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ABSTRACT

INVESTIGATING THE SOCIAL INTERACTIONS BETWEEN PARENTS AND
YOUNG CHILDREN DURING DIGITAL ACTIVITIES AT HOME

Konca, Ahmet Sami
Ph.D., Department of Early Childhood Education

Supervisor: Assod®rof. Dr. Feyza Erden

February2019,220 Pages

The aim of this study is to investigate how children interact wakents
during digital activities. Interaction of children with other individuals is essential for
communication, negotiation, anfbr shaing. Digital technologieshave become
widespreadhroughout all areasfac hi | dés | i fe. Therefore, thi
on the digital activities of children andhe interactionsthat emerged during trse
activities. Participant observation, pre grubt interviews were used to collect data in
the dudy. The participants includegdur children and theiparentsThe &i | dr en 6 s
interaction withparentsduring digital activities were observ@udorderto explore the
aimsof interaction,form of interacibns, and interaction strategies that were used by
parents and childrernThe results of the study showed that children gadents
interactedthrough directing, sharing, anthformal conversatiorduring the digital
activities. While passive exposure to ithd technologies, multitasking of children,
inappopriate digital activig content, and irrelevant messages of interaction during the
digital activities were related to conflicts, appropriate features of the digital activities
and interaction relatet the digital activities were linked with synchroni&esides,
it was revealed thahe children andparentsused several tactics during the conflicts.
While the children tended to use antisocial tactitt®e parentgpreferredto employ

negotiation and sodiaactics during the conflicts. It was also foutigat three
Y



resolution strategiesvere identifiableat the end ofthe conflicts, from the most
common to the leastwe r e paudmi S&i on, chil drenos
compromise. Furthermore, accompanyiegpperation, and following instructions

were the Bategieghatemerged in the cases of synchronies.

Keywords: young children, digital activitiesocialinteraction, conflict, synchrony
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CHAPTER 1

INTRODUCTION

There is ongoing debate about the role and effect of informatmah
communicatiortechnologies in early childhood educatidihis debate is not neves,
since the 1986, digital technologieshave rapidly changedour world. The 21st
century has been labeledtas digital erg with new challengefacing contemporary
sociey (Li & Ranieri, 2010) Digital technologies araow being used Wwile accessing
information, making connectignor affecting the environmean(SirajBlatchford &
SirajBlatchford,2003) and havehereforebecomean integral anchecessary part of
dayto-daylife.

Today, young children inevitably interact with digital technodsgeither in
the classroom an thehome settinglt hasbeenreported that children frequently use
digital technologies such as televisions, smartphones, and tablets at(konaa,
2014) According toMerdin (2017) televisions 98.3%), smartphones (93.2%nd
tablets (63.3%) areéhe most commonly usedligital devicesin households with
children of up to siyearsof ageCh i | d r e mhésedigitalstechnaadgiepresent
potential benefits foyoung children duringheir early years(NAEYC & The Fred
Rogers Cater, 2012)Mishra and Joseph (201@hderinedtheimportance ofligital
technologiesfor young childrenin two points. First,digital technologiesaffect
childrerd surrounding; therefore such technologieare a part ofthe physical and
social world of childrenand these environmental expexen play a key role itheir
cognitive, socigl and emotional developemt (Johnson, 2010) Second,digital
technologiegresent newoppatunitiesto support varid aspect®f early childhood
education. Thes opportunities include supporting and enrichihg discovey and
play activities of children Contrarily, as presentetlere some researchers and
foundationshaveimplied certainsomenegative outcomes of digital technologies on
the development of young childrdes peci al |y, opponents of youn:

technoloy usagewvarn againssuch activitiesluringc h i | dormativéearly years.
1



Much of the researchthat hasinvestigsa e d ¢ h i &gel ofedgitals us
technologiesin the home settinghas f ocused on <childrenés
positive or negative outcomes of the contents and intefdgctions(e.g, teaching
concepts)Aarsand & Aronsson, 2009; Buckingham, 20031 relying solely upon
parental interewsat her than direct observation of
(Munasib & Bhattacharya, 2010; Rose, Vittrup, & Leveridge, 2008)the contrary,
the currenstudyd focusis onresearcher observationofhi | dr en 6 sesihi gi t al
the realworld setting, rather thareliance uporparenal reports orjust studyingthe
parentalperspectiveThe researcher believes thaethurrentstudyo s a p pano ac h
provide deeper meaning order to add additional insight and value to therenitr
literaturem chi | dren@Ges di git al activit

The currentstudy examines how young children and parents interact with
each other during digital activities at hon@h i | dintexactidrss during digital
activities cannot be separated frémose of theiparents, who havegeneralauthority
over theirchildren and their digital activities. Parents and children engage in a complex
interaction during tbse activities and nevitably therecan beconflict and synchrony
between parents and chidirwith regards tathe time, place, and duration dfe
c hi | digimlradtigties.Therefore, a clear picture difie social aspect of digital
activities inthe home setting can be captured dyaminingthe interaction between
parents and children dugrsuchactivities.

The currentstudyfocusses omigital activitiesin which either childrenor
their parentsengage wit televisiors, smartphong andtabletcomputersThese three
devicesareincluded in the study as thaye themost frequeny foundforms of digital
technology in the location inwhich the studywas conductedKonca, 2014) In
addition in situations wher@arents use these digital technologiéshwheir children
re neaby, these are also included in the study as childrezvitably become either
directly orindirectly engagé in the ativity. Therefore, thaim of the current study is
to investigate all interactions between parents tedr children duringsuchdigital

activitiesin the home setting



1.1. The Ongang Debate

The rootsof the debate aboyto u n g ¢ h agk af dggahtécbnolag®es
dates back tthe 198s. At the beginning of the debate, the ideas emphasizeithat
using digital technologiesnegatively affects the physical, cognitive, and social
developmental of childre(Armstrong & Casement, 2000; Cuffaro, 1984augland
(2000) focused onthe physical aspec¢tpointing out that computers may decrease
movement or they may act asa barrier to learing throughthe five senses. Also,
compuers only involveheuse ofa mouse for early childhoddarnersaandtherebydo
not support motor developmetiohmann, 1998)Healy (2000)emphasized that
computers harm development amdining as they daot include human support,
verbal interactionpr provide intersensory experiences. Furthermore, computers may
take the place of natural activities of children like iegdand norscreerbasedplay
(Cordes & Miller,2000; Van Evra, 2004)On the other hand, others advocate the
uniqueness of technology for early childhood educaf©lements & Sarama, 2003;
Downes, 2002; Hutinger & Johanson, 2000; Lankshear & Knobel, 2003; Plowman &
Stephen, 2003; Plowman & Stephen, 200&ljand, 2011)
Besides, as nesv devices with a touchscreen interfacesdndecomemore
widespread, the nature of the debate dlaschanged. Especiallyhe disadvantages
of technologyusageon young childrendéds social. devel opm
Fomichova & Fomichov (200(@nnexed social aspect to the debate by strefisaig
families spendmanyhours in front of computescreensandthatthis situation could
isolate children fronmaturalsocial interactionExcessivescreen hours could decrease
the timefor other kindsof activities such asraditional playing inside or outside
(Armstrong & Casement, 2000; Cordes & Miller, 200@)addition, some foundans
have joined irthe debateCordesandMiller (2000)revealed a report fahe Alliance
for Childhoodthatincluded therisks and costs of using technology in early childhood
education. Irnthe developmental risks section, the report poirdatt hat A computers
can bolate children, emotionally and physically, from direct experience of the natural
worldo (p. 10)
Thedebath as not only attracted researcherséo

have alsanvestigated the issue and revedlaeir ownrecommendations for edators
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and families.Frst, the American Academy of Pediatrics (AAP) (2004gvisedthe

prevenion of children undetwo yearsof agefrom screerusage and aftetwo years,

chil dr ends apeoshaltd benlimited o Isstlsantwo hours a day.
Furthermore, the foundation reportbédti unstruct ured pl ayti me |
the developing brain than any elextn i ¢ me d i a(AAB,x2p14 $.40).e 0
However, the foundatiotater publisheda statement and recommendations about the
issue(AAP, 2016) advisng theprevenion of children younger than 18 months from

screen mediasageAccording to the AAPhigh-quality contenimaybe usedrom 18
monthsonwards, and thataeen uage should be limited tonehour per day. Iwas

also recommended that technology and media shooildake the place of other

activities such as sleeping, physical activities, and social behaviors.
1.2. Considering Socialinteractions During Digital Activities

Social interaction can be defined as a form of exchange between two or more
individuals.Chi | drends early | earning experienc
(SirajBlatchford & SirapBlatchford, 2003) They exchange information, emotsn
and knowledge by socially interacting with their parents, sibliagsl peers, etc.

However, there idimited literature availableon thesocial interactions of children
during digital actvities.

Social interaction may occuas childchild interaction, oras child-adult
interaction.During digital activities participants position themselves according to
their wishes and intentiongjung-D j 2(2008)identified three positions as owner,
paticipant, and spectar. Children engage in social interactions with others
corresponding to their position during digital activiti@diese social interactions
provide opportunities for social, emotional development and learning experiences
(Wood et a., @16). Different forms of interactions such as affective scaffolding
emerge during digital activities (Yelland & Masters, 2007).

Although some researchers underline the threat of digital technotogdles
social development of young children in tferanentioneddebate sone studies have
aimed to conceptualizhe s oc i al aspect of chil drenos
technologiesJohnson(2010)remncept ual i zed Br othdraderobr enne

digital technologies through the various systems in which children socially interact
4



with others.Accordindy, a technesubsystem provides opportunities for childten
both engag in a digital activity ad interact with other systems during the digital
activity.
To summarize social interactions during digital activities play a key role on
providing rich opportaities andor supportingthe development of childre(Driscoll
& Carter, 2004) Therefore focusing on the interaction can provide a viewpoint for
understanding how soci al iningaedrdavelagpmentn i nf | uen
during digital activitiesand how social interaction connects childrenhe elements

of the context in which the digital activity occurs.
1.3. Motivation of the Study

While attendinghe 24h Educational Sciences Conferenmc®015 | recalled
aspeaker talikng aboutsustainability in early childhood he speaker showed agib
which included a girl using an iPad, then she i Adgirl sitfing in astroller. There is
no lettuce in her hands, bahiPad. This isnappropriate fothe first eightyears a
time in which children should be kept away from scegh Ha k't an.@moted 20 15)
that manyin theaudience approveand applaudetier. Thenl stared tothink about
the ongoing debate and criticisamedtowards digital technology age of young
children andmy own unintentional observationg-or exampleparents working in
Silicon Valley werereportedly ending their children to a schowith no canputes
(Jenkin, 2015)and thaposts, news, and blog entrilegind on the nternettalked of
the negative effects ofligital technologieson the develgpment of young children,
especiallyfor thesocial aspect.began to questioniy people tbughtthat way? What
didtheysee®Dpponents of childrends use of digital
againstanegati ve i nfl uenc elopentaadcbehHaworssuttbas s oci al
isolating them from or limitingheir social behaviorsTherefore, | wargdto focusmy
studiesonthes oci al aspect of «chi Indhrsdissértationli gi t al t e
aim to explain what is seeim the home settig and how digital activities shape

interaction betweeparentsand young children



1.4. Problem Statement

Chi | dinteractidbrss with their surroundingee the links betweethe
minds of young children and the worl@herefore if the interadions of children are
supported, theynayreachto their own potentialln order o achievethis, catalyzers
and barrierdo theinteraction of childremeed tobe scientifically determined. In
addition, there is n@ublishedevidence thatigital technolgy is a caalyzer ora
barriertoc hi | dr ends i nt .eHenae thdocusofthe aurrénttudpis h er s
ony oung c lintedadion® witbparentsduring digital activitiesin the home
setting.

Parentsareanimportantelement to the equation orderto understand young
c hi | dr e n 6 sPardnitsgeth¢ owners bidigitaktechnolog devieswithin the
home environmentandthereforethey hold the control over suchdigital devices and
makedecsions as tdheiryou n g ¢ h ushgel Paeentdesidewhen, where, how,
with whom andfor how longtheir childrenmay usedigital technologiesHowever,
according tothe results ofpreviousstudies(Ebbeck, Yim, Chan, & Goh, 2016;
Preradovi i, Legin, & Ga g u dome @aeritsérepedNi k k e n
thatdigital technologyusage negativelyaffecedtheiry o u n g ¢ Hbevdlodmeetn 6 s

Thus, engagingboth parents and their children @®nsidered criticalto
establishing dull understanahg of y o u n g ¢ kigital dctivtiesénd howthey
shapethe interaction of children with otherdhis dissertationstudy examines how
interactions between children atiebir parent®ccur during digital activitigsvith the

researcher aimgtodrawac | ear pi cture of childrenbts d
15. Significance of the Problem

File and Ryan (2014jeported that 76.7% of households have actese
Internet,having risen from41.5% in 2000.n addition according tothe Turkish
Statisticalinstitute (2015) 69.5% of households Turkeyhave access tihe Internet.

It was also reported that nearly all households (96.8%) have a mobile or smartphone
andthat 744% of themaccesghe Internetvia a mobile or smaphone. Technology
has inevitablybecome a part aflmost everyspecbf daily life. Digital technologies

are here to stayAs Bruner (2011)pointed out, A o wWs apprdpriate ways of
6



representing the world from using and relating to the codes or rules of available
t ec hnolX) Begidestlftepc ol ogi cal perspective emphasi z
is defined as the per sonds ngroanményandhis concept.i
[ her ] relation to it, as wel |l as the person
alter i t s(Bropfenbr@renr 19B6epsl®). Children must experience all
aspects ofa culture in order to fully participate in that culture. Howeweigital
technologiesand media should natauseharmto children (NAEYC & The Fred
Rogers Center, 2012)

To succeed, deep informatiaboutdigital technologiegs nd young chil dr en
interaction withothers during digital activities needed. Every pee of information
about the issue may be beneficial for parents, teachers, edyeatbysolicymakers.
Childrends inter act isocialy comnedt thildrert tb the real ndi vi dua
world during digital activitiesDetailed information can help pants caraivers, and
teachers to initiatand maintairthe interaction which establishes the base fohamrge
information, emotions, thoughts, and desires during digital activitstaction is a
key component ofligital activities. Therefore determiing the characteristics of
chil dr ends iothdrseduriagcdigitalcactigitiesan helfrto undstand the
issue ando find the best way for children.

1.6. The Purpose

When theliterature about digital technologiesand their usage byyoung
children is reviewed, it can be seen that much of the reseemclducted by both
supporters and opponentsyfo u n g ¢ Wigithl techeoio@ ssage has focused
upon the devices themselves, offering positive or negative depictions of the device
contents (g., storylines) and intended functions (etgaching math concepts)
(Aarsand & Aronsson, 2009; Buckingham, 2Q0®%y has relied upon parental
interviews rather thaabservation offoung childre digital activities

These studieshave beenvaluable as different locations or different
backgrouns of family affecc hi | dr e n 6 s ,devegihgtthatinot @lgdungv i t i e s
childrenare at the same point. However, sbestudiesely solelyon interviews with
parents othe application ofurveysDi r e ct o0 b s e r v digital activitesf chi | dr e

is thereforenecessaryBesides, many aheresultspublisheda b out young chil dr e
7



digital activitesar e from school settings. Children
be divided as school setting aimthome setting. It istherefore aimedhat this
dissertationwill addresghis gapby providingi nsi g h't i nto young cft
culture. Accordingly, this studyaims to investigate hi | dr en 6 s itheit er act
parentduring digital activitiesFor this purposethe followingresearch quesins are
presented:

RQL: What isthe aim of interaction between parents and children during
digital activitie®

RQ2: What isthe form of interaction between parents and children during
digital activities?

RQ3: What arghe interaction strategies used byrgats and their children

during digtal activities?
1.7. Definitions of Terms

Digital Technologies There is a broad definition of digital technologies in
the literature However, inK & r k Bulkeyyyqung children mostly have interaction
with televisions, tabletpersonal computers (hereaftknown asiit ab | and s 0)
smartphonegKonca, 2014) Therefore only thesefour devices wl be investigated
within the currentstudy.

Young Children: In early childhood, the ten of young children usually
refers to childrermged frombirth until theireight year®f age Children aged8 to 60
months are included in this study.

Social Interaction: Interaction refers to the ways1 which children
communicatgverbally or norverbally) and act with others, in relation to place and
things, including the broader social structures of which they aré¢hrartka & Gunn,
2017) Therefore, childreand adults engaging with each other and exhibiting norms,
language, notverbal behaviors or rek areconsideredas social interactionin the
currentstudy

Synchrony: Harrist, Pettit, Dodgeand Bates(1994) defined synchrony as
i @rent child interaction that is nonrsitye, and connected (mutually focused,
reciprocal balanced, equal participation, action and effect of one partner flows from

that of other, with a sense of closupresent) (p.xx). Synchrony is a type of
8



interaction between child and adult, an obselevglatern of dyadic interaction that is
mutually regulated, reciprocal, and harmonious.

Conflict: Johnson and Johnson (20@finedo nf | i ct as oneds acti
bl ock, interfere, or prevent anotherads abili
or wants. Asconflict has two sides, conflict is an interpersonal event involving the
mutual opposition of two people brought upon by incompatible goals, expectations, or
desireqShantz, 1987)in the currensstudy, conflict includes the mutual opposition of

children and adults.



CHAPTER 2

CONCEPTUAL FRAMEWORK

Digital technologiesand digital meda form one of themost significant
aspectof theliveso f t «hlldren @igital devices hae quickly became the tools
of the culture at home, at school, and in the commyRityeout, 2013)Because aly
childhood educatiors a critical period of developmewhichinfluencegheentire life
of anindividual, it is importantto investigatethe positive and negative outcomes of
digital technologyusage in ordetto benefit whilst prepaimg children with the
necessary skills for the futu(@uncan, Magnuson, & Murnane, 201&his literature
review focugson the ongoing debate and recent literatarerderto presentwide
range ofviewpoinsabout thsissue. To this aingoncerns about technology and early
childhood educationdigital play, social interactionand digital technologyand the

social development of young children will desscussedhroughout the chapter
2.1.Introduction

Investigation ofdigital technologyusage in early childhood education has
become a necessity as a result of dramatic incséasehildrerd steractionwith
technology(Blackwell, Lauriella, & Wartella, 2014) Mishra and Joseph Q22)
classifed the researclon early childhood education ardigital technologiesn five
categories. First, some educators conducteelcefbsedresearch consideringthe
positive and negative effects difyital technologiesThey tried to identifylie benefits
of digital technologiego children and their education. Second, some investigations
concermredchildrents behavior surroundingjgital technologiesexaminng childrerts
interaction withdigital technologiefrom a social perspectiv&hird, sane researchers
focusedon early childhood teachers and other practitionesder todeterminethe
key characteristics of effectivdigital technologiesin professional development.
Fourthwasresearch concerningmodelfor the use ofdigital technologiesn early

childhood education settings and case stuéfiéth wasresearch relatedmh i Isdr e n 6
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interaction withdigital technologiesidentifying childrents access to, and age of

digital technologiesn thehome or in early childhood eduaan settings

Youngdhi | dr ends ac c e s digital tedhnoiogiethasrbeeat i o n
documented in recent years in the (U&uricella, Wartdh, & Rideout, 2015; Rideout,
Foehr & Roberts, 2010; Rideout, Vandewater, & Wartella, 2003; Rideout & Hamel,
2006; Rideout, 2013; Rideout, 201#the UK (Livingstone, Marsh, Plowman,
Ottovordemgentschenfelde, & Fletchafatson, 2014; J Marsh et al., 20@fcom,
2013, 2016) Australia (Kervin, Verenikina, & Rivera, 2015)Europe(Chaudron,
2015) andalso inTurkey(Konca, 2014)Research has showimat a significarly high
percenaigeof children have access thgital technologiesn the home(Plowmané&
McPake, 2013) Besdes, studies found that children udmgital technologiesto

entertain and playalthough parents have some concerns attmjrossible negative

effect ofdigital technologie®n their childrer(Livingstone etl., 2014)

Tablel and Table2 presentthe results of studiesrom the US(Rideout,
2013) the UK (Ofcom, 2013) and TurkeyKonca, 2014)There were differences in
the questionnaireappliedin each countrythe reports d not provideavailability of
cable/satelliteelevisionin the UK or theavailability of digital camersand radio in
the US Besides, data collection was performed during the fall in Turkey, while it was
applied during Maydune in the US and UK. Thesecfiars may therefore haverse

effect on the comparability of the results.

Tablel: Chi | dr e Digital Tecknolaissst Hame

us UK Turkey
Television 96% 96% 99%
Cable/satellite television 70% n/a 86%
Computer 76% 62% 68%
Digital camera n/a 65% 57%
Smartphone/ tablet device 75% 69% 57%
DVD player 78% 71% 53%
Internet connection 69% 59% 53%
Radio n/a 30% 49%
Video game console 63% 64% 10%

As can beseen inTablel, televisionwas the most widespread formadgital

technologiesfor each countryHowever, here were variationacross countriesn

11
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categoriegelatedto televisionsuch ascable/satellite access and DVD play&he
availability of computes, smartphong andinternet connection were alseen asigh
for each country. However, theveas asignificantvariation between Turkey arbe
other countrie$or video game consassuch as PlayStatiasr Xbox. Whilstonly 10%
of Turkish families owned a video game console, more than half of families in the UK
and he US hadne (or more)

Table2 presentshe duration ofdigital technologiesisage. From the results,
it can be said thaelevisionviewing is universalOn average, children watched one
and a half hous per dayin the US, and nearly two hours in the WiKd Turkey.
However, the UK leadn time spentusing computey and playing console games.
Though more than half of childrenvyeaccess to video game consoles in the US, they
played video console gamés approximately 10 minutes a ddw. Turkey, playimy
console games duration wasdow level, aswas thdow availability ofsuchdevices.

Table2: Ch i Dally UsenofDggital Technologiesn the Homegh:min)

usS UK Turkey
Watching television 1:27 2:02 1:55
Usingcomputers 0:11 1:42 0:27
Listening to music 0:20 n/a 0:14
Playing video console games 0:10 0:47 0:05

Results fronthe aforenentionedstudiesmay beconsidereautdatedas they
do not provide broad information abdbe usage oémartphonesr tablets.Though
television and computes were the most common technologies durinige 20003,
tables and smartphones have replatkemto become an important part thfe daily
lives of young children since 201Dunn, Gray, Moffett, & Mitchell, 2016)Studies
haveshown that children have meraccess to tablets at home theas previously
reported(Dunn et al., 2016; Lauricella et al., 2015)ablets can be thouglf as
uniqudy appropriatgor young childrerdue to theicomfortabé use by touch anfibr
their ea® in downloadng a variety of educational applicatioftdenderson & Yeow,
2012) Today, some researchers rdfedigital erachildrena s fi mo b {Shuker, ki d s o
2009) According to recent resglt(Rideout, 2017)rom the US, nearly all honse
(95%) havea smartphoneln addition 78% of families hee tables, with 42% of

12



young chidren haing their own tablet device®uration of mobile device asg has
tripled from 15 minutes a day in 2013 to ABnutes in 2017Furthermore, it was
revealed that childrehavestarted to spend more time with mobile technologies than
with television(Ofcom, 2016)

Whi | e c hi | dr digtad sechrmlogeshassincréasedparenal
concerndavealso rien relatingto thenegative effecs of digital technologiesn their
children(Livingstone et al., 2014)'he concensof familiescan stem from the media
as here is an ongoing trend on theternetwith articles, blogs,and otherposts
commenting on thenegative outcomes digital technologieson young children.
Parentgnayalsoquestionwhy theyprovidetechnologyaccesgo their childrenwvhen
somemanagersn Silicon Valleyreportedlydo not(Jerkin, 2015) Dissemination of
such concernmay causefearin parents and educators who are unsure about the role
of technology orthe development of young childreffrolorunsho, 2016)and such
fears may restt in theunder or inappropriate age ofdigital technologies

Althoughdigital technologiesrewidespread irthelives of young children,
the integration of digital technologiesin early childhood education is limited
(Blackwell, Lauricella, & Wartella, 2016)Digital technologiescan support and
facilitate learning innovativelyHowever, some research and position statements
underline both benefitand potential risks adligital technologieso the development
of young childrer(AAP, 2016; Mcpake, Plowman, & Stephen, 2013; NAE¥The
Fred Rogers Center, 2012; Plowman & McPake, 2013g¢reforejn orderto provide
useful guidance for parents and early childhood e@dusaNAEYC and the Fred
Rogers Center (201prtrayedthe effective use otligital technologies

Effective uses of techtmgy and media are active, hansh, engaging and

empowering, give the child control; provide adaptseaffolds to ease the

accomplishment of tasks, and are used as one of many options to support

chil drends | earning. To rmediawithottemd i ntegr
core experiences and opportunities, young children need tools that help them

explore, create, problem solve, consider, think, listen and view critically,

make decisions, observe, document, research, investigate ideas, demonstrate
learning,take turns and learn with and from one ano{ppr6-7).

Effective usge of digital technologiesincludes components such as

chil drenos access, , anc tugge. drc addibon ,digitad ngage ment

t e ¢ h n o tontent, sefewére, scaffolding, and design of digital activitiescan
13



influencethe effectivenes®f digital technologiesisage. These issuesra detailedn

the following sections
2.2.Digital Technologies in the Early Years

There aretwo main reasons fothe integration of media into childred s
surroundings. First, children want to use thesnich isactive exposureand tley have
positive attitudes towards technologwgs in and out otheclassroon{McKenney &

Voogt, 2010) The £condreasonis passive exposuri that chidren accidentally use

or experience medigHuston, Wright, Rice, & Kerkman, 1990)ctive exposure is

more likely to be appropriate than passive exposure. However, passive exposure also
affectsthe devdopment of young childre®assi ve exposure may di
play, which is importantdr early developmenSchmidt, Pempek, Kirkorian, Lund,

& Anderson,2008) Therefore, childrends screen ti
taken into consideratn. While total screen time consistsbothactive and passive

exposure, screen time inckesl only the active exposure of childreto screens

Sweetser, Johnson, Ozdowska, and Wyeth (2dgljed that screen time should be
separated as active and passive. In active screen time, children engage cognitively or
physicallyin screerbased activities. However, children perfornsgige screen time

activities whiktjust sitting and watching saeen such as watchiriglevision

The «istenceof, or turning onof digital devices $ not referedto asactive
exposureTo differentiateactiveexposure fronpassive exposuréheeyesof children
focusingon a screen may be a valid measy@alvert, 2015)However looking at a
screen does notecessarilynean payingealattention to theligital devicesChildren
can look ata screen whit doing other activies They may lookup ata screernonly
whenthey hear a loud onscreen noise or when they think something interesting is
happeningon screer(Calvert, 2015)Multitasking can occuwhilst interacting with
digital technologes (Common Sense Media, 2013; Rideaital, 2010) It was
reportedthat 23% of 58 year old children engaged in multitasking whilsing
technology(Lauricella et al., 2015DeShetler (2014investigatedhe multitasking of
children while using technologgndrevealed that children do not multitask except for

eatingandwatching television.
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Children undertaketwo different tasks simultaneously i multitasking
situation.For example, they can watch television while listgnio music.Theymay
have a primary and a secondary activityt it is different from active or passive
exposure(Calvert, 2015) Besides, mdltitasking may notnecessarilyinclude two
technologeal activiies It may occur when two tasks are driven by the child at the
same time. Children can draw pictsrevhile watching television. However,
multitasking may affectheirimagination and concemttion. Switching between tasks
can interrupt childne 6 s ¢ o n c e n t. Assy¢ungcmldren canriottasakyze and
differentiate the content of med(&rnest et al., 2014media programs should not
include advertisementso asto prevent young children fronseeingpotentialy
unsuitable conter®AP, 2011)

The content of medi#s a big factor that determiagheeffectiveness and
appropriateness dfigital technologyusage. For example Sesame Street & most
enduring educational television program for children, and has reached millions of
childrenworldwide (Calvert, 205). There are many studies in the literattimat have
investigaed thelongitudinal effects of the prograrivlares and Pan (2018pmbined
the results of24 studiesn a metaanalysisthat includedchildren fom three to six
yearsof age,andters of thousand®f children in15 countries.The results revealed
positive effects of the prografoveralld=.292)onc h i | dogeitived aitcomes
(d =.339) learning about the worl@l = .284) andsocial reasoningttitudes towards
differences(d =.189) The positive outcome&vas observed not onlyn low-middle
income countriegd = .293), but also in higincome countrie¢d = .285) The meta
analysisshowedheglobal educational benefits of Sesame Sti®esam&treet offers
consistent quality to all childrewith theaccess to wat¢landwithin many countiies
(Mares& Pan 2013) It can be seen that when the content is appropriate for young
children, it may supportaely childhood educatior-lowever, answersto i Wh a t i s
appropriate@, fiAre digital technologiefriend, or foe® a n &Vvhdiis the best way to
support early childhood education wdlgital technologied 6 a r e . Therafope] e X
there are numerous effeoésedresearclstudieghathavediscussd theinfluence and
usage of digital technologiedor the learning and developmemtf young children.
Althoughareview of all effectbasedesearch is beyond the scope @& thurrent study

a generabutlineis preseted in the following sectian
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2.3. Family and Digital Technologiesi Digital Technologiesat Home

Young childrenregulaty experiencedigital technologiesothin the home
setting and at schoolThey live in a world that consistef ubiquitous digital
tedhnologiespresenceDuring a typical day, children are surrounded by technologies
whilstthey engage in activés at home or irthe classroom, and interact with others
in the world around therfBaracho, 2015Y heyalsouse digital technologies in public
spaces such as cars, the hair salon, grocery markety restauran{Huh, 2017) On
the other handaimily membersise diferent forms ofdigital technologie$or different
purposes daily. Thereforaligital technologieshave become a par't of
school, family, and cultur®igital technologieseemo havethe potentialto enhane
learning.Parentsalsosee childred s t e ¢ hageas$ eopeparatios for tinduture
andthat they benefit from digital technologies for different purpofeewman &
McPake, 2013)However, it is important teinderstand theest wayof usingdigital
technologies n chi |l drends | e ¢@areitetnlg20d3)d devel opm
Each family hasts own characteristics and conteXtth er ef or e, chil
interaction withdigital technologievaries from family to familyCh i | d ragewfé s u s
digital tools has beenwidely investigated in many studies whittave repoted
similarities and differences acrossntexts.Takeuchi and Stevens (201fbrused on
family usage of digital technology in dailyfle. They found that families prefer to use
more traditionamediatypeswith their children such as watching telgain. Families
valued each digital tool differentlyn terms oflearning. Computebased activities
were considered to behe most valuableand mobile phones the least valuable.
Besides, families voiced their concerns abdlie negative effects of digital
technologes on the physical development of children. More than half of families set
limitsf or chi | dr e n 0 ¢Takaushe & SEvensR@&Et)hnol ogy
Childrenods use ofthethomg settiagias deeavddelyr ol o g i «
investigatedVourloumi(2014)focused on technology age of children at home. She
observed two children from one family fartotalof 62 hours. It was revealed thhe
children were active users of technology. Though both child and adult initiated digital
activities, the decisionmakers werehe children duringthe activities. The nature of

the activities veresocial and emotional otext and the hildren used technology for
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both play and learning purposédowman, Stevenson, StephandMcPake (2012)
conduced multiple case studies wittd familiesin ordert o i nvesti gate chil
learning and playing with technology the home setting. The study revealed that
children accessed a variety of technologies including mobile phones, television,
computes, andgame consoles. Most die children hadhe skills to use the devices.
While half ofthep ar e nt ss@owads techmology @recautiousthe attitudeof
theotherswas well disposed. Parents mdkdeeffort to balance digital and traditional
activities, and suppat play and learningAdditionally, Plowman etal. (2012)
revealed a framework to claritheout comes of chi |l dg®nds | nter e
tedhnologiesat homewith regards taheir learning. By usingligital technologies
children acquie operational skills to us#igital technologiesuch as using mouse,
controlling devices, or becoming skilled on specific software. They extend their
knowledge of the world with educational software and applications that are designed
for learning in agas such as math, languagedliving things. Besides, children can
developthetendency to learn and incredbe selfesteem and confidence while using
digital technologiesat home. Furthermore, children understémeidifferent roles of
digital technologiesn daily life including communication, entertainment, stuaiyd
reaching information.
The ®cial aspectof family context may influencec h i | ddigigah 6 s
technoloy usage inthe home settingTherefore, social interaction between children
and family membersave been theubjectof researchstudies Stephen, Stevenspn
and Adey (2013¥ocused on family contexts in which yog children experienae
digital technologiesitt home. It was seen thie parents and older siblings supatt
they o un g c hagt addiggahtéclsnolagisdy giving instruction, encouraging,
broadening information, and modeling. Additional motigativas also providedh
orderto cope withthec hi | drend6s frustr at ied Howevéren t hey f
scaffolding, supportive actions, and childr
context. Parents had different perspectives about digital plaffokting, and
communication with their children. The difference on perspectives yielded diffarence
inthechil drends di gital exper i ens amshe Furthern
differences of children contributedawariationseeni theirdigital technoloy usage.

MacKay (2015)aimed to compare mothehild interactions during interactive iPad
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story and traditional book reading actieg Six motheschild pairswereincluded ina
multiple case study. The study showed tttat children had greaterengagement
tendencywith digital storybooks thawith traditional books. Besideemotherchild
interactions irthetraditional book reading and digital book readaugivitiesdiffered.

While children had vocabulamglated interactions uting the digital storybook
activity, their interactions related to text and print decreased. Digital storybook reading

activitiescan beseenasa new experience for many parentfiefefore, they may not

A

be sure how t o suppor duringhligital readindpactlvites.e n 6 s

Young chil dr e ndig#al technblegresan heaffected bythet h
characteristics of familiesuch as parestd agel af digital technlongies parental
attitudes andthe ages of children (Nevski & Siibak, 2016)Ihmeideh and Shawareb
(2014)r eveal ed that there were different
with authoritarian parenting style detemedl as a pr e d i lotérreruseo f

In addition family context plaga key rolein the productivity of digital activitiesThe

qual ity of chil dr eagbssaffedteddy tivoasubjestt(gacdess,o |l o gy

and (ii) patterns of cause {.e., monitoring, supervisionjJohnson, 2015Plowman,
McPake andStepha (2010)stressedhatSES and family circumstance influeribe
availability of digital technolog resources antheinteraction of children witligital
technologiesat homeNAEYC and the Fred Rogers Center (20a@dlerlined the issue

of access and equity to digital technologies among young childngngstone and

(

Helsper (2007notedthat there are differencesch | dr end s thdighted acc e s

technologies Family SES such as paraheducation and family income play a key
rol e 1 n c htoldidital ¢enhactogiexiCrebeck, 201Q)Lee, Bartoli¢ and
Vandewater (2009nvestigatedhedigital technology usage of children between five
and eightyears of age in a comprehensive cresstional study. They revealed family
incometo bea pr edi ct o rdigital ftechoolog lisdge Besides, parental
education and telésion viewing of childrens inversely relatedBaxter & Hayes,

2007) In addition, pattern of case is another factor affaeyy oung chi | dr en 6 s

to and uage of digital technologies Co-use refers to cooperative use and socially
sharing ofdigital technologie¢Johnson, 208). Co-use is a form foscaffoldingand it
both facilitateslearning and protesthildren from risks such as inappropriate content.

It was reported that shared digital activities reduced the risk of negative cogitegt
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encountere@Cho & Cheon, 2005C h i | dnteeactionsith digital technologiesre
always enriched when agsed with partners as they explain, extend, question,
monitor, and broaden information proeitlby the content.

Mobile phones and tablets hatke potential to provide new learning
opportunities facilitate conversations with other peopland engag@ motor skills
(Buckleitner, 2010Q) Shuler (2009)defined five types of mobile learning that can
supportthe development of childrenMobile devices provideseamless learning
(connected learning across different contexts) @riduitous learmg (easy access)
whilst mobile devices can help to achialigital equity, encourage new forms sbcial
interaction and communicatiopn and persaalized learning experiences
(individualized learning opportunities). Though mobile devreggsesenhewlearning
opportunities for young children, there are three categories of barriessci@),

(ii) theoretical, and (iiijechnologicalJudge, Floyd, & Jeffs, 2015%0cial challenges
prevent children from uisg mobile devices for learning such as concerns about screen
time, content, healflandthesocialization of children. As there is no established theory
for the use of mobile devices for learning, researchers either use existing learning
theories or suggest the necessity of new the@Regers & Price, 2009)

While engagingelsewhere, adults can pass their mobile devices to children
for the purposes gflay or for acting as sort of technebabysitter.This situation can
also occur whit an adult is driving car(Chiong & Shuler, 2010However,it may
result in smartphone addictidior the child asdevice userCho and Lee (2017)
reported that children younger thiavo yeass old and users of smartphoriesoneor
two hours a day were more pronedmartphoneaddiction.Besidesthe children of
parentsn their20& andwith lower educational degrebadahigher tendency teards
smartphone addictorrur t her mor e, | ack of parentsdé6 cons
linked to aggressioseen inchildren.

Parents havanimportant role in providing high quality experien@sone
ofthek ey determinants of chil dr e.néhsirjoinnt er acti on
position statementthe NAEYC and Fred Rogers Center (201&nphasizé the
responsibilities of adults:

Adults have a responsibility to protect and empower childrém protect
them in a way that helps them develop the skills they need to ultimately
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protect themselves as they g@wndto help children learn to ask questions

and think critically about the technolegi and media they use. Adults have a

responsibility to expose children to, and to model, developmentally

appropriate and active uses of digital tools, media, and methods of
communication and learning in safe, healthy, acceptable, responsible, and

sociallypositive ways(p. 10)

Jude et al. (2015¥efined three roles for parenesfacilitator, teacher, and
gatekeeperFirst, parents can helgheir children to usedigital devices at first
encounterSecondtheycan detail the content and extethé learning.Third, parents
can eshablish rules and regulations fdheir ¢ hi | d r ezactiérs with digital
technologiesCh i | dr en 6 s digital echrolodieberame maore bieneficial
when supported by adul{8icPake, Plowman, & Stephen, 2013he guidance of
adultsand scaffoldingcan improvethebenefto f ¢ h idigiglrteehmaog usage
(Fisch, 2014) Two types of scaffolding relatintp digital technology has emerged
which are coeviewing and joint media engagement (JME)o-viewing is when
children watch televisiormlong with adults but without talking about the content
(Valkenburg, Krcmar, Peeters, & Marseille, 1999 the other hand, JM&bntains
boththe sharedexperience and interaction betwesechild and othersJIME includes
playing, contributing, reading, viewingnddiscussing togther (Takeuchi & Stevens,
2011) Thus, @rents have the role of JME partner for favorable and harmlags of
digital technologiesThey are responsible of ensure developmentally gypjarie

usage ofdigital technologiesutsideof school.

