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Abstract 
 

With the changing living conditions and developing technology, 
digital parenting has become a noteworthy concept. Opening 
their eyes in a digital world, children have started to meet their 
needs such as games with digital games. The aim of this study is 
to examine parents' digital awareness levels and their views on 
the effects of digital games at an early age in terms of 
demographic variables. The quantitative research method was 
adopted in the study, and the model of the research is the 
factorial pattern, one of the multivariate designs that aims to 
reveal the effects of multiple independent variables together. 
The research group consists of 523 parents selected from the 
parents of children between the ages of 3-8, using the random 
sampling method. MANOVA was applied for nine dependent 
variables and five independent variables in the study. Result of 
the research, the digital awareness levels of parents differ only 
in the risk protection sub-dimension according to the number of 
children parents have. The digital awareness levels of parents 
differ only in the risk protection sub-dimension according to the 
number of children parents have. The digital awareness levels of 
parents differ significantly in the sub-dimensions of protection 
from risks, efficient use and digital neglect according to the 
independent variable of the type of game their children prefer to 
play. Parental awareness levels regarding the effects of digital 
games on their children at an early age show a significant 
difference according to the independent variables of the age 
when children start playing digital games and the type of game 
their children prefer to play. Parental awareness levels about the 
effects of digital games on their children at early ages differ 
significantly only in the social sub-dimension according to the 
age when children start playing digital games. Parental 
awareness levels regarding the effects of digital games on their 
children at an early age differ significantly according to the 
independent variable of the type of game their children prefer to 
play, with fun, physical, social and emotional sub-dimensions. 
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INTRODUCTION 
 

  

In the age that we live in, technology develops day by day, making life and access to 

information easier. However, it also changes social habits. With this changing and 

development, people allow a large part of their time to use the internet. With the widespread 

use of the Internet, it has been invented till today and by its nature, it has begun to change all 

entertainment and communication ways, traditional institutions, social life, perceptions of 

reality, and people's relations with each other and with the world. (Başaran Özdemir & 

Babacan, 2011). 

The digital world shows its presence in all areas of life and is actively used due to the 

practicality it provides. Especially during the pandemic period, people's closure at home 

adversely affects social life and urges people to get in further into the digital environment. In 

addition to the basic physiological needs of human beings, they also need to have fun, interact 

with other people and satisfy their thirst for knowledge. The digital environment can eliminate 

all of these when viewed from the outside, but this virtual world is starting to separate people 

from real life more and more. 

Today, technology shows its presence in the lives of people of all age groups, 

specifically children and young people who use technology widely (Yiğit & Günüç, 2020). One 

of the areas of technology that develops day by day, adding new ones on top of the old ones 

and making daily life easier, is information technologies. The use of technological tools and the 

internet is increasing day by day. Tools such as phones, computers, tablets, and the internet, 

which are now easily accessible by almost everyone, are the tools actively used by adults in 

business life, youth and children in education life, and people of all ages in social life. With the 

ease of access and common use of these tools, the age of internet usage is decreasing day by 

day (Orman & Arıcak, 2019). Turkey Statistical Institute (TUIK, 2020) households use 

information technology in 2019 according to the survey results, while 73.3% of the 16-74 age 
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group, Internet usage for individuals was 79.0% in 2020. Again, the results of the same 

research show that while the opportunity to access the internet from home was 88.3% in 

2019, this rate increased to 90.7% in 2020. Due to the Covid-19 pandemic in 2020, the use of 

digital tools and the internet has become essential in communication, education, and many 

business sectors, and naturally, the number of users has increased. In this period, children who 

are closed to home continue their education from home and use the digital environment 

intensively. Children who stay away from their social environment can turn to digital games to 

meet their entertainment and socialization needs.  

Children spend most of their time outside of their physiological needs by playing 

games, and they can express their emotions by imitating the events they experience in daily 

life. Although the main purpose of the game, willingness, and entertainment have not changed 

from the past to the present, the tools used in the game have started to change with the 

digital change in the world (M. Hazar et al., 2016). Along with the rapidly developing game 

industry in the '90s, digital games that were swiftly consumed and new ones were released day 

by day emerged (Yalçın Irmak & Erdoğan, 2016). The game activity, which started with people 

imitating natural events in the past, has now started to leave its place to digital games (Z.Hazar 

& Hazar, 2017). Games also took their share from the innovations brought by the digitalizing 

world, and children started to spend most of their time with digital games (Söğüt, 2020). 

Playing is one of the crucial activities that the child does in daily life, voluntarily, with or 

without purpose, and that contributes to his / her development. Play is an activity that enables 

children to perceive the world they live in through their own experiences and contribute 

significantly to their development (Aksoy & Dere Çiftçi, 2020). Often, the unsafe streets, 

insufficient space for children, and lack of time cause parents to direct their children to the 

digital environment (Işıkoğlu Erdoğan, 2019). The visual richness offered by digital tools 

attracts the attention of preschool children. Due to the joy and pleasure of playing digital 

games, children prefer these games a lot (Aydoğdu Karaaslan, 2015). In traditional games, it is 
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aimed to reach the goal by overcoming some obstacles. In digital games, these actions take 

place in a digital environment (Söğüt, 2020). Thanks to the game, children explore their 

surroundings, learn objects and concepts, and develop problem-solving skills (Aktaş Arnas, 

2017). As with traditional games, digital games also contribute positively to the mental 

development of children. Since preschool children are in the concrete operational period, they 

can comprehend abstract mathematical information in concrete form thanks to digital games. 

