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Abstract

This study aims to determine whether parents’ media mediation roles are related
to their early childhood children’s digital game addiction tendencies. In addition,
it examines whether these variables are related to the child’s and parent’s digital
device usage habits and whether they differ according to various sociodemographic
variables and digital device usage habits. In this context, we collected data from 433
parents (mother=336, father=97) with children aged 3-6. We analyzed the data
using correlation analysis, one-way ANOVA, and t-test. Active-supportive, restric-
tive-supportive, active-limiting, restrictive-limiting, and active-interpreter roles of
parents were negatively related to children’s digital game addiction tendencies. In
addition, parents’ and children’s digital device screen time was negatively associ-
ated with parents’ media mediation roles and positively with children’s digital game
addiction tendencies. Mothers found their children more likely to have digital game
addiction than fathers. Children of parents who play digital games have higher digi-
tal game addiction than those of parents who do not play, male children than female,
children who have their own digital devices than those who do not, and children
who only watch YouTube videos than those who only watch television channels for
kids. Finally, we observed that mothers are more active in media mediation roles
than fathers and that parents behave more restrictive toward their daughters.
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1 Introduction

Today, digital technologies such as smartphones, tablets, and laptops have become a
necessity rather than a technological tool for communication. The portability, touch-
screen interface, and functionality of digital technologies have gradually transformed
how children consume and interact with digital media and the communication hab-
its of society (Madigan et al., 2019; Rodideal, 2020). In particular, smartphones
have gradually replaced laptops and personal computers in most homes (Mathias &
Singh, 2023). Smartphones, Internet, laptops, tablets, and television (TV) programs
that provide entertainment such as movies, games, and music have changed the fam-
ily’s media usage area. While these environments may provide enhanced opportuni-
ties for interaction, they can also exacerbate many dilemmas in family life (Clark,
2011). The increasing presence of digital communication tools in daily life has also
affected the family and child relationship (Durak & Kaygin, 2020). Negative family
relationships increase the likelihood of spending excessive time on the Internet, hav-
ing difficulty controlling online activities, neglecting responsibilities, and encoun-
tering negative consequences (Chemnad et al., 2023). Therefore, as the use of tech-
nology increases in children’s world, at school, at home, and in daily life, the need to
support children’s communication with technology healthily emerges. While digital
media provides opportunities that make our daily lives more accessible, young chil-
dren are most likely to be negatively affected (Sen et al., 2020).

Although children’s digital content preferences are mainly used for educational
purposes, the rate of use for entertainment is increasing day by day. The demand for
mobile devices also increases the interest in mobile applications and games (Goksu
et al., 2020). It is seen that educational content is preferred, especially in the 2—4
age group, and the age group is gradually decreasing (Eichen et al., 2021). It has
been observed that children’s behavior of following TV and YouTube channels and
watching videos on the Internet has become widespread in recent years, as well as
playing digital games in early childhood (Goksu, 2022; Isikoglu et al., 2023). Paren-
tal awareness is essential so that children can benefit from the learning opportunities
offered through digital technologies and, at the same time, be protected from the
risks these technologies carry (Konok et al., 2020; Zirakbash et al., 2023). For this
reason, in this study, we focused on parents’ media mediation roles and digital game
addiction. We aimed to reveal the relationship between these two variables and to
examine these variables according to various sociodemographic variables and digi-
tal device usage habits.

1.1 Children’s challenge with digital media and the role of parents

From the moment a child is born, the first people they interact with are his parents.
Parents support and guide the child in all aspects throughout the child’s develop-
ment process, starting from pre-birth (Morris et al., 2021). Children’s acquaintance
with the digital world usually begins at home, through their parents, via TV, tab-
let, or smartphone. The age of interaction with digital devices decreases to infancy
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(Nevski & Siibak, 2016). With digitalization, the scope of responsibilities placed
on parents has also expanded. In addition to basic life skills, technology literacy,
safe communication, digital citizenship, and financial literacy skills have also been
added to the responsibilities of parents (Askin Bozkurt, 2023). Parents who adapt
to the innovations brought by age, follow the agenda of new technologies, distin-
guish the benefits and risks, have basic competence regarding digital devices, and
instill all this knowledge appropriately in their children are defined as digital parents
(Yurdakul et al., 2013).

Watching TV alone for a long time at an early age can negatively affect chil-
dren’s development. Having devices, such as TVs and computers, in the child’s
room causes children to be exposed to media uncontrolled (Dennison et al., 2002). It
is suggested that watching TV for a long time may increase children’s tendency for
aggressive behavior (Susanu, 2022; Ybarra et al., 2022). According to Tohlu (2023),
as mothers’ daily TV watching and using social media increases and the time they
spend with their children decreases, the conflict mothers experience increases. In
addition, according to the relevant research, closeness is formed between mothers
and their children, who control the cartoons their children watch and the games they
play. Entertaining content can also provide children with emotional relief and relieve
tension, as long as it is not watched excessively (American Psychiatric Association,
2013).

Parents direct their children to digital games for reasons such as providing edu-
cational content, ensuring that the child has a fun time, rewarding, and controlling
and managing negative behavior. The proliferation of applications downloaded to
smartphones and tablets affects parents’ behavior in taking care of their children
and spending time together during the day. Considering the purposes of use of these
applications, it is possible to keep children occupied while doing household chores
(Eichen et al., 2021; Nevski & Siibak, 2016), motivate, reward, keep the child enter-
tained while the parent is working, keep them quiet in society (e.g., market shop-
ping, doctor’s office) and being able to feed is outstanding (Eichen et al., 2021).
However, according to Ryan and Deci (2000), digital devices cannot be a reward
for the ideal behavior that children should exhibit (e.g., tidying up their room and
putting away their toys). Despite this, more than half of the parents use the digital
tool as a reward/punishment or source of motivation for their children (Eichen et al.,
2021).

On the contrary, when a behavior for which the child is intrinsically moti-
vated is rewarded with extrinsic motivation, the child’s interest in that behavior
decreases (Ryan & Deci, 2000). Additionally, leaving a child alone with digital
content may cause the child to randomly click or switch channels, resulting in
exposure to inappropriate, violent, or sexual content. Parents may also overlook
how the child reacts to media content. When using digital media, informing chil-
dren about the content, encouraging the child to ask questions (Livingstone et al.,
2011), and providing adequate explanations by the parent (Mendoza, 2009) can
contribute to the child’s development. Additionally, according to Goksu (2022),
parents should take security and safety precautions so their children can play dig-
ital games safely.

@ Springer



Education and Information Technologies

Different attitudes of parents cause them to adopt various media mediation roles.
Valkenburg et al. (1999) first explained the mediation theory with three paren-
tal behaviors: instructive, restrictive, and social viewing through TV. Clark (2011)
added participatory learning to these. With the widespread use of computers, the
Internet, and smartphones, Rodideal (2020) revised parental mediation behaviors as
permissive, reverse, modeling, inconsequent, and mixed digital mediation accord-
ing to changing living conditions. As a theory, parental mediation is any parental
intervention or protective behavior used by parents to promote healthy digital media
use habits and reduce the adverse effects of digital media (Shin, 2018; Smahelova
et al., 2017). Clark (2011) defined it as the behaviors that parents use to protect their
children against the potential adverse effects of the media. Mediation roles vary
depending on countries’ cultures, welfare levels (Livingstone & Byrne, 2018), and
parental attitudes (Warren & Aloia, 2019). Parental mediation theory was initially
designed to influence children’s TV viewing. It has started focusing on computers,
digital games, online dangers, Internet addiction, and smartphone addiction (Jiow
et al., 2017). The first studies on parental mediation were conducted in the 1950s
to explore the impact of TV on children and adolescents (Livingstone, 2009). In
the 2000s, with the diversification of digital media tools and the spread of accessi-
ble data resources (e.g., Wikipedia, social media tools, YouTube, and subscription-
based streaming services), the definition, roles, and scope of parental media media-
tion were revised (Mathias & Singh, 2023).

Media mediation is one of the critical issues of today’s societies because almost
all young people growing up in the age of digitalization use media and the Internet
in their daily routines (Hassan et al., 2020). Parents often appear to be in constant
conflict with their children, trying to balance the educational and social advantages
of media use with the adverse effects of some content on the child’s development
and safety (Nathanson, 2004). Parents attempt to regulate their children’s media
use, hoping to maximize the advantages of media for their children and minimize
its disadvantages (Livingstone & Helsper, 2008). Parents question their intentions
in exposing their children to digital media and need clarification about which type
of digital tool suits their children (Clark, 2011). Therefore, parents set rules such
as limiting content and time, using it only at certain hours, and obtaining parental
permission first (Brito et al., 2017; Eichen et al., 2021). Parents’ placing time and
content restrictions shows they adopt restrictive mediation behavior. According to
Chen and Shi (2019), restrictive mediation is more effective than active mediation
in reducing the child’s screen time. However, active and combined mediation was
more effective than restrictive mediation in protecting against media risks. Wu et al.
(2014) found that anti-social behavior in cartoons watched by children between the
ages of 3—6 increased the tendency for problematic behavior in children.

Approximately one-quarter of the parents cannot control the content, and approx-
imately three-quarters direct their children to digital games themselves (Ates &
Durmusoglu Saltali, 2019). American Academy of Pediatrics (2001) recommends
that children over two should not be exposed to media with educational and quality
content for more than 1-2 h. He advises parents to be positive role models for their
children to use the media wisely, to limit exposure to media for long periods, to use
it together, and to explain to children what they see in the media. Parents need to be
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informed about how their children will use media. Therefore, if parents do not con-
trol their children who spend time on digital platforms, the risk of misusing virtual
environments will increase (Young, 2009). If parents are conscious media consum-
ers, it will be easier for them to be positive role models for their children. This study
aims to determine the media mediation roles of parents and the relationship between
children’s digital game addiction tendencies. We think investigating children’s digi-
tal game addiction tendencies will contribute positively to the media usage habits
that begin forming at an early age.

1.2 Children’s interest in digital games and the dilemma of digital game
addiction

Today, social games have been replaced mainly by digital games. Nikiforidou (2018)
defines digital games as rule-based systems that involve the struggle to achieve a
goal while providing feedback about the player’s progress. Digital games can be
played online or offline, individually or with more than one person, with devices
such as computers, tablets, smartphones, and game consoles appealing to all age
groups and offering entertainment experiences (Goksu, 2022). The ease of use of
mobile devices such as smartphones and tablets and the easy access to information
and digital games cause the time spent in front of the screen to increase and the
opportunities for face-to-face communication with peers to decrease (Goksu, 2021;
Rosen et al., 2014). According to Uzun et al. (2023), acquiring children between the
ages of 0-8 with digital games begins with parents, siblings, or peers becoming role
models. Parents consider reasons such as not having as many playgrounds in city life
as before, failing to set limits for children, and spending a long time at home dur-
ing pandemic periods as reasons that push children to play digital games (Aslan &
Turgut, 2023). In addition, in the interviews conducted with mothers with children
between 0-36 months, it was seen that digital games were mostly preferred to calm
the child and feed him/her (Isikoglu & Ergenekon, 2021). In the relevant research,
although mothers accept that introducing their children to smartphones before age
two is harmful, they allow them to spend time with smartphones in their baby care
routine.

Globalization, easy accessibility, and peer influence are the factors that make
digital games more preferred (Ozarslan & Perdahci, 2023). According to Aydemir
(2022), almost four out of every five adults play mobile games. According to the
Entertainment Software Association (2022) report, more than 215 million people
in America play video games regularly. According to the relevant report, 77% of
parents claimed that they regularly play videos with their children and that playing
games together strengthens family ties. In addition, players stated that the games
were useful, entertaining, and relieved stress. Mobile games with educational fea-
tures can improve critical thinking skills when chosen according to the development
of children in early childhood and used supportively (Calhan & Goksu, 2024). How-
ever, some digital games that do not emphasize educational aspects give the player
the feeling of creating and rewriting the fiction, making the game more interesting

@ Springer



Education and Information Technologies

(Horzum, 2011). Accordingly, excessive motivation and rewarding success can
increase addiction tendencies (Miller, 2013). This situation can cause digital game
addiction.

Digital game addiction is expressed in the field of psychiatry as an inability to
control time while playing games, not being interested in activities other than digi-
tal games, the desire to continue playing despite the negative consequences result-
ing from the game, and impulse control disorder due to the feeling of psychological
deprivation when outside the game (Yal¢in Irmak & Erdogan, 2016). In addition,
digital game addiction is accepted as a mental health problem. Both the American
Psychiatric Association (2013) and the World Health Organization (2020) define it
as an online gaming disorder. Digital game addiction; physical disorders in the fin-
gers, wrists, spine, and posture; cognitive lack of attention and aggressive behav-
ior; from a social-social perspective, it can cause behavioral disorders such as rac-
ism, sexism, discriminatory discourse, normalization of violence and antisociality
(Johnston, 2021; UNICEF, 2017). The increase in digital game addiction in children
between 60-72 months negatively affects their social and emotional development
(Senol et al., 2023). Toran et al. (2016) revealed that children generally decide on
digital playtime. However, digital games played excessively and without guidance
may cause children to be unable to control their desire to play and disrupt their daily
lives (Mustafaoglu & Yasaci, 2018).

In recent research, digital game addiction was related to family responsibilities
(Senol et al., 2023). Satisfaction with family interaction serves a protective function
against digital game addiction (Berenson & Andersen, 2006; Chemnad et al., 2023).
Gokgen (2023) shows that 3—6-year-old children are alone in front of the screen for
about two hours a day; gender affects digital game preference, but the age at which
they start using screens does not affect addiction tendency. Tso et al. (2022) sug-
gested that students with high digital competence can be better protected from the
adverse effects of digital environments and the risk of game addiction. It has also
been observed that children with digital competence have lower screen time and
digital game addiction tendencies (Tso et al., 2022). Since touch screens are excit-
ing and have become widespread, banning these devices for children is not a solu-
tion (Goksu, 2022; Prensky, 2005). Therefore, it is essential to research this subject,
identify variables that may cause digital game addiction, and try to understand the
mediating roles of parents.

