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ABSTRACT 

This research sets out to examine digital games containing sexuality and sympathetic violence. The study group 

of the research consists of 5 digital games; 3 digital games with sexuality and 2 digital games with sympathetic 

violence. A checklist developed by the researcher is used as a data collection tool in the study. The research has 

been carried out with the document review method, which is one of the qualitative research methods, and the 

digital games that constitute the study group of the research have been analyzed with the content analysis 

technique. As a result of the research, it has been determined that the digital games involving sexuality include 

explicit body lines, touching (sexually), flirting, kissing (sexually), hugging (sexually), wrong attitude (Begrudge, 

get angry, cry, sorrow, ridicule), body care (like adult) not suitable for their age and wearing clothes that are not 

suitable for their age. Punching, shooting, killing-dying, grappling-fighting, destroying-breaking-smashing- 

damaging, chasing-scaring, crashing, locking – imprisoning, hurt-pain have been determined in digital games 

containing sympathetic violence. Various recommendations have been presented in line with the results of the 

research. Being aware of the great danger in digital games and taking the necessary precautions will positively 

support children's development and guide families and educators. 
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INTRODUCTION 
 

Preschool period is the most important period of life in which physical, cognitive, social- 

emotional, moral and personality development takes place rapidly. The role of environmental 

factors as well as parents and teachers have a quite big place in the development of the child. 

Media is the leading one of these environmental factors. Media has the power and influence, 

directly or indirectly, through which a child can learn the values of love, respect, tolerance, 

cooperation, sharing, kindness, hard work, honesty and responsibility, or internalising problem 

behaviors such as anxiety, fear, introversion, uneasiness and externalising problem behaviors 

such as aggression, anger, stubbornness, lying, jealousy. 
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Children become acquainted with technological devices such as computers, tablets, 

smart phones, and televisions during their preschool years and acquire many of these 

technological devices (Aral & Doğan Keskin, 2018; Bay, 2022; Güngör et al., 2020; Haşıl 

Korkmaz et al., 2018; Özyürek, 2018; Yadav & Chakraborty, 2021). Children spend a 

significant part of their time using technological devices (Ab Razak & Abd Rahman, 2023; 

Ergüney, 2017; Gündoğdu et al., 2016; Lieberman et al., 2009; Özyürek, 2018; Seo & Lee, 

2017). They access the internet via tablets, computers or their parents' mobile phones (Ergüney 

2017). The majority of parents allow their children to use portable computers, tablets and smart 

phones, and preschool children use these tools alone (Güngör et al., 2020). 
 

Parents award children with technological tools (Zehir et al., 2019). They tend to direct 

children to digital technologies for reasons such as distracting them, controlling their negative 

behavior and rewarding their positive behavior (Ateş & Durmuşoğlu Saltalı, 2019). Mothers 

easily use digital games as a game tool to spare time for themselves or housework (Toran et 

al., 2016). 
 

When the research in the literature are examined, it is seen that touch-screen media has 

more negative effects on children than positive, parents restrict their children's media use, but 

they cannot effectively manage their children's media use (Seo & Lee, 2017), they cannot 

control time and content while using digital technology (Ateş & Durmuşoğlu Saltalı, 2019), 

some of the parents do not control their children at all while they use the internet, they do not 

take any precautions against harmful content, and some of them take precautions with filter 

programs or by observing their children (Ergüney, 2017), 11.6% of mothers do not set a certain 

limit for their children's use of computer technologies and do not try to prevent their use while 

others try to prevent their children by distracting them or by taking it away from them and 

talking (Ateş & Durmuşoğlu Saltalı, 2019), fathers use punishment and distraction to restrict 

technology use (Haşıl Korkmaz et al., 2018), when children react against the restriction in the 

use of technological tools, their families resort to methods such as talking to them and 

explaining their harm, punishing them and getting angry at them (Zehir et al., 2019), most of 

the parents are not conscious enough about the use of the internet (Ergüney, 2017), they have 

a high level of concern about the impact of technology (Cengiz Saltuk & Erciyes, 2020), they 

find digital games harmful (Haşıl Korkmaz et al., 2018), they need training on them (Özyürek, 

2018). 
 