Likewise, language skills, mental skills, and memory development are also supported by digital 

games (Schacter & Jo, 2016). Besides, digital games contribute to hand-eye coordination, an 

increase of self-confidence, feelings such as curiosity, fun, and challenge, increasing the desire 

to learn, being equipped with the latest technology, and being an effective user. Also, it 

contributes to basic reading skills, basic mathematical skills, language skills, and social skills 

(Griffiths, 2002). It should not be overlooked that digital games that are used correctly and 

consciously can be educational and encourage children to think and learn more (Griffiths, 

2003). Thanks to educational digital games, behavioral changes can be created in students and 

positive behaviors can be reinforced (Prot et al., 2014). As tools such as mobile phones and 

tablets are being used more and more in the field of education, more effective and fun 

learning is realized thanks to concept teaching mathematics teaching digital games to 

preschool children (Genç Çopur et al., 2020). Although digital games are a fun activity for 

children, many adverse effects can be seen when excessively and unconsciously used. Due to 

the dramatically growing game industry, examining game contents has become difficult, and 

children in the developmental stage have become a threat from various aspects (Taylan et al., 

2017). According to the study of Toran et al. (2016), it is seen that children are influenced by 

their social environment and take adults as role models in their use of technology. Besides, it 

has been observed that the age of children to start playing digital games is around 3 years old. 

Considering the developmental characteristics of children in this period, it is a fact that 

consciously used digital games can positively contribute to the development of the child, and it 
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should not be ignored that digital games offered to children uncontrolled and without any 

restrictions may negatively affect the cognitive, emotional, social and physical development of 

the child. Digital games affect children who are in the developmental period physically, 

emotionally, cognitively, and socially. In the study of Mustafaoglu and Yasacı (2018), it was 

determined that digital games lead to mental problems such as gameplay addiction, anxiety 

disorder, aggression, depression, and social disorders. Due to spending too much time in front 

of digital games, physical problems such as shoulder, spine, wrist pain, eye health 

deterioration, and sleep disturbance occur. When the sociological and psychological effects of 

digital games are analyzed, it has seen that loneliness, tendency to violence, thinking of being 

socialized in the digital environment, and emotional inadequacies (Ataman Yengin, 2019). 

These games are known to isolate children, isolate them from life, and cut them off from real 

life (Z. Hazar & Hazar, 2017). Today, the fact that most households have internet networks and 

almost everyone uses technological tools provides an environment for children to play the 

game they want comfortably whenever and wherever they want (Cengiz Saltuk & Erciyes, 

2020). Due to the excessive time wasting on digital games, children neglect their 

responsibilities and lessons, which brings academic failure either (Torun et al., 2013). Besides, 

the fact that children playing digital games are inactive in front of the screen for hours is a 

negative situation in terms of physical health. While traditional games provide many physical 

and social benefits to children; digital games have been the target of criticism for restricting 

movement and social life (Torun et al., 2013). Considering the developmental characteristics of 

preschool children, traditional games, in which physical activity is high, players can adapt the 

games to themselves, and interpersonal communication is intense, meet the movement needs 

of children more. In digital games, staying in a fixed position for hours and playing alone for 

the child most of the time have negative physical and social effects (Z. Hazar et al., 2017). 

Another negative effect of digital games is game addiction. Digital game addiction, which 

adversely affects the development of children, is a major threat, but there are negations such 
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as spending inefficient time for children, not fulfilling their responsibilities, identifying 

themselves with the characters in the game, and overreacting in case of intervention (Taylan 

et al., 2017). The success achieved by children in games, the sense of satisfaction provided by 

this success, the opportunity to meet with other digital players in different places and cities, 

the immersion in the game, the uncertainty of the next step, self-play character identification, 

avoidance of facts are some of the components of children being addicted to digital games 

(Yee, 2006). 

Although digital games that change and virtualize the children's world have functions 

such as leisure time and stress relief, violence is perceived as a normal thing by children due to 

the violent elements involved (Aydoğdu Karaaslan, 2015). Due to malware and violent games, 

children are psychologically negatively affected and their tendency to violence increases. 

Especially recently developed digital games offer the user the opportunity to create their 

character. Thanks to this situation, children can identify with the character they have created, 

integrate violence into their life, and begin to live in the virtual world by breaking away from 

real life. Parents have important responsibilities at this point. Family is the building block of 

society and every parent is the child's first teacher. Technology has also taken its place in 

family life, making almost all family members active users. The fact that a large portion of time 

is wasted with playing games that are not suitable for the age of children and parents worry 

about its gradually turning into addiction (Torun et al., 2013). The most important duty of 

parents is to protect the health of their children, to ensure their safety, and to reintegrate 

them into society (Söğüt, 2020). Following the developments in the digital environment, being 

able to use the internet and being a role model for their children in terms of internet use were 

added to the responsibilities of parents who are responsible for protecting and looking out for 

their children (Yaman et al., 2016). It is of great importance for parents to analyze the games 

their children play and to know whether they are suitable for the level of their children (Genç 

Çopur et al., 2020). The fact that today's families become digital citizens requires their children 
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to be ready and equipped to protect them from the negative effects of the internet. Today, it is 

not the correct to resist technology and innovation, it is critical to use technology and the 

internet consciously. Parents should guide their children instead of restricting their use of 

technology, and raise awareness of their children about the benefits and harms of the internet 