1.3 The aim and importance of the study

Early childhood years are the period when learning and development are most rapid.
Children are sensitive to learning in these years, with specific critical periods. When
a rich environment suitable for their development is created in the family and school
environment, a healthy development that responds to this sensitivity is observed.
When the child’s development is ignored and critical developmental periods are
not supported, permanent damage may occur. Parents are responsible for prepar-
ing children for social life and meeting their love, care, education, socialization, and
health needs. All children, especially children between the ages of 3 and 6, need
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unconditional support from their parents due to their developmental characteristics
(Saracho, 2023; Schunk, 2021). Just as it is a right for children to use technology in
a safe environment, it is also the responsibility of parents to create this environment
(Goksu, 2022). Therefore, any research contributing to children’s safe use of digital
media becomes valuable.

In the first two years of life, spending time on digital screens such as TV and
smartphones has become a part of daily life for most children (Kucirkova & Zuck-
ermann, 2017). Children interact with these tools throughout the day, even through
their parents. In the study examining the opinions of 13 Korean parents with chil-
dren between the ages of 3—6, they stated that parents mostly use digital devices for
rewards, learn English, and keep children busy with relevant tools (Dong, 2018).
198 Estonian parents with children aged 0-3 were allowed to use digital devices
with educational or entertaining content (Nevski & Siibak, 2016). The same study
revealed that parents use behavior management to keep their children quiet and calm.
According to relevant research, children mostly prefer to watch videos or cartoons.

Changing living conditions and the transformation of socialization and com-
munication tools have increased the interaction of children and parents with digital
games and caused problematic use (Yal¢in Irmak & Erdogan, 2016). Parents’ belief
that games are beneficial may cause the child to play excessively (Isikoglu et al.,
2023). In addition, the fact that the parent is a negative role model, the time spent
together is limited, or the game is presented as a reward to the child is a sign that
children are pushed to play excessively. The reasons why young children spend a
long time on smartphones are that it is easily accessible, the parent uses the smart-
phone frequently during the day, provides the child with more technological tools
than necessary, and does not specify how to use them (Aral & Dogan Keskin, 2018),
or the parent does not have digital literacy skills. Considering the critical impor-
tance of the parent—child relationship, parents’ lack of digital literacy may increase
children’s risk of digital game addiction. Much research is in the literature on digital
citizenship, media literacy perceptions, beliefs, and competencies (Livingstone &
Helsper, 2008; Tomczyk & Potyrata, 2021; Vajen et al., 2023). According to rel-
evant research, digital citizenship and digital literacy offer advantages in gathering
information, making life more accessible, and saving time.

Parents’ ability to make digital devices and the contents offered by these
devices safe for their children may also affect their performance in formal pre-
school education. Digital game addiction and problematic media use can cause
children to neglect their responsibilities, and this can make teachers’ jobs dif-
ficult. Therefore, it is necessary to produce scientific information and make sug-
gestions to guide practitioners. There are many studies on digital games, but
research on parents’ media mediation roles is limited. On the other hand, there
are also studies focusing on general parental mediation behaviors that are related
to parental media mediation roles (Aral & Dogan Keskin, 2018; Aslan & Tur-
gut, 2023; Bostanct & Cakir, 2022; Clark, 2011; Eichen et al., 2021; Goziim
& Kandir, 2021; Giirler & Omeroglu, 2023; Isikoglu Erdogan, 2019; Isikoglu
& Ergenekon, 2021; Jiow et al., 2017; Kanak & Ozya2101, 2018; Livingstone
& Helsper, 2008; Nikken & Jansz, 2014; Tso et al., 2022; Valkenburg et al.,
1999; Warren & Aloia, 2019; Wu et al., 2014). While relevant studies aim to
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reveal children’s digital device usage habits, parents’ views on digital games,
and parental mediation roles, it is noteworthy that studies examining early child-
hood children’s digital game addiction tendencies and parents’ media mediation
roles are limited. Additionally, we have yet to find any research focusing on the
relationship between parents’ media mediation roles and children’s digital game
addiction tendencies. In addition, the other unique importance of our research
is to present evidence on how these two variables differ according to technol-
ogy usage habits. In this study, we sought answers to the following questions to
contribute to the literature and make suggestions to practitioners in the context
of the deficiency stated above:

RQ1. Is there a statistically significant relationship between parents’ media
mediation roles and children’s digital game addiction tendencies?

RQ2. Is there a statistically significant relationship between parents’ media
mediation roles and the digital device usage habits of parents and children?
RQ3. Is there a statistically significant relationship between children’s digital
game addiction tendencies and the digital device usage habits of parents and
children?

RQ4. Does children’s digital game addiction tendency differ according to
their digital device usage habits and sociodemographic variables?

RQS5. Do parents’ media mediation roles differ according to sociodemo-
graphic variables?

The research questions above discuss media mediation roles as active-sup-
portive, restrictive-supportive, active-limiting, restrictive-limiting, restrictive-
blocker, and active-interpreter. Variables related to parents’ habits of using
digital devices: daily smartphone screen time, other digital devices screen time
[e.g., tablet, computer, game console], watching TV, using social media, playing
digital games, and playtime with children. Variables related to children’s digi-
tal device habits are smartphone screen time, other digital device screen time,
watching TV, playing digital games, and owning a digital device. Finally, soci-
odemographic variables are gender, parent’s education level, and children’s age.

2 Method
2.1 Research design

This study, which aims to examine the relationship between early childhood
media mediation roles of parents and digital game addiction tendency in chil-
dren, is quantitative research and was conducted with a relational screening
model. The correlational survey method aims to reveal the change between two
or more variables or the degree of this change (Biiyiikoztiirk et al., 2019; Frae-
nkel et al., 2012). In this type of research, the relationship between two or more
variables is examined without interfering with these variables in any way. It may
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give the researcher an idea about the possibility of a cause-effect relationship on
the subject, but it should not be expressed as a definite cause-effect relationship.

2.2 Sample

Four hundred thirty-three parents (mother =336, father=97) with children aged 3-6
from 55 different provinces in seven regions of Turkey participated in the research.
As a sampling method, the convenient sampling method, which eliminates time and
accessibility limitations and aims to select from the applicable unit, was preferred
(Biiytikoztiirk et al., 2019). In addition, we used snowball sampling to ensure the
diversity of the participant group and to reach a large group of participants. Parents
of children aged 3-6 participated in the study voluntarily via an online question-
naire. Parents answered questions about themselves (questions about media media-
tion roles, sociodemographics, and digital device usage habits) and about their chil-
dren (male=215, female=218; questions about digital game addiction tendency,
sociodemographic and digital device usage habits) in the online questionnaire. The
sociodemographic characteristics of the participants are in Table 1.

2.3 Data collection tools
2.3.1 Questionnaire

We prepared a questionnaire to collect data on the various sociodemographic and
digital device usage habits of the parents and children participating in the research.
This questionnaire (See Appendix 1) is about the following variables for par-
ents and children: gender, children’s age, parent’s education level, parent’s use of
social media, parent’s and child’s digital play time, parent and child’s digital device

Table 1 Sociodemographic

T Variables Frequenc Percentage
characteristics of the d Y g

participants Parent’s Gender
Female 336 77,6
Male 97 22,4
Parent’s Education Level
K-12 87 20,1
Undergraduate 257 59,4
Graduate 89 20,6
Children’s Gender
Female 218 50,3
Male 215 49,7
Children’s Age
3—4 years (3648 months) 229 52,9
4-5 years (49-60 months) 131 30,3
5-6 years (61-72 months) 73 16,9
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screen time, whether children own their digital device and children’s media content
preference.

Sociodemographic characteristics of the participants The Early Childhood Paren-
tal Media Mediation Scale aims to detect the attitudes and behaviors of parents who
have children in early childhood regarding their children’s use of media tools (Sen
et al., 2020). The scale, consisting of 43 items and six dimensions (active-support-
ive, restrictive-supportive, active-limiting, restrictive-limiting, restrictive-blocker,
and active-interpreter), has a five-point Likert structure (See Appendix 2). Items are
answered with the options "never", "rarely", "sometimes", "mostly", and "always"
and are scored between 1 and 5. Sen et al. (2020) calculated Cronbach’s Alpha val-
ues for the scale dimensions as 0.92, 0.86, 0.59, 0.61, 0.83 and 0.84, respectively. In
this study, we calculated the Cronbach’s Alpha value of the responses to all items as
0.94. We found Cronbach’s Alpha values for the scale dimensions to be 0.93, 0.88,
0.70, 0.78, 0.84, and 0.88, respectively.

Active-supportive is the behavior that parents engage in with their children
regarding media content. They discuss the content, comment, ask questions, and
prepare. The parent expresses the situation to which the child may be exposed. The
aim is to ensure that the child’s media experience becomes beneficial. In the restric-
tive-supportive role, parents determine the time their children spend in front of the
screen and act restrictively by intermittently turning off media devices. In this sub-
dimension, the parent controls the time the child spends using media tools in line
with the child’s development. In the active-limiting role, parents determine media
content by jointly deciding on the time their children spend using media. They take
into account smart signs that are relevant to the content. In the restrictive role, it is
media mediation behavior that parents can prevent by cutting off the child’s access
to media without informing the child about inappropriate media content. Restrictive-
blocker is a media mediating role in which parents use media tools as rewards or
punishments in cases where they expect the child to obey the rules they have set.
In the active-interpreter role, the parent explains the media content to his child by
comparing it with real life and interpreting it. The parent accompanies the child’s
content experience.

2.3.2 Digital game addiction tendency scale

The Digital Game Addiction Tendency Scale developed by Budak and Isikoglu
(2022) aims to detect early childhood children’s digital game addiction tendencies.
The scale consisting of 20 items is a five-point Likert type. This scale, which has
four dimensions (disconnect from life, conflict, constant playing, reflecting on life),
is answered with the options "Always (5)", "Most of the time (4)", "Sometimes (3)",
"Rarely (2)", and "Never (1)". Budak and Igsikoglu (2022) calculated Cronbach’s
Alpha value as 0.93 out of the total score. The subscales were calculated as 0.88,
0.90, 0.82, and 0.70, respectively. In this study, the Cronbach’s Alpha value we cal-
culated from the total score is 0.96. We calculated the sub-dimensions as 0.93, 0.91,
0.90, and 0.81, respectively. Disconnect from life refers to the disconnections that
occur in the child’s social life during the process of playing digital games and con-
sists of seven items. Conflict is the reactive behavior that children show when they
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are prevented from playing digital games and consists of five items. Constant play-
ing refers to the child playing digital games for a long time and making demands in
this direction. It consists of five items. Reflecting on life is the effects of the digital
game on the child’s life. It consists of three items (See Appendix 3).

2.4 Data analysis

To increase reliability, we added a control item to both scales (e.g., "If you are read-
ing this item, please select the 'Always’ option."). In this context, we did not include
the data of 29 participants in the analysis. Subsequently, we coded the reverse items
and conducted normality analysis. As a result of the normality analysis performed
for all data, we saw that the kurtosis and skewness values of the digital game addic-
tion tendency total score were between 0.23 and 0.22, and the skewness value was
between 0.92 and 0.11. For parental media mediation roles, the total score was not
taken but evaluated as sub-dimensions. Their kurtosis values were between -0.45
and 0.22 for active-supportive, 0.60 and 0.22 for restrictive-supportive, -62 and
0.22 for active-limiting, -1.5 and 0.22 for restrictive-limiting, 1.43 and 0.22 for
restrictive-blocker, and 0.33 and 0.22 for active-interpreter. Skewness values were
between -0.57 and 0.11, -1.07 and 0.11, -0.30 and 0.11, -1.5 and 0.11, 0.01 and 0.11,
and -1.04 and 0.11, respectively. As a result of the normality analysis, the kurto-
sis and skewness values were -1.5 to+ 1.5, so the normality assumption was met
(Tabachnick & Fidell, 2013). Therefore, we performed Pearson correlation analysis.
To determine whether parents’ media mediation roles and digital game addiction
tendencies differ according to various sociodemographic variables, we used #-test
for variables with two groups and within-group normal distribution assumption. We
used one-way ANOVA for more than two groups and variables that assumed normal
distribution within the group. Since the data were normally distributed and the num-
ber of participants in the groups was different, we used the Tukey test, one of the
post hoc analysis methods. We used IBM SPSS Statistics version 26 for all analyses.

3 Results

According to the descriptive statistics regarding parental media mediation roles and
the children’s digital game addiction tendency, which is the focus of the research, the
media mediation roles most preferred by parents are active-supportive (M =51.85,
SD=12.51) and restrictive-supportive (M=40.78, SD=7.72), respectively. The
least preferred mediating roles were restrictive-blocker (M =12.36, SD=2.37) and
active-limiting (M =13.98, SD=3.85), respectively. The average children’s digi-
tal game addiction tendency score was 39.03. The sub-dimension with the highest
mean was detachment from life (M =13.79, SD=6.87), and the sub-dimension with
the lowest mean was reflection on life (M=6.18, SD=2.95). Descriptive statis-
tics regarding participants’ digital device usage habits: parents’ smartphone screen
time (M=2.67, SD=1.43), parents’ other digital devices screen time (M =0.80,
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SD=1.32), parents’ watching TV (M=1.46, SD=1.38), parents’ using social
media (M=1.92, SD=1.22), parents’ playing digital games (M =0.26, SD=0.80),
children’s smartphone screen time (M=0.93, SD=1.01), children’s screen time on
other digital devices (M =0.53, SD=0.90), children’s watching TV channels for kids
(M=1.53, SD=1.17), children’s playing digital games (M =0.61, SD=0.90), and
children’s playing digital games with their parents (M =0.28, SD =0.65).

3.1 RQ1.Therelationship between parents’ media mediating roles and child’s
digital game addiction tendency

We conducted Pearson Correlation analysis to determine whether there was a cor-
relation between parental media mediation roles and their children’s digital game
addiction tendencies—the relevant data in Table 2.

