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BIiLGISAYAR OYUNLARINI OYNAMA SURELERININ 7. VE 8. SINIFLARIN
AKADEMIK BASARISI UZERINE ETKISI

Bu ¢aligmanm amaci, bilgisayar oyunlarmin zararh taraflarmi somutlastirmak ve
bu konuda bir bilincin olusmasini saglamaktir. Olgiisiiz kullanimin olumsuz taraflarmi
ortaya koymak ve bilgisayar oyunlarinin kullanimmin makul seviyeye c¢ekilmesi
yoniinde Oneriler getirmek suretiyle Ogrenci basarisinin artirilmasma katkida
bulunmaktrr. Bu amaca baghh olarak, Ogrencilerin bilgisayar oyunlarini
kullanabilecekleri teknolojilere sahip olmasi, internet kafeye oyun oynamak amaci ile
gitmesi, bilgisayar oyunu oynama siireleri, oynama siirelerinin bos zaman kullanimini
etkilemesi, bilgisayar oyunlarinin kitap okuma sikligina etkisi, bu oyunlarin 6grencinin
okula karst sorumluluklarma tesiri ve bilgisayar oyunlarini oynama siirelerinin,
akademik basarinin 6l¢iisii olan ders notlarina etkisi incelenmistir.

Arastirmanin giris  boliimiinde; aragtrmanin aktiialitesi, ama¢ ve alt amaclar,
problem ve alt problemler, arastirmanin teorik ve pratik 6nemi, arastirmanin hipotezleri,
arastirmanin varsayimi ve smirliliklari, aragtirmada kullanilan yontem ve teknikler, veri
toplama araglari, verilerin analizi, arastirmanin evreni ve Orneklemi ile tanimlar yer
almaktadir. Caligmanin birinci boliimiinde bilgisayar oyunlarinin tarihl geligimi
incelenmistir. Oyun cesitleri anlatilmig; Tiirkiye, Kirgizistan ve bazi iilkelerdeki
kullanim diizeyleri incelenmistir. Yine bilgisayar oyunu kullanim diizeyini tespit
etmeye yardimci olacagi gerekgesiyle, bilgisayar oyunu oynama mekani goriintiisii
veren internet kafeler hakkinda yapilan arastirmalar incelenmistir. Arastirmanin ikinci
boliimiinde; bilgisayar oyunlarinin ¢ocuk hayatindaki yeri ve dnemi tespit edilmeye
caligilmistir. Oncelikle bilgisayar iiretiminin genel olarak hangi kiiltiiriin elinde
oldugunu tespit etmek amaciyla, iiretim sektorii hakkinda bilgi verilmis bununla
baglantili olarak bu oyunlar vasitasiyla yapilan ideolojik propaganda ve reklam konusu
islenmistir. Sonra bilgisayar oyunlar1 ile bagimlilik arasindaki iliski incelenmis, siddet
iceren davraniglar1 pekistirdigine dair aragtirmalardan bahsedilmis ve sosyal hayata olan
etkisi anlatilmistir. Ayrica bu oyunlarin ¢ocugun ruh diinyasina etkisi, aktif ¢ocuk
oyunlarma olan tesiri, okul basarisini etkiledigine dair goriigler, bilgisayar oyunlarmni
dogru kullanma becerisi ve aile bilinci konular1 yer almistir. Son olarak da giincel bir
konu olan bilgisayar oyunlarmin egitim alaninda kullanilmasinin egitime yapacagi katki
ile ilgili arasgtirmalar incelenmistir. Bulgular ve yorumlar kisminda, 6rneklem grubuna
iligkin istatistiki bilgiler verildikten sonra, anket yoluyla elde edilen verilerin analizi
yapilarak, sonuglari tablolar halinde diizenlenmis ve yorumlanmistir. Arastirmanin
tartiyma kisminda, verilerin analizi sonucunda elde edilen bulgular1 ortaya g¢ikaran



nedenler {izerinde durulmus, konu ile ilgili yapilan aragtirmalarin sonuglarmma yer
verilmistir. Arasgtrmanmn sonu¢ kisminda, elde edilen bulgulara dayanarak ulasilan
sonuglar maddeler halinde siralanmistir. Oneriler kisminda ise; bilgisayar oyunlarmin
ogrencilerin akademik basarisin1 olumsuz yonde etkilememesi hususunda egitimcilere,
ailelere ve idarecilere birtakim dnerilerde bulunulmustur.

Arastrmanin yapilmasinda; daha 6nce yapilmis aragtirmalardan faydalanmak i¢in
tarama modelinden, var olan durumu var oldugu sekliyle agiklamak ve biitiin yonleri ile
anlatmak icin betimsel model, kavramlar1 agiklamak ve anlagilir hile getirmek i¢in
tanimlayict model kullanilmistir. Analiz, sentez, karsilastirma, istatistiksel ve betimsel
yontemler izlenmistir. Veri toplamak i¢in “Bilgisayar Oyunlar1 ve Akademik Basar1”
baslikli anket uygulanmig, analiz sirasinda SPSS paket veri programi teknikleri ile
yiizde ve oran kullanilmistr. Bilgisayar oyunu kullanma siirelerinin akademik basar1
arasindaki iligski Ki-Kare Bagimsizlik testi ile 6l¢iilmiistiir.

