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The main aim of this research is to examine whether the dress-up games played by preschool children are
appropriate for the age and development level of those children. For this purpose, the 5 top downloaded games
in the market are reviewed and 22 academians have formed the working group. Case study model was used in
this study. For this purpose, first of all each frame of the games was recorded by taking a screenshot. Then these
squares were examined with professional and in this context, five subject areas have been identified. Subject
area defined as character analysis, visual elements, sound, development areas, and given messages. A graded
scoring key has been developed for each of these subject areas. This grading key was graded by 22 academician
and emergent result was analyzed. Spss program was used for the analysis of graduated scoring keys. When
the results of the graded scoring keys applied in the study are analyzed, it is seen that the dressing games
examined have positive and negative effects for preschool children. Certainly, it is not possible to limit these
effects to completely positive or completely negative. But as a result of the study, it has been determined that
there are some parts of dressing games that are not suitable for the age and development of preschool children.
For this reason, it has been observed that games should be improved and reconstructed for preschool children.
However, there are consensus and contradictions among the academics regarding the 5 subject areas examined.
Therefore, increasing the detailed studies on the current subject can be suggested to the researchers.
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INTRODUCTION

The pre-school period is the most critical years of human life, covering the age between 0-6 years. This
period can be thought of as a body skeleton because the experiences of this period are the basis of
children's lives. The beginning center of personality characteristics is the pre-school period. This period
is also the starting point for children's sensory, cognitive and social development. The best experiences
of every phase of the period ensures the best and most appropriate life in adulthood. (Ekici, 2010).
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The entire life of the child in the preschool period consists of the game. The child even thinks of his daily
actions as a game. It should not be forgotten that children have high interest in different stimuli with in
that period. For this reason, colorful and audible tools such as tablets, smartphones, computers which
the pre-schoolchildren meet during the interaction with environment attract their attention pretty much.
The addition of the game function with emerging technologies to these already engaging tools has
enabled these vehicles to be the center of attention of preschool children. It is necessary to behave
cautiously and consciously since it is not possible to keep away from the tools that attract the attention
of children who are not fully aware of their wishes and needs and who need adults in many ways.

In parallel with the developments in information and communication technologies, virtual (digital)
games that have begun to become increasingly widespread in the lives of people have brought about
new discussions and different perspectives on our daily life. This situation, which is generally described
as internet and technology addiction, is called online gaming addiction when it comes to virtual games.
It is seen that this situation occurs more frequently especially for early childhood children. As a natural
consequence of this situation, a giant gaming industry has been formed (Kog, 2017).

Many manufacturers are currently in the gaming industry to produce games that will appeal to children
of all ages and all kinds. In this sense, it is seen that popular computer games have been replaced by
tablets and smartphones in the last century (Turkish Statistical Institute [TUIK], 2016). By using these
tools, it is very important that children have the opportunity to play virtual games at any time. This
period has an important place in the development of all kinds of stimuli in children's lives. The
importance of the games they play with smartphones at any moment is due here.

There are many types of games that can be downloaded over the Internet to smartphones and tablets.
When the number of downloads of the games is taken into account, it has been noticed that the most
remarkable ones are the dress-up games among all games. The fact that these games are played by
children makes the question of whether the content of the games is suitable for children. These games,
which can be easily accessed by children, may have benefits to children, as well as those that contain
threatening elements.

The lack of expert support in the production phase of virtual games and the failure to undergo any
control before meeting the player meanwhile the easiness to reach these games on the Internet, and now
the games being a significantitem of economic profit make these games remarkable (Vahid, 2016). The
fact that preschool children do not read and write makes them vulnerable to threats. At this point,
parents are expected to have a great role and make the accurate guidance. It is hoped that this work will
benefit the parents in this orientation process.

Preschool and virtual game

In the form of the United Nations Convention on Children's Rights, people between the ages of 0-18
years are referred to as children. “Preschool children” is a definition used for children between the ages
of 2-6. In the preschool period, the child is in pursuit of winning daily life skills. The "imitation" of
everything observed and determined by the adults or role model rule is the most prominent
characteristic of this period. As days pass, children begin to explore the environment and the
relationships with friends gain importance. Although they direct attention to various stimuli, children
cannot keep their attention at a certain point for a long time. Preschool period is one of the periods when
rapid developments occur in the lives of children. For this reason, even months have great importance
in child development (Yavuzer, 2007).

In today's terms, preschool children have a wide range of tools to reach virtual games. Touch screen
devices in the access of computers, laptops, tablets, phones, etc can be counted at this point. With these
devices, children can play instructional games, as well as unconscious games may cause negative
consequences. The internet is a network of communications that can exceed the boundaries of the world.
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Pre-school children using smart devices with Internet access need to be monitored and examined while
playing various games on the Internet. Because when used for useful purposes, the internet network
will return to harm if this benefit is not controlled. At the same time, spending too much time on mobile
devices or these devices themselves maycause to disrupt family relationships and make way for
domestic unrest. (Sezgin & Tongug, 2016). Technological tools should be approached with caution in
this regard.

