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ABSTRACT

This study aims to examine gender representations in popular mobile games for early childhood. Based on the
premise that digital games create an influential cultural environment for children from an early age, shaping social
roles, norms, and identity construction processes, this study considers the analysis of representational structures
in mobile games to be important. The sample was created by selecting eight mobile games listed in the "most
popular free" category on the App Store using the child filter and a purposive sampling method. Document
analysis was used in the study. Data were collected through a semi-structured observation and coding form
developed by the researcher. Data were analyzed using a hybrid thematic analysis approach (using both inductive
and deductive coding). The findings show that gender representations in mobile games are grouped under six
main themes: repaired femininity, designed femininity, femininity in the showcase, masculine heroism, flexible
gender roles in the family, and shaping gender representations. The analysis results indicate that femininity is
heavily coded through appearance, grooming, and aesthetic arrangement, whereas masculine representations
are structured more around tasks, expertise, and public action. However, some games also present gender roles
in more flexible, diverse, and counter-stereotypical ways. The study suggests that mobile games can be
considered digital environments in which gender representations are reproduced and, in some cases, presented
in more flexible ways. Based on these findings, it is recommended that gender representations in digital game
design be considered critically and that more inclusive content be developed within the context of early childhood
education.
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Dijital oyun ortamlarinda toplumsal cinsiyet: Cocuk mobil oyunlar
lizerine bir tematik analiz

OZET

Bu galisma, erken ¢ocukluk donemine yonelik populer mobil oyunlarda toplumsal cinsiyet temsillerini incelemeyi
amagclamaktadir. Dijital oyunlarin ¢ocuklarin erken yaslardan itibaren sosyal roller, normlar ve kimlik insasi
sUregleri Uzerinde etkili bir kulttrel ortam olusturdugu kabultinden hareketle, bu ¢calisma mobil oyunlardaki temsil
yapllarinin analiz edilmesini onemli gormektedir. Calismanin orneklemi, App Store'da “en popdler Ucretsiz’
kategorisinde yer alan ve gocuk filtresiyle listelenen sekiz mobil oyunun amacli érnekleme yontemiyle segilmesiyle
olusturulmustur. Arastirmada dokiman incelemesi kullanilmistir. Veriler arastirmaci tarafindan gelistirilen yari
yapilandiriimis gézlem ve kodlama formu araciliglyla toplanmustir. Veriler hibrit tematik analiz yaklasimi (indiktif
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ve dediktif kodlamanin birlikte kullanildigi) ile analiz edilmistir. Bulgular, mobil oyunlarda toplumsal cinsiyet
temsillerinin alti temel tema altinda toplandigini gostermektedir: onarilan feminenlik, tasarlanan feminenlik,
vitrindeki feminenlik, maskilen kahramanlik, ailede esneyen cinsiyet rolleri ve sekillenen cinsiyet temsilleri. Analiz
sonuglari, feminenligin ozellikle goriinds, bakim ve estetik diizenleme Uzerinden yogun bigimde kodlandigini;
maskilen temsillerin ise daha c¢ok gorev, uzmanlik ve kamusal eylem odakli olarak yapilandirildiini ortaya
koymaktadir. Bununla birlikte bazi oyunlarda toplumsal cinsiyet rollerinin daha esnek, ¢coklu ve stereotip karsiti
bicimlerde sunuldugu da gortlmektedir. Arastirma, mobil oyunlarin toplumsal cinsiyet temsillerinin yeniden
dretildigi ve bazi durumlarda daha esnek bicimlerde sunulabildigi dijital ortamlar olarak degerlendirilebilecegini
gostermektedir. Elde edilen bulgular dogrultusunda, dijital oyun tasarimlarinda toplumsal cinsiyet temsillerinin
elestirel bir bakisla disundlmesi ve erken ¢ocukluk egitimi baglaminda daha kapsayici iceriklerin gelistirilmesi
onerilmektedir.

ANAHTAR KELIMELER

Erken ¢ocukluk, mobil oyunlar, toplumsal cinsiyet, dijital oyunlar, tematik analiz.

Introduction

Early childhood is a critical developmental period in which children begin to make sense of the
social world and develop their first cognitive patterns regarding gender. During this period,
children learn to distinguish between the categories of girls and boys. They also begin to
construct meanings about how different people look, which activities are considered
appropriate for whom, and which behaviors are associated with particular genders. Cognitive
developmental theory and gender schema theory propose that children actively seek gender-
related cues in their environment and use these cues in the formation of gender schemas
(Martin & Ruble, 2004, 2010). Social cognitive theory emphasizes that this process occurs
through direct experience as well as observation, modeling, and symbolic models (Bussey &
Bandura, 1999).

Gender is conceptualized not as a biological characteristic but as a social practice reproduced
through everyday interactions (West & Zimmerman, 1987). This perspective suggests that the
media content children encounter contains cultural patterns related to the construction,
maintenance, and normalization of gender. In this context, it can be argued that children
encounter symbolic meanings through media characters and narratives about which
appearances, behaviors, and social roles are considered appropriate, valuable, or desirable
(Bussey & Bandura, 1999; West & Zimmerman, 1987).

Indeed, studies on gender representations indicate that femininity and masculinity may be
represented in unequal and stereotypical ways within media content (Santoniccolo et al., 2023;
Ward & Grower, 2020). Content analyses focusing on children’s media further demonstrate that
gender stereotypes can be reproduced through characters’ appearances, personalities,
behaviors, and communication styles (Baker & Raney, 2007). In addition, the literature also
includes longitudinal findings suggesting that children’s engagement with gendered popular
media content may be associated with more stereotypical behavioral patterns over time (Coyne
et al, 2016). Therefore, examining representations in children’s media is important for
understanding how gender is reflected in early childhood.

Contemporary childhood is no longer limited to books, cartoons, and television content. Current
studies in the field of early childhood and digital media show that children's media ecology is
increasingly shaped by mobile devices, applications, and interactive digital environments (Barr
et al, 2024). A systematic review of digital play in early childhood likewise indicates that the
existing literature is largely centered on touchscreens and applications and that digital play may
involve gender-related patterns (Chu et al, 2024). At the same time, some studies on digital
applications for children focus on their educational value (Wirth et al., 2024), whereas others
examine character diversity and representation patterns (Bruner & Kucirkova, 2025). Although
these studies provide important insights into digital applications and children’s media, research
examining how gender is constructed through visual, behavioral, and interactive structures in
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digital games that children play directly remains relatively limited (Chu et al., 2024; De la Torre-
Sierra & Guichot-Reina, 2025; Huh, 2015).

Games that rank highly in app stores tend to gain greater visibility and reach wider audiences.
Therefore, focusing on popular mobile games is important for examining how gender
representations are constructed in digital content that children are more likely to encounter.
Accordingly, this study aims to examine the visual, behavioral, and contextual patterns through
which gender representations are constructed in popular mobile games designed for children.
In this respect, the study analyzes character presentations, role distributions, visual elements,
activity types, social interaction patterns, and spatial contexts in games from a gender
perspective. The study is expected to contribute to the fields of early childhood education,
children and media studies, and digital game research by revealing how gender is constructed
in popular mobile games to which children are frequently exposed. In this sense, the study aims
to contribute both to current discussions on children’s interactive media experiences and to our
understanding of the digital manifestations of gender development in childhood.

Method

Research design

This study used document analysis to examine gender representations in mobile games for
children. In the study, mobile games were considered digital documents with which children
interact. Document analysis refers to the process of systematically reviewing, evaluating, and
interpreting printed or electronic materials (Bowen, 2009).

Sample

The sample of this study was selected from children’s games available on the App Store using
the purposive sampling method. In this study, the platform from which the sample was drawn
was limited to the App Store. The main reason for this is that the App Store provides a clearer
and more systematic ranking structure for applications intended for children. The lack of a
similar standardized and comparable ranking system in the Google Play Store makes direct
matching across platforms difficult. Therefore, a single platform was preferred in order to
ensure consistency and replicability in the sampling process. In addition, focusing on the ‘most
popular free’ category allowed the systematic selection of games that were highly visible on the
platform and relatively easy to access because they were free. However, the popularity ranking
in the App Store was not considered a direct indicator of children’s actual exposure to or
repeated use of these games. Furthermore, selecting games from a ranking-based system
provided a more transparent and reproducible sampling procedure for future studies. Within the
scope of purposive sampling, the sample selection process was carried out in two stages. In
the first stage, on 10 February 2026, 25 mobile games listed by the platform under the “most
popular ~ free” category on the App Store were identified via the
https://apps.apple.com/tr/iphone/games link, using the “children” filter (Figure 1). In the
information section on the platform, it is stated that all of the games are suitable for users aged
4 and above.
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Figure 1T The most popular free children’s mobile games on the App Store

In the first stage, mobile applications whose primary purpose is gameplay and entertainment
were the focus. Accordingly, digital books, writing, quiz/flashcard, video watching, messaging,
singing along to songs, language learning, coloring, sports/exercise, and similar non-game or
gamified auxiliary applications whose primary purpose is education, skill development, or tool
usage were excluded. Following this initial screening, inclusion and exclusion criteria were
determined for the second stage in order to examine gender representations in a meaningful
and analyzable way. Within the scope of the inclusion criteria, games were expected to meet
at least one of the following criteria:

Characters and bodily representations: The game includes human characters, human-
like characters, anthropomorphic animated characters represented with human
characteristics, or meaningful visual elements/partial representations of the human
body

Character interaction and selection: It allows the user to select, customize, or socially
interact with characters that may be associated with gender

Social and behavioral roles: Characters are presented within socially meaningful roles
Symbolic indicators: Gender is represented through visual, behavioral, or contextual
indicators

Within the scope of the exclusion criteria, games with the following characteristics were
excluded from the study:

Games that do not include any characters and are only object- or process-based (e.qg.,
mechanical cooking games that progress only by clicking on an object)

Games that, even if they include characters, do not present a social narrative or
analyzable gender indicators (e.g., abstract puzzle or jigsaw games)
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Table 1 Evaluation of games according to inclusion and exclusion criteria

Game name Stage 1 Reason Stage 2 Reason
It offers a large number of
A game based on character )
Toca Boca World Included management and world Included customizable human characters,
- domestic roles, professions, and a
building . )
rich social world
LEGO Builder: 3D Excluded A 3D building guide for .
Instructions physical LEGO sets
Nail and Nail Polish A role-playmg/smulgtlon It includes interaction with the _
) Included game involving actions Included appearance of the hand (care, nail
Kids Games " o A
performed on a hand polish application, decoration, etc.)
Coloring Game for Kids Excluded A coloring application -
A qame platform containin It consists of abstract/mechanical
Tiny Minies-Educational game p g tasks such as object matching and
Included mini-games (puzzle, Excluded
Games : shape placement. It does not
matching) ! ! )
provide a social narrative
The game is limited only to kitchen
) : ) ) . tools and materials. It does not
Cake Making Kids Included A cake-making simulation Excluded include characters with which
Game 2-5 Years game . :
interaction occurs or who take on
an analyzable social role
Lingokids-Play and Excluded Alanguagelgarmng )
Learn application
) A comprehensive game based Itincludes clearly defined
Barbie Dreamhouse - ) :
Adventures Included on interaction between Included female/male charaptgrs, domesnc
characters life roles, and social interactions
Coloring Games: Color . . )
and Paint Excluded A coloring application
Buddy.ai-English Kids A language learning
Game Excluded application
Coloring games kids Excluded A coloring application -
game 3
The cooking process is entirely
Kids Cooking Games 2- . . ) object-focused. It does not include
Included A cooking simulation game Excluded :
5 Years character representation or
narrative content
It consists of abstract/mechanica
MentalUP Mind & A game aimed at cognitive tasks such as object matching and
- Included . Excluded shape placement. It does not
Intelligence Games skills ) .
present a social narrative or
character representation
Chibi Baby Girl Games A game based on character It |no|udes baby (avatar) creation,
Included ) ; Included clothing selection, and visual
2-6 creation and dressing up o
indicators
) . It includes manipulation of
Beauty Salon Girls Included A ma_keup ?”d hair salon Included characters’ appearance (hair,
Games simulation game
makeup, etc.)
Rather than a single game
A game world where structure, it functions as a
Toca Boca Jr Included interaction with characters Excluded platform/hub containing multiple
takes place games (Toca Kitchen, Toca Lab,
Toca Builders, etc.)
Educational Kids Anapphcanonfoqusgdon
Excluded concept teaching in -
Games 3-5 Years h
flashcard/quiz format
Educational Children An application focused on
. Excluded letter and number -
Games: Age 3 . o
tracing/writing practice
. ) An application focused on
3.5 Age Educational Excluded alphabet, numbers, and -
Kids Games . )
concept teaching (quiz)
Educational Games for An application focused on
. Excluded ; ) -
Kids basic concept teaching
TRT Children Library: - I )
Read, Listen Excluded A digital book application
A game focused on desian Itincludes themes such as
Barbie Magical Fashion Included 9 1€sig Included princess, fashion, and visua
and character styling d )
ecoration
Children’s coloring Excluded A coloring application

books
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It presents occupational

PAW Patrol Rescue An advgnture game based on representqtions through
World Included mission completion and Included anthropomorphm (human—llke_) dog
character management characters taking on professional
roles (firefighter, police officer, etc.)
It includes family dynamics
Bluey: Let's Play! Included A game including role-play Included (mother, father, child roles) and

and character interaction social interactions built through

play

As shown in Table 1, in the first stage of the screening process, 12 digital applications whose
primary purpose is education, skill development, or tool usage were excluded from the initial set
of 25 applications. In the second stage, 5 games were excluded based on the inclusion and
exclusion criteria, and the final sample consisted of 8 games: Toca Boca World, Nail and Nail
Polish Kids Games, Barbie Dreamhouse Adventures, Chibi Baby Girl Games 2-6, Beauty Salon Girls
Games, Barbie Magical Fashion, PAW Patrol Rescue World, and Bluey: Let’s Play!.