The total score of digital game addiction tendency and active-supportive
(r=-0.12, p=0.01), restrictive-supportive (r=-0.32, p=0.00), active-limiting
(r=-0.14, p=0.00), restrictive-limiting (r=-0.19, p=0.00), and active-interpreter
(r=-0.11, p=0.01) were negatively related. There was no statistically significant
relationship between digital game addiction tendency and restrictive-blocker role
(r=0.03, p=0.48). These results show that as parents adopt active-supportive,
restrictive-supportive, active-limiting, restrictive-limiting, and active-interpreter
roles, children’s digital game addiction tendencies decrease.

3.2 RQ2.The relationship between parents’ media mediating roles and digital
device usage habits

We conducted Pearson Correlation analysis to examine the relationship between
parents’ media mediation roles, parents’ digital device usage habits (smartphone
screen time, other digital devices screen time [computer, tablet, and game con-
sole], watching TV, using social media, playing digital games), and the chil-
dren’s digital device usage habits (smartphone screen time, other digital devices
screen time [computer, tablet, and game console], watching TV channels for

Table2 Correlation between parental media mediation roles and children’s digital game addiction ten-
dency

1 2 3 4 5 6 7
1. Digital game addiction tendency - -0.12% -0.32%*  -0.14*%%  -0.19%* 0.03 -0.11°%
2. Active-supportive - 0.65**  0.61**  0.40** -0.03 0.73%**
3. Restrictive-supportive - 0.53%* 0.53**  0.02 0.57%*%*
4. Active-limiting - 0.28**  -0.00 0.51%**
5. Restrictive-limiting - 0.10% 0.51%*
6. Restrictive-blocker - 0.06
7. Active-interpreter -

## p<0.01, * p<0.05
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kids, playing digital games, playing digital games with parents)—the relevant
results are in Table 3.

According to Table 3, there is a significant negative relationship between the active-
supportive role and parents’ watching TV (r=-0.13, p=0.00) and children’s smart-
phone screen time (r=-0.14, p=0.00). There is also a negative significant relationship
between the restrictive-supportive role and parents’ watching TV (r=-0.15, p=0.00),
parents’ using social media (r=-0.10, p=0.03), and children’s smartphone screen time
(r=-0.29, p=0.00). There is a negative significant relationship between the restrictive-
limiting role and parents’ screen time on other digital devices (r=-0.11, p=0.02),
parents’ playing digital games (r=-0.14, p=0.00), children’s smartphone screen time
(r=-0.14, p=0.00), children’s screen time on other digital devices (r=-0.12, p=0.01)
and children’s playing digital games (r=-0.13, p=0.00). Finally, there is a negative
significant relationship between the restrictive-blocker role and parents’ screen time
on other digital devices (r=-0.10, p=0.04) and between the active-interpreter role and
children’s smartphone screen time (r=-0.10, p=0.04).

These results show that as the parent’s active-supportive, restrictive-supportive,
restrictive-limiting, and active-interpreter role scores increase, the time the par-
ent watches TV and the time the children spend on the smartphone decreases. It is
seen that as the parent’s restrictive-supportive score increases, using social media
also decreases. Additionally, as the parents’ restrictive-limiting role score increases,
screen time on other digital devices, their own and their children’s time playing digi-
tal games, and their children’s screen time on other digital devices decrease. Finally,
it was observed that as the parent’s restrictive-blocker score increased, screen time on
other digital devices decreased. The above results can also be interpreted the other
way around.

3.3 RQ3.The relationship between children’s digital game addiction tendency
and digital devices usage habits

We conducted Pearson correlation analysis to examine the relationship between
children’s digital game addiction tendency, parents’ digital device usage hab-
its (smartphone screen time, other digital devices screen time [computer, tablet,
and game console], watching TV, using social media, playing digital games), and
the children’s digital device usage habits (smartphone screen time, other digital
devices screen time [computer, tablet, and game console], watching TV channels
for kids, playing digital games, playing digital games with parents)—the relevant
results are in Table 4.

According to the results in Table 4, there is a positive significant correlation between
children’s digital game addiction tendency and children’s smartphone screen time
(r=0.35, p=0.00), other digital devices screen time (r=0.21, p=0.00), playing digital
games (r=0.39, p=0.00), playing digital games with their parents (r=0.12, p=0.01),
parents’ watching TV (r=0.10, p=0.03), parents’ using social media (r=0.15,
p=0.00) and parents’ playing digital games (r=0.18, p=0.00).

These correlations show that as the time parents spend watching TV, using social
media, playing digital games, and playing digital games with their children increases,
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Table5 Children’s digital game addiction tendency in terms of gender, digital game-playing habits, and
owning a digital device

Variables N M SD t p d
Female children 218 36.98 17.25 -2.486 0.01* -0.23
Male children 215 41.11 17.28

According to mother 336 37.91 16.83 -2.511 0.01* -0.28
According to father 97 4291 18.66

Children own device 127 44.40 19.24 3.930 0.00* 0.42
Children do not own device 306 36.78 16.06

Parents play games 78 47.63 19.13 -4.492 0.00% 0.58
Parents do not play games 355 37.14 16.39

#*p<0.05, d: Cohen’s d

Tab!e§ Children’s .digital 82ME  parents’ Education Levels N M SD F p 7
addiction tendency in terms of
age, parent’s educational level, K-12 87 3985 1620 326 0.03* 001
and the content children watch

Undergraduate 257 40.19 18.26

Graduate 89 3487 1522

Children’s Age N M sD F p 7

3-4 years (3648 months) 229 37.09 16.85 3.10 040 0.01
4-5 years (49-60 months) 131 4147 18.56
5-6 years (61-72 months) 73  40.73 16.18

Media Content N M SD F p 7

1. Do not watch TV 42 4250 18.69 4.60 0.00% 0.04
2. TV Channels for Kids 279 36.90 16.48

3. YouTube 33 49.21 18.49

4. Both (2 and 3) 74 4036 17.29

5. Other 5 42.00 23.70

*p<0.05

their children’s digital game addiction tendency also increases. Additionally, as chil-
dren’s screen time on smartphones or other digital devices and playing digital games
increases, their tendency towards digital game addiction also increases.

3.4 RQ4. Examination of children’s digital game addiction tendency in terms
of various sociodemographic variables and digital devices usage habits

An independent group #-test was conducted to determine whether children’s digital
game addiction tendency differs according to the children’s gender, the parents’ digi-
tal game-playing habits and whether the children own digital devices (See Table 5).

One-way ANOVA analysis was conducted to determine whether children’s digital
game addiction tendency differs depending on the children’s age, parent’s education
level, and the content (TV or YouTube) the children watch (See Table 6).
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3.4.1 Children’s digital game addiction tendency according to gender

The r-test results (See Table 5) performed to determine whether digital game addic-
tion tendency differs according to the children’s gender showed that male children’s
digital game addiction tendency scores (N=215, M=41.11, SD=17.28) are statisti-
cally significantly higher (t43,,=-2.486, p=0.01, d=-0.23) than female children’s
scores (N=218, M=36.98, SD=17.25). This result shows that male children’s digi-
tal game addiction tendency is significantly higher than female children’s.

Children’s digital game addiction tendency scale is not self-reported and was
filled in by parents. Therefore, we examined whether children’s digital game
addiction tendency differs according to the parent’s gender. The aim is to deter-
mine whether their children’s digital game addiction tendency differs according
to parents’ perceptions. According to the results obtained in this context, fathers
(N=97, M=42.91, SD=18.66) find their children more likely (t43;,=-2.511,
p=0.01, d=-0.28) to digital game addiction than mothers (N=336, M=37.91,
SD =16.83).

3.4.2 Children’s digital game addiction tendency according to parents’ education
level

Results on whether the child’s digital game addiction tendency (See Table 6) dif-
fers according to the parent’s education level have shown that children’s digital
game addiction tendency differs statistically significantly (F 430,=3.26; p=0.03,
;72:0.01) according to the parent’s education level (K-12: N=87, M=39.85,
SD=16.20; Undergraduate: N=257, M=40.19, SD=18.26; Graduate: N=89,
M=34.87, SD=15.22). Tukey test results showed that the digital game addiction
tendency of children of parents with undergraduate degrees was higher than that of
parents with graduate degrees.

3.4.3 Children’s digital game addiction tendency by age

Analyzes on whether digital game addiction tendency (See Table 6) differs accord-
ing to the child’s age group show that digital game addiction tendency does not
differ (F(2,430)=3.10; p=0.40, 7’ =0.01) according to 3—4 years (36—48 months;
N=229, M=37.09, SD=16.85), 4-5 years (49-60 months; N=131, M=41.47,
SD=18.56), and 5-6 years (61-72 months; N=73, M=40.73, SD=16.18).

3.4.4 Children’s digital game addiction tendency, according to parents playing
digital games

The t-test conducted to determine whether the child’s digital game addiction ten-
dency differs according to the parent’s digital game-playing status (See Table 5)
shows that the children of parents who play digital games (M =47.63, SD=19.13)
are statistically significantly higher (ty;,,=-4.492, p=0.00, d=0.58) than those
who do not (M =37.14, SD=16.39).
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3.4.5 Children’s digital game addiction tendency according to the media content
they watch

According to Table 6, children’s digital game addiction tendency varies (does not
watch TV: N=42, M=42.50, SD = 18.69; only watch TV channels for kids: N=279,
M=36.90, SD=16.48; YouTube videos: N=33, M=49.21, SD=18.49; both chan-
nels for kids and YouTube videos: N=74, M=40.36, SD=17.29) depending on
the media content they watch (F 454)=4.60; p=0.00, n*=0.04). According to the
Tukey test, the digital game addiction tendency of children who only watch You-
Tube videos was statistically higher than those who only watch TV channels for
kids.

3.4.6 Children’s digital game addiction tendency according to owning a digital
device

We used #-test to determine whether children’s owning digital devices differen-
tiates their digital game addiction tendency. The results showed that the digital
game addiction tendency scores of children who own a digital device (M =44.40,
SD=19.24) were significantly higher (t43,,=3.930, p=0.00, d=0.42) than those
who do not (M=36.78, SD=16.06). This result shows that 3-6-year-old chil-
dren who own a digital device have a higher digital game addiction tendency (See
Table 5).

3.5 RQ5. Examination of parental media intermediation roles according
to various sociodemographic variables

We conducted independent groups #-test and one-way ANOVA analysis to determine
whether parental media mediation roles differ according to gender, parents’ educa-
tion level, and children’s age.

3.5.1 Parental media mediation roles by gender

Results regarding whether there are differences in media mediation roles according
to the gender of parents and children are presented in Table 7.

According to Table 7, mothers’ active-supportive (t431,=0.53, p=0.00), restric-
tive-supportive (ty3,=4.974, p=0.00), restrictive-limiting (t,3;,=2.525), p=0.01)
and active-interpreter (t43,,=3.078, p=0.00) scores were statistically significantly
higher than the fathers’ scores. According to the gender of the children, a significant
difference was observed in favor of female children only in the restrictive-blocker
dimension (t43;,=2.175, p=0.03). This result shows that mothers take a more active
role in media mediation roles than fathers. In addition, the results show that parents’
media mediation roles do not differ much according to the gender of their children
but that parents behave more restrictive-blocker towards their female children.
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Table 7 Parental media mediation roles by gender

Media Mediation Roles  Mother (N=336) Father (N=97)
M SD M SD t P Cohen’s d
1. Active-supportive 53.35 11.79 46.68 13.58 4.381 0.00* 0.52
2. Restrictive-supportive 41.74 725 3743 836 4974 0.00% 0.55
3. Active-limiting 14.07 390 13.69 3.68 0.871 040 0.10
4. Restrictive-limiting 23.01 3.08 22.01 352 2525 0.01* 0.30
5. Restrictive-blocker 12.36 236 1238 242 -0.078 093 -0.08
6. Active-interpreter 16.87 345 15.60 396 3.078 0.00* 0.34
Media Mediation Roles  Female Children Male Children
(N=218) (N=215)
M SD M SD t p Cohen’s d
1. Active-supportive 51.39 12.52 52.33 12.52 -0.777 043 -0.07
2. Restrictive-supportive 40.95 7.65 40.60 7.80 0464 0.64 0.04
3. Active-limiting 13.95 372 14.01 398 -0.149 0.88 -0.01
4. Restrictive-limiting 22.80 340 2277 3.01 0.084 093 0.00
5. Restrictive-blocker 12.61 229 1212 243 2175 0.03* 0.20
6. Active-interpreter 16.46 370 16.70 352 0.689 049 -0.06
*p<0.05

3.5.2 Media mediation roles according to parents’ education level

Results on whether media mediation roles differ according to parents’ education
level are presented in Table 8.

According to Table 8, parents’ media mediation roles do not differ according
to their education level (active-supportive: F, 430)=2.70, p>0.05; restrictive-sup-
portive: F; 430)=1.31, p>0.05; active-limiting: F, 439, =0.42, p>0.05; restrictive-
limiting: F(2?430)=0.42, p>0.05; restrictive-blocker: F(2,430)= 1.37, p>0.05; active-
interpreter: F, 430,=0.63, p>0.05).

3.5.3 Parents’ media mediation roles according to age

Results on whether media mediation roles differ according to the children’s age
group are presented in Table 9.