(Zeybekoğlu Akbaş & Dursun, 2020). According to the research conducted by Yiğit and Günüç 

(2020), families are categorized as families whose children are addicted to digital games, 

whose children are not addicted to digital games, and who are in the risk group. According to 

the study, it was concluded that parents whose children are addicted to digital games could 

not communicate properly with their children. They did not pay enough attention to them and 

they went through some problems in the family, and thus were committed to violence 

occasionally. Parents' excessive oppressive attitudes and communication disorders push 

children into the digital environment even more. Parents need to inform their children about 

digital games based on healthy communication, make the necessary limitations and guide their 

children to be selective about digital games. First of all, this requires parents to be conscious of 

this issue. In the study conducted by Erboy and Akar Vural (2010), it was concluded that 

children with a lower level of mothers' education are more addicted to digital games than 

children with high maternal education levels. Today, being a good digital citizen and a digital 

parent has become essential. Digital literacy is necessary equipment for individuals to be 

successful in the digital age and to be equipped for future developments (Terkan & Taylan, 

2010). It does not seem possible to live in isolation from the digital world and to give up the 

conveniences it provides. Instead of this, it is necessary to use technology and the internet, 

which occupy a larger place in human life, correctly and consciously. In particular, a new one 

has been added to the duties of the parents of children born into the digital world. It is one of 

the most up-to-date and important duties of digital parents not to ignore the benefits of digital 

games, which children frequently and zealously use, to be aware of the harms, and to raise 

awareness and guide children in this regard. It would be more accurate to focus on the 
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relationship between digital games and learning, rather than seeing them as a factor of 

violence and addiction (Sezen, 2011). 

Purpose of The Study 

The purpose of this study is to examine parents' digital awareness levels and their views on 

the impact of digital games in early ages in terms of demographic variables. In this direction, 

answers were sought for the following two basic sub-problems and their sub-problem 

situations; 

1. The sub-dimensions of Protection From Risks (PR), Efficient Use (EU), Negative 

Modeling (NM) and Digital Neglect (DN) expressing the digital awareness of parents; 

a. Does it differ significantly from to the gender of the parents? 

b. Does it differ significantly from to the number of children parents have? 

c. Does it differ significantly from to the average number of hours per day spent 

by parents with digital games? 

d. Does it differ significantly from to the child's starting age of using digital tools? 

e. Does it differ significantly from to the type of game the child prefers to play? 

2. Entertainment, Learning, Physical, Social and Emotional sub-dimensions considered as 

the effect of digital games in early ages; 

a. Does it differ significantly from to the gender of the parents? 

b. Does it differ significantly from to the number of children parents have? 

c. Does it differ significantly from to the average number of hours per day spent 

by parents with digital games? 

d. Does it differ significantly from to the child's starting age of using digital tools? 

e. Does it differ significantly from to the type of game the child prefers to play? 
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METHOD 

 

This study was carried out by quantitative research method. The design of this current 

study is factorial design which is one of the multivariate designs that aims to reveal the effects 

of multiple independent variables together (Başol, 2008). When a research study has two or 

more independent variables which are referred to as factors, it is known as factorial design 

(Field, 2009). This study is an independent factorial design, because the independent variables 

are consisted of independent sub groups.  

In this study, the independent factorial design, in which the differences in the parents' 

digital awareness levels and the perceptions of the effects of digital games were analyzed via 

the independent variables of gender, number of children, average digital media use, age to 

start using digital game play and the type of game prefered, was adopted. 

Participants of the Study 

The participants of the study are 523 parents. For the research group, parents who 

have children between the ages of three and eight attending any educational institutions in 

the 2020-2021 academic year were reached. The participants of the study were determined 

via ramdom sampling.  

Power analysis test was conducted to test the suitability of the number of data in the 

research group for the required analysis method. In the analysis done with the Gpower 3.1 

program, the 15% effect size, 5% error amount and 95% power were considered. In the study, 

the minimum sample size that can give a 95% power analysis result was calculated as 450 for 

the MANOVA analysis conducted for nine dependent and five independent variables. Since the 

number of the participants in the current study is 523, it has been observed that the sampling 

size in the this study is sufficient. 
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The distribution of the research group according to the categories of the relevant independent 

variables is given in the Table 1 

  f % 

Gender 

Female 385 73.6 

Male 138 26.4 

The number of children 

1 162 31 

2 229 43.8 

3 91 17.4 

4 and 

Above 
41 7.8 

Time spent in the digital media (Daily) 

1 hour 87 16.6 

2 hour 165 31.5 

3 hour 109 20.8 

4 hour 50 9.6 

5 hours and 

Above 
112 21.4 

The age to start playing digital games 

Before Age 

3  
156 29.8 

Age 3 122 23.3 
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Age 4  100 19.1 

Age 5 60 11.5 

Age 6 and 

older 
85 16.3 

The type of game prefered 

Traditional 280 53.5 

Digital 243 46.5 

As can be seen in Table 1, approximately 74% of the participating parents are female 

and 25% are male. The ratio of families with one child is 31%, with two children is about 

44%,with three children is about 17%, and of families with four children or more is about 8%. 

 It is seen that more than half of the participants have one or two children.  