Data collection tools

In the study, the “Semi-Structured Mobile Game Observation and Coding Form,” developed by
the researcher, was used as the data collection tool. The form includes predefined sections to
ensure the systematic recording of in-game scenes, while also allowing the researcher to record
unexpected patterns, free-form notes, and contextual details noticed during gameplay.
Accordingly, the form includes separate sections for coding the setting, character(s), gender
cues, role assumed, activity performed, type of interaction, rewarded behavior, notable
linguistic/visual cues, and researcher notes.

Data collection process

During the data collection process, each game was examined on a scene-by-scene basis. First,
the description of each game in the application store was read, and preliminary information
about the game’s main purpose, target audience, and gameplay logic was gathered. Then, the
games were played, and character representations, role distributions, visual elements, activity
types, social interaction patterns, and spatial context were recorded on the form. During the
examination process, voice instructions, music, sound effects, and verbal directions were also
taken into consideration.

Additionally, in-game screen recordings were made and re-watched after the initial gameplay. In
this way, details that might have been overlooked during the first playthrough could be identified
more carefully. The accessible sections of the games were explored as extensively as possible,
and additional areas, characters, or tasks that could be unlocked for free were also included in
the data collection process. This approach was preferred because it facilitates familiarization
with the data, detailed note-taking, and the identification of recurring patterns (Braun & Clarke,
2006).

Data analysis

The research data were analyzed using a hybrid thematic analysis approach. Thematic analysis
is a flexible analytical method that allows the identification, coding, reviewing, and reporting of
recurring patterns of meaning within qualitative data (Braun & Clarke, 2006). Hybrid thematic
analysis refers to an approach in which both data-driven (inductive) codes and theory-driven
(deductive) codes can be used together (Fereday & Muir-Cochrane, 2006). In this study, the
coding process was carried out within a hybrid structure in which deductive and inductive
strategies were used together. In the deductive component, sensitizing categories derived from
the gender literature formed the initial framework. In the inductive component, new recurring
patterns emerging in the data during gameplay were identified and incorporated into the coding
process. In this respect, the analysis was based on theme generation that followed naturally
emerging patterns in the data while also maintaining theoretical sensitivity.
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During the thematic analysis, the six-step framework proposed by Braun and Clarke (2006) was
followed: (1) familiarization with the data, (2) generating initial codes, (3) searching for candidate
themes, (4) reviewing themes, (5) defining and naming themes, (6) reporting the findings.

Accordingly, observation notes and screen recordings of the games were first reviewed
repeatedly, and then initial codes were created for content units related to gender. In the next
stage, similar codes were grouped together, and recurring patterns were transformed into
higher-level themes.

To assess the consistency of the coding process, a second independent coder was involved in
the coding. Agreement between the two coders was assessed using Cohen'’s kappa, indicating
a high level of intercoder agreement (k = .95).

Formation of coding categories

When forming the coding categories, approaches arguing that gender cannot be reduced to a
feminine and masculine binary were used as a basis (Bem, 1974). Accordingly, the initial coding
categories were organized under five main headings: (1) character and visual representation, (2)
role and social position, (3) activity and behavioral patterns, (4) spatial context, and (5) type of
gender norm. The first four categories were used to record content units directly observable in
the games:

(1) Character and visual representation

This category relates to who the character is and how they appear. Within this category, the
number of female and male characters, the gender of the main character, the distribution of
supporting characters, the visual legibility of gender, hairstyle, clothing type, accessory use, color
codes, and body presentation were considered.

(2) Role and social position

This category examines the character’s social or functional position within the game. Within this
category, domestic roles, caregiving roles, occupational roles, social roles, public space roles,
leadership roles, and passive/observer roles were evaluated.

(3) Activity and behavioral patterns

This category focuses on what the character does. Within this category, caregiving, decoration
and makeup, consumption, production, adventure/exploration, helping behavior, risk-taking,
governing/decision-making behavior, and appearance-focused behaviors were considered.

(4) Spatial context

This category examines the spaces in which gender representations occur. Accordingly,
domestic spaces, public spaces, work/professional spaces, entertainment spaces, shopping
spaces, and social spaces were examined.

(5) Type of gender norm

This category was used to determine the type of gender norm to which each representation
most closely corresponded by jointly evaluating the visual, role-based, behavioral, and spatial
indicators observed in the first four categories. The classification was informed by the view that
femininity and masculinity are not fixed, mutually exclusive categories (Bem, 1974), as well as
by studies showing that gender stereotypes in media content can be constructed through
appearance, behavior, and social roles (Baker & Raney, 2007; Santoniccolo et al., 2023; Ward &
Grower, 2020). Traditional feminine and traditional masculine representations referred to cases
in which appearance, role, and behavioral patterns culturally associated with femininity or
masculinity were dominant, whereas hyper-feminine and hyper-masculine representations
referred to cases in which these indicators converged across multiple dimensions in an intense
and pronounced manner. Neutral representations referred to cases in which no clearly feminine
or masculine pattern was dominant; counter-stereotypical representations referred to cases in
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which traditional gender stereotypes were challenged or roles and behaviors inconsistent with
these stereotypes were presented; and gender-ambiguous representations referred to cases in
which the available indicators did not allow the character’'s gender to be reliably determined.

Theme formation process

After initial coding was completed, similar content units were brought together and recurring
patterns were evaluated as higher-level clusters. These clusters were then transformed into
themes as patterns that formed meaningful recurring patterns within the data. In this process,
theme names were not fixed in advance but were developed according to how raw codes
clustered in the data. Patterns that did not repeat sufficiently in the data or remained limited
were not retained as higher-level themes. In contrast, patterns that were repeated across games
and presented a meaningful representational logic were developed into themes. In theme
development, a pattern was not required to appear in more than one game; patterns that
recurred across different scenes, activities, roles, and spatial contexts within a single game and
formed an internally consistent and distinctive representational structure were also taken into
consideration. Therefore, while some themes were shared across multiple games, others were
developed from patterns that recurred across different content units within a single game.

Credibility and consistency

To increase the credibility of the study, systematic records were kept during the data collection
and analysis process. Observation forms, screen recordings, and researcher notes related to the
games were reviewed together, and initial observations were subsequently re-checked. In
addition, during the coding process, descriptive and interpretive stages were separated; first, in-
game examples were recorded in detail, and then their implications for gender norms were
evaluated. This approach contributed to a more traceable and consistent analysis process.
Furthermore, the high level of agreement between the two independent coders further
supported the consistency of the coding process.

Findings

The analysis identified six main themes of gender representations in the examined games.
These themes were formed by considering recurring patterns across the categories of character
and visual representation, role and social position, activity and behavioral patterns, spatial
context,and norm type. The themes were named to highlight the representational logics through
which gender is constructed in games.

The number of games in which a theme appeared was not used as the sole criterion for theme
development. Therefore, although four themes were identified in only one game each, these
themes were derived from codes that recurred across different scenes and content units within
the relevant games and formed internally consistent representational patterns.

Table 2 Distribution of games across themes

Theme Ntér;aeerSOf Games

Nail and Nail Polish Kids Games
Beauty Salon Girls Games

Chibi Baby Girl Games 2-6

Repaired femininity 2

Designed femininity 2 Barbie Magical Fashion
Femininity in the showcase 1 Barbie Dreamhouse Adventures
Masculine heroism 1 PAW Patrol Rescue World
Flexible gender roles in the family 1 Bluey: Let's Play!

Shaping gender representations 1 Toca Boca World
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Table 2 presents the distribution of games among the specified themes.
Theme 1: Repaired femininity

This theme includes representations in which femininity is presented not as a natural and
sufficient state of being, but as a project that must be completed through care, cleaning,
correction, and aesthetic intervention. Under this theme, the character or body part is
transformed into an aesthetic object through the removal of imperfections and processes of
smoothing and beautification. The focus is not the competence of the character, but the
idealization of physical appearance. The games included in this theme are Nail and Nail Polish
Kids Games and Beauty Salon Girls Games.

Nail and Nail Polish Kids Games

In this game seen in Figure 2, character representation is constructed through hands and nails
coded with femininity rather than through a whole person. Gender is made visible through nail
aesthetics, accessories, pink backgrounds, and bright colors. The female character is presented
not as a subject but as a body part upon which operations are performed. In the progression of
the game, the hand is first cleaned and groomed, then nail polish is applied, and finally it is
decorated with accessories. Care is framed not as a means of promoting health or comfort but
as a preliminary step of aesthetic restoration. Cleaning functions as a preparatory stage
necessary for moving on to the decoration phase. The game does not contain a visible social
world; representations of family, friendship, or public life are absent. Nevertheless, the player is
implicitly positioned in the role of a beauty specialist/manicurist. When the coding categories
and researcher notes are evaluated together, the game can be considered an example closely
aligned with the hyper-feminine gender representation norm. The female body is objectified
within a process of “aesthetic labor”, while the natural state is coded as flawed, success is
associated with a shiny and flawless appearance.
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Figure 2 The nail and nail polish kids games

Beauty Salon Girls Games

In this game seen in Figure 3, the character is presented as a passive object of transformation
from head to toe. The player, on the other hand, assumes the role of a beauty specialist. This
framing suggests that the woman'’s body is viewed as something requiring intervention. The
game is built on a hierarchical structure in which skincare, hair design, manicure, and dressing
procedures follow one another. This sequence gives the impression that gender is a
performance that must be fully enacted. The salon space is also constructed like a factory in
which women reproduce themselves, with hairdresser chairs, manicure tables, and wardrobe
areas. When the coding categories and researcher notes are evaluated together, the game is
considered one of the examples close to the hyper-feminine gender representation norm.
Femininity is presented not as a natural identity but as a norm constructed through cosmetic
intervention and aesthetic completion.
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Figure 3 Beauty salon girls games
Theme 2: Designed femininity

This theme encompasses representations in which femininity is constructed through style
creation, dressing up, accessory selection, and avatar design. In this theme, the character’s
social existence is reduced to that of a design object rather than an active subject. Here,
femininity is defined as a visual performance constructed by the player through clothing,
accessories, and visual codes of cuteness. The games included in this theme are Chibi Baby Girl
Games 2-6 and Barbie Magical Fashion.

Chibi Baby girl games 2-6

In this game seen in Figure 4, players are offered the opportunity to create anime-style avatars
and dolls. The characters are represented with childlike proportions, including large heads, big
eyes, and small bodies. Femininity is constructed through colorful hair, exaggerated eyelashes,
accessories, and cuteness codes. While the personality or social position of the character
remains in the background, combinations of hair, face, clothing, and accessories become the
primary means of representation. The player is positioned less as a protagonist and more as a
designer arranging appearances. The main activities of the game revolve around avatar
creation, dressing up, appearance editing, and accessory selection. The phrase “make your own
avatar and show it to your friends” in the App Store description also demonstrates that
appearance is not only produced but also displayed. When the coding categories and researcher
notes are evaluated together, the game presents a representation between traditional femininity
and hyper-femininity, but closer to the hyper-feminine norm. Unlike the luxurious lifestyle in
Barbie Dreamhouse Adventures, this game produces an infantilized, pastel, doll-like, and
avatarized femininity.
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Figure 4 Chibi Baby girl games 2-6
Barbie magical fashion

In this game seen in Figure 5, the player can transform Barbie into different identities such as a
princess, fairy, mermaid, or hero. However, this transformation is carried out through hair,
makeup, crowns, dresses, tails, wings, and accessories. The main gameplay loop revolves
around appearance creation, beautification, and the construction of a fantastical feminine style.
The player is implicitly positioned as a stylist/designer, while Barbie is a central figure whose
appearance is reshaped. A striking point is that even the hero option is represented through
costumes and aesthetic combinations rather than missions or problem-solving. Thus, different
identity options ultimately converge around the aesthetic transformation of appearance.
Femininity is constructed around beauty, radiance, and the elicitation of admiration. When the
coding categories and researcher notes are evaluated together, the game is considered one of
the examples close to the hyper-feminine gender representation norm. The identities that create
the impression of diversity differ largely in costume and style rather than in behavior.

Figure 5 Barbie magical fashion
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Theme 3: Femininity in the showcase

This theme refers to representations in which femininity is staged through lifestyle, domestic
order, social visibility, and aestheticized everyday life. It includes representations in which
femininity is constructed through luxury consumption, domestic aesthetic organization, and a
constant search for social approval. In this theme, living spaces function as showcases in which
the character's social status and visual perfection are displayed. The game included in this
theme is Barbie Dreamhouse Adventures.

Barbie Dreamhouse Adventures

In this game seen in Figure 6, the characters are presented as well-groomed and fashion-
oriented figures that conform to aesthetic standards. Femininity is made visible through
hairstyles, makeup, predominantly pink clothing associated with the brand, and style-creation
practices. Appearance is not a secondary element of the game'’s visual environment; rather, it is
one of the fundamental principles organizing the characters and the game world. Barbie is the
central figure directing domestic organization, decoration, cooking, and social events. The
dominant activities of the game are shaped around consumption, decoration, and social
interaction. The Dreamhouse is constructed not merely as a living space but as a showcase of
an aestheticized lifestyle. The prominence of the wardrobe section and the appearance-oriented
interactions indicate that identity is defined through clothing and outward appearance. Even the
cake prepared in the kitchen is made with an emphasis on aesthetic presentation; thus, even
everyday functions are reframed within a logic of visual order. The outside world, on the other
hand, appears mainly as a space used for entertainment, travel, and shopping. Public spaces
(beach/park) similarly gain meaning through social visibility and leisure activities. When the
coding categories and researcher notes are evaluated together, the game is seen as one of the
examples close to the hyper-feminine gender representation norm. The female character is
positioned along the axis of appearance, domestic organization, and social visibility.

