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CHILDREN AND ANIMATED CARTOONS

Televizyon, cocuklarin
da hayatinin pargasi.
Dahasi onlarin
diisiince ve hayallerini
sekillendiren etkili bir
ogretici...

(2 ASLI KIZILTOPRAK TUNA

Television is a part of
children’s daily lives.
Moreover it is an
effective instrument in
shaping their dreams
and thoughts...

UZM. PSIKOLOG / EXPERT PSYCHOLOGIST

R NECIP SAHIN

2- 2,5 yagindaki ¢cocuklarda
televizyon daha fazla anlam
kazanur; 6zellikle ¢izgi

filmleri izlemeye baslarlar.

Bu dénemlerde anneler
televizyonu, ocugu oyalamak ya
da yemek yedirmek i¢in kullanir.
2-3 yagindan itibaren ¢ocugun
oyun yetenegi de gelisince,
¢izgi filmler ve kahramanlar
daha énemli olmaya

baslar. 3-4 yagindakilerden
“Parmaklarimdan ¢ikan
1sinlarla uzayhlan yenebilirim.”
gibi sozler duyabiliriz;

¢iinkii kendilerini izgi film
kahramanlarinin yerine koyup
onlar gibi davranirlar veya
kahramanlarin kostiimlerini
giyerek onlarla daha da
biitiinlesirler. PP

Children begin to understand
the content they see on TV as
of 2 to 2.5 years of age and
they often watch animated
cartoons. Mothers on the other
hand, generally make use of
TV to feed their toddlers or to
keep them occupied. Animated
cartoons and heroes become
more significant at 2 to 3
years of age as children begin
developing the skills to play
games. It is not uncommon to
hear 3 or 4 years old children
uttering absurd things like ‘I
will destroy aliens with beams
radiating from my fingers!”
This is because they identify
with cartoon heroes, try to
mimic them or wear similar
costumes to look like them. W

ACGUSTOS-AUCUST 2014-ANADOLUJET 79



HAYAL ILE GERCEK

[k cocukluk dénemi olan 2-6 yas
arasindaki cocuklar dil, zihinsel
ve sosyal gelisim alanlarinda
hizla ilerleyip bagimsiz ve 6zerk
tutum alarak anne ve babadan
ayn aktivitelerde bulunmaya
baglarlar. Bu dénemde diisiince
yapilan simgeseldir ve daha
karmagik oyunlar: kesfetmek
isterler. Cizgi film karakterleriyle
dzdeglestikleri oyunlarla
kendilerine ait, 6zel bir diinya
kurarlar. Bu sayede hem eglenir
hem de baz1 davranisglan ve
farkh rolleri deneyimleme firsat1
bulurlar: “Sen kétii adam ol, ben
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de polis.” gibi... Aym zamanda
gercek hayatta belki de tam
olarak ortaya koyamadiklar
sevgi, ofke, korku, gii¢siizlitk
vb. yogun duygulan, sevdikleri
o0 kahramanin roliine gecerek
disariya yansitma ve rahatlama
firsat1 bulurlar. Farkh rollere
girmek, 2-3 kisiyi aym anda
konugturarak oynatmak, ses
tonu ve bakiglar1 degistirmek

tabii ki 6grenme ve hayal giiciinii

gelistirme adina ¢ocuga pek
¢ok sey kazandinr. Bu sirada
ebeveynlerin, hayal ile gercegin

ayrimin heniiz tam yapamayan
ozellikle 2-4 yas arasi cocuklara b

IMAGINATION AND
REALITY...

The first period of childhood

from 2 to 6 years marks a fast
development in language, mental
and social skills which lets
children to gain autonomy and
engage in activities without their
parents.

In this period they tend to think in
terms of symbols and they want
to explore more sophisticated
games. They create a private
world of their own in which they
identify with animated cartoon
characters. This is not only a fun
pastime activity but also helps
them experience different roles
and attitudes like “you are the
thief, I am the cop”... Mimicking
their favorite animated cartoon
hero also lets them more easily
communicate emotions like love,
anger, fear or weakness that

they might find hard to express
otherwise. Playing different roles,
impersonating 2 or 3 different
characters by gestures and
changing the tone of their voice is
of course very effective in learning
and developing imagination.