The results in Table 9 show that the scores regarding the active-supportive
(F(2,430) =0.91; p>0.05), restrictive-supportive (F(2,430) =0.77; p>0.05), restrictive-
limiting (F( 430,=0.99; p>0.05), and active-interpreter (F,439,=2.96; p>0.05)
roles of their parents do not differ statistically significantly according to the chil-
dren’s age. However, the active-limiting (F(2’430)=3.35; p<0.05) and restrictive-
blocker (F, 430,=2.96; p<0.05) scores differ statistically depending on the chil-
dren’s age. As a result of the Tukey test conducted to determine which age group the
difference originates from, the active-limiting score of the parents of children in the
5-6 age group was higher than that of the parents of children in the 3—4 age group.
In addition, the restrictive-blocker score was higher in children in the 4-5 age group
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Table 8 Media mediation roles according to parents’ education level

Media Mediation Roles Education Levels N M SD F p n
1. Active-supportive K-12 87 49.44 14.02 2.70 0.06 0.01
Undergraduate 257 52.01 12.25
Graduate 89 53.76 11.42
2. Restrictive-supportive K-12 87 40.57 9.37 1.31 0.15 0.00
Undergraduate 257 40.44 7.62
Graduate 89 41.96 6.02
3. Active-limiting K-12 87 14.17 4.13 0.42 0.65 0.00
Undergraduate 257 13.84 3.83
Graduate 89 14.20 3.66
4. Restrictive-limiting K-12 87 22.92 332 0.42 0.65 0.00
Undergraduate 257 22.67 3.22
Graduate 89 22.99 3.07
5. Restrictive-blocke K-12 87 12.72 2.60 1.37 0.25 0.00
Undergraduate 257 12.31 2.23
Graduate 89 12.17 2.49
6. Active-interpreter K-12 87 16.29 3.80 0.63 0.53 0.00
Undergraduate 257 16.57 3.64
Graduate 89 16.58 3.30
*p<0.05
Table 9 Media mediation roles according to children’s age
Variables Age N M SD F p n?
1. Active-supportive 3—4 years (36-48 months) 229 51.28 13.03 091 0.40 0.00
4-5 years (49-60 months) 131  51.92  12.02
5-6 years (61-72 months) 73 53.55 11.68
2. Restrictive-supportive ~ 3—4 years (3648 months) 229  41.03 7.57 077 046  0.00
4-5 years (49-60 months) 131 40.08 8.32
5-6 years (61-72 months) 73 41.22 7.07
3. Active-limiting 3—4 years (3648 months) 229  13.68 3.84 335 0.03* 0.01
4-5 years (49-60 months) 131  13.93 3.97
5-6 years (61-72 months) 73 15.01 3.51
4. Restrictive-limiting 3—4 years (3648 months) 229 2297 296 099 037 0.00
4-5 years (49-60 months) 131  22.48 3.67
5-6 years (61-72 months) 73 22.74 3.06
5. Restrictive-blocker 3—4 years (3648 months) 229  12.12 240 296 0.05* 0.00
4-5 years (49-60 months) 131 12.75 2.25
5-6 years (61-72 months) 73 12.44 2.41
6. Active-interpreter 3—4 years (36-48 months) 229  16.31 371 165 0.19  0.00
4-5 years (49-60 months) 131 16.75 3.65
5-6 years (61-72 months) 73 17.14 3.12

*p<0.05
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than in children in the 3—4 age group. These results show that parents of children in
the 4-5 age group behave more restrictively and obstructively than those in the 3—4
age group. Finally, the parents of children in the 5-6 age group behave more actively
and restrictively than those in the 3—4 age group.

3.5.4 Media mediation roles according to parents’ playing digital games or not

Results on whether the media mediation roles of parents who play digital games dif-
fer from those who do not are presented in Table 10.

The results in Table 10 show that there is a significant difference in parental
media mediation roles only in the restrictive-supportive dimension against those
who play digital games (t43,,=2.769, p=0.00). This result shows that parents who
play digital games adopt a less restrictive-supportive role.

4 Discussion and conclusion

In this study, we determined whether the media mediation roles of parents with
early childhood children are related to their children’s digital game addiction ten-
dency and whether these variables are related to the digital device usage habits of
the child and the parent. We also revealed whether parental media mediation roles
and children’s digital game addiction tendencies differ according to various soci-
odemographic variables (age, gender, and parent’s education level) and whether the
children own digital devices. In this context, we collected data from 433 parents
with children aged 3—-6. We analyzed the data using correlation analysis, one-way
ANOVA, and r-test. We visualized the statistically significant relationships we found
between children’s digital game addiction tendency and parental media mediation
roles and between sociodemographic variables and digital device usage habits of
these two variables in Fig. 1.

Table 10 Media mediation roles according to parents’ playing digital games or not

Media Mediation Roles Play (N=78) Don’t Play
(N=355)
M SD M SD t P Cohen’s d

1. Active-supportive 50.73 12.10 52.10 12.60 0.876 0.38 -0.11

2. Restrictive-supportive 38.60 7.96 42.26 7.59 2.769 0.00" -0.47

3. Active-limiting 13.44 3.80 14.10 3.86 1.382 0.16 -0.17

4. Restrictive-limiting 22.18 3.51 22.92 3.12 1.845 0.06 -0.22

5. Restrictive-blocker 12.19 1.92 12.40 2.46 0.830 0.40 -0.09

6. Active-interpreter 16.17 3.97 16.67 3.52 1.039 0.26 -0.06
*p<0.05
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4.1 The Relationship between parents’ media mediating roles and children’s
digital game addiction tendency

We found a statistically significant relationship between the child’s digital game
addiction tendency and parents’ media mediation roles. This result is parallel
to the results of previous research (Budak & Isikoglu, 2022; Goziim & Kandir,
2021; Nikken and Jansz, 2014). A negative relationship was detected between the
children’s digital game addiction tendencies and the parents’ active-supportive,
restrictive-supportive, active-limiting, restrictive-limiting, and active-interpretive
media mediation roles. No relationship was found between digital game addiction
tendency and restrictive-blocker role. These results show that children’s digital
game addiction tendency decreases when parents act active-supportive, restrictive-
supportive, active-limiting, restrictive-limiting, and active-interpretive. According
to Budak and Isikoglu (2022), parents mainly adopt the active mediation strat-
egy, and accordingly, digital game addiction tendency decreases in children. In
addition, while active parental guidance strategy prevents children’s digital game
addiction tendency, free parental guidance strategies increase addiction tendency
(Senol et al., 2023). Nikken and Jansz (2014) define active mediation as parents’
supervision of media for their children. According to Konok et al. (2020), par-
ents mainly adopt the permissive style, show their child how to use the digital
tool or application, and answer the child’s questions about the content. The results
of our study also showed that parents mostly adopted the active-supportive role.
However, the highest negative relationship was between restrictive-supportive
and digital game addiction tendencies. Parents prefer mediation strategies such as
limiting time and restricting content (Istkoglu et al., 2023). Goziim and Kandir
(2021) revealed that parents mostly adopted active mediation and playing together.
This way, parents enable children to use digital games for educational purposes.
According to the relevant research, parents said they shorten screen time when
appropriate. These results support the relationship between restrictive-supportive
and digital game addiction tendencies. Parents who adopt the restrictive-sup-
portive role restrict screen time about content they deem inappropriate for their
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children (Sen et al., 2020). Therefore, parents not being indifferent to their chil-
dren’s content and determining screen time can reduce children’s digital game
addiction. In this context, the results indicate that children’s digital game addic-
tion tendency will decrease if parents adopt roles other than restrictive-blocker
and especially the restrictive-supportive role, in which the strongest correlation is
detected. When parents act active-limiting or restrictive-limiting, their children’s
digital game addiction tendency decreases. While parents who adopt the active-
limiting role decide on-screen time with their child, parents who act restrictively
limit screen time at regular intervals (Sen et al., 2020). According to Sivrikova
et al. (2020), parents with children between the ages of 0 and 8 set screen time
and restrict content to protect their children from the harmful effects of the media.
It is known that interaction with media tools is limited during routine activities
at home (mealtime, homework, sleep). Therefore, while children are using digital
devices, parents setting screen time and taking an active role in media content can
protect children from the harmful effects of digital media.

The descriptive results of our study show that the mediating roles that parents
least adopt are active-limiting and restrictive-blocker. Active-limiting parents decide
on the time limit with their children and consider smart signs (e.g., suitable for ages
7+, contains violence, bedtime for children). Living conditions and the difficulties
of working life may have been influential in parents not acting in an active-restrictive
manner. In their study with parents of different ethnic backgrounds, Blum-Ross and
Livingstone (2018) aimed to measure the applicability of screen time recommended
for children in real life. They determined that factors such as being an immigrant,
being a single parent, working hours, not living in a safe area (neighborhood with a
high crime rate), and lack of children’s playgrounds affect children’s screen time. In
addition, parents may be flexible about screen time in order to keep the child under
control. Sometimes, parents choose not to interfere with their children’s time with a
digital device because they think their children will be safer at home. However, the
active-limiting mediation role is a role that requires active communication between
parents and children. Because in this role, both the parents and the children take an
active role in screen time. Therefore, parents may have difficulty adopting the active-
limiting role.

Gengtiirk (2022) focused on the relationship between screen time, chil-
dren’s problematic behaviors, and parental media mediation roles. They
found that as parents’ active-supportive, active-interpretive, restrictive-lim-
iting, and restrictive-blocker behaviors increased, children’s screen time and
problem behaviors decreased. While this result coincides with the result of
our study that active-supportive, active-interpretive, and restrictive-limiting
roles reduce the addiction tendency in children, it does not coincide with
the result that the restrictive-blocker role has no relationship with the digi-
tal game addiction tendency. The restrictive-blocker role is when media is
presented to the child as a reward or punishment. In this role, the child is
expected to behave the way the parents want. Some controlling and authori-
tarian parents offer a smartphone, tablet, TV, or digital game to the child as a
reward, and the parent can take the digital device away from the child at any
time without explanation. In this way, the child’s screen time decreases, and
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problematic behaviors that may occur in that environment are eliminated, but
this can also increase the child’s interest in digital games. When the children
find an opportunity, they may want to play more, which may trigger addic-
tion. Therefore, parents may not have preferred the restrictive-obstructive
role, which includes authoritarian behavior. In this study, the average score
of the parent regarding the restrictive-blocker role was 12.36. In contrast, the
average score for the active-supportive role was 51.85, the highest average.
In addition, there was no relationship between digital game addiction ten-
dency and the restrictive-blocker role. The fact that most parents participat-
ing in our study are mothers may be effective in making protective behaviors
less common. According to Philip et al. (2023), authoritarian behaviors in
traditional parental attitudes are mainly attributed to fathers.

Additionally, parents may have been subjective about punishing the child. Even
if they sometimes exhibited restrictive-obstructive behavior, when considered in
terms of parental attitudes, they may not have found the authoritarian attitude
appropriate. In addition, the reasons given by the mothers in Toran et al.’s (2016)
study may have prevented restrictive-obstructive behavior. Namely, reasons such
as the child not having a playmate at home, the parent not knowing what to do
in the face of the child’s insistence, and the child enjoying playing digital games
may have caused mothers not to act obstructively. According to relevant research
and the evidence we obtained in our study, parents’ media mediation roles sig-
nificantly impact children’s digital game addiction tendencies. Roles other than
the restrictive-blocker role can reduce children’s play addiction tendencies. How-
ever, the restrictive-supportive role has the most substantial potential. Therefore,
when parents are active in children’s digital game-playing process, decide together
on screen time and content, and comment on the content, children’s digital game
addiction tendency will likely decrease.

4.2 The relationship between parents’ media mediating roles and digital device
usage habits

Our results show negative significant relationships between media mediation
roles and the parent’s and child’s digital device usage habits (See Fig. 1). As
the scores from the active-supportive role increase, the parent’s TV-watching
time and the children’s smartphone screen time decrease. A similar situation
is for the restrictive-supportive role. As parents act restrictive-supportive, the
parents’ watching TV, using social media, the children’s smartphone screen
time, and children’s playing digital games time decrease. Another result of our
study is that when parents act restrictively, their time and children’s time play-
ing digital games decreases. Based on this, parents are role models for their
children. According to Konok et al. (2020), parents think being a positive role
model will positively impact their children’s smartphone use habits. According
to another result, active-supportive, restrictive-supportive, restrictive-limiting,
and active-interpretive behaviors reduce children’s smartphone screen time.
Children quickly acquire new behaviors through social learning, so the parents’
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habit of using social media and watching TV may affect children easily. Par-
ents who adopt the restrictive-supportive role turn off the media devices at home
at regular intervals because they may think that using social media and watch-
ing TV for a long time can increase the children’s screen time, while parents
who adopt the active-supportive role control their TV watching time and take an
active role in their children’s smartphone usage process. At the same time, as the
parent’s active-interpretive score increased, the child’s smartphone screen time
decreased. In this media mediation role, the parent takes an active role and gives
real-life examples to the child about the content, enabling the child to associate
the content with his experiences by concretizing it (Sen et al., 2020). As a result,
the relationships we found support the idea that parents will be better role mod-
els for their children as they use the media consciously.

As parents act restrictively, the child’s smartphone screen time, playing digital
games, and screen time on other digital devices decrease. Although various stud-
ies have shown that restrictive parental behavior is ineffective (Livingstone et al.,
2015; Wu et al., 2014), it was the only role that reduced playing digital games time
in our study. According to Bostanci and Cakir (2022), only the restrictive-supportive
and active-interpretive roles reduce children’s daily Internet usage time. Contrary
to our results, other roles, including the restrictive mediator, increased children’s
screen time. The fact that the participants of the relevant studies and our study have
different individual, cultural, value, and belief characteristics shows that parents
may adopt different media mediation roles on children’s screen time. Chen and Shi
(2019) revealed that restrictive mediation was more effective than active mediation
to reduce children’s screen time.

The fact that obedience to parents is valued in Eastern culture and autonomy in
Western culture may determine the differentiation of media mediation roles pre-
ferred by parents. In the restrictive role, the parent can immediately cut off the
child’s media access to harmful media content, and the child’s right to object is
often ignored. The result of our study that the restrictive-limiting role may reduce
playing digital games time in children may be due to the age range of children and
culture. Livingstone and Helsper (2008) found that parents were more restrictive
and intervening towards young children in their children’s Internet usage habits.
Early childhood children may not be as resilient as older children in adapting to
their parent’s wishes. Women’s workforce participation can also affect child-rear-
ing practices (Isikoglu et al., 2023). Working hours reduce the time spent with
the child, and the parent may push the parent to act restrictive-limiting instead of
active-supportive, active-interpretive, or active-limiting to protect the child from
media risks.

4.3 The relationship between children’s digital game addiction tendency
and their using habits of digital devices

Positive relationships emerged between parent and child’s digital device usage

habits and the child’s game addiction tendency (See Fig. 1). As the parent is
watching TV, using social media, and playing digital games, time increases,
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the child’s digital game addiction tendency also increases. In addition, the dig-
ital game addiction tendency of children of parents who play digital games is
higher than that of children who do not. Accordingly, parents who play digi-
tal games influence their children, introduce them to digital games, encourage
them, or play with them. Research has revealed that children establish bonds
with technological devices by observing the adults around them (Akkoyunlu
& Tugrul, 2002; Aral & Dogan Keskin, 2018; Kay, 2022; Toran et al., 2016).
While parents spend time with their digital devices, children can turn to other
media tools at home. Thus, an environment can be created where children can
imitate their parents’ media usage habits or take them as role models (Kay,
2022; Manap, 2020). According to Manap’s (2020) research, when the time
a parent spends on the smartphone increases during the day, the level of the
parent being a negative model for the child and digitally neglecting the child
increases. As a result, it is possible to say that children’s technology usage
habits are affected by their parents’ habits. Habits at home can direct chil-
dren’s digital media usage behavior.