Computer and smart devices can also be used as a teaching tool and learning material before school.
Mobile devices can be assessed just like computers for preschool children (Usun, 2013). Many preschool
mobile education software can be produced. What is significant at this point is that the pre-school
mobile education software should have the quality to support all the developmental areas of children.
(Ozgiiven et al, 2002).

Dress up games

Although playing video games is one of the most popular leisure activities among children and
adolescents, in large-scale surveys investigating their acting habits, young men are high in number in
the player population. While reports published by the gaming industry claim that the number of female
players is growing, academic research indicates that the number of girls playing video games is less and
will continue in this way. In addition, research reveals that most of the girls are likely to drop video
games in early adolescence, where most men continue.

When "gender differences" in the games is also examined according to the preference of the game genre,
the games that succeed in pulling the girls, even after the age of 12 are called pink games. These pink
games are the games that include social game items such as cooking, dressing and makeup games and
targeting girls. According to the social role theory, these pink games provide an opportunity for girls
playing games to be identified with the game character. In pink games, it is assumed that gender
depictions are intrinsic to the character of the game as part of individuals' self-concept. This description
can be defined as a fashion model in the current case, feeling of being an important person in the game
(Van Reijmersdal et al, 2013).

Mattel's Barbie fashion designer is a classic example of a successful pink game. The most familiar name
of dress-up games was produced by Barbie Mattel in the 1970 and presented to the market. He has been
subjected to many criticology since the game was presented. It has been known that Barbie came in for
criticism on the subjects of formed from pure beauty and clearly representing femininity, having body
measurements that a woman cannot have in normal standards, giving a cause for sexual desire and
decreasingthe value of a woman's figure into a meta. Thereupon Mattel has diversified Barbie’s mostly
criticized body type. But Barbie has never been a character who has physical characteristic defined
negatively as a large or trapezoidal nose, a stained skin, a bucket of ears, a hairy body and a
buckedtoothed. Barbie is never ugly but she is always beautiful. The question of "is it necessary for
Barbie to be ugly?" to strengthen the current position of the woman in the community and glorify the
woman is also needed to be debated. But this adventure, which started with Barbie, has helped to
symbolize many cartoon heroes and different characters, and these characters have been replaced in
dress-up games today (Tatar, 2016).

As it is seen, dress-up games without a very old history are one of the most popular pink games today.
Having the most downloaded game feature on the Internet by children has made these games the
subject of the work. Below are detailed review of 5 different dress-up games that have been downloaded
over ten million. The visuals of each frame of the games and descriptions of these visuals are included.

The Current Study
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This study was planned to determine whether the most downloaded dress-up games for smartphones
are appropriate for the age and development of preschool children. In this context, the sub-objectives of
the research are:

1. Study the suitability of dress up games for preschoolers age and development (cognitive field,
psychomotor area, social-emotional area and self-care skills).

2. Examine the suitability of dressing games for preschool children in terms of visual elements.

3. Examine the characteristics of characters in dressing games.

4. Examine the developmental aspects of the music playing in the background of dressing games.
5. Examine messages given in garment games.

METHOD

Research Model

The study is a qualitative study and the case analysis is used as a method. This method has been chosen
in order to investigate in-depth analysis of the dress-up games in which preschool children play most
with smartphones and to analyze both the analysis process and a valid case study by collecting
comprehensive and systematic information.

Participation

In the study, academicians were identified as the study group. Largest universities located in seven
geographical regions of Turkey for the selection of scholars is preferred. Universities have been
determined as long as they have instructors in the education faculties preschool education department,
classroom teaching department, education program and teaching department, psychological counseling
and guidance department and communication faculties, new media and communication department
and radio television and cinema departments. Graded scoring keys prepared by communicating with
these academicians were sent and their opinions about the research were obtained. The number of
academicians who are graded scoring keys is as follows; 5 from the southeastern region, 6 from the
south-east region, 3 from the central Anatolia, 4 from the marmara region, 2 from the eastern Anatolia,
1 from the Mediterranean region and 1 from the Aegean region and 22 from the Aegean region.

Instruments

In the study, 5 different grading keys have been developed to be applied to 22 academicians specialized
in their field. A graded scoring key is a scoring tool that lists the criteria (dimensions to be measured)
for each study and shows what to do in the study (Kutlu & Aslanoglu, 2003).

When developing the keys, firstly the existing documents were examined. Many sources such as books,
journals, published and unpublished theses, articles and sites on the internet have been examined. Each
stage of five different games, which were downloaded over million from garment games, were
examined separately and each frame of the games was analyzed. A subject from the department of new
media and communication design in the Faculty of Communication at the University of Nineteen May
and 5 subject areas of the graded scoring keys were determined. These subject areas are areas of
development, visual elements, character analysis, play music and messages. The graded scoring keys
for each subject area are created with experts in the subject areas. For this purpose, the areas of
development are examined with the preschoolers and guidance counselors for the graded scoring key,
the visual elements for the visual scoring key with the painting teacher, the character analysis for the
scoring key with the body language expert and the hearing impaired, with the music teacher for the
examination of the score of the music, The communication faculty was interviewed with new media
communication design teachers. As a result, graded scoring keys with grades 1 to 10 of 10 items emerged
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in 5 subject areas. Finally, the substances were examined and submitted to the approval of the relevant
field experts for expert confirmation. As a result of the investigations, necessary adjustments have been
made on the items and finalized.

