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ABSTRACT

Objective: This study aims to exa-
mine the computer game-playing habits
of children at preschool education level
from the point of view of their families.

Method: The research was structured
as descriptive study. The study of the popu-
lation was based on 410 children attending 6
kindergartens in a district of Balikesir province;
and the sample is based on 321 children and
their families. Data were collected with face-
to-face interview method with a questionnaire
form developed by researchers. The data were
evaluated with SPSS 19.0 statistical package
program using number-percentage distribu-
tion, chi-square test and logistic regression.

Results: 80.7% of participating children
were found to play computer games. No signi-
ficant difference was found between children’s
game-playing(playing versusnot-playing) and eit-
heragerange or gender (p>0.05). A positive signi-
ficant relationship was found between children’s
game-playing habits and those of their families
through logistic regression evaluation (p<0.05).

Conclusion: Families should be infor-
med about improving positive parental be-
havior and role-modelling, and also these
behaviors effects on child health. In addition,
they should be counselled by health profes-
sionals (nurses of school health, physicians,
etc.) regarding the length of time children
spend in front of screens, children’s game pre-
ferences and children’s computer ownership.
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OZET

Amag: Bu arastirmanin amaci, okul éncesi
egitim alan ¢ocuklarin ailelerinin gbziiyle bilgisa-
yar oyunu oynama aligkanliklarini incelemektir.

Yontem: Arastirma, tanimlayici olarak ya-
pilandinlmigtir. Aragtirmanin evrenini, Balikesir
iline bagl bir ilce merkezinde 6 anaokulunda
egitim goren 410 cocuk, 6rneklemini ise 321
cocugun ailesi olusturmustur. Arastirmacilar
tarafindan hazirlanan anket formu, aileler ile
ylz yize gorisilerek toplanmistir. Verilerin de-
gerlendirilmesi, SSPS 19.0 istatistik paket prog-
rami kullanilarak, sayi-yiizde dagilimlari, ki-kare
testi ve lojistik regresyon analizi ile yapiimistir.

Bulgular: Arastirmaya katilan ¢ocukla-
rin - %80.7’sinin  bilgisayar oyunu oynadikla-
ri saptandi. Arastirmaya katilan cocuklarin
bilgisayar oyunu oynama durumlar ile yas
araliklari ve cinsiyetleri arasinda istatiksel bir
anlamlilik tespit edilmedi (p>0.05). Calisma-
da okul 6ncesi dénem cocuklarinin bilgisa-
yar oyunu oynama durumlari ile ailelerinin
oyun oynama aliskanliklan arasinda yapilan
lojistik regresyon degerlendiriimesinde po-
zitif yonde anlamli iliski bulundu (p<0.05).

Sonug: Aileler olumlu ebeveyn davranis-
larinin gelistirilmesi ve gocuklarina rol model
olabilmeleri, bu davranislarin gocuk sagligi
Uzerine etkileri konularinda bilgilendirilmeli,
ayrica ailelere gocuklarin ekran basinda gegir-
digi sureler, oyun tercihleri, bilgisayara sahip
olma durumlari konusunda saglik calisanla-
ri (okul saghg hemsireleri, hekim, vb) tara-
findan danismanlik hizmetleri verilmelidir.

Anahtar Cocuk, bilgisa-
yar oyunu, okul &ncesi dénem, ebeveynlik.

Kelimeler:

1RN, PhD, Assistant Professor,
Bandirma Onyedi Eylul
University, Faculty of Health
Sciences

2 RN, PhD, Professor, Istanbul
University, Florence Nightingale
Nursing Faculty

Address reprint requests to:
Assistant Professor Diler Aydin,
Department of Nursing, Faculty
of Health Sciences, Bandirma
Onyedi Eylul University- 10200
Bandirma, Balikesir - TURKEY

E-mail address:
dileraydin@gmail.com

Phone:
+90(266) 718 64 00

* This study was presented
at the 37th Pediatr Days
and 14nd Days of Pediatric
Nursing Congress organized
in Istanbul on April 08th -
11th, 2015.

Date of submission:
April 9, 2016

Date of acceptance:
May 15, 2016

Bagimliik Dergisi, 20186, Cilt:17, Sayi:2, s:47-54 / Journal of Dependence, 2016, Vol:17, N.:2, pp.47-54 / www.bagimlilikdergisi.net

47


mailto:dileraydin@gmail.com
http://www.bagimlilikdergisi.net

Computer Game Playing Habits of Children at Pre-school Education Level by Their Families’ Views

INTRODUCTION

During the preschool and primary education
periods, Games are importantly beneficial to
children’s socio-cultural, mental and psychological
development. The games children play with their
friends during this time foster development of
social relationships and linguistic skills; they also
contribute to children’s biological development
through exercise and energy expenditure (1, 2).