Preschool children mostly use technological devices to watch cartoons and play digital 

games (Aral & Doğan Keskin, 2018; Ergüney, 2017; Özyürek, 2018). They spend most of their 

time out of school watching television and playing digital games (Haşıl Korkmaz et al., 2018). 

Their duration of playing computer games is quite long (Akçay & Özcebe, 2012). When the 

researches on the subject are examined, it is seen that preschool children mostly prefer playing 

racing, war/fight computer games and racing, war/fight internet games (Cömert & Güven, 

2017), painting, games with animal characters, car games and games with cartoon heroes 

preferred (Üstündağ, 2019). 
 

Preschool children are extremely curious about many topics such as their own bodies 

and adults' bodies, how they or their siblings were born, gender differences, love and marriage, 

and they constantly ask questions. They can play sexually explicit games, engage in sexually 

explicit conversations, and masturbate. It is very important to satisfy their curiosities in a 

healthy way and to provide an adequate sexual education. Sex education is a life-long process 

that addresses the socio-cultural, biological, psychological and spiritual dimensions of 

sexuality, including emotions, values, attitudes and beliefs, enabling communication, decision 

making, critical thinking, and learning about important issues such as identity, relationships 

and intimacy (SIECUS, 2004). 
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 In this context, with sexual education, children learn the parts of their bodies that can 

or cannot be touched by others, who can kiss their cheek, what abuse is and abusive behaviors 

are, how to reject harassment and how to report it (Reza et al., 2020). In the study carried out 

by İşler and Gürşimşek (2018) to examine the views of parents on the necessity of sexual 

education for children aged 3-6, it was found that parents consider sexual education necessary 

for children to be properly informed and protected from abuse, but they do not talk enough 

about sexual matters with their children, and parents who talk about it with their children 

generally feel uneasy and inadequate. In the study conducted by Ünlüer (2018), it was 

determined that preschool teachers do not find their knowledge about sexuality education 

sufficient and therefore, they avoid planning activities related to sexuality education. It has 

been determined that teachers resort to solutions such as condoning, distracting, participating 

in games, warning and consulting services in the face of children's sexual behaviors such as 

inappropriate touching, sexual play, masturbation, verbal sexuality, and sexual identity. In a 

study with preschool teachers by Cascais et al (2020), the results showed that teachers have 

several difficulties and limited training in child sexual abuse prevention. Based on these results, 

it can be said that preschool children are not given enough sexual education both at home and 

at school, and preschool children who cannot find answers to their questions can satisfy their 

curiosity through the media. 
 

According to the social learning theory in the preschool period, children who learn 

many things learn behaviors related to violence through observation and imitation. The more 

children are exposed to violence, the more they normalize violence and become insensitive to 

violence. Children imitate the heroes of the games. They reflect the violence they see on the 

screen in their games and conversations. Particularly, since the condition of passing to the next 

level in digital games is to apply the necessary violence, children repeatedly apply virtual 

violence and are successful when they apply the necessary violence. Therefore, it can be said 

that the violence in digital games is more effective than the violence in television. In the study 

conducted by Dill and Dill (1998), it was emphasized that identification is stronger than 

identification with television or movie characters because the players choose a character and 

play the role of that character in the video game scenario, so the effects of violence in video 

games are stronger than the effects of violence in movies or television. Violence is, 

unfortunately, internalized by children due to the rapid progress of technology, the rapid change 

in the understanding of business, communication, shopping, entertainment, that the concept of 

"digital world" is used more with the widespread use of the internet, the rapid change in the 

lifestyles of children and young people, the street and neighborhood culture, traditional games 

and entertainment have been replaced by the virtual world and digital world. Moreover, the 

violence in digital games is reflected in the form of fun, funny, applicable, justifiable, 

sympathetic violence as a means of fighting evil and being successful, just like in cartoons. 
 