) .
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Figure 6 Barbie dreamhouse adventures
Theme 4: Masculine heroism

This theme encompasses representations in which gender is constructed through patterns
such as duty, professional expertise, intervention, tool use, public mobility, and rescue. Here,
heroism is framed not only as individual courage but also within a masculine-coded
representational logic associated with technical competence, action, and the ability to operate
in the public sphere. The game included in this theme is PAW Patrol Rescue World.
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PAW Patrol Rescue World

In this game seen in Figure 7, the characters are presented as anthropomorphic rescue dogs
defined through uniforms, vehicles, and mission identities. The prominent codes of character
and visual representation include uniforms, vehicle-integrated identities, mission aesthetics,
team affiliation, and functional appearance. The game is not constructed entirely with male
characters; female characters such as Skye and Everest are also represented as active
members of the team. However, the contrast between Skye performing graceful maneuvers in
the air with her pink helicopter and Chase displaying authoritative power on land with his blue
police vehicle suggests that professional roles are differentiated in gendered ways through
colors and vehicle types. In addition, the fact that leadership and the chain of command (through
the character Ryder) are organized around masculine authority is an important indicator that the
traditional hierarchical structure is preserved. The spatial context is largely constructed through
the public spaces of Adventure Bay. The player moves through different areas, undertakes
missions, and unlocks new regions. Space is presented as a public and community-based
mission area where action takes place. The dominant repertoire of activities in the game is
organized around selecting missions, using vehicles, applying specialized skills, helping others,
and carrying out rescue operations. The game defines success through the completion of
missions in public settings using technical tools. Although female characters are included in this
masculine-coded space, the core values of the game universe are still shaped around risk-taking,
intervention, technical problem-solving, and mission completion. When the coding categories
and researcher notes are evaluated together, the game presents a more flexible representation
that is close to traditional masculine heroism norms but does not restrict this heroic space
solely to male characters.

¥BUDGE

Figure 7 PAW Patrol Rescue World
Theme 5: Flexible gender roles in the family

This theme encompasses representations in which the roles of mother, father, and child within
the family are not restricted by rigid gender stereotypes, and patterns of caregiving, play,
everyday activities, and interaction are distributed more flexibly. The game included in this
theme is Bluey: Let's Play!.

Bluey: Let's Play!

In this game seen in Figure 8, the central axis is free role-play within everyday family life rather
than competition or missions. In terms of gender, the most striking aspect of the game is that
gender representation is not confined to beauty or heroism. The game unfolds through
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interaction among family members in domestic spaces and everyday life. The gender of the
characters is not constructed through exaggerated visual indicators. Although Bluey and Bingo
are girl characters, the fact that they are not represented with bows, makeup, or excessively
feminine accessories, and that Bluey is presented in blue tones while Bingo is presented in
orange tones, does not directly reproduce the traditional pink-girl/blue-boy color association.
However, the presence of limited feminine indicators in some side characters shows that the
game is not completely free of gender markers. Therefore, the game is considered an example
of representation in which gender is visually coded at a low level and stereotypical
feminine/masculine indicators do not become dominant at the level of the central characters.
In the game, gender is understood more through relational and narrative contexts. In terms of
role and behavioral patterns, the game does not limit caregiving and participation in domestic
life solely to the mother character. The father character, Bandit, cooks, takes care of the children,
and participates in caregiving processes, thereby transforming the traditional father role. Child
characters are also active subjects who create games, explore, and make decisions. Domestic
spaces are represented not as places associated only with femininity but as shared social living
spaces for all family members. When the coding categories and researcher notes are evaluated
together, the game is considered one of the examples closest to anti-stereotypical gender
representation. In particular, the sharing of caregiving processes, the presentation of child
characters as active subjects, and the reduced prominence of gender indicators strengthen this
representational structure.
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Figure 8 Bluey: Let's Play!
Theme 6: Shaping gender representations

This theme refers to representations in which gender is not presented as fixed or predetermined,
rather, the relationships among character, appearance, role, activity, and spatial context can be
constructed by the player. The game included in this theme is Toca Boca World.

Toca Boca World

In this game seen in Figure 9, gender representation is shaped through the visual design of the
characters created by the player. The character creation system allows hair, faces, accessories,
and clothing to be freely applied to different bodies. The game does not contain a rigid gender
system determined by female/male symbols. If desired, the player can add both a beard and a
pink skirt to a character; thus, gender is transformed from a fixed visual package into a flexible
structure that can be constructed by the player. The game is not based solely on appearance
arrangement. Appearance functions as part of a larger world-building and storytelling system.
Characters can move between domestic and public roles without sharp boundaries. A character
can work as a doctor in a hospital while also going home and taking on a caregiving role in the
same scene or spending time in social spaces. Thus, social position is shaped not through
biological sex but through the multiple role system constructed by the player. The dominant
behavioral patterns of the game revolve around exploration, storytelling, and helping. Although
makeup, decoration, and consumption activities are present, they are used not to objectify the
character but as tools of identity expression. In terms of spatial representation, spaces such as
kitchens, offices, hospitals, or laboratories are not presented as places belonging to particular
genders. Scenarios such as a male character baking a cake in the kitchen or a female character
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working at a construction site are presented as ordinary within the game universe. When the
coding categories and researcher notes are evaluated together, the game is considered an
example close to neutral gender representation. Nevertheless, the game also allows different
gender representations to be reconstructed by the player.

=’ |plak Plaza

Figure 9 Toca Boca World

Conclusion, discussion, and recommendations

The findings of this study show that gender in the examined mobile games is constructed
through six distinct themes: repaired femininity, designed femininity, femininity in the showcase,
masculine heroism, gender roles becoming flexible within the family, and gender
representations in formation. This result is consistent with studies showing that femininity and
masculinity are still represented in the media in stereotype-laden ways (Baker & Raney, 2007,
Santoniccolo et al,, 2023; Ward & Grower, 2020). In particular, the findings that femininity is
coded through appearance and care, while masculinity is coded through power, action, and
technical competence, appear to varying degrees in the mobile games examined in the present
study. Recent research on digital games has likewise documented similar representational
inequalities. A content analysis of female and male characters in popular video games found
that female characters were less visible and could be represented in secondary roles, with
unrealistic body portrayals and passive attitudes (De la Torre-Sierra & Guichot-Reina, 2025). In
advertisements for PEGI 3 mobile games aimed at children, male representations were found
to be constructed predominantly around strength, independence, and achievement, whereas
female representations were more often organized around appearance, emotionality, passivity,
or sexualization (Arda & Kaya, 2026).

The first three themes emerging in the study—repaired femininity, designed femininity, and
femininity in the showcase—are particularly striking. When these three themes are considered
together, it is seen that femininity is constructed through correcting appearance, aesthetically
designing it, and socially displaying it. Considering that children are not only exposed to such
repetitive codes in the media, but also play with, choose, and repeat these codes, the effect of
interactive digital games in terms of gender becomes even more important (Bussey & Bandura,
1999). Indeed, longitudinal findings showing that children’s interaction with princess-themed
and appearance-focused content may be associated with higher levels of gender-stereotypical
behavior (Coyne et al., 2016) are thought-provoking at this point. In addition, Ward and Grower’s
(2020) review of the persistence of incomplete and distorted representations of womanhood in
media content, together with Santoniccolo et al’s (2023) review indicating that media
representations continue to produce social pressures, provides broader support for the findings
of the present study in the literature. This situation overlaps with cognitive approaches arguing
that children actively collect cues related to gender from the symbolic world around them and
make these cues part of their gender schemas (Martin & Ruble, 2004, 2010). At the same time,
from the perspective of Social Cognitive Theory, mobile games can be said to be not only media
that are watched, but also environments that provide symbolic models with which the child
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interacts and repeatedly engages. This may contribute to greater internalization of appearance,
care, and gendered role patterns (Bussey & Bandura, 1999).

The theme of masculine heroism emerging in the study stands at the opposite pole of
appearance-oriented femininity patterns and shows that gender is instead constructed through
duty, expertise, tool use, intervention, the outside world, and technical competence. Baker and
Raney’s (2007) study revealing that heroism in children's media is defined in traditional
masculine terms directly supports this finding. One of the striking points in the present study is
that representations of heroism are no longer limited to male characters. Although including
female characters in the same heroic role creates an important flexibility, the fact that the
criterion for success is still defined through tool use, the outside world, task completion, and
expertise suggests that the underlying value world of the game maintains its masculine-coded
nature. This finding is consistent with studies stating that although gender stereotypes now
circulate in more inclusive forms, their basic action logics may remain unchanged and femininity
and masculinity are still represented with unequal symbolic loads (Baker & Raney, 2007; Ward
& Grower, 2020).

Another striking aspect of the study is that the entire sample does not consist of stereotypical
structures. The themes of gender roles becoming flexible within the family and gender
representations in formation show that children’'s mobile games do not always reinforce
stereotypes, but can sometimes create alternative spaces that challenge or loosen these
stereotypes. In particular, the establishment of family roles in a more shared manner and with
lower levels of visual gender indicators has created a more flexible representation area
compared to appearance-based femininity patterns. Similarly, games that give the player a
higher level of choice over appearance, role, space, and object use have transformed gender
from a fixed norm into an area that can be constructed in different ways. These findings are also
consistent with Bem'’s (1974) approach arguing that femininity and masculinity are not fixed
categories that exclude one another. In addition, the cognitive approach arguing that children
actively seek gender cues but derive these cues not only from appearance but also from
relational and contextual patterns (Martin & Ruble, 2004) helps explain these flexibilities. Recent
findings from early childhood play contexts also indicate that although gender stereotypes
persist, flexibility regarding these stereotypes may differ between girls and boys. A study
conducted with five- and six-year-old children found that gender stereotypes continued to be
reflected in play and toy preferences, but girls were more accepting of playing with toys
traditionally associated with the other gender (Ata Dogan & VYildiz Tasdemir, 2026). In this
respect, the present study shows that children's mobile games are not only reproduce
stereotypes but can also, in some cases, challenge and reshape gender stereotypes.

The findings show that gender representations in mobile games are constructed not only
through visual elements but also through character roles, activities, spatial arrangements, and
the interaction opportunities offered to players. Studies in the fields of early childhood and digital
media emphasize that children’s media ecology is increasingly shaped by mobile devices,
applications, and interactive environments, and that digital play constitutes an important part of
this media environment (Barr et al., 2024; Chu et al,, 2024). A more recent rapid review also
indicates that digital play is examined in relation to children’s developing digital identities and
the digital cultures in which they participate, while highlighting the need for more detailed
examination of the dimensions of identity and culture (Khoo et al., 2025). The user-participatory
features of mobile games, such as making choices, arranging, completing, and repeating, make
mobile games a distinctive context for examining gender representations. Although this
interactive structure does not allow direct conclusions to be drawn about how children perceive
or internalize these representations, it can be related to the literature emphasizing the
importance of symbolic models and media representations for gender development (Bussey &
Bandura, 1999; Martin & Ruble, 2004, 2010; Ward & Grower, 2020).

The findings of the study also reveal important implications for practice. In this context, in
evaluating digital games for children, not only cognitive content, language input, or age
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appropriateness, but also the quality of gender representations should be taken into
consideration. According to Social Cognitive Theory, children learn from rewarded, visible, and
repeated behavior patterns (Bandura, 2007; Bussey & Bandura, 1999). In this context, digital
game selection in early childhood and the guidance provided by adults should be seen as an
important pedagogical issue. At this point, recent experimental findings also suggest that the
nature of the gender representations presented to children may contribute to changes in their
stereotypes. Across four studies using counter-stereotypical narratives, such content was found
to reduce children’s gender stereotypes concerning toys and occupational roles and, particularly
among younger children, to reduce gender-based exclusion from play (Segura-Nebot et al.,
2025). Furthermore, the findings of the present study indicate, from the perspective of content
developers, that gender representations are not limited to character gender; body, space, tools,
reward systems, and interaction logic may also be gendered.

The findings should also be considered within a broader cultural context. Many of the games
examined in this study are globally distributed digital products shaped by transnational media
industries and commercial children’s culture. In particular, games associated with globally
recognized brands such as Barbie reproduce globally circulating beauty ideals, consumption-
oriented lifestyles, and appearance-based femininity patterns largely associated with Western
popular culture. Therefore, children’s mobile games may function not only as individual play
experiences but also as mechanisms through which global cultural norms and aesthetic
expectations are transmitted to children. At the same time, the flexibility observed in some
games may reflect recent cultural shifts toward more inclusive and diverse representations of
gender in children’s media. This interpretation is also supported by recent evidence of changing
trends in video game representations. In a study examining 795 female characters across 188
popular video games, female characters were found to have become more likely over time to
occupy important, powerful, and professional roles and to be portrayed in less sexualized ways,
indicating an overall positive trend in representation (Pan & Zhou, 2026). Nevertheless, the
coexistence of traditional and more flexible forms of representation in the present study
suggests that this transformation has not occurred uniformly or comprehensively in mobile
games for children.