Arastirmanin evrenini; Biskek Tiirk Ikogretim Okulu’nda, Ayciirdk Lisesi’nde ve
Cengiz Aytmatov Lisesi’'nde okuyan 7. ve 8. smif Ogrencileri olusturmaktadir.
Arastirmanin 6rneklemini ise 7. ve 8. sinif 6grencilerinden oranli kiime 6rneklemi yolu
ile secilen 103 kiz ve 132 erkek olmak tizere toplam 235 6grenci olusturmustur.

Arastirmanin sonuglarma gore, 6grencilerin % 92,8’1 sahsi bilgisayara sahiptir ve
% 80’inin evde internet baglantis1 bulunmaktadir. Ogrencilerin % 75,3’{i giinde 30
dakika veya daha fazla bilgisayar oyunu oynamaktadwr. Yani bilgisayar oyunlari
ogrenciler icin énemli ve yaygm bir eglence aracidir. Ogrencilerin 2/3’ii bilgisayar
oyunlarini daha az oynadiklarinda akademik basarilarinin yiikselecegine inanmaktadir.
Ogrencilerin yarisindan fazlast (% 57,4) bilgisayar oyunlarmin ev ddevlerini
aksatmadigini diisiinmemektedir. Internet kafeler erkek egemen eglence yerleridir. Her
ne kadar erkek dgrenciler bilgisayar oyunlarini kiz 6grenciler gore daha fazla oynasalar
da, kiz 6grenciler ile erkek Ogrenciler arasinda bilgisayar oyunu oynama aligkanligi
acisindan biiyiik bir fark bulunmamaktadir. Kitap okuma siklig1 arttik¢a “diisiik™ basar1
diizeyindeki 6grencilerin oranmin azaldigi, “yiiksek™ basar1 diizeyindeki 6grencilerin
oraninin arttigr goriilmektedir. Bos zamanlarinin ¢ogunu bilgisayar oyunlar1 ile
gecirdigi fikrine katilanlarin “yiiksek” basar1 diizeyinin tablodaki en diisiik degerlere,
“diislik” basar1 diizeyinin ise tablodaki en yiiksek degerlere sahip oldugu goriilmektedir.
Bilgisayar oyunlarmi giinde 4-5 saat ve daha fazla oynayanlarda, “yiiksek” seviyedeki
basar1 tablodaki en diisiik degerlere, “diislik” seviyedeki basar1 ise tablodaki en yiiksek
degerlere sahip oldugu goriilmektedir. Bilgisayarda oyun oynamaktan dolay1 ddevim
aksar diyenlerin “diisiik” seviyedeki basar1 diizeyi tablodaki en yiiksek degerlere
sahiptir. Glinde 4-5 saat ve daha fazla bilgisayar oyunu oynayan 6grencilerin okuma
sikliginin diger gruplara gore belirgin oranda azaldigi goriilmektedir.

Anahtar Kelimeler: Akademik Basari, Sosyallesmek, Bilgisayar Oyunlari, Bilgisayar
Bagimliligi, Subliminal Mesaj, MMOG (Massively Multiplayer Online Game)
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KOMIIBIOTEP OIOHIAPBIH OMHOO MOOHOTTOPYHYH 7-8-
KJACCTAPJBIH OKYYYYJIAPBIHBIH AKA TEMUSIBIK
UUTNJINKTEPUHE TUMTU3I'EH TAACUPHU

byn u3unneHyH MakcaTbl — KOMIIBIOTED OIOHIAPBIHBIH 3BISHIYY TapanTapbiH
KOHKPETTEIITUPYY KaHa Oyl Temanga Oenrwiyy Oup MaalbIMAaTThIH Haiina 00iyycyH
KaMChI3/100. YeHeMCH3 KOJIZIOHYYHYH TepC TapanTapblH OENrumiee >kaHa KOMIIBIOTEp
OIOHJIAPBIHBIH KOJJIOHYIYyCYH Oenrmwiyy Oup ejgduemMre TapThUIyyCy JKOJIYHJIA
CYHYIITap/ibl CYHYy MEHEH OKYY4yJIap/IbIH KETUIIKCHIUKTEPUH JKOTOpYyJIaTyyra cajibiM
komyy. byn MakcaTka bUIaHBIK OKyy4yJap[blH KOMIIBIOTEp OIOHIApPBIH OWHOW aia
Typran TEXHOJOTrHsra 33 OoJlylly, MHTEpPHET Kadere OH OHHOO Y4YyH OaphIlibl,
KOMIIBIOTEP OIOHJAPhIH OMHOO YOAaKTBICHI, OIOH YOAaKTBUIAPBIHBIH OOII yOaKTTapbIH
KOJIJIOHyyra OOJITOH TaacHpHu, KOMIBIOTEpP OIOHIApPBIHBIH KUTEN OKyyra THHTH3reH
TaacupH, OyJl OIOHIAPABIH OKYyyuyJapAblH MEKTeN MHJJIETTEPHHE >KaHa KOMIIbIOTEp
OIOHJIAPbIH ONHOO YOAKBITTAPBIHBIH aKaJEMUSJIBIK JKeTHIIKEHAUKTUH KOPCOTKYUY
60yroH 6aanapra THMTM3reH Taacupiiepy U3WIICHI€H.