For the pilot application of graded scoring keys, 2 preschool teachers, 2 art teachers, 2 music teachers, 2
body language experts and 2 mentors were applied. The consistency between the findings obtained was
found to be sufficient. In this process, the validity and reliability of the graded scoring keys were
determined and found suitable for the study.

In order to provide validity and reliability in this research, the subject studied was examined as a whole
and additional techniques such as participant confirmation, peer confirmation, expert review were used
to validate the obtained data. During the study, impartiality was tried to be preserved and the data were
kept meticuolusly. The pilot scoring was applied to 10 different subject area experts. As a result of this
study, the consistency between the questionnaires was found to be high.

Data Collection

Data collection was started in February 2018. For this purpose, 57 academicians working in education
and communication faculties of 19 universities from seven geographical regions were sent graded
scoring keys via e-mail. At least one person from each region and in total 22 academicians were
contacted and the graded scoring keys were applied. The data were collected by the researcher.
Confidentiality is based on at the stages of data collection and storage.

Data Analysis

In this study, which is planned to reach the data by using graded scoring keys and expert evaluations,
the content analysis technique was used to analyze the data. The results are expressed in this way. As
Yildirim and Simsek stated in their studies, in order to provide clarity and simplicity with the analysis,
results obtained in qualitative resources can be indicated quantitatively. Therefore the graded scoring
keys results were expressed in this way. For this reason, these techniques were used in the study to
examine and analyze the games closely. The results of the graded scoring keys applied to 22
academicians to clarify the findings were evaluated with SPSS program and expressed in quantitative
data.

Trustworthiness of the Study

In qualitative research, the validity measurement tool is the correct measurement of the phenomenon
that it aims to measure. While obtaining the results of the research, the adequacy of revealing the reality
of the situation studied and the adaptation of the obtained results to similar situations are related to
validity. Reliability is the repetition of the research results and whether other researchers can achieve
the same results using the same data (Yildirim & Simsek, 2008). In this research, the subject studied was
examined as a whole to ensure validity and reliability. Additional techniques such as participant
confirmation, colleague confirmation and expert review were used to confirm the data obtained. Each
stage of the questionnaire was continued with expert opinions. A large number of reliable domestic and
foreign sources were used to clarify the issue. Neutrality tried to be maintained during the study and
the data obtained has been carefully stored. The questionnaires were applied to 5 different subject area
of experts and a pilot study was conducted. As Yildirim and Simsek (2008) stated in their work, the
findings obtained in qualitative studies can be stated in quantitative terms to provide clarity and
convenience to the analysis. Therefore, graded scoring key results were evaluated with the spss
program. As a result of this study, the consistency between surveys was found high.

Ethics Committee Permit Information

In this study all the rules stated in the “Higher Education Institutions Scientific Research and
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Publication Ethics Directive” were followed.

Name of the Board Performing Ethical Evaluation: Ondokuz Mayis University Social and Humanity
Sciences Ethics Committee

Date of Ethical Evaluation Decision: 29.11.2017
Ethical Assessment Document Number: 2017 /226-271
FINDINGS

The findings of the grade scoring key for the suitability of the dressing games for preschool children
age and areas of development are given in Table 1.

Table 1.
Area of Development Review Key Table
Area of Development Review Key Table X
1 Dressing games contribute to the cognitive development of children as they consist 5.90
of different stimuli. '
» Dress up games allow children to recognize and focus on the situation that needs 6.45
attention. :
3 Develops achievement such as matching, comparison and grouping. 713
4 Dress up games allow children to recognize symbols. 7.45
5 Itallows children to learn the part-whole relationship. 7.40
6 Improves the ability to read visual materials. 6.77
7  Allows children to develop writing awareness. 5.45
8 Dress-up games improve hand-eye coordination of children. 6.22
9 Dress up games help children acquire basic dressing skills. 513
10 Dress up games allow children to motivate themselves to complete a task. 5.81

When Table 1 is examined, it is seen that 4th and 5th items get the highest score. Accordingly, it can be
said that dressing-up games allow children recognise the symbols and teach them to establish a part-
whole relation. Also, there is consensus in Articles 3, 6 and §; It can be said that garment dressing games
contribute to the cognitive skills of children and improve their attention while contributing to hand eye
coordination. Besides, it is seen that these games provide literacy awareness in children, improve hand-
eye coordination and give them the ability to finish the job. However, it is seen that dressing games do
not contribute to the children's basic dressing skills.

The examination findings of the dress up games for preschool children in terms of visual elements are
shown in Table 2.

