabilecegine dair bulgulara ulasilmaktadir (Aronin ve Floyd, 2013;
Banister, 2010; Couse & Chen, 2010; Hernandez, 2014; Kucirkova, Messer, Sheehy, & Panadero, 2014;
Neumann & Neumann, 2014). Wu vd. (2014), dijital teknolojilerin aileler tarafindan gogunlukla egitim
amach kullanildigini ve hafiza giiglendirme, el- géz koordinasyonunu gelistirme, dikkat gelisimi, okuma
yazma hazirliklari ve bilim 6grenme uygulamalarinin bu amagla tercih edildigini belirtmektedir. Yapilan
calismanin, ebeveynler tarafindan tabletlerin okul 6ncesi donemden itibaren bir egitim araci olarak
gorilmesinde, Ust egitim kademelerinde Firsatlari Arttirma ve Teknolojiyi iyilestirme Hareketi Projesi
(FATIH) kapsaminda teknoloji kullaniminin yayginlasmasinin etkili oldugu sdylenebilir. Bdylece ileriki okul
basarisi icin gerekli olabilecegi diisinilen teknoloji yatkinligi, okul oOncesi donemden itibaren
kazandirilabilir.

Calisma kapsaminda gerceklestirilen gozlemlerde, ¢ocuklarin egitim amach kullanim kapsaminda
degerlendirilen oyunlari uzun siire ve dikkatlerini koruyarak oynadiklari belirlenmistir. Bu oyunlara ait
fiziksel unsurlar degerlendirildiginde ise dogru yapilan her adimda ¢ocugun zengin ses ve gorsel efektler
ile pekistirildigi gortlmustir. Alan yazin incelendiginde, dijital oyunlarin gocuklarin motivasyon ve ilgisini
artirarak 6grenme siirecine katki sagladigi bilgisine ulasiimaktadir (Aronin & Floyd, 2013; Henderson &
Yeow, 2012; Mouza, 2005; Melhuish & Falloon, 2010; Peters, 2009). Bu bilgiler 1s18inda, geleneksel
yontemlerle kiyaslandiginda 6grenme (zerinde olumlu etkisi oldugu bilinen tabletlerin (Banister, 2010;
Cause & Chen, 2010; Enriquez, 2010), ebeveynler tarafindan da iyi bir egitim araci olarak gériilmesinde,
sundugu zengin uyaricilar ile cocuklarin motivasyonunu ve dikkat siiresini artirmasinin etkili olabilecegi
dustnilmektedir.
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Yapilan ¢alismada ebeveynler, tabletlere yikledikleri oyunlarin gocuklarina bir sekilde mutlaka katki
saglayacagini, gelisimlerini destekleyecegini diigiindlklerini belirtmislerdir. Bu agidan bakildiginda
ebeveynlere gore, her oyun egitim amagl olmasi bilinciyle yiklenmemekte; fakat bu durum oyunlarin
gelisimi desteklemedigi anlamina da gelmemektedir. Alan yazin incelendiginde, ebeveynlerin bu goriisi
ile ayni dogrultuda bulgulara ulasilmaktadir. Subrahmanyam vd. (2000) c¢ocuklarin evde bos
zamanlarinda eglence amach oynadiklari bilgisayar oyunlarinin da problem ¢ézme, uzamsal algi, gorsel
beceri ve dikkat gelisimlerine olumlu etkide bulundugunu belirtilmektedir. Bu noktada, ebeveynlerin
tabletlerin yalnizca oyun uygulamalarinin egitici islevine yonelik farkindalik gelistirmis olduklari dikkat
¢cekmektedir. Huisman (2012) evdeki medya araglari ve aile ¢ocuk etkilesimine odaklandigi calismasinda,
video ve iletisim uygulamalari ile gocuklarin farkli kiilturleri, farklh hayvan tirlerini, farkl UGlkeleri
taniyabilecegi, dijital fotograflama teknolojisi ile cocuklarin gesitli fotograflar cekerek paylasabilecegi
onerisinde bulunmustur.