The limitations of the study should also be considered. First, the sample was limited to the most
popular free mobile children’s games on the Apple App Store on a specific date. Therefore, paid
games, different devices, the Android ecosystem, app stores in different countries, or
applications that become prominent in different periods may present different representation
patterns. This platform limitation may also have influenced the visibility and diversity of gender
representations identified in the study. Since application store algorithms, recommendation
systems, popularity rankings, and regional visibility policies may differ across platforms, children
using different digital ecosystems could encounter alternative gender narratives and
representational patterns. Therefore, the findings of this study should be interpreted within the
contextual boundaries of the selected platform. In addition, this study focuses on content and
gameplay structure. How children interpret these representations, to what extent they
internalize them, how they transfer them into daily behavior, or how they use different games
were not directly examined. Future studies expanding this field through child interviews, parental
mediation, comparisons of different platforms, and larger samples would be beneficial.
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TURKGE SURUM
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Erken cocukluk donemi, cocuklarin toplumsal dunyayr anlamlandirmaya basladiklari ve
toplumsal cinsiyete iliskin biligsel ortntulerini gelistirdikleri kritik gelisim evresidir. Bu donemde
gocuklar kiz ve erkek kategorilerini ayirt etmeyi ogrenir. Kimlerin nasil gorundugu, hangi
etkinliklerin kime uygun oldugu ve hangi davraniglarin hangi cinsiyetle iliskilendirildigi konusunda
da anlam Uretmeye baglarlar. Bilissel gelisim kurami ve toplumsal cinsiyet semasi kurami,
gocuklarin cevrelerindeki cinsiyet ipuglarini aktif bigimde aradiklarini ve bu ipuglarini cinsiyet
semalarinin olusumunda kullandiklarini gostermektedir (Martin & Ruble, 2004, 2010). Sosyal
bilissel teori ise bu surecin dogrudan deneyimle birlikte gozlem, model alma ve sembolik
modeller araciligiyla gergeklestigini vurgulamaktadir (Bussey & Bandura, 1999).

Toplumsal cinsiyet, biyolojik 6zelliklerden ziyade gtindelik etkilesimler icinde yeniden Uretilen
toplumsal bir pratik olarak ele alinmaktadir (West & Zimmerman, 1987). Bu yaklasim, gocuklarin
karsllastiklari medya igeriklerinin toplumsal cinsiyetin kurulmasina, sudrddrdlmesine ve
normallestirilmesine iliskin kultdrel oruntuler igerdigini ortaya koymaktadir. Bu kapsamda
gocuklarin medya karakterleri ve anlatilar araciligiyla hangi gorunuslerin, davranislarin ve
toplumsal rollerin uygun, degerli ya da arzu edilir kabul edildigine iliskin sembolik anlamlarla
karsilastiklari (Bussey & Bandura, 1999; West & Zimmerman, 1987) sdylenebilir.

Nitekim toplumsal cinsiyet temsillerine iliskin calismalar, medya igeriklerinde feminenlik ve
maskdulenligin esitsiz ve kaliplastinimis bi¢imlerde temsil edilebildigini gostermektedir
(Santoniccolo vd., 2023; Ward & Grower, 2020). Cocuk medyasina odaklanan igerik
¢gozUmlemeleri de karakterlerin gorinum, kisilik, davranis ve iletisim bigimleri Uzerinden cinsiyet
kaliplarinin  Uretilebildigini ortaya koymaktadir (Baker & Raney, 2007). Ayrica cocuklarin
cinsiyetlendirilmis populer medya icerikleriyle kurduklari iliskinin zaman iginde daha stereotipik
davranis orintuleriyle baglantili olabileceg@ini gosteren boylamsal bulgular da (Coyne vd., 2016)
literatirde yer almaktadir. Bu nedenle cocuk medyasinda yer alan temsillerin incelenmesi, erken
cocuklukta toplumsal cinsiyetin nasil yansitildigini anlamak agisindan onemlidir.
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GuUnUmuz ¢ocuklugu artik yalnizca kitaplar, cizgi filmler ve televizyon icerikleriyle sinirli degildir.
Erken cocukluk ve dijital medya alanindaki giincel ¢calismalar ¢gocuklarin medya ekolojisinin
giderek daha fazla mobil cihazlar, uygulamalar ve etkilesimli dijital ortamlar Uzerinden
sekillendigini gostermektedir (Barr vd., 2024). Erken cocuklukta dijital oyun Uzerine yapilan
sistematik bir derleme de mevcut literattrin buyuk olgtide dokunmatik ekranlar ve uygulamalar
etrafinda toplandigini ve dijital oyunun cinsiyetle iliskili oruntuler tasiyabildigini ortaya
koymaktadir (Chu vd., 2024). Bununla birlikte, gcocuklara yonelik dijital uygulamalar Gzerine
yapllan galismalarin bir kismi uygulamalarin egitsel degerine (Wirth vd., 2024) bir kismi ise
karakter cesitliligi ve temsil orintllerine odaklanmaktadir (Bruner & Kucirkova, 2025). Bu
calismalar dijital uygulamalar ve ¢ocuk medyasina iliskin onemli bilgiler sunsa da ¢ocuklarin
dogrudan oynadigi dijital oyunlarda toplumsal cinsiyetin gorsel, davranissal ve etkilesimsel
yapilar Uzerinden nasil kuruldugunu inceleyen arastirmalarin gorece sinirli kaldigi gortlmektedir
(Chu vd., 2024; De la Torre-Sierra & Guichot-Reina, 2025; Huh, 2015).

Uygulama magazalarinda Ust siralarda yer alan oyunlar daha ytksek gorunurlik kazanmakta ve
daha genis kullanici kitlelerine ulasabilmektedir. Bu nedenle, ¢cocuklarin karsilasma olasiligi
yuksek olan populer mobil oyunlara odaklanmak, bu igeriklerde toplumsal cinsiyet temsillerinin
nasll yapilandigini incelemek agisindan onem tasimaktadir. Bu kapsamda arastirma, ¢ocuklara
yonelik populer mobil oyunlarda toplumsal cinsiyet temsillerinin hangi gorsel, davranissal ve
baglamsal oruntuler Uzerinden kuruldugunu incelemeyi amaglamaktadir. Bu dogrultuda
calisma, oyunlarda yer alan karakter sunumlarini, rol dagihmlarini, gorsel 6geleri, etkinlik turlerini,
sosyal etkilesim ortntllerini ve mekansal baglamlari toplumsal cinsiyet acisindan
¢cozumlemektedir. Calismanin, gocuklarin yogun bigimde maruz kaldiklari populer mobil
oyunlarda toplumsal cinsiyetin nasil Uretildigini gorunur kilarak erken ¢ocukluk egitimi, cocuk ve
medya galismalar ve dijital oyun arastirmalar alanlarina katki sunmasi beklenmektedir. Bu
yonuyle galisma hem ¢ocuklarin etkilesimli medya deneyimlerine iligkin gincel tartismalara hem
de cocuklukta toplumsal cinsiyet gelisiminin dijital baglamdaki gorinuimlerine bir katki
saglamayi hedeflemektedir.

Yontem

Arastirmanin deseni

Bu calisma, cocuklara yonelik mobil oyunlarda yer alan toplumsal cinsiyet temsillerini incelemek
amaclyla dokiman incelemesi yoluyla yurutulmdustur. Calismada mobil oyunlar cocuklarin
etkilesime gectigi dijital dokimanlar olarak ele alinmistir. Dokiiman incelemesi; basili ya da
elektronik materyallerin  sistematik bicimde gozden gecirilmesi, degerlendirilmesi ve
anlamlandiriimasi sudrecini ifade etmektedir. Bu sureg, arastirma sorulariyla iligkili bilgilerin
kategoriler halinde duzenlenmesini iceren igerik analizi ile verideki oruntulerin belirlenmesine
dayanan tematik analiz unsurlarini icerebilmektedir (Bowen, 2009).

Orneklem

Bu arastirmanin orneklemi, App Store'da yer alan gocuk oyunlari icerisinden amagli 6rnekleme
yontemi ile secilmistir. Bu arastirmada orneklemin yer aldigi platform yalnizca App Store ile
sinirlandinimistir. Bunun temel nedeni App Store'un gocuklara yonelik uygulamalar icin daha acgik
ve sistematik bir siralama yapisi sunmasidir. Google Play Store’'da benzer bicimde standart ve
karsilastirilabilir bir siralama sisteminin bulunmamasi platformlar arasi dogrudan eslestirme
yapmayl guclestirmektedir. Bu nedenle orneklemi belirleme slrecinde tutarllik ve
tekrarlanabilirlik saglamak amaciyla tek bir platform tercih edilmistir. Buna ek olarak, ‘en populer
dcretsiz' kategorisine odaklaniimasi platformda yuksek gorinurlige sahip ve Ucretsiz olmalari
nedeniyle erisimi gorece kolay olan oyunlarin sistematik bir dlgute gore secilmesine olanak
saglamistir. Bununla birlikte App Store’'daki populerlik siralamasi cocuklarin bu oyunlarla gergek
karsilasma veya tekrar oynama sikhginin dogrudan bir gostergesi olarak degerlendirilmemistir.
Ayrica siralama temelli bir sistemden oyun secilmesi gelecekteki calismalar icin daha seffaf ve
yeniden Uretilebilir bir ornekleme prosedurd saglamistir. Amacl ornekleme yontemi kapsaminda
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orneklemi belirleme streci iki asamali olarak yurGtilmastar. ik asamada, 10 Subat 2026
tarihinde, https://apps.apple.com/tr/iphone/games linki Uzerinden App Store'da ‘en popdler
Ucretsiz' kategorisinde yer alan ve ‘cocuklar’ filtresi kullanilarak platform tarafindan listelenen 25
mobil oyun belirlenmistir (Gorsel 1). Platformda yer alan bilgilendirme boliminde oyunlarin
tamaminin 4 yas ve Uzeri kullanicilar i¢in uygun oldugu belirtiimektedir.
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Gorsel 1 App Store'da yer alan en populer tcretsiz cocuk mobil oyunlar

Ilk asamada, birincil amaci oyun oynama ve eglence olan mobil uygulamalar odaga alinmistir.
Bu dogrultuda birincil amaci egitim, beceri gelistirme veya arag kullanimi olan dijital kitap, yazma,
quiz/flashcard, video izleme, mesajlasma, sarkiya eslik etme, dil 6grenme, boyama yapma,
spor/egzersiz yapma ve benzeri oyun digl veya oyunlastirma igeren yardimci uygulamalar
kapsam disinda birakilmistir. Bu on elemenin ardindan toplumsal cinsiyet temsillerinin anlamli
ve analiz edilebilir bicimde incelenebilmesi amaciyla ikinci asama icin dahil etme ve haric tutma
kriterleri belirlenmistir. Dahil etme kriterleri kapsaminda oyunlarin asagidaki kriterlerden en az
birine sahip olmasi beklenmistir:

e Karakterler ve bedensel temsiller: Oyunun insan karakterler, insan benzeri karakterler,
insan Ozellikleriyle temsil edilen antropomorfik animasyon karakterler ya da insan
bedenine ait anlamli gorsel unsurlar/kismi temsiller icermesi

e Karakter etkilesimi ve segimi: Kullanicinin cinsiyetle iligkilendirilebilecek karakterleri
se¢cmesine, Ozellestirmesine veya bu karakterlerle sosyal etkilesime girmesine olanak
tanimasi

e Sosyal ve davranissal roller: Karakterlerin toplumsal olarak anlamli roller igerisinde
sunulmasi

e Sembolik gostergeler: Toplumsal cinsiyetin gorsel, davranigsal veya baglamsal
gostergeler araciliglyla temsil edilmesi

Hari¢ tutma kriterleri kapsaminda asagidaki oOzellikleri tasiyan oyunlar arastirma kapsami
disinda birakilmistir:

e Herhangi bir karakter icermeyen, sadece nesne veya islem temelli olan (6r. sadece bir
nesneye tiklayarak ilerleyen mekanik mutfak oyunlari)


https://apps.apple.com/tr/iphone/games
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e Karakter icerse dahi sosyal bir anlati veya analiz edilebilir toplumsal cinsiyet gostergesi

sunmayan oyunlar (or. soyut bulmaca veya puzzle oyunlari)