Increases in the daily use of computers, caused
by modern technological advances, have altered
children’s playing habits (3, 4). Computer games
have now replaced games played with friends as
children’s most important entertainment tool
(2). The use of digital games, whose subtypes
include console games, PC games and online
games, has significantly increased among
children and young people in recent years (3, 5).

Computers and computer games may
positively and negatively affect children’s and
teenagers’ development (3, 4, 6, 7). Development
is at its fastest and most critical in children
aged from zero to six years. Children of this
age find computer games calming; they provide
children with a feeling of control and superiority
(3). Regarding specific benefits, computer games
contribute greatly to hand-eye coor-dination,
attention-focusing abilities (1, 3), problem-solving
ski-lls, cooperation, and language development (2,
7); they also foster mental development by enabling
children to remain calm when under stress (4, 7, 8).
Children use computer games to reinforce many
concepts they learn in daily li-fe and at school (3).

Computer games may also lead to social
behavioral problems, such as obsessive and
aggressive behavior, indications of violence,
personality change, attenuation of emotions, loss
of interest, hyperactivity, learning disorders and
increased anxiety, while contributing to children’s
development (1, 2, 4, 7, 8, 9, 10). Additionally,
they are considered responsible for early
maturation, obesity due to long-term computer
use (10), visual and musculoskeletal physiological
problems, headaches and xerophthalmia (2, 10).

Regarding computer games’ positive and
negative effects, computer games may offer

benefits during the preschool period, but may
also lead to damage that is difficult to repair.
Computer games’ positive and negative effects
on children are related to games’ content,
and duration of game play (3). The American
Academy of Pediatrics recommends that children
spend a maximum of two hours of “screen
time” a day; and that this restriction should be
enforced by parental inspection (1-3, 11, 12, 13).

Most extant studies analyze computer games’
effects on students, and evaluate their parents’
point of view (1, 2, 9, 14). However, other studies
have shown that computer game-playing habits are
shifting towards younger ages, and that children
also play computer games in the preschool period;
these studies have evaluated parents’ points of
view (3, 15). These studies are limited, however.
Specifically, the preschool period is important
to children’s physical and social development;
hence, it is important to determine preschool
children’s computer game-playing habits, and
focus parents’ attention on those habits’ effects on
their children’s health. This study therefore aimed
to determine preschool children’s computer game
playing habits, from their parents’ point of view.

METHODS
Design

Research was descriptive, and was conducted
from November until December 2014, to
determine preschool children’s computer game
playing habits from their parents’ point of view.

Population and setting

The study’s population consisted of parents
(n= 410) of children receiving education at six
kindergartens administered by the Bandirma
District National Education Directorate in the
2014-2015 school year. Inclusion criteria of the
study: families with children receiving education
at kindergartens and who were between the ages
of 0-6; families who agreed to participate in the
study, parents without mental, auditory and/or
visual disabilities. Samples were not selected for
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the study; instead, all kindergartens in the district,
and all parents who were willing to contribute to
the research, were included in the sample (321
parents). The written consent of the Balikesir
Provincial Directorate for National Education, and
the oral consent of parents were obtained prior
to the study. A questionnaire was administered to
consenting parents, which included an explanation
of the study’s aims and methodology. Face to
face interviews were conducted to obtain data.

Instruments

The questionnaire, which the authors of
the present paper developed to determine
preschool children’s game-playing
habits from their parents’ point of view, was used
in accordance with the literature (2, 3, 16). The

computer

questionnaire contained 17 open-ended and two
closed questions which evaluated children’s and
pare-nts’ demographic information, children’s and
parents’ computer game-playing habits from the
parents’ point of view, and parents’ awareness of
computer games’ effects. The first 16 questions
concerned parents’ age, gender and educational
status, children’s frequency of computer game
playing and game type played children’s reasons
for playing computer games and whether and with
what frequency children played computer games
that contained violence. Questions 17-19 examined
families’ degree of education regarding computer
games, and games’ effects on children. On average,
questionnaires took 10-15 minutes to administer.

Parents were informed about the purpose
and content of the study by the researcher.
We gave information about the study to a total
of 321 parents and then asked if they would
volunteer to participate in the study. In each
case after verbally informed consent, all parents
approved the research protocol. Written and
oral approvals were taken from the participants.