In this study, a positive significant relationship emerged between parents
and children playing digital games together and digital game addiction ten-
dencies. Since the activities that parents and children do together outside are
limited in the face of changing living conditions, parents and children playing
digital games together at home can give pleasure to the child. Moreover, it
may have increased the children’s time playing digital games. According to
similar research, parents and children playing digital games together reduces
addiction tendency. For example, Gokcen (2023) found that children exposed
to the screen alone had higher digital game addiction tendencies. Emiroglu
Ilvan (2022) also found that children who play digital games alone have a
higher addiction tendency than children who play with their mothers. Hav-
ing more than one technological device at home or parents owning a device
may influence the child’s tendency to play digital games alone. In addition to
increasing screen time, playing games alone can negatively affect the child’s
development due to the content they encounter. Since digital games may con-
tain many risks, parents should examine the age appropriateness of the con-
tent (Goksu et al., 2020). In addition, since the cognitive skills of preschool
children are still in the developmental stage, parents play a critical role in
encouraging appropriate and safe technology use (Wu et al., 2014). The result
of our study is that the duration of parent and child playing together increases
digital game addiction, possibly due to the low number of parents who declare
that they play games with their children. Therefore, more evidence is needed
on this issue.

4.4 Do parental media mediating roles and children’s digital game addiction
change according to tendency digital devices usage habits?

According to the results, parents who play digital games adopt a less restrictive-
supportive role than those who do not play. In addition, the digital game addiction
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tendencies of children of parents who play digital games are higher than those who
do not. Also, as parents act restrictive-supportive, their TV watching time, using
social media, and their children’s smartphone screen time, playing digital games,
and digital game addiction tendency decrease. These results indicate that parents’
playing of digital games may increase children’s digital game addiction. Bilge
(2021) found that parents of children owning digital devices behave less restric-
tively-supportive. This result coincides with our results. We found that children
who own digital devices have a higher digital game addiction tendency than those
who do not. Studies show that almost one in two children own a digital device
(Aral & Dogan Keskin, 2018; Gokcen, 2023; Kanak & Ozya1101, 2018). In Kay’s
(2022) research, children who own tablets experience more conflicts with their
parents. According to relevant research, when parents act restrictively and do not
allow tablet playing, their children become more angry. Children who own digital
devices can install digital games without help from adults and play them when-
ever they want when there is no parental control. As a result, the child’s tendency
towards digital game addiction may increase. Therefore, parents should adopt the
restrictive-supportive role, which has a strongly negative relationship with digital
game addiction, and take the digital safety and security measures emphasized by
Goksu (2022).

Figure 2 shows the variables in which parents’ media mediation roles differ
significantly.

According to another result, children who prefer to watch YouTube videos
have a higher digital game addiction tendency than those who watch TV channels
for Kids (See Fig. 3). The fact that children have more control and watch game
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Fig. 2 Difference tests results regarding media mediation roles
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Fig. 3 Difference tests results regarding digital game addiction tendency

videos on YouTube compared to TV channels may have increased their tendency
to digital game addiction. Children can manipulate YouTube videos more quickly
than content on TV channels. For example, while there are a certain number of
kids’ channels on TV, one encounters unlimited videos on YouTube. In addition,
children can access content that interests them more quickly. The touch screen
may also be more attractive to the children than the TV. Goksu (2022) state that
in recent years, children have tended to both watch digital game videos and play
digital games.

Our results coincide with Sivrikova et al.’s (2020) results that the digital con-
tent most preferred by children aged 0-8 is video games that children can inter-
act with rather than TV channels. Additionally, Isikoglu et al. (2023) argue that
children frequently watch YouTube videos. As a result, children’s digital device
habits are affected by parental behavior, and owning a digital device and watching
YouTube videos has a higher potential to increase digital game addiction than TV
channels for kids. The results regarding which variables significantly differentiate
children’s game addiction tendencies are visualized in Fig. 3.

4.5 Do parental media mediating roles and children’s digital game addiction
tendency change according to sociodemographic variables?

Our results show that parents behave more restrictively and obstructively towards
their daughters. No significant differences emerged in other media mediation roles
according to the children’s gender. Digital game addiction tendencies of chil-
dren aged 3-6 do not differ. However, in this age range, parents become more
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restrictive-blocker and active-limiting towards their children as the age progresses.
Additionally, fathers find their children more addicted to digital games than moth-
ers. On the other hand, mothers are more conscious than fathers in adopting media
mediation roles. This result may be because mothers’ digital parenting self-efficacy
perceptions are higher than fathers” (Yaman et al., 2022). Erdogan (2022) found that
parents actively restrictively towards their female children; that is, they decide to
limit media content together. Bilge (2021) revealed that parents behave more restric-
tively towards their female children when they encounter media content they deem
inappropriate.

Similarly, Nevski and Siibak (2016) found that parents mainly apply time and
content restrictions to their female children. On the other hand, there is evidence
that parents equally mediate the Internet usage habits of female and male children
(Durak & Kaygin, 2020; Livingstone & Helsper, 2008). In related studies, different
results regarding parents’ media mediation roles according to gender may be due
to cultural differences. Another result obtained in terms of gender is that male chil-
dren’s digital game addiction tendency is higher than that of female children. Both
results support each other. Therefore, parents’ less restrictive behavior towards their
children may have increased their digital game addiction tendency. In related stud-
ies, the game addiction tendencies of male children were found to be higher than
female children (Emiroglu flvan, 2022; Gokgen, 2023).

Parents’ media mediation roles did not differ according to education level, but
children’s digital game addiction tendencies did. Kirmusaoglu (2021) found that
parents with K-12 education levels mostly adopted active-supportive, active-limit-
ing, and restrictive-blocker roles. Bilge (2021) suggested that parents with higher
education levels behave more actively supportive and active-interpretive. Accord-
ing to Bastirmaci (2022), as the level of education and media literacy increases,
there is a positive increase in mediation roles. In this study, while we expected
positive media mediation roles to be adopted as the level of education increased,
the fact that we did not find any difference shows that we need more evidence on
this issue. Another result we reached in our study is that the digital game addic-
tion tendencies of children of parents with undergraduate degrees are higher than
those of parents with graduate degrees. Therefore, we can say that graduate parents
have a higher awareness of the risks of digital game addiction. According to Isikoglu
Erdogan (2019), parents with a high level of education do not want their children
to play digital games, and they put forward the possibility that digital games may
contain cyber risks as a reason. In another study, as the parent’s education level
increases, the time the child spends with the smartphone decreases (Konok et al.,
2020). However, it is also noteworthy that the digital game addiction tendency of
children of parents with K-12 education levels is lower than that of undergraduate
parents. Although this result does not differ statistically according to undergraduate
and graduate, it is worth discussing. This result may be because parents with K-12
education levels have lower socio-economic levels. Parents with low socioeconomic
levels are expected to have lower rates of accessing and owning the internet and
digital devices. The fact that parents with low socioeconomic status generally adopt
a more traditional, conservative, and strict attitude and understanding may also have
affected this result.
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As a result, parents’ media mediation roles vary depending on the children’s gen-
der. That is, parents behave more restrictively and obstructively towards their female
children. Male children’s digital game addiction tendencies were higher than those
of female children. This result coincides with parents behaving less restrictively and
obstructively towards their male children. Parents’ more restrictive-blocker behav-
ior towards female children limits children’s interaction with digital games and may
reduce addiction tendencies. Finally, media mediation roles do not vary according to
parents’ education level. However, the digital game addiction tendency of children
of parents with graduate degrees was lower than those with undergraduate degrees.

To summarize the results of this study, firstly, there is a negative relationship
between the child’s digital game addiction tendency and all other media media-
tion roles of parents except restrictive-blocker. The strongest of these relationships
belongs to the restrictive-supportive role. Parents adopt active-supportive role the
most, active-limiting and restrictive-blocker roles the least. Therefore, roles other
than the restrictive-blocker role have the potential to reduce children’s digital game
addiction tendency, and the highest possibility is in the restrictive-supportive role.
Second, as parents adopt active-supportive or restrictive-supportive roles, the par-
ent’s TV watching time and the child’s smartphone screen time decrease. As parents
act restrictive-supportive, their social media usage time and the child’s digital game
time decrease, too. When parents act restrictively, their digital game time and their
children’s smartphone screen time decrease. These results support that as parents use
media consciously, they become better role models for their children. Thirdly, as the
parent’s TV watching time, using social media, and digital game time increases, the
child’s digital game addiction tendency also increases. In addition, even if parents
who play digital games play with their children, their children’s digital game addic-
tion tendency is higher than those who do not. As a result, children’s technology
usage habits are significantly affected by their parents’ habits at home. Fourth, par-
ents who play digital games adopt a less restrictive-supportive role than those who
do not play. As parents act restrictive-supportive, their children’s TV watching time,
using social media, smartphone screen time, digital game playing time, and digital
game addiction tendency decrease. Children with digital devices tend more toward
digital game addiction than those without. Children who prefer to watch YouTube
videos have a higher digital game addiction tendency than those who watch TV
channels for kids. Fifth, parents treat their daughters more restrictively. But male
children’s digital game addiction tendency is higher than female children. During
the 3—6 age period, parents behave more restrictive-blocker and active-limiting as
children age. Fathers find their children more addicted to digital games than moth-
ers. Mothers are more conscious than fathers in adopting media mediation roles.
Parents’ media mediation roles do not differ in terms of education level. Conversely,
the digital game addiction tendencies of children of parents with graduate degrees
are lower than those of parents with undergraduate and K-12.

We recognize that our results are correlational and descriptive and do not pro-
vide strong enough evidence to make causal inferences. Still, our results will con-
tribute to parents, guidance counselors, and even preschool teachers in delivering
a safe technology-use environment for children. In addition, it will guide parents
in displaying the right attitude toward children, adopting suitable media mediation
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roles, and using technology in the right way to make the most of the opportunities
offered by digital devices and environments. Finally, the results provide suggestions
to adults to prevent children from becoming addicted to digital games.

5 Limitations and recommendations

In this study, we collected data about children through parents’ responses. In this
context, we are concerned that parents may have been emotional and biased when
evaluating their children. Therefore, collecting self-report data directly from chil-
dren or family members other than parents (e.g., older sister, older brother) using
self-report measurement tools can provide more reliable and objective evidence.
Additionally, our sample is limited to 433 parents. Although this is an acceptable
number for correlational survey research, the fact that the participant group mainly
consisted of mothers and the subgroups (parents’ educational level and their chil-
dren’s age group) are not equal enough can be considered a limitation. We rec-
ommend that researchers take this limitation into account. In addition, qualitative
research can reveal behaviors and reasons indicating digital game addiction based
on teachers’ observations in the classroom environment. Interventional experimen-
tal research can be conducted by creating parent groups that adopt different media
mediation roles. It can also be determined how parents’ media mediation roles affect
children’s psychological factors such as well-being, stress, and anxiety. Lastly, it can
be investigated why male children are more prone to digital game addiction than
female children.

This study observed that children of parents who received graduate education had
less digital game addiction tendencies. However, since only some parents have the
desire or opportunity to receive graduate education, the preschool education program
can include educational activities with family participation regarding parental media
mediation roles and digital games. Schools may organize workshops for parents
about digital game addiction and media mediation roles. We strongly recommend
that parents treat their female and male children equally in adopting a media media-
tion role. Additionally, children owning digital devices may increase their addiction
tendencies. Therefore, parents should not buy digital devices for their 3—6-year-old
children if possible; if not, they should be aware of how their children spend their
time in front of the screen. We also recommend that parents consider their children’s
differences and embrace media mediation roles, such as restrictive-supportive or
active ones, instead of limiting or blocking roles. In other words, we recommend
that parents accompany their children while they are using the media, chat about
the content, compare and interpret the media content with real life, do not leave the
child completely free regarding screen time and turn off media tools intermittently.
They should decide on screen time and content and comment on the content by tak-
ing digital safety and security precautions. We do not recommend that parents play
digital games in front of children aged 3—6. We recommend that children watch
TV channels instead of YouTube videos to reduce the digital game addiction ten-
dency. Finally, our research may have provided valuable evidence regarding parents’
media mediation roles, children’s digital game addiction tendencies, and how these
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variables differ according to sociodemographic variables and digital device usage
habits. However, because our results are correlational and differential evidence, it is
impossible to make strong causal inferences.

Appendix 1

Questionnaire: Digital device usage habits of the parents and children.

1.

2.

10.

11.

12.

13.

Cinsiyetiniz?

[What is your gender?]

Hangi ilde ikamet ediyorsunuz?

[Which city do you live in?]

Egitim durumunuz? (flkokul, Ortaokul, Lise, On Lisans/Lisans, Lisansiistii).
[What is your education level? (K12: primary, K12: secondary, K12: high school,
Undergraduate, Graduate)]

Evde giinde ortalama kag saat akilli telefonda vakit gecirirsiniz?

[How many hours a day do you use your smartphone at home?]

Evde giinde ortalama kag saat bilgisayar (tablet/masaiistii/diziistii bilgisayar)
kullanirsimz?

[How many hours do you use a computer (tablet/desktop/laptop) daily at home?]
Giinde ortalama kag saat televizyon izlersiniz?

[How many hours do you watch TV daily?]

Evde giinde ortalama kag saat sosyal medyada vakit gecirirsiniz?

[How many hours a day do you use social media at home?]

Evde giinde ortalama kac saat dijital oyun (mobil oyun, bilgisayar oyunu, oyun
konsolu) oynarsiniz?

[How many hours a day do you play digital games (mobile games, computer
games, game consoles) at home?]