For the daily time spent in the digital environment, the rate of those who spend one hour is 

approximately 17%, two hours 32%, three hours approximately 21%, four hours approximately 

10% and 5 hours and above 21%. It is observed that approximately 50% of the group spends 

three hours or more per day in the digital environment. When the data is checked considering 

at which age digital game play starts to be used, it is seen that approximately 30% of the 

parents in the group expose their children to digital game play at the age of three and before. 

Approximately 23% of the parents introduce digital game play to their children when they are 

three years old, and 19% of them do that when their children are four-years-old while 

approximately 12% of the parents introduce their five years old children to digital game play 

and 26% of the parents do that when their children are six years and older. It was observed 

that 72% of the participants introduced their children to digital game play before the age of 4. 

54% of the parents stated that their children preferred traditional games, while 46% stated 

that their children preferred digital games. 
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Data Collection Instruments 

Digital Parenting Awareness Scale and The Scale of the Effects of Digital Games at Early Years 

were used in the study. 

Digital Parenting Awareness Scale (DPAS) 

The Digital Parenting Awareness Scale consists of 16 items. The scale has four sub-factors. 

These are Protection From Risks (PFR, 4 items); Efficient Use (EU, 4 items); Being a Negative 

Model (BNM; 4 items) and Digital Neglect (DN, 4 items). Parents were asked to indicate how 

often they encountered each statement with a Likert-type rating. Reactions to the items were 

graded as 1 = Never, 2 = Rarely, 3 = Sometimes, 4 = Frequently, 5 = Always. The sub-factors of 

DPAS were evaluated independently from each other. The scores that can be obtained from 

the sub-factors range between 4 and 20. The high scores on the Protection From Risks and 

Efficient Use sub-dimensions indicate that digital parenting awareness is high while the high 

scores on Being a Negative Model and Digital Neglect sub-factors indicate that digital 

parenting awareness is low. The cronbach alpha internal consistency coefficients were .799 for 

the BNM sub-dimension; .785 for the DN sub-dimension; It is seen that EU sub-dimension 

takes .717 and PFR sub-dimension .634.information for sub-factors(Manap& Durmuş,2020).  

The Scale of the Effects of Digital Games at Early Years  

The KMO value was found  .90 after the validity and reliability analysis. The total 

variance explained is 63.40%. The factor load values of the scale, which turned out to be 

composed of 5 factors, vary between .87 and .54. As a result of the reliability analysis, it was 

determined that the internal consistency coefficient of the total scale was .91. Internal 

consistency coefficients of the factors are .82 for fun dimension, .90 for learning, .86 for 

physical, .87 for social, and .84 for emotional dimension. The analyses conducted have shown 

that the “Scale of the Effects of Digital Games at Early Years”, which consists of 25 items, is a 

valid and reliable scale. 
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Cronbach Alpha coefficients were calculated to test the reliability of the sub-factors of the 

instruments in the study group(Balaban Dağal & Bayindir, 2019).  Alpha index results are in 

Table 2. 

Digital Parenting 

Awareness Scale 

rx The Scale of the 

Effects of Digital 

Games at Early Years 

rx 

Protection From Risks 

(PFR) 

.74 Fun .87 

Efficient Use (EU) .86 Learning .92 

Being a Negative 

Model (BNM) 

.79 Physical .88 

Digital Neglect (DN) .66 Social .89 

  Emotional .85 

 

As seen in Table 2, it is observed that the Digital Parenting Awareness Scale ranged 

from .65 to .86 for sub-factors, and between .85 and .92 for the sub-factors of Digital Games in 

Early Years.  Cortina (1993) stated that if the number of items is 12 or above and the 

correlation between items has a sufficiently high correlation (> .50), it is acceptable for the 

alpha value to be around .70 or below (range .65-.84). In this case, when the correlation 

coefficient between items for the DN sub-dimension was examined, it was observed that the 

correlation coefficient between the three items was .50 and above. Therefore, it has been 

proven that the tools used in the study are reliable in the applied group.  

Data Analysis 

Protection from Risks (PFR), Efficient Use (EU), Being a Negative Model (BNM) and 

Digital Neglect (DN), which express the digital awareness of parents and Fun, Learning, 

Physical, Social and Emotional sub-dimensions, which are considered as the effects of digital 
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games in the early ages, are dependent variables. Additonaly, gender, the number of children 

owned, the daily time spent using digital media, the age of meeting with digital game play, and 

the type of game prefered to play are the independent variables of the study. Factorial 

MANOVA, one of the multivariate analyses, was used, because there are more than one 

dependent variable and more than two independent variables in the study. With this analysis, 

it is aimed to evaluate more than one dependent variable together as well as to reveal which 

factor is more important. The advantage of MANOVA to univariate analyses is that it not only 

tests the difference between groups but also reveals the effect of the relationship between 

dependent variables, which means, MANOVA explains how group members are distributed 

according to each dependent variable, as well (Alpar, 2003; Field, 2009; Huberty & Morris, 

1989).  

Before starting the basic data analysis, the data navigation was processed, and the 

assumptions required for MANOVA were tested. It was observed that there was no missing 

value in the research data as a result of the missing values analysis. For the extreme value, Z 

values were calculated and it was checked whether there was any data outside the range of 

[+3, -3]. It was observed that in the Z values calculated for all dependent variables, there were 

data outside this range for the PFR, EU, BNM and DN sub-factors. However, before deleting 

the extreme value, the normality test was performed. 

