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Aslna baktigimizda bilgisayar ve internet iletisimi kolaylastrmak, bilgiye en hizh bir
sekilde ulasmayr saglamak, paylasmu arttrmak amactyla kesfedimis ve msanhgn kullanimma
sunulmus, dolaysstyla da giinimiiz XXI ylizyiln en popiiler kitle iletisim aract haline gelmistir.
Ancak bilgisayar kullannmmm yaygmlagmasi ile birlikte bilgisayar kullanma yasmm okul Oncesi
donemlere kadar diistiigii saptanmistr. Ayrica orta okul Ogrencileri bilgisayart ders hazrlamak
amacida degil chat ve bilgisayar oyunlarin1 oynamak amaciyla kullanmaktadir.

Omegin sabah “Okula gidiyorum” diye anne-babasmi kandrarak evden ¢ikan cocuklar
okula gitmeden iternet ve oyun kliiblerine gitmekte, giiniin bliylk bir kismm da orada oyun
oynayarak, chat odalarmda dolasarak gecirmektedir. Tabii ki bazi zamanlarda evebeynlerden izin
almayarak internet ve oyun kliiblerinde geceleyen cocuklar bilgisayar oyunlarmi, ozellikle de
siddet icerikli bilgisayar oyunlarmi oynayarak, chat odalarmda dolasarak, hatta pornografik web
siteleri  tarayarak gecirmektedir. Gorlildigii gibi ailenin, okullarm ve toplumun verecegi
terbiyeyi, sosyallesmeyi giinlimiiz ~diinyasmda ¢ocuklara kitle iletisim araglari  bdylece
Ogretmektedir.

Bu tez cahsmasmnda siddet icerikkli bilgisayar oyunlarmmn c¢ocuklarm saldirgan davranilar
sergilemesiyle iliskisi oldugu varsayimaktadr. Eger bu iki degisken arasmda iliski varsa siddet
icerikli bilgisayar oyunlar1 ¢ocuklarm ruhsal, zhinsel ve fizksel gelisimini olumsuz y&nde
etkilemektedir kanisma varabilirizz. Bundan dolayr bu arastrmada (1) Ogrencilerin hangi tiir
oyunlart daha ¢ok tercih ettikleri; (2) Ogrencilerin sectifi oyunlart hangi amaclarla oynadiklars
(3) siddet icerikli bilgisayar oyunlarmm c¢ocuklarda sosyal-psikolojik degisiklikler yaratip
yaratmadid, (4) siddet icerikli bilgisayar oyunlarmdaki bas karakterlere Ogrencilerin kendilerini
benzetip benzetmedigi incelenmistir.

Bu sorun medya siddeti ile bireyde gdzlemlenen siddetli davranglart agiklayan Sosyal-
Bilissel Ogrenme Kuramu, Taklit Kurami, Duyarsizlastrma Kuranu, Uciincii Degisken Kuramy,
Sosyal Karsilastrma Kuramu ve Yetistrme Kurammdan yola c¢ikilarak Kirgizistan, Biskek
sehrindeki oyun kliplerinde ¢ok oynanan egitici olmayan bilgisayar oyunlar1 esasinda

mcelenmistir.



Cahsmanin ¢oziimleme kismu ise anket, gbzlem ve icerik analiziyle yapimistir.
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Herusunen anplll KaparaHja KOMIBIOTEp >KaHAa HMHTEpHET OalIaHBIIITHI OHOMJIOTYY,
MaaJibIMaTKa OTIEPaTHBIYY TYPI® JKETYY, MaalbIMaT ajMallyy MakcaThIHa OUJIOHYIT TaOBIJITaH.
VYOakbITTBIH OTYIy MEHEH OINepaTUBAYY TYPA©® OHYIYym oATypyn, XXI KbUIBIMIBIH 3H
HNOMYJSIPAYY MaajbIMaT Kapa)xaTbl ACHIDIJIMHE KeJNIUM >KETTH. BUPOK KOMIBIOTEPAU KOJJIOHYY
TapMaKTapbl >KAHBUIBIIT ONTYPYI, KOMIBIOTEp MEKTENKe YeHHWHKU OajnjaplblH J1a KOJIIOHYYdy
KapaxxaTblHa aljmaHAbl. AWpbIKYA HW3UIAO6JIOpIeH MaalbiM OOJNTOHAONM MekTen Oangapbl
KOMIBIOTEpAN cabak JaspJ00 MaKCaThIHJA 3MEC, YaTKa KUPYY ’KaHa OIOH OWHOO MaKCaTbIHJAA
Kk0OYPOOK KOJJIOHYIIYyY/Ia.