WnuMuii umTuH KUpumryy OedyMYHIe; M3WIIeHYH aKTyaJayyilayry, MakcaTbl
KaHa MMUJJIETH, TpoOjeMachl, M3WIAOHYH TEOPHSUIBIK JKaHa  IPaKTHKaJIbIK
MaaHWIYYJIYTY, M3WIIOHYH THIOTe3aJ1apbl jKaHa MPETMETH, M3WIA06/10 KOJJIOHYITaH
METO/J] KaHa TeXHHMKajap, MaalbIMaT TONTOO OylakTapbl, MaaJlbIMaTTap/blH aHAJIU3H,
MOMYJSALUACH, (OKYC TpYyNIachl aHa MHUCAIAAp MEHEH TEPMHHJIEp OpPYH aJraH.
W3unnenyH OupuHYM OOTYMYHII® KOMIBIOTEP OIOHIAPBIHBIH TapbIXbli OHYTYYCY
m3winenan. OwoHAyH Typhepy Oasupansin, Typkus, Kelpreicran sxaHa k33 Oup
OJIKeNIepAery  KOJJIOHYIyYy ueipecy wu3mwijgeHreH. KommnbloTep OIOHIapBIHBIH
KOJIIOHYJYy 4OHpOeCYH TAaCTBIKTOOJO0 *apAaMubl O0JIOp JEreH Ol MEHEH KOMIIBIOTEep
OIOHY OMHOJNTOH JKEepAWH KOpceTMecy OONroH MHTEpPHET Kadenep Tyypainyy
aTKapbpUIraH H3Wieesep Kapaiabl. V3WINeHYH SKUHYM OelyMYHAe KOMIIBIOTED
OIOHJIAPBIHBIH OaJaHbIH >KALIOOCYHJATbl OpIy *aHa MaaHUCH Kapaijabl. bupunumnes,
KOMIBIOTEP UBITApYyHYH OKajmbl JKOHYHa KaiiCbl MaJaHMATTBIH TaaCUPHHJE
OOJNITOHIYTYH aHBIKTOO MAaKCaThIHAA OHAYPYY CEKTOpJIOpY JKOHYHA® MaallbIMar
Oepunun, Oyra OaimaHpluTyy Oyn OIOHIApABIH JKapJamMbl MEHEH KacajlraH
UICANOTHSIIBIK MPOTIOraHja jKaHa >KapHAK Macejecu KOJTo alblHraH. AHJAH COH,
KOMIIBIOTEP OIOHJAaphl MEHEH K63 KapaHAYYJIyKTYH OPTOCYHJArbl Mamuje W3WJACHUI,
KY4 KOJZOHYJTaH >KYPYM-TypyMAAapAbl KYYOTKOHIYTYHO OaillaHBIITYYy 3MIeKTepieH
CO3 KbUIBIHBIN, KOOMAYK JKaIlOOTr0 THUHTM3reH Taacupu OasHpanraH. ANpbikda, Oyl
OIOHJApJbIH OanaHblH pyXUi JyYHHOCYHe, aKTUBAYY OanfapAblH OIOHAApbIHA,
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MEKTENTErH aKaJeMUSIIBIK KETUIIKSHIUKTepUHE THIUTU3IeH TaaCUpH Tyypalyy OWJop,
KOMIIBIOTEP OIOHJAPBIH Tyypa KOJJOHO OMIIYYCY KaHa YH-OyJe TYIIYHYTY TeMmajapsbl
opyH anras. JXbIUBIHTHITBIHA, aKTYAIyy OMp TeMa OO0JITrOH KOMITBIOTEP OIOHIAPBIHBIH
OounuM Oepyyae KOJAOHYITYIIYHYH OWiIuM Oepyyre KOILIO TypraH CalbIMbl TYypanyy
AMreKTep M3WIAeHreH. M3nineenyH Hern3uH e aubliral TaObUIranap *aHa aHajau3Iep
OenymyHzne, ¢okyc rpynmara OalIaHBIITYy  CTaTUCTUKAIBIK  MaajbIMaTTap
OepWITeHICH KHMMH, aHKETa JKOJly MEHEH TONTOJIOH MaalbIMaTTapIblH aHaJIM3U
Kacalblll, >XBIUBIHTBIKTAP TaONMIA apKeUlyy Oepwium aHadU3[eNreH. OMIeKTUH
TaJNKyyJa00 OeIyMyHI® MaajbIMaTTapibl aHAINU3I0OHYH >KbIMBIHTHITBIHIA TONTOJTOH
TabbuIranapsl maiiia KpulraH ce0enTepre KaWpbUIbI, TeMa Tyypallyy aTKapbuIraH
OMIEKTEpIUH JKbIMBIHTHIKTApPbIHA OpPYH OepuireH. OMIEeKTHMH KOPYTYHAYCYHAA
TONTOJITOH TaObuIrajlapra TasHBII  JKETHIIKEH JKbIUBIHTBIKTApD IYHKTTap MEHEH
6epunren. Cynymn 06yMyH/16 KOMITBIOTEP OFOHIAPBIHBIH OKYY4YJIap IbIH aKaeMUSIIbIK
KETHLIKEHJAUTHHE TEepC TAaaCUpUH TUNIM30€mM KaaTblHIA MYyrajaumjaepre, Y-
Oynesiepre >xaHa Oamkapyydynaapra Oup KaH4a CyHyIITap OepHIITeH.