Kolmogrov Smirnov test was conducted for the normality test. After the Kolmogorov Smirnov 

test, it was found that PFR (PFRKS = .12, p <.05), EU (EUKS = .12, p <.05), BNM (BNMKS = .11, p <. 

, p <.05), and Fun (F KS = .17, p <.05), Learning (LKS = .06, p <.05), Physical (PKS = .11, p <. .09, p 

<.05) and Emotional (EKS = .17, p <.05) variables did not show normal distribution. Nonetheless, 

when the coefficients of skewness of the variables were examined (.50, .46, -.47, -.59, -.13, .64, 

.09 and .67, respectively), it was observed that the distribution was close to normal. Thus, no 

data was deleted from the data group.  



903 
 

 

 

For the assumptions required for MANOVA, firstly, the relationship between dependent 

variables was examined. Since one of the aims of MANOVA reveals the effect of the 

relationship between dependent variables, a moderate relationship is expected between 

dependent variables (Huberty & Morris, 1989). Ramsey (1982) stated that as the relationship 

between dependent variables increases, the power of MANOVA decreases (cited in Field, 

2009). Therefore, Tabachnick and Fidell (2007) stated that high negative correlation or 

acceptable moderate level correlation gives the best MANOVA result for the relationship 

between dependent variables. As a result of the correlation analysis, it was seen that the 

correlation coefficients between the PFR, EU, BNM and DN sub-factors varied between .29 and 

.40, which indicated a moderate relationship. It was revealed that there was a relationship 

between the Fun, Learning, Physical, Social and Emotional factors ranging from .34 to .66. In 

order to test another assumption which was the multiple normality assumption, Mahalanobis 

distance values were calculated (Pallant, 2005; Tabachnick & Fidel, 2007). If the Mahalanobis 

value is less than .001, which is the significance level, it is expressed as a sign of extreme value 

(De Maesschalck, Jouan-Rimbaud & Massart, 2000). Since the significance level of this value 

calculated for the dependent variables in the study is higher than .001, the assumption of 

multiple normality has been provided. Levene test results were examined for the homogeneity 

of variances. The fact that the p value for the Levene test is greater than .05 indicates that the 

variance between groups is equal (Field, 2009). Levene test p value calculated in the study was 

found over .05. Homogeneity of variance-covariance matrices is taken as .001 for the Box's M 

test (Seçer, 2015). It was observed that the tested Box's M test p value was less than .001.  

However, Allen and Bentler (2008) state that if the sample size is 30 and above, the result of 

the Box's M test can be ignored. 

For the distribution between groups, large group n/small group n<1.5 criteria were 

examined. Stevens (1996) states that if the ratio of the group sizes is close to or equal to each 

other, the effect of the F test on Type I Error is very small.  When the relevant criteria were 
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examined for the groups, it was concluded that this ratio was higher than 1.5. In this case, 

while interpreting the results of the MANOVA test, when variance homogeneity is violated, 

and the sample number is small, and there are unequal groups, the more resistant Pillai's Trace 

index is interpreted. Pillai's trace is considered one of the strongest statistics ranging from 0 to 

1 (Olson, 1974). 

FINDINGS 

  The results of the research are reported according to two main problem situations and 

sub-problems. MANOVA results of parents' Digital Awareness levels on the variables of gender, 

number of children owned, daily time spent using digital media, age of meeting with digital 

game play, and game type variables 

First of all, whether the dependent variables in the study differed between the groups was 

examined with Pillai's trace value. 

Test results are given in Table 3 

Group Pillai’s 

Trace 

F Hypothesis 

sd 

Error sd p 2 

Gender .012 .946 4 304 .437 .012 

Number of 

Children 

.098 2.58 12 918 .002* .033 

Duration .051 .999 16 1228 .455 .013 

Starting age .073 1.43 16 1228 .121 .018 

Type of Game .069 5.61 4 304 .000* .069 

When Table 3 is analyzed, Gender (Pillai's Trace = .012; F (4; 304) =. 946, p> .05), time spent in 

digital environment (Pillai's Trace = .051; F (16; 1228) =. 999, p> .05) and the age of starting to 

use digital game play (Pillai's Trace = .073; F (16; 1228) = 1.43, p> .05) variables, while the 

dependent variables do not differ, the number of children at home (Pillai's Trace = .098; F (12; 
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918) = 2.58, p <.05) and pleasure type (Pillai's Trace = .069; F (4; 304) = 5.61, p <.05) variables 

differ. 

At first, the impact value or felling has been interpreted in order to examine the 

significance of the interactions. The effect value used to determine the direction of the size of 

the relationship or difference is a standard scale value that expresses how many standard 

deviations the group means compared to each other (Başol & Göçmen, 2005; Koklu, 

Büyüköztürk & Bokeoglu, 2007). η2 = .01 “small”, η2 = .06 “medium level” and an eta squared 

value of η2 = .14 and above is interpreted as a “large” effect (Cohen, 1988). Therefore, 3% of 

the variants of the scores obtained from the linear component formed for digital awareness 

sub-dimensions are explained by the number of children owned and 7% by type of the game 

prefered. The degrees of difference are small and medium, respectively. 