Based on all these reasons, this research was carried out with the aim of revealing the 

dangers in digital games involving sexuality and sympathetic violence. 
 

 

METHODOLOGY 
 

Design of the Research 
 

The research was carried out with the document review method which is among the qualitative 

research methods, which includes understanding and analyzing documents such as videos, 

pictures, photographs, memories, interviews, various records, journals, legal texts (Kıral, 

2020). In the analysis of the digital games that constitute the study group of the research, the 
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content analysis technique, which includes the analysis of the data obtained by data selection 

(Bowen, 2009) by in-depth analysis, was used instead of data collection. 

 

Study Group 

 

The study group of the research consisted of 5 digital games; 3 digital games containing 

sexuality and 2 digital games containing sympathetic violence, which were determined 

purposefully and obtained from the website of the digital distribution service and a kid-vid. 

Table 1 

Digital Games Constituting the Study Group of The Research 

Name of the game Published in Age Number of Downloads 

Girl Secret Love Story Digital distribution service PEGI 3 1 Mn+ 

Makeover Run Digital distribution service PEGI 3 10 M+ 

Kissing Games in Paris Digital distribution service PEGI 3 100 B+ 

Tom and Jerry: Mouse Maze Digital distribution service PEGI 3 50 M+ 

Ben 10 World Rescue Website of children's channel - Most played game 

 

 

Data Collection Tools 

Table 2 

Sexuality and Violence Checklist 
 Yes Indicators 

Sexuality Explicit body lines 

Kissing (Sexually) 

Touching (Sexually) 

Hugging (Sexually) 

Flirting 

Wearing clothes that are not age appropriate 

Age-inappropriate body care (like adult) 

Wrong attitude (Begrudge, get angry, cry, sorrow, ridicule) 

 

Violence Punching 

Shooting 

Killing-dying 

Grappling-fighting 

Destroying-breaking-smashing-damaging 

Chasing-scaring 

Crashing 

Locking – imprisoning 

Hurt-pain 

 

A checklist developed by the researcher is used as a data collection tool in the study. In order 

to create the checklist, the relevant literature was reviewed and items representing sexuality 

and violence were determined. Among these items, the items that will adversely affect 

preschool children when exposed are included in the checklist. 
 

Data Collection and Analysis 

The digital games, which constitute the study group of the research, were played by the 
researcher and completed. The gameplay of the games was translated into text in detail and 
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evaluated according to the checklist. Sexuality-violence indicators in the game contents are 

shown in tables. 

 

Findings 

Table 3 

Sexual Elements and Indicators in Girl Scret Love Story 
Sexuality indicators Sexuality in the game 

Explicit body lines The physical appearance of the characters is not childish but they have the 

physical features of an adult. The male character has a muscular body 

structure, and the female characters have adult female body features. 

Hugging (Sexually) Male character hugging female character (Sexually) 

Touching (Sexually) Having the male character's hand on the female character's butt while 
hugging. 

Wrong attitude (Begrudge, get 

angry, cry, sorrow, ridicule) 

Seeing that the male and female characters are hugging, the other female 

character is sitting with a book in her hands and crying about this situation. 

 
The male character asks one of the two female characters, “Will you be 

friends with me?, the female character answering yes, the man thanking him. 

Flirting 
When clicking on the mobile phone, the text “Hey I am Kate Hello. You are 

new girl in our school. Yes. Let’s plan some meeting tomorrow. Ok sure” 

appears. 

 The male character brings his hand to his mouth and sends a kiss to the female 

character, the hearts go towards the female character. 

 “Will you marry me” text appears. Lip and heart picture appearing where the 

text is. 

Age-inappropriate body care 

(like adult) 

The female character plucks her eyebrows, squeezes the pimples, does 

makeup. 

Wearing clothes that are not 

age appropriate 

Wearing high heels. 