byn w3unnee WINMHUH AaTKapbUILIMIBIHAA WIUMUN anaOusTTaplsl aHAIWU3/100
MeToay, abamapl OasHIOO >XKaHAa TYMIYHAYPYY YYYH TEOPHUSUIBIK W3UIIO© MOJEIH,
TEPMUHJIEPAN TYUIYHAYPYY YUYH TEOPSUIBIK aHadu3 MOJENIM KOJJOHYJIraH. AHaiu3,
CUHTE3, CAJBIIITHIPYY, MAaTEMATUKAJIbIK, CTACTUCTUKAJIBIK jKaHA TEOPHSJIBIK METOIIA0D
KOJIoHy/Irad. MaansiMaT TonToo yuyH “KoMmproTep OrOHAaphl jkaHa aKaJeMUsIIbIK
JKETULIKEHIUK aTTyy aHkeTa anbiHbil, aHanusneene CIICC maanmeiMaT TONTOO
MpOrpaMMachliH KOJJIOHYY MEHEHIaibl3 jkKaHa KaThlll 3cenTenuHred. Kommbrotep
OIOH/IAPBIH OMHOO YOAKTHIIAphl MEHEH aKaJeMHUSIIBIK >KETUIIKEHANK OPTOCYHJIArbl
Oaiinansim Ku-Kape ko3 kapaHIbICHI3IbIK TECTH MEHEH OJTYOIIAY.

W3unnee wumtuH mnomynsuusicblH bumkek Typk Oamtanrsld MekTeOUHIE,
Altuypek xaHa UbIHTBI3 ANTMATOB JIMLENHIEPUHIE OKYraH 7-8-KJIaCCThIH OKYY4yJapbl
Ty3ay. Wsunmee wimutuH (Qokyc rpynmachlH - 7-8-KJIAacCThIH — OKYYy4yJIapblHAH
IPONOPHHOHANAYY (OKYC IpyIIa >K0JIy MEHEeH TaHJaubin ansiHrad 103 kb3 sxkana 132
APKEK OKYY4yAaH Typras >kaimsl 235 oKyyuy TY3A4Y.

byn u3nnneeHyH  OKBIMBIHTBITBIHAA  OKyydydapAblH  92,8%BbIHBIH  JKEKe
KOMIbIOTepH Oap skeHIuru xkaHa 80%BIHBIH YHYHIO® HHTEpHET OailmaHblmibl Oap
OKEHJIUTH aHBIKTaNIbl. OKyy4ynapabH 75,3%b1 KyHI1e 30 MYHOT e aHJaH Kol yOaKbIT
KOMIIBIOTED OIOHJApbIH OMHOWIOT. JleMeK, KOMIBIOTEP OIOHAApPbl OKyydyJlap Y4YH
abjaH MaaHWIYY >KaHa KEHpU TapairaH KeHyJ auyy KapakaTbl OOJyn caHajar.
OxyyuynapisiH 2/3 0eiyry KOMIBIOTEp OIOHAAPHIH a3blpaak OMHOCO, aKaJeMHUSJIBbIK
KETUIIKEHAUKTEPUHUH OCYLIYHe HIIeHHuIyyae. OKyydylapJblH >KapbIMbIHAH KOy
(57,4%) xoMmproTEp OIOHAAPHI ajJapAblH YH TalllIbIpMalapblH aTKapyyla 34 KaHaau
TepC TaaCUpUH TUHTKM30eInHe bIHaHbIIIYyAa. HTepHeT Kadenepu 3pkekTep Oapblm 3¢
alyydy >kep karapbl OwnuHeT. KoMmmnbroTep OIOHIapblH 3pKEK OKyydysap KbI3
OKyyuyjapra KaparaHjga KeOypeeK OMHOIICO Ja, Kbl3 OKYYy4yJapbl MEHEH 3pPKEK
OKyy4yJapJblH KOMIIBIOTED OIOHJAPbIH OWHOO KOHAYMY apacblHAAa KOpYHYKTYY
aliplpMa KOK JKEHAUTW aHBIKTaIAbl. KUTeNTH KaHuYanblK KOl OKyca, OKyydyJapIblH
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aKaJIeMHUSUIBIK JKETHIIKEHAUKTEPH OIIOHYO KeOereT. AN 3MM KaHYAIbIK a3 KHUTEIl
OKyJica, OyJ KeTUIIKEHAUK OIIOHYOJYK a3asiT. bomr yOaKkThICHIHBIH KOOYH KOMITBIOTED
OIOHJIAPbIH OWHOO MEHEH OTKOPI'eoH OKYydyJapJblH aKaJeMHUSUIBIK KETUIIKEHAUKTEPU
Hayap dKeHIUrd KepyHyyae. KyHne 4-5 caart ke aHJaH /1a Kol YOAKThICHIH KOMITBIOTEP
OIOHJApbIHA KOPOTKOH OKYYYYyJapJAblH J>KETHIIKEHAMKTEPH Ja Havyap SKEHIUTd
aHbIKTaIAbl.  «KommbploTep OMOHOAphlH OWHOO MEHMH Y TammblpMaiapbIMIbI
aTKapyyra TOCKOOJI OOJIOT»,- JereH OKyy4yyJapJblH >KETHIIKEHAUKTEPU >KOTOpYypaak.
Kynne 4-5 caar >xe anaaH aa Ken KOMITbIOTEp OMHOTOH OKyyd4ysap Oalika oKyydysiapra
KaparaH/ia a3 KUTeIl OKYTraHIbITbl Oalikanyyza.