Table 2.
Visual Elements Review Key Table

Visual Elements Review Key Table X
The use of pink and purple in dress up games keeps children's attention in the game
for a long time.

2 Only five colors are used to keep children's attention alive. 4.90
Although yellow is a distracting color, it does not tire children's eyes in terms of the

5.45

3 places it is used in the game. 559

4 The use of purple in the game does not have a purpose to reveal negative feelings 572
of children such as authority, position and fame in childhood. '

5 Each change made to the character coming with a magical touch contributes to the 468
development of children's imagination. '

6 The presence of different concepts of character in dress up games supports 5.04
children's creativity. '

” The use of precious stones in jewelry used in games does not create negative 6.90

emotions (such as inaccessibility) for children.
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8 The use of blue and green in places in the game gives children calmness. 5.36
In the games, the character's use of hair care tools in the hair selection section allows

9 . . . 5.63
children to recognize the tools used in.

10 Dress up games are suitable for preschool period in terms of visual elements. 5.81

When Table 2 is examined, it is seen that the highest scores in the evaluation of the visual elements of
the dress up games by the experts are in the 7th article. From this point of view, it can be said that there
is a consensus that dress up games have negative effects in terms of luxury on children. According to
the 5th item with the lowest score, there are ideas that the magic elements used in games do not support
children's imagination. In general, it can be said that the scoring is moderate in the key to the visual
elements.

The examination findings of the dress up games for preschool children in terms of character analysis
are shown in Table 3.

Table 3.
Character Analysis Review Key Table
Character Analysis Review Key Table X
1 In this type of games, unchanging hair and eye color of the character does not create 3.40
a constant perception of beauty in children. ’
2 The body size of the character in the dress up games are realistic. 2.50
3  The smooth face of the characters does not make the children feel bad. 8.09
4 The fact that the body size of the characters are too smooth to be true does not cause 290
problems for children with weight problems. '
5 Characters' clothes are the clothes that children see in daily life. 3.00
The fact that all the shoes of the characters have heels and the characters” standing
6 on the finger tip seven when they don’t wear shoes does not serve as a negative 8.77
model for children.
7  The character's body postures and the body language caused by it. 5.90
8 It is a positive situation for children that the character comes dressed in the 6.95
beginning of the game. ’
9 The absence of short hair in the hairstyles for the character in such games may 7 54
awaken the idea that long hair is beautiful for children. ’
10 Adding an eye mask to the character in Barbie magical fashion dress up game does 6.36

not cause any confusion in the children's minds.

According to the data in Table 3, dressing games constitute a constant perception of beauty in preschool
children. In addition, the fact that the body size of the characters in the game is not real and the
characters' skin is too smooth or overweight characters do not exist in the game can cause players feel
unwell about themselves. The inappropriateness of the clothes for daily life in the games and the
character's standing at the fingertips can be a bad example for children. It can be said that there is a
consensus that the characters' postures contain sexual messages.

The results of the graded scoring key to examine the effects of music playing in dress up games for
preschool children are shown in Table 4.

Table 4.
Game Music Review Key Table

Game Music Review Key Table X
The explanation of the games by an external voice at the beginning of the games
facilitates the adaptation of children to the game.

2 Magic sounds added to the game excite and happy. 6.60
3 The music used in the games is suitable for preschool children. 5.60

5.90
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Choosing up beat musiz in the dress up games make it easy for children to adapt to

4 7.09
the game.

5 The use of different music in different parts of the games is useful for attention 709
gather attention. )
The continuation of the external sounds in the games during the game makes the

6 . 5.40
children feel safe.

” The new arrangements made to the character make the children happy by 7 04
congratulating the player with the external voice or applause. '
The outer sound used in dressing games has intonation and accents suitable for

8 . 6.18
preschool children.

Playing the same up beat music at the beginning and end of the games does not

9 . . . . . 5.81
give children the feeling of starting the game continuously.

10 Music in the games supports children's ear education. 5.00

When Table 4 is examined, it is seen that expert scores are high in the 4th, 5th and 7th items in the game
music key. From this point of view, it is seen that the music in the dress up games attract the attention
of the children at one point and enable the children to adapt to the game. Besides, it can be told that it
is a favourable situation forpreschool children to be supported with applause when they succeed In
general, it is seen that expert opinions are not clearly differentiated as low or high in terms of game

musics.

The findings of the graded scoring key examining the messages given in the dress up games are given
in Table 5.

Table 5.
Games Messages Review Key Table
Games Messages Review Key Table X
1 Dress up games are not a game that encourages children to become princess by 704
isolating them from normal life. '
» Dress up games include correct judgements about the concept of beauty for 081
children. '
3 Dress up games do not create a positive perception of the makeup of children at 790
an early age. '
4 The games are not intended to accustom children to the normality of wearing 3.00
high heels and graceful movement at their fingertips. '
5 Some games contain magic and magic concepts and shapes that support 454
children's imagination. '
6 The characters not speaking at all in the games and then appearing on the stage 268

creates a positive female figiire for children.
7 Dress up games support children's gaining respect for differences. 3.95
The similarity of dresses, hair style sand shoes in the games does not cause

8 children to be monotype. 772

9 Although the body size of the characters are not suitable for real life, children 836
are aware of this and there is no negative situation. '

10 The fact that there are not many objects in the games similar to real life enriches 995

children's imagination.