2.3.1. Digital Technologiesand Home Environment ofrurkish Children

In the literature there have beerstudiesfocused on children and digital
activities in botthehome and classroom settin@udies conducted in the classroom
focused on children learning concepts through digital activities suibke Esrningof
colors( K¢ - ¢ k o] [|time an® @at€Kqgl, 2012) mathematics and geometry
(Ayvace& DevecioYlu, 2010; ¢ankaya,si20b2] uk
2011)and digital storie$ Y ¢ k s e | Howege®, ih this section, literature related
children and digital technologies ihe home setting are reviewed.

Chil drendés i nter act ihasonlywaccasionaligbeegi t a l t
reported in the literaturéA k t-Arnas (2005) conducted a study to westigatethe

usage patterns ehildren aged three to 18 years of agetébevision, computey and
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Internetconnection A k t-Aanasreported fani | i es 6 owner ship of devi
for computes, and 21.7% fotnternet connectiorBesides, wile 99% fanilies owned
a television, half had more than one televisérz t gndika r a&(2007)reported
on theduration of television wahingfor childrenagedthree to six years of age as
155 minutesper day Er d o &nd Baran (2008)e x ami ned chi l drends te
watching habitdor the four to six yeaold group at home andreported thathey
watched televisiofor more than two hounger dayK e n a namdKlauh y a(20[L1) u
reported that 36.1% of preschool children usednkernetevery day andthat27.8%
usedthe Internet once a week k - ang¥ z ¢ d20¥a, 2012bgonducted a series
of studiesfocused on children angarentsplaying on computerandtheir television
viewing. They reported thahechildren played on computers for 31.8 minystesday
onweeldays,and 97 minuteper dayattheweekend, anthatthere was &nk between
thec hi | dr e n &ssplayngod computeraBedides, 78.1% of parents expressed
thatthey limitedtheirc h i | d r Emgod somguteraWwith regardgo thetelevision
viewing of children andtheir parents,Ak - awnw d ¥ zepogtddethat children
watched television for 96 minutasdayon weekdays, and 204 minutes at weekend
A positive correlatiorwas foundb et ween c¢ hi | dsceendimeiratiied par ent s ¢
study( Ak-ay & ¥zcebe, 2012hb)
As a result of different forms of digital technologhes/ingbemme available
in the home environment of children, new forms of technplegch as tablet
smartphong and mediahave also been investigated.Konca (2014) focused on
chil drends i nter act itbehome settiglt whs rgveatedthat t ec hnol o
99.0% of families owneda television, 68.4%owned acomputer, 57.0%0wned
smartphongtables, and 52.6%had a homdnternet connectiorde found thathe
daily duration for television watching was 115 minutgkilst playingon the conputer
was 28 minutes, aniive minutes for playing om smartphoneor tablet. It was also
reported thathildren engaged in digital activities in commareasof the home such
asthe livingroom.Fur t her mor e, incusirigdigital eavides paselyi | | s
correlated with pareat6 e d u c at i otheafamilyimenthé linsomedened
Merdin (2017)also investigatedigital media environment athildrenup to six years
oldin the home context. She reported availability of digital devicéeeg98.3% for

televisions, 93.2% for smi@hones, 63.3% for tablets, and 62.9% for compuférs.
21



study also revealed that children watched televitdoameanof 100 minutegper day
andused smartphomséables for 57 minutesHowever, it should be notetfiat these
durationswould probably te greaterif the datafor childrenunder three years of age
were excluded

Studiesthatfocusdon chi |l drends dggntitehdme t ec
settinghave beersummarizechere It could be seen thahe content ofthe studies
broadened as new form$ digital technolog enteredthe daily life of children.In
addition it can be concluded that children live in a technologically rich home
environment. Thereforefurther studies on this issue may yielthore detailed

information forbothparents and edutas.
2.4. Developmentally Appropriate Use ofDigital Technologies

Digital technologyintegrationin early childhood education is a complex
phenomenon (Keengwe & Onchwari, 2009) Developmental readiness and
developmentally appropriate integration of technology is another issneedof
discusson. As there is no specific theory for technology integration in eailglohod
educationthe DevelopmentallyAppropriatePractices (DAP) framework can be useful
in assessing what is thest andnostharmless benefit fromligital technologie (More
& Travers, 2013)

DAP is approved by the NAEYC and has #rersios (Bredekamp, 1987;
Bredekamp & Copple, 1997; Copple & Bredekamp, 2069%t, in the 1987 DAP
guide, there was no mentiaf the use of technology in early childhood eduaatio
The frst suchentries were added to DAP aftdAEYC (1996)released a position
statement for technology aige (Bredekamp & Copple, 199.7f wasemphasized that

technologyhad thepotentialto aidy oung chi |l drends | dmaar ni
addition the selection of developmentally appropriatefterare wastaskedto the
teacher. The statement under | i nedacet hat

highly valued early childhood activities and materials, such as art, blocks, sand, water,
books, exploration with w(pill)iThegtatemsente r i
alsoregardedechnologyas an adebn to existing practicesstating thati cnputers

should be used in ways that support these existing classroom educational directions

h n
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in DAP. The laestversion of DAP(Copple & Bredekamp, 2009giterated notions
which were underlined bythe NAEYC, which weredevelopmentally appropriate
software selection, the use of technologyaaddon, andintegraton of technology
in pedagogies and curricul@hough DAP andligital technologiesre two separate
conceptsdigital technolog integration can be achieved wiae principles of DAP.
DAP itself has three fundamental principles:gractices based on chittevelopment
research, (iixonsideration of individual interest and abilities, and féf)ective of the
leasrer 6s social and cultural background.
Following the lakestversion of DAP, the NAEYC revealed a spegiht
position statement for technologgd digital media wsg in early childhood education
with the Fred Rogers CentdNAEYC & the Fred Rogers Center, 2012Zhis joint
position statement is on the same $ingth the DAP statements andffers advice for
bothparents andducatorsThe statemergxpressethefastchanging technology age
emphasizeghe importance of DAP for technology age, and provides a wel
documented guideline for educators and parfamtthe provision of opportunitiesto
support y 0 u n gnitive, hsoclald enotinlal physical, and linguistic
developmentThejoint position oftheNAEYC and the Fred Rogers Center is defined
as:

Technology and interactive media are tools that can promote effective
learning and development when they are useéntidnally by early
childhood educators, within the framework d#gvelopmentally appropriate
practice(NAEYC, 2009) to support learning goals established for individual
children. The framework oflevelopmentally gwopriate practicebegins

with knowledge about what children of the age and developmental status

represented in a particular group are typikcay | i keé Each child
particular group is then considered both as an individual and within the
contextofthac hi | dés specific family, communi ty

social group, past experience (including learning and behavior), and current

circumstancegqp. 5)

The position statement also offers principlesupporttheappropriate use of
digital tecologieswithin the framework of DAPIt is emphasized thatsage of
digital technologieshould notcauseharmto children. To ensure this, DAP must be
used to decide whether and whenuse digital technologiesn early childhood.
Appropriate technologintegration depends dhe characteristics of children such as

age, development, interest, and ability. Therefgoeofessional assessment is
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necessaryn orderto decide whetheor nota specific digital tool is individually,
culturally, linguistically, ad age appropriateBesides, effective uses dfigital
technologiesnclude active, engaging, decistomaker childen who are supported by
adaptive scaffoldingln this way, effective and appropriate use of technology can
improvec h i | aagmtinedasd scial abilitiesWhendigital technolog is integrated
with play, it can support learning and developm@&herefoe, digital play should have
the characteristics of play such as supporting creativity and exploration.

The DAP principles also cover educasoDigital technology can providena
easy connectiorfor educatorsbetween home and schodflowever, meeting the
expectations of these principles is nab easy issue. Therefore, professional
development of early childhood educators playkey roleas tley bear significant
responsibility with the DAP principles stating thatl t i s treBpensibilbylofe a n d
the educator to make informed, intentional and appropriate choices about if, how, and
when technology and media are used in early childhoodrotass for children from
birth t hr olldgHarlyahjdhoodeuucdtgrequiretraining, opportunities
to enhance their professional development, and examples of good mreeelially
appropriate practices.

Research shaosvthat technology hasignificant potential to enhance play
based instructiofMcManis & Gunnewig, 2012)Plowman, Stepherand McPake
(2010) claim that digital technobgies enable opportunities to learn through play.
However, clarification of the term d@igital playo is necessarin orderto combine

the DAP framework withthe play behaviorsof young children.
2.5. Digital Play

Definition and classification of play lseyond the scope ofélcurrent study
However, 1 is essential to understand and defpl@y beforeconsidering théerm
fidi gi toarhere m@ide angny definitionsf play to be foundin the literature.
Accordingto Reed and Brown (2000there is no universal detition of play. Moyles
(2013)determinedhat there have bedr different play theoriesvith seven produced
in the last 50 yeargisher (2008romposed general definition of play as:

Play is the natural way in which children go about the business of learning. It

enables them to integrate and consolidate a wealth of experiences that enhance their
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cognitive, physical, social and emotional development. It naturally encourages
cooperationand collaboration, requires the use of fine and gross motor skills and
demands cognitive application. It is pleasurable, but also helps children face pain and
sorrow. It is consuming and challenging and motivat{pgl140)

Play is a fundamental and impant element of childood experience in
which they begin to familiarize with their surroundings, culture, teinselvesit
means that play is interrelated with culture which deffier each societyDifferent
definitions and thoughts about plagcessdtesdeterminingthe different types and
characteristics of playarten identified sigequentiasocial participatiortypes of play
(Rubin, Maioni, & Hornung, 1976)

1. Unoccupied behavidr 0-24 months

no

Solitary playi 24-30 months
Onlooker behavior
Paralel playi 30-42 months

Associative play 42-54 months

o g bk~ w

Cooperative play
Smil ansky also categorized cognitive pl a
construct her categories of pl@ylawson, 2010)She labeled them gRubin etal.,
1976)
1. Functional Play Simple repetitive muselmovements with or without objects
2. Construcive Playi Using and manipulating objects to create something
3. DramaticPlay The substitution of an i maginary si
personal wishes and needs
4. Games with Rules Accepting and adjustqprearranged rules
Nearly all development tboriesafford a unique place for playl herefore,
numerous researcbtudies haveunderlinal the vital functions of play forthe
development and learning of childreRlay provides learning opportunitigsr
cogntive, social, emotional, physicaand moraldevelopment(Elkind, 2007) The
NAEYC (2009)basa@ one ofthe DAP principles on playstating thatfi Ry is an
important vehicle for developing sekgulation as well as for promoting language,

cognition, and(psléci al competenceod
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As digital technologiede@me widespread in botthe classroom andhe
home, it started t ¢simubdakeduslySlusky and DeShettehi | dr ¢
(2017) investigatedthe play of three to fiveyearold childrenas technologynon
technology and outdooiplay during weekdag/and the weekendat home It was
reveal ed that on a typi playlduraton evdsd.dlyhoursc hi | d
nondigital play was 1.91 hoursnd outdoor play was 1.25 houkg the weekendt
was 2.62 hours for digital play, 3.58 hours for ndigital play, and 2.18 hours for
outdoor play The study emphasizehat digital plajookp | ace i n chi |l dr en¢
Besides, researdtasshown that technology has great potential to enhance Ipdesgd
instruction(McManis & Gunnewig, 2012)Therefore as the debate has previously
discussed different views and concerns abdaligital technologieshave emerged.
When it cones to play, there is a concern tidigital technologiesmay disrupt
chil drends pl ay towhichaheysase dain td digikal technolagyn t
(Frost, Wortham, & Reifel, 2008)Palmer (2016)argued that play withdigital
technologiess not real Additionally, there is a concern thdtgital technologiegan
be a barrieto spontaneous forms of plékrost et al., 2008Y0On the other hand, some
researcherservealed that play witlligital technologiesan also be viewed as play
(Bird & Edwards, 2015; Marsh, Plowman, YameRige, Bishop, & Scott, 2016
Yelland, 2011)Thereforeh e t er m A di gtiot aclhip |dar yetgitétse fpe ray
technologies(Arnott, 2016; Bird & Edwards, 2015; Stephen & Plowman, 2014)
Studies related to digital play can provide information lhoth early childhood
educatorsand parentsion d er st and c hdigitatitecennléie¢Egnbdsy wi t h
& Bird, 2017)

Researchers asreviseand combine different established theosessto
provide a framework for clarifying digital plajyarsh et al(2016)focused on young
childrends us e (heefr eiaF a ce rappepeimdineetiect @bappsi
on childrenb6s play and creativityhe They
taxonomy ofHughes (2002)which was developedith the aimto identifythevarious
characteristics of playHughes (2002)taxonomy of play provides a broad sense as it
outlinesl6 different play typesThe researchers revised the framework and adapted it
for their researcinordert o ex pl ai n chil dr ensOGTeeypseday bel

original definitionsfor each type of playhowever, they changed the context of the
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definition. Marsh et al. (2016adapédthe typology of playto a digital contextThe
researchers argued that the changed thing is not play, the thiregdsntext of play.
The framework with revised definitions can ereahbl broad viewpoint to understand
c hi | dlayamthotabletp Throughthis framework,Marsh et al. (2016proposed
counterstatements that digital play is fictal playo asPalmer (2016had argued.
There is an evolving body of literatuexplaining and framingligital play.
Arnott (2016)presentedatechmmc ol ogi cal framewor k to invest.i
behaviors during digital playshe investigated ecological factors which contribute to
chil dr ends esduingdigital plagogomebimng€ontextualist Pespective
(Packer & Scott, 1992)ith Bronfenbrenner's (198%cological Systems Theory.
Contextualist perspective supposephenomena that is inherently situated within
context(Packer & Scott, 1992Fcological systems theorBronfenbrenner, 1989)
was used to etermine component®f the ecologyas; person (chdren and
practitioners), process (andh cohtektr (ehysidad, di gi t al
social and culturdd In herstudy,Arnott (2016)proposed two distingbut interrelated
systemgsee Figurd). Frst, the Digital Play Systerd e s cr i bes chil drends o
behaviors, interactionsnd negotiations during digital playhe Digital Play System
consissof the context i n whi glike a&nncrobystemeoh 6 s di gi t

ecological system theary

Artefacts

(Technology)

O\%‘\tal Play Syste N

Negotiation

Agents (e.g.
other children
as well as the
adult-child
social
hierarchy)

Figurel: Ecol ogi cal Framework of Childrenés Soc
Play(Arnott, 2016)
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Accordingto Arnott (2016) clusters occur during digital play. She describes
custers as Amul tiple children standing
attempting to take part in some way, even if not physicalynt r ol I i ng t he t
(Arnott, 2013 p. 1017). In clusters which consist @ivo or more childrenthe children
are close to the digital technology; engaged with other members of the cluster
dynamically; and, sometimes involved insubclusters.The clusters providean
opportunity for interaction and social engagement during digital glhg. angoing
process of nedoi at i on bet ween child and cont e x
experiences as three componentsth@ reciprocal behaws and interactions that
children exhibited, (it hi | dr ends s o c i a bocig status rolesiapda t i o n
technological pasons (Arnott, 2016) The ®cond system offered is The Preschool
System.As previously mentioned, the frameworks basedon the Contextualist
theoretical frameTherefore, it is proposed that negotiations between child and context
areinfluenced by elements die Preschool Systemvhich are technological artefacts;
cultural systems, routines and practices; and edmldnd practitioners as social agents
(Arnott, 2016)

There are studieshat havefocusal on digital play to both provide a
framework ando showthe positive impact ofligital technologies n c hi | dr eno s
(Arnott, 2013, 2016Edwards& Bird, 2017; Marsh et al., 2016; Yelland, 2015)
Furthermorejthe inffl uence of family comlayehstoeeron ¢ hi
documented Stephen et al.,, 2013) P ar e nhtssard attittdesuayvards digital
technologyandplay, hei r vi ews about the ways child
learning, andhe patterns of interactions within the family context ptakey rolein
explaining chibehdviosnés digital pl ay

Digital technologies offer a variety of platfornmsorderto promote free play
(Plowman & Stephen, 2005Free play activities witldigital technologiegprovide
opportunities for children to elgre digital tools use prior knowledge to play
imaginatively learn social skills such as problem solving, making negotigtiammd
turntaking and using the tools in pretend pi@Blowman ¢ al., 2011) However, it
should be noted that some entertainment activities are marketed as educational
activities. Those activities only provide learning opportunity fotimited time as

Andigital activity alone does awbul gaacant
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(Stephen & Plowman, 2014p.3). As previously discussed inthe section on
DevelopmentallyAppropriateUse ofDigital Technobgies digital technology should
be flexible and opeendedso asto reacttoc hi | dr ends «iDaitalgi ng
activities should include instructional strategies @ducationally enhance play
(Lieberman, Fisk, & Biely, 2009 Clear verbade<riptions and visual presentations
of the content, a story embedded in the activity to initiate thinking and problem
solving, interesting characters to attract attention of children, creative activities such
as building and painting are among the mastportant characteristics of
developmentally appropriate digital activiti¢gslorunsho, 2016 Digital play is more
than just pressing buttons, touching or sweeping the sciteshould be mentally
stimulatng ard necessitat¢hinking creatively(Stephen & Plowman, 2014Digital
technology can offer plalgasedexperiences in which children are decisinakes
and are actively engagedAn experience ricludng using digital cameras for
observation, recording eventnd documentings a unique digital play activitjor
young childrenit requiresmore than justhe act ofclicking. It should also be noted
that digital activities should nteseparaterbm traditional activities, insteadshould
be embedded i (AnatR0lb)dr ends pl ay

This sectionaimed to presenthe currentviews about digital play in the
literature Though there are different empkady authorsin describing digital play,
the generabynchronyis that both digital and traditional play has a key rol¢hia
development of children. Defining and explaining pisychallenging but defining
play in adigital context issvenmoresao. Therefore, as discusséa the Digital Play
section,researclrauthorshavefocusedon different aspects of plag orderto clarify
digital play. However, further research isnecessaryin order to provide deeper
information about digital plgyand to verify the frameworks thaave beemliscussd
here A comprehension of digitgblay-basedpedagogies islso critical to frame a

pedagogical model that practitioners can adopt and use.
2.6. Theoretical Background

Investigatingdigital technologiesand media irtheearly childhood education
field is both multidisciplinary and interdisciplinary as it includgsld psychology,

child development, medicine, health, communications, and public p(iaivert,
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2015) Therefore, a range of diffent approaches are brought to understand the effect

of digital technologie®nthedevelopment of young childre@ne or more theories of
eachfieldareuseéda di mensi on o fdigitaleeahnofpgiesitage brdir e n 6 s
outcomesNot all those theoriesbuta few that addresthe core issues are mentioned

briefly in this section in ordeto emphasizéhe complexiyy and multidimensionality

of the issue

Social cognitive theory is used to explain the roléligftal technologie®n
the behaviors of younghildren (Bandura, 1997)Children learn behaviorghrough
obsenation. Then, if enough motivational incentiv@provided, they begin to display
the behaviors that they previouslyobserved. Another theory is from the
communi cati on field. Parasoci al I nterac
interaction wih newscasters. A newscastes halook direcly into acamera and speak
as if hawng a real conversation with the audier{&ehiappa, Gregg, & Hewes, 2005)

Though parasoal interactions arenainly used for adultsinteraction techniqueare
alsoused i n c hildacontent@esignedefar yoang children, a character
directly looks at the cameraglks to the child, and pausdor a reply. Thenthe
charactemacts as if it heard what the child sg(@alvert, 2015)Chi | dr ends per
relationships with their favorite characters may imgpparasocial relationship, and it

may predict their learnin@Calvert, Richads, & Kent, 2014)

Digital technologieshave inundatedhe environment of childrenChild
development and the environment has a reciprocal and spiraling interaiien.
interaction starts at birth and continues throdigl maturation of infarg During
mat ur ati on, chil drenos capacity The i nt e
interactions yieldan effect onthe development of chiléen. Bronfenbrenner (1989)
definedthe development gs

The progressive, mutual accommodation, throughout the life course, between
an active, grawsing human being, and the changing properties of the
immediate settings in which the developing person lives, as this process is
affected by the relations between thesttings, and by the larger contexts in
which the settings are embeddgul 188)

Bron f e n b r Ecologieal Theory offers a detailed view difie effect of

environment on learning and developmentgbgcing the child into a multileveled

surrounding envonment (Johnson & Puplampu, 2008)The theory divides
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environment intoa five-leveled nested system from the outside to inside
chronosystem, macrosystem, exosystenmesosystem, and microsystem
(Bronfenbrenner, 1989As technologyhasbecome widespread the surrounding of
children, it has becomeconceptually positioned in the microsysteiu provide a
framework forthe interaction of children with technologyohnson and Puplampu
(2008)proposed the ecologictdchnesubsystenas a dimerisn of the microsystem.
The technesubsystemincludesthe interaction of children with a variety of digital
technologiesThe researche claimed thathe effect of digital technologiesn the
development of children occurs ia technosubsystem which isa part of the
microsystem (see Figu®).
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Figure2: Ecological Techno Subsystgdohnson & Puplampu, 2008)

The teclmo-subsystentonducts bilateral interaction between the child and
the microsystemThe Ecologicaltechnesubsystenprovides a holistic view for the
effect ofdigital technologiesise onthe development of young childrgdohnson &
Puplampu, 2008)Johnson (2010¢onduced a further studyor empirical validation
of the technesubsystemShe measuredhild cognitive development (bioecology),
child use ofthe Internet at hometéchnesubsyster)) and family SES (microsystem).
She compared the differerxcbetweenhome Internet uage and family SES orthe
cognitive development of childrenhile family SES accounted for 5% to 7%
difference inthe cogntive development scores of children, hormternet uage
accounted for 3% to 29%.
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The results showed that horh@ernet uage (an element of the ecological
technesubsystem) provided more information than family SES (an element of the
microsystem) forthe cognitive development of children. The tecksubsytem
emphasi zes the significance of di gital
However, it lacksa preciseand detailedexplanation of the effect of interactions
(Johnson, 2015)As different aims and uses of technology in different contexts occur,
the model should include various elements of éhgironment. Thereforelohnson
(2010)proposed the techAmicrosystem (see FiguB.

The technemicrosystemunderlines three conceptie bicecology of the
child, digital technologies, and conteXihe bicecology ofthechild, such as a variety
of developmental areasnfolds because tfieuse of digital tehnologies for different
purposes in different contextd3ohnson, 2015)t should be noted that the descriptors
in the ringsn Figure3 arepurelyfor illustrative purposed\eitherthedevelopment of
children nottheformsand usge of digital technologies can be limitetihe ecological
technemicrosystenpresents a framewofkr systematizing areas of development and
learning of childrenrelated to digal technology uage in different contexts for
different purposeslohnson (201Q)nderlinal the potential of the framework as

Theoretcally, the technanicrosystem has the capacity to, for example,
coordinate childrends | earning exper.i
enviromments, protect children from harmfutladme online experiences by
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communitybased wekawareness initiatige and prioritize schoebased
hardware for children without home connecti\y 35).

2.7. Social Interactions of Young Children

A key developmentatask for youngchildren is the acquisition of skills
necessary to maintain social play. One of these skilso@al interactionSocial
interaction between chitdnand other peoples seenascritical for child development
(Fabes, Martin, & Hanish, 2009 ocial interactions do not solely include exchanging
emotions and informati on, but Theylaloywy al so enh
children todeclare their thoughts and motivate thieormegotiage. Chi | dr ends cogni t i
structure can be enhanced by engadgimemin problemsolving tasks by interacting
with those who aremore advanced who can scaffq@lkind, 2007) When they
investigate, explore, and express their thoughts, children practice negotiating and
declaring their opinions clearly.
Defining social interaction is a challenging issietlae termis sometimes
used interchangeably with social competefRaver & Zigler, 1997)Although these
two termssharecommon features, social interactions are a patbd@lscompetence.
ASoci al competence i ncludes initiating and
relationships with peers. However, social interaction is the foundation for social
c o mp e t(Brisoole&oCarter, 2004, p7). Miell and Dallos (199% defined social
interaction as @At wo oeactvitytogethepfer@a pdricofe ngagi ng
ti fegd)Therefore, social interaction i1s define
with each other and exhibitingnone r bal and vferthisairentstuehh avi or s o
Although the definition of socialinteraction can be gsieezed ito one
sentence, three different aspects of the interaction should be taken into consideration
in orderto understands dynamicsThe first aspect is describing actions and behaviors
that occur during the interaction. De$ing interactions mabe possible by observing
thebehaviors of children during the interactigviell & Dallos, 1996)As observable
behaviors and actions are concrete aspects of interactions, they are generally used to
investigate interactions. For examplBroadhead(2001) utilized behaiors in
observingtheinteractions of childrenThe second aspect is analyzing sociability and

participation As previouslypresented in the Digital Play sectidPartenfocusel on
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social participation levels in plaRubin et al., 1976) astly, sociakelationships and
group dynamics of the intaction is the third aspect of the interacti@bserving only

one individual during interaction is insufficient to acquire deep information about the
interaction.Therefore the relation between children and ety should be understood

in orderto fully explore every detail ofheinteraction.In parallel with these aspects

of interaction, at least one tife aspects is used in the studies which aim to investigate
the interaction of childrer{Heft & Swaminathan, 2002However, examining more
than oneaspect can provid@ore intense informatiorbaut the interaction.

Many researchefsavefocusdoninteractiongn the natural setting in which
it occurs. SeHreporing questionnaires, and peer or teacher ratingatefactionare
other methodsised toassessnteraction(Tassi & Schneider1997) Although self
reports and ratingsnay beuseful in providing insight intothe daly interaction
behaviors of children, they do not offer accurate information. Therefore, direct
observation is the bestethod toprovide deep and reliable informatidi®dneider,
Benenson, Fel ©p, B.dHowever ollectidy deBagthrodigh direct 2 0 1 1
observation i®nly possible in dew research settings.

Children communicate with their environnteduring interactions.As
discussed in previousy, Bronfenbrenner (1989)emphasized the impact of
environment orthe development of childreriThen, she divided thenvironment into
layersof microsystem, mesosystem, exosystem, and macrosystem. Her theory can be
usefulin orderto explaint he di f f er e n c e sntefactidnsviéezenarec hi | d |
studiestha emphasize the influence ofariations in microsystemshat lead to
differencesinteractions in early childhood are labelled as adhild interactions and
peer interactionfRudasill & RimmKaufman, 2009)While some studieswestigate
both types of interaction, some compare adahild and childchild interactions as
these two areonsidered to bdifferent (Harper & McCluskey, 2003)Researclnas
shown that childchild interactions may decrease when adults are prédseotcenti et
al., 1986) In addition preschoehgechildren tend tanteractmorewith thosefamiliar
to themselvethan norfamiliar people(Dunn, Cutting, & Fisher, 2002)

Density oftheclassroom in which the child socially interarst another factor
influencingthe interaction of childen It was reportedhat dense classrooms lead to

shorter interactions and less social cooperafibrans, 2006)Stanne, Johnsemand
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Johnson (1999)conducted a metanalyss to investigatethe influence of
circumstances and activities to cooperatind competitie behaviors. It was revealed
that activities requiring interdependence lie behind cooperatidimle pencitbased
tasks, toy animaJsand pll toys were associatesvith norrcooperative play,
playdough, dressingp, and bookswere more linked withcooperatre play
(Hendrickson, Tremblay, Strain, & Shores, 1981)

Asmentioned chil drendés interaction and soci al
Therefore the influencing factors of social competence are importanhteracton.

Parenting isfacta thataffectsthe prosocial developmémf children While parenal
responsiveness and positive expressivity sugpprosocial development, strict
parenting is linked to lower levels of prosocial behavidesissens & Dekoi | , . 199 7)
Besides, some parental factors hawelationshiptoc hi | drendés soci al deve
such as stress andcsa support (Eisenberg, Spinrad, & Knafdoam, 2015)
Yagmurlu and Sanson (2009)vestigated the relationship between parenting and
prosocial behaviors dive-yearold children and compardbe prosocial behaviors of

Turkish and AustraliaTurkish children. The research reve@lno differencen the

prosocial behaviors betwegmoups However, there were some factors thate a
relationship with prosocial beh@v. While maternal warmth and child persistence
influencedthe prosocial behaviors of Australiarurkish children, oledience and
demanding behavior affectége prosocial behaviors of Turkish children.

In addition to microsystem, macrosystewhich is donmnated by cultural
influencesimpresuponc hi | d r e n 0 dtiswidetylenovwan that cutiure grekyt
influencsc hi | drends soci al d e v ®ygasayn®7B8fTheand soci al
culture of a sociey clarify which prosocial and cooperative behasiare normative
(Eisenberg et al., 2015For example, acceptance of peopteursthrougha variety
of characteristics i cooperative society, while one naedparticular skill to reach
individual prestiggSchneider et al., 2011f a society has a strong sense of common
purpose,its membersare probablymore moperative.There have been numerous
studies investigating the cressltural and subcultural variation in prosocial
behaviors, especially in cooperation and competitibhe differences between
cultures are probably associated with the extent to whictulhgée undescoressocial

obligation, group harmony, and family interdependence. When childreme
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responsibility for families or live in extended families, they tend to display more
cooperative behaviors than othé¢Elwards, 2000)For exampleKagan and Knight
(1981)reported that Mexican American children were more coopertitanchildren
from western culture®rlick, Zhoy and Partington (1990¢searchethedifferences
between Chinese and Canadian chilomgh regards taheir cooperatve behaviors. It
was revealed that 85% of Clse and 22% of Canadian kindergarten children
displayed cooperate skills. Besdes, esearchers haygenerallyreported that children
from less developed countries are more coaiper, sharing and helpful thahose
from developed countriegKnight & Carlo, 2012) Though there are differences
between cultures, nowadagemeuniversal horizons have beseen Researchas
shown that socidly competent children do not always cooperdtestead,socially
competent children have a balance and khow and when to compe{8ukowski,
2003)

2.7.1. Conflict

Conflict is a form of soal interaction that provideopportunities for
develping social relationshipgThornberg, 2006) Children experience how to
interact with others whethey are engaged in conflgathich may occur dring child
peer or childadultinteraction.Conflicts generally emerge when children encounter
incompatible goals of other individisglLongaretti & Wilson, 2006)

Definitionally, conflict is an essential force for development and
developmental change within individuaidenserCampbell, Gleason, Adams, &
Malcolm, 2003) According toDunn and Herrera (199,7gonflict begirs with the first
statementgiveninopposi tion to anotherds remark
defined confl i ctt kalso cokn,e 6isn taecrtfieornes, tcra pr
reach and accomph his/her own goals or wangdohnson & Johnson, 2004As
conflict has two sidesShantz (1987)proposed conflict as an interpersonal event
involving the mutual opposition of two people brougbbutby incompatible goals,
expectations, or desires. The last definition underlites rhutual influenceand
assumes that conflict can emerge and resathfthe actions of the parents or the

children.
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Egocentrism is important f oThenatre | dr ends
of childrends deci si ons #ddredto experiegnaenw makes i t
points of views during interactior(®iaget, 1997)Children frequently believe that
they areunderstoodby others however in reality they rarely are Hence, when
children solely focus on their point of view and do not understaatl of other
individuals, it is difficult for chitlren to resale conflict mutually. When they focus
only upon theirown needs and points of view, they generally use moré#icbtactics
in orderto meet only theirownneedS.onf | i ct i mproves ahil drenos
the perspectives of otheend hus providethem withopportunities fodevelopment
(Johansson, 2002Chi | dr end s i others plaga kay ooleis helping h
children arrange intentionty negotiate, and understand shared standards and values
(Doise, 1989)Thus childe n6s negoti ati ons withthaot hers dur
autonomy(Sandy & Boardman, 2000)
Boulter, Von Bergen, Miller, and Wells (200Proposed that conflict
includes both competitive and cooperative iests. Besides, ihcludesintegrative
and mediative tactics for dealing with the conflicttJohnson & Johnson, 1996)
Thornberg (2006ylivided the tactics of individuals into two tsgories asfiprosocial
tactic® andfiantisocial tacticé& While prosocial tactics include prosocial behaviors,
negotiationandunderstanding the emotions of the opeot, antisocial tactics consist
of aggressive behaviors, resisting, insisting, and tangag.
Ch i | d tractios @asyby situation and contexDunn and Herrera (1997)
examned the individual differencesseeni n ¢ h i dordlict enar@agement in
disputes withtheir peers, siblings, and mother§hey included 50 secorabrn
children age®3to 72 months old irtheirstudy andr e veal ed t hat chil dr en:
management behewrs were relatedotthe relationships. Children behaved differently
accordng to the oppnent and the contextvhen children engaged in a conflict with
their mother, they tended to negotiate and compromise. However, when they faced
siblings or peers, thayostly used antisocial tacticsSh i | dr enés confl i ct man
wasfound to berelated b their own ability to understand otlsefinds and emotions,
as well agheir moral sensibility.
Thornberg (2006)nvestigated whetheor not preschool childe 6 s t act i cs

varied across different conflictcasehe st udy showed that childre
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were influencedby t he o p p o n eChildréns showed rnadggregsive s .
behaviors when the ogqgessivehuttwies the opuognti c s we
used physical aggressiotie children responded with the same aggressidrese

findings reinforced that childreés confl i ct behavitmro§ wer e
their opponentsHowever, there were no systematic explanattorpredictthe tactis

of both sidesasvariation was seeacross children, opponents, and contexts.

As conflict emergs it ends with amftermath in accordance with a resolution
strategyChildren and adults use resolution strategies to terminate cenfligthinich
(1987)divided the resolution strategies into four categgrfrom the mostommon to
the leastThe frst strategy isistandofb andthat refers to the end afconflict without
resolution. It meansthat bothsides agredto disagree antb move onto another
activity. The £cond most frequent strategyfisompromised where @ch side move
closerin orderto reachacompromiseThethird is fisubmissiord in which one side of
the conflict agreeswith that of ther opponend osition or demandsLastly,
fiwithdrawab occurs wiken one side gives up the interaction by refusing to talk or
leavingthe roomin a display of temper

There are programsthat focus on parenthild conflicts. These anflict
reolution programsaimh o pr omot e chil dren and adul t s
strategiesFor example, The Peaceful Kids Conflict Resolution Prog{@endy &

Boardman, 200) aimed to improvehe conflict skills of daycare staff, parents, and
childrenwho weremostly Latino or African Americaandagedbetween two and six

years of ageThe program was examinextrossl8 classrooms. There were three
conditions which includedandomly assignedi@ssrooms: {) training gaff, parents,

and children(2) training staff and children (no parentahd(3) control group without
training. The results revealed that the children who were in Condltishowed
significant increases inrpsocial actions siicas assertiveness, cooperation, and self
controt and significant decreases in antisocial actions such as aggressiarness
socially withdrawn behaviors.The study also reportecbn trainedp ar ent s 6
improvementin authoritative pareimg, reductions in @horitarian and permissive

parenting styles.
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2.7.2.Synchrony

Synchronycan be defined as opposititmconflict. When the demands and
desires of the tweides match in the interactiosynchronyemergesin the literature,
differenttermsare usedor synchroniesvithin interactionsdyadic mutualityDeater
Deckard & O20,@atualityand reciprOcidyIsyk, 1998) and synchrony
(Harrist et al., 1994; Mize & Pettit, 199'Hlarrist et al. (1994)lefinad synchrony as
Apar ent chi | dt isi norinegatigsec ind cwonnedtedd gmutually focused,
reciprocal, balanced, equal participation, action eiffieict of one partner flows from
that of other, with a sense of closure prese(p) 8). Kochanska (1997gxpresses
mutually responsive orientation process in which parent and child shared cooperation
with each ot her 6s n e e dsponsivenesb, chidscon{pliamce,l udi ng p
and share positive affect)Harrist and Waugh (2002jewed synchrony as a dyadic
characteristic. Accordirlg, synchrony is a type of interaction betwesid ard adult,
an observablpattern of dyadicniteraction that is mutually regulated, reciprocal, and
harmoniousThoughsynchronycan be seen in infancy and toddlerhood, older children
havegreatertendency for synchronyith theirimproved communication comfence
and cognitive developme(itarrist & Waugh, 2002)

Synchronymay include adaptation of the individuaogel (1993)claims
that synchrony contains eitheeciprocal benefd, or unilateral anticipation and
adjugmentof one partner to the otheihile a negative effect for children may not be
acceptable during hildhood adults may accept a negatiedfect in synchrony.
However, childrerdo not need a positiveffect on everyoccasionlt is possible foa
child to be affectively neutraindanadult affectively positiveand the interaction still
be balanced anchutually focusd (Gottman & DeClaire, 1997)

As with conflicts, synchroniesprovide opportunitiesto enhane child
development.When children engage isynchrony they experience synchrony
improve competence itneir interactions learn to complywith social demandsard
grow in autonomy frontheir parentgPianta, Sroufe, & Egeland, 1989; Tsuk, 1998)
Synchrony is saaed as an indicator of the quality of the interaction. The quality of
interaction has incesingly been recognized agraining areaof child adjustmenin

play, teaching, and confli¢Harrist & Waugh, 2002)
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Synchiony isalsolinked with child complianceRescorla and Fechnay (1996)
repored that high synchrony in interaction was predictive of high child compliance,
and vice versa-eldman, GreenbaurandYirmiya (199) found child selcontrolto
bea lasting impacof synchronySynchrony haalsobeen related to attachment status
of children.lt was found that when childréaeel securely attached theirparents, they
sperd more time in synchronous interactiongh them(Lindsey & Caldera, 2015)
Lindsey, Cremeens, Colwell, and Caldera (20@@prted thathildren who engage in
high levels of synchrony with their parents displayed more communicative
competence ahmore selcontrolledbehaviors Kim, Boldt, and Kochanska (2015)
revealed that synchrony in paredttild interactions predicted both mothehild and
fatherchild attachmentOn the other handm-Bolter, Anam, and Cohen (2015)
observed clinieeferred and nouwlinic-referred dyads, anteportedan association
between synchrony drchild problem behavior®asiak and Menna (201&xamined
the link between motheshild synchrony and young chil dr e
and social skillslt was revealed that level of interactional synchrony predicted child
aggression and social skillBhe study als revealed that the quality of the interactions
differed by task typand contextThis means that although a mother engage high
level of interactional synchrony with the child, she may engage in a low level of
interactional synchrony in a differerdontext. Besides,deMe nd on - a, Cos s
Strayer, and €vel (2011) invesigated how context influenseinteractional
syndirony. They observed mothehild and fathechild interactions. Then, they
focused on motheehild and fathechild interactions when interacting & triad.
Although motherchild and &therchild synchrony were similar in dyadic interactions,
fatherchild synchrony differed in triadic conteXtherefore, they inferrethat there is
aninfluence of context in fatheshild synchrony.