TylyHayy TYWIYHYKTOP:AKaJEMUSIIBIK >KETHIIKEHANK, KOOMJOIIYY, KOMIIBIOTED
OIOH/Iap, KOMIIBIOTEP KO3 KapaHABUIBITHI, aHcesumre Oepuinren maanu, MMOG (ken
OIOHYYJIAP YIYH MAaCCAIIbIK OHJIAHH OIOH)
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BJIMAHUE KOMIIBIOTEPHBIX UT'P HA AKAJEMHWYECKYIO
YCIIEBAEMOCTD 7-X 1 8-X KITACCOB

Llenbto naHHOM pabOTHl SBISETCS — KOHKPETU3AllUsl HETAaTHBHBIX BIMSHUN
KOMIBIOTEPHBIX UI'P M (POPMHUPOBAHUE OMPEAEICHHOTO CO3HAHUS MO JAaHHOH Teme. A
TaK)Ke€, OCYILECTBUTH BKJIAJ] B YBEJIMYEHUM AKaJEMHUYECKON YCIIEBAEMOCTH YYEHHMKOB
IIyTEM pacCMOTPEHUs HEraTHMBHOI'O BIIMSIHMS II0Jb30BAaHUS KOMIIBIOTEPHBIX HUIDP B
0e3MepHOM KOJINYECTBE M YMEPUTh HIPOIECC MOJIb30BAHUSA KOMIIBIOTEPHBIX WIP [0
pa3ymMHOro ypoBHS. B cBsi3u ¢ 0003HA4YeHHOU 1eNbIO, OBUIM HUCCIICOBAHBI TaKUE
aCIEKThI KaK, BJIaJICHUE YYEHUKOB TEXHOJIOTMUECKUMHU HAaBbIKAMU KOMIIBIOTEPHBIX UTD,
UX TOXOJ B HMHTEpHET Kade C IEeIbl0 MOWUrpaTh B WUIPHI, JIUTEIBHOCTH IMpoliecca
KOMIIBIOTEPHBIX UTP, BIMSHUE UTP HA UX CBOOOAHOE BpeMsl, BIUSHUE KOMIBIOTEPHBIX
UTp Ha 4YacTOTy YTEHUS KHWI, BO3JECUCTBHE 3THUX UIP HA YYBCTBO OTBETCTBEHHOCTH
YYECHHMKA Iepel] LIKOJOM U BIMSHHUE KOMIIBIOTEPHO-UTPOBOIO IIPOLIECCA HA OLCHKH,
KOTOpBIE SBIIAIOTCA NPSMBIMU MOKA3aTENISIMU aKaJIEMUYECKOM yCIIEBAEMOCTH.