Kissing (Sexually) The formation of lip marks on the faces of male and female characters when 
 clicking the lip image.  

 

Game name: Girl Secret Love Story (Game 1) 

The purpose of the game: Meeting her boyfriend by completing the tasks that need to be done 
at each level. 

How to play the game: In the credits of the game, it is seen that there is a male character and a 

female character on the right side of the screen, hugging with the man's hand on the female 

character's butt. On the left side of the screen, there is a female character sitting on the stairs 

with her book in her hand. This character is looking at the male and female character hugging. 

She is upset about this situation and cries from time to time. The game consists of 10 levels.The 

game is completed after preparing the school bag, the boy asks one of the two female characters, 

“Will you be friends with me?” the female character answers “yes”, the man says thank you, 

the trash on the floor is thrown into the trash, matching the letters with the word "friends", the 

pencil, eraser and ruler are put in the box, the turtle is painted with 4 different colored pencils, 

the letters A- B- C- D are matched, the notebook is locked with a key (This key hole is in the 

shape of a heart), the female character's top outfit with a skull image remains 
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the same but her skirt changes, a different dress with a skull image comes out on the ironing 

board, spraying water on the dress, ironing the dress and hanging it on the hanger in the closet, 

pouring the milk into the bowl, putting sugar and drinking the milk, putting paste on the 

toothbrush, brushing the teeth, rinsing the mouth, wearing a different outfit, clicking on the 

mobile phone and a female character lying on the bed with the phone in hand, popping out 

“Hey I am Kate Hello. You are new girl in our school. Yes. Let’s plan some meeting tomorrow. 

Ok sure", the female character cleans her face, dries it, plucks her eyebrows, squeezes her 

pimples, does her hair, puts on make-up, puts on earrings, changes clothes, puts on glasses and 

wears a bag and puts on shoes, identifies stairs, curtains, tablecloth and flowers, cleans the 

house, the male character appears on the screen, the female character sings and dances, the boy 

takes his hand to his mouth and sends a kiss to the female character, the hearts go towards the 

female character, the text “Will you marry me” appears, lip and heart picture appearing where 

the text is, matching the words with the picture, determining the carpet, the text “Love, love, 

sweet and kiss” appears, writing the date of meeting and marriage in a notebook, turning this 

notebook into a gift, locking it, making a heart by combining the numbers, appearing lip marks 

on the face of the female and male character when you click on the lip picture, music playing, 

the rain of hearts, the bride and groom states of the characters in the form of dream bubbles. 

 

Name of the game: Makeover Run (Game 2) 

The purpose of the game: A female character walks on a path resembling a podium, collects 

clothes, diamonds and keys, and kisses the male character on the lips at the end of the podium, 

selling herself. 

How to play the game: First, 4 female characters appear on the game screen and a crying sound 

is heard. One of the female characters is dressed worse than the others. This female character 

is crying and the other 3 female characters are making fun of her. The badly dressed female 

character starts to walk sadly on a podium-like path. The character moves left and right as she 

walks to get new clothes, diamonds and keys. When she buys new clothes, she is seen with the 

clothes. As she wears new clothes, her walking changes sexually, she starts walking sexy. At 

the end of the road, the female characters who made fun of the female character before and a 

male character appear. If the male character likes the female character, they kiss on the lips. 

Other female characters get angry at this situation, they get sad and start crying. Angry facial 

expressions appear on the screen. If the male character does not like the female character, he 

does not kiss, gets angry and acts as if to tell her go. When the female character is not kissed, 

she cries and the other female characters rejoice and laugh at this situation. At the end of each 

level, much more harmful game ads and updated ads appear. When passing to other levels, 

dirty clothes, mud, rain appear. When the dirty clothes are touched, the female character's outfit 

changes into that outfit, when the messy hair is touched, the character's hair turns into that hair. 