Data analysis
Data were analyzed using SPSS for Windows

v.19.0. Descriptive statistics (averages, standard
deviations, and percentages) were calculated.

Relationships  between  children’s
game-playing habits and various variables were
tested via chi-square. Relationships between

computer

children’s and parents’ computer game-playing
status and condition were analyzed via logistic
regression. Statistical significance was set at p<0.05.

RESULTS

52.3% of chil-dren were male, and
477% of them were aged 48-59 months-old.
42.9% of mothers and 50.4% of fathers were
graduates of wuniversity or higher education.

80.7% of children played computer games.
51.1% of these children had their own computer
or tablet, 76.3% of them had internet access at
home, and 54.8% accessed computer games via
the internet. Children were found to play computer
games for 0.46 = 0.75 hoursper day, 0.26 +0.71 hours
on weekdays and 0.67 + 1.00 hours at weekends.

37.4% of children preferred educational-
intelligence games; 16.8% preferred car races.
45.2% of children played games
to pass the time, while tending to play for

computer

education/learning at a lower rate (Table 1).

89.1% of children did not play games that
included violence; 9% played such games once or
twice a week. 77.6% of families indicated restricting
children’s game-playing and 91%
indicated restricting games that included violence.

50% of children aged 48-59 months stated that
they did not play computer games; 47.1% between
48-59 months stated that they mostly played.

computer

58.1% of female children did not play computer
games; 54.8% of male children did. No statistically
significant  difference  was found between
children’s status of playing computer games
and either their age or gender (p>0.05; Table 2).

42.7% of mothers and 49.8% of families
indicated playing computer games; 6.8% of families
indicated playing violence-including computer
games. Mothersindicated playing computer games
for 0.25 + 0.57 hours per day; 0.21 + 0.67 hours
on weekdays and 0.23 £ 0.67 hours at weekends.
Fathers indicated playing computer games for
0.37 = 0.79 hours per day; 0.16 £ 0.53 hours on
weekdays and 0.29+0.69 hours at weekends.
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(17) found that 40.7% of preschool children play
computer games once a week, 26.9% play every day,
and 23% do not play computer games. With their
studies, Tin Wu et al. (15) determined that 64.4%
and 33.2% of preschool children spend an hour or
less, or 1-2 hours, on computer games per day,
respectively. Though there are relatively few extant
studies evaluating computer game-playing time in
preschool children, these values are similar to those
obtained in the present study. Our results indicate
that children generally play computer games
for longer periods at weekends. Since children’s
physical and social development during this period
may encounter problems if children spend an
excessive amount of time playing computer games,
it is important to motivate children to engage in
different activities, such as playing games, etc.

37.4% of families indicated that their children
prefer educational-intelligence games, 10.3%
indicated a preference for car races and educational
games, 5% indicated a preference for arcade games,
and 6% indicated a preference for simulation
games. While the children in the present study
preferred educational and race games, we observed
that they mostly played computer games to pass
the time. Extant literature indicates that primary
school-aged children generally prefer educational
and adventure games, as well as arcade and war/
combat games (2, 14, 16); however, there are few
studies examining preschool children in this regard.
Extant literature indicates that preschool-aged
children typically play educational and adventure-
type games (7, 8, 18); however, we observed that
a small proportion (1.5%) of these children play
games including violence. Again, and considering
these children’s age, these results indicate that
children should be directed to other forms of
recreation, or to educational/instructive games
that may better contribute to their development.

Serious hyperactivity has been reported in
children who watch images and movement on
computers, or who watch acts of violence (5, 6, 8).
Children have been reported to engage in offensive
or damaging behavior due to inactivity associated
with long periods at computers (2, 5, 7, 8). Also,
since children of this age are not fully able to
distinguish the imagined and notional from the real