Bo BBenenuu uccienoBaHus PAaCKPBIBAKOTCA AKTYAJIbHOCTD UCCIICAOBAaHUSA, LICIIb U
3aJa4u, HpOGJ’IeMa HCCJIICAOBAHUA, TCOPCTHYCCKAd U [MPAKTUYCCKAA 3HAYUMOCTU
pa6OTBI; a TaKiKC CTaBATCd THUIOTE3bI U PACCMATPUBANOTCA IMOTCHIUAJIBHBIC
OTpaHUYCHUA; HCIIOJIb30BAHHBIC MCTOAblI MU TCXHUKA HCCIICAOBAHUA, CPCACTBA c6opa
I/IH(I)OpMaI_[I/II/I, AHAJIM3 HUMCHOIIHUXCA  JAHHBIX, [MONYJIAOUA U (I)OI(YC rpynna
HUCCICOAOBAaHHUsA, a TaKXC OMpCACIICHUA HCKOTOPBIX TCPMHUHOB. B HepBOﬁ IJ1aBC
HUCCICO0BaHUA OBLIO HN3YYCHO HUCTOPHUYCCKOC PpPAa3BUTHUC KOMIIBIOTCPHBIX HIP,
pPacCMOTPCHBI BUABI UI'PD, a4 TAKIKC ObLIH MNpOoaHAJIM3UPOBAHBI YPOBHHU HCIIOJIb30BAHHUA
KOMIIBIOTCPHBIX HWUIP B TypI_II/II/I, KBIpFBI3CTaHe U B HCKOTOPBIX APYrux CTpaHax.
OHI/IpaﬂCB Ha OIIPCACIICHUC YPOBHA IPOLECCa KOMIIBIOTCPHBIX HID, ObLIH HN3YUYCHBI
HUCCICA0OBAaHUA 00 HHTCPHCT Ka(l)e, KOTOPBIC OAaK0T O6p8.3 MMPOCTPAHCTBA KOMIIBIOTCPHBIX
urp. Bo BTOpOﬁ TJ1aBC UCCICIOBAaHUA OblIa onpeaciiCHa poOJib U MCCTO KOMITBIOTCPHBIX
HUI'p B JXU3HU JIETeH. C HOCJIBIO OMPCACIICHUA IMPCUMYHICCTB KYJIBTYP HPOU3BOAAIIUX
KOMIIBIOTCPBI B M[CJIOM, B ICPBYHO OYCPCIb ObL1a JaHa I/IH(I)OpMaI_II/Iﬂ 0 CCKTOpC
MMPpONU3BOJACTBA; B CBA3U C 3THUM, ObLIH pPacCMOTPCHBI UACOJIOTHYCCKUC TIpOoIIaraHAabl U
PCKIaMbl, MTPOBOAUMBIC TMOCPCACTBOM J3THUX HUIP. brina H3ydCHa CBA3b MCKIAY
KOMIIBIOTCPHBIMU UI'paMU U 3aBUCHUMOCTBIO OT HHUX, UX BO3JCHCTBUE Ha COUAJIBHYIO
JKHU3Hb, a4 TaAKXE HCCICAOBAHUA O TOM, KaK KOMIIBIOTCPHBIC HWI'PbI BBIpa6aTLIBaIOT
JKCCTOKOC IIOBCACHUC Y JeTel. bl BKIIFOUCHBI TEMbI, KaCarOoIHuecCs BO3ACHCTBUS
JAAaHHBIX UI'D HA I[y'XOBHHﬁ MHp ,ZleTefI, Ha aKTUBHBIC NCTCKUC UI'PbI, TAK K€ KaK U UICHU
HCcaenoBaTeIe O BIMSHUAKU KOMIIBIOTCPHBIX HUI'P Ha aAKaJACMHUYCCKYHO YCIICBACMOCTD,



YMEHUH IIPaBUIBHOM IIPUMEHEHUM KOMIIBIOTEPHBIX WMIP M IOHATHE OCeMbU. B
nociueaHel riaBe ObUIM M3y4eHbl pabOThl Kacaloluecs BKJIala MPUMEHEHUS JTAHHBIX
urp B cepe meJaroruky, u4To SBISETCS aKTyaJlbHBIM Ha CETOAHSIIHUN IeHb. HayuHas
HOBHM3HA C KOMMEHTApUsMH, CTaTUCTUYECKUE JaHHBIE, OTHOCAIMMECS (OKYC TpyrIe
ObUTM pa3MEIIEeHbI, MOCIe Yero ObUT CHeNaH aHajdu3 JAaHHBIX IyTeM aHKETHPOBAHMS;
Janee, TOJYYEHHBbIE pe3yibTaThl ObUIM  IMPEICTABIICHBI B Tabmumax u
IIPOKOMMEHTHPOBaHbl. B pe3ynprare aHamms3a NaHHBIX, YaCTH «MO3TOBOTO ILITYpMa»
UCCIIeIOBaHMs, ObUIM PACCMOTPEHBbI NMPHYUHBI TMOIYYEHHOTO UTOra. B 3akimroueHuw,
MOJIydeHHBIH pe3ysbTaT ObLI CHUCTEMAaTU3UPOBAaH B OTHAENBHBIX IYHKTaXx. B uactu
OpeVIOKeHUH  ObUTM  TPEACTaBICHbI ~ HEKOTOpBbIE  HWAEH U NPEIJIOKEHUS
IpenoiaBaTeNsiM, CEMbSM M IIKOJBHBIM aJMUHHUCTPATOpaM O TOM, Kak H30exarb
HEraTUBHOI'O BIIMSHMS KOMIIBIOTEPHBIX UT'P HA aKaJEMUUYECKYIO YCIIEBAEMOCTD JCTEH.

B xone wuccnenoBaHus ObIIM MCIONB30BaHBI TaKME€ MOJEIH KaK «U3Yy4eHUE
MaTEpHUAJIOB M aHAJIW3 HAay4yHBIX JIMTEPATYp» Ul UCIIOJIb30BaHUS paHee IPOBEICHHBIX
paboT, a Taxke MOJIeNIb OMUCAHUSA AJIs1 OOBEKTUBHOTO M BCECTOPOHHEIO PACCMOTPEHHUS
IIOJIOKEHUW, U MOJEIb ONPENCIICHHs UIl TOYHOM XapaKTEPUCTUKU KOHUENUUN. bpuin
IIPUMEHEHBl METO/bl aHAJIU3, COIIOCTABIEHUS, MATEMAaTUYECKUM METOJ CTaTUCTHKU U
onucanus. C 1EIbI0 MOJIYYEHUs IaHHBIX ObUIO MPOBEAECHO AHKETHPOBAHUE HA TEMY
«KomnbroTepHbIE UTPBI M aKaJIleMHUYEeCcKasi yCIIeBaeMOCThY, a B IIpOIlecce aHalu3a ObLIH
MCII0JIb30BaHbl IPUHLIMIIBI IPOLEHTOB U MPONOPLMI nocpeacTBoM nporpamMmsl SPSS.
CBsI3p MEXy KOMIIBIOTEPHO-UTPOBBIM INIPOLIECCOM U aKaJEMHUYECKOH YCIIEBAEMOCTBIO
Obl1a ompesesieHa npu nomoIu tecra «Tect HezaBucumoctu K kBagpatay.