When he steps on mud, her clothes get muddy. Her clothes get dirty when she gets wet in the 

rain. In some parts of the podium, there are female characters with a water bucket in their hands 

and they pour water on the character walking on the podium, laughing at her. When the female 

character approaches the male character on the side of the road, the male character follows her 

and lays out a dress on the mud so that the female character does not step on the mud. He holds 

an umbrella in the rain or prevents the other female character that will pour water. A male 

follower character can be bought to help the female character, and this male character lays a 

dress on the mud so that the female character does not step into the mud. He holds an umbrella 

in the rain or prevents the other female character that will pour water. With the keys she collects, 

she unlocks other characters and unlocks other male characters that she kisses at the end of the 

road. New outfits can be bought with the collected hearts and diamonds. 
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Table 4 

Sexual Elements and Their Indicators in Makeover Run 

 

Sexuality indicators Sexuality in the game 

Explicit body lines The physical appearance of the characters is not childish but they have the physical 

features of an adult. 

 
Making fun of a female character who doesn't dress well by other female characters. The 

female character cries for this situation. 

 Female character walks down the podium sadly when she's not dressed nicely. 

 Her clothes get dirty when she gets wet in the rain. 

 The female character pours water with a bucket on the female character walking on the 

podium by laughing at her. 

Wrong attitude 

(Begrudge, get 

angry, cry, sorrow, 
ridicule) 

When the female character walking on the podium approaches the male characters on 

the side of the road, the male characters following her lay a dress on the mud for her not 

to step into the mud, hold an umbrella in the rain and stop the female character spilling 

water. 

 She buys a male follower character with the hearts. 

 Followers lay a dress on the mud so that the female character does not step into the mud, 

hold an umbrella in the rain and stop the female character pouring water. 

 When the male and female characters kiss on the lips, this situation causes the other 

female characters to get angry, sad, cry and have angry facial expressions. 

 If the male character doesn't like the female character, he doesn't kiss, gets angry and 

acts as if to tell her go. 

 The female character gets sad and cries since she is not kissed. 

 When the male character does not like the female character and not kiss her, the other 

female characters laugh at her and are happy. 

 She unlocks other characters with the keys she collects on the way and unlocks other 

male characters she kisses at the end of the road 

 The gait of the female character changes sexually as she wears new clothes. 

Kissing (Sexually) İf the male character likes the female character, the male and female characters kiss on 

the lips. 

 

Table 5 

Sexuality İtems and İndicators in the “Kissing Games in Paris” 
Sexuality indicators Sexuality in the game 

Kissing (Sexually) Kissing on the lips by a male and a female character 

Wrong attitude (jealous, angry, 

crying, sad, ridicule, etc.) 
Getting upset when they get caught kissing by someone 

Being happy if they don't get caught kissing by someone 

Name of the game: Kissing Games in Paris (Game 3) 

The purpose of the game: Male and female characters kissing without getting caught by people 
taking photos, passing by and looking at them. 

How to play the game: The game consists of three levels. In the first level, a female and male 

characters appear on the screen. When the male or female character is touched, they start 

kissing on the lips. After a while, and exclamation mark appears, and then a man taking a photo 

in the back. The characters get upset if the kissing characters are caught by the man taking the 
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photo while kissing. They are happy if they are not caught. How many lives, which are in the 

shape of a heart, are left appear at the bottom of the screen. If the characters are caught kissing 

3 times, the game restarts. If the player completes this level in the given time before their lives 

are finished, they move on to the next level. In the second level, after the exclamation mark, 

the man taking a photo and a female character passing by appear. The characters try to kiss 

without getting caught and try to complete this level in the specified time. At another level, 

after the exclamation mark, the man taking a photo, a woman passing by and a man looking 

elsewhere are seen. After the exclamation mark, these characters look at the kissing characters. 

The characters are still trying to kiss without getting caught and they try to complete this level 

in the given time. When this level is completed, the game is over. A male and a female in a 

pink painting appear in front of the Eiffel tower and the text “you are so awesome” appears. 