As synchronous interactions halkeenlinked with positive influences on
child developmentimproving the quality and quangibf synchronous interactions has
alsobeeninvestigatedCrotwell, HernandeReif, and CumierSmith (2013examined
a play intervention to enhance leamcome mothechild dyads.They performed 10
minute ParenChild Interaction Therapy to one experimentgbup and a control
group in a preestposttest desigrMothers in the experimental grp were taught how

to praise, reflect, imitate, and describe during interactions with their childliren.
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study revealedhat brief interventios could improve the synchronous interactions of

low-income mothers and their children.
2.8. Social Developmentof Young Children and Digital Technologies

Young childrendés behaviors and soci al i n
been wiely investigated by researchers. While some research directlydaon
investigate chil dr etmeibppeersaodvith adults,isomthave act i ons w
focused on the social interactions of children during technologicalyriched
activities which an to support cognitive or literacy developmeiiiechnology
forwards children into threepositions: (i)owner (controkr of technology)

(i) participant (advice proposegnd(iii) spectator (observer without advigejung-
Djarf, R2OIOBnchers regard chil drenoés acts a
opportunitiesd observe their behaviors. Aging-Dj 2 r f stat@dd 0 8)

When children gather around the computer and verbally interact about what
is happemg on the screen, it is regarded as a valuable activity. Participation in the
learning situation around the computer offers individuald Wmited experiences
with computers a good opportunity to express and share experiences in the group
(p. 38)

Although there is a rising concern abdbé negative influence odligital
technologie® n chi |l drends s oc tdesignedesirorenenddigitae nt , I n a
technologiesan support collaborative learning rather than isdtegm(McCarrick &

Li, 2007; Shahrimin & Butterworth, 2002)Well-designeddigital technologes

environments can result in three kinds of interactions: childigimal technologies

children-childrernt and childrenradults (Higgins, Beaucham & Miller, 2007) Play

with digital technology is labelled as playful exploratifrelland, 2015) Playful

explorations provide opportunities not previpupossible The opportunities are

multimodal experiences that promote engagement and encouragerchddxplore

their environment using a variety of approachRecent studietave shown that

children performedaking turns, sharing, integrating ideas, aetping in constructive

ways whilethey wereusing digital technolags (Charissi & Rinta, 2014; Hyun &

Davis, 2005; Kuci r k ov azParddes,2@14; Lim,2012)e hy, & Fe
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Hsin, Li, and Tsai(2014) reviewed effecbasedresearchthat aimed to
investigateheinfluence of technologyageonc hi | dr enés soci al dom
that most studies resulted in digital technologies supmgprt hi | dr en6 s S Q
development. There are three key pointsupporting social developmetiirough
technologyHsinetal,2014) Fi rst, technology can enhan
collaboration with peerfnfante et al., 2010; Lim, 2015%econd, digital technology
usage at hone can facilitate and maintain adghild interactionKenner, Ruby, Jessel,
Gregory, & Arju, 2008)T hi r d technol ogy can support
multiculturalism(Perry & Moses, 2011; Persson & Mustigzenma, 2003)

In order b support social development througjgital technologiesthe term
fiprosocial contememerged during the 19@&JCalvert, 2015)Itsaimwasto decrease
the amountofvi@nt content. Prosocial content de|
theory. The theory assumes that behaviors are acquired through observation. A study
revealed that 66% of parents reported observations in whehchildren imitated
prosocial behaviorafter viewing educational content on television. On the other hand,

23% of parents reported chil d{Rideoud & i mi t
Hamel, 2006; Rideout et al., 2003jowever, there were differencesen in these

behaviors. While bys imitated more aggressivethaviors than girls, older children

imitated behaviors more than younger children. Inmsamy, prosocial behaviors can

be observed via prosocial content, and children can imitate the beh#&viedsich

and Stein (1975omparedhreetofivey e ar ol d chi |l drends beha
expogsire toprosocial, aggressive, and neutral cont€hey reportedhat theprosoqal
content groupos posi ti ve Inhaddigon paendd on al
support during content viewing also increased positive behaMarges and Wodard

(2005) conducted a metanalysisof 34 studies to investigathe effect of prosocial

content on interpersonal interactions. They found an overall effect size indiaating
positive effectfor prosocial contentd=.27). It has also been found thabt only

prosocial content on television, but also computer gaomtentpromoted prosocial
behaviordGentile et al., 2009)

Research thahas investigatel the effect oftechnology uage on social
interactionhavegenerallybeendesigned asase studieS.he dhoosingof a qualitative

design may stem fronan unavailability of valid and reliable scales to measure
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chil dr ends s dneteaddata has beerr callected loyrwayatifsering
socialinteraction anaonductingnterviews with children and adults.

Chil drenb6s c o mpgligitaledetimologissaffexts thair sacial g
behaviors while interactg withdigital technologiesThey feel comfortable when they
are mastered in a skibnd ten they freely collaborate with peers and offer advice to
others(Luckin, Connolly Plowman, & Airey, 2003) Mast ered chil drenbs
and help are important as there ithedifferenc
feedback from techhogy and fromtheir peergArnott, 2013) Although children have
different technology proficiencies, if they share similar interests,¢aagollaborate
inawayt hat resembles Vygotskyds dialectical co
and peeteaching(Hyun, 2005)

Arnott (2016)conducted a study with 90 childrenorderto investigate their
social expdences during digital play in technologicaligh classrooms. The focus of
the research was childhild experiences. Therefore, parents and practitioners were
exdudedfromt he study. The researcherdés role was n
revealedthat children were active participants and established generally prosocial
interct i ons. Hel pi ng and s cdaifalftecthnoldagiasgerepeer s 6 | e
frequently observed. However, antisocial behavieese seldonseenthat stermed
from the desire of children to accessdigital technologies Additionally, Arnott
classified chil r e n 6 s dibgsed anPampt eryod s categorizati on
participation(Rubinetal., 1976 he st udy 6s r ®l%werevesyshorh owed t hat
Solitary play episodes that were ended by peers. Parallel andatissoplay were
longerlastng. Although there were some cooperative play calseg,were sensitively
influenced by the play context. It was also reported that limited availability of
technology andthe childrerd grior information about a specific gamer dool
influencedtheir social interactions.

Digital activities are good at supgimg problemsolving behaviors of young
children(Maynard, 2010NAEYC & Fred Rogers Center, 201}hus, technology
assisted probleraolving activities can provide a collaborative and social atmosphere
for young children. Fessakis, Gouli, and Mavroudi (201B)nvesti gated <chil dr
development of social skillsni computerbased problemsolving activities. Ten

kindergarten children agdt/e and sixyearsold participatedn the case study. The
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activities degined by the researchers were teagheded and conductedithin a
whole-class social mode. The resultyealed thathe childrenwere motivated and
engaged ithelearning activities. They had opportunities to devehagr social skills:
competition bycriticizing the choices of classmatdntervenng to solve problem
case, collaboration amorsgg peers wha a child experienced difficulties moral
support to encourage peers in probieoiving situatios; and dialogue development
duringproblemsolvingadivities. The results sigrigdthat providing problensolving
activities in which children plaandeasily attempttrial and error produaka variety
of social interactions.

Hyun and Davis (2005 x a mi ne d y 0 u romyversatibnis lamtir e n 6 s
emerging questions hile using computersA total of 18childrenagedfive and six
years oldvereincluded in the study. Paisof children shared computers or sometimes
usedthemindividually for a period olseven weekslhe researchersere participant
observesand collected h e ¢ hdrawidgsamdsié@tehes. In addition, small group
conversations wereonductedas a additionalform of datacollecion. A digital
camera was also used to capture dedaihformation. The study reveatk that
childrends cumul ati ve t allkadditiomilwadnotedme d i
thatthec hi | dr ends quesaidns wenespur@oseflll ared cautonomous.
Furthermore, collaboration and scaffolding tbe teacher supportethe childrerts
learning

Digital playe nvi ronment s can influene <c¢chil
investigate this effectlim (2012)e x pl or ed ¢ h inferdctionsnacnd s oci a
compuers within a kindergarten classrooenvironment The researchers observed
and interviewed two teachers andtotal of28 children. There were two desktop
computers andhe childreneachhad to wait their turnThe dildren used paiting
software and engag in activitieson a website designed for children. The results
revealedtbc hi | dr en 6 s s ascparalél play that esrsieniat to regular
play and monologueverbal conflicts that arsimply exchangng dyssynchronous
words; sociable interéion that is exchangg synchrony words; knowledge
construction by exchanging information; and n@mnbal communication by observing,
imitating, and prompting new interest addition tothee x pl or ati on of ¢

social interations,Lim (2015)investigatedhei nf | uenci ng f actors of
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interaction in technologicallyich contexts. She focused on detenmgnsupporting
and hinderindactorsbyobservsngane ar 'y chi |l dhood c¢cl assroomds ¢
and free play activitiefor a total period o20 weeksWhile the supporting factors
were the connection of digital actirs with a classbasedtheme, usefriendly
sdtwaredesigrs, collaboration among children, and opemded softwarghe barriers
were interruptionby teachers, environmental limitations, and clesettware.The
study provided a guide for preservice andsémvice teachern how to design
developmetally approprate scaffolthg of young children during digital activities.
Freeplay activities are unique time®r young childrento independently
choo® thetype and materials olfieir play activity. During play activities, children can
observe, imitatecriticize,d j oi n ot h e r lean tashate matdaridlsiards . They
wait their turn. Hence, these times are opportunities to support their social
development.Heft and Swaminathan (2003)urposed to explore the effect of
computers on the s@l behaviorof young children and observed both pekild and
teacherchild interactios. In their study,14 children andheir preschool teacher were
observed and interviewed. The study determiaedclassifiedpeer interactionin
three categories. Hre first category consisted of c hi
recogniton. The category included four sublevels. Children observedrstbut had
no reaction at the first levellhe ®cond levelwas composed of observation and
performingthe same behaviors ohildren without commenthe thrd level included
chil drends obser va tperforminghe shmeChildnenexeatted wi t hou't
observation, commeinig, andperformedthe same behaviorat the fourth level of the
first category.As for thesecond ciegory, children commentedynoredothers,and
were ignored themselves The third category cosisted of sharing and helping
interactions ofchildrenf he st udy showed that children exhi
soci al i (HeftkrSaamtnatham 2002%.12).
In another study,Shahrimin and Butterworth (2002pbserved peer
interactions of 12 children agdibe years oldduring freeplay timein a case study
researchThey deéermined 243 interactiortivided into 16 patterng.he most frequent
i nteractions weares cthd | pdaernstés adtriexcrnts (23 %) ,
(19.8%), demanding additional information (10.3%), explaining plans (&g,

dyssynchronyand conlict (6.2%). The researchers also identified factmoffuencing
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collaborative interaction as: (@evelgpmental appropriateness of the software,
(i) competency and attitudes of children, (gijor mutual friendship of children,
(iv) social purposes dumg activities, (v)design of learning environment, and
(vi) acceptingurn-taking. The studypresentedhe collaborative interactionsom the
research and pointed to the mutual friendship between collaborators, sociable
interaction, knowledge construati, and norverbal communication.

Not only freeplay activities but also planned activitieswo supporthesocial
development of young childreiCharissi and Rinta (2014 nvesti gated ch
social behaviors in the conteaf musicmaking activities supported by digital tools.

To this aim, children aged2 to 78 nonthswere observedvithin a qualitative study.
Two software packages were used as materials that pdoejgortunites to edit
musical patterns by changing thgthm and timbre. Children also htéwekopportunity

to make theiownmusic by selecting thiempo and volume. The results indicated that
theusage ofthedigital tools provided a collaborative environment for mumaiking.
The dildren developed negotiah skills during the activitiesAdditionally, they
developed empathy and improved verbalizitineir thoughtsin negotiaing their
musical ideas. Furthermorthe high frequency of baty movementsas nonverbal
ways of interaction was derived from the dstu The study underlines that
developmentally appropriate digital tools can bee nef i ci al to youn
development of musical and social sk{lBurton & Pearsall, 2016)

All the research summarized far has beenf a qualitativenature There is
an exceptional study in which experimental design was Sedme z et al . (
investigated the effect of collaborative learning on a single display computbe on
sodal skills of young children in a quaskperimental researccluded in thestudy
were 10 classrooms and 268 children aded andsix yearsold. The control group
followed the collaborative planned activities based on the national kindergarten
curricdum. Meanwhile in the experimental group, children engaged in collaborative
adivities in a computer classroom twiaachweekfor a period offour months. The
activities included exchange, soand roleplayapplications. Content of activities in
the control and experimental grogpvasmaintainedconsistenbetween the tworhe
chi drends social skil | $reteseancpositdsisseoreyveete U S |

comparedso agto investigateéhe effectiveness ofhe experimentationAs a result of
46



the dudy, the experimeral grouprealizedsignificantly greater scores @ocial skills
than the control group.ftéct size of the intervention was calculated as vatdich

equates to anedium effect. The study reveal#uk positive effect of collaborative

aci vi ties around computer sskitsn chil drends soci
Ogel man, G¢é¢ngor KZ018yahkatyzed whethrewt noBar kay a (
young childrends screen ti me pToethdam,ted t hei

theresearchermcluded 162 children agdive and sixyears in har study.Data were

obtainedusing scales appropriate to eachrugroup; withdata from childrerfPicture

Sociometic Scale) parents( Chi | dr ends Us and tedcher§fSeatah nol ogy)

Skills Evaluation Scale)The esults of the study revealed thatc | dr en 6 s
technoloy usage durationhad no relationshigvith eithertheir social skillsor social
status.

Technology can also support social interaction between parentthaind
children.Eagle (2012focused on the nature of paratild interactions around digital
picture books and puzzles. She investigated a fatttdld and a mothechild
interaction during shared @sof digital laptops designed for young children. The
modes of interaction betwen the parents and children were instruc@nParents
contributed taochieentemtdctities byéescoupgirg,l showing, and
helping. The studynay be consideredh good case for enrichirtge shared times of
parents antheir children.

Kucirkova, Messer, Sheehy, and Flewitt (20ib¥estigaed the effect of iPad
appsonsharingntereactions between pareswnd children in a case study consisting of
a 33 monthold girl and her mother. Thapplication was a setfreated iPad stonyith
audiovisual feature. The nother and child used the apgmether tocreak a story by
combining their pictures, sounds, and texts. While the mother used audio tthehare
story, herchild used theaouchscreerto explore pictures and sounduring the app
mediatedstory-sharing activities, botthe mother and clid actively enggedthrough
touching, talkingand sharing their storieshe study showed thatich apps hauvhe
potential to create a beatific context fiarents and children.

Lauricella, Barr, and Calvert (281examined pam-child interaction during
traditional andcomputer storybook reading. total of 39parents and childrewere

included in the studyWhile thepar ent s6 i nteractions
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traditional and computer storybookiiey were more engaged irthe computer
storybook activity.However, passive exposure to technolagy limit parentchild
interactions(Kirkorian, Pemgk, Murphy, Schmidt, & Anderson, 200Hirkorian
etal. (2009) investicated the effect of background television on paretild
interactions.They observe®1 toddlers aged? to 36 months and theiinteractiors
with their parents in a laboratory space designed as family foormne hourThere
waspassive television exposufor 30 minutesandno television for the remaining 30
minutes It was revealed thahe quantity and quality foparentchild interactionsvere
negatively affected bghe background television.

Passive exposure of young children can also occur outstdeheclassroom
and the home. Today, digital technologieshave infiltrated almost everwhere,
including shoppingmalls, carsandrestaurants. Therefortheratio of quietand non
quiet environments seems to be decreasing. Quiet environments are essential for
imagination. They provide silence to stop and thiBlumenthal, 2009)Noise can
interrupt both play and imaginatior{Schmidt et al., 2008)and also concentration
(Christakis, EbelRivara, & Zimmerman, 2004)

Another factor that negatively influersygarentchild interactionss parenal
heavy uage of digital technologs McDaniel and Radesky (2018)vestigatedthe
influence of parental prddmatic digital technology @ge on parenthild
interactions.A total of 170 parents ofhreeyearold children participatedn their
study. It was revealed that both maternal anatepnal heavy we of digital
technologieslisruptednotherchild and fathechild interactionsandthat thisresulted
in child behavioal problems.Results of the studgmphasizd thatp ar ent s6 di g
technology uage patterns arsignificantto the derelopment of young children.

Technology can enrich noobnly parentchild interactions but also
grandparengrancthild interactionsResearchers focused on grandpagFahcdhild
interactions during digital play in a multiple case st(iKignner et al., 2008 he study
revealeda mutual grandparewfrancthild interaction.While children helpedheir
grandparentwith tedhnology uage, the grandparents scaffolded childrenorderfor
themto accomplish tasksitilizing their linguistic and cultural knowledgd&he study
is deemed significarfor children who are carddr by theirgrandparents. Technology

has the potentialf providingarich time for both grandparents atteir granahildren.
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Stories are useful tools for supportitige social and emotional development
of children They canbe used as aaid for special needchildrenand for young
childrenwith problematicbehaviorgBratitsis & Ziannas, 2015Digital storytelling
combines traditional oral nation with multimedia and communication tools
(Lathem, ®05). This combination can improvihe social deveopment of young
children with special need8&ratitsis and Ziannas (201%)vestigated the effect of
digital storytelling orthe development of empathic behaviors of young children with
social eficiencies. A total of 25 children age@ ® 66 nonthsparticipated in the case
study. Observation, video recordings, and photographs were used to collect data. The
results indicated that interactive digital stories improtiegisocial empathy othe
children. They were able to remember #aotions of characters within the sésr
they had seenwere interested in the emotions of the main charaeted they
displayedempatly. Furthermore, when they tried to describe the emotions of the main
character, ey were successful, and gave exampleimes that theyad felt the
emotion described.

Digital stories are also effectivim improving the social development of
young children with more density of disability than social deficie@zdemir (208)
focused on the influence of digitstories onthreeyoung children with autism in a
multiple-baselineacrossparticipants design. The story activitiesnsisted of 10
minute play sessiongnplemented three timgserweek. During the implementation,
video recording and observations wemdlectedas thes t u ddgtad Fhe results
showed that the interventions were effective in imprg¥he duration of appropriate
social engagement of young children with autisBoampared to their baseline
performancethe duration of social engagement witheir peers was longer. The
results of thestudy pointto the potential benefits of digital storytelling on imprdve
social development of young children with special needs.

Today, children have numerous experienceth vmedia characterdoth
online and &line through digital technologiegCalvert, Richards, &ent, 2014)
Some characters b e csoamcktheyc ¢an dredite garasacial f avor i t e
relationships with thecharactersA studyby Richards and Calve(R017)revealed
that 85% of childremged two to six years coutthme a character when askedio

so.The charactersemtr ¢ hi | dr e n the mediomms efelelvision,compute
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software, and concrete tofBond & Calvert, 2014)Where children create parasocial
relationships with their favorite characters, the characters cantheeth i | dr en 6 s
social needs(Hoffner, 1996) Bond and Calvert (2014) nvesti gat ed p
perceptions of their c¢hi lthdirfavarite shargctens.a s o C |
A total of 146 parents of childreagedbetweensix months anceight yeas were
included in the study. Three major compo
were reported bythe parents: characters personificaticaattachment and social
realism.Positive social relationships with characters can suppedevelopmehand

learning of young childre(\Wartella, Richert& Robb, 2010)
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CHAPTER 3

METHODOLOGY

This studyp primary focuswason wunder standing young c¢hi
interactions during their digital activities A qualitative approach based on
phenomenological research desigas employedin orderto develop a composite
description of iwhad individuals experience andhowo their experience are
influenced by context or situationMoustakas, 1994)Hence, phenomenological
research seeks ways toseéeaseni bd d&ndvendenxptea
of individuals who have expe@inced a fApar t i @ichtmam 2013p henomenon
The researcher aimed to bracket, gp@) andto comparechildrerd sxperiencesn
ordertof ocus on youngdgnte@mdtions dr ends soci al

In a phenomenological researclhe tparticipants are asked two general
guestions: (iWWhat have you experienced in termglod phenomenonand(ii) What
contexts or situations have typically influenced or affected your experienthe of
phenomenon?(Creswell, 2007 p.81). To i nvestigat e socialung chil d
interacton behaviors ina family context, this dissertatioaimedto describeyoung
c hi | dsocmlintemctions with their surroundings duringgital activities, and
characteristics of the casedluencing the interactions

RQL: What is the aim of interactiobetween parents and children during
digital activitie®

RQ2: What is the form of interaction between parents and children during
digital activities?

RQ3: What are the interaction strategies used by parents and their children
during digital activities?

Presentingc h i | dinteeactions with family members and other people
during digital activitiesmay allow us to understand and conceptualizerole of
di gital technol ogi es @desides this $tudly fecnséasn s oci all b

c hi | dntemctodssn four different family contextsTherefore, iis aimed that the
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study willshowhowyoug chi |l drendés family culture wi
and pass on values while at the same time responding to changing social pressures and
expectations fo wh a't young chil dr e rfTobsnhHsueh,& | e ar |
Karasawa, 2009, A.).

Johnson's (2015)ropositionof the technamicrosystenwasfoundedasthe
theoretical base of écurrenstudy. Aspreviouslyexplained, the techamicrosystem
emphasizeghree concepts; the biecologyof the child, digital technologies, and
context Thecontext of each family is important fdefining and explaining the factors
which i nfl uence young chil drenos soci al C C
activities. Therefore, contextualist perspectiviich considergphenomena as being

inherently situagd withincontextois taken into consideratidifacker & Scott, 1992
p.108).

3.1.Participants

Participant selection is a cruciargoess for a qualitative study dke
researcher aims to reach unique, open, and volupgatigipants This studyincluded
children agedt8to 60 months old and their farrek That age group athildrenwas
chosen agheir interactiors with digital tecnologiesbegin toincrease in that age
(Rideout, 2017)Therefoe, the childrenvereconsidered to bleeyond their first digital
experience antavingacquiredhefundamentaskills to operate digital technologies.

Finding fourtechnologyusng young children with paréawho volunteeed
to invite a male researcharto their home foontenoccasionsvas challengingand
this exposed certaibarriersto participantselection First of all, parents tened to
overl ook their cdg.l dWreerosadleedhd nabh oty tulsei
theywould say thattheir children were not regular useHowever, whem questioned
them abouscreen time and interaction witligital technologiestheparentsegn to
realize theextent of the r ¢ h i hgdaf digitadtechnolsgiesSecond, prents are
reticent about hamg someone cominto their hometo observe their family life
especiallywhen it isa male researcherfhis factor was alsgeen asn obstae to
finding families willing to participate in such researchSimilarly, peoplemay not
want someonéo come ad observe their family lifewithin their own homeon ten

separate occasion¥herefore, finding participants wassggnificantissue forme.
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Initially, | visited preschools and asked soaf¢heteachers about parents wtiey
thoughtmay volunteer tdake part inthe research. alsotalked tomy friends about
the studyin orderto find volunteemparticipans. Threesetsof parentgarticipatedn
the research as they thought that the researcbatamteresting andhat itmayprove
useful for their ciidren. The fourth set of parents stated thatythemselvedada
research backgrourahdthattheyundersbod the situation.
Each of the participating families wre locatedn the same city. However,
they eachhad differentsocioeconomic leveldjouseh@l demographics, values, and
educational background$he study didn o t aim t o cointepaaetione chi | dr en
during digital activities from different backgrounds by including those families.
Instead, the purpose was to show how different sociocultucidgbaunds must be
taken into consideratian orderto understantheinfluence of digital technologies on
the interactions of young children. In addition no family was considered
representative of certain grougather than generaézor a specific bakground, it
was aimed to explore the role ofanditami |y cont
outcomesTable3 presents demographic informatiabout the participarfamilies.
Pseudonyms hae been substituted for thectualnames ofthe children am family

membersn orderto asuretheiranonymity.

Table3: Information of Participnts

Participant Gender Monthly Family Members
(age in months) Income (age in years)
Hakan (55) Male Low Father, Sedat (37)

Mother, Dilek (31)
Sister, Didem (10)

Ela (59) Female Middle Father, Ismail (32)
Mother, Ozlem (30)
Turan (50) Male Middle Father, Salim (37)

Mother, Zeynep (35)

Brother, Murat (10)
Meral (57) Female High Father, Mete (43)

Mother, Meryem (33)
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31.1lHakano6s Family

Hakanwas the first participantexperienceexaminedn this study. kkan a
boy, wasaged 55monthsat thestart of the studyHis middleincome family lived in
an apartment in midtowK € r k €unkeyrHe hal one sister, Didem, whavas 10
years old an@noccasimal playmate of Hakan. & k a fatbes, Sedatwwasa 37 year
old laborerwho hadgradua¢dfromavoc at i on al high scwa® ol . H
Dilek, a31 yearold hanemaker

Hakan atteneda public preschool until 280 each weekdayAfter school, if
the wedher wa sunny, he lowegoing outsidao playin a park whichwas very near
to thef a mi dpartthent. Didenwould arrive home at 190 and joinHakan The
family evening medime was 1800. Aftertheir meal Hakanwould play with his toys
or his tabletm front of a constantly open televisiantil approximately23:00. When
he fet sleepy, havould go to bed.

At the time of the studyhe family hal two smartphones, two tablets, two
televisions, andone nomrworking personalcomputer. Therewas no Internet
connection athe parenthaddecided taclose the accountduethec hi | dr ends he
usage.

Each child hd their owntablet and they loweplaying games and watching
cartoon films. Hakan loweetowatch cartoon filreboth on television andn his tablet
Thus, while playing irthe living room, therewas generallya cartoon film onthe
television He watchd television for about three hours and digke tablet for
approximatel\00 minutesachday.In addition Hakanuselhi s par ent sd s ma
to watchvideoson YouTube. He uskvoice search on YouTube and Gooumleorder
to searcHor what he waredd Sometimes, when heas bored withhis old games, he
would visit their neighborsn orderto download new games to his tablet.

Hakan generally circulatl between activities. Hevould watch television
first, and then start playing with his blocks or other toys. Aftene time with hisoys,
he would begin to play with his tablet. He likeplaying traditional games with his
sister and father. However, acciorgl to the parenal reports Hakandid not like to
share his tablet with gone and wanted the tablet before his turn. When his eyes
become watery and he stdlto scratch thermhis parents preveethim from looking

at any kind of screen.
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3.1.2.E| a ongily F a

Ela, agirl, wasaged59 months at the start of the stuéer parentsvere both
elementary teachers. Her father, Ismadsvaged 32 years old at the start of the study,
and her mother, Ozlermjas 30 They lived in an apartment and Eladhber own rem
which included her bedhooks, magazines, baby dolls, asttertoys. The family has
one personatomputer andnetelevision situatedn the living room.E | a érents p
both hadsmartphones.

Ela hal a stable daily routine as her parentd tegular wok hours Ela would
get upat around 700 andhavebreakfast withher father asher motherwould leave
home before sheake up. Ela atterebla preschool until2:0Q After preschool, Ismail
wouldtakeElatohermat er nal ,avhereteivsuldplay wid her peer cousin
during the afternoon and stay there until 100. The familywould meetat home
around 1730 and eaan evening meal togethdfla generally watcltetelevisionwith
her father aftethe evening mealThey watcled cartoors, documentaes and music
channel s. El adwer € aDoshney &hdp(hainahi TRITT ehdsu k
channel of Turkish State Televisiorih addition Ela lovel to play games on her
fat her 6s s ma rlyphatedgames which ecludesharacters from her
favorite cartoons.

Ela watchd television for aneanof 90 minutesand plagdonasmartphone
for 30 minutes eachveekday. However, when shweent to her grandparents, the
durationof usageincreasd. Additionally, the duration increadeup to two hourson
weekend days. E | a arents pontrééd the content othe mediaEla viewed,and
generallytheypreferedto watch togethewatchingwhatevershe wathed.

3.1.3.Turandbs Fami |y

Turanis aboy who was aged S@onthsat the start of the studyis father,
Salim, was 37 years old and hagaduated from a high school. Salwas aformer
ownerofarin t e r n,d&dut washatWwogking at the time ofthe stiy. Turarb s mot her ,
Zeynep was a35 year old teacheTuranhad one brother, Murat, wheas agedten.
They lived in a duplex apartment. The familydhanetelevision,onetablet,and the

apartment had amternet connectiarEach of thgparents hd their own smartphone.
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Turan attenctd a preschookach weekdaynorning. Salim descrilaetheir
familya s A h o noeEhah dfithe @mily members Iié the family home fortheir
respectivedaily routines but prefered stayng at home when thewere free.The
mother,Zeynep would leavehome early andrrive back around 230. Thereforethe
children generally stadwith Salim.

Turanloved playing mobile gamesnhs f at h er dartadenTarant p hon e
spert most of his time with Murat playing mobile gamasd blocks and played
cooking games and Minecraft with Murdwranliked to show his mobilggamesto
his father ad brother. Turan demanéd help from his brother when hwas
unsuccessful or need helpwith a game. When itame to screen time, on average,
Turanwatchel televisionfor 30 minutesand playdmobile games fotwo hourseach
day. Turanwould stop playing robile games whehisparents demarntthiat hestoped

or when thetabletor smartphoné sharge was exhausted

314Mer al 6s Family

Meralisa girl who was aged 57 months at the start of the stiddy parents,
Mete and Meryemyere both universityecturers and theyere aged43 and 33 years
old, respectively. The family livkin alarge duplex apartmenttach ofthe marents
had their own smartphonesand Meral hd her owntablet. Additionally, the family
had onetelevision andhe home had almternet canection.

Meral atteneéda preschool until2:00 each weekdajror the remaindeof
the day, one oher parentswould carefor her. Meral hd her own room, but itvas
generallyonly used for sleeping. Although her towsre in her room, she usually
played with themin the family living room, wherethe televisionwas also situated
Meral would play with her toys and watch the television. The living rowes
connected to the kitchen. Thereforayés easy foherparents tmbservevhat Meral
was doing.Accading totheparenal reportsthis arrangementieldedMe r al 6 s i nt e |
in thekitchen @& she wouldhelp her parents prepahnealthy meals.

Meral would spend time with her parents, drawing, pretending, reading,
playing with dolls, and watching televisioBhe watchécartoorsand music channels
andhad arelatively high screen timé&Vhile she actively watchietelevisionfor two

hourseach dayher passive watchingas aroundhree hoursShe likel to play with
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her toys in front ofthe television and demmled thatit was kept switched on
Additionally, Meral liked to play games on hdablet which includel characters of

her favorite cartoons.
3.2.Data Collection

Prior tothe collectionof actual datafour pilot home visits wereonducted
A pilot studycan be used as a smadlale version or trial run in preparation for a major
study(Polit, Beck, & Hungler, 2001)The trial home visits aimed to chettieduration
of the intendedisits, assessient of observatios, andto assess theideo recording
equipment At first, the duration of the visits was planned be up to four hours.
However,the pilot study showed thdbur hours would be&oo long therefore,the
duration of visits wageducedto a maximum of three hours. The pilot visitsalso
revealed the necessifgr an observation fornin order not to miss capturingthe
interactions.Furthermore, video recordingpparatusvere testedand subsequently
optimized followingthe pilot homevisits.

Multiple methoddor data collection weremployedn the study. Interviews
with the parentsresearcheobservationsandshort interviews wittithe children were
employed.Though each method tatsown data collection characteristiesich were
purposéul in the collecion of useful and rich dat&n order toanswert he st udyo6s
research question®escriptive information about each data collection mettsod
provided in Tablet.

Table4: Descriptive Information about Data [Baction

Application Durdion Time of day
Home Visits 10 home visits for 110h 53min total duration 10 mornings
each family 60h 35min video recording 15 afternoons
40 home visits in total 15 evenings
Interviews 2 interviews for each  5h 30 min total dration 1 morning
family (all audio recorded) 5 afternoons
8 interviews in total 2 evenings

3.2.1.Parental Interviews
Interviews with the parentsof the subject childrenvere conducted both

before and aftethe home visits All of the interviews wereconducted withn the
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respectivefamily home. The homes were usedthe interview place in order to
provide familiarity forthe parents soas to achievea relaxing and comfortable
environmenfor them. As the interviews @vesemistructuregthe order of questions
could bechanged, anddditional questions askethere deemed necessaryorderto
extend andontinue the conversation.

Preinterviews formed the start of the data collection process for each
participantfamily. As part of the participant selectioprocess the parents were
informedwith an overview othe study. Whetheparens decided to participate in the
study, an interview meeting was arrangedeachof theparens. The pe-interviews
had two aimsFirst, it was ained to creata collaborative and trustworthy atmospher
between the researcher and the interviewAssobservations would be conducted
withinthec h i | d diswashaomackt@stablif a sense of trust and decreas any
parenal concernssuch aswith regards to theiprivacy. During the pre-interviews, a
general outline about the study and data collection proceeas provided tdhe
parentsin addition theywerequestiomdaboutany possibleoncerngustto be sure

Then,| proceeded into the nmainterview,askng questionswithin a semi
structuredinterview format The intervievs included questions about each child,
family, andboththeir digital and nordigital activities(see AppendiA).

Postinterviews were conducted aftdre endof the home visits.The post
interviews aimed to collect wid@rformation about the data whitfad beemmbserved
during the home Vvisits.The postinterviews consisted of questionslatingto the
p ar eaxglapadms of their c h i | ditél sctivities (see Appendi®). Parerdl
notions were exploreith orderto clarify the social aspects of the digital activities.

3.2.2.0bservations Home Visits

Researcher notes aboutservations duringhe home visitswere used athe
main data of th study. Home visits providedtgpe of data that wasleemedhatural
to the envionmentand capturedfrom the original sourceof events Observations
enabledmeto focusuponthec h i | derbalraddsonverbddehaviorswithin their
social contextwhich is linked to their behaviofBhey also procured rich source of

data as each he visit included different activities.
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Activities andoccurrencesluring the home visits dependegpon different
variables such ae mood of the childas welltherpar ent sé mood and ener
right to select activities waaffordedto the parents ad the child duringgachhome
visit. | explainedthati You c an dustlikayoywotiddmg evetdgonday . o
hearing thisstaement, theparentsappeared tdeel free and releed However,the
s t u dipndvasto document thee hi | dr e n 6fom difierbra acliviies and
casesDuringthe parental interviews of thigrst home visit,parents weraskedabout
their childrends act i vithesubsquemomeavisits,dr ma | day.
wasattemptedo see albf the activities thalhadbeentold bytheparentsFor example,
where amother saidhatshe andherchild loved reading boo&together, anthefather
saidthathe and the child like watchingtelevisiontogether | tried toensure that the
motherconducted the jointeading actiity, andthefatherwatched television with the
child at least one
| aimed to sustaithe atmosphere of the falyi andbehavedn accordace
with the family.| talked tothe parents, asked them about their day, work, and other
topics.| alsoaskedthe children about thie day. Also, | collecieddata in addition to
talking with the family membersitilizing an observation fornfior note¢aking.
At first, | included skills from the Preschool and Kindergarten Behavior
ScalegPKBS) (Merrell, 196). However, had to construct suitems for each of the
skills. A subritem pool wassubsequentlyprepared bymyself andshared with three
expertsin the field. In line withthesee x per t s6é vi eomdoomwasn obser va
composedIt should be notedhowever,that the form was ndixed, and ew sub
itemswere addedo the form duringhe observations.
In addition tothe observation form, whepossiblei which means when the
researcher felt that family membesgre sufficientlyrelaxed andin a goodmood
video recordings wereaptured Generally, the first three home visits did not include
video recordings From that pointjt was considered thahe family had bemme
sufficiently familiar with the researchefor video recordingsto be discussed.
Sulsequently, videos wermade during at least five other home visits. Mueo
recordings enabled the researcher tptwa detaileddata such as gazes and tacit

movement®f the subjects
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Immediatelyfollowing eachhome visit,additionalnotes andbservéional
memorieswere writterrup by me. | completedmy notesin writing from audio
recording, having used an audiecording device to ensure thlhad explained
everythingprior toforgettinganything of importance

| maintainedhese notes and other data sourdgdotayrapls, audio records,
any of thec h i | d & dollowiagrekchhomevisit. If there wasa video recording
capturedduring the visit] watched the video armgcordedhe data oranobservation
form as soon asvaspracticdle.
3.2.2.1 First Visit

The first visits weralsothe first stepdy meinto eactofthef a mi | y® s h o me
These first visits weraimed to condudheparenal interviews andto become familiar
with the family members.

In addition b interviewingtheparentsjo b s er ve d Ileedoorh,playhi | d 6 s
space, and available digital toold/hen the child met wittme, they were asked to
show hm theirroom, explainabout whatoys they hadand other furniture in the
room. Additionally, if the child hada play area in other rooms a@fie home such as
thekitchen, the researchasked the child to alsexplain tlem as well This enabled
me to understand each chiddsiews asto what wasmportant within the context of
the home.
3.2.2.2.Secondo Tenth Home Vit

Nine subsequerttome visits were madee a c h ¢ hi Thdléngth ¢f o me .
Vi sits was deter mi ned bly s@tide s@ asto na mi |y
unnecessarilydisturb them.Each visit lasted between two and three hqunsth
schedh i ng based on f ami |l y agneedoubirgthsparendlai |y r
interviews.

Theaimof the studywas 0 o0 b s e r vaveralt daily betaviersxdorsng
home visits. Therefore, observations included both digital andligial activitiesof
the children. Digital activities included childreriewing television watching videos
on YouTubeplaying games on tabkdndor smartphons, takingdigital photayrapts,
and talking with someoneia video-chat. Nondigital activities consisted of eag,
pretending to read, cooking with parents, drawing, playingdigital games, and their

other everyday routirge
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An MP3 player audio recorder was uséatating itclose tathe childin order
for all speectof those within the context of observatido berecordedAs researcher
| also took field nats In addition, during somef thevisits, | videotapedhec hi | dr en d s
behaviors. Wheiit was not possible toecordvideo, the researcharould sometimes
take photographsn order to betteremember the casesmdto complement théeld
notes.

| aimed to observe each childthin their family contextThe studyincluded
familiesconsising of a mother, a father, arahy siblingsHowever, there wersome
unusual occasionduring some of the home visitsthat may have disruped the
observationUnexpected guestsrivedduring six of thehomeuvisits. Also, sometimes
the parentsrequestediot to participateinthec hi | drends acti vities as
tasks to attend to

Though it was aimed to obsertleechildc e n 6 s d a |l dttgmptedadaut i n e,
obtain a balance betwedmeir digital and nordigital activities.During someof the
home visits, parents askaede which activities he preferred to obserW®herethe
family had matly digital activities,| implied a no-digital activity, based on what the
parentshadreported in the initial interview, andvice versaAs can be seen in the
interview questionssgeApperdix A), | askedthe parents abouboth theirc hi | d 6 s
digital and nordigital routine activities. Baseonthep ar e nt s dtheaaetisiteo ns e s,

were offerechs andvhen needed.