One-way "ANOVA tests (Multivariate ANOVA) were examined" in order to observe the 

dependent variables contributing to the multivariate difference and the results of the follow-

up analysis are given in Table 4 

Table 4 

One-factor ANOVA results for the difference between groups of sub-dimensions of parents' 

Digital Awareness Level 

 

Independent 

 Variable 

Dependent 

Variable 

F p Sd 2 Difference 

Number of Children PR 6,223 .000* 

3/307 

.057 1-4 and older 

 2- 4 and older 

EU .091 .965 .001 - 

NM 2.359 .072 .023 - 

DN 2.544 .056 .024 - 
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Type of Game 

 

PR 12.677 .000* 

1/307 

.040 Traditional-Digital 

EU 56.375 .000* .155 Traditional-Digital 

NM 2.423 .121 .008 - 

DN 14.712 .000* .046 Traditional-Digital 

 

As can be seen in Table 4, the digital awareness level of the parents differs significantly only 

from the Risk Protection sub-dimension according to the number of children (F3 / 307 = 6.223, 

p <.05). When looking at the direction of the difference, it was observed that the 

differentiation was between parents who have four or more children and parents who have 

one or two children. Parents with four or more children (X  ̅= 1.71) were found to be lower 

than parents with one child (X  ̅= 2.20) and two children (X  ̅= 2.06) in terms of protection from 

risks. Approximately 6% of the digital awareness protection from risks dependent variable is 

explained by the number of children owned. In other words, it can be said that the effect 

degree of the number of children in the house is partially low. Efficient use for the number of 

children variable (F1 / 307 = .091, p> .05), negative modeling (F1 / 307 = 2.359, p> .05) and 

digital neglect (F1 / 307 = 2.544, p> .05) It has been revealed that there is no significant 

difference according to the dependent variables. 

When the differentiation level of the sub-dimensions for the game type variable is examined, 

the sub-dimension of being a negative model (F3 / 307 = 2.423, p> .05) does not differ 

significantly. When the variables of protection from risks (F1 / 307 = 12.677, p <.05), efficient 

use (F1 / 307 = 56.375, p <.05) and Digital Neglect (F1 / 307 = 14.712, p <.05), the difference is 

significant. has been seen. In the risk protection variable, it is said that the parents whose 

children prefer digital games (X  ̅= 2.14) have higher levels of awareness compared to the 

parents who prefered traditional games (X  ̅= 1.91). When the effect size was examined, it was 

seen that the effect degree was low (2 = .04). Considering the efficient use, it has been 

observed that the parents whose children prefer digital games (X  ̅= 2.62) have higher levels of 
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awareness compared to the parents who prefer traditional games (X  ̅= 1.99). Approximately 

16% of their productive usage levels are explained by the game type that children prefer. It can 

be said that the prefered game type has a high effect on the efficient use dependent variable. 

A similar result was found in the comparison made for the digital neglect variable. Parents 

whose children prefer digital games (X  ̅= 3.65) have higher awareness than parents who prefer 

traditional games (X  ̅= 3.99). However, the effect degree (2 = .05) is low. 

MANOVA results regarding the effects of digital games in Early Years on the variables of 

gender, number of children owned, daily time spent with digital media, age of meeting with 

digital game play and game type variables prefered to play. 

Whether the dependent variables differentiate between the groups was examined with the 

Pillai's trace value in the same way. Test results are given in Table 5  

MANOVA results of the effects levels of digital games in the Early Years 

Group Pillai’s 

Trace 

F Hypothesis 

sd 

Error 

 sd 

p 2 

Gender .015 .940 5 303 .455 .015 

Number of 

Children 

.057 1.189 15 915 274 .019 

Duration .059 .916 20 1224 .567 .015 

Starting Age .124 1.959 20 1224 .007* .031 

Type of Game .042 2.68 5 303 .022* .042 

Analyzing the Table 5 Gender (Pillai's Trace = .015; F (5; 303) =. 940, p> .05), the number of 

children owned (Pillai's Trace = .057; F (15; 915) = 1.189, p>. 05) and the time spent in the 

digital environment (Pillai's Trace = .059; F (20; 1224) =. 916, p> .05) variables are not 

significant. The age of beginning to use digital game play (Pillai's Trace = .124; F (20; 1224) = 

1.959, p <.05) and the type of game (Pillai's Trace = .042; F (5; 303) = 2.68, p <.05) ) variables 

differ substantially. 
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When the importance of interactions is studied, although the difference is significant for the 

age of starting to be subjected to digital game play and the the type of game prefered, It has a 

subtle effect on explaining 3% and 4% of the variants of the scores obtained from the linear 

component for the digital game effects sub-dimensions, respectively. 

One-way ANOVA test (Multivariate ANOVA) results are given in Table 6 to observe the 

dependent variables contributing to multivariate difference. 

Table 6 

One-factor ANOVA results for the difference between groups of sub-dimensions of parents' 

Digital Awareness Level 

Independent 

Variable 

Dependent  

Variable 

F p Sd 2 Fark 

Starting Age Entertainment 2.120 .078 

4/307 

.027 - 

Learning .933 .445 .012 - 

Physical 1.91 .109 .024 - 

Social 6.078 000 .073 Pre-3 years- 4 year old, 5 

year old, 6 year and older 

Emotional 1.117 .349 .014 - 

Game Type 

 

Entertainment 67.964 .000* 

1/307 

.18 Traditional-Digital 

Learning 1.013 .315 .003 - 

Physical 31.856 .000* .094 Traditional-Digital 

Social 29.320 .000* .089 Traditional-Digital 

Emotional 10.762 .001* .034 Traditional-Digital 

 

When the significance of the difference test is analyzed in Table 6, the age of exposure to 

digital game play use differs considerably only in the Social sub-dimension (F4 / 307 = 6.078, p 

<.05). The difference is between pre-3 years old and 4 years old, 5 years old, 6 years and older. 
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The parents of children who were introduced to digital games at the age of three and before 

(X  ̅= 3.16), 4 years old (X  ̅= 2.52), 5 years old (X  ̅= 2.51) and 6 years old (X  ̅= 2.64) It states that 

its effect is more adverse. When the effect size was analyzed, it was seen that the effect 

degree (n2 = .73) was moderate. In other words, parents whose children were introduced to 

digital games before 3 years of age stated that social effects on their children were higher than 

other age groups. This difference is of medium importance. 