Mucanra ancak 3pTeH MEHEH «MEKTelKe Oapam» JIen aTa-d>HECHH ajjal YHJAeH YbIKKaH
Oammap MekTemke OapOail aie TynTy3 OOHIOH WHTEpHET Kadenepre K€ OIH KIyOTapbhlHA
Oapplmar. A jkeplle Keuke YeWHH OIOH ONHOI K€ 4YaTTa OTypyI, aHaH KeuuHIe «cabakraH
KeJIIIUM» el Yire kenumeT. AnlOerre k33 Oup ydypiapiaa ara-dHEIEpHUHEH ypykcaT
QJIBIIINACTaH TYHKY «KY36TKe» OapraH Oanjap TaH aTkaH4a OIOH OIHOII, YaTKa OTypymar. Al
raHa sMec MopHorpadusuibik BebcaiTTappl Aa Kapar YbIKKaHTa KeTHImMueT. byn Mucangapaan
OaiikanraHjail ara->HEHUH, MEKTENTHH, KOOMJAyH Oayiara Oepe TypraH TapOMsICBIH a3bIpKbl
yaypaa MMKunap 6epyyne.

Byn w3mnmee WIMHAE MBIKAAUbUIBIKKA HETH3MENTEH KOMITBIOTEP OIOHIAphl MEHEH
OanmapJbplH arpeccuB/yY KbIMMbUI-apakeTTepu apachlHia OaljaHbIll Oap Jem 3CenTenyyne.
Orep MbIKaaubUIbIKKA HETH3/IENITeH KOMIIBIOTEp OIOHJApbl MEHEH OanaapAblH arpeccuBIyy
KbIHMBLII-apakeTTepy apachlHAa OailyaHbilml 00JIcO, aHAAa MBIHAAH Ma3MyHIarbl OIOHJIAp
OanmapablH PyXaHUM, aKbUI-ICTHK KaHa (M3UKAJBIK JKaKTaH OHYTYYCYHO TepC Taacup Oepuil
JKaTaT JereH ThISHAKKAa KeIUIMOM3 MYMKYH. Yiyra Gaiinansimryy Oyn smrekre (1) 6anmapasia
KalChl OIOHJIIAp/bl KOOYPOOK OMHOOHY KaamaraHbl; (2) OammapAblH dMHE Y4IYH Oya OIOHIapibl
Kaajaranpl; (3) MBIKAQUbLUIBIKKA HETW3JENTEH KOMITBIOTED OIOHAAPBIHBIH Oanjapra COLHO-

TICUXOJIOTUSIIBIK JKaKTaH Taacup Oepumn ke OepOeld skaTKaHbl, (4) MBIKaaybLIBIKKA HETH3/IEITEH



KOMITBIOTEp OIOHJApbIHJarsl Oaml kaapMaHjapra Oajijap ©3l1epyH OKIIOTyyra apakeT KbUIbII
JKaTKaHbI U3WJIJICH/IU.

Byn macene MbIkaaubUIBIKTHI YarbLiabipran MMK nporpaMmaiiapbl MEHEH aiamMaapaarbl
arpeccUBAYY KYPYM-TYpYMAApAbIH apachlHIarkl OailmanbeITsl H3uaaereH Comno-KOTHUTUBINK
yipeHyy Teopusichl, Tyypoo Teopusicbl, Ce3UMTAIIYYyITyKTy *OK KbIIyy TEOPHUSICHI, YUYHUY
e3repyY4yayK Teopusichl, COLMaNIbIK *aKTaH CaJlbILITBIPYY TeOpuUsChl jkaHa KynpTTamrelpyy
TeopuslapblHA TasHbIN, BHUIIKEK MAapbIHBIH OIOH KIyOJapblHIa SH KO OWHOJIIOH «TaajuM -
TapOus 6epbeeuy KOMIIbIOTEP OFOHAAPBIHBIHY HETU3UH/IE U3UJIICH H.