3.2.3.Fieldwork Strategy
This study included four different children atteeir families which means
that there were foudifferent home contexts. Therefore, a predeterminddviierk
strategy was usesb asto guaranteg¢he same strategyas applied byhe researcher
in each family cont ex taspredehted infablesse ar cher d6s str
3.2.3.1. Dimension 1: Role of tbbserver
During the observations, the researcheas able to keefield notes and
recordbehaviorsas anon-participait observer However this activity could have been
seen aglisruptve to the atmosplere ofthe home visits. Thereforghe participation
level of the researcher was generally betwteat o f full fparticipant and fipart

participand in orderto find the optimum atmosphere fatatacollection. As a part
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participant and part observer, tlesearcher observed the child, tdiekd notes, talked

with the child and family members, and behaveg@mpriately to the situation.

Tableb: Fieldwork Strategy

Fieldwork Dimension Fieldwork Variations
Dimension 1: - . J Onlooker
Full participant in
Role of theDbserver : — observer
the setting Part participant/part observe
(spectator)
Dimension 2: Insider (emic) 1| Outsider (etic)
Insider versus outsider | perspective perspective
) ! Balance ;
perspective dominant dominant
Dimension 3: | Solo researchers, J People in the
Who conducts the inquir| Teams of Variations in collaboration | setting being
professionals and partigbatory research | studied
D'!’”e”S'O” 4 Overt: Full J Covert:
Di sclosur e . . . .
disclosure Selective disclosure No disclosure
role to others
D|men5|on 5: _ Short, single {], Long—term,
Duration of observation : . . multiple
X obsewation Ongoing over time .
and fieldwork observations
E(;Tl(jsnzlf%rt])g;rvations Narrow focus: 3 Broad focus:
Single element Evolving, emergent Holistic view

3.2.3.2.Dimension 2: Ingler versus outsider perspective

The researchewasa part participant observer durinigis observationsand
therefore collea@dd at a f r o m a point As aniindiderthé iesearchavas
placedwithin the case andi&d to learn whatthe child andthe family members
thought saw, and fet. However, at the same timine researchevasaware ofalso
being an outsideto the family unit which enabled hito describe whalhe himself
sawandlearrt.
3.2.3.3.Dimension 3: Who conducts the inquiry

The researcheinterviewed the parentsso asto include the family inthe
researchHe deliveredbrief outlineinformation abouthedissertation tahe parents at
the outsetThen during the home visits,the researcheaskedthe parentsquestions
about specit cases. In addition the parentswould sometimesact as informantby
providing the researcher witimformation. Furthermore, thparentsdecidal which
activitieswould take placeduringthe homevisits. Sometimesthe parentaskedthe
researchemnbout tle activities andwhetheror not they weresuited to the visit. To

sunmmarize the researchanaintainedstrong collaboratie links with theparents.
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3.234Di mensi on 4: Disclosure of observerods rol
Before includingeachfamily in thestudy, the researcheaalkedto them about
hisresearch aims, what woulddo, andwhy he was doing itThe researchdalked
to the parentsaboutthe confidentiality of the datahe would captureWhen the
researcheexplairedthe focusof the studyto the parerg such agheirc hi | dés soci al
behaviorstheparentappearednore canfortableand at easas heyknewthe purpose
behindwhy theresearchewasvisiting their home
During the home Vvisits, the researchemimed to establish a natural
environment in ordr toobserve thaatural behaviors ahe family members. Ashe
researcher providedformationto the parentabout the research, thegeminglyfelt
safe andvere moreconfident.As time progressegdtheparents appeardd forgetthat
theywerebeing dserved. Tellinghetruth tothefamily members at the outsgelded
natural andaccuratenformation fortheresearch.
Although it may havebenefited the researcher, there was a risk that
disclosure might disrughen at ur e of t he fviarmaMdltigle homember sé bel
visits and observations made certthiat the study capturdatie natural behaviors of
both the child and family members.
3.2.3.5.Dimension 5: Duration of observation and fieldwork
During the fieldwork, for each of the childremhe researcheconducedone
interview home visitfollowed bynine home visits fothe purposes abbservation.
The researchdried not to disturtthe family membersand thereforéried to arrange
a maximumof two home visitsper week. Completon of the homevisits for each
family lasedfrom four to six weeks
3.2.3.6.Dimension 6: Focus of observations
The researcheraimed to determinethe participantchildre n 6 s soci al
interactionsn this study Whilst the researcheequireddatafrom only asmall part of
whatwashappening duringach homevisit, he alsoaimedto find out what affeed
thec hi | dr eintéractiossehitethaylvereusingdigital technologiesTherefore,
the researchdrad toconsidemot onlythec hi | d r e n ¢t alsothbsa &theo r s

family membergoo. Finally, the researchérad toeliminatethe unnecessary details

63



3.3.Data Analysis

Data were collected through interviewgi observation, and field notesl of
the documerairy evidence, whichncludedfield notesas well asaudio and video
recordingswereentered agmput to MAXQDA 2018analytical softwareVideo and
audio recordingsveretranscribed verbatinprior to the analysis.As it was possible
that new codesould emerge andhat some predeterminedodescould become
obsolete Lincoln & Guba's (1985¢odingprocedurevasemployed in ordeto revise
the codebook throughothe dataanalysis.

The firstmethodin the procedure wailling in. © New codes were added to
codng schemesthat pointed to emerging conceptsThe €cond method was
fiextensiord which was used to reconsidatreadydetermined codes with emerging
concepts. Ta thrd method wagibridging,0 which referred taheidentification ofnew
relationships between predetermineades. Thefinal method wasfisurfacingo in
which theconstructon of new code categories were taken into consideratiander
to address emerging conceptdhe coding sheetsand their brief descriptionsare

presented in the appendicas€AppendixC, D, E, F, G)
3.4.Trustworthiness

As the nature of qualitative research is not objective, trustworthiness should
be taken into consideration to support the argumentfitindings of the research are
Aworth payi nlgncomn&iGeaba, 1985prlldt Theérefore, the issues of
validity, reliability, and objectiviy were taken into consideratighlerriam, 2009)

Several pocedures weremployedo assure the internal validity of the study.
First, fiprolonged engagement and persistamgervation wasachieved throughen
home visitsfor each child participant and their familyjth eachvisit lasing up to
three hours. Relately long observatiomperiods for each family yieldethe trust of
theparticipantsn the researclandas a resultrue informatiorwas attaine@bout the
home culture and habits of each family. Second, the researcher benefited from
fitriangulatior® in order to provide validity of the findingsDuring thestudy, the
researcheusedmultiple and different sources of data such as direct observation of

children intheirhome contextpre- and posinterviews with parents, and talking with
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the children.Third, one colleague of the researcher was engagégdarreviewo in
order toprovide an external check of the processnvolved Additionally, there was
an finformand in each familywhose role help aise and e@solve any issues
Furthermore, the reseduer aimed to presenfirich and thickdescriptioné of the
findings, andto shareghedetailed characteristics of the participants and setohgse
study.

As t o t relabilsytaspdoplénere used in the measurement process
of a phenomena, the rdhidity and consistency of the results were also considered
(Creswell, 2007)Therefore, a second coder was employed to ensure reliability of the
results. The second coder was a PhD candidate RadearchAssistant inthe
department oEarly ChildhoodEducation. The researcher provided information about
the subject, research design, and the preliminade sheetsA total of 20% of the
video recordingswhich equated to almosi2 hours was analyzed botloy the
reseacher andhe second coder. Then, arrater reliability was calculatextcording
to Miles and Hubermds (1994)formula. The interraterefiability was calculated as
.89, whichwasconsidereds applicable reliabilitfCreswell, 2007)After negotiating
with the second codemae final structure of theode sheetéAppendcesC, D, E, F,

andG) were onstructed andmployed irthe analysis
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CHAPTER 4

FINDINGS

The findings of thestudyarepresented in this chapter. The chastars by
presentinghe aimsof the children andparentsn initiating the interagons. Table 6
presents a general outline of the findings.

Table6: General Outline of the Findings

Aims of Interactions

1 Directing: 40.75%
1 Sharing: 53.55%
f Daily Life: 5.7%

Types of Interactions
M Conflicts: 54.9%
1 Synchronies: 45.1%

Leading Characteristics

Conflicts Synchrony
1 Multitasking 1 Nature of digital activity
1 Passive exposure 1 Relevant communication

1 Inappropriate content
1 Irrelevant communication

Tactics in Conflicts

Child tactics Parentatactics
1 Ignoring 1 Offering 1 Repeating 1 Ownership of
1 Shouting once more 1 Explaining device
1 Crying 1 Insisting 1 Providing 1 Time andspace
1 Moving away 1 Fudging alternative restriction
9 Offering finishing 9§ Disagreement activity 1 Physical contact
1 Explaining 1 No action
Interaction Strategies
Conflict Resolution Strategies Synchrony Strategies
1  Child submission 34.80% 1 Following 27.40%
1 Parenal 53.92% instructions
submission 1 Accompanying 4795%
 Compromise 11.28% f  Cooperation 24.65%
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4.1. Aims of Interactions

This partaims to detailthe initiation andaimsof interactionbetweeneach
child participantandther parentsduring digital activitiesThis sectioranswes RQ1;
AWhat is the aim of interaction be®ween pare
Both the tildren andparentswere open to begimng communicain, and
both initiated interaction dring the digital activities. The parents initiated
communication withitheir children in a variety of ways durinbec hi | dr ends di gi t ¢
activities. However, their initiationsere grouped itwo mainpurposesThe frstaim
wasparentsgiving instruction tother children @& theyattemptedo direct themThe
secondaim wasparentssharingboththeir own and theic hi | dr en 6 siesdi gi t al ac
When it @ame to the children, their initiations included sharing and directin
addition boththe parentsandthe children aimedat interacton for their usualdaily

purposes.

4.1.1.Directing

Directions given by theparens and children wera frequently observed
phenomenorthroughout the home visits dhe study The p a r egodlssnétheir
directing were fortheir ¢ hopératiriggpoper uage of digital technologiesand
relatingto daily life. The dhildren also aimed to direttie operatingof digital devices.
In addition it was observed that tlehildren directedhe parensin providing solutions
in cases ofechnical problembaving arisen
4.1.1.1P a r einittateords for directing

Situations includingfinitiations of parens to directchildrerdo were often
observed during the field study. It was observed thatparens directed many
instructions to the cldren, both regarding the activés andfor daily life. Although
therewerea great number of instructiogssen, they had commogoalsthatcould be
divided into three types; (girections to operate digital technology, @iyectionsfor
theproper e of digital technology, and (iidirections relatedbo daily life.

The first type of instruction was about operational directions such as
opening/closing a digital tool, turninthe volumeup or down, and changing the
channeldpplication These directins were frequently observed wdtihechildren had

control of the digal technology.
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Ela and her fathewerewatchng cartoons togetheiThe fther looledat the

time and stod up:

Fatherfli snét i toenough EI a?

Ela:fiN o , | m wat chi ®g Masha and Bear.
Father:iTurn it off and show me your drawings from kindergarben

Ela: fAlright, but we will drawa picture together, oks?

Father:fiOkay, come oro

Directions ofparens to children foturning offadigital tool were frequently
observed. The excerta classicexampleof parenal attempts to end childd digital
activity. While Ela was watchintelevision her father asked héw turn it off When
he noticed the time, heattemptedt o | i mi t El abs screen ti
watching one of her favite cartoons. Therefore, she clearly claim@wh,0 her
dyssynchrony On the other hand, wheihe parens faced adyssynchrony they
employedseveral strategiga orderto cope with the issud®istractingthec hi | dr en 6 s
attention tovardsother things wasrte of the strategiehe parens employed When
they directed children tfstopd a digital activity, the parens aimed to motivatéheir
children to dosomething elssuch as eating, taking a rest, playingogital gams,

e t ¢ . athdrsaggestedraving andwassuccessfuin his directioras Ela embraced
the alternative.

Although the parens often successfully encouragebeir children to
undertakeanalternative activity, they sometimes experienced disfyata thechild.
Sometimes the children did not want to bedistraded from their digital activity.
Therefore, they resisted, refused simply ignoredthe parené directions asin the

following excerpt.

The familyweresitting aroundthe kitchertable. Turan and his brothevere
playing Minecrat on a smartphone and tablet. The m@rents prepard a
puzzlefor themto solve together.

Mother:filt is ready. Turan, Murat (the brothetime to stop novand look at
thiss. Letd®ds start.
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Father:iAfter doing the puzzle, we willgo andplay football. Tuan, Murat
come ono

Turan:fl want tofinish this,thenl will stopo

Brother. fiwait. | will stop butwaiiit.0

Mother:fiTuran, come heré, e sofvesapuzzled

Turan:(stopsplaying)ili  d o ntéotsolveegormu z z| e. 601 dooondt .

There were some casesathncludedthe children eating mealor having
cookies anda drink in addition tothe digital activities. Especiallyvhen watching
television the children tended to eat something white parens denandedthat they
stoppedwatching their screeand a¢ properly. Thechildren attemptedo continue
watchingtelevisionwhilst they ate Rather than eating a meal in the kitchdre
children preferred eating a snack in frafitthe television, such as the following

excerpt.

The family andthe researcherwere watching cartoons ontelevision The
mother andtheresearchemwerechating, whilst the &therwas busy with his
phone.

Mother:fiHakan, are you hungry, do ysanttoe at past a?fol 6ve cooke
you.0

Hakan:il wantsomewatero

Mother:fiCome tothe kitchen with metheno

Hakan:fiNo, youbringit here to me. | want bread with chocolaf@eadand
somechocolate milko

Mother:fiL e t @ Gomeg and eat pasta in the kitchen.
Hakan:(startsshouting)iNooo, chocolate bread and nilring them hered
The nother silentlywentto thekitchen and prepargksomechocolatespread

andbread.Hakanthenate whilst watchng television

Hakan refused his motconnueéveth hoddigitabr as he w
activity. However, he waslso hungry and needed taiesomething. He found

solution byeating snacks in front dhe television He resisted his mother
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by shoutingand nsi sti ng. Hi s message was dieit her
alLas | goeodafirtthe kitcherd T h e avein dnd prepaydte requested
snackfood for Hakan.

Apart from attempting tostopthec hi | dr end s the maiers a | act
intended to modifyhec hi | drends digital activity acc:
the childento change the channet volume. When thparentdelt disturbed or bored
ofthec hi | drends di git al toechildreninrgderto exgressy | nt e
themselves and to modify the activity.

The familywas relaxingn the living room. Elavas lyingdown and watcimg
one of her favorite cartoons delevisionwith her parentsHe father seerad
bored

FatheriiEla,l e t 6osThe Rateoplega televisionseries about overweight
people losing weighthat the mother reportedthey sometimes watched
together) andthenwe canwatch itd

Ela dd not respod. The father askdagain.

FatherifiCan youputiton?let 6 s check whet her it has
Ela: AWhich channel@

Father:AiChannell5.0

Ela slowly directgheremote control and changes the channel.

Ela:fiNo, it has tthegun yeto

FatheriiSo,try 16. We can checkhe documentary channel.
Mother:fiThere wvasa documentary about cais last weekd

Not only the content, but alsihe noise ofa digital activity triggeed the
parent s o &lowingrexgerptthevol ume of the music dis
father. Wherthe fatherirectedHakan toturn the wlume down, Hakan just ignored
him and waitedThe father insisted and expressed his discomfort. THakan turned

the volume down.
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Hakanwaslistenng to music orhis tablet whilst the other family members

watched television.The wlume of the musiwas a bit high and the dther

screvwedup his face.

Father:fiHakan what is th& Turn the volume down.

Hakan ignorel his fatherand continud listening.

FatherfiHakant ur n t he vol ume downda | candét hear

Hakan turredthe volume down a bit and contirtliestening.

The second type of directiomcluded directiondor the proper uage of
digital technologiesThis included backingawaywhen looking ata saeen from too
closea distancenot inhibiting someone | sveew of the screepandmakingmoves
properlywhen usingdigital technology. Although it did not directly disturb thetime
parens sometimedelt uncombrtable and directettheir children.

Meral waswatching a cartoon ortelevision Then she stagdto crawlcloser
towardsthetelevisionwhile her father and the researcher ta&aboutsome

issueMe r adthérsontinud talking, butwarned Meral.

FatheriiHey, Meral, you are too close.\till hurt your eys . Dondtt | ook at
thatclose Can youmoveback®

Meral: fiWell, noooo

FatherfiPackup your toys and sit herdlove back, come on. Yes,ak You

can sit ther¢heno

Meral waits for a while, then godsack and sits on the sofa.

Father:iiYes, well dondhoneyo

The excerpt is an example of the second type of instruction. Genghnally,
children looking at screarfrom aninappropriatedistancewas a mattepertinent to
their digital activities which includel their watchingtelevision On the other hand,
when the digital activity was oa tablet or smartphone, as these devices had small
screes, blocking someonels&d s vi ew of sbnheBmesanisfonmmg wa s

co-view and JME.
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Ela wasplaying a game ora mobile phone with heather. While her father

playedthe game, she explad tohim whathe shoulddo.

Ela:iWhoaaa, preghis,t becomes bigger . orDeatsdt t o
you.0

Father:Al cani shootenouglé 0

Ela: iGive me the phonedl show youo

Ela starts playng the game, but she is excited and stands up. She continues
playing for a while andhenbegins walking

FatheriGood, touch the pi n&ksee,detclasaviths ho o't
the phbokeds ESEbbHsdbandheabeutd Dondt wal

Ela sitsslowlydownwithout looking at her father.

Thefat her enjoyed engagiwagedoontifbéthed s di ¢
activity. However, Ela was unaware of him. She was also fascinated by theligame
herfather She begato walk away movingaway fomh er f at her 6tke cont r
fathergave Eladirection as he could not see the screen.

When it comes tthethird type of directionthe parens aimed taalsodirect
the childrenin daily life activities. Taking medicine, claag up mes, gatheringup
their toys, and going tothe bathroomwere amongsuch activities. Thefollowing
excerpt is an example of daily life directigivenby the parentto ther childrenwhen

engaged in a digital activity.

Meral was watchng cartoons on theelevision whilst her &ther and the
researcher chaed

Father:fiMeral, can you gatheup your toys®

Meral dd not respod, andcontinuel watching.

Father:iMeral, gather your toys next to yau.

Meral gatheedher toys whit still watching thetelevision

The diffeence between this type of direction and the first type of direction
was thatheparens did not directo fistop the digital activityin orderdoanalternative

activity while directingtheir childrenin daily life activities. Rather thatihe children
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having to totally stop a digital activitythe parentsreferredthem tosimultaneously
performdaily life tasksalongwith their digital activity. Sometimes they offered a
pausein the digital activity. Howeer, when they direed their children to operate
digital technology, they impliefitotally givingupo the digital activity.
4112Chi Il drends initiations for directing
The dhi | dr e n 6 shadlisimiardieswith that of theparens. They
directedthe parens in the operatingof digital devices. In addition they provided
solutions for technical issues during digital activities and diretieparensin fixing
the problem.
Thedqhi | drends directions for operating digi

the devices, changing channelsatelevisian, and turning the volumep or down

Hakanwaslaidon hi s f at Inhabe2mwatcing amovidtbgetlyer

for a while.

Hakan:fiChange the channel, op@RT ¢ ocauka chi |l drendés <chann:
Turkish State Television)

The itherus ed t h e rénote eontioland dnally feund theTRT

¢ o c eh&nnel ButHakan dd not like the content.

Hakan:fiChange the channel, go ap.

The fther staredchangingthechannelsagain. Hakarrecognized cartoon

onthe Cartoon Network.

Hakan:i Ok atgp, 18 vgatch thiso

The dildren also directethe parens to fix certaintechnical issues such as
rechargingdigital devices, downloading garmeand connecting devices to théernet.
They directedhe parentso fix the issue and contindéheir digital activity. However,
it should be noted th#tte children providedhesolution for the issuesvhichthey had
previously encountered, according the parenal reports.This was similar tothe
children scaffolding tahe parens in digital activitiesn which the children had prior

experience.
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Meral and her mothewere looking at photayraphs ona tablet. Thenthe

screen of the tabletdze.The nother touchd the screen several times, but it

did notrespond

Meral:iMo m, why dondédt you change the phot
Mother:filt is not working (touches the screen)

Meral: iiClose it and opeit again. | fixed itlike thatlast week. Press that

buttono

Mother:fiOkay, | 6 mOt ryi ng.

Meral:fiwait, it will open agaird

Meral had prior experienasith the issue of frozen tablesscreen She was
sure what to do and directed her mother untilasfixed Chil dremibhs di r e
technical problem were like their helpingparens in a digital game. Whe the
children had prior experiencenore so thanthe parens, thechildren engagedand

freely expressed their opinions and solutions in digital assvit

4.1.2.Sharing Digital Activities

Sharing vasthe other phenomenon observed duthegigital activities.The
parens engaged ithesharing otheirc hi | dr en 6 s cdthgewagslFirsgct i vi
theywouldwatchthec hi | d r e n 0 siesdecgnd,ithay not anty twatchdmljt
also talled about the activés Third, theybecame involveth theirc hi | dr ends di
activitiesand tried to direct thehildren

The dildrenwere good atommencingcommunication and interang with
others duringhe digital activities. Theyfrequently and keenly aimed to share their
digital activities and demonstratineir digital play. They also demand#tk help of
theparensin orderto achievethegoals oftheirdigital game. They asketheir parents
how to accomplisitertaintasks ando improve their play. Thereforehe children
engageavith theparens in decision making durin@edigital activities. Furthermore,
the children not aly welcomed others to their digital piag, they also attended
ot her s 6 desand init@dd in@ractiann/orderto join in.
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4121Adul t s6 initiations for sharing digital
The parens sharedhec h i | deleeisiobvgatching advity; as the very

nature of the activitys suited tosharing. However, when itame tothec hi | dr en 6 s

digital activities on tabletor smartphons the parens had to puin effort in orderto

sharein the activity, having tantentionally make themsehswatchthec hi | dr en o s

digital play on tablet and smartphorse

Turan watchd playdough videos on YouTulmilst the @rents chaed The
fathermovednextto Turan and stagdwatching the videos with him.

While Turan was watching videos on YouTubgsfather heardhe sound of

the video. He looked at Turan for a while, then tn@rerto him, sat down and started

watching with him.The fatherdater reported that he paid attention when Turan was

online andsaw Turan as vulnerable when connected tolniernet. Therefore, he

shared Turandés YouTube activity intentionall
Second;n addition to watchingthe parens talked abouthe content of the

digital activites Watchinghec hi | d r e n 0 siesfdrmedia basiéf takangone v i t

step forward, tiking about the activityThe parens began taconsiderthe content

whilstthey were watching. Therefore, they commented and asked questions about th

content otthedigital activiies

Hakanwasplaying Viki on his tabletwhilst his nother watchd him play.
Mother:fiwhat did you draw®

Hakan:fA treasure. | will find ito

Mother:AiWho is running behind Vik@

Hakan:fHalvar, his father. He is stromyg.

Mother:fiHe is slow. Look, hé walking.o

ThenH a k ammother left the room. Afterwardsis sister @amein and stared
watching him play.

Sister:iWhat are you playing Hakaa?
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Hakan:fiViki, now you cansee how | play. This is Viki and he is searching
for treasureAnd this is Swanhe is smuggling the madHalvar is helping
him. Look, I run this way. N, stopo

Sister:ASwan is running awag.

Hakands mot her s o meddlevisioa Sherefae, shblead Vi ki
prior knowledge about the concept. She watdhakian playiki for a while and then
talked about it. Hakan was open to share his activitly aig mother. Aside fronthe
parens, a silting can be a spectator or a commentec hi | dr end siesdi gi t a
Turan and Hakabothhad older siblings who sharedtheiryoungetb r ot her s 6 di ¢
activities The siblings watched and talked aboutitheib r 0 t h ies Sordetimes,t | v i t
they scffolded andsometimes they interrupted. Even so, they were active participants
ofthec hi | dés desgi t al activit

As a next steppo commentingthe parens became actively involved in the
chil dr en 6 3yandisaaffoldegthe chifdien duringgheseactivities. Although
the parensdscaffolding occurred in a similar wathe scaffolding had different roles
such as helpinthe children to reacleertaingoalsin the activity, technically guiding
them and preentingthechildren fromaccessingnappropiate content. Th&llowing
excerpt is an example most frequgrseen that of theparens helpingthe children in

a digital game.

Ela was playing a game oma smartphoneThe esearcherwas watching

television whilst the father talled on the phone. Afterwardshe father

approache Elaand loolkedat her smartphonescreen.

Father:fiwhat is she saying? What is that?

Ela: ASheis speaking Englisb.

ResearcheriMove slowly Ela. Then turn righg.

Ela followstheresearchedé andherfathe 6 s i nstructi ons. Th
and the &ther begins touching the screen aidodirecting Ela.

Father:fiYyou must clean there Ela. The window is dioty.

ResearcheriTaketheduserand wipeit.0

76



The hther andthe researcherstart discussing the game. The situatwas
that they decidd, andthenEla did as theydirected

FatherfiNow go tothekitchen Ela. You will find success when you open the
dooro

Ela:fiYees Now, which prize will | select®

Father:fiYou chose. Touclone of the boxes.

Ela:flt is a wand. Wonderfu.

In the excerptthespectaing act of thefather andheresearcher evolved into
scaffolding in orderto help make Ela successful imer digital game. They werthe
decisions makers and diredtEla dur ng t he ga masbasédloal®es pl ay
parens 6 directions.

Experienced sibling also hadthe tendency tobecome involved in the
c hi | digitaladciivities When a brother or sister was successful in a digital game,

they wouldhelpthe younger childiuringtheir digital activity.

Turan and Murat (his brotheryvereplaying Minecraft in multiplayer mode.
Brother. fiTuran,dond go anywheredond break there

Turan:fiStop, | need alanketfor my horse. Now. | have blue horge.
Brother. iWait, 1Gm lost.0

Turan:(shows to his brothefjLook, | put those. | have a knife, | will go with
my horseo

Brother. ACome, come tthe starting point. Turan, comdpnd moveo
Turan:fAha, look Murat, | have passed hiom.

Brother. iWhere are you riding your horse?Ybave nogonepag. Stopo
Turan:(shows taheresearchey fiLook, we are racing/Ve are ridingahorse.

This is my horsé&tormeé 0

Turands br ot h ewithhisplayalirihgihe hometvisits. fTheey e d
played similar games in paralleln addition they sometimes played Minecraft

togethern multiplayer mode. However, Muréhe brotherplmost always engaged in
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T u r sadigital activity whether in multiplayer mode or not, and Turan accefted
in some cases
Differentto theparens 6 s lofahec higl dr e n 6 siesdsongof t a | ac
the parens surprisingly invitedhe children tojoin in with their own digital activities.
This kind of sharing was different from tlagorementione@xamples athe parens
were the hosts of thee digital activities. Theparens invited the children to watch

televisionwith them, orto begin or share a digital game

Hakanwasplaying a game on his tablethe dherswerewatchng television.

His fatherwas flicking through the television channdie stopedat TRT

tocu&k chil drends ¢ hanne]andospotteboerok i sh S
Hakandés fasorite cartoon

Father:fiHakan,stop playing with theéablet. Look, i€s Dinosaur Trucks.
HakaniTur n t he vol umé wup, |l candt hear
Father:fiGive upthetabletfirst. Sop playing then you can hear.

Hakan:fiOkay;, | 6m pausi ng (then Hakdn starts Wdtchipgl ay |

television with his father)

Intheex cer pt , Hakanos f aindsaur Truckswhicht ed hi
wasoneofHa k an 6 s f ang.lbwas an exampfrapaoentinviting a child to
join in adigital activity for several purposes. While sormakthe parens invitedtheir
childrento join them so at providean activity for them, some invitethe children
as it was known to béher favorite activity, or where thecontentwas deemed
enjoyable for the child
4122Chil drends initiations for sharing di
Sharing was determined as chi Jaddr ends
was one of the most frequently obssd duringthe digital activities. Rather thathe
sharing of a toy or other belongingsthe children shared their digital actiigs
However, they performed different sharing behavlmased on theharacteristics of
the digital tools. For examplefor a television watching activity, the children

unintentionally sharthe screen witlothers
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Chil drenbds shar i mregwasiréquentlyebserveddninmnyt al act i
cases. Especially, edewing and JME were the main phenoraefithec hi | dr en 6 s
digital activity shaing. Coviewing cases generally includede children watching
televisionwith someone else, timiec h i | d r e for@@neahdd watch their digital
play ona smartphoneor tablet. Thefollowing excerpt presents a -«ewing casdan
whic h  Meshoav$a desire to shreher playng.

Meral, herfamily andthe researchemereat the balconyThe m@rents and
the researcherwere chating. Meral was playing a cooking game on her
tablet and $ie showedher play toherfather.

Meral:Ai0of , slod m iAnhaeitdséeady, looooolDi dndét we do wel | ?¢
Father:(looks at the screer) We | | dhat dick youmdke? Sandwich,
avocado, ch?cken burgeré

Meral: fiHey, allof them. looko
Mother:fiCan Isee? Trn the tablet 0
Meral: iSee, sndwich, avocadao
Father iiltés amazing o

Mother:fiWow, it seems beautifid

When people arounthe childwere interested in somethimgseandwere
inattentive tahe child,the child tried tohighlight what they were doingrhey wanted
to shine and to show their gi@o other peopleand be praisetbr it. The children
would do something differenin orderto attractheother® at t ent i on.

E | safé@mily andthe researcherwere at the balcony. Elavas playing a
drawing game oter tablet whilst the ¢hers chatied

Ela: (loudly)fOoooyyyhho I 6m tired.

The dhers ignore her and continué chatting.

Ela: (shout$ filt is yellow rose timeOof.0

Father:fiLook Ela. s lightningo

Ela: (shouts and shows the scrg¢@hé ready mom, lodk 0
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Ela wanted to draw attention abégan speaking loudlgs theothers were
not interested in heshouing insistentlyabout the content of her digital activity. In
addition to speaking loudly or shoutirtgechildren occasionally usete ternyilooko
in orderto attractt h e  ointeest,to showoff their work ando involve othersin

their play. They were keen to shaif their digital play ando receivepraise.

Meral:fiLook,h e r && 6lse@a r t é

ResearcheriOh, yeso

Meral:fil 6 m hwvithrthées dameit makes me sleepy.

Researcheriwhat will youdo now thef? Drawing®

Meral:AT hi s i s dr awisamgténgl Lwiolkl adr aw dr aw
ResearcheiYou havenodt col ored these stone:
Meral: fiLook, did you see? Click on which? Flowagman, animak?

ResearcheriColor animal A bird.o

Meral: Al can zoom and paint, loak.

Although the excerpt referréd a ceviewing situation, it hathepotential to
turninto a JME which includedtheparens 6 act i veinthatda d elmesntdi gi
play. In ths example, at first, Meral anthe researcher were talking about her digital
activity. Then, theresearcherequestedshe color someanimals. However, Meral
ignored him and continuet showthe researcheaner work. Thefollowing excerpt

includesthe mothersulconsciously tying to tum a ceviewing intoa JME.

Elawasplaying a game ora smartphonewhilsther mother watcte:
Ela: fiLook, it isMashao
Mother:fiWhat are they? Show nte.
Ela:xiThey ar ® heart sé
A promdional video about a mobile game startstbescreen butit includes
inappropriate content.
Mother:filt is not a game that you can play.
Ela:Al 6 m not &pd vagoi shg dicksifigkip &mileswiddy, and
then continues playing)
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Mother:AWhere areyou going? Click there (shetries toucling the screen)
Elablok s her mot herds hand.
Ela:iNo, not fr om t hWhateaséhe @swet?p| us f our

Mother:filt is five.0

The presence of sibling presented significantopportunityfor the children
to share their digital playng. The chil dren whelplamdemyame k t he si
themin the decisionmaking procesBoth Hakan and Turan had a sibling amdhg
participants of the studyrhe sharing otheir digital activities withtheir siblings were
observedduringthe field study. Whilea previousexcerptinthes e ct i Adulomns G

initiations for sharing digital activitiéencludeda n exampl e of Hakands J MI

sister,the following excerppresents Turan and his brother shadamtigital activity.

Turan was watching avideo on YouTube. His brother (Muratas playing
Minecraft ona smartphoneThe brothergives up playingmoves tait near
to Turan and starts watching hipilay.

Brother:AT ur an, | ledthiseidel befor@a t ¢ h

Turan:fiHe is making a big cab.

Brother:iL et 6 s themd c h it

After a while, the brother takeout hissmartphone andeopens Minecraft.
Turan:fiWhat are you playimgl 6 m c o mi ng.
Brother:iOpenWo r | d A. |l 6m bwil ding a pool there
Turan:fl will collect sometrees and stongfor the poolo

Brother:il have t hernhoseBlanesdt br eak
Turan:fiwe can build a house here, look hére.

Brother:Ail 6 m c ovaitit h@ 0 e €

In the parentalinterviewsat the start othe study, when asked about their
daily routines and activities with their childrerthe parents reported that theyere
reluctant toget involved withtheir children as thegftenfelt too tired. Either thtor
for other reasos it resuted inthepar ent sé6 tendenwigwingd o0 constr L

situationas theg relaxed Thereforethe presence & siblingpresented aapportunity
81



for thechildren to share their play in JIMBoth Hakan and Turan had a sibling among
the participantsof the stidy. Therefore it wastheir JME cases wittheir siblingsthat
were observed durintpefield study.

The previousexcerptisanexmp |l e of Turands TheME wi t
interaction between Turan and his brother started thigibrother watching Turan
pl ay. They tal ked about the video. Then,
playing Minecrafttogetherin multiplayer mode. Téy shared the game together and
Turanb | | owed his brotheroés i nstddnatdmaysns dur
happen Although sibling presentec great opportunity to share digital acieg
sometimegshechildren refused their engagement deit upset

The dildren also initiatd communication to engage theparens 6 di gi t al
activities with the parents themviting the childto join the activiy. The children
watchedtheparens 6 acti vities and commehdcan@g on t
involved withthe parens digital actvities and scaffolded themsif they weremore

experienced thathe parens.

Ela was playinga game ( Kuzucuk) on her fat
researcher ande | dabher watcledher play.

ResearcheriEla, can | jay?

Ela:fiOkay, | willgive youn e xt ©bevel é

Ela: fiOkay, here take ito

The gaméehey were playingvas newotheresearcar, but it was onc¢
favorites. After a while, she started toterveneinther e sear cher 6s pl
Ela: fiNow, you should selg the triangle and putt in thatbox.0

ResearchefiHmm, ités easyo

Ela: AiNo, you should be quid, or yod Ifall.o

Ela starts touching the screen and shates researchehow to collect coins.

Ela: fiThis is an easy level. Wait, | will opgou a harer level. Olay, now

you usethe shapes to build a home. Slide thentheright first.0

ResearcheriOkay, but what is that inseai?

Ela: Altés an insecthateats youshapes. Usthe pesticide quickly
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The researcher was a novetthe game and Ela riezed it. Then Elabegan
directingthe researcheWhenhewas too slow, she could not contain hersathout
joining in toplay and started touching the screen. She shadkedesearchdrow to
play the game. Then, she moved back stadted commentinggainon his play Ela
provedsuccessful at adjusting her support level ta@isearchein the posinterview,
Ha k ands negptainesl how &ldkandaugheragame. She reported that Hakan
liked showinghow he couldblay andlik edteachingothers.She mentioned a case in
which Hakan downloaded a drawing gaor¢o her smartphone. Then he taught the
game to her. When he came bdxknefrom kindergarten, he askdwerwhetheror
she haglayed the game while he was out.

To summarize the children were god at sharing the digital activities. They
invited othersto play, and also talked about their activitiesln addition they
communicated with otheiig order for thento reach the goal of the digital activit
when they need help. Nonethelabgchildren insisted upon intgeningin thedigital
activities that theyould successfully play. Rather than intening they demanded
that they werdollowed and praiseavhen theywere successfuin playing adigital
game Moreover,the children sharedn other® di gi t al activities and

duringtheir play.

4.1.3.Daily Life Issues

Apart fromthe interactiors relatedto digital activities,the parens andtheir
children also interactas part ofdaily life. The childreninitiated interactiors and
expresedtheirdaily needs such aganting toeatsomethingor to go to the bathroom
Similarly, the parens initiatedandengagedvith thechildrenby chattingto them
4131Adul t s6 iniftfeati ons for daily

Conversational dialogue, ohatting wasanottertype ofinteractioninitiated
by theparens duringthedigital activities. Theparens alwaydalkedfreely aboueach
family memberéday & well asother topics, and initiatethving achat whiktrelaxing

in front ofthetelevision.
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Ela waslistenng to herparents chatogetherabouttheweekend. Thereas
a documentarghowingon thetelevision and Ela occasionally lo@dup at
the screen.

Mother:fiwhatdo you want talo this weekend, El&?

Ela: fil want to goand sedBuketo (her cousin)

Father:fiwe will go tothe gardenwhilst they goandseeyour grandparents.
Mother. (shepatsE | a 6 ¥fAElh il comewith ustoo.0

Ela staredlooking atthetelevision Therewas aprogramabout a dog. The
volumewasturned dowrlow, butthebarking of thedog disrupéd thesilence.
Father:AYou listento your parents advice when we are there, right,d&la?
Mother. (shetouchesE | aalnsfEla is a clever girb

Ela smiles

Ela: ALook dad, bhe black dog is like your frieisldogo

Father:iThatone is smallMy f r i e nmubhbiggdro g i s
Mother:fiHow many puppies are thergéRey are 8 swee

ElaaiYest erday, thereowere cats. Tiny ¢ceé

The excerptis a good exampleo show a digital activity mixed with the
chatting ofthe family members. Botlthe digital activity andthe chatting continued
simultaneously. Thereforg¢he parens and children willingly engaged in chattiag
anactivity.
4132Chi Il drends i nlfeti ations for daily

The dildren frequently interacted with others relatedligital activities. On
the other hand, they also initiated communicaiiomrder tomeet theirown needs
during these activities demanthg whatkevertheyfelt theyneeadin daily life. They
would ask for a glass of water or milend perhapsakes or snacks, and exgsed

their need to use tHethroom as necessary

Turanwasexplainng his game (Minecraft) tthe researcher what playing
on histablet. He neeeldto go tothe bathroom Then, he slowlya up, but
thensat backdown and continugplaying.

Turan:filt is morning. | sleep her#isis a ked.0
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ResearcheriCan you sleep now?

Turan:fiNo, you canonly sleep at nights. It is morning now. Look at this
horse. It is mie. Wait, | vant togo to thebathroomhestops using thiablet).
Horse, you wait, todad, 16 ngoingtogo totheb at hr oom. 0
Turanrunsto the bathroom

FatherAdl 6 m comi ng.

In the excerpt, Turan intrinsically felt the need do to the bathroom
However, he tried to postpone it aswantedto continuewith the activity until the
last posdile moment. Then, hetopped usinghe tablet and askeus father for help
in thebatroom The i | dr e n &6 s tgcentime plaging avhea eeeditige
bathroom duringligital activities wasacommon observationThe other childrentoo
demonstrad endency.