Calismadan elde edilen sonuglar incelendiginde, okul 6éncesi donem cocuklari tarafindan tabletlerin
cogunlukla oyun oynama amach kullanildigl; ebeveynlerin de tabletler ile ilgili bilgilerinin oyun
uygulamalari ile sinirl kaldigi gorlmustir. Ebeveynlerin genel olarak tabletteki oyun uygulamalarinin
egitici yonini goz online aldiklari gorilmekle birlikte, video ve fotograf 6zelliklerinin de egitim araci
olarak kullanilmasi saglanabilir. Cocuklarla birlikte cikilacak doga gezileri sirasinda gekilen fotograflarin
incelenerek, Uzerinde konusulmasi ve paylasilmasinin tablet bir egitim aracina donisecegi
distntlmektedir. Calismadan elde edilen bir diger sonug, ebeveynlerin ve gocuklarin tablet ile ortak
aktivite gerceklestirmedikleri yonindedir. Bu durumun, ebeveynlerin oyunlarin igerikleri ve ¢ocuklarin
tepkileri konusunda yeterli bilgiye sahip olamamalari ile sonuglandigi anlasimistir. Bu durumun
iyilestirilebilmesi icin tablet kullanilarak gercgeklestirilecek ebeveyn-cocuk saati belirlenerek denetim ve
gozlem saglanabilir.

Calismadan elde edilen sonuglar, okul 6dncesi donemde tabletlerin siklikla oyun amagli kullanildigina
isaret etmektedir. Bu bulgu, farkli 6rneklem grubuna sahip galismalarin sonuglari ile kiyaslandiginda alan
yazinda benzer sonuglara ulasildigi gorilmektedir. Eren (2015) tarafindan ortaokul ve lise 6grencilerinin
tablet kullanimina iliskin gorislerinin arastirildigi bir calismada, okullarda kullanilan tabletlerde oyun
uygulamalarinin bulunmamasi 6grenciler tarafindan olumsuz bir géris olarak belirtilmistir. Ek olarak,
Cetinkaya ve Keser (2014), lise ve ortaokul 6gretmen ve Ogrencileri ile ylrattikleri calismalarinda,
ogrencilerin tabletlerde cogunlukla oyun uygulamalarini kullandiklari sonucuna ulasiimistir. Farkli
¢alismalardan elde edilen sonuglar bir araya getirildiginde, okul 6ncesi donemden itibaren tablet
oyunlarina olan bu ilginin egitim odakli kanalize edilebilecegi diistiniimektedir. Nitekim, gerceklestirilen
arastirma sonuglari; gocuklarin tablet ile 6grenmekten keyif aldiklari (Tekerek, Altan, & Giindlz, 2014) ve
derslerin oyunlar araciligiyla islenebilmesi isteklerini (Eren, 2015) ortaya koymaktadir. Bu baglamda,
egitim ilgilileri tarafindan siklikla kullanilan favori oyun uygulamalarinin belirlenerek, bunlara egitimsel
icerigin entegre edilmesi 6nerisi sunulabilir.

Yapilan arastirmalarin sinirliigl da goéz éniinde bulunduruldugunda, okul 6ncesi donemde 6zellikle de
ev ortaminda tabletlerin potansiyel kullanim alanlari bilinmemektedir. Bu sebeple, hangi uygulamalarin
cocuklarin gelisimsel ilerlemesine uygun oldugu ve bunlarin aileler tarafindan evde etkili bir sekilde nasil
kullanilabilecegine yonelik arastirmalar gergeklestirilebilir. Son olarak; okulda 6gretmen kontroliinde
nispeten kontrolll bir sekilde kullanilan tabletlerin, ebeveynlerin denetimleri ile okul disi ortamlarda da
cocuk acisindan saglkli bir sekilde kullanilabilmesi icin aileleri bilinglendirmeye yonelik calismalarin
yapilmasi 6nerisinde bulunulabilir.
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