Tablo 1 Oyunlarin dahil etme ve haric tutma kriterlerine gore deg@erlendirilmesi

Oyun adi 1. Asama Gerekge 2. Asama Gerekge
o . Gok sayida ozellestirilebilir insan
Toca Boca World Dahil Karakter yonetimi ve dinya Dahil karakteri, ev igi roller, meslekler ve
kurmaya dayali bir oyun S .
zengin bir sosyal diinya sunmaktadir
LEGO Builder: 3D . Fiziksel LEGO'lar igin 3D yapim
: Harig - -
Talimatlar kilavuzu
Tirnak ve Oje Gocuk hil El Gzerinde islem yapilan bir rol hil Elin gorunusune mu}je;hale (t;)aklm
Ovunlan Dahi yapma/similasyon oyunu Dahi yapma, oje strme, stsleme vb.) yer
Y almaktadir
Cocuklar igin Boyama ! i i
Oyunu Harig Boyama yapma uygulamasi
icerisinde mini oyunlar (puzzle Nesne eslestirme ve sekil
Tiny Minies-Egitici . ) ' ’ . yerlestirme gibi soyut/mekanik
Dahil eslestirme) barindiran bir oyun Harig . )
Oyunlar latformu gorevlerden olugsmaktadir. Sosyal bir
P anlati sunmamaktadir
Oyun sadece mutfak geregleri ve
Kek Yapma Cocuk malzemelerle sinirlidir. Etkilesime
Ovunu 2_5 Ya Dahil Kek yapma simulasyon oyunu Haric girilen veya analiz edilebilir bir sosyal
Y s rol Ustlenen karakter
icermemektedir
Lingokids-Oyna ve Ogren Haric Dil 6grenme uygulamasi - -
Barbie Dreamhouse hil Karakterler arasi etkilesime hil Bel|rg|n kadln/erlﬁek_ karakterITr, ev
Adventures Dahi dayali genis kapsamli bir oyun Dahi I61 yasam Tolier ve sosya
etkilesimler icermektedir
Boyama Oyunlart: Renk Hari Boyama yapma uygulamasi - -
ve Boya ¢ Y yap Y9
Buddy.ai-ingilizce Gocuk ! s i i
Oyunu Haric Dil 6grenme uygulamasi
Boyama Oyunlari Cocuk . ) )
Oyunu 3 Harig Boyama yapma uygulamasi
Yemek yapma sureci tamamen
GCocuk Yemek Oyunlari . Yemek yapma simulasyon . nesne odaklidir. Karakter temsili
Dahil Harig RN
2-5Yas oyunu veya anlatisal bir icerik yer
almamaktadir
Nesne eslestirme, sekil yerlestirme
MentalUP Akil & Zeka . Bilissel becerilere yonelik bir . gibi soyut/mekanik gorevlerden
Dahil Harig X
Oyunlari oyun olusmaktadir. Sosyal bir anlati ve
karakter temsili sunmamaktadir
o - Bebek (avatar) olusturma, kiyafet
Chibi Bebek Kiz Oyunlari Dahil Kargkter yaratma ve giydirme Dahil secimi ve gorsel gostergeler yer
2-6 izerine kurulu bir oyun
almaktadir
Glizellik Salonu Kiz Makyaj ve kuaforlik Karakterlerin dig gdrinisiine
Dahil laxyal Dahil midahale (sag, makyaj vb.) yer
Oyunlari simulasyonu oyunu
almaktadir
Tekil bir oyun yapisindan ziyade
Karakterlerle etkilesim kurulan birden fazla oyunun (Toca Kitchen,
Toca Boca Jr Dahil bir ovun dUr? asi Harig Toca Lab, Toca Builders vb.)
Y Y icerisinde yer aldigi bir platform/hub
niteligi tasimaktadir
. Flashcard/quiz mantiginda
g%{gm Gocuk Oyunlari 3 Haric kavram ogretimi odakli - -
s uygulama
Cocuk Egitici Oyunlari: 3 Haric Harf ve sayi gizimi/yazma ) )

Yas

pratigi odakl uygulama




ODUSOBIAD 22

Alfabe, sayilar ve kavram
Harig ogretimi (quiz) odakli - -
uygulama

3-5 Yas Egitici Cocuk
Oyunlari

Egitici Oyunlar Gocuklar Temel kavram 6gretimi odakli

Haric - -

Igin uygulama
TRT Cocuk Kitaplik: Oku, Harig Dijital kitap uygulamasi - -
Dinle
Barbie Blyili Moda Dahil Tasarim ve karakter susleme Dahil llf’renses temasi, moda ve gorsel‘
odakli bir oyun slisleme gibi temsiller icermektedir
Cocuklar igin Boyama ' i i
Kitaplari Harig Boyama yapma uygulamasi
. Antropomorfik (insan 6zellikli) kopek
PAW Patrol Rescue Dahil G%rrf]egﬂtririrr\]aergfrgﬁ t;/i(: ?{;igzr Dahil karakterlerin Ustlendigi profesyonel
World y y roller (itfaiye, polis vb.) Gzerinden
oyunu - )
mesleki temsiller sunmaktadir
Aile igi dinamikler (anne, baba,
Bluey: Let's Play! Dahil Rol yapma ve karakter Dahil gocuk rolleri) ve oyun Gzerinden

etkilesimi igeren bir oyun kurulan sosyal etkilegsimler yer

almaktadir

Tablo 1'de goruldigu Uzere eleme surecinin ilk asamasinda 25 oyun igerisinden birincil amaci
egitim, beceri gelistirme veya ara¢ kullanimi olan 12 dijital uygulama kapsam disinda
birakilmistir. Ikinci asamada ise dahil etme ve hari¢ tutma kriterleri kapsaminda 5 oyun
arastirma kapsami disinda birakilmis ve nihai orneklemi; Toca Boca World, Tirnak ve Oje Cocuk
Oyunlari, Barbie Dreamhouse Adventures, Chibi Bebek Kiz Oyunlari 2-6, Glizellik Salonu Kiz Oyunlari,
Barbie Buyulli Moda, PAW Patrol Rescue World ve Bluey: Let’s Play! olmak Uzere toplam 8 oyun
olusturmustur.

Veri toplama araclari

Arastirmada veri toplama araci olarak arastirmaci tarafindan gelistirilen “Yari Yapilandiriimis
Mobil Oyun Gozlem ve Kodlama Formu” kullaniimistir. Form, oyun ici sahnelerin sistematik
bicimde kaydedilmesini saglamak uzere onceden belirlenmis alanlar igermekle birlikte
arastirmacinin oyun sirasinda dikkatini ceken beklenmedik ortntdleri, serbest notlari ve
baglamsal ayrintilari kaydedebilmesine olanak tanimaktadir. Bu dogrultuda formda mekan,
karakter(ler), cinsiyet ipuglar, Ustlenilen rol, gergeklestirilen etkinlik, etkilesim bigimi,
odullendirilen davranig, dikkat ¢eken dilsel/gorsel yonlendirmelere dair kodlamalar ve
arastirmaci notlari icin ayri alanlar yer almaktadir.

Veri toplama siireci

Veri toplama sirecinde her oyun sahne temelli olarak incelenmistir. Oncelikle her oyunun
uygulama magazasindaki agiklamasi okunarak oyunun temel amaci, hedef kitlesi ve oynanis
mantigi hakkinda on bilgi edinilmistir. Ardindan oyunlar oynanarak karakter sunumlari, rol
dagihmlari, gorsel ogeler, etkinlik tdrleri, sosyal etkilesim oruntdleri ve mekansal baglam verileri
form Uzerinde kaydedilmistir. inceleme surecinde sesli yonergeler, miizik, efektler ve sozli
yonlendirmeler de dikkate alinmistir.

Veri toplama sirasinda oyun ici ekran kayitlari alinmis ve ilk oynanistan sonra bu kayitlar yeniden
izlenmigtir. Boylece ilk oynanis sirasinda gozden kagmis olabilecek ayrintilarin daha dikkatli
bicimde fark edilmesi amaclanmistir. Oyunlarin erisilebilir boltimleri mimkin oldugunca
genisletilerek Ucretsiz olarak acilabilen ek alanlar, karakterler veya gorevler de veri toplama
sUrecine dahil edilmistir. Bu yaklasim veriye asinalik kurma, ayrintili not alma ve tekrar eden
orunttleri gordndr kilma bakimindan énemli oldugu (Braun & Clarke, 2006) icin tercih edilmistir.

Verilerin analizi

Arastirma verileri hibrit tematik analiz yaklasimiyla ¢ozimlenmistir. Tematik analiz, nitel veri
icinde tekrar eden anlam oruntulerini belirlemeye, kodlamaya, gozden gegirmeye ve
raporlamaya olanak taniyan esnek bir analiz yontemidir (Braun & Clarke, 2006). Hibrit tematik
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analiz ise veri temelli (induktif) kodlar ile kuram temelli (dediktif) kodlarin birlikte kullanilabildigi
bir yaklasimi ifade etmektedir (Fereday & Muir-Cochrane, 2006). Bu ¢alismada kodlama stireci,
deduktif ve indUktif stratejilerin birlikte kullanildigi hibrit bir yapi icinde ydratilmusttr. Deduktif
boyutta, toplumsal cinsiyet literatirinden hareketle belirlenen duyarlilastirici kategoriler
baslangi¢ cercevesini olusturmustur. induktif boyutta ise oyunlarin oynanisi sirasinda veri icinde
tekrar eden yeni ortntllere acik olunmus ve bu ortntuler surec icinde kodlamaya dahil edilmistir.
Bu yonuyle analiz, veride dogal olarak ortaya ¢ikan ortntuleri izlerken ayni zamanda kuramsal
duyarliigr da koruyan bir tema Uretimine dayandiriimistir.

Tematik analiz strecinde Braun ve Clarke'in (2006) onerdigi alti agsamali mantik izlenmistir: (1)
veriye aginalik kazanma, (2) ilk kodlarin olusturulmasi, (3) aday temalarin aranmasi, (4) temalarin
gozden gegirilmesi, (5) temalarin tanimlanmasi ve adlandiriimasi, (6) bulgularin raporlanmasi

Bu dogrultuda once oyunlara iliskin gozlem notlari ve ekran kayitlari tekrar tekrar incelenmis
ardindan toplumsal cinsiyetle iliskili icerik birimleri igin ilk kodlar olusturulmustur. Sonraki
asamada benzer kodlar bir araya getiriimis ve tekrar eden oruntller Ust dizey temalara
donusturtlmdstar.

Kodlama strecinin tutarliigini degerlendirmek amaciyla ikinci bir bagimsiz kodlayici da kodlama
sUrecine dahil edilmistir. Iki kodlayicinin kodlamalari arasindaki uyum Cohen’s kappa katsayisi
kullanilarak degerlendirilmis ve yiksek dizeyde uyum elde edilmistir (k = .95).

Kodlama kategorilerinin olusturulmasi

Kodlama kategorileri olusturulurken toplumsal cinsiyetin yalnizca kadinsi ve erkeksi ikiligine
indirgenemeyecedini savunan yaklagimlar temel alinmistir (Bem, 1974). Bu dogrultuda ilk asama
kodlama kategorileri bes ana baslik altinda diizenlenmistir: (1) karakter ve gorsel temsil, (2) rol
ve toplumsal konum, (3) etkinlik ve davranig ortntuleri, (4) mekansal baglam ve (5) toplumsa
cinsiyet norm tipi.

ik dort kategori oyunlarda dogrudan gézlemlenebilen igerik birimlerini kaydetmek amaciyla
kullaniimistir:

(1) Karakter ve gorsel temsil

Bu kategori, karakterin kim oldugu ve nasil gorunduguyle ilgilidir. Bu kapsamda kadin ve erkek
karakter sayisl, ana karakterin cinsiyeti, yardimci karakter dagilimi, cinsiyetin gorsel okunabilirligi,
sac stili, kiyafet turd, aksesuar kullanimi, renk kodlari ve beden sunumu dikkate alinmistir.

(2) Rol ve toplumsal konum

Bu kategori, karakterin oyun icinde hangi toplumsal ya da islevsel konumda yer aldigini
incelemektedir. Bu kapsamda ev iciroller, bakim rolleri, meslek rolleri, sosyal roller, kamusal alan
rolleri, liderlik rolleri ve pasiflik/izleyici rolleri degerlendirilmistir.

(3) Etkinlik ve davranig ériintileri

Bu kategori, karakterin ne yaptigina odaklanmaktadir. Bu kapsamda bakim, susleme-makyaj,
tuketim, Uretim, macera/kesif, yardim etme, risk alma, yoneten/karar veren davranis ve gorinim
odakli davranis oruntuleri dikkate alinmistir.

(4) Mekéansal baglam

Bu kategori, toplumsal cinsiyet temsillerinin hangi alanlarda gerceklestigini gostermektedir. Bu
dogrultuda ev igi alanlar, kamusal alanlar, is/meslek alanlari, eglence alanlari, aligveris alanlari
ve sosyal alanlar incelenmistir.

(5) Toplumsal cinsiyet norm tipi

Bu kategori, ilk dort kategoride gozlenen gorsel, rol temelli, davranissal ve mekansal
gostergelerin birlikte degerlendiriimesiyle temsilin hangi toplumsal cinsiyet normuna yaklastigini
belirlemek amaciyla kullaniimistir. Siniflandirmada kadinsilik ve erkeksiligin birbirini diglayan
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sabit kategoriler olmadidi yaklasimi (Bem, 1974) ile medya igeriklerinde toplumsal cinsiyet kalip
yargilarinin gorinus, davranis ve toplumsal roller tGzerinden kurulabildigini gosteren ¢calismalar
dikkate alinmistir (Baker & Raney, 2007; Santoniccolo vd., 2023; Ward & Grower, 2020).
Geleneksel feminen ve geleneksel maskulen temsil, kadinlik ya da erkeklikle kulttrel olarak
iliskilendirilen gorunus, rol ve davranis ortntdlerinin baskin oldugu durumlari; hiper-feminen ve
hiper-maskdlen temsil ise bu gostergelerin birden fazla boyutta yogun ve belirgin bicimde bir
araya geldigi durumlari ifade etmektedir. Notr temsil, belirgin bir feminen ya da maskdlen
ortntinun baskin olmadig; stereotip karsiti temsil, geleneksel toplumsal cinsiyet kaliplarinin
tersine cevrildigi ya da esnetildigi; cinsiyeti belirsiz temsil ise mevcut gostergelerin cinsiyetin
guvenilir bigimde belirlenmesine olanak vermedigi durumlar icin kullaniimistir.