The content ofthe digital activites also motivatedthe children in ther
expression of daily demands in some cases. Wherchildren saw someone doing

something that theglso wantedthey begarno demand itoo.

Hakanwaswatchng cartoons @ the television. The charactess the screen
wereeaing cake.H a k a arénss ar th researchewerechating.
Hakan:(turns to his motheriMom, | wantsomecake and wateb.
Mother:fiAre you hungry@

Hakan:fiN o , | 6But Ibhdiké some cake.Can ya kring me some

chocolate milk to8 0

Hakan liked eating in front othe television and he generally demanded
something to eat or drinkhilst he watchedHe hada tendency to substitute snacks
for meals as he did not want to discontinue the digital iagtiwhen he saw cake
being eaten thetelevision heasked for someake. When his mother asked whether
or nothe was hungry, heepliedfino,0 asthat would have meaihite had to go to the

kitchen forameal i he washungy.
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4.2 .Forms of Interactions

The cases were determined as the hapgsremerged in the period after
interactiors wereinitiated betweerthe parens andheir children.Then, ech case was
categorized as conflict osynchronyaccording to thedegree ofharmonyin the
child/parentinteraction Cases which incluadkdivergence betweethe parens and
their childrenwerelabeled as confligtwhereascases whichiepresente@ matchin
thec hi | dr paredssd agmedaldbsled asynchrony

This sectionaimsto presenthedifferentforms of interactions andlarify the
emergence of conflistand synchroniesoy addressindiRQ2 i Wh a t i's the fc
i nteraction between par ent s Delatedexanpless dr en
are provided for eacformin orderto develop a poirof view regardingheoccurrence

and evolition of the cases.

4.2.1.Conflicts

H a k a atbes andthe researcherwere watching television Hakanwas

playing a game on his tablet which ke wasdriving a car.

Hakan:ADrrrr, wuuuuuu, drrr@ O (tries to imitdethec a rs@ausd

FatheriSt op, dondét doo t hat. Dondét scream
Hakan:fil didnd scream. Iwas driving a car. Look, heré& a helicopter.

VUuuuun drmrmn.&

The excerpt presesd an example of acasethat included an element of
conflict. Ha k a atlieswasfwatchingelevisiona nd Ha k an éd itrhiet actair
sounddisturbed himHakan was driving a car in a digital game avab jusimitating
the soundf the car However,hisf at h e r 6 g0 swpmakingnobisedisrupted
his imitation.Hakan didnot think that hénadscreamegthinking insteadhat he was
justinnocently playing his game.

This section descrbes conflicts observed during digital activitieSome
example®f conflictandthecharacteristicthatled to theconflict casesre introdwced.
Thentheparens 6 and chil drends tactics for cop

are detailedthroughout the chapter
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Theparens 6 h a thstan@soflirecting theirchildren duringhedigital
activities. Some of those directionwecludedthe children fromcontinung with the
digital activities.Whenthe parenstried to controthe digital devicessuch as turning
adeviceon or off, turning the volumep or cown, or changing the chanfiapplication
theyoccasionallyencounteredyssynchronyf the children.

Turanwas playing a game His parents andthe researchemwere chating.
T u r a wtbes wanedhim to turn off the device he was using.

Turan iMom, can | playsomemore®d

Mom: fiNo, you have finished your tinte.

Turan iMom, come on, onenoreo

Mom: fiLets draw a picturenstead Come oro

Turanfii 6 m bor ed,tododravingoét want

Mom: fiNo.0

Fatheril 6ve sent the photo to your teacher.
Turanil 6 ve downl cedded that gam
Father:i T uitroff, come oro

Turan fiNooo, daaad. Daglesse? 0

Father:fiCharge it. When @& full, thenyou can play

TuranfiNo o o , | @wondt want

Father:iOoooww, ithas stopped working nowGo and charge d.
Turanstogedusingthe tabletand put iton the tableThen hdaid down and
startedcrying.

The excerptis typicalof the conflicts seen The parens wanted the childo
stopadigital activity, andhad toforce the child taurnthe deviceoff. Meanwhile, the
child wanted t@ontinue with thaligital activity. Theparens also directethechildren
as to theproper use othedigital devices during the activitieShefollowing example
was presented again asvisconsistedo bea good conflitexamplewherethe parent
warred the child and attermgd to intevene with thedigital activity. Howeverthe

child resisted at first. Therthe fatherhelpedmotivate heiin usingthe digital device
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more suitably. Finally, the child adjustd the deviceherselfbased on hef at her 0 s

directions.

Meral waswatching a cartoon ortelevision Then she staetdto crawl closer
towardsthetelevisionwhile her father and the researcher taéaboutsome

issueMe r adthérsontinud talking, butwarned Meral.

FatheriiHey, Meral, you aretoo closeMill hur t your eyies. Dol
thatclose Can you go bd®0o

Meral: fiwell, noooo

Father:iiPack your toys and sit her®love back, come on. Yes, @k You

can sit thereheno

Meral waits for a while, theigoes back and sits on the sofa.

Father:iYes, well done honeg.

All the exampleconflicts mentioned so faincludedparens 6 vemirtg enr
thec hi | dr e n 6 siesdnieach, bepdrensaaspirettosrmotlifytheirc hi | dr en d s
digital activities, but thechildren resisted thenHowever, thefollowing examples of
conflicts are different as theparens andthe children have changed roles. The
interrupters werethe children and theparens were tlose being interrupted.The
children wanted to attra¢he attention ofthe parens when they felthey were being
ignored. Thereforethey tried toattract attentio by interruptingthe parens. On the
other handthe parens sometimes tended to ignahechildrenand continuevith their
own activites Especially, Ela andurard s par ents i ntrtheirsi cal |

children sometimefdo oddthings to attrad¢ their attention.

E | safa@her: (parental interview trangipt) fiEla likes playing digital games
on my smartphone. I | et her when | h
mother and | do daily things, @re arerelaxing, we let her watch television
andplagameson t he smartphoneé Howeated,r, whe
she begins tgetup. For example, she comes astdrtsto explain something.

You havenowhereto escape, yojust have tdisten and talk to hed.

88



El ads father expl wannte dein Ehe apdteght.tAs ndency
underlinedoyt he chi |l dr ends tihretier p at igoringdligitala t & tetnrt a ©tn

activities,other childrerapart from Ela shared thisclination toseek the limelight
The following excerptis an example that ¢hresearctr observed in a home vidi
Meralb s f.ami |y

Me r a arénts ang the researcheterechating while Meral was playinga
gameon hi s f at h eVedlstarsde@eakingdudlyegarding
thecontent othe game.

Meral: iSausage, hot dogausagesausagé ! (shescreaned

The @rentsbothlook atMeral.

ResearcherfiWe are listeningo you.0

The @rentscontinue talking.

Meral: fi ldaad (shescreaned)

Father:iwhat is sausage?

Meral: i &nhdwich, ummmm ice creamo

The chating endsand theparens begin listeing to Meral.

Whenthe otherswerechating and did noshowinterest in Meral, she began
speaking loudlyn orderto attracthe attentiorof thepeople aroundier. Although one
person (the researcher)expressedan interest, Meral cotinued screaming until

everyonevaspaying attention teier. She was the winnen this conflict asthe others

ended theiractivtipbnd t ot ally engaged i n Meral 6s.

The cases presented were typical examplethefconflicts seen by the
researcher on the hw visits anddemonstratehe emergence of the conflictBhe
next section aimito clarify which characteristics ttie cases led to conflicts.
4.2.1.1.Characteristics of casdbatled to conflicts

Interaction betweethe children andhe parens duringdigital activities were
bothintentionallyand unintentionally initiatecandby the parens orby thechildren.
Subsequently, the initiations evolved into conflicts ayachroniesSome casesith

several characteristics haatendency to evolve into odlicts. Thesecharacteristics
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were passivexposure to djital technology, inappropriate content, multitaskiagd
theparens 6 ¢ o mmuunrelatedd thedigital activities
4.2.1.1.1Passive exposure

The firstfeatureof caseghatled to conflictwas themeansofthec hi | dr en 6 s
exposure ta digital technolog. Whenthe children experienced passive exposure,
their attentionwas divided into two parts One was thecontintance oftheir main
activity, whilst thesecondvasthe emergent activitpy means ofpassive exposure.

Thefamiliestendal to keepthe television always switchexh, irrespective of
whether someone was watching or not. Therefore, passp@surdo television, as a
digital activity, was commoplaceint h e f adaly lifa. B wa8 observed that
passive exposure distortade ¢ hi | d r digit@lsactivitiesn In a visitby the
researcheto Elad s h Blaweas playing chess with hetlier whikt the television
wasalsoswitched on. They were playirapess togetheand occasionbft looking up
at the television as they heard noisesn the program showing Somet i mes E|
fatherhad toremind heithat it was heturnat chessk | aather sdmetimewatched
thetelevision thentheywould regurnto playing chessE | a 6 s f anedtherole e x p |
of passive exposure mspostinterview. He implied that he was awardloénegative
influence of passive exposure. Although he did not ndraspassive exposure, he
described passive exposure situations such as watching televisiendndwing, or
playing chess.

When it @ame tothec hi | dr e ntélavisignexposurevdarig digital
activities, the cases were similar those involvinghon-digital games. Althouglthe
children engaged in a digital activity, passitedevision exposue distracted their
attention. Therefore, thehildren were unable to concentrate on their madingital

activity, asin thefollowing excerpt.

Meralwasplaying a painting gamen a tabletwith her mother. Thielevision
was on and therevas a music videplaying
Mother:fiMeral, choose red and color these dbts.

Meral: iMom, | colored here with k0
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Meral head some noiseBom thetelevisionand staredwatching the video.
Her mother staredwatching the video too. After a whileer mother turred
backto playingthe game.

Mother:fiDarling, now we can choose a frait.

Meral dd not respondas $iewaslooking at thetelevision In the game, her
mother chose a strawberry.

Mother:fiMeral, Meralo

Meral: (turns to her mothefAWhatd

Meral stopped watchinthe video andvent backo playing the gamenstead

However, sheatill occasonally lookedbackat the television.

Meral always likedo play gameswith her mother. Therefore, she waso
keen on painting with her mother. However, when she hibasbund of the video
from the televisionshe starteavatching it Her mother also watchetie television
with her. Then, when her motherentionedthe main activity(the game)Meral did
not reactWhenshefinally turned tohermother, she tried tanderstandhe situation
which was by then unfamiliar to heand askd an odd question. Passive exposare
television consistently interruptad EIla and
digital (main)activity.
There wereothercases similar to the concept tbfs exampleexcerpt. The
commorality wasthehindering rde of passive exposute theinteraction betweethe
children andheparens. Passive exposungterrupted theortinuity of the interaction
in any moment of digital activity. Wistit blockedthe emergencef interaction at the
beginning of cases, pags exposure weakened endedthe communicatiomuring
the digital activities. Passive exposure achieved this by distrabtiegh i | d thenés or
parens 6 at awaynftomtbenmain activity. ldwever, when it ame to active
exposure of a single digitalctivity, this providedthe opportuniy for the parens to
spend quality time witltheir children. Aspreviously mentionedhe children andhe
parens engaged in sharingith and scaffolding edcother in somef thecases. One
important feature ofuchcases wadoththec hi | dr ¢hapgarens @nadnot i vati on
and concentration on digital acti@swithout interruption. Therefore, it could be said

that interaction betweethe children andthe parens might beconsideed stronger
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when there was active exposureatsingle contentrather tharthe distortion effect

seen througlpassive exposure.

4.2.1.1.2Inappropriate content

The digital activiy dcententwas importantn terms of itsenrichmentof the
interaction beween children angarens. The content of a digital activity wasvays
the center of the interactiom this subsectioninappropriate content refeto content
which includes one or more otthe following; violence, sexud explicit content,
dangerous &haviors, hate speectr, offensive languagdn addition content which
included speechbr imagesconsidered too fagor children(e.g.,images movingoo
fast f o r underdevelopedey@ dracking and which demanded intense
concentration werdeemednappropriate content fahechildren.

Ha k a maréngswepechating and Hakarwasplaying a game on his tablet
nearto his father. The gameas about a superhero who crashes cars and
smasheshe houses okvil characters.

Father: iHakan, what is thaé?

Hakan:fil 6 riding a motorcyclel canevenfly with thebike.0

Father: (to the researcherfiNowadays Hakan prefers gamebBased on
mael str om. He plays counter, wa r
gamedownHakan, | have aeadache.

Hakandid not respod and continud playing.

Father:fiHakan, Hakan, do you hear nbe?

Hakan:(shoutsyiwhatd

Father:ATurn the volumelownHakano

Mother:fiHakan, come on, turn the volurdewno

Hakanstill did not respod. H a k a attieistou¢hd himontheshoulder
Father:fiSon, turn itdown, thenyou canplay.o

Hakan:AOof, aargh. | failed because of yau.

In the excerpt, Hakan hadtendency to play games which includetével of
anarchy andiolence. When his father directed htmturn dovn the volume, Hakan

did notnoticehim as the game included fasbvingobjects whichr e qui r e d
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deep concentration. Hakan was racing aaroytcle anchad toreally concentrag on
it. When his father repeated his direction, Hakanameangry with hm and shouted
back

4.2.1.1.3Multitasking

Multitasking referredo undertakingmore than one task simultaneoysiyg
has beemreviouslymenticnedat the beginning of Section 2(Rigital Technologies
in the Early Years It was observed thahe children sometimes had tendency
towardsmultitasking.The dildren engaged iperformingtwo taskssimultaneously
continung their main digital activityn addition to taking on a nevd¢sired activity.
When it @ame to the casan questiontwo different mititasking casesvereobserved
during the study. The first type was addingeavdigital activity toan existingmain

digital activity.

Turanwaswatchng television with his brother. After a whil€@uraninvited
his father to play with his tableand hs father accepd They at in front of

the television which was alreadpn, and begn  t o pl ay toget her.

direction was tovardsthe television.

Father:iTuran, whashdl we play®

Turan:fl will opentheClash Royale gama#ado

Father:iMurat (brother), where is the remote contol Can y o u
(the television)

Turan:iNo ,  duon it @ffio

Father:iWe can playhatpuzzle game. We downloaded it last weekend.
Turan head a noise and staeidlooking atthetelevision. Then, he loeklat
his father and bean to explain

Turan:fiDad Clash Royale is better, youseeo

Turan touchd the icon & Clash Royale. While the games opening, he
startedlooking at the television again

Father:AiWhich character will we seleai?

Turan dd not respod. He scratchd his nose and watchehe television
FatherfiYou watched too much cartostoday. Murai(brother), where is the

remotecontrdCan you turn it off?0
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Turan:fiNo. Okay,now we wi |l | attack with these
After a while, Turan lookat the television again

Father:fiTuran, its your turno

Turan dd not reply.T u r aath&rsookfut his phone andvent and sabn

the sofa. Turan contingevatchingthe television

This excerpt was an exampdd the first type of multitasking. Turan offed
to play a gaméogetheron the tablet andisfather accegd Whenthefather directed
thatthetelevisionbeswitchedoff, Turan declined. Then, when Turan heard something
from the television, he began watching it. Althougjie father warned him, Tura
continuedhis multitasking. However, Turansultitaskingdistorted the shared digital
activity beéweenhim andhis father. Thereforethef at her 6 s waasthev at i on
activity decreased and it led to his giving up the activity.

The second type of nititasking case consisted of a main digital activity and
an added nodigital activity. The added nocdigital activities weremainly eatingor
drinking something,or nondigital play which did not demandny significant
attention. Thekey feature of the atbd activity was that did not preventhechildren
from performingthe main activity. They especially tended to eat or drink something
whilst continuingwith their (main)digital activity.

The dildren likedto drink something dunig their digital actiities. Chocolate
milk was the most frequent beverage. On one occasion, Ela drank milk while she was
watching television. She was careful not gpill it. However, when someone
communicatedavith her, she did not respondmiove She wa close taninteradion.

Thefollowing excerptis another examplefac hi | dés mul ti tasking.

Hakanwasplaying with histablet and eahg cake. Theelevisionwas on and
the otherswerewatching it. Hakanwas not eaing carefully. He bitinto the
cake and thew the rest ofit onto the plate what still looking at tabled s
screen

Father:fiHakan, do noscoff your food Eat slowly, or youd | | the cakejp
Hakan dd not respod. He continud his digital playng whilst

smultaneouslyeating.H a k a rothes suddenly sbd up
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Mother: (geting angry) fiHakan, what did you d@of?0

Hakan @gve upeatingthe cake and contindeplaying.

His notherhandedhim a plate touse

Mother:(grumble3iCl1 ean t hescateifoa. Donot

Ha k a attteslteldfHa k andés hanaoodapnd Hakan st
Hakan:fil didn&@ do thato

When the children did noteat carefully duringthe digital activities, the
problemworsenedAlthoughthe parens warned themasin this excerptthe children
ignored their advicevhich resulted inconflicts being caused As the children paid
attention to botheating something and maintaining fiheactivity, they closd
themselve®ff to interaction withanyone.

In anothercase, Hakan was playing on his tablet and drinking chocolate milk
from a bottle. In addition there was a ctoon on the televisiomvhich Hakanhad
demandedalthough ke wasonly occasionally looking at the television. When his
mother andheresearchernried to initiatesomeinteraction with him, Hakan ignored
them. When he finished the milk, the researchedtdgaino initiate aninteraction
usingthe same questioithat timeHakan repliedo him. He stopped usinghe tablet
and continuedo only watd thetelevision.

To summarize when children engaged in multitasking, it preventeem

from truly initiating or maintaininginteraction with others.

4.2.1.1.41rrelevantmessagef interaction

The dildren weregenerally open to interaction during thigithl activities.
They particularly liked sharing about the content of digital activities. However, in
somecasesthe parens encountered problems while initiating interaction witie
childrenas theyweretoo concentrated on the digital activifijhe dildren sometimes
ignoredthe parens 6 a t tb eommunisad when concentraig intensely on a
digital activity. Nevertheless, if the communication was related to the content of the

digital activity, the children respondegbositivelyto theparens 6 i n tirgtiatianc t i o n

Hakanwaswatchng cartoons whit playing ona tablet.His nother andthe

researchemere talking, and hisfatherwas on the phone
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ResearcheifiHakan, did you play outside today?

Hakan dd not respod, and continual watchingtelevision

Mother:fl didn& let him as it was cold. But he escamayywayo
ResearcheiiiHakan, do you love playingutside®

Hakan dd not respod. After a while,theresearcher agkl another question
to Hakan.

ResearcheiHakan which do you lovemore, theelevision oryour tablet®
Hakan:fiTableeetpof.0

Mother:fi Wh i @ you lavemore, yourtablet or your fathé®

Hakan:fil6 motgonnasay. Look, & mplaying this gamd downloaded

The excerpiis an examle of a negative response afchild to a paren s
communication. There were several questions direatddakan during the digital
activity. Hakanwasnot interested in the questions which wereelated tathe digital
activity. However, after a while, he stoppedignoring the questions when the
communicatiorswitched to beingelevant to the digital activity.

To summarize, thechildren hadatendency to ignoraon-digital messages of
communicationresponehg only tomessagedeemedelewvant toissuesregarding a
digital activity. This inclination might stem fronthe children having felt that the
parens 6 i rr el ev anwas a thneatoutimei conainuanaehtheir digital
activity. Therefore, they mightave elected t@mnore those mssageswhich in turn
led to conflicts
4.2.1.2.Tactics inconflicts

In a case ofonflict, boththeparens andhechildrenemployeda way to cope
with thar opponent Theydefended themselves and tried to dictate tbein desires
usng a variety of tactics t@ain advantage at the end of the conflidbwever,the
parensd and the chi | dr end s t a ct that stenmhed dkfom dhef f er e
characteristics othe two siles. While the children preferred crying, whiningnd
insisting,the parens were capable axertingtheir authority.At the same timehoth
insistently repeated their desires when they vbeiagignored.

Although the children andthe parens used differentaictics during the

conflicts, presentingpoth tacticiogether could provida broader perspective as they
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are interrelatedThereforethec hi | d r thepdrens @ ntdacti cs wer e
Frequency, raaning and descriptions dfhe tacticsare tken presented in a unified
table.Next, some conflict casese detailedn orderto show theencounteof the two
sides.

Naturally, the children seeradweaker whenin a conflct with aparentand
thatinfluencedtheir tacticsThe diildren usedseveraktrategiesn orderto cope with
the parens in terms ofgainingan advantage at the end atonflict. These strategies
were ignoring, shouting, crying/whining, moving away, offertoginish, offering
once more, insisting, fudgingyssynchronyand explaning or reasoningAs for the
parens, they were the authoyifiguresduring conflicts. Their tact&were repeating,
explaining, providinganalternative activity, ownership of the digital device, time and
space restriction, physical contact, and naoaciable7 presents brief description
ofthec h i | cmdparedsstactics.

Table7: Tactics of ChildrerandParents

Tactics of Childrenr{ = 128) Tactics of Parenta(= 78)
Tactic Description Tactic Description
Ignoring Ignoring commands and Repeating Repeating directions
(36.7%) directions of parents (38.47%) insistently
Shouting Shouting, screaming to Explaining Explaining the situation
(5.46%) dictate (16.67%) to the children
Crying/ whining  Crying/whiningwhile Providing activity Motivating children for
(7.80%) talking (14.10%) an alternativeactivity
Moving away Taking digital device to Ownership of Using the power of
(9.38%) become physically digital device ownership
inaccessible (8.97%)
Offering to Offering to finish the Time & space Restricting
finish (3.13%) activity when disturbed restriction use in point of time and
(7.69%) space
Offering once Demanding one more Physical contact Touching children
more (2.34%) digital activity (3.85%) while interacting
Insisting Insisting to push their No action Aborting and going
(4.68%) demandonto their (10.25%) back
parents
Fudging Detaining or huddling
(3.13%) commands of parents ta

maintain digital activity
Disagreement Expr essi ng

(25.4%)

Explaining/ Explaining and
reasoning negotiating the situation
(2.34%)
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As can be seeftom Table5, the childrenemployedseveral tacticen order
to cope withtheparens duringtheirconflictswith them Whenthechildrenwerefaced
with a conflictin a digital activity, theygenerallypreferred ignoringhe reactions of
the parens andcontinuing withthe digital activity asf the reaction othe parenthad
never occurred The children also screamedor shoued at theparens to defend
themselvesAdditionally, thechildren cried or whinedhile talking in conflics. They
sometimes changed thgdhysical position as if to attempto become physically
untouchableMoreover, they chose negotiating witie parens by offeringto finish
the activityin dispute, agrdag to justone more digitahctivity, or explaining their
demandsThey occasionally insisted updmeir notions and desires during conflicts.

The parens preferrednegotiating more tharhe children. They tried to
explain the situation tthe children and solve the problefihey offered alternative
activities instead dhedigital activity. They usually utilizedhe tactic of offeringome
additionto the negotiatin. Whenthechildren ignored theare n tegdtiationefforts,
they repeaté their directions and comments insistently. addition they would
physically touchthechildren(e.g.,.p| ace a hand o n whiletaking hi | d o
to them. Touching was a reference to the authoritheparens. However, when the
parensfailed at theirnegotiation, theyould employstricter tactics. Thegometimes
declared that they wetbe actuabwner of the devicéeing usedandthatthey were
thereforethe soleauthority to decide whethesr notit could be usedThey also
restrictecthe duration and place dhec hi | dr en 6 s @urgrisingly Whera ct i v i
some parents felt that thepuld not copeany furtherwith the children, theywould
retreat andake no furtheraction relatedo the conflict.In that case hey accepted the
win of thechildren.

As stated previouslythe conflicts included struggles betwebe childrerd s
andparens 6 t Bathtparteeswouladhoose their tacticbased on theituation and
their o p p o nstrategiéss Théollowing excerptis a good examplef a conflict.

Father:fiEla, you finished your turiNow turnit off.0
Ela dd not reply and silently continge
Afterwards,E | afaiher tried again. He triel to take the phoneut of her

hand butEla wouldnot giveit up.
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FatherAiE | aEél aGan | ask pu a question®

Ela still did not reply.

Father:fiEnough Give me the phone.

Ela runs away and gode another sofa

Father:fiEla. Who am | talking to? Elao

Ela proceeds tmpen another gameithoutsaying anything about the issue
Father:AiOkay, then Iwill not give you my phone anymar&ou are banned
from using itd

Ela, seemingly disinterestemitated the soundsf the game

E | aabher bdk the phoneut ofher hand. First, Ela sited athim, but hen
shestartedcrying.

The casestarted witithef at her 6 s direction to El a. How
the idea ofturning off the device. She ignored his direction arwhtinued withthe
digital activity. Then thefather repeated his directidar herto stopthe activity. He
tried toexertforce andphysicallytake the phonérom Ela, and also shouted Bla,
but sheignored him againWhenthe fathemrepeated his direction, Ela moved away
fromhimt o anot her sof a.himAabainde exgdsseda futiregnor i ng
limitation. This threatffectedEla. Although she did not say anything, she changed
the applicationHer father saw the effect and went further by usivegtermfbano Ela
startel making thewhimpering sounds of the game. She seewgtiadterested and
ignoredher father However, she wafsllly aware of everythingn the endthefather
used force anghysicallytook the phone from El&he thenooked up smiledatfirst,
but then she started crying.
It was seen that althoughe childrenmay havagnored thgparens and their
directionsthey were aware dheparens 6 a oAthendhaydelt that solely ignoring
the parens wasineffectual in resolving @onflict, thechildrenemployedalternative
tactics simultaneouslyn orderto gain the advantage For example the children
sometimeshouted as a means défendng themselves when thdglt under pressure.
Thechildrentried to dissemble the facts which they knew but didiketto mention.
Thefollowing excerptshowsHa k a n 6 s at hissvatgring eyesas hanvanded

to continuewith the digital activity.
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Hakanwasplaying on his tabletalongwith the researchetd a k a arénés p
werewatching a series orielevision

Hakan:fiWe are in a foresi.

Father:fiHakan, when will yowstop?0

Hakan:il  wi Il finish | atuse6o. Now | 6ém buil
Father:fiYour eyes are getting worse again.

Hakan:fiNo they arenot (shouts)Do n 6 t  I&e agliat 0Y o u

H a k a atleskacksdown and continugktowatchtelevision

While Hakan was explaining the game to his sistisrfather askedHakan to
stopplaying withthe tablet. Hakan claimed he would close the device when the game
ended. Thenhis father explainedo him that he had teurn it off as his eye$ad
bemme watery and redAlthoughHa k a n 6 s mdeedsed ancwateryHakan
refusedto adknowledgeit and shoutedack athis father. WherHakanshouted his
father stepped bacK.he fathermay havethought that ifhe pursued it todar, the
problemcould be exacerbatediftert hat , Ha k a mofartheraztiohamd t o0 o k
turned towatchthe television.

Eatingwhilst watching television generally csisted ofa snack, fruit juice,
or someassorted nuts. However, eating beha/gmenduring tablet and smartphone
usaee differed somavhat While the children demanded a substguneal or snack
whilst watchingtelevision they tended to refuse eating in digital aciegtvhichwere

based on the usage o$martphone or tablet.

Turan was playing on a tablet in the kitchenHis nother was prepaiing
dinner for the family. Howeveiuran refusel to eat bdore finishing his
game.His nother aslked Turanto stopplaying several timesut Turandid
not reply. Thenhis mother staréd feeding himwhilst Turan continuel to

play.

This is an example of a confliciccurringduring a meal timeTuranwas
playing on the thlet in the kitchen. When the dinner was ready, his maiffered

him the alternativef eating a meal tplayinghisdigital game. Shasked hinto turn
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off the tablet and eat his lunch. HowevE&uranoffered back thathe would start his
lunch afterfinishing his game.His mother repeated insistently that he hadutm off
thetabletand start eatingis lunch Turanrefused. Thenhis mothergave up asking
him and started feedinguranwhile he was playing
The dildren offeredto finish a game as a delaying tactia. this way, they
both acceptethedirections otheparens andmanaged to continue witheir activity.
Howeverthec hi | dr ends of f e rfustfinisleng the actvity. They mi t ed t o

sometimes wanted to play one mgameas well, such ai thefollowing excerpt.

Hakanwaswatchng cartoons ortelevision When the cartoons finisdd, he
askedhis mother..

Hakan:fiMom, can | play aothergame®

Mother:fiNo, you cannot. It is too late today.

Hakan:fiCome on (ries to take the phone)

Mother:filt is out ofcharge If the alarm does not wotk themorning, what
will I do?0

Hakan:fiOne more, pleas@jstone mored

Mother:fiNo,y o u  playa 6 t

Hakan:iltéssounf ai r ! o

Father:iGive it up Hakan. | will open a cartoonrfgou. Lookb

Hakan gves up and starts watchiriglevision

Hakan asked his atherfor a chancéo playagame on her phonelis mother
refused him andxplained her reasohlowever,Hakan requested insistently and tried
to take the phone. Thehis mother explained one of her reasdodHakan once more
Although Hakan insisted, sheontinued torefuse him. Aferwards,H a k afatlées
offered an alternative. Hakatcepted thadnd started watchinglevisioninstead

The dildren alscemployedthe sametactics in the case of conflict with their
siblings.They used the strategies to defend themselves agaiinstitiegs andheir

parents.
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T u r a arénts anpgheresearchemwerechating. Turanwasplaying on the
tablet while his brothewas playing ontie smartphoneHis brother waned
to play on the tablet because its scraes wider tharthat ofthe smartphone.
Therefore, he wartthetablet fromTuran

Brother:fiTuran okay, when we finish this game, we willvapdeviceso
Turan iN000.0

Brother:fiTuran is it okaythatwe changenow, orshdl | goandtell dad about
you.0

TuranfiNoooob | donét aant to change.
Father:fiTuran you mustchange after two minutesp you havejust two
minutesmoreo

Turanil dondét wa {continues playihgh n g e
Mother:fiOkay, (seriously)changenowio

Father:(goescloserto Turanand touches his shoulddiJuran change it, or
your mother will take albf thedevicesawayo

T u r a mthes stabedtouching the tablét s  s.@uraestartedcrying and
gave upusing the tablet.His father stared apologizingto T u r abrothes.

Turantook thetablet andwentoff to another room

The excerpisane x ampl e of chil drenés canflici
digital activity. Turartd s br ot her want eldoweéverTueardordtty n ge d e
refused himWhen T u r abmother demanded helfgpom their father, the father
providedTuranwith someextra timeso aso convince himHowever, Turanrefused
thattoo. The rother took heatromtheirmot her 6 s d irtedetauchingptre a n d
tablet. Turanbegan crying and gave up the tabldis tactic worked He ended up
taking the tablet again and went away.

Thechildrenalso used fudging to distrattteparens 6 attenti on i n
When they were directet eating, ckaning, orthe gatheringup of belongingsthe

children delayed #e tasksas a mean® smootling overthe conflict.

Meral was watching cartoors on televisionand the parentswere chating.

Me r a | Quere stresvly about ovethe carpet.
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Father:fiMeral, can you gatheup your toys®

Meral dd not respond.

Mother:fiHoney, gatheup your toys and/ou canwatch latero

Meral staredgatheringup hertoys whikt alsowatchingtelevision However,
she @ve up after puttingust four toys into the bgxthen sle continue

watching.

Inthsexcer pt, at first, Meral ignored her |
mother asked again, she started gathemmdnertoys. She alsacontinued watching
television Whentheattention othe parens was distracted, she gawecollecing the
toys andcontinuedwatchingtelevision In this conflict,the parens did not realize her
fudgingtactics However, in some casdbgparensdid noticethec hi | drends fudgi n
and directedhem onceagain. Neverthelesghe children usd this tacticin orderto
continue withthedigital activity.
To summarize the children andhe parens employeda variety of tactics to
cope with the opponentin a conflict The parents used the tacti¢ts direct their
children ando transformthechil dr e n 6 s n e giatb positge ones. ©Opthen s e s
other handthe children employed ths=tacticsas a meant defend themselveas

well as to continuer initiatea digital activity.

4.2.2.Synchronies

The dildren andparens initiated many interetions duringthe digital
activities.As previouslyexplained, wenthe desires and demandstag children and
parens wereconfronted, the interactions evolved into askconflict. On the other
hand, wherthe objectives and reqgés of the two sides@vecomplementary to each
other, synchronybetween the partiesvolved The main difference between conflict
andsynchronywas thathechildren orparens acceptedtieo pponent s6 demands ¢
directions, andesponded in accordanwéth thar o p p 0 ndegiréss 0

This section aimto demonstratéhe occurrence osynchroly cases during
thedigital activities.First, some typical examples s§ynchroniesre presented. Then,
several features dhe cases that led teynchronyare clarified.Finally, the straegies

used insynchronycasedy the children andoarens are detailed.
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In a typicalsynchronycase, eithethe children orthe parens wereengaged
in a digital activity.Then, onepartyinteracted withthe persorengagedn the digital
activity, and he engaged person positively responttettie interactionThefollowing
excerptis a simple exampléor thec hi | dr ends apprapaens @t e r «
directions thatncludedsynchrony

Hakanwasplaying a car racing game on his tabl@the dherswere watching
afilm onthetelevision

Hakan:fiD a d , |l 6m passi n@gheimitatedthece and s)n s onnd
FatheriDo n Gesh & r

Hakan:fil 6 m ‘Viuresnbnpnpdrrnnnnnnnro

FatherfiHakan, turn dowthevolume. Ic a mridérstanénything of thdilm

| 6m wad chi ng

Hakan turred down the volume. However, he contidureaking the sounds
imitating the car in his game

Hakan:iYees,drrnnnnnnnto

Ha k a atlteslooledathimandp o k e é

Father:AHakan, ssshha.

Hakan stoped making the soundsid continud playingthe game

Hakan was playing game onhis tablet. Howeverthe noise of his playng
disturbedhis father. Firsthis father askedim to turn down the volume and Hakan
accepted his request. Thds father demandethat henotimitate the soundsf the
game. Hakan also acceptdts demand and stoppeaaking the noiseAs a result,

Hakanand hisfathercalmly continued with each daheir own activities.

The following examplesare based orparens & esponses to <ch
demands and desirdsrst, Merald e ma nd e d h e rtoacheet &geal. Bhen, he | p
Turantried to engage his father inlis digital activity.

Meral was playing on thetablet. She shok and reversd the tablet.Her
mother watche her play for a while. TheNleral askgor her kelp.

Meral: iMom, | will cook a chicken. | want sawcefor it.0
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Mother: iMeral, you have tealtthe egg. Slideomatoesquickly. Do you

remember it@

Meral:il 6m tryi ng. Now, |l ook, I|like this?
Mother:fAYes, now scramble the eggs.

Meral: filOkay mom, | will cookthechickeré o

In this excerpt Meral attemptedo prepare aaucefor cooking a chicken.
However, she couldot achieve iton her own, and sought thelp of her mothemwho
accepted her requester mothergave tipgo Meral. Then, Meral tried agaandwas
able toachievethe task Her nother continued scaffoldinyleral, and they both
worked in accordance with daother during the activity.

The following excerpt portrays aparenés positive response tac hi | d 6 s

invitation tojoin adigital actvity.

Turanwasplaying on the tablet aloneHis fatherwaswatching televisionsat
on the other sofaluranwentto his father.

Turan fiDad thereareno more horses.

His father turredto Turanand staredlooking at the tablét s s.cr e e n
FatheriHmm, Turan how many horses are thede?

Turan ANo more horses father. Look, | have twaibeshere This is a bed
andl cook hered

T u r aath@rdistefed tohim and watchd his acts in the gam&uranwas
sitting nearto his father

Father:fiCan you build achool®

Turan fiN o , 0 canodot .

Father:AiBut you have many resourcasc t u @l | y é

Turanwas playing alone. Then, he tried to engage his father in his digital
play. He showed thgameto his father and explained about the contetms. father
gave up watchingelevisionand started talking tduraninstead He asked questions
about the activity and watchelduirard s  pAfteatiie.fatherhad observed some of

T u r glaying theycontinued withthe digital activity together.
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As previously statedsynchronycase includel the complementamyatureof
boththec hi | dr pareiissd aanttdbosh sideshavingbehaved correspondingly
to the otherIn synchronycases, iere were some characteristicstioé cases that
supporéed the complementary naturef the acts.The following sulsection airs to
demonstrate #characteristics of cases which ledgyachrony
4.2.2.1.Characteristics of casdbatled tosynchrony

There were some characteristics of cagest enriched theconcordance
betweenthe parens andthe children. These characteristicac be divided ind two
types First, some features of the digital aciegtprovideda supportive atmosphere
for synchronybetweenthe involved partieswhen the digital activity was sed to
scaffolding, or ensurethe acive engagement ahe participants, the case hale
tendency to includeynchronyThe secondypewa s t he mood of the d
participantsWhenthe parens and childrenvere ina good mood, they tendéaimore
positively respondo requests iad expectations.
4.2.21.1.Nature of digital activity

Thedynamics content, and flow othe digital activitiesplayedakeyrolein
the interaction betweethe parens andthe children. When the activity provided
opportunities for interaction, negotiatioand cooperationthere weresignificant
prospectdor the activityp participantgo spend quality time togethe€8ometimesthe
childrenrequiredscaffoldingfrom theparensin terms ofexploring, problem solving,
thinking, decisionrmaking and learmg during the digital activitiesTherefore,the
nature of the digital activities was importaotbringing thechildren andhe parens
together for ceviewing andJME, which weretheforms of scaffoldingeen during the
home visits of thetudy

Scaffoldng was themost frequently observed phenongin synchrony
casesCoviewing andJME emerged durig digital activities which requiredassing
control to the child, and also necessitatedctive engagemeniCorrespondingly,
negotiationand communication oaarred whilst scaffolding, and led tsynchrony
betweerthe children andhe parens.

Thefollowing excerpt exhibdg how a joint media engagement oaaatwith
a cooking gamewvhichincluded alternative ways proceeding angrovided different

optionsrather thanafully-structured flow.
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Turanwasplaying a cooking game with his mother.

Turan:il 6bmak ng a cupcakemenuddl | show you t he
Mother:fiOkay,sol choose thigype ofcake. Can yobakethatd

Turan:fil can cook thisvholeme a | f or ggogufor cobking the u s e
chickens. | &m por eparing the sausage.
Turanshowedhis mother

Mother:fiOkay, that seems good.

Turan:fiNow, we use sugar, saéthdf | our . Now |Idm mi xi ng the
Mother:fildon 6t | i k e ,Tuvao. Nowucookit s al t
Turan:iltisc oo ki ng. | 6m pPreparing the plate.

Mother:iLet 6 s pr epar e oo Opehthatpadecclick theeeu r me a |
There are onions, peppeasidtomatoes

Turan:fiYou canprepare. Slice the=0

Tur a n @tker ghicel up the virtual ingredientand prepare the salad in

the game. Turan watctdner.