Evde giinde ortalama kag saat cocugunuzla birlikte dijital oyun oynarsiniz?
[How many hours a day do you play digital games with your child at home?]
3—6 yas donemindeki cocugunuz kag¢ yasinda (Birden fazla cocugunuz varsa,
bundan sonraki sorular1 herhangi birini dikkate alarak yanitlayiniz)?

[How old is your child between the ages of 3-6 (If you have more than one child,
answer the following questions considering any of them)?]

3—-6 yas donemindeki ¢cocugunuzun cinsiyeti nedir.

[What is the gender of your child between the ages of 3-67]

Cocugunuzun kendine ait hangi dijital araclar1 vardir? (Birden fazla se¢enek
isaretleyebilirsiniz: Akilli telefon, Bilgisayar, Tablet, TV, Oyun konsolu,
Cocugumun kendine ait dijital arac1 YOK).

[Which digital tools does your child own? (You can tick more than one option:
Smartphone, Computer, Game console, My child does not own a device)]
Cocugunuz akilli telefonda giinde ortalama kag saat vakit gegirir?

[How many hours a day does your child use a smartphone?]
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14. Cocugunuz bilgisayarda (tablet, masaiistii/diziistii (laptop) veya oyun konsolu)
giinde ortalama kag saat vakit gegirir?

[How many hours a day does your child use a computer (tablet, desktop/laptop,
or game console)?]

15. Cocugunuz giinde ortalama kag saat televizyon izler?

[How many hours does your child watch TV daily?]

16. Cocugunuz televizyonu ne amacgla izler? (Birden fazla segenek
isaretleyebilirsiniz: Cocuk Kanallari, Youtube Videolari, Cocugum televizyon
izlemiyor.)

[For what purpose does your child watch television? (You can tick more than
one option: TV Channels for Kids, Youtube Videos, Does not watch TV.)]

17. Cocugunuz giinde ortalama kac saat dijital oyun oynar?

[How many hours a day does your child play digital games?]

Note. This questionnaire was developed by the authors.

Appendix 2

Early Childhood Parental Media Mediation Scale.
(5: Always, 4: Frequently, 3: Sometimes, 2: Rarely, 1: Never).

1) TItalk to my child about the games he plays on the computer/tablet/smartphone.

2) While watching a program on television with my child, I talk about the program.

3) Tuse screen warnings (smart signs) to remind my child to stop watching televi-
sion/sleep time.

4) Idetermine my child’s computer/tablet/smartphone screen time.

5) Idetermine the screen time of the computer/tablet/smartphone by talking to my
child in advance.

6) 1do not allow other members of the family to watch a program that is not suitable
for my child.

7) 1determine when my child watches television.

8) When sexual content appears on the TV my child watches, I change the channel.

9) Iask them about the content while watching TV with my child.

10) We determine my child’s TV-watching time with my child.

11) I explain to my child that some things he sees on the TV are unreal.

12) While watching TV with my child, I share information about whether the content
reflects the real world.

13) I share whether the content reflects the real world while playing games with my
child on the computer/tablet/smartphone.

14) T ask them about the content while playing games with my child on the computer/
tablet/smartphone.

15) I turn off the computer/tablet/smartphone at mealtime.

16) I consider smart signs when determining the TV content my child will watch.

@ Springer



Education and Information Technologies

17) T explain to my child that some things in computer/tablet/smartphone games are
unreal.

18) I determine my child’s TV-watching time.

19) I talk to my children about the programs they watch on TV.

20) I determine when my child will use the computer/tablet/smartphone in a way that
does not affect their essential needs (e.g., sleep, nutrition).

21) I research the suitability of the TV programs my child will watch.

22) I'limit my child’s TV-watching time.

23) I talk to my child about the content before watching it on TV.

24) I give additional information about the content while watching TV with my child.

25) When violent content appears on the TV my child watches, I change the channel.

26) I talk to my child about the content after watching it on TV.

27) When there are scenes such as drug use in the TV content my child watches, I
change the channel.

28) I give additional information about the content while playing games with my child
on the computer/tablet/smartphone.

29) I talk to my child about the game after playing on the computer/tablet/smartphone.

30) I talk to my child about the game before playing on the computer/tablet/smart-
phone.

31) I determine the hours my child plays with the computer/tablet/smartphone.

32) We determine my child’s computer/tablet/smartphone screen time with my child.

33) I talk to my child about the suitability of the game’s content on the computer/
tablet/smartphone.

34) I determine when my child will watch TV in a way that does not affect their
essential needs (e.g., sleep, nutrition).

35) I choose the TV program I will watch with my child.

36) I research in advance the suitability of the games my child plays on the computer/
tablet/smartphone.

37) I change the channel when swearing content appears on the TV while my child
watches.

38) I do not allow other family members to play a game unsuitable for my child on
the computer/tablet/smartphone.

39) I limit my child’s computer/tablet/smartphone screen time.

40) I do not use stopping my child from playing with the computer/tablet/smartphone
as a method of punishment.

41) I do not allow my child to act like the characters of the games he plays on the
computer/tablet/smartphone.

42) I do not use preventing my child from watching TV as a method of punishment.

43) I do not allow my child to act like the characters on TV he watches.

Note. This scale was developed in Turkish by Sen et al. (2020). Cultural and lan-
guage adaptations should be made if it is to be used in English.
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Appendix 3

Digital Game Addiction Tendency Scale.
(5: Always, 4: Frequently, 3: Sometimes, 2: Rarely, 1: Never).

1) They do not even realize they are hungry while playing digital games.

2) While playing digital games, communication with peers and family decreases.

3) They are insensitive to what is happening around them while playing digital
games.

4) They forget their needs (e.g., eating) while playing digital games.

5) They postpone their needs (e.g., toilet) to play more digital games.

6) They do not hear what is said while playing digital games.

7) They do not want to sleep when it is time to sleep while playing digital games.

8) They get angry when they cannot play digital games.

9) They become irritable when they are prevented from playing digital games.

10) They become reactive when not allowed to play digital games.

11) They insist on playing digital games when they are not allowed.

12) Scream when their digital devices are taken away from them.

13) They play digital games in most of their free time.

14) They immediately start playing digital games when they come home from school.

15) They use digital tools a lot during the day.

16) They are addicted to digital games.

17) They play digital games for a long time without taking a break (for example,
playing for 2-3 h).

18) Their speeches discuss the characters in digital games or their actions.

19) They reflect what they learn in the digital game to their real-life behavior (for
example, imitating digital game characters).

20) They want to buy products related to digital games (toys of characters, clothes).

Note. This scale was developed in Turkish by Budak and Isikoglu (2022). Cul-
tural and language adaptations should be made if it is to be used in English.

@ Springer



Education and Information Technologies

Authors’ contribution This study is derived from the master’s thesis titled "Examining the Relationship
Between Parents’ Media Mediating Roles and Preschool Children’s Digital Game Addiction Tendencies",
which was carried out under the supervision of the second author in Mardin Artuklu University, approved
and accepted in September 2023. The authors contributed equally to this study.

Funding Open access funding provided by the Scientific and Technological Research Council of Tiirkiye
(TUBITAK). The authors did not receive support from any organization for the submitted work.

Data availability Data will be made available on reasonable request.

Code availability Not applicable.

Declarations

Ethics approval The authors received Ethics Committee approval from Mardin Artuklu University
(E-79906804-050.04.04—71136, 2022/11-23).

Conflict of interest The authors declare that they have no conflict of interest.

Open Access This article is licensed under a Creative Commons Attribution 4.0 International License,
which permits use, sharing, adaptation, distribution and reproduction in any medium or format, as long
as you give appropriate credit to the original author(s) and the source, provide a link to the Creative
Commons licence, and indicate if changes were made. The images or other third party material in this
article are included in the article’s Creative Commons licence, unless indicated otherwise in a credit line
to the material. If material is not included in the article’s Creative Commons licence and your intended
use is not permitted by statutory regulation or exceeds the permitted use, you will need to obtain permis-
sion directly from the copyright holder. To view a copy of this licence, visit http://creativecommons.org/
licenses/by/4.0/.

References

Akkoyunlu, B., & Tugrul, B. (2002). Impact of technological interaction at home environment on pre-
school children’s computer literacy skills. Hacettepe University Journal of Education, 23, 12-21.

American Academy of Pediatrics. (2001). Children, adolescent, and television. Pediatrics, 107(2), 423—
426. https://doi.org/10.1542/peds.107.2.423

American Psychiatric Association. (2013). Diagnostic and statistical manual of mental disorders, Fifth
Edition, Text Revision (DSM-5-TR). American Psychiatric Association Publishing. https://doi.org/
10.1176/appi.books.9780890425787

Aral, N., & Dogan Keskin, A. (2018). Examining 0-6 year olds’ use of technological devices from par-
ents’ points of view. Addicta: The Turkish Journal on Addiction, 5, 177-208. https://doi.org/10.
15805/addicta.2018.5.2.0054

Askin Bozkurt, B. (2023). iletigim teknolojileri caginda ebeveynlik pratikleri: erken ¢ocukluk doneminde
medya kullanimi [ Parenting practices in the age of communication technologies: Media use in early
childhood] (Thesis no. 776405) [PhD thesis, Hacettepe University]. https://tez.yok.gov.tr/

Aslan, A., & Turgut, Y. E. (2023). Parental mediation in Turkey: The use of mobile devices in early child-
hood. E-Learning and Digital Media. https://doi.org/10.1177/20427530231167651

Ates, M. A., & Durmusoglu Saltali, N. (2019). KKTC’de yasayan 5-6 yas ¢ocuklarin tablet ve cep tel-
efonu kullanimina iligkin ebeveyn goriiglerinin incelenmesi [Investigation of parents’ views on the
use of tablets and mobile phones in 5-6 years old children living in TRNC]. Gazi Journal of Educa-
tion Sciences, 5(1), 62-90.

Aydemir, O. (2022). Turkey Game Market 2022 Report. Retrieved January 20, 2024, from https://www.
gaminginturkey.com/tr/turkiye-oyun-sektoru-2022-raporu/

Bastirmact, S., (2022). 48-72 aylik ¢ocuklarin annelerinin, ebeveynlik tutumlari ile ebeveyn-¢ocuk medya
aractlik rolleri arasindaki iligkinin incelenmesi [Examination of the relationship between parent

@ Springer


http://creativecommons.org/licenses/by/4.0/
http://creativecommons.org/licenses/by/4.0/
https://doi.org/10.1542/peds.107.2.423
https://doi.org/10.1176/appi.books.9780890425787
https://doi.org/10.1176/appi.books.9780890425787
https://doi.org/10.15805/addicta.2018.5.2.0054
https://doi.org/10.15805/addicta.2018.5.2.0054
https://tez.yok.gov.tr/
https://doi.org/10.1177/20427530231167651
https://www.gaminginturkey.com/tr/turkiye-oyun-sektoru-2022-raporu/
https://www.gaminginturkey.com/tr/turkiye-oyun-sektoru-2022-raporu/

Education and Information Technologies

attitudes and parental media mediation roles of 48—72 months old children’s mothers] (Thesis no.
755171) [Master’s thesis, Istanbul Medipol University]. https:/tez.yok.gov.tr/

Berenson, K. R., & Andersen, S. M. (2006). Childhood physical and emotional abuse by a parent: Trans-
ference effects in adult interpersonal relations. Personality and Social Psychology Bulletin, 32(11),
1509-1522. https://doi.org/10.1177/0146167206291671

Bilge, F. (2021). 3672 aylik ¢ocuklarin medya iceriklerine erigiminde ebeveyn araciliklart ile ebeveyn
tutumlart arasindaki iligkinin incelenmesi [Investigation of the relationship between parental media-
tion and parental attitudes in access to media content by 3672 month-old children] (Thesis no.
718422) [Master’s thesis, Okan University]. https://tez.yok.gov.tr/

Blum-Ross, A., & Livingstone, S. (2018). The trouble with “screen time” rules. In G. Mascheroni, C.
Ponte, & A. Jorge (Eds.), Digital parenting. The challenges for families in the digital age (pp. 179—
187). Nordicom.

Bostanct, S., & Cakir, R. (2022). Erken ¢ocukluk caginda ¢cocugu olan ebeveynlerin, ¢ocuklarina medya
kullandirmadaki araciliklar ve dijital ebeveynlik farkindaliklarinin incelenmesi [Investigation of the
mediations and digital parenting awareness of parents who have early childhood children in making
their children use media]. Turkish Journal of Primary Education, 7(2), 86—116. https://doi.org/10.
52797/tujped.1192163

Brito, R., Francisco, R., Dias, P., & Chaudron, S. (2017). Family dynamics in digital homes: The role
played by parental mediation in young children’s digital practices around 14 European countries.
Contemporary Family Therapy, 39, 271-280. https://doi.org/10.1007/s10591-017-9431-0

Budak, K. S., & Isikoglu, N. (2022). Dijital oyun bagimlilik egilimi ve ebeveyn rehberlik stratejileri
olgeklerinin gelistirilmesi [Development of children’s digital play addiction tendency and paren-
tal mediation scales]. Ankara University Journal of Faculty of Educational Sciences (JFES), 55(3),
693-740. https://doi.org/10.30964/auebfd.939653

Biiyiikoztiirk, S., Cakmak, E., Akgiin, 0., Karadeniz, S., & Demirel, F. (2019). Bilimsel arastirma
yontemleri [Scientific research methods]. Pegem Akademi.

Calhan, C., & Goksu, 1. (2024). Okul 6ncesi donemde egitsel mobil oyunlarin elestirel diisiinme beceri-
sine etkisi [The effect of educational mobile games in the pre-school period on critical thinking
skills]. Primary Education, 22, 6-18.