When Table 5 is examined, it is seen that the scores made are higher in the 4th and 9th items and lower
in the 2nd and 6th items. It can be said that dress up games lead children to become princesses. At the
same time, it was stated by the experts that the games contain the wrong judgments about beauty and
makeup, that the characters dress up and dress up without any speech and that they can create a false
perception of women in children, that the body sizes of the characters are inconvenient for children and
that these games do not contribute much to the children's imagination.

As a result of the scoring performed by the experts, it can be said that the suitability of dressing games
for preschool children is controversial.

Ondokuz May1s Universitesi Egitim Fakiiltesi Dergisi, 2020, 39(2), 313-326.



Analysis of Dress up Games | 321

DISCUSSION, CONCLUSION AND SUGGESTIONS

Dressing games are especially popular among preschool children. It is not possible to clearly determine
the positive and negative effects of dress-up games on children in this period. For this reason, it is aimed
to examine the games with the academicians who are experts in the field of research in detail and to
create a general framework about the games and their effects. At this point, the results obtained from
the research are discussed in sub-headings.

Age and Development

In the study, it was determined that there is a common view on garment dressing games that they
contribute to the cognitive development of pre-school children, improve the irattention and provide
literacy awareness. In the field of psychomotor development, children develop hand-eye coordination;
in the social-emotional domain, there are some observations that children have the ability to finish the
work they have started. Participants were not able to establish a high relation with clothing dressing
games and gaining basic dressing skills. Bayeck's (2016) study with African students showed that
learning was possible through video games. It was stated that learning would be achieved with factors
such as peer support, interest, common purpose and academic orientation. Ozgiiven et al. (2002) stated
that what is important in preschool mobile educational soft ware is that they should be supportive in
all developmental areas of children. As seen in the five garment dressing games examined, it is seen
that these positive effects of these games on cognitive, psychomoric and self-care development areas of
children overlap. It can be said that clothing dressing games, which are frequently played by children
in preschool period, will contribute to the development areas and support the development when
planned correctly.

Visual Elements

It was seen that there was disagreement between the participants in this sub-purpose where the garment
dressing games were examined for the pre-school children in terms of visual elements. Especially, it is
seen that there are high scores in the game that precious jewelry used in games can create a feeling of
inaccessibility for children. Alici (2014), in the study of cartoons made such inferences that main
charactersevokeadmiration for secondary characters and giveen couragement to them by using latest
fashioned technological objects, cars and houses, it is demonstrated as if a magical world’s door was
opened when ever they buy a valuable object and they direct people’s attention to having personal
statue, creating difference among others and seeking for innovation in accordance with the consumer
society. These inferencess upport the results of the study in this aspect. This case has been observed
especially in the games of ‘Barbie Magical Fashion Dress” and ‘Star Girl'.

It is seen that pink color is used in almost every game in this sub-purpose where the colors in the games
are examined. Bayraktar (2018), the use of pink color in the game, and "Covet Fashion: dress up" in the
game, such as the use of products carrying the products to reach users from the sales points as well as
a certain fashion sense and lifestyle is effective in imposing. A similar situation is seen in Barbie's
magical fashion dressing and Star girl games. Bayraktar (2018) stated that the richness of the narration
of transmedian expression allows for different forms of expression, and that these forms of expression
may be written, orally, and imaged. In this study, it can be said that transmedian expression is dominant
in written and visual.

Character Analysis

In the study, it is seen that the position of the main character in the garment dressing games and the
body language containing the sexual messages and standing at the fingertips will be a bad example for
the children. According to this, it is understood that the character traits in the games are not suitable for
preschool children. The most striking criticism made by Tatar (2016) is the fact that the feminist point
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of view is justified by the fact that Barbie only expresses beauty and femininity, has improbable body
proportions, arouses sexual desire, and reduces the woman to a commodity. The rightness of these
criticism has emerged thanks to this study.

It is understood that dressing games create a constant sense of beauty in childhood. The characters
taking part in the games non-realistic body sizes and having a smooth skin or non-existence of
overweight characters will cause players to feel unwell. This finding confirms that Barbie's perception
of beauty in the work of Tatar (2016) will create negative emotions in children.

It is found that the clothes in the garment games are not suitable for daily life. This finding seems to
coincide with the fact that the clothing dressing in the article by Reijmersdal et al (2013) coincides with
the desire of children to become an important person in the game and to be a fashion model in the
present case. In her study, Dina (2017) examines whether there is a relationship between negative
behavior and playing video games and it is stated that video games can affect and change the behavior
of a child. As the character characteristics of the dressing games are not suitable for the preschoolers, it
is necessary to re-examine the games in order not to negatively affect the children. In the same direction,
in his research, Bayraktar (2018) has stated that through the interactive feature of transmedia
applications in Barbie applications thanks to quality of interactivity, a number of games existing on
many web pages give participants the opportunity to develop and apply their own fashion pleasure.
This situation supports this sub-goal of the study.