Tema olusturma sireci

Ik kodlama tamamlandiktan sonra benzer igerik birimleri bir araya getiriimis ve tekrar eden
ortntuler Ust duzey kumeler halinde deg@erlendiriimistir. Daha sonra bu kimeler, veri iginde
anlamli bir tekrar olusturan oruntuler olarak temalara donusturtimdstdr. Bu suregte tema
isimleri bastan sabitlenmeyip oyunlardan elde edilen ham kodlarin kimelenme bigimine gore
gelistirilmistir. Veri iginde yeterince tekrar etmeyen ya da sinirli kalan oruntuler daha Ust duzey
tema olarak korunmamistir. Buna karsilik oyunlar arasinda tekrar eden ve anlamli bir temsil
manti§l sunan oruntuler tema dizeyine yukseltilmistir. Tema isimleri bastan sabitlenmeyip
oyunlardan elde edilen ham kodlarin kimelenme bicimine gore gelistiriimistir. Tema
olusturulmasinda bir orinttnidn mutlaka birden fazla oyunda gortlmesi kosulu aranmamis; bir
oyun i¢indeki farkli sahne, etkinlik, rol ve mekansal baglamlarda tekrarlanarak kendi iginde tutarli
ve ayirt edici bir temsil oruntidsu olusturmasi da dikkate alinmistir. Bu nedenle bazi temalar
birden fazla oyunda ortaklasirken bazi temalar tek bir oyun iginde farkli igerik birimlerinde tekrar
eden oruntdlerden olusturulmustur.

inandiricilik ve tutarlilik

Arastirmanin inandiriciligini artirmak amaciyla veri toplama ve analiz sirecinde sistematik kayit
tutulmustur. Oyunlara iliskin gozlem formlari, ekran kayitlar ve arastirmaci notlari bir arada
degerlendiriimis ve boylece ilk gozlemler daha sonra yeniden kontrol edilmistir. Ayrica kodlama
surecinde betimleyici ve yorumlayici asamalar birbirinden ayrilarak once oyun ici ornekler
ayrintili bicimde kaydedilmis ardindan bu orneklerin toplumsal cinsiyet normlari agisindan ne
anlama geldigi degerlendirilmistir. Bu yaklasim, analiz surecinin daha izlenebilir ve tutarli
bicimde yurutilmesine katki saglamistir. Ayrica, iki bagimsiz kodlayici arasinda elde edilen
yUksek dizeyde uyum, kodlama surecinin tutarliigini desteklemistir.

Bulgular

Yapilan analiz sonucunda, incelenen oyunlarda toplumsal cinsiyet temsillerinin alti temel tema
altinda toplandigi gorulmdustur. Bu temalar karakter ve gorsel temsil, rol ve toplumsal konum,
etkinlik ve davranis oruntdleri, mekansal baglam ve norm tipi kategorilerinde tekrar eden
ortntuler dikkate alinarak olusturulmustur. Temalar, toplumsal cinsiyetin oyunlarda hangi temsil
mantiklar Uzerinden kuruldugunu gortndr kilmak amaciyla adlandiriimistir.

Temalarin olusturulmasinda bir temanin ka¢ oyunda goruldugu tek basina belirleyici bir olgut
olarak kullaniimamistir. Bu nedenle dort tema tek bir oyunla temsil edilmekle birlikte, s6z konusu
temalar ilgili oyunlarin farkli sahne ve icerik birimlerinde tekrar eden ve kendi iginde tutarl bir
temsil 6runtusu olusturan kodlardan turetilmistir.

Tablo 2 Oyunlarin temalardaki dagilimi

Tema Oyun sayisl Oyunlar

Tirnak ve Oje Cocuk Oyunlari

Onanilan feminenlik 2 Guzellik Salonu Kiz Oyunlari
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Chibi Bebek Kiz Oyunlar 2-6

Tasarlanan feminenlik 2 Barbie Biyiili Moda
Vitrindeki feminenlik 1 Barbie Dreamhouse Adventures
Maskulen kahramanlik 1 PAW Patrol Rescue World
Ailede esneyen cinsiyet rolleri 1 Bluey: Let's Play!
Sekillenen cinsiyet temsilleri 1 Toca Boca World

Tablo 2, oyunlarin belirlenen temalar arasindaki dagiimini sunmaktadir.
Tema 1: Onarilan feminenlik

Bu tema, feminenligin dogal ve yeterli bir varolus bicimi olarak degil; bakim, temizlik, diizeltme
ve estetik mudahale yoluyla tamamlanmasi gereken bir proje olarak sunuldugu temsilleri
kapsamaktadir. Bu tema altinda karakter ya da beden pargasi kusurlarin giderildigi,
purtzsuzlestirildigi ve guzellestirildigi bir estetik nesneye dontsmektedir. Odak nokta, karakterin
yetkinligi degil dis gorunusunun idealize edilmesidir. Bu temada yer alan oyunlar; Tirnak ve Oje
Cocuk Oyunlari ve Guzellik Salonu Kiz Oyunlari seklindedir.

Tirnak ve oje gocuk oyunlari

Gorsel 2'de gorilen bu oyunda karakter temsili buttin bir kisi yerine kadinlikla kodlanmis el ve
tirnaklar Gzerinden kurulmaktadir. Cinsiyet; tirnak estetigi, aksesuarlar, pembe arka plan ve
parlak renkler araciligiyla gortindr hale getiriimektedir. Kadin karakter 6zne olarak degil Gzerinde
islem yapilan bir beden pargasi olarak sunulmaktadir. Oyunun ilerleyisinde el dnce temizlenip
duzeltilmekte, ardindan oje surulmekte ve aksesuarlarla suslenmektedir. Bakim; saglik ya da
rahatliktan ¢ok estetik restorasyonun on adimi olarak kullanilmaktadir. Temizlik, susleme
asamasina gegmek igin gerekli bir hazirlik basamagidir. Oyunda gorunur bir sosyal dunya
bulunmamakta; aile, arkadaslik ya da kamusal yasam temsillerine yer veriimemektedir. Buna
ragmen oyuncu ortuk bigimde guzellik uzmani/manikircu roltne yerlestiriimektedir. Kodlama
kategorileri ve arastirmaci notlari birlikte degerlendirildiginde oyun, hiper-feminen toplumsal
cinsiyet temsil normuna yakin drneklerden biri olarak gorilmektedir. Kadin bedeni “estetik isgilik”
sureci icinde nesnelestirilmekte; dogal hal kusur olarak kodlanirken basari piriltili ve kusursuz
gortnumle iliskilendirilmektedir.

()

en glzel tirnaklar yaratmak igin tirnaklar
segin, cila, oje, desen, micevher ve dévme ekleyin
ardindan resminizi gekin ve paylagin.

Veri ilkelerimizi okudum ve kabul ediyorum n O

Gorsel 2 Tirnak ve oje cocuk oyunlari
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Guzellik salonu kiz oyunlari

Gorsel 3'te gorllen bu oyunda karakter bastan asagi dontisum gegiren pasif bir onarim projesi
olarak sunulmaktadir. Oyuncu ise guzellik uzmani rolint Ustlenmektedir. Bu durum, kadinin
bedenine mudahale edilmesi gereken bir alan olarak bakilmasini gagristirmaktadir. Oyun; cilt
bakimi, sa¢ tasarimi, manikur ve giydirme islemlerinin birbirini takip ettigi hiyerarsik bir yapi
dzerine kuruludur. Bu siralama, toplumsal cinsiyetin eksiksiz yerine getirilmesi gereken bir
performans oldugu izlenimini vermektedir. Salon mekani da kuafor koltugu, manikir masasi ve
gardirop alanlariyla birlikte kadinin kendisini yeniden drettigi bir fabrika gibi kurgulanmistir.
Kodlama kategorileri ve arastirmaci notlar birlikte degerlendirildiginde oyun, hiper-feminen
toplumsal cinsiyet temsil normuna yakin orneklerden biri olarak degerlendiriimektedir.
Feminenlik, dogal bir kimlikten cok kozmetik mtdahale ve estetik tamamlama Uzerinden kurulan
bir norm seklinde sunulmaktadir.

,z:?,gjfd § GENi§ AKSESUAR VE SAG STiLi

SEGENEGI

Kozmetik ve makyaj hakkinda daha fazla bilgi
edinin, genis bir aksesuar ve sagloka
koleksiyonu ile. Tarziniza gore yeni giysier

segin veya tamamen sifirdan stillin

Harika bir ginlik salorwny ziyaret edin ve en
sevdiini spa gérlniver yarabn

-
?‘:

..

Gorsel 3 Guzellik salonu kiz oyunlar
Tema 2: Tasarlanan feminenlik

Bu tema, feminenligin stil olusturma, giydirme, aksesuar se¢me ve avatar tasarimi Gzerinden
insa edildigi temsilleri kapsamaktadir. Karakterin toplumsal varliginin eylemsel bir 6zne yerine
bir tasarim nesnesine indirgendigi temadir. Burada feminenlik; kiyafet, aksesuar ve
sirinlik/sevimlilik kodlar zerinden oyuncu tarafindan sifirdan insa edilen gorsel bir performans
olarak tanimlanmaktadir. Bu temada yer alan oyunlar; Chibi Bebek Kiz Oyunlari 2-6 ve Barbie
Buyuli Moda seklindedir.

Chibi bebek kiz oyunlarn 2-6

Gorsel 4te gordlen bu oyunda oyuncuya anime tarzinda avatarlar ve oyuncak bebekler
olusturma imkani sunulmaktadir. Karakterler buytk kafa, iri gozler ve kiclik govdeden olusan
bebeksi bir anatomiyle temsil edilmektedir. Feminenlik; renkli saclar, abartili kirpikler, aksesuarlar
ve sirinlik/sevimlilik kodlari tzerinden kurulmaktadir. Karakterin kisiligi ya da toplumsal konumu
geri planda kalirken; sac, yuz, kiyafet ve aksesuar kombinasyonlari temel temsil alani haline
gelmektedir. Oyuncu, hikaye kahramanindan c¢ok gortnus duzenleyen bir tasarimci
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konumundadir. Oyunun temel etkinlikleri avatar olusturma, giydirme, gorunts dizenleme ve
aksesuar se¢cme etrafinda toplanmaktadir. App Store agiklamasindaki “kendi avatarini yap ve
arkadaslarina goster” ifadesi de gorinusun yalnizca dretilmedigini ayni zamanda sergilendigini
gostermektedir. Kodlama kategorileri ve arastirmaci notlari birlikte degerlendirildiginde oyun,
geleneksel feminenlik ile hiper-feminenlik arasinda ancak hiper-feminen norma daha yakin bir
temsil sunmaktadir. Barbie Dreamhouse Adventures'taki liks yasam tarzindan farkli olarak bu
oyunda gocuklastiriimis, pastel, bebeksi ve avatarlastiriimis bir feminenlik tretilmektedir.

00
80

CoBe0eH
0B0CL0LeEeH

€ 3% 9 $€ 2€ ~n FE |

]
e~ ??Baa 23 XX A&

00 am ~~ €900 v > 57

o

EIE 2 L L R SV RVL I EVRC)

Gorsel 4 Chibi bebek kiz oyunlari 2-6
Barbie biylli moda

Gorsel 5'te gordlen bu oyunda oyuncu; Barbie'yi prenses, peri, denizkizi ya da kahraman gibi farkli
kimliklere donudsturulebilmektedir. Ancak bu dontsim sag, makyaj, tag, elbise, kuyruk, kanat ve
aksesuarlar Uzerinden gergeklestiriimektedir. Oyunun temel oynanis dongusud gorunus
olusturma, glizellestirme ve fantastik feminen stil kurma Uzerine ilerlemektedir. Oyuncu ortik
bicimde stilist/tasarimci rollindeyken Barbie de gorinusu yeniden bicimlendirilen merkezi bir
figurdur. Dikkat cekici nokta, kahramanlik seceneginin bile gorev ya da problem ¢ozme yerine
kostum ve estetik kombinasyonlarla temsil edilmesidir. Boylece farkli kimlik segenekleri
gorunusun estetik donisumu temelinde birlesmektedir. Kadinin rold guzel olmak, parlamak ve
hayranlk uyandirmak Uzerinden kurulmaktadir. Kodlama kategorileri ve arastirmaci notlari
birlikte degerlendirildiginde oyun, hiper-feminen toplumsal cinsiyet temsil normuna yakin
orneklerden biri olarak degerlendirilmektedir. Cesitlilik izlenimi yaratan kimlikler davranissal degil
buyutk olcude kostim ve stil farkliliklari Gretmektedir.
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Gorsel 5 Barbie buydli moda
Tema 3: Vitrindeki feminenlik

Bu tema, feminenligin yasam tarzi, ev ici diizen, sosyal gortnurlik ve estetiklestiriimis gtindelik
hayat Uzerinden sahnelendigi temsilleri ifade etmektedir. Disilligin liks tuketim, ev igi estetik
duzenleme ve surekli bir sosyal onay arayisi tzerinden kurgulandigi temsiller yer almaktadir. Bu
temada yasam alanlar karakterin sosyal statisuntn ve gorsel mukemmelliginin sergilendigi
birer vitrin islevi gormektedir. Bu temada yer alan oyun; Barbie Dreamhouse Adventures
seklindedir.