For the game round variable, Fun (F1 / 307 = 67.964, p <.05), Physical (F1 / 307 = 31.856, p 

<.05), Social (F1 / 307 = 29.320, p <.05), and Emotional (F1 / 307 = 10.762, p <.05) the 

difference according to the sub-dimensions is significant. In the comparison made for the 

entertainment dimension, they stated that the fun effect of digital games is lower than the 

parents whose children prefer traditional games (X  ̅= 3.13) than the parents who prefer digital 

games (X  ̅= 3.78). The effect degree of this difference (2 = .73) is large. 18% of the fun variable 

is explained by the game type prefered. For the physical sub-dimension, parents who prefered 

digital games (X  ̅= 2.58) stated that the physical effects of digital games were higher than the 

parents who prefered traditional games (X  ̅= 1.99), and approximately 9% of this variable was 

explained by the game prefered. The situation is the same for the social and emotional sub-

dimensions. The parents who prefered digital games (X  ̅= 3.03) stated that the negative social 

effects of digital games were higher than the parents who prefered traditional games (X  ̅= 

2.45). Likewise, the parents who prefer digital games (X  ̅= 2.28) stated that the negative 

emotional effects of digital games are higher than the parents who prefer traditional games (X ̅ 

= 1.91). Effect sizes for these variables are .089 and .034, respectively. The degree of social 

impact is moderate, while the degree of emotional impact is small. 

Parents with 4 or more children (X  ̅= 1.71) were found to be lower than parents with one child 

(X  ̅= 2.20) and two children (X  ̅= 2.06) in terms of protection from risks. Approximately 6% of 

the digital awareness protection from risks dependent variable is explained by the number of 

children owned. In other words, it can be said that the effect degree of the number of children 
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in the house is partially low. Efficient use for the number of children variable (F1 / 307 = .091, 

p> .05), negative modeling (F1 / 307 = 2.359, p> .05) and digital neglect (F1 / 307 = 2.544, p> 

.05) It has been revealed that there is no significant difference according to the dependent 

variables. 

When the differentiation level of the sub-dimensions for the game type variable is examined, 

the sub-dimension of being a negative model (F3 / 307 = 2.423, p> .05) does not differ 

significantly. When the variables of protection from risks (F1 / 307 = 12.677, p <.05), efficient 

use (F1 / 307 = 56.375, p <.05) and Digital Neglect (F1 / 307 = 14.712, p <.05), the difference is 

significant has been seen. In the risk protection variable, it is said that the parents whose 

children prefer digital games (X  ̅= 2.14) have higher levels of awareness compared to the 

parents who prefer traditional games (X  ̅= 1.91). When the effect size was examined (n2 = 

.04), it was seen that the effect degree was low. Considering the efficient use, it has been 

observed that the parents whose children prefer digital games (X  ̅= 2.62) have higher levels of 

awareness compared to the parents who prefer traditional games (X  ̅= 1.99). Approximately 

16% of their productive usage levels are explained by the type of games children prefered. It 

can be said that the type of game prefered has a high effect on the variable of efficient use. A 

similar result was obtained in the comparison made for the digital negligence variable. Parents 

whose children prefer digital games (X  ̅= 3.65) have higher awareness than parents who prefer 

traditional games (X  ̅= 3.99). However, the effect degree (n2 = .05) is low. 

DISCUSSION & CONCLUSION 

In a study in Turkey on the digital parenting self-efficacy perception levels of parents, 

the variables of internet usage experience, income status, profession and education level were 

examined as independent variables. It was determined that there is no significant difference in 

digital parenting dimensions according to the parental role (Yaman et al., 2019). As a result of 

this research, it was concluded that the digital awareness levels of the parents did not differ 

significantly according to their gender, the time they spent in digital media and the age of their 
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children to start playing digital games. It is seen that the digital awareness levels of the parents 

differ significantly according to the number of children they have and the variables of the type 

of game their children prefer to play. The digital awareness levels of parents differ only in the 

risk protection sub-dimension according to the number of children parents have. Parents with 

four or more children were found to be lower in protection from risks than parents with one or 

two children. Approximately 6% of the parents' digital awareness protection from risks 

dependent variable is explained by the number of children parents have. It is concluded that 

the number of children in the house has an effect, even if it is low. It can be seen that children 

generally adopt similar approaches to parents in terms of internet use (Terkan & Taylan, 2010). 

As a result of a study conducted with mothers, it was understood that parents did not want to 

let their children use televisions, tablets and smart phones. Despite this, it has been 

determined that even the most determined ones cannot stand the wishes of their children and 

make them use it from time to time (Cengiz Saltuk & Erciyes, 2020). In order for parents with 

many children to protect their children from risks, it may be suggested that they share 

responsibilities regarding their children with other parents or family members, if possible. In 

addition, it may be suggested to plan for their children not to be exposed to technology at the 

same time, in such a planning, while the parent tries to protect the child exposed to 

technology from risks, other children may encourage other children to play traditional 

children's games or to engage in activities. 