[Tonmynsinuio JaHHOTO HMCCIEJOBAHMUS COCTABISAIOT YYEHUKH 7-X M 8-X KJIaccoB
bumkekcko-Typenkoil HadaabHOM IIKOJBI, JMIEeB UM. Aiuypek u YbIHrbI3a
AnitmaroBa. B ¢okyc rpynny Bxomsar 103 neBouek m 132 manbumka, oOmas cymma
KOTOPBIX ~ CcOCTaBisieT 235  y4yeHHKOB, KOTOpble ObUIM  OTOOpaHbl  IyTeM
MPONOPIHOHAIBHOM (POKYC TPYIIBI CPEIN YIEHUKOB 7-X U 8-X KJIacCOB.

CornacHo pe3ynbTaTam HccieqoBaHus, 92,8% y4eHUKOB HMEIOT MEPCOHATIbHBIN
koMIbproTep U 'y 80% M3 HUX MMEIOT JOMAIIHIOI MHTEPHET CBA3b. 75,3% Y4YEHHMKOB
UTPAlOT B KOMIbIOTEpHBIE Urpbl 30 MuUHYT wiu Oojee B AeHb. JlpyruMu clioBamw,
KOMIBIOTEPHBIE WUIPHl SABISIOTCA BAXXHBIMU HWJIM PACHpPOCTPAHEHHBIMU CpEIACTBAMHU
pa3BleUYCHUS i1 YYEHUKOB. 2/3 yU4eHUKOB YOEXKIECHBI B TOM, YTO MOXKHO YIYUIIHThH
aKaJeMUYECKYIO0 YCIIEBAEMOCTb, €CIIM UTPaTh B KOMIBIOTEPHBbIE UTpbl MeHbIIE. boee
yeMm mojoBuHa (57,4%) ONMPOIICHHBIX NETeH CYUTAIOT, YTO KOMITBIOTEPHBIE UTPHI HE
MPEMSITCTBYIOT BBITIOJHEHHUIO JOMAIIHUX 3aJaHuid. MHTepHeT Kade SBISIOTCS MECTOM
pa3BiieueHUs B OOJIIIMHCTBE CIydaeB Al MalbuukoB. HecMoTps Ha TOT ¢akr, 4to
MaJb4YUKH UTPAOT B KOMIBIOTEPHBIE UTPHI OOJBIIIE YeM JEBOYKH, 3HAUUMOUN pa3HUIIbI
MEXIy KOJIMYECTBOM HWIPbl B KOMIBIOTEPHBIE UIPHl JIEBOYEK U MAJIbUUKOB HE
HaOmomaercs. bputo 10ka3aHO, YTO 4eM OOJIbIIE YHUTAIOT ACTH KHUT C «HU3KUM
YpOBHEM» aKaJIeMHUYECKOH YCHEeBaeMOCTH, TEM OOJIbIIE YBEITHMUYMBACTCS KOIHMYECTBO
JETEH ¢ «BBICOKHM YPOBHEM» aKaJeMHUECKON ycreBaeMocTH. Takke ObLIO 3aKII0YEHO,
YTO TE€ YYEHUKH, KOTOpPbIE MPOBOIAT OOJBINYI0 YacTh CBOOOJHOTO BPEMEHH 3a
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KOMIBIOTEPHBIMU UTPAaMH, UMEIOT CaMble «HU3KHE» MOKa3aTedl B TaOIULE «BBICOKOTO
YPOBHS aKaJJeMUYECKOW YCIIEBAEMOCTH» U CaMbI€ «BBICOKHE)» IIOKa3aTeld B TaOIUIlE
«HU3KOTO YPOBHS aKaJEMUYECKOH yCIIeBaeMOCTH». Y YeHUKH, TpoBosiiue 4-5 u 6omee
4acoB 3a KOMIIBIOTEPHBIMM UIPaMu B JE€Hb, UMEIOT CaMble «HHU3KHE» II0Ka3aTelu B
TabJMIe «BBICOKOTO YPOBHSA aKaJEMUYECKOH YyCIEeBaeMOCTH», a YCIEBAEMOCTh
«HU3KOTO» YPOBHSI HMEET CaMble «BBICOKHE» IIOKa3aTelid B TaOmuIe. YUYeHUKH,
CUMTAIOILME, YTO KOMIIBIOTEPHBIE UTPHI MPENSATCTBYIOT BBHIIIOJHEHHIO JOMAIIHUX padoT,
UMEIOT caMble BBICOKHME MOKA3aTesid B TAOJHIE «HU3KOTO YPOBHS YCIIEBaeMOCTH». Y
YUEHHKOB, MPOBOAIINX 4-5 U OoJiee 4acoB 32 KOMIBIOTEPHBIMU UI'PAaMU B JIEHb, OBLIO
3aMEUEHO 3HAUUTEIBHOE KOJIMYECTBO COKPAILLEHUS YaCTOTHI UYTEHUSI KHUT, YEM B JAPYTUX

rpymnmnax.