Barbie dreamhouse adventures

Gorsel 6'da gorilen bu oyunda karakterler estetik standartlara uygun, bakimli ve moda odakli
figurler olarak sunulmaktadir. Feminenlik; sag modelleri, makyaj, markayla 6zdeslesmis pembe
agirlikl kiyafetler ve stil olusturma pratikleri Gzerinden goruntr hale getirilmektedir. Gorunus,
oyunun cevresel atmosferine dagilmis ikincil bir unsur olmak yerine karakterleri ve oyun
dunyasini duzenleyen temel ilkelerden biridir. Barbie; ev i¢i dlizenleme, dekorasyon, yemek
yapma ve sosyal organizasyonlari yonlendiren merkezi figtrdir. Oyunun baskin etkinlikleri
tiketim, sUsleme ve sosyal etkilesim etrafinda sekillenmektedir. Dreamhouse, yalnizca bir
yasam alani degil estetiklestirilmis bir yasam tarzi vitrini gibi kurgulanmistir. Gardirop
bolimundn genigsligi ve gorunts odakli etkilesimler kimligin kiyafet ve dis gortinuds Uzerinden
tanimlandigini gostermektedir. Hatta mutfakta yapilan pasta bile estetik sunum kaygisiyla
hazirlanmakta;  gundelik iglevler ~dahi  gorsel diuzen manti§i i¢inde yeniden
cercevelendirilmektedir. Dis dinya ise daha gok eglence, gezi ve aligveris igin kullanilan bir alan
gorinidmindedir. Kamusal alan (sahil/park) da benzer bigimde sosyal gortinirlik ve bog zaman
etkinlikleri Gzerinden anlam kazanmaktadir. Kodlama kategorileri ve arastirmaci notlar birlikte
degerlendirildiginde oyun, hiper-feminen toplumsal cinsiyet temsil normuna yakin orneklerden
biri olarak gortlmektedir. Kadin karakter gorunus, ev ici dizenleme ve sosyal gortndrlik
ekseninde konumlandiriimaktadir.
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Gorsel 6 Barbie dreamhouse adventures
Tema 4: Maskiilen kahramanlhk

Bu tema, toplumsal cinsiyetin gorev, mesleki uzmanlik, mtdahale, ara¢ kullanimi, kamusal
hareketlilik ve kurtarma gibi orintdler Gzerinden kuruldugu temsilleri kapsamaktadir. Burada
kahramanlik yalnizca bireysel cesaret degil teknik yeterlik, eylem ve dis dinyada is gorme
kapasitesiyle iliskilendirilen maskulen kodlu bir temsil mantigi iginde gorinmektedir. Bu temada
yer alan oyun; PAW Patrol Rescue World seklindedir.

PAW Patrol rescue world

Gorsel 7'de gorulen bu oyunda karakterler, tGniforma, arac ve gorev kimlikleriyle tanimlanan
antropomorfik kurtarma kopekleri olarak sunulmaktadir. Karakter ve gorsel temsil boyutunda
one cikan kodlar; Uniforma, aragla butinlesmis kimlik, gorev estetigi, ekip aidiyeti ve islevsel
gorunus seklindedir. Oyun tamamen erkek karakterlerle kurulmamis; Skye ve Everest gibi disi
karakterler de ekibin aktif Uyeleri olarak temsil edilmistir. Ancak Skye'in pembe helikopteriyle
havada zarif manevralar yapmasl, Chase'in ise mavi polis aracilyla karada otoriter gigc
sergilemesi mesleki rollerin renkler ve ara¢ turleri Uzerinden cinsiyetlendirilmis bicimde
ayristigini gostermektedir. Bununla birlikte liderlik ve emir komuta zincirinin (Ryder karakteri
Uzerinden) eril bir otoriteyle yonetilmesi geleneksel hiyerarsik yapinin korunduguna dair dnemli
bir veridir. Mekansal baglam buyuk olgude Adventure Bay'in kamusal alanlari Uzerinden
kurulmaktadir. Oyuncu farkli alanlarda dolasmakta, gorevler Ustlenmekte ve yeni bolgeler
acmaktadir. Mekan, eylemin gergeklestigi kamusal ve topluluk temelli gorev alani olarak
sunulmaktadir. Oyunun baskin etkinlik repertuari gorev se¢me, ara¢ kullanma, uzmanlik
becerileri uygulama, yardim etme ve kurtarma operasyonlarini gerceklestirme etrafinda
orgutlenmektedir. Oyun, basariyl dis dlinyada teknik araglar kullanilarak tamamlanan gorevler
uzerinden tanimlamaktadir. Disi karakterler bu maskulen kodlu alana dahil edilse de oyun
evreninin temel degerleri hala risk alma, mudahale, teknik problem ¢ozme ve gorev tamamlama
etrafinda  sekillenmektedir.  Kodlama  kategorileri  ve arastirmaci  notlarn  birlikte
degerlendirildiginde oyun, geleneksel maskulen kahramanlik normlarina yakin olmakla birlikte
bu kahramanlik alanini yalnizca erkek karakterlere kapatmayan daha esnek bir temsil
sunmaktadir.
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Gorsel 7 PAW Patrol rescue world
Tema 5: Ailede esneyen cinsiyet rolleri

Bu tema, aile igindeki anne, baba ve cocuk rollerinin kati toplumsal cinsiyet kaliplariyla
sinirlandinimadigi; bakim, oyun, gtindelik yagsam ve etkilesim oruntulerinin daha esnek bigimde
dagitildigr temsilleri kapsamaktadir. Bu temada yer alan oyun; Bluey: Let's Play! seklindedir.

Bluey: Let's play!

Gorsel 8'de gorulen bu oyunun temel ekseninde rekabet ya da gorev yerine gtindelik aile yasami
icinde serbest rol yapma bulunmaktadir. Toplumsal cinsiyet acisindan oyunun en dikkat ¢ekici
yonu, temsilin dogrudan guzellik ya da kahramanlik kutuplarina sikismamasidir. Oyun; aile
dyeleri, ev ici alanlar ve gundelik yasam etkilesimleri Uzerinden ilerlemektedir. Karakterlerin
cinsiyeti abartill gorsel gostergeler araciligiyla kurulmamaktadir. Bluey ve Bingo'nun kiz
karakterler olmasina ragmen fiyonk, makyaj ya da asir feminen aksesuarlarla temsil
edilmemesi; Bluey'nin mavi, Bingo'nun ise turuncu tonlarla sunulmasi geleneksel pembe-
kiz/mavi-erkek renk eslesmesini dogrudan yeniden Uretmemektedir. Bununla birlikte bazi yan
karakterlerde sinirli feminen gostergelerin bulunmasi oyunun cinsiyet gostergelerinden
tamamen arindiriimis olmadigini ortaya koymaktadir. Bu nedenle oyun, cinsiyetin dusuk duzeyde
gorsel olarak kodlandigi ve merkezi karakterler dlzeyinde stereotipik feminen/maskilen
gostergelerin baskin hale gelmedigi bir temsil 6rnedi olarak degerlendirilmektedir. Oyunda
cinsiyet daha ¢ok iliskisel ve anlatisal baglam icinde anlasilir hale gelmektedir. Rol ve davranis
ortntdleri acisindan oyun bakim verme ve ev ici yasama katiimi yalnizca anne karakterle
sinirlandirmamaktadir. Baba karakter Bandit'in yemek yapmasi, ¢ocuklarla ilgilenmesi ve bakim
slreclerine katilmasli geleneksel baba rolinu dontstirmektedir. Cocuk karakterler de aktif bir
sekilde oyun kuran, kesfeden ve karar veren oznelerdir. Ev ici alanlar yalnizca kadinlkla
iliskilendirilen mekanlar olarak degil tim aile bireylerinin ortak sosyal yagsam alanlari seklinde
temsil edilmektedir. Kodlama kategorileri ve arastirmaci notlari birlikte degerlendirildiginde oyun,
stereotip karsiti  toplumsal cinsiyet temsiline en yakin orneklerden biri  olarak
degerlendirilmektedir. Ozellikle bakim streglerinin paylasilimasi, cocuk karakterlerin aktif 6zne
olarak sunulmasi ve cinsiyet gostergelerinin geri planda tutulmasi bu temsil yapisini
guclendirmektedir.
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Gorsel 8 Bluey: Let's play!
Tema 6: Sekillenen cinsiyet temsilleri

Bu tema, toplumsal cinsiyetin sabit ve kapali bigcimde verilmedigi; karakter, gortinds, rol, etkinlik
ve mekan iliskilerinin oyuncu tarafindan kurulabildigi temsilleri ifade etmektedir. Bu temada yer
alan oyun; Toca Boca World seklindedir.

Toca Boca World

Gorsel 9'da gorulen bu oyunda toplumsal cinsiyet temsili, oyuncunun olusturdugu karakterlerin
gorsel tasarimi Uzerinden sekillenmektedir. Karakter olusturma sistemi sag, yuz, aksesuar ve
kiyafetlerin farkl bedenlere 6zgur bigcimde uygulanmasina izin vermektedir. Oyunda kadin/erkek
sembolleriyle belirlenen kati bir cinsiyet sistemi bulunmamaktadir. Oyuncu isterse bir karaktere
hem sakal hem pembe etek ekleyebilmekte; boylece cinsiyet, hazir ve kapall bir gorsel paket
olmaktan cikarilip oyuncu tarafindan kurulabilen esnek bir yapiya dontismektedir. Oyun yalnizca
gortnus duzenleme Uzerine kurulmamistir. Gortnds, daha budyutk bir dinya kurma ve hikaye
anlatma sisteminin pargasi olarak islev gormektedir. Karakterler ev igi ve kamusal roller arasinda
keskin sinirlar olmadan gegis yapabilmektedir. Bir karakter hastanede doktor olarak ¢alisirken
ayni sahnede evine gidip bakim roli ustlenebilmekte ya da sosyal alanlarda zaman
gecirebilmektedir. Boylece toplumsal konum biyolojik cinsiyet Uzerinden dedil oyuncunun
kurdugu coklu roller sistemi Uzerinden sekillenmektedir. Oyunun baskin davranis kaliplari kesif,
hikaye anlaticiligl ve yardim etme uzerinedir. Makyaj, sisleme ve tuketim etkinlikleri bulunsa da
bunlar karakteri nesnelestirmek icin degil kimlik ifade araglari olarak kullaniimaktadir. Mekansal
temsil acisindan da mutfak, ofis, hastane ya da laboratuvar gibi alanlar belirli cinsiyetlere ait
yerler olarak sunulmamaktadir. Erkek karakterin mutfakta pasta yapmasi ya da kadin karakterin
insaat alaninda c¢alismasi oyun evreni icinde olagan bir durum olarak temsil edilmektedir.
Kodlama kategorileri ve arastirmaci notlar birlikte degerlendirildiginde oyun, notr toplumsal
cinsiyet temsiline yakin bir ornek olarak degerlendirilmektedir. Bununla birlikte oyun, farkli
toplumsal cinsiyet temsillerinin oyuncu tarafindan yeniden kurulmasina da olanak tanimaktadir.

Gorsel 9 Toca Boca World
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Sonug, tartisma ve oneriler

Bu calismanin bulgulari, incelenen mobil oyunlarda toplumsal cinsiyetin onarilan feminenlik,
tasarlanan feminenlik, vitrindeki feminenlik, maskilen kahramanlik, ailede esneyen cinsiyet
rolleri ve sekillenen cinsiyet temsilleri olmak Uzere alti ayri tema etrafinda gogullasmis bir yapida
kuruldugunu gostermektedir. Bu sonug, medyada feminenlik ve maskdlenligin hala kalip
yargilarla yuklu bicimlerde temsil edildigini gosteren galismalarla (Baker & Raney, 2007,
Santoniccolo vd., 2023; Ward & Grower, 2020) uyumludur. Ozellikle feminenligin gorinis ve
bakim; maskdulenligin ise gug, eylem ve teknik yeterlik Uzerinden kodlandigi yonundeki bulgular,
mevcut calismada incelenen mobil oyunlarda farkli yogunluklarda yeniden Uretilimektedir.
Guncel dijital oyun arastirmalarinda da benzer temsili esitsizlikler raporlanmaktadir. Populer
video oyunlarindaki kadin ve erkek karakterlerin icerik analizinde, kadin karakterlerin niceliksel
olarak daha az gorunur oldugu ve ikincil roller, gercekgi olmayan beden temsilleri ve edilgen
tutumlarla sunulabildigi belirlenmistir (De la Torre-Sierra & Guichot-Reina, 2025). Cocuklara
yonelik PEGI 3 mobil oyunlarin reklam iceriklerinde ise erkek temsillerin cogunlukla gucly,
bagimsiz ve basari odakli; kadin temsillerin dis gortnus, duygusallik, pasiflik veya cinsellestirme
ekseninde kuruldugu bulunmustur (Arda & Kaya, 2026).

Calismada ortaya cikan ilk d¢ tema—onarilan feminenlik, tasarlanan feminenlik ve vitrindeki
feminenlik—ozellikle dikkat cekicidir. Bu U¢ tema birlikte dusundldigiunde, feminenligin
gorunusun duzeltiimesi, estetik olarak tasarlanmasi ve sosyal olarak sergilenmesi Uzerinden
kuruldugu gorulmektedir. Cocuklarin medyadaki bu tur tekrarlayan kodlara yalnizca maruz
kalmadiklari;, ayni zamanda bu kodlarla oynadiklari, onlari sectikleri ve tekrar ettikleri
dusutndldugunde etkilesimli dijital oyunlarin toplumsal cinsiyet agisindan etkisi daha da onem
kazanmaktadir (Bussey & Bandura, 1999). Nitekim ¢ocuklarin prenses temali ve goriinis odakli
iceriklerle etkilesiminin daha yUksek duzeyde cinsiyet-stereotipik davranislarla iliskili olabildigini
gosteren boylamsal bulgular (Coyne vd., 2016) da bu noktada diustndrtctdtr. Bununla birlikte
Ward ve Grower'in (2020) medya igeriklerinde kadinligin eksik ve carpitiimis temsilleri
surdirdtgine iliskin derleme calismasi ile Santoniccolo ve arkadaslarinin (2023) medya
temsillerinin toplumsal baskilar Gretmeye devam ettigine yonelik derlemeleri, mevcut galismanin
bulgularinin daha genis literatirdeki karsiligini gic¢lendirmektedir. Bu durum, c¢ocuklarin
toplumsal cinsiyete iliskin ipuclarini cevrelerindeki sembolik dinyadan aktif bicimde
topladiklarini ve bu ipuclarini cinsiyet semalarinin parcasi haline getirdiklerini savunan bilissel
yaklagimlarla (Martin & Ruble, 2004, 2010) ortismektedir. Ayni zamanda Sosyal Biligsel Teori
acisindan bakildiginda mobil oyunlarin yalnizca izlenen medya olmayip ayni zamanda ¢ocugun
etkilesime girerek tekrarladigi sembolik model alanlari oldugu soylenebilir. Bu kuramsal ¢erceve,
oyunlarda yer alan gorunuts, bakim ve cinsiyetlendirilmis rol oruntulerinin ¢ocuklarin
karsilasabilecedi sembolik modeller arasinda degerlendirilebilecegini dustndirmektedir
(Bussey & Bandura, 1999). Bununla birlikte, mevcut galisma cocuklarin bu temsilleri nasil
yorumladigini veya i¢sellestirdigini dogrudan incelememistir.