Chemnad, K., Aziz, M., Abdelmoneium, A. O., Al-Harahsheh, S., Baghdady, A., Al Motawaa, F. Y.,
... & Ali, R. (2023). Adolescents’ Internet addiction: Does it all begin with their environment?
Child and Adolescent Psychiatry and Mental Health, 17, article. 87. https://doi.org/10.1186/
$13034-023-00626-7

Chen, L., & Shi, J. (2019). Reducing harm from media: A meta-analysis of parental mediation. Jour-
nalism & Mass Communication Quarterly, 96(1), 173-193. https://doi.org/10.1177/1077699018
754908

Clark, L. S. (2011). Parental mediation theory for the digital age. Communication Theory, 21(4), 323-343.
https://doi.org/10.1111/1.1468-2885.2011.01391.x

Dennison, B. A., Erb, T. A., & Jenkins, P. L. (2002). Television viewing and television in bedroom asso-
ciated with overweight risk among low-income preschool children. Pediatrics, 109(6), 1028-1035.
https://doi.org/10.1542/peds.109.6.1028

Dong, P. I. (2018). Exploring Korean parents’ meanings of digital play for young children. Global Studies
of Childhood, 8(3), 238-251. https://doi.org/10.1177/2043610618798931

Durak, A., & Kaygin, H. (2020). Parental mediation of young children’s Internet use: Adaptation of
parental mediation scale and review of parental mediation based on the demographic variables and
digital data security awareness. Education and Information Technologies, 25, 2275-2296. https://
doi.org/10.1007/s10639-019-10079-1

Eichen, L., Hackl-Wimmer, S., Eglmaier, M. T. W., Lackner, H. K., Paechter, M., Rettenbacher, K., ..., &
Walter-Laager, C. (2021). Families’ digital media use: Intentions, rules and activities. British Jour-
nal of Educational Technology, 52(6), 2162-2177. https://doi.org/10.1111/bjet.13161

Emiroglu ilvan, T. (2022). Okul oncesi donem ¢ocuklarn dijital oyun bagimhlik egilimi ile anne-¢ocuk
iligkisinin incelenmesi [ Examining the digital play addiction tendency of preschool children and the
mother-child relationship] (Thesis No. 742209) [Master’s thesis, Y1ldiz Teknik University]. https://
tez.yok.gov.tr/

Entertainment Software Association. (2022). Essential facts about the video game industry. Retrieved
October 29, 2023, from https://www.theesa.com/resource/2022-essential-facts-about-the-video-
game-industry/

@ Springer


https://tez.yok.gov.tr/
https://doi.org/10.1177/0146167206291671
https://tez.yok.gov.tr/
https://doi.org/10.52797/tujped.1192163
https://doi.org/10.52797/tujped.1192163
https://doi.org/10.1007/s10591-017-9431-0
https://doi.org/10.30964/auebfd.939653
https://doi.org/10.1186/s13034-023-00626-7
https://doi.org/10.1186/s13034-023-00626-7
https://doi.org/10.1177/1077699018754908
https://doi.org/10.1177/1077699018754908
https://doi.org/10.1111/j.1468-2885.2011.01391.x
https://doi.org/10.1542/peds.109.6.1028
https://doi.org/10.1177/2043610618798931
https://doi.org/10.1007/s10639-019-10079-1
https://doi.org/10.1007/s10639-019-10079-1
https://doi.org/10.1111/bjet.13161
https://tez.yok.gov.tr/
https://tez.yok.gov.tr/
https://www.theesa.com/resource/2022-essential-facts-about-the-video-game-industry/
https://www.theesa.com/resource/2022-essential-facts-about-the-video-game-industry/

Education and Information Technologies

Erdogan, G., (2022). Okul dncesi egitimine devam eden 48-72 aylik ¢ocuklarin anne ve babalarinin
ebeveyn tutumlart ile medya araciliklarinin incelenmesi [The investigation of parental attitudes
of the parents of 4872 month-old children attending pre-school education and media mediation]
(Thesis no. 750755) [Master’s thesis, Gazi University]. https://tez.yok.gov.tr/

Fraenkel, J. R., Wallen, N. E., & Hyun, H. H. (2012). How to design and evaluate research in education.
McGraw-hill.

Gengtiirk, D. (2022). Ekranin ¢ocuk davranis problemlerine etkisinde ebeveyn medya araciligi [ Parental
media mediation in the effect of the screen on child behavioral problems] (Thesis no. 736724) [Mas-
ter’s thesis, Fatih Sultan Mehmet Vakif University] https://tez.yok.gov.tr/

Gokeen, A. (2023). Cocuklarin ekran kullamim ozellikleri, dijital oyun bagimlilik egilimleri, sosyal yet-
kinlik ve davranig durumlart ve ebeveyn rehberlik stratejileri arasindaki iligkinin incelenmesi [An
examination of the relationship between children’s screen usage characteristics, digital game addic-
tion tendency, social competence and behavior status, and parental mediation] (Thesis no. 782343)
[Master’s thesis, Pamukkale University]. https://tez.yok.gov.tr/

Goksu, 1. (2021). Bibliometric mapping of mobile learning. Telematics and Informatics, 56, 101491.
https://doi.org/10.1016/j.tele.2020.101491

Goksu, 1. (2022). Dijital oyunlarda giivenlik [Safety and security in digital games]. In $ Sagiroglu, H. T
Biilbiil, A. Kilig, M. Kiiciikali, S Bayzan, & Y. Samur (Eds.), Dijital oyunlar-1: Araglar, metodolo-
Jjiler, uygulamalar ve oneriler [Digital games-1: Tools, methodologies, applications and recommen-
dations] (pp. 541-578). Nobel Akademik Publishing.

Goksu, I, Aslan, A., & Turgut, Y. E. (2020). Evaluation of mobile games in the context of content: What
do children face when playing mobile games? E-Learning and Digital Media, 17(5), 388—407.
https://doi.org/10.1177/2042753020936785

Goziim, A. IC., & Kandir, A. (2021). Digital games pre-schoolers play: Parental mediation and examina-
tion of educational content. Education and Information Technologies, 26, 3293-3326. https://doi.
org/10.1007/s10639-020-10382-2

Giirler, S. A., & Omeroglu, E. (2023). The relation between child raising attitudes of parents and their
mediation role for the digital technology use of children. Education and Information Technologies,
28, 2229-2243. https://doi.org/10.1007/s10639-022-11266-3

Hassan, T., Alam, M. M., Wahab, A., & Hawlader, M. D. (2020). Prevalence and associated factors of
Internet addiction among young adults in Bangladesh. Journal of the Egyptian Public Health Asso-
ciation, 95, 3. https://doi.org/10.1186/s42506-019-0032-7

Horzum, M. B. (2011). Tlkogretim ogrencilerinin bilgisayar oyunu bagimlilik diizeylerinin gesitli
degiskenlere gore incelenmesi [Examining computer game addiction level of primary school stu-
dents in terms of different variables]. Education and Science, 36(159), 56-68.

Isikoglu, N., & Ergenekon, E. (2021). Bebeklerin teknolojik araclari kullanmalariyla ilgili anne goriisleri
[Mothers views about babies’ usage of technological tools]. Ankara University Journal of Faculty of
Educational Sciences, 54(1), 117-140. https://doi.org/10.30964/auebtd.767338

Isikoglu, N., Erol, A., Atan, A., & Aytekin, S. (2023). A qualitative case study about overuse of digital
play at home. Current Psychology, 42(3), 1676-1686.

Isikoglu Erdogan, N. (2019). Dijital oyun popiiler mi? Ebeveynlerin cocuklari i¢in oyun tercihler-
inin incelenmesi [Is digital play popular? Examining parents’ play preferences for their children].
Pamukkale University Journal of Education, 46(46), 1-17. https://doi.org/10.9779/pauefd.446654

Jiow, H. J., Lim, S. S., & Lin, J. (2017). Level up! Refreshing parental mediation theory for our digital
media landscape. Communication Theory, 27(3), 309-328. https://doi.org/10.1111/comt.12109

Johnston, K. (2021). Engagement and immersion in digital play: Supporting young children’s digital
wellbeing. International Journal of Environmental Research and Public Health, 18(19), 10179.
https://doi.org/10.3390/ijerph181910179

Kanak, M., & Ozyazwl, K. (2018). An analysis of some variables influencing parental attitudes towards
technology and application use and digital game playing habits in the preschool period. Indnii Uni-
versity Journal of the Faculty of Education, 19(2), 341-354. https://doi.org/10.17679/inuefd.369969

Kay, M. A. (2022). Erken ¢ocuklukta dijital oyun bagimliligmn yordayicilar: olarak; dijital ebeveynlik,
aile i¢i iligkiler ve sosyal yeterlilik [As predictives of digital play addiction in EARLY childhood;
digital parenting, family relations and social competence] (Thesis no. 738300) [PhD thesis, Inonii
University]. https://tez.yok.gov.tr/

Kirmusaoglu, L. (2021). Ebeveynlerin medya okuryazarligina dair bilgi diizeyleri ile medya araciliklar:
ve dijital oyunlarmm ¢ocuklarina olan etkileri arasindaki iligkinin incelenmesi [Evaluation of the

@ Springer


https://tez.yok.gov.tr/
https://tez.yok.gov.tr/
https://tez.yok.gov.tr/
https://doi.org/10.1016/j.tele.2020.101491
https://doi.org/10.1177/2042753020936785
https://doi.org/10.1007/s10639-020-10382-2
https://doi.org/10.1007/s10639-020-10382-2
https://doi.org/10.1007/s10639-022-11266-3
https://doi.org/10.1186/s42506-019-0032-7
https://doi.org/10.30964/auebfd.767338
https://doi.org/10.9779/pauefd.446654
https://doi.org/10.1111/comt.12109
https://doi.org/10.3390/ijerph181910179
https://doi.org/10.17679/inuefd.369969
https://tez.yok.gov.tr/

Education and Information Technologies

relationship between the media literacy level of parents and the effects of digital games on their chil-
dren] (Thesis no. 701530) [Master’s thesis, Uskiidar University]. https://tez.yok.gov.tr/

Konok, V., Bunford, N., & Miklési, A. (2020). Associations between child mobile use and digital parent-
ing style in Hungarian families. Journal of Children and Media, 14(1), 91-109. https://doi.org/10.
1080/17482798.2019.1684332

Kucirkova, N., & Zuckermann, B. (2017). A guiding framework for considering touchscreens in chil-
dren under two. International Journal of Child-Computer Interaction, 12, 46—49. https://doi.org/10.
1016/j.1jcci.2017.03.001

Livingstone, S. (2009). Half a century of television in the lives of our children. The Annals of the Ameri-
can Academy of Political and Social Science, 625, 151-163.

Livingstone, S., & Helsper, E. J. (2008). Parental mediation of children’s Internet use. Journal of Broad-
casting &Electronic Media, 52(4), 581-599. https://doi.org/10.1080/08838150802437396

Livingstone, S., & Byrne, J. (2018). Parenting in the digital age: The challenges of parental responsibility
in comparative perspective. In G. Mascheroni, C. Ponte, & A. Jorge (Eds.), Digital parenting: The
challenges for families in the digital age (pp. 19-30). The International Clearinghouse on Children,
Youth and Media. Retrieved October 29, 2023, from https://norden.diva-portal.org/smash/get/diva2:
1265024/FULLTEXTO02.pdf

Livingstone, S., Haddon, L., Gorzig, A., & Olafsson, K. (2011). EU kids online II: final report 2011. EU
Kids Online. London School of Economics and Political Science. Retrieved October 29, 2023, from
https://eprints.Ise.ac.uk/39351/

Livingstone, S., Mascheroni, G., Dreier, M., Chaudron, S., & Lagae, K. (2015). How parents of young
children manage digital devices at home: The role of income, education and parental style. London:
EU Kids Online, LSE. Retrieved January 20, 2024, from https:/library.parenthelp.eu/wp-content/
uploads/2018/06/How_parents_of_young_children_manage_dig.pdf

Madigan, S., Browne, D., Racine, N., Mori, C., & Tough, S. (2019). Association between screen time
and children’s performance on a developmental screening test. JAMA Pediatrics, 173(3), 244-250.
https://doi.org/10.1001/jamapediatrics.2018.5056

Manap, A. (2020). Anne babalarda dijital ebeveynlik farkindaligimin incelenmesi [Investigation of parents’
digital parenting awerness] (Thesis no. 613073) [PHD Thesis, Inonii University]. https:/tez.yok.gov.
tr/

Mathias, P. M., & Singh, K. (2023). Evolution 1n the role of parental mediation from traditional media
to digital media usage in children: A review paper. Journal of Positive School Psychology, 7(1),
989-997.

Mendoza, K. (2009). Surveying parental mediation: Connections, challenges and questions for media lit-
eracy. Journal of Media Literacy Education, 1(1), 28—41. https://doi.org/10.23860/jmle-1-1-3

Miller, P. M. (2013). Principles of Addiction: Comprehensive Addictive Behaviors and Disorders. Aca-
demic Press. https://doi.org/10.1016/C2011-0-07778-5

Morris, A. S., Ratliff, E. L., Cosgrove, K. T., & Steinberg, L. (2021). We know even more things: A dec-
ade review of parenting research. Journal of Research on Adolescence, 31(4), 870-888. https://doi.
org/10.1111/jora.12641

Mustafaoglu, R., & Yasaci, Z. (2018). Dijital oyun oynamanin ¢ocuklarin ruhsal ve fiziksel saglig1 iizerine
olumsuz etkileri [The negative effects of digital game playing on children’s mental and physical health].
Journal of Dependence, 19(3), 51-58.