With in the concept of this study, all of the characters taking part in five garment dressing games have
similar body sizes. Participants agree that this situation creates a certain perception of beauty in
children. Similarly, Worobey & Worobey (2013) stated that all children who are 3-5 years of age in their
study have all the same characteristics as their weak weight, average weight and fat weight. The positive
characteristics of the weak and mostly average weight of Barbie for the preschool children say that the
characters in this kind of games in the schema they have created in the show shows how important.

Games Songs

It is seen that the songs in the background of the dressing games are examined by the participants and
the songs are in consensus that the songs are suitable for the preschool children. Especially in prom
quenn and wedding spa salon games, more stable songs were selected in accordance with the flow of
the game; Star Girl and Barbie have chosen more moving songs in Magical Fashion Dress Up. At the
same time, in the game of Barbie magical fashion, the song that was playing at the beginning of the
game was played again at the end of the game and it was seen that it was a scam to keep the children
constantly in play. In the Covet fashion game, which is closer to the real world than the other games, a
non-verbal song was played with the instruments and the reality of the game was tried to be increased.
All this can be said to be to keep the actors more in-game and to let them relax spiritually.

Game's messages

In the research, it is seen that dressing games directed children to become princesses. It is possible to
say that there is a compromise by the participants that the wrong judgments about beauty and makeup
cause the perception of perfect beauty. In Inceoglu and Arnas (2017), it is seen that preschool children
use Barbie as a means of identification with the aim of becoming a princess. This situation coincides
with the results of the study.

Tatar (2016) says that Barbie does not need to be ugly in order to strengthen her existing position in the
society and to exalt the woman; however, she is composed of pure beauty and obviously represents
femininity. Because Barbie is never ugly, she is always beautiful. The findings of this point support
Tatar's (2016) views. icke (2013), Barbie and derivative games for girls to beautify and consume their
children say that encourages. At the same time, the study, which stated that Barbie doll should be seen
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as an unrealistic representation of the female body that should remain in an imaginary world, supports
the findings of this study.

It can be seen that the main characters can dress up and get dressed without talking and create a wrong
woman diagram in children. In her study, Usun (2013) states that computers and smart devices can be
used as a teaching tool and learning material in preschool. According to this, it can be said that this
situation may cause false learning in children. This situation which is dangerous for children should not
be ignored. At the same time, Kilc1 (2009) stated in his study that the child with such formations
internalized the gender roles and was also affected and adapted to the "adult child" model. In this study,
Icke (2013) also supports the conclusion that Barbie is often described as a model, style icon or young
woman, or career woman, mother or housewife.

As aresult of the research, it is seen that the participation of concepts such as magic magic in the content
of garment games does not support the imagination of children. In his study, Inceoglu and Arnas (2017)
stated that fantastic events and cases have harmful and destructive effects on preschool children.
Especially the characters who are loved and described as superheroes, as in the magical fashion dressing
game Barbie show that the flying horse and the wings have the power to kill this power in children's
games and swallow one of them in one bite and have a firepower. This situation supports the results of
this research.

When we look at the results of the graded scoring keys in general, it is seen that the garment dressing
games examined have positive and negative effects for the children of preschool period. It is not possible
to limit these effects to completely positive or completely negative. At this point, it is understood that
games have positive effects on children's development areas. In addition to their contribution to their
psychomotor and cognitive development, it can be said that, in the social emotional field, 1nceoglu and
Arnas (2017) can contribute to their emotional satisfaction by experiencing the fact that children can
play a role in preparing for different roles and the role of Barbie in their dreams. However, it is seen
that the negative effects of children are seen when the characters, characters and visual elements of the
same games are examined. Because preschool children who cannot reach the distinction between the
real and the imaginary yet can be said to enter into situations that can harm themselves in order to fulfill
their desire to have the luxury life in these games or their ideal (!) body forms, such as having the real
and unrealistic conditions and features. (Inceoglu & Arnas, 2017).

It is seen that preschool children have a blank sheet and that the game is their most basic job, and that
the game is very high with smart phones and the games are the games with the highest download rate.
Therefore, the negative effects in these games should not be ignored.
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Okuloncesi Donem Cocuklarin Akilli Telefonlar ile Oynadiklart Giysi Giydirme
Oyunlar: Uzerine Bir Inceleme

Genigletilmis Ozet:

Gegmisten giintimiize dijital medyada meydana gelen degisikliklere paralel olarak ¢ocuklarin oyun,
spor ve serbest zaman etkinliklerinde farklilasmalar oldugu goriilmektedir. Artik video oyunlar
oynamak, cocuklar ve ergenler arasinda en popiiler serbest zaman aktivitelerinden birisidir. Oyunculuk
aliskanliklarini aragtiran raporlarda (TUIK, 2016), video oyunlari ile oynayan niifusun geng erkeklerde
yogunlukta oldugu goriilmektedir. Yapilan calismalarda da kizlarin erkeklere kiyasla daha az video
oyunu oynadig1 ve oynayan kesimin genellikle erken ergenlik déneminin baslarinda video oyunlarinm
birakma ihtimalinin yiiksek oldugu ifade edilmekle beraber yine de genel popiilasyon igerisinde
kizlarin video oyunlarina olan ilgisi azimsanmayacak diizeydedir (Bayeck, 2016).