KioueBble ci1oBa: akajeMUYecKas YCHEBAaEMOCTb, COLMAIN3ALUSA, KOMIIbIOTEPHbIE
UTpBl, KOMIBbIOTEpHAss 3aBUCHMOCTb, IMOJICO3HATeNbHOE coolmmenue, MMOG
(MaccuBHast OHJIAlH UTpa JUIsl MyJIbTH-UTPOKOB)
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EFFECTS OF COMPUTER GAMES ON ACADEMIC PROGRESS OF
STUDENTS OF 7™ AND 8™ GRADES

The goal of the research is to concretize negative impacts of computer games and
to form a concrete perception on the subject, as also to make a contribution to advance
academic progress of the students through distinguishing negative influence of playing
computer games in immense amount and reduce the process of playing computer games
to rational level. In accordance with the goal of the research, aspects such as students’
technological skills of computer games, their visits to internet cafes to play computer
games, duration of playing computer process, influence of playing games on their spare
time, frequency of reading books, student’s responsibility towards school, their marks,
which appear to be the key figure of the academic progress were examined.

The introductory part of the present research comprises the actuality, goal and
tasks, problem, theoretical and practical significance of the thesis, hypothesis and
limitations, methods and research techniques as well, and data acquisition means,
analysis of gathered information, population and focus group with definitions. In the
first chapter historical development of computer games was examined, types of games
were considered, and the degree of playing computer games in Turkey, Kyrgyzstan and
other countries was analyzed. Scientific researches on internet cafes, which bear the
image of computer games’ space, were examined basing on the degree of playing
computer games. In the second chapter the role and significance of computer games in
the lives of children was distinguished. Information about manufacturing sector was
primarily supplied with the aim to determine the advantages of cultures producing
computers. As a result, ideological propagandas and commercials implemented by the
means of these games were studied. Connection between computer games and
dependence on them, their impact on social life, and researches on the way how do they
develop children’s cruel behavior were investigated. Subjects regarding the impact of
these games on children’s inner life, their active games, and ideas of scientists about the
influence of computer games on academic progress, the ability to use them adequately
and about family perception on this subject were included. The last chapter comprises
the examination results of researches regarding the contribution of using these games in
pedagogy, which is considered to be a subject of current concern today. The part of the
thesis, where scientific novelty and comments were proposed, statistical data regarding
the focus group was stated, after which analysis of questionnaires was processed;
further, received results were represented in tables and commented. In consequence of
data analysis, in the “brain storming” part of the research, reasons of received results
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were examined; conclusions of other works were included. In conclusion all the results
were systematized in separate clauses. Several ideas and suggestions for teachers,
families and school administrators at how to escape negative influence of computer
games on academic progress of students were stated in the advisory part of the research.

As part of the study, investigation models such as “proper data research” for using
former works, “description model” for objective and comprehensive examination of
theses and “specification model” for precise characteristics of concepts were used.
Methods such as analysis, comparison, statistics and description were used as well.
Questionnaire survey on “Computer games and academic progress” was carried out
with the aim to receive data and during the analysis process percent and ratio principles
were used by the means of techniques of packet data of SPSS program. The connection
between playing computer games and academic progress was distinguished with the
help of “Ki-Square test”.

Population of the present research comprises students of 7" and 8" grades of
Bishkek-Turkish primary school, secondary schools named after Aichurok and Chyngyz
Aitmatov. 103 girls and 132 boys, summary total of which is 235 students, comprise the
focus group, which were selected basing on balanced focus group principle among
students of 7" and 8" grades.

According to the results of the research, 92, 8% of the students have personal
computers and 80% of them have internet connection at home. 75, 3% of the students
play computer games 30 minutes or more a day. In other words, computer games appear
to be significant and widely spread means of entertainment for students. 2/3 students
think that it is possible to advance academic progress by cutting the hours of playing
computer games. More than a half of respondents (57, 4%) think that computer games
do not prevent from doing home tasks. Internet cafes are considered to be place of
entertainment mostly for boys. Despite the fact that boys play computer games more
than girls, a big difference between the quantity of playing computer of girls and boys
cannot be evidenced. It was concluded that the more students with “low level of
academic progress” read books, the more the quantity of students with “high level of
academic progress” grow. As also, it was concluded that students, who spend more time
before the computer games have the “lowest” rates in the table of “the high level of
academic progress” and the “highest” rates in the table of “the lowest level of academic
progress”. Students, who spend 4-5 hours or more before the computer games a day
have “the lowest” rates in the table of “high level of academic progress”; and the
progress of “the low” level has the “highest” rates in the table. Students, who think that
computer games prevent from doing home tasks, have the highest rates in the table of
“the low level of academic progress”. Students, who spend 4-5 hours or more before the
computer games a day, in comparison with other groups, experience a significant
decrease of the frequency of reading books.
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