Nathanson, A. I. (2004). Factual and evaluative approaches to modifying children’s responses to violent
television. Journal of Communication, 54(2), 321-336. https://doi.org/10.1111/j.1460-2466.2004.
tb02631.x

Nevski, E., & Siibak, A. (2016). The role of parents and parental mediation on 0-3-year olds’ digital play
with smart devices: Estonian parents’ attitudes and practices. Early Years, 36(3), 227-241. https://
doi.org/10.1080/09575146.2016.1161601

Nikiforidou, Z. (2018). Digital games in the early childhood classroom: Theoretical and practical con-
siderations. In S. Danby, M. Fleer, C. Davidson, & M. Hatzigianni (Eds.), Digital childhoods. Tech-
nologies and children’s everyday lives (pp. 153—-167). Springer. https://doi.org/10.1007/978-981-10-
6484-5_16

Nikken, P., & Jansz, J. (2014). Developing scales to measure parental mediation of young children’s
Internet use. Learning, Media and Technology, 39(2), 250-266. https://doi.org/10.1080/17439884.
2013.782038

Ozarslan, Z., & Perdahci, B. (2023). Oyuncu deneyimleri iizerinden oyun bagimlhilig1 ve motivasyonunu
tartismak [Discussing game addiction and motivation through gamer experiences]. Dokuz Eylul

@ Springer


https://tez.yok.gov.tr/
https://doi.org/10.1080/17482798.2019.1684332
https://doi.org/10.1080/17482798.2019.1684332
https://doi.org/10.1016/j.ijcci.2017.03.001
https://doi.org/10.1016/j.ijcci.2017.03.001
https://doi.org/10.1080/08838150802437396
https://norden.diva-portal.org/smash/get/diva2:1265024/FULLTEXT02.pdf
https://norden.diva-portal.org/smash/get/diva2:1265024/FULLTEXT02.pdf
https://eprints.lse.ac.uk/39351/
https://library.parenthelp.eu/wp-content/uploads/2018/06/How_parents_of_young_children_manage_dig.pdf
https://library.parenthelp.eu/wp-content/uploads/2018/06/How_parents_of_young_children_manage_dig.pdf
https://doi.org/10.1001/jamapediatrics.2018.5056
https://tez.yok.gov.tr/
https://tez.yok.gov.tr/
https://doi.org/10.23860/jmle-1-1-3
https://doi.org/10.1016/C2011-0-07778-5
https://doi.org/10.1111/jora.12641
https://doi.org/10.1111/jora.12641
https://doi.org/10.1111/j.1460-2466.2004.tb02631.x
https://doi.org/10.1111/j.1460-2466.2004.tb02631.x
https://doi.org/10.1080/09575146.2016.1161601
https://doi.org/10.1080/09575146.2016.1161601
https://doi.org/10.1007/978-981-10-6484-5_16
https://doi.org/10.1007/978-981-10-6484-5_16
https://doi.org/10.1080/17439884.2013.782038
https://doi.org/10.1080/17439884.2013.782038

Education and Information Technologies

University the Journal of Graduate School of Social Sciences, 25(1), 28-60. https://doi.org/10.
16953/deusosbil. 1189999

Philip, G., Youansamouth, L., Broadhurst, K., Clifton, J., Bedston, S., Hu, Y., & Brandon, M. (2023).
When they were taken it is like grieving: Understanding and responding to the emotional impact of
repeat care proceedings on fathers. Child & Family Social Work. https://doi.org/10.1111/cfs.13061

Prensky, M. (2005). Listen to the natives. Educational Leadership, 63(4), 8-13.

Rodideal, A. A. (2020). A systematic literature review searching for a comprehensive dynamic model of
parental digital mediation strategies. Revista De Stiinte Politice, 65, 157-174.

Rosen, L. D., Lim, A., Felt, J., Carrier, L. M., Cheever, N. A., Lara-Ruiz, J., & Rokkum, J. (2014). Media
and technology use predicts ill-being among children, preteens and teenagers independent of the
negative health impacts of exercise and eating habits. Computers in Human Behavior, 35, 364-375.
https://doi.org/10.1016/j.chb.2014.01.036

Ryan, R. M., & Deci, E. L. (2000). Self-determinationtheory and the facilitation of intrinsic motivation,
social development and well-being. American Psychologist, 55, 68—78. https://doi.org/10.1037/
0003-066X.55.1.68

Saracho, O. N. (2023). Theories of child development and their impact on early childhood education and
care. Early Childhood Education Journal, 51(1), 15-30.

Schunk, D. (2021). Learning theories: An educational perspective. Pearson.

Sen, M., Demir, E., Teke, N., & Yilmaz, A. (2020). Erken ¢ocukluk ebeveyn medya aracilik olgegi
gelistirme caligmasi [Development of early childhood parental media mediation scale]. Mehmet
Akif Ersoy University Journal of Education Faculty, 53, 228-265. https://doi.org/10.21764/maeue
£d.646852

Senol, Y., Senol, F. B., & Can Yasar, M. (2023). Digital game addiction of preschool children in the
Covid-19 pandemic: Social emotional development and parental guidance. Current Psychology.
https://doi.org/10.1007/s12144-023-04323-8

Shin, W. (2018). Empowered parents: The role of self-efficacy in parental mediation of children’s smart-
phone use in the United States. Journal of Children and Media, 12(4), 465-477. https://doi.org/10.
1080/17482798.2018.1486331

Sivrikova, N. V., Ptashko, T. G., Perebeynos, A. E., Chernikova, E. G., Gilyazeva, N. V., & Vasilyeva,
V. S. (2020). Parental reports on digital devices use in infancy and early childhood. Education and
Information Technologies, 25, 3957-3973. https://doi.org/10.1007/s10639-020-10145-z

Smahelova, M., Juhova, D., Cermak, 1., & Smahel, D. (2017). Mediation of young children’s digital
technology use: The parents’ perspective. Cyberpsychology: Journal of Psychosocial Research on
Cyberspace, 11(3), 4. https://doi.org/10.5817/CP2017-3-4

Susanu, N. (2022). Violence, the effect of cartoons on the child’s emotional development. New Trends in
Psychology, 4(1), 114-119.

Tabachnick, B. G., & Fidell, L. S. (2013). Using multivariate statistics. Pearson.

Tohlu, B. (2023). Annelerin teknoloji ve sosyal medya kullanimimin anne ¢ocuk iliskisi acisindan incelen-
mesi [Analyzing mother’s use of technology and social media in terms of mother child relationship].
(Thesis no. 782452) [Master’s thesis, Hacettepe University]. https://tez.yok.gov.tr/

Tomczyk, K., & Potyrata, K. (2021). Parents’ knowledge and skills about the risks of the digital world.
South African Journal of Education, 41(1), 1833. https://doi.org/10.15700/saje.v41n1al833

Toran, M., Ulusoy, Z., Aydin, B., Deveci, T., & Akbulut, A. (2016). Cocuklarin dijital oyun kullanimina
iligkin annelerin goriislerinin degerlendirilmesi [Evaluation of mothers’ views regarding children’s
use of digital game]. Kastamonu Education Journal, 24(5), 2263-2278.

Tso, W. W. Y., Reichert, F., Law, N., Fu, K. W., de la Torre, J., Rao, N., ... & Ip, P. (2022). Digital compe-
tence as a protective factor against gaming addiction in children and adolescents: A cross-sectional
study in Hong Kong. The Lancet Regional Health—Western Pacific, 20, 100382. https://doi.org/10.
1016/j.lanwpc.2022.100382

UNICEEF. (2017). Children in a digital world. Retrieved October 29, 2023, from https://www.unicef.org/
media/48601/file

Uzun, E. M., Biitiin, E., & Ozdemir, Y. (2023). Ebeveynlerin goziinden ¢ocuklarinin dijital oyun oynama
aligkanliklarinin degerlendirilmesi [Evaluation of children’s digital game playing habits from the
perspective of parents]. Erzincan University Journal of Education Faculty, 25(1), 9-22. https://doi.
org/10.17556/erziefd. 1111846

Vajen, B., Kenner, S., & Reichert, F. (2023). Digital citizenship education teachers’ perspectives and
practices in Germany and Hong Kong. Teaching and Teacher Education, 122, 103972. https://doi.
org/10.1016/j.tate.2022.103972

@ Springer


https://doi.org/10.16953/deusosbil.1189999
https://doi.org/10.16953/deusosbil.1189999
https://doi.org/10.1111/cfs.13061
https://doi.org/10.1016/j.chb.2014.01.036
https://doi.org/10.1037/0003-066X.55.1.68
https://doi.org/10.1037/0003-066X.55.1.68
https://doi.org/10.21764/maeuefd.646852
https://doi.org/10.21764/maeuefd.646852
https://doi.org/10.1007/s12144-023-04323-8
https://doi.org/10.1080/17482798.2018.1486331
https://doi.org/10.1080/17482798.2018.1486331
https://doi.org/10.1007/s10639-020-10145-z
https://doi.org/10.5817/CP2017-3-4
https://tez.yok.gov.tr/
https://doi.org/10.15700/saje.v41n1a1833
https://doi.org/10.1016/j.lanwpc.2022.100382
https://doi.org/10.1016/j.lanwpc.2022.100382
https://www.unicef.org/media/48601/file
https://www.unicef.org/media/48601/file
https://doi.org/10.17556/erziefd.1111846
https://doi.org/10.17556/erziefd.1111846
https://doi.org/10.1016/j.tate.2022.103972
https://doi.org/10.1016/j.tate.2022.103972

Education and Information Technologies

Valkenburg, P. M., Krcmar, M., Peeters, A. L., & Marseille, N. M. (1999). Developing a scale to assess
three styles of television mediation: “Instructive mediation”, “restrictive mediation”, and “social
coviewing.” Journal of Broadcasting & Electronic Media, 43(1), 52-66. https://doi.org/10.1080/
08838159909364474

Warren, R., & Aloia, L. (2019). Parenting style, parental stress, and mediation of children’s media use.
Western Journal of Communication, 83(4), 483-500. https://doi.org/10.1080/10570314.2019.15820
87

World Health Organization, (2020). Addictive behaviours: Gaming disorder. Retrieved October 29, 2023,
from  https://www.who.int/news-room/questions-and-answers/item/addictive-behaviours-gaming-
disorder

Wu, C. S. T., Fowler, C., Lam, W. Y. Y., Wong, H. T., Wong, C. H. M., & Yuen Loke, A. (2014). Parent-
ing approaches and digital technology use of preschool age children in a Chinese community. /talian
Journal of Pediatrics, 40, 44. https://doi.org/10.1186/1824-7288-40-44

Yal¢in Irmak, A., & Erdogan, S. (2016). Ergen ve geng eriskinlerde dijital oyun bagimlilii: Giincel bir
bakig [Digital game addiction among adolescents and younger adults: A current overview]. Turkish
Journal of Psychiatry, 27(2), 128-137.

Yaman, F., Yurdakul, I. K., Akbulut, Y., & Donmez, O. (2022). An examination of the digital par-
enting profiles in Turkey. Child Psychiatry & Human Development. https://doi.org/10.1007/
$10578-022-01410-y

Ybarra, M. L., Mitchell, K. J., & Oppenheim, J. K. (2022). Violent media in childhood and seriously vio-
lent behavior in adolescence and young adulthood. Journal of Adolescent Health, 71(3), 285-292.
https://doi.org/10.1016/j.jadohealth.2022.03.003

Young, K. (2009). Understanding online gaming addiction and treatment issues for adolescents. The
American Journal of Family Therapy, 37(5), 355-372. https://doi.org/10.1080/01926180902942191

Yurdakul, I. K., Donmez, O., Yaman, F., & Odabagsi, H. F. (2013). Dijital ebeveynlik ve degisen roller
[Digital parenting and changing roles]. Gaziantep University Journal of Social Sciences, 12(4),
883-896.

Zirakbash, F., Savic, M., & Cook, K. (2023). Young parents and digital technologies: Navigating path-
ways to enhance agency for vulnerable mothers. Journal of Technology in Human Services, 41(1),
43-64. https://doi.org/10.1080/15228835.2023.2169855

Publisher’s Note Springer Nature remains neutral with regard to jurisdictional claims in published maps
and institutional affiliations.

@ Springer


https://doi.org/10.1080/08838159909364474
https://doi.org/10.1080/08838159909364474
https://doi.org/10.1080/10570314.2019.1582087
https://doi.org/10.1080/10570314.2019.1582087
https://www.who.int/news-room/questions-and-answers/item/addictive-behaviours-gaming-disorder
https://www.who.int/news-room/questions-and-answers/item/addictive-behaviours-gaming-disorder
https://doi.org/10.1186/1824-7288-40-44
https://doi.org/10.1007/s10578-022-01410-y
https://doi.org/10.1007/s10578-022-01410-y
https://doi.org/10.1016/j.jadohealth.2022.03.003
https://doi.org/10.1080/01926180902942191
https://doi.org/10.1080/15228835.2023.2169855

	An effort to understand parents’ media mediation roles and early childhood children’s digital game addiction tendency: A descriptive correlational survey study
	Abstract
	1 Introduction
	1.1 Children’s challenge with digital media and the role of parents
	1.2 Children’s interest in digital games and the dilemma of digital game addiction
	1.3 The aim and importance of the study

	2 Method
	2.1 Research design
	2.2 Sample
	2.3 Data collection tools
	2.3.1 Questionnaire
	2.3.2 Digital game addiction tendency scale

	2.4 Data analysis

	3 Results
	3.1 RQ1. The relationship between parents’ media mediating roles and child’s digital game addiction tendency
	3.2 RQ2. The relationship between parents’ media mediating roles and digital device usage habits
	3.3 RQ3. The relationship between children’s digital game addiction tendency and digital devices usage habits
	3.4 RQ4. Examination of children’s digital game addiction tendency in terms of various sociodemographic variables and digital devices usage habits
	3.4.1 Children’s digital game addiction tendency according to gender
	3.4.2 Children’s digital game addiction tendency according to parents’ education level
	3.4.3 Children’s digital game addiction tendency by age
	3.4.4 Children’s digital game addiction tendency, according to parents playing digital games
	3.4.5 Children’s digital game addiction tendency according to the media content they watch
	3.4.6 Children’s digital game addiction tendency according to owning a digital device

	3.5 RQ5. Examination of parental media intermediation roles according to various sociodemographic variables
	3.5.1 Parental media mediation roles by gender
	3.5.2 Media mediation roles according to parents’ education level
	3.5.3 Parents’ media mediation roles according to age
	3.5.4 Media mediation roles according to parents’ playing digital games or not


	4 Discussion and conclusion
	4.1 The Relationship between parents’ media mediating roles and children’s digital game addiction tendency
	4.2 The relationship between parents’ media mediating roles and digital device usage habits
	4.3 The relationship between children’s digital game addiction tendency and their using habits of digital devices
	4.4 Do parental media mediating roles and children’s digital game addiction change according to tendency digital devices usage habits?
	4.5 Do parental media mediating roles and children’s digital game addiction tendency change according to sociodemographic variables?

	5 Limitations and recommendations
	Appendix 1
	Appendix 2
	Appendix 3
	References