At this point it is essential for
parents not to dampen children’s
imagination by constantly talking
about what is real and what is
not; this is especially true for
children of 2 to 4 years of age who
cannot completely distinguish "




siirekli gerceklerden bahsedip
onlarin hayal giictinii ezmemesi
onemlidir. Hayatin dogal akis1 ve
giinlitk sohbetlerle birlikte onlar
da buiytidiikge zaten bu ayrimu
yapmaya baglayacaklardir.

YA OLUMSUZ ETKILER?
Cocugun izleyecegi ¢izgi
filmlerin yagina, zihinsel ve
sosyal geligim diizeyine gére
seilmesi gerekiyor. Ornegin
heniiz ¢ok kii¢iik, muhakeme
yetenegi gelismemis bir cocugun
savag, yok etme, ugma gibi
sahneleri olan ¢izgi filmleri
izlemesi, onu olumsuz yénde
etkileyebilir. Gercek hayatta da
benzer davramsglan deneyip hem
kendine hem de cevresindekilere
zarar verebilir.

Bazi ¢ocuklarda bu kahramanlar
bir tutku haline gelebilir ve
normal hayattan uzaklagip
stirekli bu role biiriinebilirler.
Bu hem adaptasyonlarinda hem
de gevre ile olan iletisimlerinde
sorun yasatir. Her zaman
kazanan kahramanlarin
rolleriyle 6zdeglesmek bazi
¢ocuklarda “En giiglii benim.”
seklinde; siirekli yeterli ve giicli
olma duygusunun gelismesine
sebep olabilir. Fakat gercek
hayatta bu “tiim giicliilik”
sergilenemeyeceginden 6fke,
kizginhk, hayal kinklig gibi
duygular da kagimlmaz olur. M
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reality from imagination. In the
normal course of daily life they
will gradually learn to distinguish

reality from imagination anyway.

HOW ABOUT NEGATIVE
INFLUENCES?

Children must be allowed to
watch only those animated
cartoons that are appropriate for
their age and the level of their
mental and social development.
For instance watching animated
cartoons with action scenes

can be harmful to children

who are too young to develop
reasoning skills. They may want

to mimic what they see and hurt
themselves or others.

Some children may get obsessed
with certain cartoon heroes and
by constantly impersonating
them, they may separate
themselves from the reality

of daily life. This may impede
their adaptation to society and
communication with others.
Identifying with heroes who
always win may lead children

to develop a need “to be the
toughest’, a constant need to

be sufficient and powerful.
However since this state of “total
power” is impossible in real life, W



Eger cocukta abart1 olarak
kabul edilebilecek bu tutum ve
davranislar gozlemleniyorsa,
onu bu fazlaca girdigi belki de
sigindign hayal diinyasindan
¢ikarmak gerekir, Bunun

icin ebeveynin o an ugrasti
isten uzaklagip sadece
¢ocugun istedigi oyunu
birlikte oynamasi, sadece ona
odaklanmasi, onu dinlemesi
ve anlamaya calismas: yeterli
olacaktir.

Ayrica cizgi filmlerdeki
siddet sahnelerinin ¢ocuklar
etkiledigi de unutulmamali.
Stirekli siddet ve saldirganhk
izleyen ¢ocuklarda cevreye
kars1 agresyon ve 6fkenin
arttign bilimsel ¢aligmalarla da
kanitlanmstir. @
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such children inevitably develop
feelings of anger, frustration

and disappointment. If the child
exhibits exaggerated behaviors
and attitudes, an intervention
may be necessary to take him/
her out of that imaginary world
that he/she got too much involved
in or perhaps took refuge in. For
this, parents need to put aside
whatever they are doing and focus
on the child, play with him/her
and try to listen and understand
his/her motives.

Also the fact that action scenes

in animated cartoons have an
impact on children’s psychology
as scientific studies have shown
that children who watch violent
or action scenes too much develop
too much anger and aggression. B ‘

ders caligildiktan sonra gelen bir
6dl olmahdir,
Cocugun farkh aktivitelere
katilmasma yardima olmak, farkl
ugrag ve hobiler gelistirmesini

* saglamak onemlidir (spor aktivitesi,

kitap okumak, birlikte oyun
.oynamak, koleksiyon yapmak vb.)
TIPS FOR PARENTS
Itis very important to keep toddlers
away from TV until they are 3 years.

old. TV has a negative impact on the

development of children’s language,
metal and social skills (such as
learning to talk or to communicate)
especially in their first two years.
As of 3 years of age toddlers may
be allowed to watch educative
programs for maximum one hour

animations before their children and
check if these films are appropriate
for their age and development.
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