Turan:fiMom, it is ready. The chicken is readly.

Turan Dok the tablet and serdeupthevirtual meal in the game

This digital activityis a good example to show hdhe nature of content
influencedthe engagemet and cooperation dhe participants. When Turan talked to
his mother, she encouraged him dedameactively engaged in the digital activity
addition theycooperatively negotiated regarding {ie@paration of theneal.It was
shown that content wbihis engaging and provedadaptive scaffoldinganimprove
thequality oftheinteraction Moreover,scaffolding was observed wkik siblingwas

engaged iradigital activity.

Hakanwasplaying a problemsolving gamewhich includel opening doors
with specific keysand basic addion and subtraction problems dhetablet.
H a k a sisteis(Didem) and the researcher watctidHakan play, andhis
father was busyusing his smartphoneA cartoonwas being showron the
television

Hakan:fiYes, | did ito
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Resarcherfil think you must go down and turn right. Then open the door
and click here

Hakan:fiNo, the ghostwill see the lightSo,| will move hereo
ResarcheriiYou must move there to open the door.

Hakan:fN o , you wi |Avw, 6 doesid n owoéyds,d did it, |
opened the dobr o

ResearcheifiOkay, so what will you do next? Can you explain this game
me?0

Hakan:fiwe will go there and colle¢hekeys, therwe canopen this dooa
Sister fiYou must solve the problem on the computeked to thedoor. It
hasa password

The password is the answertheaddition oftwo plusthree. Hakarattempted
it several times

Hakan:fiOh, n@o.0

Sister fiClick five. Thats the answeo.

Hakan:iFive®

Sister fiNow, write that code below. Zero, two, Six.

Siste: fiGiveit to me, @l doit.0

Hakan qavethetablet to his sister and statiwatching her playhe game

In JME, the children shared tabletand smartphorseby letting someone
watch, negotiategr guidetheir efforts on aligital activity. Furthermorethey shared
devices when they were unsuccessful or edesbmeéhelpin orderto achievea goal
of the digital activity. Thepreviousexcerpt wa a typical occurrence of the Jiyi&nd
included showing and explaining the activity, askioghelp and engagmparens in
thedecision makingo ado achievethe goals of the digital activity
4.2.2.1.2Communicatngrelated to digital activity

Some @rentdecameaawarethat it was easy to communicate wiltiechildren
when talkng aboutthe digital activity. They knew thatthe children would most
probablyreply when they talkd about the content on the screensomehing else
relatedto the digital activity.Besides, thgarentsguessed thathe children would

likely disagreewith their advice and warningg they were todirectly express
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themselvesThereforethe parensfirst initiated communication relevant to the digital

activity of thechildren and only hen turned to their actual subject.

Ela waswatchng television.Her parents andhe researchemwerechating.
Her father looledat theclock

Father:fEla, it istime for yourmedicine. You musgo andtake it in the
kitcheno

Elaignored himand continud watchingtelevision After a while
Mother:fiEla, what is he doing? Is he writirg?

Ela:i T hape rpan is drawing a snowman. It wilbme aliveandtell a story
to thechildreno

Mother:iGood, now go to the kitchen and takeur medicine honey, come
ono

Ela: iOkay, | 6m comidhg back soon.

When EIl abds father dir etehime Howdver,hey EIl a di d
mother startedff by talking about the conteshownon the television. Ela engaged
in interacting with hemotherand explained the content. Thér@rmother reminded
her togo andtakehermedicine. As Ela was actively interacting with hesther, she
did not ignorethe request. Wherk | amither observed that Ela was in active
conversation with her, shveas ableo direct herin afriendly way.

Inthepost nt er vi ew, Tunads mother wthkpl ai ned h
her son. She said

| think Tuna loves sharing what he is doing thet a b | Hetagks me

questios about his plaing. When he begins communicatimdeel that he is

opening ugo me. Therefore, | shaie his playng so ago attract his interest.

I askhim questiors andhe replies, then ¢andirect him easily
4.3.Interaction Strategies

This section addresses RQ3 fAWhat are th
parents and their chil dr e nthebpecific strategeés gi t al ac

used bythe parents ad their children in conflicts or synchroniese detailed.
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4.3.1. Reslution strategies of conflicts

Eachconflict hada specific resolutionr(=89). However, thee could be
groupedinto threetypes The first type of resolution stratggvas submission ahe
children (34.80%) meaningthatthec h i | denterad dhearrangment themselves
according tothe parere 6 demands or vV i aypepod resolttien. The
strategy waparenal submission (53.92%jyvhich referred taheparens 6 accept an
ofthec hi | dr e n 6 se thtceresalutiah strateglfype was mutual rgolution
(11.28%)such asvhenthe parerg and childrefound somemiddle ground andgreed
modificationsto boththeir original positions.

4.3.1.1. Child submission

The firstresolutionstratey type was sefadjustmentby the children. The
childrenwere observed to haused several tactics in itheonflicts with ther parents
However, theywere unable t@ope with theparens 6 t, ard tleretoresubmitted
to thar parentdwill. This strategy demonstrated the superior powahefparats.
Thefollowing excerpt show thetypical emergence dhec h i | dearemgénsenf

their position.

Hakan was playing on his tablet whilst the others were watching television.

His father lookd at Hakan and noticed that he was looking at the sdireem

much too close a distance

FatheriHa k a n , dondt | o d¢hatclosd. You Wwilehursyour e e n - f
eyeso

Hakan ignored him and continued with his activity.

Father:fiHakan, Hakanmovethetabletawayfrom your eyes

Hakan moved the tablet andrtinued with his digital activity

At first, Hakan i gnor e disfdthersinsistenttyh er 6 s
repeated his direction. Hakéimenmoved the tabletbackaway from his eyedinally
following the directions of his father.

Pa r e mlitections that commandettheir children to turn off the digital

devices occasionallgnded inconflict. The following excerptis an example o&
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conflict that occurredollowing aparend s d i forethe@at child to stop adigital

activity, andthechil d éventualsubmission at the end of the conflict.

Meral was playing on her tablet in the kitchen. Her mother was preparing

lunch for the table. When it was ready, she invited Meral to sit at the table
Mother:fiMeral,lunchi s r eady. | 6spapfocyow k ed t omat o
Meral: fiYou start, | will come lateo.

Mother:fiHoney, come tdhetable. Pleasstop playing novo

Meral: filt has not finished yet, waidt.

Mother:fiNo, we are waiting for you, be quick, coteethetabled

Meral whinel, gave upusingthetablet, and bean eating.

Mer al resi st ed her wantedtoboatinugdayirdguntie ct i on as
the gamewas finished However,her mother did not accept waitirfgr her. Finally,
Meral gave upsingthe tablet and joineth the meal.
The parerg always seemed stronger théme children during conflicts.
Therefore the children hada tendency to use more psychological tactics. However,
sometimeghe parerg exertedtheir authority by using direct foraa showing their
anger to the children.

Turanand his brother were playing using a tablet and a smartphone. Their

parents and the researcher were chatting. Their mother looked at a clock on

the wall, then she turned to the childre:
Mother:fiThat is enogh, yourtime is up.Time to stopo

T h e b otlyestied tm take the devices away by force, but the children

start screaming.

Father:fiMurat (brother) s t o p (loaking!serious)

The brother gave up using the smartphone

Father:fiTuran, you too. Looktane.Stopwhen | sayo

Turan:fiNooo, | have five more minutes.

Father:(seemingly nervousjTuran,stop. Doagssay,st op now. 0
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Turan gave up using the tablet and started whining. His father took away and

closed the device

Turands mot $ing forcdoitake svwaythie deviaesl Hawever, she
wasunsuccessfulThe fatherthen exertedhis authority taMurat (orothe) by looking
at him. Then, Turan disagreed witis fatherand demandednore time.The father
thenused Is psychological force andufan gave upisingthe tablet. Therthefather

removedhe devices.

4.3.1.2.Parentl submission

Whenit came toparenal submissionthe children sometimes pushed their
desires and demands tonthe parerd. In some conflictsthe parerd adjusted
themseVes. Insuchcasesjt was thechildrenwho ended up as thebsolutewinner,

doingwhatkevertheywantedsuch agontinung or initiatinga digital activity.

Mer al was ©playing on her mot her 0s
resarcher were chatting. Nobodshowed any interest in Meral. Therefore,
Meral tried to gain the attention of the others.

Meral: (loudly) iThere is a tiny cat, tiny ca.

The others ignored her and continued chatting

Meral: fiThere issomemilk for thetiny cat. Drink itd

The others gt ignored her, so Meral went to her mother

Meral: iMom, look It&s a lovely cab

Meral was sitting near to her mother and showed her the screen
Mother:fiOh, what is the a hane®

Meral and her mother talked abotg activity. Her father and thesearcher

continued chatting

When Meral realized that nobody wsisowing anyinterest in her, she tried
to gain some attention by making @mark. However, her firsattempt was
unsuccessful. Then, she directly commurechtvith her mother and showed gteeen
to her.Her mother theigave up talking téhe othersandshowednterest in Meral and

her digital activity.
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El ads father was watching a documentary
father and silently took the rergocontrol

Father:fiEla,h a v eg/oualtreadywatchedtelevisiont oday ? Let ds turn d
the volume. Give ito meo

Ela:AiNo! ¢she then changed the channel)

Father:fiYou watched at your aubitsSo, give méackthe remote contrao

| canwatchthe news.

Ela pushed away from her fatheytther father did nothing more. He began

talking to Elads mother, whilst Ela cont.

This excerptshoweda conflict where Ela changed théelevision channel
whilst her parents were watching itler father opposed heglbutElastill continued her
action. Shanovedaway from her fatheand hegave up directing hemal adjusted
hi mself according to El abés desire.
4.3.1.3. Compromise

All of the aforementionedesolution streegies had result where there was
one loser. However, some neguaitbns duringhe conflicts demonstratedettlemerg
with awin-win statusfor boththe children andhe parerd. Whenthe parerg andthe
children adjusted themselvesdightly, the compronse strategy waseento be

productive for both sides.

Ha k a n érgs apddhe researcher were having a discussion while Hakan
was watching a fairytale on television. Hakan took the remote control and
turned up the volume

Hakan:fiYou are too noisy, | camot hear, argh!  ¢heturnedthe volumaupa

bit)

The parents comiued talking and Hakan became angry with his father
Hakan:fil6 neelling you | cannot head!(starts turning up the volume)

Father: iOkay, you watch, and wé Itdlk. Enough, nev turn down the
volumeo

ResearchefiwWhat are you watching Hakain?
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Hakan did no reply, but turned down the volume and continued watching.

Hakanb6s father began to speak more

In this conflict, Hakanwanted to continuavatching television, whilst his

fatherwantedto continue talking. At the beginning, Hakaacameangry andurned
up thet e | e v vokimeo Hodveverthe moveled to the situationworsening. His
father began talkingven louder. Then when the two sidegventuallyadjusted
themselves, both sideame out awinners. Hakan continued watchitejevisionand
his fathercontinuedchatting with the researcher.

The parerg offeredthe children a mutual solution in some conflicésdthe

childrenacceptedhe deal. Therefore, compromise occurred when the two camglict

sides adjusted their positism the conflict.

Turan was watching video on YouTube, while his mother was preparing a
meal. His father was relaxing and sometimes looked at the screen and
controlled what he was watching

Mother: fiTuran, the meal will be ready soon. Therefore, it is time to stop
watchirg your video. You watched too much todalyeadyo

Turan did not respond, and he continued watching his video. His mother
warned him again whst she was serving up the meal.

Mother: fiTuran,come and sit nd to your father. You have been watching
videos énce the morning

Turan:iMo m, |l don®t want to eat.
Mother:fiNo, youhave toeat,stopit now.o

Turan:fiNo, | want towatch this vide@

Mother: iiOkay, pause it. When you finish your meal, you can continue
watchingo

Turan:fiOkay, wai t, itoddm pausing

Turan paused the video, relocated the tablet at a point close to him, and began

eating.
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4.3.2. Strategies in synchronies
Both the children andthe parerg becameanvolved with synchronies during
their digital activities. They methrough shareccommoralities and behavedn
accorgancewitre ach ot her 6 s de s iSavezad syncldomynsaatediss, and ac
emergedacrossthe observedcases of synchrgn(n=73). These strategies were;
(i) following instructions (27.40%), (idkccompanying (47.95%), andificooperation
(24.65%). Each strategydefinedin the following subsections, along wigxamples.
4.3.2.1. Following instructios
The first strategy wadased on thehildren andparens following each
othe® snstructions.Instructions of bothpartieswere prevalent duringhe digital
activities. Thereforethechildren andhe parergoftenencounteretheinstructions of
the other party. I n the case of synchronies, they wel
and behavedccordinglyin harmony with the intsuctions. Howeverthe level of
complianceto the instructions were natll the same. Thereforéghe strategy of
following instructionsis divided into twq as fiobedience) and fiselfseeking of
parens.0
4.3.2.1.1. Obedience

Turan was playing a game ohd tablet. His father was watching television

and surfing the Internet on his smartphone. The phone emitted abeep

sound as an alert to a | ow battery <char
Turan;

Father:fiTuran, do you know where the charges ? Ithe dable i the

kitchen downstairs. Can you bring it to me?

Turan:fiOkay, dad Il goGand get ib

Turan stoppd using the tablet and went downstairs. He returned with the

charger, singing as he came back.

Some instructions required sslicrifice of the personbeing directed.
Therefore, the directed person either terminated or altee@dhctivity in parallelwith
the given instruction. They wouldtotally or partly changeheir point in the digital

activity in orderto follow the instruction. In th@reviousexcerpt,T u r afath@rs
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directed an instructioat Turanwhich requiredTuranto sacrifice his digital etivity
for a short amount of timeAlthough the children tended taontinuetheir digital
activity during observations, Turaomplied andyave up his tableto go and fetclthe
chargerunit for his father Turanfollowed the directioneventhough it requirechim
to terminae his digitalactivity, albeit temporarilylt was not onlythe children, but
also the parerg who presentedexamples ofthem sacrificing their activitiesto

accommodate the h i | dequestsasin thefollowing exceryt.

Meral was playing with her toys while her father was watching the news one
evening on the television. Her father occasionally commented about the news

to Meral s mot her . Ela gave up playi nc
television. After a while

Meral: fiDad, open a cartoon, | want to watch cartodns.

Father:fiwhich channel do you want to watch?

Meral: iOpen Channel d.

Her father opened the chaginthat Meral had requested.

Meral: iiOkay, 18] watch thisoneo

There were some synchrony caseswhich the parens terminatd their
activity astheir childrenhaddirected them, as in thaeviousexample. When Meral
demanded to selet¢he contentshavn on the televisionher father followed her
instruction and he ended hisvn activity completely When it ame to alteringan
activity rather than terminating full, the parentsnd children occasionally changed
their positions inregard tothe digital activities. These cases included instructions
which did not requiréheendingof adigital activity. Thereforethechildren frequently
accepted these directiomsorder to continue witkheir own digital activity.

Hakan was watching television whikstting on the sofa. His parents were
chatting. Hakan stood up and started walking around whiksb avatching
television. He stopped in front of th

mother looked at him.
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Mother:AiHakan, come baclGo st backon the sofa and watdh from there.
Donot itfronotko clased
Hakan went back and sat dhe sofa. His mother continued chatting with

Hakanods father.

The excerpts an example of synchrong which Hakan easily folloedthe

directiors of his mother.The directiors she gavelid not demand a total change in

Hakanodos digitaltaedthvst ymot Rankinrhewakclengap st and
television.
Similar casesverealso observeavith the children attempng to directthe
parens. For example, imne home visit, it was observed that Meral was playeng
game onher tablet whikt herparentswere chatting. Then, she askieer parents to
speakmorequietly asshewas unable t@oncentrat@n hergame.Her parents agreed
to herrequestind started sp&ang quietly so asiotto disturb her.
43.21.2. Seliseeking oparens
Some synchrony cases includdee ®If-seekingor selfish desires othe
parens. Whenthe parentsvanted noto be disturbed byheir children, they directed
the children in orderto keep them occupied. THellowing excerptexamples a
synchrony case whicincludedthe self-seeking of garent
Ela was chatting with her mother in the living room. Her father was busy with
his phone. After a whil e, enioteaadtsol mot her
to Ela.
Mother:AE | a , | 6 rinekitatmen.nOpen IClmanndl. It may betime for
Paper Maro
Ela:AiYes, ummé Ther e 0i s Masha. I 1i ke it.
Mother:AYou watch itthen, | 6 m thekitchemgd t o
Ela: iOkay momo
During the post interviewwitk | aés mot her, she expressed
El ads (parenthl entervew transcript)iiWe turn on her television.
Umm, sometimes we giielaas mar t phone whehduseworkb m doi ng
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She loves talking and spending time with,reel put thetelevisionon and

shewatchsi t . 0O

This slf-seeking synchrongase was observet a home visit to Eland her
family. E | a otker wanted to go to the kitchenorderto preparea meal However,
shewasnot sureof the need talisturb Ela. Therefore, she offerBtha digital activity.
Her mother drove forward heswn interests and directed Ela for this purpose. While
Ela was watching television in the living rooimer mother managed fwrepare the
meal in the kitchem peace

The fathers alsemployedthis straegy for their own purposes whethey
were relaxingTwo of thefathers mentioned parallel things durthgirinterviews and

the home visibbservations.

Ha k a n 6 s(pafentdl interview transcriptfiwhenl come home in the

evening | want to relax ad rest. However, Hakan comesnee and asks,

6Dad, what is thig¢$,o dd&kapsonwldehicartooss t hat
or play onyourt a b 16 e tifr@erwhen he is busy withistablet o I let him
pl ay. o

I't was observed t hemtedhisTsontokeep lsimbfisgt her
with digital activities T u r a ath@rsoffefechim a digital activity beforemaking a
phone call tsomeone. He did not want to be disturbed by Turansitiel wagalking
on the phone.

To sunmarize the parents used digit technologiesn orderto keeptheir
children busyso asnot to bedisturbed themselves. Whethe children were offered
digital activities, they agreed wittheir parenté r e and engaiged in the digital
activity.
4.3.2.2. Accompanying

The dildren wae open to shang their digital activities. They liked when
someone watched them while they were playing on mobile devibegparens also
hadatendency to observithec hi | dr ends dingitttealmsa off i ¢ihtei e

safety(monitoring the cor@rt). Thereforeaccompaniment wasften observed during
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the field study. Howeverthe emergence of accompanyimg accompaniment as a
strategyoccurredin two ways. Firstthe parerd agreedothec hi | d6s ianvi t ati on
digital activity. Theywould sit nearto the children and joinin with ther digital

activity.

Turandéds mother was surfing the I nternet
the living room with a tablet in his hand. He sat next to his mother.

Tur an: &/ brought theltablet. Now lil show you how I cutip the

fruit.o

Turands mot her gives up wusing her phone
shoulder.

Mother:fiWhat are you playingRre you going tanake a fruit salads?

Turan:iLook, there are many fruits. | will cut all of theap. Look, ités a

pineappled

Mother:filtés a big one s n AMhat is thi®is it a cherry?

TuraniiYees, |l ookg it is readyé

This example presentedn engagement andccompanimenp f Turanos
mother to his digital activity. When Turan tried to show his actitatigis mother she
responded positivelyp him andthe act oiccompanmnentemerged. On the other hand,
the second type of accompanying strateggenwas the parers & s pont aneous
engagementarttiec hi | drends acceptance of HhHeheir compa
the parerg approache@nd began watchinthec hi | dr ends di dghet al actiwv
children positively responded the parentattending to the digital activity.

Meral was playing a dressing game on the tablet while her parents and the

researcher werechatting on the balcony. The game had a melodic sound

which everyone could hear. After a while, the sound changed, and different

noi ses were heard. Meral 6s father went t
Father:fiMeral, what are you playing honeay?

Meral turned the scraetowards her father.
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MeraliDadl 6m dressing this girl. 1&dm ch
will be a Barbie. This dress is like mioe.
Father:fiYes, yours is red. This is orange.

Mer al 6s father cont i nusemsetimealepinagdng Mer
chatting with the other parents.

The parerg sometimes freely engagedtilec hi | drendsiesdi gi t a
without invitation. They accompanidtie children duringtheir digital activitiesin
orderto check and monitor the contelt.thepreviowsexcerptMe r ddthér sioticed
thatthe sounds of the gameadchanged. He mightave thoughthat a promtonal
videohadpopped up. Héherefore movedto hec k Mer al 6 s phimay. Me r
and began explaining tlgame she waglaying. Then he acampanied her duringer
digital activity.
4.3.2.3. Cooperation

Whenthec hi | dr earénts 0 ach e and dedires correspoed the
casesvould result in synchroniesSynchronies betweethne children andhe parerd
led them to behave cooperatively. ln@perative synchrony casbe parerg andthe

childrenshared common goalseachaiming to achievether goals in a cooperative

atmosphere.
El abs parents were chatting whilst dr
FatherfiE| a, | etdledisonoftakingtie remote control)
Ela:fYees, | like it. | want to ope@hannet 1 and 5. What is o@hannel6
é
Ela:il lovethiss, | et 68 watch it.

Fat her: ®Okasdby uktutt oi tf i ni s h. Letds chart
Elaan Okay, open Channel 5.0

Father:AOo00, look at thé.0 (heoperedChannel 5 anfounda cartoon which

was one of Ela favorites)

Ela was sitting next to her mother and they start watching together.
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Ela andher father aimed to watctelevisiontogether.Her fatherturned on
the television and Ela advisédm on thechdce of content. Thg then negotiated
which channel to watctand cooperatively decidedipon the content. Thigs an
exampleof cooperation in a watching case which mightcbasideed unproductive.
When it @me tothe childrerd andparens 6ngagement in digital play, cooperation

was the main strategbserved

Turan was playing a game on his tablet. The game was about a spider finding

its way to some food within a labyrinth. Thevere barriers, doors, and tubes

throughout the labyrinth. Thgame had more than one solution. Turan began

playing the game. After some trial attempts, he went to sit next to his father.

Turan:ii D aldave downloaded this game.

Father:fiwhat isit? Howdo you playit?0

Turan:fiNow, look, this is the spider. Ydwave toshowit the way to the food.

Dondét essbuwcshh (besdrplains the gamé&jow, | will go hered

Turan tried to find the way to the food
Meanwhi |l e, his father observed Turands p
rules of the game.

FatheriTur an, dondét start by moviing here. Go
Turan and his father together approached the virtual food. They

cooperatively played theagne together and reached the goal of the level.

Turan showed the game to liggher as he was not succesdiyl himself
Although he did notexprelssy a s k f olrelp,e impligdtahtohgh agiesing
to playtogetherHis father agreed and thegdan playing together cooperatively.

4.4. Summary of Findings

This chapteraimed to provide deep information about the interastion
observedetweenthe children andparens duringtheir digital activities.The cetailed
examples and quotations presend@dedto clarify the interactionsbserved by the

researcher
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It was found thathe interactions included topic$ directing, sharing digital
activities, andissuesrelatedto daily life. Directions were relatetb operatingthe
digital devicesandtheir proper uage. Sharingby the parens and childrerof their
digital activitieswas the second topic of the interacsoihe third topic of the
interactiongelatedto daily life such avappenings thatay, mead, andthe upcoming
weekend.

It shouldbe noted that there were certain characteristics that led to conflicts
and synchronis. The cvi | dr end s passive exposur e t
inappropriate content ofome digital activities,t h e ¢ h multithskmg) ansl
irrelevantcommunicatiorduring digital activities were related to the conflic@ the
other handapproprate features of digital activés and interaction relatetb digital
activitiesled tosynchronies

Tacticsemployedduringtheconflictswerealso investigated in #study.The
children andparens employedseveral tacticen orderto cope with othepartiesin the
case of conflictsThe dildrend $ehaviors from mosbbservedto the leastwere;
ignoling, saying fino,0 moving away, crying, shoutng, insising, offering to finish or
asking formore time, fudmg, and tying to explainin order togain the advantage
during conflicts As for theparens, the tactics seen, fromostobservedo leastwere
repeaing, explainng, providing an alternative activity, restricigc hi | d ageafdé s us
digital technologiespackng up, remindng of their ownership ofthe device and
physical contacin orderto handle the conflicts.

There were several resolution strategibat were obseed duringthe
conflicts. The first was submission dhe children (34.80%), which refers to the
chil drenbds ar r asimgtedigital activiayll he dordivas wherothen
parens submitted (53.926), adjusing t hems el ves according t
demands. A mutual solutioor compromiseg(11.28%) was thethird type ofstrategy
observedwhich refesto whenthemiddle ground was sought by both thgarens and
thechildren.

When it @me tothe strategieshatemerged in the cases synchroniesthere
were three strategiasbserved during the studyirst, the parens andthe children
followed each othér sstructions(27.40%) in synchroniesSelfdevotion and self

seeking by the parens were revealedas subtypes ofthis strategy. Second,
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accompanyingr accompanimendccurredwhenone ofthe participantsvould move

to work togethemwith another(47.95% during digital actities. The third strategy
seenwas cooperatiorf24.65%), where he parens and children engaged in digital
activities cooperatively and tried to accomplish the tasks of the digital activities

together.
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CHAPTER 5

DISCUSSION

The major results of thewsdy arediscussedn the context of the literature
with implications and recommendations presented in this chaftee chapteris
presented in accordance with tfeir main themes of the findings.h&refore,the
following orderhas beemised to organizthediscussion(i) aimsof interactionduring
digital activities, (ii)characteristics of cases leading to conflicts and synchronies,

(i) conflicts during digital activitiesand(iv) synchroniesluring digital activities.
5.1.Aims of Interaction Duri ng Digital Activities

It was evealed thathe parens and childrerfrequentlyinteraced with each
other during digital activitiesand that the interactionsdiffered in their content.
According tothefindings of thecurrentstudy, the aimsof interactioncan bedivided
into two types First, the interactions includete directions ofboth the parens and
thechildren.Theparens 6 di r e ct i otomthe opemtmgof digiwlldevices d
(i.e, openingor closingadevi ce) a nptopec hael dd sueh Wavises
(i.e., alertingchildrenwhenthey werelooking ata screen from too closa distancg
The diildrenbs di recti ons c ogiventoopemsmtda digithl davices t r u c t
(i.e., changing theelevisionchanne)l andproviding solutions fortechnologyrelated
problems (i.e.weak wireless signallsecondly the interactions includeithe sharing
of digital activities. The parens 6 sharing consi sted of w
intervening in the childrerd sligital activies. In addition the parents invited the
children tojoin in their digital activities. When itame tothec hi | dr e nthes s har
children actively shared their activities and engageth@parens 6 act i vi ti es.
presented their activities and inute¢he parens to join their activities when they
neeadhelp to accompliskertaintasks.The dildrenalsoparticipated irthe parens 6

activities and talked, watched, and interfenath theparens 6 act i vi t i es.
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Although there are debates and concerns about digital techndlogiess ol at i ng
children, this studyasshown thatchildren actively engage in interaction with other
aroundthem during digital activitieslt is underlined that technology can enhance
chidrends i nteract i ontharpeédrs(Hsio btal.a201d;rinfahte ed N wi t h
al., 2010; Lim, 2015)In addition digital technology uage at home can facilitate and
maintainparentchild interaction(Kenner et al., 2008 Similarly, Vourloumi (2014)
reported that both chilahitiatedandparentinitiated digital activitiesveresocial and
emotionalin context during technology ag of children at homeParentsplay key
roles in providingsuchopportunities fo digital activitieswithin a social contexiThey
see chil dr e nadesas & peepanation footlge yfuture sthdtthey benefit
from digital technologiesas theysupport ch | dr en 6 s devel opment
(Plowman & McPake, 2013T hereforeas children havatendency to interact during
digital activities,theirpar ent s6 acti ve engagement and i
for the children.

The currensstudyhasshown that children directed and weaésodirectedby
their parens during digital activities. SimilarlyShahrimin and Butterworth (2002)
found that children intensely interackwith their environment during computbased
activities andthatnearly 23% othe interactions were relatéaldirections.Therefore,
it should be taken intoamsideration thatlirectionscould limit the behaviors of
children. In tke currentstudy, parensd directions were relatetb the operaton of
digital technologies andhe chi | dr en 6 s aage pof sugh techaologies. u s
Directionsaimed at c h i | dprogen digial technology age are importanaind
consideredbeneficial in protecting children from the possible harmful effects
emphasized in the literatuddowever,excessie parenal directionin theoperaion of
digital technologies auld also be seenotd i mi ni s h natunai behdwore n 6 s
Therefore,if parents have rulethey want tointroduce ancenforcerelated totheir
c hi | dgimlradigties, theyshouldshare these rules withe children upfront.

Such rule sharingrior to thecommenemen of digital activitiesshouldtherdore
decrease thmstance®f directionsbeing given

The currentstudy emphasizethat both childra and parens engageé in
sharing behaviors durirtgeir respectivedigital activities andthatthis underlind the

sodal aspect of digital technologiedt should also be noted thahe social
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characteristice f f ami | y cont ext digitalgctiitiesihthehemec e c hi

setting. Thereforesocial interactions between children and family membersaare

necessarsubjectof researclstudies Stepheret al.(2013)focused on family contexts

in which young children expeancel digital technologiesat home.They reported

observingsharing behaviors simildo thoserepored in the currergtudy.It was seen

that parents and oldersibh gs support wage ofdgtal tedhriolbgies e n 6 s

by giving instruction, encouragy, broadening information, artiroughmodeling.

Additional motivation was also providea orderto cope with chilthoodfrustrations

when thechildren failed to sicceed Technologyaffords children threepotential

positions: (i)owner (controller othe technology), (ii)participant (advice proposer),

or (iii) spectator (observer withogtving advice) (Ljung-Dj 2 r f , The2efoe e

act of sharing moves children from one pasitito anotherTherefore they can

experiene a variety of social behaviors from waititigeir turn to negotiatingRecent

studieshaveshown taking turns, sharing, integrating ideas, and helpsapnstructive

outcomesof children using digital technologs (Charissi & Rinta, 2014; Hyun &

Davis, 2005;Kucirkova et al., 2014; Lim, 2012)Digital activities which include

sharing provide the basis fohildrento experiene and practie prosocal behaviors

Therefore, sharing patterns in the course of digital activities coutdmsderedis a

key componento thesupportinggfc hi | dr enés soci al devel opn
Surprisingly,the current studwlso found that childresometimedirected

solutions b parens whenfacing atechnical problemPrensky (2001j§lefinedfdigital

native® as children who were born into a digital worlthese childrerre the natural

opponens of so calledidigital immigrant® such agheir parents and teachef@nthe

other handPlowman and McPake (2018nderlined thathis term did not explain

c hi | dfacditpy dos technology. Children become capable of using digital

technologies by observing and imitatitige behaviors of other@lowman, McPake,

& Stephen, 2008)Similarly, as seern the currentstudy,c hi | dr end €anpr of i

stem from some kind of digital literaayherethey have prior experience on certain

issues.The termdigital literagy includes notonly skills, but also covers-safety and

the ability to find and select informatiofPlowman etl., 2011) Children may

establish and improve their digital literacy by observing amithiing parens within
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their close proximity Therefore, pareat digital technology usge is vital for

childrerd digital literacy.
5.2. Characteristics of Cases Leadg to Conflicts and Synchronies

While somecases includedommon viewpoirg of both theparens andthe
children, some cases evolved into conflicts wheh e p a r tdemandspamcht s 0
viewpoints did notorrespondThereforetheleading characteristics dbthconflicts
andsynchroniesvere investigateds part of the currestudy.The study revealed two
main characteristicg1 casesthat led to synchronies The first and most influential
characteristicis the nature of the digital activitigself. When the digital activity
provided opportunities for scaffolding, and included hamsctivities rather than
isolated, itoftenled tosynchroniesAdditionally, a positive mood ofhe participants
alsodireded cases tresult insynchroniesOn the other handiour characteristicaere
found inthe casethatled to conflicts. First, wanthechildren were passively exposed
to digital technologies, it might canalize the cade beconing aconflict. The £oond
characteristic was inappropriate content of digital activities such as violence, offensive
languagepr speech omagesconsidered too fagbr children(e.g.,images moving
too fast for a eyetrackih§ and whiclkl demaistheirenteinse e d
concentration.Third, when children engaged in a digital or rahgital secondary
activity, multitasking emergeds another characteristic that led to conflicts. Lastly,
content of communication not concernwgh the digital activitiesvasalsoseen to
lead to conflicts.

The dildren also accidentally used and experiencertain digital
technologies in this study. Teefl p a s exposues were analyzed andoted that
such exposure ofchildren to digital technologiesvas determined asa leading
characteristidn conflicts. Passive exposulis seen as barrierto healthy tweway
interactionbetween children angarens. Similarly, Kirkorian etal. (2009)found that
passive expsure limited parenthild interactionshavingnegatively affectetdhoth the
guantity and quality ointeractionsJust as passive expostsea threatoc hi | dr en 6 s
natural playSchmidt et al 2008) it mayalsodisruptchildrerd digital play.

Total <reen time is widelgonsidereca s an i ndi cator of child

technology uage. However,Sweetser et a(2012)implied that screen timghould be
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separated as active and pasgxposure of childrerChildren intentionally use digital
technologies but an the other handwith digital techndogies tendng to surround

t o d &hyldren, theyare mosprobablyalsopassively expasdto digital technologies

in daily life. Digital technologiesurround almost every plage modern human life

such as shopping malls, carand restaurants. Therefarethe ratio of quiet
environments seems to be decreasing. Quiet environments are essential for
imagination. They providéhe silencein whichto stop and thinkBlumenthal, 2009)

Noise can interrupt play and imaginatig6chmdt et al., 2008) as well as the
concentratiorof children(Christakis etl., 2004)

In the current study, it was observed that tlildeen unintentionally
interacted with digital technologies in the case of passive exposure. In adtlitias,
revealed that children intentionally engagedsatondary activiés whilst already
party toa digital activity. This multitasking emergeth cases thaled to conflict. In
the literature, it is clear thatuttitasking can occur wrstchildrenareinteracting with
digital technologie$Common Sense Media, 2013; Rideeuél.,2010) In the current
study, me of the mosnhotableforms of multitasking wasthe children eating or
drinking duringsome of theirdigital activities.DeShetler (2014gmphasizé that
children multitaslby eatingwhilst watching televisionThere are two important isssie
thatshould be underlined at this point. Finstultitasking is notonfinedto a certain
digital activity or related to a certaitool. Childrencan draw picturewhile watching
television or drinking a beverage while playing @asmartphoneMultitaskingcan be
a legitimatepossibilityfor all digital activities.However, multitasking magegatiely
affectboth theimagination and concentration. Switching between tasks can interrupt
chil drends c¢ on dsmuttitasaingrequines @ significaadsmiout. of
chil drends c onc einmay wakendhar interaction iwthbtieerse s t
Second, childrends eating duralpraplenssi gi t al
Childrenmaynot be aware ofheamount and typseof foodsthey are consuminghile
concentrahg on a digital activity.There are two pssibilities relatinggoc hi | dr en 6 s
intake. Childrermay eat lessvhenoverly focused ora digital activity. On the other
hand they may eat moréhan adviable by simply being uaware oftheir intake
amouns. Francis and Birch (200&eported that children who had highierquency of

meals eaten in front of thielevisionat home ate more in thelevisionrwatching
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condition than they did otherwise Therefore, multitasking by eatingan either
increase ordeces e chil drends intake, depmgndi ng on
during television viewing. In order b prevent children from thigjigital activities
during mealtimes should bethdrawn Especially,having atelevision in the kitchen
can distorthe eatng habits of children.

Content was a key component of the @digactivitiesobservedn the current
study. It was revealed that when children engaged in a digital activity which idclude
inappropriate content, gftenled to conflicts.nappropriate content included one or
more of the followingviolence, offensivéanguage, fast dialoguer imagestoo fast
and thereforainsui t abl e f tacking The todteneoh rdeslia is & ey
determinant of the effect afigital technologie®n the learning and development of
young children.When digital activities iolude unsuitable content, it may yield
undesiableoutcomes. For examplehe link between media violence and aggressive
behaviorshas beenwidely investigated in the literatufdAP, 2011) The regative
effect of violenn contentonc hi | dr end6s s oci arelatinshipsvasi or s, and
alsoreportedn ameta analyis by Comstock(2008) Another meta analys found that
violent content irvideo games increased aggressive behaviors, and decreased empathy
and prosocial behaviof&nderson et al., 2010Riddle, Cantor, Byrne, ansloyer-
Gus ® (répdrtéd2that 35% of childreagedbetweenfive years andl2 were
frightened bywatching excessivamouns of news broadcasts thateported on
disasters, wair kidnappings.

The link between violeincontent andindesired social effect can be explained
by Bandur ads s o c(Bandura,clBog)ithe tthearyeasstinteg that y
behaviors are acquired through observataml children havea tendency tomitate
what they observe during digital activities. In a parallel manner, some studies reported
that children imitated prosocial behaviors after watching educational content on
television, and viceersa(Rideout & Hamel, 2006; Rideout al., 2003) Hence the
prosocial contenterm may be usefuhs itsuggests decreiag the amount of violen
content(Calvert, 2015)Prosocial content on television, games, software, atebgi
can promotehe prosocial behaviors of ddren (Gentile et al., 2009 However, as
young children cannot analyze and differentiate the conteheafediato which tey

are exposedErnest et al., 2014poth media programsind advertisementshould
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exclude potentialy unsuitable contentfAAP, 2011) Popup promdional webpages
and videos magesultinc hi | d r e n foviolence psexsbuexpdcit material or
other unsuitable contentdherefore, advertisemefree platforms are vital for
childrento securely engasin digital activities at home.