WM3unneenyn ananu3 OenymMy aHKeTa, Oallkoo »aHa KOHTEHT AaHAJIU3 bIKMajapbl

KOJIAOHYJIYII JKacajibl.

Herusru ce3mep: Busyanapik wenua, MBbIKaaublIblK, TaaluM-Tapoust Oepyydy
KOMITBIOTEp OIOHIApHI, TaanuM-TapOus OepOeedy KOMIIBIOTEpP OIOHAAPBI, MEKTEN OKYYydycy,

aKaJeMUSUIBIK MUTWINK, arPECCUBYY KbIMMBLI-apakeT.
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Actually the computer and internet have been discovered in order to facilitate
communication, to reach the information quickly and to share information with others. After a
period of time computer and internet have become the most popular mass media of XXI century.
However, with widespread use of computers the computer use has dropped to pre-determined
periods. Especially school children use it not to prepare the home tasks, but to chat and to play
computer games.

For example, every morning when children go out they finagle the parents by saying ‘I’'m
going to school’ and they go to internet and game clubs. And there they spend a big part of the
day by playing games and by chatting in chat rooms. Of course, sometimes without permission
of parents they can overnight in game clubs and they spend the night by playing violent
computer games, by chatting, even they can visit some pornographic web sites. As we know
from this situation, nowadays not family, school and society teach the child how to behave, how
to speak and how to become socialized man, but today’s mass media teaches him by giving
different information.

In this study, we assume that there has a relationship between violent computer games
and children’s aggressive behaviors. If there has a relationship between two variables, so we can
say that violent computer games adversely affect children’s spiritual, mental and physical
development. Therefore, in this study we tried to examine that (1) What kind of games are more
preferred by children; (2) For which purposes they play these selected games; (3) Do violent
computer games create some changes on children’s socio-psychological behaviors or not; (4) Do
children assimilate themselves to the characters in violent computer games or not.

We tried to resolve this issue by some theories which describe a relationship between
media violence and individual’s violent behavior. These theories are: Social-Cognitive Learning
Theory, Desensitization Theory, Third Variable Theory, Social Comparison Theory and
Cultivation Theory. Beside of that we tried to investigate the unedifying computer games which
are most played in the game clubs of Bishkek city.

The analyses part of work was conducted of questionnaire, observation and content

analysis.
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Ha camom niene koMmmbroTep W MHTEpHET ObUIM M300pETEHBI YEIOBEYECTBOM ISl TOTO
qTOOBI OOJIETYUTh KOMMYHUKAIIMIO MEXIY HAIlMOHAJIBHOCTSIMU M OOECHEYUTH OTepaTUBHBIN
JOCTYIT 1 0OMeH WH(opMaIuei, co BpeMeHEeM CTaB OJHUM M3 cambIxX nmonysipHeix CMU XXI
Beka. OIHAKO YCTaHOBJIEHO, YTO BMECTE C NIMPOKUM PACIPOCTPAHEHHEM KOMIBIOTEpA UM CTalll
MOJIb30BATHCS JETH JIOIMIKOJIBHOTO Bo3pacta. Kpome TOro, y4eHHKH CTalM MCIONIb30BAaTh €r0 HE
JUIL TOTO, YTOOBI TMOJATOTOBUTH JOMAIHUE 3aJaHMs, HO Yalle ISl TOro, 4ToObl MOWUTPATh B
KOMITBIOTEPHBIE UTPHI U TOOOIIATHCS C Pa3HBIMU JTIOAbMU.