 
Table 6 

Tom and Jerry: Violence and its İndicators in Mouse Maze Game 
Indicators of violence Violence in the game 

Chasing-scaring Jerry escapes and Tom tries to catch him. 

 Tom jumping on Jerry to catch him. 

Grappling -fighting 
There is a struggle between them when Tom catches Jerry. 

 When Tom catches Jerry and the game is over, Tom grabs Jerry and chokes him in 

his hand. 

Killing-dying When the player fails, Jerry dies (game is over and Jerry levitates as if he were 

dead). 

Crashing Tom is stunned when he hits the wall 

 

Game name: Tom and Jerry: Mouse Maze (Game 4) 

The purpose of the game: To go to the next level by collecting all the cheese without getting 

caught by Tom and to complete the game. 

How to play the game: The game consists of 112 levels. The game takes place in a labyrinth- 

like place and in a different area at each level. The player draws a path that leads Jerry to the 

cheese on the screen. Jerry follows this path, trying to collect all the big slices of cheese. As 

he collects small slices of cheese, he earns points. He has to collect all the big slices of cheese 

in a certain time and go through the hole. When the mouse falls into the trap and holes, he fails 

and the game starts again. Once the level is successfully completed, Tom appears sadly on the 

screen and Jerry walks past. From the 6th level, Tom appears on the screen and he tries to catch 

Jerry while he is trying to collect the cheese. When Tom catches Jerry, a struggle ensues, Jerry 

dies and the game is over. Every time the player loses the game, Tom appears to strangle Jerry. 

From the 9th level, Tom's friend helps him. Two cats appear on the screen and the number of 

Tom's friends increases in the following levels. Jerry can hide inside certain items. Tom is 

stunned when he hits the wall. When Jerry wants to go to a different level to reach the cheese, 

he can go through a certain hole and come out from a certain hole. In some levels, Tom chases 

Jerry down an obstacle course. Jerry tries to collect cheese by overcoming these obstacles 

without being caught by Tom. If he has enough apples when he fails, he can be saved. 

Diamonds can be bought with a fee (credit card). You can also earn points by playing the color 

matching game. As the level progresses, the game becomes more difficult as the number of 

cheese to collect, the number of friends helping Tom and the obstacles increase. 
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Table 7 

Violence and Its Indicators in Ben 10 World Rescue 
Indicators of violence Violence in the game 

Punching Punching with the Z key 

The characters punch the enemies they encounter 

Shooting Making an attack with a special beam via the X key 

 

Chasing-scaring 
Ben 10 and his enemy showing fists at each other and looking rather angrily 

When the game is over, Ben 10 makes a fist with his clock on his arm. 

 
At each level of Ben 10, Ben 10 turns into different characters with frightening 

features such as having four arms, four eyes, red skin, black-striped face, black- 

balled feet, black lips, swelling eyes, black-striped eyelids, claw-shaped hands, 

three toes and fingers on hands and feet, four claws on both hands, tongue is 

made of fire, etc. 

Destroying-breaking- 

smashing-damaging 
The characters walk by stepping onto cars and buses. 

The characters move by breaking down walls. 

Locking-imprisoning Ben 10 appears to save his grandfather and his cousin appears inside the bars. 

Hurt-pain Picture of Ben 10's enemy holding his head and in pain appears. 

Game name: Ben 10 World Rescue (Game 5) 

 

The purpose of the game: The aim of the game is to kill the enemies by overcoming the 

obstacles in front of Ben 10 in mission 1 and mission 2 and save his grandfather and cousin at 

the end of the game. 

How to play the game : The game is played with the arrow keys (up -right - left) and x -z keys. 