Oyunculuk aliskanliklar: i¢in ifade edilen bu cinsiyet farklilasmasi video oyun tercihinlerinde de
gortlmektedir. Calismalar incelendiginde kizlar1 ¢ekmekte basarili olan oyunlarin 12 yasindan sonra
bile pembe oyunlar olarak adlandirilan oyunlar oldugu goriilmektedir (Worobey & Worobey, 2013;
Tatar, 2016). Bu pembe oyunlar, yemek pisirme, giyinme ve makyaj oyunlar1 gibi sosyal oyun 6geleri
iceren ve cogunlukla kizlar1 hedef alan oyunlardir. Sosyal rol teorisine gére bu pembe oyunlar, oyun
oynayan kizlarin oyun karakteri ile 6zdeslesmesi ve oyun karakterinin bir tiir rol model olarak
goriilmesine ortam saglamaktadir (Inceoglu & Arnas, 2017). Dahasi bu pembe oyunlarda, cinsiyet
tasvirlerinin bireylerin benlik kavramlarinin bir parcas: olarak oyun karakterlerini igsellestirdigi
belirtilmektedir. Bu tanimlama, oyunda onemli bir kisi olma hissi ve bir moda modelini ifade
etmektedir (Van Reijmersdal vd, 2013).

Mattel'in Barbie Moda Tasarimcisi basarili pembe oyunlarin en klasik ornegidir. Giysi giydirme
oyunlarinin en bilindik ismi olan Barbie, Mattel tarafindan 1970’lerde tiretilmis ve pazara sunulmustur.
Fakat sunuldugu andan itibaren pek ¢ok elestiriye maruz kalmistir. Barbie'nin saf giizellikten olusmasi
ve bariz bir sekilde kadinsilig1 temsil etmesi, normal standartlarda bir kadinin sahip olamayacag: viicut
olciilerinin olmasi, cinsel istek barindirmasi ve kadin figiirtinii bir metaya indirmesi gibi konularda pek
¢ok elestiri alan Mattel, Barbie’nin en ¢ok elestirilen 6zelligi olan viicut seklidne gesitlilige gitmistir.
Ama Barbie, asla biiytik ya da yamuk bir burun, lekeli bir cilt, kepce diye nitelendirilecek sekilde
kulaklar, tiiy icerisinde, dislek gibi fiziksel olarak olumsuz nitelendirilebilecek 6zellikleri olan bir
karakter olmamuistir. Barbie, hicbir zaman c¢irkin degil, hep gitizeldir. Kadinin toplum igerisindeki
mevcut yerini gliclendirmesi ve kadin yticeltmesi i¢in “Barbie’nin ¢irkin mi olmasi gereklidir?” sorusu
ise, ayrica tartisilmaya muhtactir. Ama Barbie ile baglayan bu sertiven pek ¢ok ¢izgi film kahramani ve
farkli karakterlerin de sembollestirilmesini saglamis ve bu karakterler giintimiizde giysi giydirme
oyunlar1 icerisinde yerini almustir (Tatar, 2016).

Gortldugt tizere gok eski bir ge¢misi olmayan giysi giydirme oyunlari, giiniimiizde popiilerligini
koruyan pembe oyunlardan birisidir. Cocuklar tarafindan internette en ¢ok indirilen dijital oyunlardan
birisi olan giysi giydirme oyunlari, dzellikle hitap ettigi kiiciik yas grubu icin potansiyel riskler tagimasi
sebebiyle ¢alismanin konusu olarak belirlenmistir (Sezgin & Tongug, 2016; Kog, 2017). Bu kapsamda
mevcut ¢alisma, akill telefonlara en ¢ok indirilen giysi giydirme oyunlarinin, en ¢ok oynandigi
popiilasyon olan okul tncesi dénem gocuklarinin yas ve gelisimlerine uygunlugunun incelenmesi
amactyla planlanmustir.



326 | Ozer, Kurt

Calismada nitel arastirma deseninde durum analizi yontemi kullamilmistir. Okuloncesi donem
cocuklarin akilli telefonlar ile oynadiklar1 giysi giydirme oyunlarinin derinlemesine incelenebilmesi,
kapsaml ve sistematik bilgi toplanabilmesi ve karsilastirma yapilarak hem analiz siireci hem de gecerli
bir durum ¢alismasi ortaya ¢ikarilmasi igin arastirmada bu yontem segilmistir (Yildirim & Simsek, 2008).
Arastirmada calisma grubu olarak 22 akademisyen belirlenmistir. Akademisyenlerin belirlenmesi
stirecinde cografi ve kiilttirel farklilig1 saglayabilmek amaciyla Tiirkiye'nin farkli bolgelerinde bulunan
ve hitap ettigi kitle ve istthdamini sagladig1 personel baglaminda biiyiikliigi kanitlanmis tiniversiteler
tercih edilmistir.