and the substantial, they may identify with game
heroes, modeling the violence they find in computer
games (2, 3). In our study, 77.6% of families had
children who played computer games. 91% of those
limited their children’s playing of computer games;
nonetheless, 9% of all children studied played
computer games including violence once or twice
a week. Since the opportunity to play games that
include violence is under families’ control, parents
should be informed of computer games’ effects on
their children’s physical and psychological health.
Extant literature suggests that children’s game-
playingincreases with age (3, 13). Our study found no
significant difference between children’s computer
game-playing and their age (Table 2). Extant
literature also suggests that families may believe the
computer to be a “boy’s toy” and that not limiting its
use particularly leads men and male children to play
more (3, 5, 13). Our study did not find a significant
relationship between children’s computer game
playing and gender. We consider that this result
may be due to the fact that most of the families
studied were well educated, and therefore did not
discriminate between genders (Table 3). Akcay and
Ozcebe (3) found that 68.3% of male children play
games, and found a significant relationship between
computer game playing and gender. Similarly,
Carson and Janssen (13) did not find any significant
relationship between computer game playing and
gender. Thus, though the present study’s results do
not show a relationship between computer game
playing and age, our results with respect to gender
are similar to those of Carson and Janssen (13).
In the present study, logistic regression
analysis found a positive significant relationship
between whether children played computer games
and their families’ game-playing habits (p<0.05).
Families’ playing of computer games was found
to affect children’s game playing habits; however,
this influence was found to be primarily exerted by
mothers. Regarding children’s screen dependency in
computer game-playing families, CarsonandJanssen
(13) found a significant relationship between time
spent with television and computer screens, and
whether children aged 0-5 played computer games.
Similarly, Akcay and Ozcebe (3) found that children’s

game-playing increased according to whether
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their families played computer games. Our results
bear similarities to those of Carson and Janssen
(13) and Akcay and Ozcebe (3). The properties and
tendencies of parents directly and indirectly affect
children; preschool-age children look for behavioral
models. This leads these children to exhibit attitudes
they observe in their families, which explains
the relationship between whether parents play
computer games and whether their children do.

If families are not properly educated and
directed in computer and computer game use,
these tools may become harmful to children, who
are beginning touse them at increasingly younger
ages. Children’s physical, personality-related and
psychological wellbeing may be preserved by taking
actions that are appropriate to computer games’
negative effects on health (2). In the present study,
51.4% of families indicated that they were aware of
computer games’ effects on their children. Families
expressed beliefs that computer games contribute
to the development of knowledge and skills and
facilitate their children’s self-education (50.8% and
50.5% of families, respectively.) Cakir (2) found
that 45.6% of families felt that computer games
contributed to their children’s knowledge and skills;
and 35.3% felt that games promote self-education.
Comparing the results of the present study with
Cakir’s (2), families in the present study were better
informed of games’ positive effects. Regarding
computer games’ negative effects, familiesindicated
believing that games prevent other social activity,
create dependency, are unhealthy for children, and
that long-term use may cause obesity or problems
related to vision and the musculoskeletal system
(Table 5). Despite the fact that the studied families’
level of education regarding the positive and
negative effects of games was found to be above
average, 48.6% of families indicated that they were
not worried by their children’s playing of computer
games. 10.6% of families indicated that their
children exhibited violent behavior, 29.3% of which
children were considered to be mimicking computer
game characters, and 49.5% indicated that their
children were unresponsive when playing computer
games. We therefore consider that families who
believe their children to be unaffected by computer
games are not worried by their children’s playing

of computer games. Hence, despite the fact that
most of the studied families are university educated
or above, similar families should be informed
of the risks computer games pose to children.
Our study has some limitations; The study was
conducted with only a small group of preschool
children’s. We were unable to contact all of the
preschool children’s and their families and also the
study period was short. Inour country, thereisaneed
for large-scale and multidisciplinary experimental
studies in order to address the computer addiction
of the preschool children’s and to suggest solutions.
CONCLUSION
During the preschool period, mental
development is almost completely facilitated by
games. Children learn about themselves and the
world they live in through games, best express
themselves while playing games, and gain critical
thinking skills within games. Games requiring
physical effort promote muscle development
and positively affect respiration, circulation and
digestion. Advancing technology has led to changes
in preschool children’s game-playing habits. Children
have begunto playgamesinwhichtheyareimmobile,
and to play games in front of computers. As a result,
certain physical and psychological disorders may
develop. Families should therefore be informed of
positive parenting behaviors’ development, and
their effects on children’s health. Moreover, health
professionals (school health nurses, physicians, etc.)
should consult parents regarding the amount of
time children should spend with computer screens,
and the appropriateness of computer ownership.
School nursing’s  purpose
preschool children is to support positive knowledge
and attitudes, promote healthy behavior, and
change negative or insufficient knowledge,
attitudes and behaviors.

concerning

Nurses interact with
parents and education professionals, and are aware
of computer games’ effects on child development
with regard to public and children’s health and
psychology.  Determining games’
effects on preschool children and consulting with
families, will thus provide a critical contribution
to the wellbeing of children and the public.

computer
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