Arastirmada ortaya cikan maskulen kahramanlik temasi ise gortnus eksenli feminenlik
ortntulerinin karsi kutbunda yer almakta ve toplumsal cinsiyetin bu kez gorev, uzmanlik, arag
kullanimi, mudahale, dis dinya ve teknik yeterlik Gzerinden kuruldugunu gostermektedir. Baker
ve Raney'in (2007) cocuk medyasinda kahramanh@in “geleneksel maskilen” terimlerle
tanimlandigini ortaya koyduklari galismalari bu bulguyu dogrudan desteklemektedir. Mevcut
calismada dikkat cekici noktalardan biri kahramanlik temsillerinin artik yalnizca erkek
karakterlerle yansitiimadigidir. Orneklemdeki disi karakterlerin de ayni kahramanlik alanina dahil
edilmesi onemli bir esneme yaratmakla birlikte basari dlgtttinidn hala arag¢ kullanimi, dis dinya,
gorev tamamlama ve uzmanlik dzerinden tanimlanmasi oyunun temel deder dinyasinin
maskilen kodlu niteligini strdurdugunu dusundurmektedir. Bu bulgu, toplumsal cinsiyet
kaliplarinin artik daha kapsayici formlar icinde dolagsa da temel eylem mantiklarinin
degismeden kalabildigini; feminenlik ve maskulenligin hala esit olmayan simgesel yiklerle temsil
edildigini belirten calismalarla (Baker & Raney, 2007; Ward & Grower, 2020) uyumludur.
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Arastirmanin diger dikkat cekici yonlerinden biri de tim orneklemin stereotipik yapilardan
olusmamasidir. Ailede esneyen cinsiyet rolleri ve sekillenen cinsiyet temsilleri temalari, cocuk
mobil oyunlarinin her zaman kalip yargilar pekistirmedigini; kimi zaman da onlari esnetebilen
alternatif alanlar agabildigini gostermektedir. Ozellikle aile igi rollerin daha paylasilmis ve daha
dustk duzeyde gorsel cinsiyet isaretleriyle kurulmasi, gorinus temelli feminenlik kaliplarina gore
daha esnek bir temsil alani olusturmustur. Benzer bicimde oyuncuya gorunus, rol, mekan ve
nesne kullanimi Uzerinde daha yuksek dizeyde segim hakki veren oyunlar toplumsal cinsiyeti
kapali bir norm olarak sunmak yerine farkli bicimlerde kurulabilen bir alan haline getirmistir. Bu
bulgular, Bem'in (1974) feminenlik ve maskdilenligin birbirini dislayan sabit kategoriler olmadigini
savunan yaklasimiyla da uyumludur. Ayrica cocuklarin cinsiyet ipuglarini aktif bicimde aradiklari
ancak bu ipuclarini yalnizca dis gorunusten degil iliskisel ve baglamsal ortntulerden de
clkardiklarini savunan bilissel yaklasim da (Martin & Ruble, 2004) bu esneklikleri agiklamaya
yardimci olmaktadir. Erken gocuklukta oyun baglamina iliskin gtincel bulgular da cinsiyet kalip
yargilarinin stirmesine karsin bu kaliplara iliskin esnekligin kiz ve erkek cocuklar arasinda
farklilasabildigini gostermektedir. Bes ve alti yasindaki ¢ocuklarla yurutulen bir arastirmada,
oyun ve oyuncak tercihlerinde cinsiyet kalip yargilarinin devam ettigi ancak kiz ¢ocuklarinin
geleneksel olarak karsi cinsle iliskilendirilen oyuncaklarla oynamaya daha kabul edici
yaklastiklari belirlenmistir (Ata Dodan & Yildiz Tasdemir, 2026).Bu yonlyle mevcut galisma,
cocuk mobil oyunlarinin yalnizca stereotipleri yeniden Ureten olmayip bazi durumlarda cinsiyet
kaliplarini esneten ve yeniden dizenleyen ortamlar da olabilecegini gostermektedir.

Bulgular, mobil oyunlarda toplumsal cinsiyet temsillerinin gorsel unsurlarin yani sira karakter
rolleri, etkinlikler, mekansal duzenlemeler ve oyuncuya sunulan etkilesim olanaklari araciligiyla
da yapilandinldigini gostermektedir. Erken gocukluk ve dijital medya alanindaki ¢alismalar,
cocuklarin medya ekolojisinin giderek mobil cihazlar, uygulamalar ve etkilesimli ortamlar
etrafinda sekillendigini ve dijital oyunun bu medya ortaminin 6nemli bir pargasi oldugunu
vurgulamaktadir (Barr vd., 2024; Chu vd., 2024). Daha yakin tarihli bir hizli derleme de dijital
oyunun ¢ocuklarin gelisen dijital kimlikleri ve iginde yer aldiklari dijital kiltdrlerle iliskili bigcimde
ele alindigini, kimlik ve kdltur boyutlarinin daha ayrintili incelenmesine ihtiyag bulundugunu
gostermektedir (Khoo vd., 2025). Mobil oyunlarin secim yapma, diizenleme, tamamlama ve
tekrar etme gibi kullanici katihmina dayali 6zellikleri, bu ortamlari toplumsal cinsiyet temsillerinin
incelenmesi agisindan 6zgun bir baglam haline getirmektedir. Bu etkilesimli yapi, cocuklarin s6z
konusu temsilleri nasil algiladi§i veya icsellestirdigi konusunda dogrudan bir sonug ortaya
koymamakla birlikte sembolik modellerin ve medya temsillerinin toplumsal cinsiyet gelisimi
agisindan 6nemini vurgulayan literattrle iliskilendirilebilir (Bussey & Bandura, 1999; Martin &
Ruble, 2004, 2010; Ward & Grower, 2020).

Galismanin bulgulari uygulamaya donuk olarak da onemli sonuglar ortaya koymaktadir. Bu
kapsamda gocuklara yonelik dijital oyunlarin degerlendirilmesinde bilissel igerik, dil girdisi ya da
yasa uygunlugun yani sira toplumsal cinsiyet temsillerinin niteligi de dikkate alinmalidir. Sosyal
Bilissel Teori'ye gore cocuklar odullendirilen, goruntr kilinan ve tekrar edilen davranis
orunttlerinden 6grenmektedir (Bandura, 2001; Bussey & Bandura, 1999). Bu baglamda, erken
cocuklukta dijital oyun secimi ve eslik eden yetiskin rehberligi onemli bir pedagojik mesele olarak
gorulmelidir. Bu noktada, c¢ocuklara sunulan toplumsal cinsiyet temsillerinin niteliginin
cocuklarin kalip yargilari Uzerinde degisim yaratabilecegine iliskin glincel deneysel bulgular da
bulunmaktadir. Karsi-stereotipik anlatilarla gercgeklestirilen dort ¢alismada, bu tur igeriklerin
oyuncaklarin ve mesleki rollerin cinsiyetlendirilmesine iliskin kalip yargilari azalttigi ve ozellikle
kicuk cocuklarda oyunlarda cinsiyete dayall dislamayi distrdtigu belirlenmistir (Segura-Nebot
vd., 2025). Ayrica mevcut arastirmanin bulgulari igerik gelistiriciler acisindan, toplumsal cinsiyet
temsillerinin yalnizca karakter cinsiyetiyle sinirli olmadigini; beden, mekan, araglar, odul
sistemleri ve etkilesim mantiginin da cinsiyetlendirilmis olabilecegdini gostermektedir.

Bulgular daha genis bir kultdrel baglam icinde de degerlendirilmelidir. Bu ¢calismada incelenen
oyunlarin gogu uluslararasi medya endustrileri ve ticari gocuk kulturd tarafindan sekillendirilen,
kuresel olarak dagitilan dijital drunlerdir. Ozellikle Barbie gibi ¢ok bilinen markalarla iliskilendirilen
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oyunlar buyuk olcude Bati populer kulttrdyle iliskilendirilen, kiresel olarak dolasan guzellik
ideallerini, tuketim odakli yasam tarzlarini ve goruntse dayall kadinlk kaliplarini yeniden
dretmektedir. Bu nedenle, cocuk mobil oyunlarindaki cinsiyet temsilleri yalnizca bireysel oyun
deneyimleri olarak degil ayni zamanda kuresel kultirel normlarin ve estetik beklentilerin
gocuklara aktarildigi mekanizmalar olarak da islev gorebilir. Ayni zamanda bazi oyunlarda
gozlemlenen esneklik, cocuk medyasinda cinsiyetin daha kapsayici ve cesitli temsillerine dogru
son zamanlarda yasanan kdlturel degisimleri yansitabilir. Bu yorum, guncel video oyunu
arastirmalarindaki degisim egilimleriyle de desteklenmektedir. 188 populer oyundaki 795 kadin
karakterin incelendigi bir galismada kadin karakterlerin zaman iginde daha onemli, gtgld ve
profesyonel rollerde, daha az cinsellestiriimis bigimlerde temsil ediimeye baslandidi ve genel
olarak olumlu bir degisim egilimi bulundugu belirlenmistir (Pan & Zhou, 2026). Bununla birlikte
mevcut calismada geleneksel ve daha esnek temsil bicimlerinin bir arada bulunmasi bu
dontsumun ¢ocuklara yonelik mobil oyunlarda butuncul ve esit bicimde gergeklesmedigini
dustndurmektedir.

Arastirmanin sinirliliklar da géz oniinde bulundurulmalidir. Oncelikle 6rneklem yalnizca Apple
App Store'da belirli bir tarihte en populer Ucretsiz mobil ¢cocuk oyunlariyla sinirlandiriimistir. Bu
nedenle Ucretli oyunlar, farkli cihazlar, Android ekosistemi, farkli Ulke magazalar ya da farkli
donemlerde 6ne cikan uygulamalar baska temsil ordntdleri sunabilir. Bu platform sinirlamasi,
calismada belirlenen cinsiyet temsillerinin gorunurligunu ve gesitliligini de etkilemis olabilir.
Uygulama magazasi algoritmalari, oneri sistemleri, populerlik siralamalari ve bolgesel
gorunurlik politikalart  platformlar arasinda farklilik gosterebileceginden farkl  dijital
ekosistemleri kullanan gocuklar alternatif cinsiyet anlatilar ve temsil kaliplariyla karsilasabilirler.
Bu nedenle, bu c¢alismanin bulgulari segilen platformun baglamsal sinirlan iginde
yorumlanmalidir. Ayrica bu ¢alisma icerik ve oynanis yapisina odaklanmaktadir. Cocuklarin bu
temsilleri nasil yorumladidi, ne olgude igsellestirdigi, gunlik davranislarina nasil tasidigi ya da
hangi oyunlar nasil kullandigi dogrudan incelenmemistir. ileride yapilacak galismalarin cocuk
gorusmeleri, ebeveyn araciligl, farkli platformlarin karsilastiriimasi ve daha genis orneklem
kumeleriyle bu alani genisletmesi yararli olacaktir.

Cikar ¢catigmasi beyani

Cikar ¢catigmasi

Yazar, bu galismada sunulan arastirmayi etkileyebilecek herhangi bir bilinen finansal gikar,
kurumsal baglanti ya da kisisel iliski bulunmadigini beyan eder.

Finansman
Bu arastirma icin dis finansman destegi alinmamistir.
Yazar katkilari (CRediT)

Yazar 1 (Sibel Karabekmez): Kavramsallastirma; Yontem; Arastirma/inceleme; Veri diizenleme;
Ozgun taslak yazimi; Yazim—gozden gecirme ve duzenleme; Gorsellestirme.

Yazar, makalenin son halini okumus ve onaylamistir.

Veri erigilebilirligi

Veriler, makul talep tzerine sorumlu yazardan temin edilebilir.

Etik kurul onayi ve katilimci onami

Uygulanamaz. Bu ¢alisma insan katilimcilari, insan verileri veya insan dokusu igermemistir.
Yapay zeka (YZ) araglarinin kullanimi

Bu makalenin hazirlanmasinda dil dizenleme ve stil iyilestirme icin yapay zeka destekli araglar
(6rnegin ChatGPT) kullanilmistir. Yapay zeka araglari, ampirik verilerin tretilmesi/degistiriimesi,
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analiz sonuglarinin  olusturulmasi veya c¢alismanin temel bulgularinin ve sonuglarinin
sekillendirilmesi amaciyla kullanilmamistir. Yapay zeka ciktilari yazar tarafindan kontrol edilmis
ve dogrulanmistir; icerigin butinligu, 6zgunligt ve dogruluguna iliskin sorumluluk tamamen
yazara aittir.
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