Apart from violert or other unsuitable content, some digital activitredude
fast charactespeechor fastmovingimages both ofwhich arehard for children to
comprehendAs a resulttheyare forcedo overly concentrate arfdcus on the screen
resuling in childrenbecomingselfenclosedand unable to adequatelyspad when
facedwith suchcontenttypes

Most peoplecreate a tido the characterthey seeon screen and engage in
parasocial interactionESchiappa tal., 2005) Parasocial interaction deliberately
andwi del y used i n sortecohtehtrdesigided forpaudgictaldren,lan
charactemill directly look at the camera, talk to the child, @henpause for a reply
(for comprehensioand reponsg. Thenthe characteacts as if ihasheard the child s
responséCalvert 2015) But, when characters talk or motg fast, children may not
be able to fulljunderstand the conversatsmr theact. The AAP (2016yecommendd
that parents avoid fagtaced programgs children aréncapableof understanithg),
apps with digtacting contentas well agny violent contenfurthermoresuch content
may limit the attention span of young children, or provoke othernétie-related
problems(Zimmerman & Christakis, 2007)

As expresseat the beginning of this section, while some chteastics of
cases led to conflictgther characteristics led teynchroniesThe most important
characteristics that led tgynchronieswas the nature of the digital activities
themselvesWhen the digital activity wamore hand$n and provided opportities
for scaffolding it strengthened the interaction and ledsymchroniesThis finding
relates tothe role of he DAP frameworkCopple & Bredekamp, 2009dr digital
activities. As mentioned in the literature review chaptdrthe current studythe
NAEYC and he Fred Rogers Centésued a jointspecial position statement for
technology and digital mediaage in earlychildhood educatio(NAEYC & The Fred
Rogers Center, 2012)hejoint statement emphasidéhesignificance of the DAP and
describel developmentally appropriate digital activitess A Ef f ect i v e

technology and media are active, handsengaging, and emyering; give the child
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control; provide adaptive scaffolds to ease the accomplishment of tasks; and are used
asoneof many options t o SNAEREYCO& The Fcetll Rogaitsr e n6s | e a
Center, 2012p.6). Effective digital activities bring childrepeers and children
parens together with an emphasis onwewing and JME(Takeuchi & Stevens,
2011) Therefore parents havakey rolein managing thelevelopmentally appropriate
digital activities of childrenn thehome settingJudge et al. (201%)efined three roles
for parentsasfacilitator, teacher, and gategperEachot hese r ol es enri ch <ch
digital activities.The giidance oparens and scaffolding can improvke benefits of
c hi | digi@alneéhsiologysage (Fisch, 2014; McPake et al., 201®arents have
the role of JIME partner for favorable and harmlesggisfdigital technéogies They
arealsoresponsibldgo ensurethe developmentally appropriateage oftechnologies
outsideof the schoolenvironment

In additionto scaffolding, when digital activities were harasandhere was
more than one way to accomplish the agiivitasks the parens and childretbecame
engaged in intense interaction, negotiated ideas, laeldaved cooperatively.
Therefore, thee circumstanceted to synchroniesbetweenthe parens andthe
children.Digital activities which includg@roblem solvingcan provide a collaborative
and social atmosphere for young childr&his atmosphere may enrich and support
the interaction between children and others during the digital activ@ieslarly,
Fessakis et al(2013) reported thatproviding problemsolving activities in which
children planand canreasily play bytrial and error can produce a variety of social
interactions.

However, it should be noted thegrtainentertainment activities atabelled
as educationabr appropriate for childrenThose activities only provide learning
opportunitesfor alimited tme asi di gi t al activity alone does
educational or (Stephery & Rldwmam,n201¢p1B)n Clear vébal
descriptions and visual presentations of the content, a story embedded in the activity
to initiate thinking and problem solving, interesting characters to attraettention
of children,andcreative activities such as building and painting are antbe most
important characteristics of developmentally appropriate digital activities
(Folorunsho, 2016)
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When the characteristics led to conflictslaaynchroniesare sunmarized
while passive exposure, inapriate content, and multitasking relate to conflitts,
nature of digital activities anthe mood of participants relate gynchroniesin the
literature, some studidsave focused on the factors influencing interaction during
digital activities(lhmeideh & Shawareb, 2014; Lim, 2015; Nevski & Siibak, 2016;
Shahrimin & Butterworth, 2002)These stuigs identifiedthe supporting factors of
interactiors as; DAP, positive attitudes of childrenscaffolding patterns gbarens,
design of the environment, parehtisage and attitudes towards digital technologies,
and userfriendly and operended software. On the other hand, hindering factors
included authoritasn parenting style, interruption oparens, environmental
limitations, and closedoftware. These factors are importamd both providing
learningand develoment opportunitiesand preventing children from possible threats
of inappropriate contemr desgns.

The final characteristicseen with regards tdirect interaction was th
relevance of communication to the digital actividhildrenhadatendency toespond
totheparens 6 | nt er dahepaies s melsesrmge pertained to
On the other hand, when the message was alpautrelatedssue thechildren tended
to ignore the communicatiofror example, when parentasked a questioabouta
chil dés da,whilathe clpld veas wakcloing i cartodhg child tended to
ignore the communication and not respond appropriately. However, when the message
was directly or indirectly related twhat wason the screerhechild wouldreply. Two
possible explanati@may beconsidered her orderto clarify this issue.

First, helink between the digital activity and the context may influethee
chil drenbds r es polms(2015)raportedhneaconnedtiabetaveeh i o n .
digital activities with a classroom theme as a supporting fadtoc hi | dr ends s
interaction ina technologically rich contexWWhen children use digital technologies
for entertainment or to create drawings, they prefer to work alone and usually prefer
nottor eply t o t hei (Marghe2dX0Howevenvthenrchaildréniuse n
digital technologieselated to an ongoing classroom activitye children havethe
tendency to interact more atmlexchange informatiofivelland, 2011)

The second explanation $ that children selectively peige the

communications oparens. According toSherif and Hovland (196lindividualsare
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inclined to maintain tleir own positions when making judgments. When the message
of the communication provides @osition which is perceived to fall withirthe
i ndi v iadcapankceslével,t h e i ndi vi dual s positidngas t he me s
acceptableOn the contrary, whenthe mes age 6s position i s perceiyv
rejection,the recipient judget h e me s s a g e ldemginpooceptableWioen a s
children encountean irrelevant message frorparens, they maybe disturbed and
perceive the message as a thrmathe continuance dther digital activity, and
thereforemight tend to ignore the conversati@n the other hand, whehe parensd
message is related to theh i HDigitél activity, the child may judge it as acceptable
andtherebyengage irthe communication.

To sunmarize certaincharacteristics canalize interactions into corglmt
synchromes Passive exposure, inappropriate content, multitasking, and irrelevant
communicatiorwere seen téead to conflictswhilst in contrast,the rich nature of

digital activiiesandcommunicationrelevarteled to synchronies.
5.3. Conflicts During Digital Activities

Both the children andtheir parens employeda variety of tatics in orderto
deal with each other in the case of conflidike studyr e veal ed <chasl drends t
ignoring, shouting, crying/whining, asking for more time or finishing, explaining,
moving away, and insistingVhen it ame totheparens, they proviedanalternaive
activity, repeated insistentlynadephysical contactlimited the time and place of
digital activities, and explaindd orderto convincethe children.
During the current study, the children expresslywanted to use digital
technologiesAs McKenney and Voogt (201@&rgued, children had pos# attitudes
towards technology asg at hone. Therefae,thec hi | drends t acti cs wer e
continuance of their existingigital activities. On the other hanttheparens 6 t act i c s
were aimed at negotiaing with the children. Thornberg (2006)categorized thee
tactics as antisocial and prosocidlhe current study showed thathe children
employedoth antisocial and prosocial tactiekwever jt was seen that thehildrerd s
antisocial tactics dominatl overthe childrerd prosocial tacticsOn the other hand,
althoughthe parens alsoemployedprosocial and antisocial tactics, they mainly used

prosocial tactics during conflicts with their childreActually, children havea
133



predisposedendency temgdoy prosocial tactics when engabe a conflict with their
parents(Dunn & Herrera, 1997)However, in the current studyhe children used
mainly antisocial tactics during conflicts. Two possible hypotheseklexplain this.
First, asthe childrerd aim was the ontinuance otheir digital activities, they could
haveat endency t o use more aggressive tactic
differentconflict situationsand context¢Dunn & Herrera,1997; Thornberg, 2006)
andit is assumed that children use conflict tactics in a similarteadlyer opponents
(Thornberg, 2006)However, in tle currentstudy, althoughthe parens employed
mainly prosocial tacticsthe children chose to use antisocial tactid$ierefore,
inconsistencygeerbetweertheresults of tie currenstudy and the literature may stem
from the nature othe conflicts. In other wordschildren may tend to use more
aggressie and antisocial tactics during digital activittean nordigital.

Emerging resolution strategies of conflicts were investigated in this study. It
was revealed thalherewere three different resolution stratedieat emerged frorthe
conflicts.Thefrst strategy was child submission t
of their viewpoints and position in the digital activityThe ®condstrategy was
submission ofparens, whereby theparens accedd to the chi d 6 s demands
viewpoints Thesetwo stategies were unilaterafinally, a mutudl agreedsolution
or compromise occurred wheaomecommon ground was found between gagens
and the childrerBoth partiesadapted themselves according tocbhenmorality of the
compromise strategy. When the sategies were sortedccording tothe most
commorty seen parenal submission was the most frequently observed irctheent
study. Child submission emerged #se secondmostfrequenly employedstrategy
followed by compromise Although standoffand wihdrawal wereother resolution
strateges reportedin the literatureg(Vuchinich, 1987) neitherwere observed during
thecurrentstudy. This showed thaheparticipants of the auflicts proposed a solution
whether unilateral obilateral. These results were con&st with the literatureLin
(2009)investigated conflict situatiore childrenaged tinee to six years oldith their
parents and revealed thatwhile parents mostlyemployednegotiationas a tactic
children £nded to use ignoringdditionally, Lin (2009) reported that theonflicts
usually ended with childrenbés submission.
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The results of th currenstudy showed that althougfe children andparens
employedsimilar tactics tdhose seen in thditerature theresolution strategieis the
currentstudy differed from the literaturdt should be underlined thahe results
reported in thditeraturewere derived from chilgharentconflicts in nonrdigital cases.
Therefore,i ndi vi dual s06 e nga gouligfluance the resslutigni t a |
strategiesin other words, children might tend to be more resistant, egocentric, and
decisivein order to maintain theposition in cofflicts related tahe continuance of a
digital activity. Thus, they might fail to understand and meet the otherypast
demandsemotions, and desire®n the other handn the current study, it was the
parens who adjusted their behaviors and desinesrderto meet the demands of the
childrenduring digital activities As expressed in the literature revielwapter of this
study children tend to be egocentricaatoung ageTherefore parens could be more
successful in understanding the other ygarghoughtsowing simply to their more
advancedage. Furthermore, as children used strict and antisocial tactics during
conflicts, parens might tend to avoid conflistandsubmitthemselves tending any
conflict.

To summarize it can be inferrethat digi@al technologies influence the tactics
and resolution strategies @bth parens and childrenAs previously mentioned
conflicts can behighly sensitive to variance in context and individual characteristics
(Dunn & Herrera, 1997; Thornberg, 2008levertheless, it should be underlined that
conflicts provide opportunities for children experiencipgosocial behaviors.

Therefore somebenefitfor thechildren at the end of conflicts shoudd ensured
5.4. SynchroniesDuring Digital Activities

This studyrevealedharentchild synchronieasa frequentlyseerphenomean
which emerged during thebserveddigital activities.In synchroniesparens and
chil dren f ol | gquwesids, acaocmpaniesbichh aherddsiring digital
activities, andbehavedcooperatively.lt was found that therevere threesynchrony
strategieghatemergedn the case ofynchroniesThe frst strategy waparens and
children following the instructionsof each otherThe mostfrequently employed
strategy was accompanyingvhich constituted nearly half of the synchronies

observedThe second most ebrved strategy was cooperation. Almesuarteof the
135

acti



synchronies includetthecooperation oboth thechildren andheparens. Lastly, close

to a quartero f the synchronies consisted of p a
directions.This strategy had twsultypes obedienceand selseeking ofparens.

Obedience emerged when one participanioveéd the direction of the otheBelf-

seeking ofparens was wherthe parens selfishly motivatd the children tavardsa

digital activityin order toadvane their ownself-interests.

This studyshowedthat children andparens synchronously engageuay
accompanyingand cooperating duringligital activities. These two strategies are
significant since they may afforehildren the opportunitiesto enhane their
communication and interactiocompetenceand tolearn compghnce with social
demandgPianta et al., 989) Chi |l dr en 6 s pa®nsincalcoopemative wi t h
atmosphere could ken effectivemeandor childrento understand emotionas well
asfor theirdevelopment ofself-control (Feldman et al., 1999Besides, childreand
parens 6 engagi n gities togetter gpuld sguort thaicspeindingaluable
time togetherFurthermore, while accompanying referred tevemwving, cooperation
was related to IMEThese two terms are i mportant f
interaction with digital technologies arfidr protecting childra from the potential
negativeeffects of digital technolog usage The sitive effects of ceviewing on
children has been underlined in the literat(Walkenburg etl., 1999) In addition,

JME can support childrenbés | earning by |
making sensand meaningp a particulaccontentandas beneficial tduture situations

(Takeuchi & Stevens, 2011 o-viewing and JME are strongly recommended by some
associationsThe AAP (2016) advisal families to use media together witthar

children, to avoid solo media @ge by children to monitor the contentseen by

children andto play together.

Two types of scaffolding relating digital technology emergedvhich are
co-viewing and joint media engagement (JME)-@ewing iswhenchildren watch
television alongsideparens, but without talking about the content on the screen
(Valkenburg et al., 1999Dn the other hand, JME contains bibtbshared experience
as well asnteraction betweethechild and others. JME includes playing, contributing,
reading, viewinganddiscussing togethdifakeuchi & Stevens, 2011Jhus, parents

can take orthe role of ME partner for favorable and harmlessages of digital
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technologies ensuing developmentally appropriate age of digital technologies
outside of the school environment The NAEYC (2012) recommendd the co-
engagement oparens during the digital activities of children.The wle of co
encagementwvas reported in a studyy Eagle (2012)who focused on the nature of
parentchild interactions around digital picture books anther puzzles. She
investigated a fatherhild and mothechild interaction during shared age ofdigital
laptops designefibr young children. The mode of interactibetweerthe parents and
the children were instructionalwith the @rents contribumg to thec hi | dyoak n 6 s
achieement in theactivitiesthroughencouragment showing, and helping.

Children andparens followe d each ot hereécsrremdstudye ct i ons
While some directions haal positive effect for the opponent, some haalneutral
effect to the other side of the interaction. Howetlegparens alscacceptednegative
effect in thesynchroniesAs Fogel (1993)mentioned, while children accept positive
and netral effects, parens accept positive, neutraland negative effects in
synchonous interactions. On the other hand, some direcdnsarens included
highly a positive effect for theparens, and werehereforeconsidereds selfseeking
directions. Wherthe parens wanted not to be disturbed by the children, they invited
the children to engage in a digital activity. They tended to use digital activities as a
digital babysiting service This situation camasilybe observed in daily life. When
one goes to a restaurainéquented byparentsandtheir children,it is common to
obsave a childb e i kegt buBy with a smartphone or tablet duritige mealtime.
Radesky eal. (2014)investigatedhe pattensof mobile device usge by children and
caregivers during meals in fafstod restauranfobsening caregivers eating meal
with one or more children. The study revealed that most caregivers used mobile
devices.In addition some caregivers gave mobievices tothe children forthe
purposes ofentertainment o r t o seemingly control t he
Further more, caregiversod6 focusing on the
mealtime. Not only in restaurants, lparens canalsobe £ento pass mobile deviee
to children in other places such as shops, mar&aatsars(Chiong & Shuler, 2010)
However, it may havasideeffect for the children. ThAAP (2016)cautioredparents
to avoid using digital technologieas ameansto calm children. Though some

exceptional times can be accepted sucbrdeng journeys, medical procedures, and
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airplane flights,theseconcerts should be taken into consideratiam that it may

negatively influence children developing theivroemotioral regulation.
5.5. Concluson

Thisstudy aimed to investigathe interaction of younghildren withparens
during digitalactivities.First, the interactionsereexamined in detail according tioe
aforementionedtopics Then, the interactions were divided into conflicts and
synchroniesThe daracteristics of interactiorthatled to cofflicts and synchronies
were also analyzed. Thethechildrerd andparens 6 t @bsetvediurgng conflicts
and resolution strategies were detared. Lastly, synchrony strategies weaso
determined.

The study revealed that children gradens engageéin interactions with each
other during digital activitigswvith both aimngto direct each othen relaion todigital
activitiesandthe shaing of digital activities.They also interacted with each otler
relaion to their daily life routines during digital activities. However, certain
characteristics afhe observedhteractions led diverted interactions to either conflict
or synchronyWhile passive exposure to digital technologies, inappropriate content
during digital activities, multitasking ohddren, and irrelevardcommunicatiorduring
interactiors were related to conflictahe appropriate nature of digital activas and
relevantcommunication duringnteractiors were linked to gnchronies.

Children andparens employedseveral tactics durg conflictsin orderto
cope with each otheThe dildren mainly used antisocial tactics such as crying,
ignoring, moving awayandshouting whereas thegrents used prosocial tactics such
as explaining, repeatingnd providing alternative activiés It was found that three
resolution strategiesmergedrom conflicts which, from the most to leasbbserved
wereparens 6 s u b mi s s isubmissior; dnd dordpromig@d the other hand,
three synchrony strategi@gere seemnn the cases of synchronigsearly half of the
synchronies included participants®d6 accon
dividedbetweercooperation and participarftso | | owi ng each ot her 6s

All of these resultslemonstratehat children angbarens frequently inteact
with each other during engagentin digital activities.However, theinteraction is

sendive to the context in which ibccuss. Therefore onecomponent of theantext
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may positively or negatively influence the interacti@untext plays a key roleni
transforming an interaction into a conflictasynchronylt should be underlined that
both conflice and synchroies have the potential to enrich childrerd ssocial
development gsrather than isolatignthey include intense interaction bbth the
children andparens. The dildren experience reciprocal, mutual, and harmonious
interaction in synchroniesbut conflicts can provideoppor tuni ti es f or c hi
egocentrism. Interactios ma y i mprove c hi | dofeathér® under st
perspectivesas wellas their ability taarrange intentions, negotiasdto understand
shared standds.
Toconclude,bi | drends experiences with technol
increasinglyform part of the context adaily life, which must be considered as part of
the cevelopmentally appropriate framewotkME is a key factor fothe appropriate
usage of digital technalgies as it includes shariag well as precludinghildren from
the patentialharmful effectsof digital device usageHowever, context influences the
interaction ofbothchildren andparens. The developmental level of children, parental
attitudes, the antent, individual interests, differences of childramd technology
usage patterns of familiesmagachi nf | uence chi |l drenotal i nteract.i
technologies and others. Parents hsigaificantlyimportant roles in providing high
guality expeiencesto their childrenas they are one dhe key determinants of
childrendés interact i ®Madiawentors cath ibeggusefid to t ec hnol
support parentsn deciding how childrertanbest benefit from digital technologies.
Thefinal words of this study aréo emphasiethe application ofibalance:
The key point here is, of course, 'balance'. Sitting the children in front of the
computer, the fevision or even @arentduring 'sharing’ or 'story time' has to
be balanced with opportunities fdret children to move around in their play
within and outside the settir{&irajBlatchford, 200, p.2).

5.6. Implications

This study wasconductednordert o i nvesti gate chil drenods
parens duringdigital activities in the home setting.Therefore, it provides useful
information especiallyor parentscaragivers, teachersandotherswho interact with

children during digital activitiesThe study revealed that children may intelyse
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interact with their surroundings during digital activiti@ese findings show that
children are not isolated when engaged in digital actividekilts havea role in
enrichingthe social aspect of h i | dligitalradiisties.These digital activities can
be linked tonatural learning,or outdoor activities.

It was al so reveal ed tparant dugng didital r e n 0 s
activitiescan beinfluenced bycertaincontextial characteristicdMultitasking, passive
exposureinappropriateeontent and irrelevant communication weseen tonegatively
influence interactios On the other handhe appropriateness of digital activities and
relevant communication positively affectede interaction. It should be noted that
there may b@thercontextial characteristics that may affect interacgsoim addition
interactiors may vary across different contexts. Therefgrarens should bemade
awae aboutdetermining these characteits which maybe particulato each chidl.

Moreover,the study showed that interactgoran transform into conflistor
harmony. Nevertheless, conflict and harmony arqually good opportunities for
childrento practice certainsocial behaviorsBesides, children anmeaturally suitedo
employng certaintactics in conflicts. Therefore, even though theay bea conflict
during certain digital activiies parens canalso benefit from tlkese situatiors by
supporting tle development of childreAdults should benadeaware othec hi | dr en 6 s
tacticsin order thathey can motivate childreio negotiate, share, and understameir
own emotions as well as those afthers.To sunmarize parens bear a considerable
respondbility to providesecure andappropriate digital actities to theirchildren.
Parentavejoint rolesasfacilitators, teaches, and gatekeepgrandshouldtherefore
provide appropriate designs and content for children, rather than focusing ealely

saeentime duration
5.7. Limitations

There were three limitationgertinent tothis study. First, the studwas
conducted with four families. Howevehec hi | dr e n dsswiththepaeensa ct i on
duringthedigital activities wereachsensitive to the cdaxt. Thereforethe observed
resultsmay vary across different families aadross variousontexts. Further studies
should be conductedinordero i nv e st i g adctonsevithpaterts dugingdé s | nt

digital activities in different family contexts.
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The second limitatio was that the researcher wasaaticipantobserver and
existedwithin the family context during data collectidn.addition video recording
were taken duringomeof the home visits. Although every possible precaution was
taken intoconsiderationthe veryexistence of the researcher d@hdvideo recording
equipment may havefluenced both thechildren andhef ami | y member s6é behayv
and actionsTherefore, ethnographic studies in whiah observer naturally exists
within the comext may provide moreviald r esul ts about <chil drenods
parens duringdigital activities.

Lastly, althougtthe engagement of young children with digital technologies
has been studigdr more than 20 yearserylittle research has focusedn c hi | dr en 6 s
interactiors with other individuals during digital activitieghich is a relatively new
phenomenaBesides, some of the fepublishedstudies focused on the classroom
context.However, children also use digital technologieshe homeenvironment
probably moreso today than in the classroomAs therehave beervery limited
numbersost udi es focusing on childrenés interact
digital activities,this may havenfluencel the literature review and discussidrhe
results of this studyvere not compaableto similar studies as theteas beerittle
researcltparalleled tathe ains of the currentstudy. Therefore further studies about
chil drenés i nter act thehanse settingate nezdssampmderi ndi vi dua

to provide for thecomparson offindings of this study.
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APPENDICES

Appendix A: Parent Pre-Interview Protocol

1. Ailenizden bahsedermisni z 2 k(ithaky ak é, aguiérk medli g], |
-ocukl arén yakl ar éé)
2. ¢Cocujunuzun g¢aHsg&kdeaerutminginfliazaX b(scakau Il ae |

oyun saati, yemek saati vb.)

3. Si zin -ocujunuzla ol an geéenl ¢k rutini
oy nama, al ékverik vb.)

4. Evini zde hangi bilgi ve iletikim tekn:t
5. ¢ocujunuz bunl alrldamé ynam@i | er i ni k u

6. Bu ci hazl arée hangi ama-|la aldénéez? ¥
aldejenez bir cihaz var me?
7.¢ocujunuz bu ci he&gyloar?é ne zaman kul |l al
8 tCocujunuz bu cihazlaré g¢nde ortal ama
9. ¢ocujunuz bu teknohapgil eodasenpdal kkl lac
100¢ocujunuz bil gi ve i1 letikim teknoloji
Tek bakéeéna mé bakka biriyle mi kul |l an
1l1.¢ocujunuz bilgi ve iletikim teknolojil

bir kural énéez var mé?
122Ej er Juoom Vyeni bir bil gi vV e Il eti Ki |
ol saydenéz ne al érdéneéz? Ni-iIin?

13.Si z evinizde bulunan yorhauzndwz da@¢ mae go

ne kadar kull anéyorsunuz?

14.Si zce -ocujunuz i-1in iyl teknol oj i k ul
15.Sizce- ocujunuz i-in k°t¢ teknoloji kulla
16.E] er -ocujunuza benim bir teknol oj i k
olurdu?

17¢ocujunuzun teknol oj i kull anéméné g°z

daha uygun?
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Appendix B: Parent PostInterview Protocol

1T ¢ocukl aréneéez teknol oj i kull aneér ken onl ar
Et kil exki mi nasél bakl at ép, nasé|l s¢e¢rder ey
1 ¢oclukr énéez teknol oji kull anérken onlarl a

hususlar nelerdir?

T ¢ocukltaerkénmeelzoj i okludd laam ée laklial &kkairm ék wmkm é j

(¢
=]

zorl ukl ar nelerdir? Bu zorluklarl a nasél

T ¢ocukltaerkénnoelzo j i kull anérken sizinle etkil
nasél bakl atép s¢rdegregyorl ar ?
1 Si z teknol oj i kul I aninr kuemyor musuougXk | ar eéné z|
Etkilekimi magsredy braxdruz?d s
T Siz teknoloji kul | anléerkkienm k-uorcuuykol ra rneun?e zE tskii
naseéel bakl atép s¢rdegreéegyorl ar?
1T Si z teknol oj i kull anér ken -ocukl arénézl a
zorluklar nel erdir? Bu zorluklarl a nasél baka
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Appendix C: Coding System for Topics of Interactions

Question What topics of interaction emerge during digital activities?
Topics
1) Directing

la) Parentsod6 directing

Parents direct children during digi activities.

lal) operating digital technology: directing switching on/off, turning the volume

up/down, changinghannel/application

1a2) proper use of digital technology: alerting children when they look at the screen

from too close

1a3) daily life: diections concerning nedgigital issues, e.gdirecting gathering toys,

eating meal

l1b) Childrends directing

Children direct parents during digital activities.

1b1) directing to operate digital device: directing parents to switch on/off, turning the

volumeup/down, changing channel/application

1b2) providing solution for a teetelated issue: directing parents to firxoplems

during digital activities

2) Sharing

2a) Parentsdo sharing

Parents aim to share digital activities.
2al) watching a child play: loakg at the screen while children playing/watching

2a?2) talking about the digital activity: talking about thgital activity while children

playing/watching
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2a3) interfering in a digital activity: inte

whatto do in the activity

2a4) inviting child to a digitalivigeti vity:

belonging to adults, e.gnviting children to watch a movie together

2b) Childrends sharing

Children aim to share digital activities
2b1) slowing the digital activity: showing the digital activity to others
2b2) explaining the digital activity: iofming about the digital activity

2b3) asking help to achieve goals of digital

tasks during digital actities

2b4) asking questions about the outcomes of the game: inquiring about the outcomes
when achieved theogl of a digital activity, e.ggollecting coins and unlocking new

themes in a game

2b5) engaging parents in decision making: negotiating witht@avhile selecting

which section to play

2b6) watching othersé digitabthens&i wgtch oo

television or play digital game

2b7) taking about othersodéd digital activity:
2b8) interfering ® the digital activity of others: acting in the digital activity of others

3) Daily Life

a) Par eiors forbdailylifei t | a't

Parents initiate interaction for chatting.

b) Childrendés initiations for daily I1ife

Children initiate interaction for meetingitjaneeds
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Appendix D: Coding System forLeading Characteristics of Cases

Question: Whatcharacteristics of cases lead to conflicts, and synchronies?
Characteristics
1) Conflicts

1a) Passive exposure

Children accidentally use or experience secondaryadigctivity.

1b) Inappropriate content

Children experience the content which is switable for children.

1b1) Violence: content which includes one or more of following: fighting, shooting,

stealing, disturbing, setiarming, bullying, etc.
1b2) Offensie language: content which includes inappropriate words

1b3) Images too fast for eyeatking: developmentally inappropriate images which

children may not be capable of eye tracking

1b4) Fast speech: speech too fast of characters on screen which may ber hard
children to understand

1c) Multitasking

Children do two different tasks simulwusly.

l1cl) A digital activity as secondary act

activity such as watching television or playing games on digital devices.

1c2)Anondi gi t al activity as secondadgtalacti vi
secondary activity such as playing npdigital games or eating snac#gnking

beverages.

1d) Irrelevant communication

Communication of which message is not related tieadl activity.
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2) Synchronies

2a) Nature of digital activity

Digital activity tha provides opportunities for active engagement of children,

scaffolding, and problem solving.

2b) Relevant communication

Communication of which message is related thetaligictivity.
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Appendix E: Coding System forTactics in Conflicts

Question: Whatare the tactics employed by children and parents during conflicts?
Tactics
1) Tactics of Children

1a) Ignoring

Ignoring commands and directions of adults

1b) Shouting

Shouting screaming to dictate

1c) Crying/whining

Crying/whining while talking

1d) Moving away

Taking digital device to become physically inaccessible

1e) Offering finishing

Offering to finish the activity

1f) Offering once more

Demanding one more digital activity

19) Insisting

Insisting to push his/her demand on adults

1h) Fudging

Detaning or huddling commands of adults to maintain digital activity

1i) Disagreement

Expressing 6nobd

1j) Explaining/reasoning
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Explaining and negotiating the situation
2) Tactics of Paents

2a) Repeating

Repeating directions insistently

2b) Explaining

Explaining the situation to the children

2¢) Providing alternative activity

Motivating children for an alternative activity

2d) Ownership of the digital device

Using the power of ownership

2e) Time and space restriction

Restricting chitinkamelgpéce use i n point of

2f) Physical contact

Touching children while interacting

29) No action

Aborting and going back
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Appendix F: Coding System for Resolution Strategies

Question: What resolubn strategies emerge at the end of conflicts?

Strategies

1) Child submission

Child agrees or accedes to the parentods
Example:

Child accepts closing the television and eating meal at the end of conflict

2) Parental submission

Parentgr ees or accedes to the childbés deman
Example:

Parentives children extra time for playing on a tablet.

3) Compromise

A middle ground is found between the parent and the child so that they modify their

original positions. The participantisd a mutual solution.
Example:

Child and parent demand watchingfdient contents. At the end of conflict, they

decide on a common channel.

176



Appendix G: Coding System forSynchrony Strategies

Question: What agreement strategies emerge in the casgofgnies?
Strategies
1) Following instructions

a) Obedience

One ofthe participants terminates or alters his/her activity as the other participant

directed an instruction.
Examples:

-Child desires watching cartoons while adult is watching his/her prograenparent

opens cartoons for the child.

-Noise of television distios mother. She asks children to turn down the volume, and

child turns down the volume.

b) Selfseeking of parents

Parentdos selfishly motivat i ntamsthfurthetr en t o a

selfinterest.
Example:

-Father gives his smartphemo the child while relaxing as he aims to occupy the child

during his rest.

2) Accompanying

One of the participants accompanies to the other during digital activities.
Examples:

-Parenaiccompanies to childds digitradigtalacti vity
play.

-Parent and child watch television together.
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3) Cooperation

Parent and child cooperatively engage in a digital activity to reach a common goal.

Example:

-Parent and chil cooperate to accomplish the task of a digital game.
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Appendix I: Curriculum Vitae

PERSONAL INFORMATION

Surname, Name: Konca, Ahmet Sami

Nationality: Turkish (TC)

Date and Place of Birth: 30 December 1989, Kayseri

Marital Status: Married

Phone +90 386 280 5179

email: samikonca@gmail.com

EDUCATION
Degree Institution Year of Graduation
MS Inonu Uni. Early Childhood Ed. 2014
BS Selcuk Uni. Elementary Math. 2011

High School Mustafa Koyuncu Aatolian High 2007
School, Kayseri

WORK EXPERIENCE

Year Place Enroliment
2012 Present  Kirsehir Ahi Evran University Res. Assist.

FOREIGN LANGUAGES

Advanced English

PUBLICATIONS

Koncg A. S., ¥zel, E. & Zel yuteacherstdwardg 2 01 6 )
using information and communication technologies (IQmjernational Journal of
Research in Education and Science (IJREQ&)), 2015.

kad S. N. , Konc a, Acah .F. (Z316). Pa¥entatm/olvenient;,; a &
phenomenological reaech on electronic parental involvemelnternational Journal
of Pedagogies and Learning1(2), 163186.

Koncag A. S., & Koksalan, B. (2017). Preschool Children's Interaction with ICT at
Home.International Journal of Research in Education and Scie®&@), 571581.

Koncg A. S., & Tasdemir, A. (2018). Faculty Technology Mentoring Program
Facilitates-A Case StudyMalaysian Online Journal of Educational
Technology6(3), 3851.

Dikmenli, Y., Yakar, H., & Konca, A. S. (2018). Development of disast@araness
scale: A validity and reliability studyreview of International Geographical
Education Online (RIGEQB(2), 206.
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Dikmenli, Y., & Konca, A. S. i(a0yge) °|l TeKet igei- e+
géeveniorl i Kji-tail mkemakswer.aa1#(6)yv18731280g ul a m

¢aj dak, A. ¥zel, E. , & Konca, A. S. (2016)
katdkemyl er i nibBj iitnicned ee nKhnuersail®(4)y861908y gul a ma

¥zel E. |, Konca, A. S. , & Zelyurt, ndn (2016) .
Yabance Dil Efjitimine Y°Kedk&hiTrut jmil tairmnkEak &

Dergisi, 17(1), 331342.

PRESENTATIONS

Keksal an, B. , ¥zel , E. ,012Y @He\Effecttof Parent & Konc a
Education on Some Children Rearing BehaviouiBarents with Six and Seven Year

Old Children. 3rd I nternational Cdngress on
Adana.

¥zel, E. , Konca, A. S. & Zeltynernt  Adhy|l @2 @h %)
Yabanceée Dil Ej i ti mine KH#thnt&rnatmonalGPreschaoll er i ni n F

Educati on Conf Ankaean c e, Eyl ¢ | 2

Konca, A. S., Zelyurt, H-Sch&ol ReackelsTowards ( 2015) .
Using Information and Comumication Technologies. International Conference on
Education, Mathematic§cience & Technology (ICEMST), Nisan-28, Antalya.

Zel yurt, H. , ¥zel , E. & Konca, A. -S. (2015)
School Teacher s6 Per anelpaching ForeignfLanguagesto Ad e qu ac
Young Children. International Conference &esearch in Education and Science

(ICRES), Nisan 226, Antalya.

Konca, A. S. & K°%ksal an, B. (2015) . Ok ul ¥
Teknolojileri ( O¥BKTKY i ¥dthtimeznaitidnal Presciméln Ge |
Education ConH akamnce, Eyl ¢I 2

Di kmenl i, Y. & Konca, A. S. (2016) . T¢e¢ketici
G¢veni r |l i B5thdntetna&ienal Brsnary Teacher Education Symposium

T a Kk d e nKomca, A./A5. & Kaya B. (2016). The Competences of Primary School
Teachersfor Using Instructional Technologies Analysis of Current Situation.
International Conference on Social Sciences and Humanities

Takdemir, A.,Dil ek, H. ,6B 8TEM Acdtivities inEarly & Konc a,
Childhood Education The Concept of Force. in&ional Conference on Education in
Mathematics, Science Technology 2016

Di |l ek, H., Takdemir, A., Konca, A. S. & Baltac
STEM Activities to theChildren s Problem Solving Skills. International Conference
on Educationn Mathematics, Science & Technology 2016
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Dikmenli, Y. & Konca, A. S. (2016). Factors Affecting Preservice Teachers
Environmental Consciousness. The 2016 International Academic mBesea
Conference in Berlin

Konca, A. S. & Dikmenli, Y. (2016). An Investigan of Preservice Teachers
Environmental Consciousness. The 2016 International Academic Research
Conference in Berlin

¥z-aker, B., Konca, A. S. & Ameakrank, kNki(l2

¥Jretil mesinde Tabl et | IselInternmattbreal AEadémicn | i Kk
Research Congress
Konca, A. S.,¥z-aker, B. & Ar é &hmology N. ( =

assisted instruction to 4 6 years children s recogniéiod discrimination of basic
geometric shapes. 1st International Academic Research Congress

Di |l ek, H. , Takdemir, AL Konca, A S. &
childhood STEM aci vi ti es on t he c hi | deamingb s bel
Humanities and Social Sciences Conference

Yakar, H. , Di kmenl i, Y., Konca, A. S. & ¥
Preservice Teachersb Di saster Consciou
Conference

Di kmenl i, Y., Yakar, H. , ¥ z) &dswlrBilgleBve & Ko
mat emati k EJ i ti mi ¥Jretmen Adayl arénén A
Ul usl arasé Sosyal Bilgiler Ejitimi Sempo:
Yakar, H. , Di kmenl i-,akY.r,,KoBn.c a(,2 0AL.7 )S. A& evz
Ge-erlililki wet &Glgevkema g é . I X. Ul usl arar asé
Di kmenl i, Y., Yakar , H., Konc a, A. S. & ¥
Ej i ti mi ¥Jret men Adayl aXeneéelwl uaf art arBasléi

Araktérmal aré Kongresi

Konca, A. S. & Erén, F. (2017). Information and communication technologies use of
Turkish preschool teachers. 27th EECERA Annual Conference, Bologna, ltaly.

¥zt ¢rk Demirbacx, ¢ ., Di kmeAnl iS. Y(.201wvakar
Adayl arénén DW2adyl ePrairnki BAlhtgnEtiendl Eangresson .
Current Debates in Social Science

Konca, A. S. & Erden, F. (2018). Young <ch
using ICT: a case study. 283ECERA Annual Conference, Budapest, Hungary.
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Appendix J: Turkish Summary/ Tg¢r k- e ¥zet

EV ORTAMI NDAKK DKJKTAL AKTKVKKEKLERDE EBEVEY
¢ OCUKLAR ARASI NDAKK ETKKLEKKMLERKN KNCELE

1.Gi ri K

Ok u | °nceshild®inemalei | etn kr ml g ekaoledjkiilsda
konusun dkarl®9 80 thébeimelan etmektedGe | i ken teknol oji ve
eri ki ml er 2lnyestzigcedl siitnad ei, sa jml e In ali eekRbnmii, K t i r
2010) . Bilgiye erickirken, b dijjtal tekmotojger Kk ur ar ke n
géenl ¢k yakamanh i mier g SkapBlaxhford ved SiraBlatchford,
2003)

Ok ul °ncesi d°nem -ocuklar séenéfta veya
yojun bir teknol oj i et ki | ekilmarnéen gtierlmeevkitzeydo nr
akélle telefopiwvel tadkeol ajiibli e rdi sékl ekl a k
(Konca, 2014). M&rgiambar@3@l7pcgkdiar @vde te
akeéelle telefon (%93, 2) veéouwkalbareétn (b6 3t, 3r) &Kiujl
teknolojilgrFtmekekil erei el | anmal aré onl ar i -
sunmaktadéer (NAEYC & Fred Rogers Centre, 201
teknolojilerin -ocuklar i-tiinr °nklmk nol arkak,bad
teknolojil eevreciukil asgnekl i etkil emektedir.
fiziksel ve sosyal d¢nyal arénén bir par - asé
teknolojiler -ocukl ar én bi |l i meslelir,rol sosyal Vo€
oynamaktadeér (Johamsdaam, 2013 0)t.alDitjeekrnol oj il er
-eki tli y°nl erden dest ekl emek i -in i mkanl a
etkinliklerinin zenginlextirilerelkddestekl| e
sunduju en °nemli Kk zgelrl¢ilknheekrtdeedni rb.i rA nscia ko,l abraaz
dijital teknolojilerin -ocuklarén gel i ki mi
di kkat -ekmektedir. ¥zelli kl e, eankien yakta t
konu haline gelmiktir.
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Yapél an aar akhée madduwu Kk i adeknolojderi ev t a l

ortamlar énda kull anéména il i kkin ol ar ak,
odaklarénh é k i -eri kl erin vV e ama-|l anasuz fonks
sonu-1| arjemet i (M rk avr a mlAarsaad) ve Awwnmsson, K2009;

Buckingham,2007) Ay r éca b wc-uaklléaknmanl arida t-al et ki |

gzl eml enmesi yerine ebeveyn g°r¢kmel eri
2010; Rose,Vittrup ve Leveridge, 2013V e r i t o.pHua rmrh&tmard a P
ebeveynlerig® r ¢ xépai bakéek a-¢él are yerine, ger -
etkinliklerine odaklagmhé Kk t ér . Bu t ¢r bir -al eékma, -

hakkénda dahal giyr émd & nfarsemlai- disré.