The digital awareness levels of parents differ significantly in the sub-dimensions of 

protection from risks, efficient use and digital neglect according to the independent variable of 

the type of game their children prefer to play. Parental digital awareness levels were found to 

be higher in all three sub-dimensions, compared to parents whose children prefer to play 

digital games, and parents whose children prefer to play traditional games. While the effect of 

the game type preferred by children was low in the protection from risks and digital neglect 

sub-dimensions, it was found to have a high effect in the efficient use sub-dimension. It can be 
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said that parents make use of digital games in order to contribute to children's learning 

activities. Positive behaviors in children are reinforced with educational digital games (Prot et 

al., 2014), children's language skills, mental skills, and memory development are supported 

(Schacter & Jo, 2016). When educational digital games are used consciously, they encourage 

children to think and learn (Griffiths, 2003). However, games have started to pose a risk as a 

threat to children due to the fast-growing game industry (Taylan et al., 2017). At the same 

time, in a study conducted by Mustafaoğlu and Yasacı (2018), digital games have been 

associated with game addiction, anxiety disorder, aggression, depression and mental problems 

such as social disorders. Parents who prefer their children to play digital games may be advised 

to ensure that their children contribute to digital learning activities, while at the same time, 

their children play the digital games they play first, and then to their children, so that they can 

protect them without neglecting them. As the child often plays digital games alone has 

negative physical and social impacts (Z. Hazar et al., 2017), parents will be able to protect their 

child from digital risks, if the child can achieve the same benefits as traditional children's 

games, parents can they can be directed to play the game. 

It was concluded that the levels of parental awareness regarding the effects of digital 

games on their children at early ages did not differ according to the gender of the parents, the 

number of children they had and the time they spent in digital media. Parental awareness 

levels regarding the effects of digital games on their children at an early age show a significant 

difference according to the independent variables of the age when children start playing digital 

games and the type of game their children prefer to play. Parental awareness levels about the 

effects of digital games on their children at early ages differ significantly only in the social sub-

dimension according to the age when children start playing digital games. It has been 

concluded that the parents of children who started playing digital games at the age of three 

and before stated that the effect of digital games on their children was very negative 

compared to the parents of children who started playing digital games at the age of 4, 5, 6 and 
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later, and this difference is also of moderate importance. . The age of starting the game in the 

digital environment and having the first phone (starting to use), which has been examined as 

the precursor of game and phone addiction, has an important role in both addictions (Bülbül & 

Tunç, 2018). In a study, it was found that children between the ages of 0-6 met with television 

between the ages of 12 months, mobile phones between 12-23 months, and computers and 

tablets between 24-35 months (Aral & Doğan Keskin, 2018). They emphasized that age and 

developmental periods should be taken into consideration in order to determine the usage 

characteristics and risks (cited in Manap & Durmuş, 2020). As the effect of the digital world, 

children spend most of their time with digital games (Söğüt, 2020), when the child starts to 

socialize with his environment, digital exposure to games has a negative effect on children in 

the early period. When the relevant literature is examined, it is seen that children take their 

social environment as a model in the use of technology (Toran et al., 2016), but that children 

think they socialize while playing digital games and experience emotional inadequacies 

(Ataman Yengin, 2019). Parents stated that their children allocate a significant part of their 

time to digital games and that the age of starting digital games is down to 4 years old (Söğüt, 

2020). For this reason, it can be recommended that parents provide rich learning 

environments that appeal to all their senses, especially in infancy and early childhood, and 

spend quality time with their children without leaving their children on digital game screens. 

Parental awareness levels regarding the effects of digital games on their children at an 

early age differ significantly according to the independent variable of the type of game that 

their children prefer to play in the fun, physical, social and emotional sub-dimensions. It has 

been observed that the entertaining, physical, social and emotional effects of digital games are 

lower than the parents who prefer the traditional game type for their children compared to 

the parents who prefer digital games. The degree of entertainment effect is high, the degree 

of social influence is medium, and the degree of physical and emotional effects is low. It is 

thought that as a result of the behavior that children acquire through social learning, digital 



914 
 

device increases the risk of addiction (Burger, 2006, cited in Manap & Durmuş, 2020). Due to 

the joy and pleasure of playing digital games, children prefer digital games more (Aydoğdu 

Karaaslan, 2015). Consistent with this result, this study concluded that parents' children have 

more fun while playing digital games than traditional games. Although children change their 

world and have functions such as leisure time and stress relief, the violence they contain is 

perceived as a normal situation by children (Aydoğdu Karaaslan, 2015). The fact that children 

often play digital games alone has negative physical and social effects (Z. Hazar et al., 2017). 

Digital games that are not suitable for the age of children worry parents (Torun et al., 2013). In 

this study, it was concluded that the digital games of parents negatively affect the social, 

physical and emotional development of their children. Of these effects, the degree of social 

impact is very high. In this context, it can be suggested that parents should play traditional 

children's games, which they think their children have more fun, in a controlled manner by 

supporting their children with time constraints and a suitable playing environment in order for 

their children to socialize and to ensure healthy emotional and physical development. 
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