Belirlenen 22 akademisyene uygulanmak tizere 5 farkli dereceli puanlama anahtar1 gelistirilmistir.
Dereceli puanlama anahtari, her bir calisma icin dlgtitleri (dlgiilecek boyutlari) listeleyen ve ¢alismada
nelerin yapilacagini gosteren bir puanlama aracidir (Kutlu ve Aslanoglu, 2003). Giysi giydirme oyunlari
icin belirlenen boyutlarda listeleme ve puanlama yapabilmek igin hazirlanan dereceli puanlama
anahtarlar1 ile verilerin toplanmasina Subat 2018 tarihinde baslanmistir. Bu amacla farkli cografi
bolgelerden 19 tiniversitenin egitim ve iletisim fakiiltesinde gorev yapmakta olan 57 akademisyene mail
araciligiyla ulasilarak dereceli puanlama anahtarlar1 paylasilmistir. Farkli bolgelerden en az bir kisi
olamk kaydiyla toplamda 22 akademisyene ulasilarak gortismeler saglanmis ve dereceli puanlama
anahtarlar1 uygulanmistir. Verilerin toplanmasi arastirmaci tarafindan hem ytizyiize hem de farkh
iletisim araclar1 kullamilarak gerceklestirilmistir. Verilerin toplanmasi ve saklanmasi asamalarinda
gizlilik esas alinmustir.

Dereceli puanlama anahtarlar1 temelinde uzman degerlendirmelerine ulasilmasi planlanan bu
calismada, verilerin ¢oziimlenmesi igin icerik analizi teknigi kullanilmistir. Yildirim ve Simsek'in (2008)
belirttigi tizere nitel calismalarda elde edilen bulgular analize aciklik ve kolaylik saglamak igin nicel
ifadelerle belirtilebilecegi icin dereceli puanlama anahtar1 sonuglar1 sayisal olarak ifade edilmistir. Bu
amagla calismada oyunlarin yakindan incelenmesi ve analizinin yapilabilmesi icin nitel veriler nicel
ifadeler kullanilarak belirtilmistir. Bu amacla bulgulara aciklik getirmek icin 22 akademisyene
uygulanan dereceli puanlama anahtarlar1 SPSS programu ile degerlendirilerek nicel verilerle ifade
edilmistir.

Calismanin sonuglarina bakildiginda, incelenen giysi giydirme oyunlarinin okuléncesi donem ¢ocuklari
icin olumlu ve olumsuz etkilerinin oldugu sdylenebilir. Oyunlarin ¢ocuklarin psikomotor ve bilissel
gelisimleri ile birlikte 6zellikle sosyal duygusal alanlarma olumlu etkileri oldugu gortilmiistiir. inceoglu
ve Arnas (2017)'m gocuklarin farkl rollere hazirlanabilmesi ve hayallerindeki Barbie roltinti oyunlar
aracilifiyla yasama firsatinin olmasi ve aslinda olamayacak bir rolii yasayarak duygusal doyumlarina
katki saglayabilmesi ¢alismanin bulgularina paraleldir. Fakat ayni oyunlarin icerdigi mesajlar, karakter
ozellikleri ve gorsel unsurlari incelendiginde c¢ocuklarda olumsuz etkilerinin yaygin oldugu
goriilmektedir. Bu noktada hentiz gercek ile hayali olanin ayrimina tam olarak varamayan okuloncesi
donem cocuklar i¢in bu durum 6nem arz etmektedir (inceoglu ve Arnas, 2017; Icke,2013; Kilci, 2009).
Okulodncesi donem ¢ocuklar igin oyunun énemi, bu oyunlarin akilli telefonlar ile oynanma oranlarinin
oldukca yiiksek olmasi ve incelenen oyunlarin indirme oranlarmin fazlaligr dustintldagtinde bu
oyunlarda yer alan olumsuz etkilerin goz ardi edilememesi gerektigi soylenebilir. Okuldncesi donem
cocuklart hem gorsel hem de isitsel anlamda cezbeden giysi giydirme oyunlarin goriindiigii kadar
masum Ve tatli olmadigy; bu oyunlarin herhangi bir denetime ya da elemeye maruz kalmadan dogrudan
internet ortaminda yayildig: icin kritik ve tehlikeli bir konumda oldugu goriilmektedir. Bu nedenle
yapilan bu ¢calisma 1s181inda giysi giydirme oyunlarinin yeniden ele alinarak igeriginde bulunan zararh
unsurlardan armdirildiktan sonra daha egitsel bir boyut kazanmis halde kontrollii olarak oyun
havuzunda yer almasi 6nerilmektedir.

Anahtar Kelimeler: Sanal oyun, Okuldncesi dénem, Akilli telefon, Giysi giydirme, Oyun ve egitim.
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