Bu - al ékomaukl arén ve ebeveynlerin ev
birbirleriyle nasél et kil exkime girdikIl er|
séraseéendaki et ki | ex i riKkles kohusunda getkisikotiluman v e d
ebeveynlerdenyar € | a ma z . Ebeveynler ve -ocukl ar,

et kil eki mAinciarkd edii, releckre.v e x n me r ve -ocukl i

etkinliklerin zamaneée, y &a senkronezasysmgjarak s i k o
g°r ¢ | meBk neslahier, faaliyetler sérasénda ebe\
et kil ekime bakél ar ak, di jitalhakrkteaamrddra kdia h
saj |l ékl éeldd ediapilrl Baur -al eékxma, ya ebevayklériar € n \
televizyn |l a, akéltabtetkeéonlgibvendi i dijital
¢- Ccihaz, araktéermanén yapeéeldeéejé alaneén
formlaré olduju i-1n -al égmBawak, dipda I ed,i
aktiviteleevegnheendaeki-oebk| ar araséndak
ama-|l anmaktadeér .

Sosyal et kit egukl earr as 6 o-ydat i vkekyian -aorcaus
ger-eklexkebilir. Di jitalstetkki ralrizkul evre séary

kendilerini sosg | ol arak konubhhl anfdée(20D8). buj ko
ol ma, izl eme ve katél ma ol ar ak é - bakl é
-ocukl ar dijital aktivite e elarak ssesyall a k e
etkil ekimde bkhohaojl heri Dijotakl aeén sos)
algel anmasé gerektiJini vurgul ayan aracxt

-ocujun dijital aktivitel er|ledeeftlke niekxlienti
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Johnson (2010) m®rderd fi ean b r-eorcrugrutnéns osyal ol ar a

etkilekimde bulunduju -exitli sisteml er i y a
Tekncal t si stem -ocuklara hem dijizamahdaakti vit el
dijer insanksaemverdie]j et kil exki mde yam !l unmal ar é

bir yapé olarak tanémlanméexteéer.

Literatg¢gr i ncelendijinde -ocukl ar vV e di
-al ékmal arén genell i kl epaizihtaizfl avenné&gat ian é e
veya bazeée kavramlaren °jJretil mesindeki rol ¢ ¢
yané séra yapeélan -al éxkmalarén bazélaré sad
-ocukl arén dijital aktopiaemadeéendebedg?zl emmy
-al eékmal ar farkl & yerlerde ve farkl é ailele
i -ermektedir. Ancak sadece ebeveyn m¢l akat|l
sonu-|lardan derinlemesine jJjblidmda elduwe- a&ldd d ear

-ocukl| #ar @kt idviijt el er esnaseénda ebeveynlerl e
i ncel emeyi ama-|l améktér ve akaj] édaki arakter
1.Dijital aktiviteler esnasénda ebeveyn v

ambharé nelerdir?

2: Dijital aktivit el er esnasénda ebeveyn ve -ocukl ;
terl eri nel erdir?
3: Dijital aktiviteler esnasénda ebeveyn

stratejileri nelerdir?
2Y°nt em

Bu araktér manén dijdahaktivigltnaes eas®@cd&kiar 8asya
etkilekimlerini incel emektir. Nitel bir yakl
bireylerin ne yakadékl aréneée ve bu yakadeéekl!l ar
kull anél mékt eér ( Moustakas, HO8®Ama Bel inreldienb

ol gulu yakaméek bireylerin yakanmék deneyi mle

yoll arenée aramaktadéer (Lichtman, 2013).
Arakt er mayea vyaayk laaraés édn8a ol an 4 -ocuk ve
-ocukl areéen i ki.siAikleezl,eriikni seik oenroknel kkt idcur uml ar é
aile d¢egkegk, 1 ki aile orta, bir aile y¢ksek d
i kisinin kendilerinden b¢y¢k kardexki var ken
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Arakt éer mada verfiar kb @ | ayfankt e ml e n kKul |
y°ntemlerin il Kki ev ziyaretleri ve bu zi

aileye 10 ev ziyaretdi ol mak ¢zere topl an

~+

oplam s¢resi l1AQr aeaytarked | 2k ink &dérs.aat i
|l téna al énméxkt ér . Ev ziyaretl eri S¢resi
| mé kK vV e veri kaybe yakamamak i -1in u

r

ekl ekKerritmpkamak 1 -1 rnecaéyrvéc & varzd ktaar

- Q 9 9

maml anmasé sonrasénda ebeveynlerle mgl

~+

nemayé ve onlarén teknoloji kull anémé &
n m¢l akatlar i se dijitakkakhdavdakbbefde
i nmeyi ama-|l anarak yapél méxkter. Bunl ar

zé davranéxklaré neden sergiledijini anl

Q Y9 o O v ©»® @D

-~ T O On

zl a bil gi edi nmek amacéyl a késa g°r ¢ Kme
Arakt érma boyunca el de edilen t¢gm ver
018 programeéna yekl enmi ktior . Yeni kod]I
czenl enmesi °ng°r ¢l erek Lincoln ve Gube
unca taki p readitlundiak tyiern.i Buo dd caajr ek | e nmi

rtaya -ékan olgulara g°re yeniden d¢zenl

< O T o N
o
<

e yeni -ékan kategoriler birbiriyle i1/
Araktermadan el de edil eni vdeer idreaktné rgm
nal iz s¢reci boyunca g°z °n¢gne al énméxt

csren g%zl emler, farkl e ver.i kaynakl ar é

o u D

e
il gil eri dojrul amak amacéyl akbir. KMer i
gévVve
ayré olarak kodlamasé sajl anméexteéer. Ar ak
Mi | e

bul unmuktur .

nirlifjJi i -inse ikinci bir kodlayeéeceée |

S vV e Huber mandeén (1994) 89 ok | ¢ ne

3. Bulgular
Bu b°l ¢mde arakteérmadan &Il ke od cirla&kn - l
ve ebeveynlerin sosyal et kil exkimlerinin

aktiviteler esnasénda ortayaxkté&rk.anSeen kol
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dijital aktivitel

belirlenmi«ktir

Ar akt eér ma

sunul nkuekiivlede al an

er

esnasénda

sonucunda

ortaya

bul gul ar én

ebeveyn vV e

-ékan bul gul a

Ro%YIr&é&mde | gera- é k|

veril mi ktir
Tabl o 1: Bul gul arén genel °Czeti
Et kil ekimin Amacé
T Y°nl end 40.75%
T Payl akn 53.55%
Etkilexkim Te¢grleri
1 ¢at &k ma: 54.9%
T Uyum: 45.1%
Yol a-an °zellikler
¢tat €K ma Uyum
T ¢oklu g°°rev T Dijital aktivitenin
1 Pasif maruz kalma T Klgili iletikim
T Uygunsrikz i - e
T Klgisiz iletik
¢tat ékma Tatikleri
¢ocuklareén takt Ebeveynlerin taktikleri
T G°z ardé | Birhakdaha 9 Tekrar etme 1 Cihaz sahibi
1T Baj ér ma talep etme T A-ékl ama ol duj unu
1T Aj Il ama 1 lIsrar etme 1 Alternatif belirtme
1T Uzaklakm €y Yar éda aktivited Yervezaman
1 Tamamlama berakm késeéetl am
talebi 1 Khtil a’ T Fiziksel
1 A-klama 1 Tepki vermeme
Et kilekim stratejile
tat ékma -°zme strat e Uyumstratejileri
1 ¢ocufun 34.80% M Emirlere itaat 27.40%
1 Ebeveynuyumu 53.92% 1 Exklik et 47.95%
§ Ortak uyun 11.28% 1 Kkbirlij 2463%
31.Sosyal Et kil ekimlerin Amaceé
Bu b°l ¢mde -ocuklarén ve ebeveynlerin s
belirlenmixktir Bl ¢m boyunca efDiojciutkdlarakt i
araséndaki etkileximin ama-1laré nelerdir?o s
Arakter ma- ocawuku mbe@&wmweymd eein iletikim backl
ol dukl ar é vV e her i ki taraf énda dijital akt
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g°r ¢l mgkt ¢err. dEbjeivteaylnl akti viteler esnaseén

etkilekim baklatméekl ardéranaAnam&c b uo | daug
-ékmexkteéer . Bunl arén il ki yeti kkinlerin

-ocukl aréena - erméleridiriEt Bi I e ktkinfnEee r nawmac é i s
-ocukl arén hem de kendi di joiltnmaulk taukrt. i v¢iotceu
i se paylakma ve ebeveynleri y°nlendir me &
ol arak i se yet ik khiany avtel a oiclugkillair egtéknillée Ki m

sék séek girmixklerdir.

Ebeveynlerin -ocaKkil ag®nléem®°md pmnmec a me é
gel mi ktir. Ebeveynlerin y°nlendirmel eri
dijital teknolojilerik ul I anmak i -in =-ocuklaré vy°nl en

dojrultusunda ebeveynl ejri,t alocaikh azlaarsée sa -

kanal veya uygulama dejiktirme gibi dire
direktifl ern despit-adcukbkeblnél ojileri uy g
direktiflerdir.Bu dojrul tuda ebeveyrelyar ,t a-bdceuk lialre
telefon ekranéna -ok yakéndan bakteéejé zal
izl eme, -o0cuj umaky«téeinkkk ikreisretd lkardaeerf & It aman
yaparak dijital teknol oji | améxkIldarhdérs aj|l -
ol ar ak, ebeveynl er dijital aktiviteler

yenl endirmel er yapamé K lsaaradtéir . getlodciykilnair ai |

s°yl emesi, tuvalete gitmesini sByl amasi ,
dojrultusunda ger-eklexktirilmikktir.
Arakt érma boyunca -ocuklarén da yet.i
¢ocukl arén madnlencitikmeé eri ml er i de é - b a
Bunl ar dan ki -ocukl arénakleardé Kenterka le
ama-|l aréedér. Yetikkinleseskaaamadehekveys:a

talep et me gi bi olamakeerilébdlirrAybeéca °2ocekl| ar vy,

dijital aktiviteler boyunca kabl osuz aj
karkéel akél dejénda -°z¢m °nerileri sunar al

Sosyal etkilexkimlerin ikinciivtelemaceée el
payl alkammaa ko bel i rl enmi ktir. Dijital aktivi
dijital aktiviteye di jer taraf é da dah
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Yeti kkinlerin payl akimayetmak-Kiamrléeri n-cced weknlda rjéar

izleme aktivitelerined o | a | ol ar ak katéel méxkl arder . Bunu
-ocukl aréen dijital aktivitelerini izleyerek,
di jital aktivitelere m¢gdahale ederek -ocukl
Ayr éca ebeewklyarlée rk emndi di jital aktivitelerin

takémékl arder.

¢ocukl aréen dijital aktivitel eri payl akma
gzl emlenmi ktir. ¢ocukl ar kendi diijital akt
ol mukl| atdEer akDi yite esnasénda sék sék yeti:

onl arl a dijital aktivite hakkeénda konukma
¢cocukl arén dijital aktiviteler:i payl akéml ar é
etm K1l er |, ditjeil teal haktkiéwn da d yrag deenlae rii mtii ysaoer

duydukl arénda yetikkinlerin yardéeméneé talep

aktivitenin karar verme s¢recine dahil et mi K
gbi kar ké t araltéinvidiejsiitnal i zI|l emi kIl er , aktivite
Zaman Zzaman yeti kkinlerin dijital aktivit

y°nl endirmiklerdir.

Sosyal etkilexkimlerin amacé son ol arak gg
Yekiwler -otyuykl aralyatga 11 gil i sohbet et me a
girmi klerdir. ¢ocukl ar ise su ile yiyecek
aktiviteler esnasénda g¢nl ¢k hayatla i1 gili

32Et kil ekim T¢grl eri

Sosyal eya&aiileki mlee -ocuk araséndaki har
i ki kategoriye ayrél méxkteéer . Sosyal et kil exkir
fikir ayréleje s°z konusu ise bu etkilexkim
sosyalet ki |l eki meesm&kse@anda& -ocuk arasénda her hat
konusu dejilse bu etkilexkim uyum ol arak seé
yetikkin ve -ocuk farkleé ama-Ilarla hareket
-ocujun amgxkmaké endi analYazpéd @anucunda sosyal
%549 6u - atékma ol arak s énélf |liasned éyreétliéekkkiem ,v eg e-r
arasénda uyum ol arak belirlenmixtir.

3.21¢at &€ K ma
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tat ékma durumlarénda ebevrelygnk vsea]j-loacmal

i -emitli taktikler kullanarak kendi ar zul
Fakat ebeveyn vV e -ocukl ar én takti kleri
belirlenmikt-sopsyd&locubkar klaeatt iekl, anbag jélr anma

S é zarla&kn gi bi takti kler kullanérken yeti kKki

s°yl eme, a-éklama gi bi takti kl eri kul |l ani

¢tat @ékma boyunca -ocuklarén daha zayéf
-ocukl ar -atekmdg sapladakavaizhabtakti kl e
belirlenmicktir. Cocukl ar én kualjléama&k], e agtl
sézI|l anmak, bitene kakar devam &tkneyi teklif etmdkr kez dahayun

haktkekl i f et meke @& s éddrak seat knael ka Bbeveykleria r
taktiklerial t er nat i f bir aktisviathe bsajpl dmabknudi
Ss°z¢é¢n¢g ge-ir mewueanalvek mealgitmek fikikses ténas vee ma s é
-ocukl ar én st r asizlkamaklolarakiepk ar eadlds d md &k t9 @ s
¢cocukl ar dijital aktivitede bir -at
genell i kle ebeveynl er ieaveebavgyMerth etr a Ine p Igé r imn
d u y magibiedgital aktiviteyeile devam etmeye J i § Yemrt mi k| eCrodciurk | ar
ayreca kendi | erbianjiér snayv u nsneéazksoayalnaktiklege b i a
bakvur muBaZera fizikselr alarake beveynl er den uzakl akar
deji kti.r mEbleerrdginlt ek ondixkhaa ak ok at eékmayé -
etmik | e Dijital etkinlik yerine alternatif faaliyetles unar ak - ocuklI|l ar | &

noktada bulukmArlyaak adl ecgmkkadarae@eveynl erin

gel di kl erinde tekrar ederek, - gkbakméern!| amd
Otor i l erinin bir g°stergesi olarak -ocukl a
kol l aréna dokunarak onl arl a dahaBazn ki n bi
kull anél an ci hazeéen ger - ek sahi bliegp ol du
kul I anéjléanmea ykaacraar ver meni n teetkmiokloeridiers i

¢tat édmauml ar é i ncelendijinde bazée et

g°r ¢ | mMygetnepled.i j i tal teknolojiye pasif maru

g°rev y agbeweynlenn edijial etkinlikleden ilgisiz i | et i ki ml er i

belirl.éamekmaya nemeen -®lcairk| ialrlen pagfj it al

mar uz k adl orcauskéldaérr .pasi f makozs getr yayxamlé &
190



ayrelarak |l bifraaké ymea als@lelvam®&l ér ken 1 Kkinci si
kal ma ile ortaya -ékan aktivitede kull aneéel meé
ortam i se ail el erin her hangi birinin i z1 e
tel evizyonu s Jlimerkit. Bunadk relke t utanauleljar én tel evi

ol arak maruz kal masé sékl ékla g°zlemlenmi«kt.

dijital ol mayan etkinl ikl ePasihmaruz lkdlmg@ aséné bo
-ocukl ar ve ebeva«ymierengaeddl@ryg @k d lodea Kti é aci r .
maruz kalma dijital aktivite esnasénda etKki

il eti ki mi zayeéefl at ma v e Pasif sacunKalmasbreumdanay a nede

(¢

beveyn veya -ocujuml dyé&kaejne aza&kn ayeatpks || aerk i
ol umsuz etkilenmicktir.

Dijital aktivel erin i-eriji, -ocukl ar v
zenginlektirmesi a-éséndan ©°nemlidir. Dijit
°nemli Dbir par-aséebl mMueltiukd a \kreadrdéek |, arc, nef r
saldergan dil uygunsuz i-erik olarak g°°r ¢l my

e
hezl é& olan konukma ve g°r¢nte¢egler yojun konsa
n

uygu ol madéeje kabul edi I mi ktir.

¢ocukl ar an baymdé&nanfdazl a i kle mexkgul ol mal
adlandeéer él mékt eér . ¢ocukl arén dijital aktivit
ol dukl aré belirlenmicktir. ¢ocukl ar i stenen
devam redimi x| @oxzmudkad airkiayadiej i t al aldijtalvi te, vey:
ol mayan aktivite ger-eklexktirmixklerdir. Di j i
kKeyl er yemek yada i -mek, veya dijital ol maya

¢ocukl ar Idiikjlietrals ettdksiégnh @a eg&i | eki me a- ekt

dijital aktivitelerin i-erifji hakkénda payl
ebeveynl er -ocukl ar dijital aktiviteye -o0Kk
ge-mede pr obl e nukeaebeveydekin bedexki miter i dijital
il giliyken iletikim kolayl akeér ken, ebeveynl e
baj émseéz ol duj u- @dauku me a kielbewieminn i bakl at mak
zorl akméexkt ér . ¥ zlett il ve d e-no clmd&]l éaniseétzi ka mal gar me
gel me ejilimine sahi pken dijital bir faal.i
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cevapl améxl arder. Bu ejil i m, ebeveynl eri

ol dujunu d¢kégnen - ocahilikl ardan kaynakl anmé
3.2.2.Uyum

¢cocukl ar Ve ebeveynl er dijital akti
bakl adél ar. Daha °nce a-éklandéjeée gibi, -
karké karkéya kaldekl arénda, e yakdan, i K i ml e |
taram&nl aré ve talepleri birbirimnyumtamaml
gel i kti . upumtadrma@&ndaki t emel far k, -ocuk
rakiplerinin taleplerini ve y°rel grirrei ylaah
vermderiydi.

Ti pi k bir uyum durumunda, -ocukl ar
mekgul ken bir taraf dijeriyle etkilexkim
etkil ekime uygun cevap Uyaeime rdaik uumy am égeama-
ve ebeveynlerin davi)ieé Kk | ar € birbirl erini tamaml ayeéc

birbirine g°re davranméxter.
¢ocukl arén ve ebeveynl erin uyum i - el
belirgin °czel likleri saptanmékeéi n Bazé&

© zekbkrnimdmdur umunun ol ukmasénda destekl| eyl

aktivitenin i Kbirlijine uygunl uj u, kat e
aktiviteler, etkilekimin uyum dur isenu ol m
ebeveynlerini et i ki ml erinin dijital aktiviteyle
aktiviteyle 11 ikkild@ ol dujunda -ocukl ar
ejilim nde olduklaré i -in bu durumlar uy!

33.Et ki | ekielmm Stratej il
¢at e Kk ma tratdileric m S

Her -atékma durumu kendine °zel -0z
genel ol arak ¢ - bakl ek alténda topl anme,]
ebeveynl ere g°re ke 88480).e Bunistdagtzepl dme s
kendilerin ebeveynlerin taleplerine ve bakeéecx
gor ¢l megkt gr . Kki nci t ér stratejide ebe
déezenl eneSB,8r.i djl fe¢n(ce -°z¢m stratuklpri si nde
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-at e Kk ma durumendlkarkkiéd ikd leertiavi zI| er verer ek

bul ukmal aré g2y ¢l megkt ¢r (%11

K1 k -%z¢m stratejisinde -ocukl ar ken
d¢zenl emi Kkl erdir. ¢ocukl ar ebevemandaeri ne g°r
-exki tli t akatridkére.r Anucla ka,n melxkdveynl erin de ken
-ocukl ar bak edemedi kl er i duruml arda ebeveyn
stratejide ebeveynin cstenl ¢ éng kabul et m
séréanda her zamang¢-logulPapgdmpgkldahai rg. Bu ned
daha -ok psikolojik taktikler kullanma ejil.i
dojrudan g - kull anar ak, yada b u gécC ¢ -0
kull anméesk ardaeé duruml amncda kil aeaelbeéveyrkleanrdi
ayar|l améexkl arder . ¢cocukl ar bazée durumlarda e
-eki tli takti kl er kull anarak zorl améxl ardeér
sajl amék, - ocrukk ati | etdmijukt igr .bi h a

YukarédanbahBhgedilsega ratejilerinin hepsind
kaybeden ol duju g°r¢l mektedir. Bununl ar bir

-ocukl ar ve eb-kavassyonn uvecru na iwl akkamaalnar éné sajl a
ve -acumkizakere soyvumdsapliabdbéekl aréndauuzl akm;
i ki taraf i1 -in de ¢retken ol muktur. Ebeveynl
ve -ocuklar da bunu bir aBubarxnmdegi bi gat € g mk
taraflardam b i r i si konumleamwan & kdnaj g trigrd dnigjkit g r .

3.3.1.Uyum Stratejileri

¢ocukl ar ve ebeveynler dijital etkinlik g
bir vyolla bir araya gelerek birbirlerinin i
et miikd .er &° z1 eml enen -ueykuimt | duruwmimretnrdat ej i | er

gor ¢l megkt gr. Bu st BoA7t4@ |, i et i k%Se)t maet [i&kbd rulyinjai
(246 5) ol arak belirlenmicktir.

K1 k strateji birbirlerinin dyderii matl ar én
i - er melkathead i °ineclei rdtei | di Ji gi bi dijital aktivit

talimatl ar vermi ktir. Uyum durumunda, ebevey
uyum i -erisinde kar kKkél ayaAmdka ktdithatlandgat a uygun
bireya- é stk dl @h e k gBaszé& rtnalkitmat.l ar 1 taat gerekt.i
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da ebeveynin -ékarcé talimatlareé ol ar ak

uyar ken -ocuk yada ebeveyn k e ndmansdée n 0
gerekmi ktir. eBudimedeml eki x¥nltali mat a p a
sonl andérmék veya dejiktirmicktir. Baze d
I -ermi Kt ir. Ebeveynler -ocuklar tarafénd
me< g u | tut mak ii-tieny e iy® mdaljiik atlalaikmhatv ver mi

¢cocukl ar dijital et kinliklerdi ebeve
g%zl emlenmi ktir. Mo bi | cihazlarla oyun o)

takip et mesi niEbavevhbeaEkldaer dée®c wgklvaemdn k

a-éseéendan g%z wucuyla veya dojrudan taki

-ocukl arén dijital faaliyetlerine exlik
i Ki t¢rde ortaya -iekmexuler di jKil tkkailnkdteitrk.ierl
Ebeveyn bu durumda -ocujun davetini kabul

ebeveyn kendilijinden -ocuja exlik et me
et mek, -ocuklaréen olbhumakarenéeei gErdrmekndai |

¢ocukl arén ve ebeveynlerin talep ve
uyum ortaya -ékméktecuk Bueaeb&veymarakt ak
birlikte hareket ettikleebintdejirbnrbipuj
durumwn d a , ebeveyn ve -ocuklar ortak hedef|

atmosferinde ul akmayé hedefl emiklerdir.
4.Tart &€ kK ma

Her ne kadar dijital teknolojilerin oc uk | ar € sosyal ndal ar ak
t artl @k mave olkaadg g éblua a-,al-éokcru k| ar én dij it al

-evrelerindeki dijerleriyle et kil eki me
-ocukl arén akranlaréeyla etkil ekimini vV e
(Hsinevéeedi] 2014; , 1 80a0telLve, dRDé&B)er Ay
teknol oj i ku-l bankEméet ebeeeymini kol ayl ak
(Kenner ve ark., 2008) . Benzer «kKekil de,
ebeveynl ejré ndibjaiktlalt t akénmn vietvelleertienk nod @¢ u}
sérasenda bajlamda sosyal ve duygusal 0
etkinlikler bajl aménda dijital aktivitel
oynamaktadérnollogcukkalk Ean éetérnl é& kgeol kehcneg] ke |
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vV e -ocukl ar én gel i Ki mi ni vV e °Jrenmel erini
yarar | aedeék k&l amiwkntainr ve McPake, 2013). Bu ned

etkinlikler sérasénda et ki |l eveynleneinaftif r me ej i | i
katelemée ve etkilekimi -ocuklar i-in faydal a
Mevcut -al é@ékma, -ocukldar @ebediejyint &Ir i ak tair\ai
yenlendirildijini ve vy°nlendirildijini g° st
Butterworth (20 2 ) , -ocukl aréen bilgisayar t emel | i et
yojun bir Kekil de et kil exki klkagrgeBkredhicgknl er i ni
y°nl endiirfmgeller loed dujunu bul mukl ardeér . Bu ned
davranéxkl ai éeeejsiéenéerkapale al énmal edeér . Bu
talimatl ar e, dijital teknol oj i Inaygunn - al € Kk ma
kull anemé ile ilgilidir. ¢ocuklarén dojru di
°nemlidir veetatykldar mrigul anan ol asé zarar/l

yararl e ol duju d¢gkenegl mektedirkl uinkinh de bii r |

akére ebeveyn y°n¢gngén, -ocukl aréen doj al dav
nedenl e, e biekvleayrnd reén ndi-joict al etkinlikleriyle
uygul amak i stedi kIl er i kurall ar é var sa, b
payl akmal edér | ar . Bu nedenl e, dijital faal i
payl akémé, verileazabt mambhédarén °rneklerini
Mevcut - al élkenm - ocukl| ar én hem de ebeveynl e
etkinlikler:i sérasénda jJdiamwr amék bpavwhak®&imeéin
teknolojilerin sosyvadr gyulnagméykntééerd t eael ei bdj | E
sosyal r9mnelnl -rlblceakl arén ev ortaméndaki dijita
belirtilmelidir. Bu nedeédnacagki- oxsauky alr etekialie
arakterma -al éexkmal ar éneén ger ekl i bir konus
-ocukl ariéejni teaMdet ek nol oj il er yakadejé aile b
-al ékmada ©bildirilenlere benzet migRlzé edict p a
Ebeveynlerin ve daha b¢yeéek kardexkl erin, t al
geni kKl et er ek yvoel uynoa e |kl ¢e-ngek -ocukl areéen di j
kull anmal aréné destekledi kl eri gor¢él megktgr .
-ocukluktaki sékéntélarla bawaj]lakadbiki éek
Teknol oj i, -ocukl araazandgotansi(yie)l spaolziipsy Ot
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denetl eyicisi), (iri) katélémce (tavsiye
g° z thdljpng-Dj 2r f, 2008) . Bu nedenle payl akém

dijerine taxker. Bu mederlae k adarmra -lea«kltd me
deneyimleyebilirler. Son zamanl arda yapé
-ocaurkdn sérayla al éndéjeéene, payl akél déj e
yardémcé ol duj unu gRimnsat 20t4miyunt vie Davi¢§, Q0% r i s s i
Kucirkova ve dijerleri, 2014; Li m, 201:
-ocukl adavramnexkdlaréné deneyi ml emesi ve u
nedenl e, dijital etkinl mebkeéer sécakbBandan
geli kiminin destekl|l enmesi i -in kilit bir

Araktérmaneén il gi n-ochuikrl ag@mu cbua zelna rt el

karkée &karkeéya kaldékl aréendat eesbpeivieyad ielr mi

Prers k y (2001) , Adijital yerlilerio dijit
tanéml.aBakt-®@rcukl|l ar, ebeivieiynd cirjii wall Pd ¥ -eme
dijital d¢enyanén¥tde] ghndameyPEobudhman ve
teri milnar-éonc utke k nol oj i i -i nbel iant Riokctugkn éa r g

bakkal ar @&énén davr aneéexk!| ar @k diital gtékaolojgern| ey e r «
kullanabiirler( Pl ough man, McPake ve Stephen, 200 ¢
da g°r¢ld¢e¢reoecgkbaréen yeterl il iji, bel irl
ol dukl arée bir t¢gr dijitalalokakwrayzazdrelka ka
adece becerilerg¢sdeniijiayné kBamgndhbhukma

e takl it eder ek di jital lerk Bu yemlenig,r | & k |

S
de i -eram &t awm, 2011) . ¢ocukl ar, yakeén
v

ebeveynlerin dijital teknol oj i kul l anéme

(]

neme sahiptir.
tco&klbar ayréca bu -alékmada bazeée diji:
ve deneyimlemiktir. nBwedeualslidr @mn sd&il jeirtoalar

bu kekil de maruz kal masénén -atékmal arda
-ewmiktiPasi f mar uz kal ma, -ocukl ar ve &eb
etkilekimin °n¢gndeki binrz ean elkidlder,akKig°kr
(2009) , pasi f mar uz kal manén, ebeveynl e
et ki liekitmdmrmi kt aréné hem de kalitesini C
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Pasif maruz kal ma, -ocuklakénrdaojal goppuni( &c E
ve ark., 2008), -ocuklarén dijital oyunl ar én
Toplam ekran s¢resknolojcukkarlean@dméemnéml b

olarak kabul edilir. Bununla birlikte, Sweetser ve ark. (20b2), z amaocékl| ar én

aktif ve pasif marukalmao | ar ak ayr él masé gerektijini bel
olarak dijital teknolojilerikullanabilirler, ancak dijer yandan, géneém
-evreleyen dijital teknolojilerle, muht emel ¢

pasifolarak maruk al makt adér | ar .

Bu -al ékmada, -ocuklarén pasif maruz kal
teknolojilerle etkie k i me gi r di J i gor ¢l mgkt gr . Buna ek o
aktiviteye taraf ol ur ken, kkasakl ar ®l aralaya
-lemé klLtiére.r at ¢r de, -ocuklar dijital teknol oj il
yapmanén iolaabéklteecrej( Common Sense Medi a, 201
2010) . Bu -al eékmada, en °neml i kinlikek | u g°r ev
sérasénda yi yalpmuik-tdder Sheclu&t an 2014) , -ocukl e
izl erken yemek dawrearekk -io-kengidwignvd agnie k d ek |. e Biu
noktada alté -izil mesi gereken i kbr °neml:.i k o
dijital faaliyetle sénéerl e dejildir veya bel
dijital etkinlikleresmas énda ger Balluek eabibliirrl i kt e, -okl u ¢

géceéeneg hem de konsantrasyonu aorlausnégsnudza yglen-diek e

yapmak -ocuklaréen g°revliere yojunl akmaséneée

mi kt ar da -ocuj @n veojiulngiaximaiséngerektirdijin
etkilexkimlerini zayeéeflatabilir. Kkki nci si , di
yemes.i besl enme sorunl ar éna neden ol abilir

odakl anéer ken, t ¢ ketanék| ee ifatkgtmbnees: ibebide e r i N mi k1

besl enme problemlerine yol a-abilir

Dijital aktbwi-telléeekmanda -grzljeml enen di it
birbi | ekeni ol ar.akt¢ owwrkd wlalr&@mmeéewyt ggurn s u z i -erik
faaliyetegirdk | er i nde genel | i k| e- & &me kMreadryaar ai -yeorli jai-,t
dijital teknotokiaeenn®kgeghimesi ve gel i Ki mi
bir belirleyicisidir. Dijital aktiviteler u)
sonu | ar dojurabilir. ¥rnejin, medya «kKiddet.i
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bajlanté I|itermdegrdeagean &l mékt ér (AAP,

-ocukl arén sosyal davranéklaré ve sosyal
(208) taraféeéndan yapélan bir meta anal i zd:¢
video oyuinddetndakremwm i-erijin agresif d
sosyal davranéxklaré azalttéejé tespit edi
Byrne ve MoyetGu s ® (2012) , bexk il a 19%35iyimmaket, ar &€ a

savack veya ka-érma ol ayl ar e hakkeéenda b i
izl emekt ernbiklodrikkthudjduentur i ya da dijer uygun
b a zijigal aldtiviteler- ocu k|l ar én kavr amal &ko&@ uxoal alr &n
da hézlé harekeeremi&8ang?oglh&gdnled iyoj unl ak
ve ekrana odaklanmayaor | anmédtaér ocBkl arén kendi ker
vebu tg¢r i -eriklerle kar ke kaemaetineamedénal dé k
ol muktur

Bu -alékmada ayné zamanda uwuwrh duranml
en °nemli ©°zellik, dijital akkbwvrkte] ervae
kat el eéma ol anak sajl adeéj énda.BululguDAPur umu

-er-evesinin (Copple ve Bredekamp, 2009)

-al ékmaneéen | iterategr taramaseé b°l ¢im¢gnde
Centr e, erken -ocukluk ejJitimiindientekmmak o
a-ékl ama( NapWEKYE&€rFred Rogers Merkezi, 200
°nemi niméwer gella ki ms el ol arrak wygewr ydiijni tr
I K I byl rni °neml i bir fBa lhadénle, eloelegnieapdy g° st «
ortaménda -ocukl arén geli ki msel ol arak u:
rol¢ vardér. Hakim ve ark. (201Keruyyumbeveyn
olarak ¢, - r ol tanéml améxkt eéer . Bu r onliklermir i n he
zenginlexktirir. Ebeveynlerin ve iskelelel
kull anéménén faydalarénée arteérabilir (Fi
djital teknolojilerin ol akiftolas avtei gEtairra.r sy
okull aren déekeéndaki teknolojilerin geli.:|

sajl amaktan da sorumludurl ar .
tatékma ve uyum duruintadipange,| m@masainf

kal ma, uygunsuz I -eri krl gae i Fogkl u gPdejpu
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faaliyetl|l ebevego] @asénvel etikgimhi dyum Hiutr @ mé &

bazée -al éekmal ar dijital aktkvicrdéleer c@&mrasen
odakl anméexkt ér (I hmei deh Nevsls tieaSvmak, 280G, 201 4 ; L
Shahri min vV e Butterworth, 2002) . Bu -al éx
faktorlerini; DAP, -ocuk!l ai &@bi roll-iejmilr e nit mt uml

t asar éebe veknplojk et l anémé ve dij ittuatlu ntleakrnéo Ivoej i |
kull anecé dostu wvé anakk s ar¥h lea yyearnedéaenm!| aernge | |
fakt°rler otoriter ebeveynlik tarzé, ebevey
kapp| € yaaxlédréard atrespiBu édikk fir k enr r dhee ng e°ljirkenmeme |

férsatlarée sajlamak ve -ocuklarén wuygunsuz
olasé tehditlerden korunmal arénda ©°nemlidir.
¢tocukdlmaveynl erin me s ag | airléegi Idii j iotladiuj wen d

ebeveynlerin etkibkgkighlme eirme K¢ evagdmnubamme me s ¢

il gisiz bir mesel eyl e o hgi | ol dujunda, -
ejilimindeydil er. ¥rnejin, bir ebbiveyn, anaog
soru sordujunda, -ocuk big°fmegdehi gml melyer k
uygun kKekilde cevap vermemeye meyilliydi. Bu

dojrudan veya dol ayl é& ol &aeakmBkdugmldrda ol duj und
-ocukl ar ya ebeveyni di jitdlarakt igwirtmei, sycéardd

algeda se-icilikle ilixkkil:@ olarak dijital a
5.Sonu-

Bu -al eékma, dijital akti vi t eelider SEérasen
etkilexkimlerini arackt er ndaay éb ealmar-tlial neénk tkéorn. u | Kal
et kil ekimler detayl & olarak incelenmi«xtir.

uyuml ara b°l ¢ner ek .deCtaatyél kéntaal aarnaadrayal seedniklrnoi nkit z
a-an etkilexki mheankhérmal!l klad it mibEiaidbea i r de

-atéxkmal ar ve =-°%9z¢m stratejileri séraseéenda
takti kl er belirl enmiktir. sSuonnulonhuakrtaukr, senkr

¢ ad ma , -ocukl arén ve ebeveynlerin, di j it
y°nlendirmeyi ve dijital aktivitelerin payl a
aktiviteler séraséenda birbirleriyle etkilecx
zamada di j i t al aktiviteler séraséendaki genl ¢k

199



bir
et k
end
uyag
I - e
et k

Q o !
© c O
N O

1
o
(@)

s ék
ge
ol u

r

birleriyl ekl et ki lvwrignudumguwrelka émi rl i kte
il ekimlerin belirli ©°zuvydmldurkrmuwelrma s éentak i
en oDijmutkdalurt eknol ojilere pasif maruz |
unsuz I -erig%revicakebepegmas ®klipgbizr sér
ri kteatéemakam il e il giliyken, dijit
i Irerkdeamd red a ki uiylugn Idiu riulimd teikk€iyreadi ri | mi k't
¢ocukl ar ve ebeveynler birbirleriyle
i t | ik utldkatniméldaazrukédrar -ojunl ukl a ajl am
kl akmak ventida§yealmatkalgt bkl ear kul |l anér ke
rarl amak ve al t er nsosyaltaktikkerkkullarmeé kK e.&d e d é rs a
e¢m o stratejil erdi en -ok g°zlenenden e
ujun ebeveyne uvylamnk we r &rtteakyamm@amK ma

l eml eneni kat él émcél arén birbirine ex

uml arénda ¢- teéegr uyum stratejilerdi be
n

ukl arén birbirl eagikrbiinm Itiglii ndatjlear anya m :

pit edilmicktir.

Bu sonu-Ilar, -ocuklarén ve ebeveynl er

l ekl a birbirleriyle et kil eki me gi rdi

- e kolretkatmaj ioyarld d B ¥Bau dnuedenl e, bajl amén bi

mlu veya olumsuz y°nde etkileyebilir.

uyum durumunad © n ¢ Kt ¢ r me d eynayabiliriHem - baitré k mherti der € n

uyu
ol d
et k
uyu
-
anl

anl

gi d
gel
-0C

m durumiaceéhkléeai &nmsozgayi mleekt i r me po
ukl ar e, i zol asyondan zi yade, hem - o
il eki mini i -erdi kl eri vurgul anmal edeér
mlu etkilexkimler yawdenh amer ez aikl i-jait @i
n férsatl ar sajlayabilir. Et kil exki ml
amal arénén yané séra niyetleri d¢gzenl o
ama yeteneklerini geliktirebilir.
Sonu- olkdarak ,t elbrcol oji ve etkilexkiml:i
erek artan bir kKekilde g¢nl ¢k yakam b
i Ki msel ol arak wuygun - er - ekbeweynve bir

uj un bi rhoigkitlee rdii,jk diall a ntéehké ci haz kul I a
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