Hampuwmep, Bc€ wame aeTH, TOBOPS, YTO UAYT B IIKOJY, OOMaHBIBAIOT POXUTENCH U Ha
camMoM Jiefie UAYT He B IIKOJY, a HAalpsSMHUK B MHTEPHET U MTPOBBIE KIyObl, C yTpa J0 Beuepa
urpast 1 Ooistas ¢ Ipy3bsIMU B 4aTax. Tak OHM MPOBOAAT OOJIbIIyIO YacTh AHs. MHorna naxe 0e3
paspelieHus poauTeNeld OHM MOTYT HOYeBaTh B HUIPOBBIX Kiybax. [lo yTpa oHU urpaior B
KOMIIBIOTEPHBIC WTPBI, B KOTOpPHIC BKIIOYCHBI TaKWE SJEMEHTHI KECTOKOCTH KaK CTpenboa,
yOMICTBO, Haka3aHHWe, M3HACWIOBaHWE W T.A. Kpome oOmEHUS C pa3HBIMH JIOJBMH OHH
MOCEIIAIOT JTaKe HEKOTOphle MopHorpaduyeckue BeOcaitTel. brnaromaps »TuM mpumepaM MBI
JIETKO MOYEM MOHSTh, YTO B COBPEMEHHOM MUPE HHU POJUTENH, HH IIKOJIa, HU OOIIECTBO HE yJaT
pebeHKa Kak oO0IaThCs, Kak ce0si BECTH W KaK CTaTh KYJIbTypHBIM yenoBekoM, a CMMU ydar ero
MOCPENICTBOM PA3THYHBIX ITepeiad U IPOrpaMM.

B 3ToM unccnenoBaHuM mpearnoiaraeTcs, 4YTo €CTh Kakasi-TO CBsI3b MEXKIY arpecCUBHBIM
MOBE/ICHUEM JIeTell M KOMIIBIOTEPHBIMU MTPaMH, BKIIOYAIOUMX B ceds xecTokocTh. Ecnu ecTh
CBSI3b MEXIYy NBYMS IE€PEMEHHBIMH, TO MBI MOXXEM CYHTaTh, YTO KOMIIBIOTEPHBIC WIPBHI,
BKJTIOYAIONE B Cce0sl KECTOKOCTh, OTPUIATEIBLHO BIUSIOT HA JTYXOBHOE, IICHXOJIOTMYECKOE U
dusuueckoe pasButue nereil. Takum oOpa3oM, B 3TOM HCCIEAOBAHUU Mbl IMOCTApaIUCh HAWTHU
OTBET Ha Takue BOIpPOCHl Kak: (1) Kakue KOMIIbIOTEpHBIE UIPbI 0Ojee MPEANOYTUTENIbHbBI A
neteii; (2) Ui KakuX 1ejel OHU BbIOpau 3TH UTPHI U MoYeMy UTparoT Tak 4yacto; (3) Co3nator

JM1  KOMIIBIOTCPHBIC HWIPHI, BKIIIOYHAOIIME B cebsI KECTOKOCTh KaKHe-TO CoMuaJIbHO-



MICUXOJIOTUYECKUE U3MEHEHHs y neTei; (4) CpaBHUBAIOT JIU JIETU Ce0s ¢ TEPOSMHU 0] UMEHEM
KOTOPBIX CYIIECTBYIOT B KOMITBIOTEPHBIX UTPAX, COJCPIKAIMX B ceOe KEeCTOKOe Havao.

Msbl mnocTtapaiuch aHaNM3UpPOBaTh ATy MPOOJIEMYy IO HEKOTOPbIM TEOpHsAM, TIJe
ONMCBHIBAETCSI CBSI3b MEXJAY AarpecCUBHBIM IOBeleHHEM Jered u mporpammamu CMU,
BKJIIOYAIONMX B ceOe JKeCTOKOCTb. Takumu TeopusiMu sBIstoTCs: Teopusi coulMabHO-
KOTHUTUBHOTO 0OyueHus, Teopuss mmutaumm, Teopust necencmOmimsanuu, Teopus Tperbeit
nepeMeHHoM, Teopus conuanbHOro cpaBHeHus U Teopus KyabTuBauuu. i uccie 0BaHUs Mbl
B3sUTH HEKOTOPBIE KOMITBIOTEPHBIE HTPbI, KOTOPBIE OOJIBINE MPEAMTOYNTAIOTCS IEThMU B UTPOBBIX
K1ybax B buikeke.

B wuccnenoBarenbckoil YacTd  pabOTBl MBI MCIOJIB30BAIM  CIEAYIOLME METOJbI

HCCIICAOBAHUSA - AHKCTUPOBAHUC, Ha6J'II-O,[[eHI/Ie N KOHTCHT-aHaJIn3.
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