The character moves forward (right), backward (left) with the arrow keys, jumps with the up- 

arrow key, punches with the z key and performs his special attack with the x key. The game 

consists of mission 1 and mission 2. Before starting mission 1 and mission 2, there is an enemy 

on the screen opposite Ben 10. Ben 10 and his enemy are punching each other and looking 

very angry. Ben 10 has the characters he transforms into, and next to his enemy, there are 

characters that help him.They also look at each other angrily and show each other fists. When 

the game starts, on the left side of the screen are the pictures of the characters that Ben 10 turns 

into, and the shadow-shaped pictures of these characters on the opposite side. In shadow- 

shaped images, there is a key. As you touch (move your mouse over) the characters on the left, 

different city names appear. The game starts by clicking on the character. Ben 10 turns into 

different characters with frightening features such as having four arms, four eyes, red skin, 

black-striped face, black-balled feet, black lips, swelling eyes, black-striped eyelids, claw- 

shaped hands, three toes and fingers on hands and feet, four claws on both hands, tongue is 

made of fire, etc. This character walks by stepping on cars and buses, breaking down walls by 

punching, jumping over obstacles. He climbs something like a step on the wall. He tries to pass 

without touching the cogwheel-like obstacles. He tries to pass without touching obstacles that 

look like fiery wires. He goes up and down various steps. He tries to gather strength. He tries 

not to touch the incoming fires. He gets into a flying saucer-like vehicle. While doing all this, 

he kills the enemies he encounters by punching repeatedly and whit his special attack. When 

his power is drained, the level starts again. When each level is completed, the character puts 

his hands on his waist and transforms into Ben 10. Ben 10 clenches his hand with his watch 
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into a fist and a text appears saying the level is complete. When mission 1 is completed, a 

picture of Ben 10 rescuing his grandfather and his cousin inside the iron fence appears. When 

the mission 2 is completed, the picture of Ben 10 hugging his cousin and grandfather and the 

enemy holding his head - in pain - appears and the game is over. 
 

 

DISCUSSION 

As a result of the research, it was determined that there was indirectly sexual content in game 

1 and directly in game 2 and game 3. It has been determined that the sexual content in Game 1 

is presented less harmless and innocent by combining it with preschool activities such as 

throwing the garbage on the floor into the trash, painting the turtle, matching letters. It has been 

found out that game 2 is not suitable even for adults in terms of morality, and game 3 is not 

suitable for children. Unfortunately, there are images and contents that preschool children 

cannot make sense of when they see them such as explicit body lines, touching (sexually), 

flirting, kissing (sexually), hugging (sexually), wrong attitude (Begrudge, get angry, cry, 

sorrow, ridicule), body care (like adult) not suitable for their age and wearing clothes that are 

not suitable for their age in the games examined. Children's encounters with images and content 

that they cannot make sense of when they see may cause them to acquire false information, to 

develop different attitudes that are not suitable for the values of the society they belong to, 

especially through cartoons and digital games, and to display and be exposed to inappropriate 

sexual behaviors in the later years of their lives. Therefore, it can be said that children face a 

serious danger. In the research conducted by Sağlam and Kayaduman (2018), it was determined 

that all of the game sites that children can access easily contain elements with sexual content. 

In the research conducted by İşliyen (2020), it has been determined that one of the most 

important themes with sexuality in cartoons is "kissing" of cartoon characters. In addition, it 

can be said that especially in game 2, female characters are presented as a sexual object and as 

misogyny created by popular culture and presented to society (Baydar, 2013). In a study 

conducted by Behm-Morawitz and Mastro (2009) with 328 undergraduate students, it was 

found out that female self-efficacy was negatively affected by the games played with sexualized 

female characters. The obtained results show that playing a sexualized video game hero 

negatively impacted people's beliefs about women in the real world. In the research conducted 

by Yiğit Açıkgöz and Yalman (2018), it was found that the normalization of negative elements 

such as violence, racism, sexuality and gender in digital games made wrong coding in children's 

subconscious, children playing games had difficulty in distinguishing between fiction and real 

life, some negative elements imposed on them, and they carry these behaviors into their daily 

lives as well. 
 

The most obvious form of sympathetic violence in game 4 and a different dimension of 

sympathetic violence in game 5 were identified. Game 4 and game 5 are cartoon games. It can 

be said that children prefer more the games of the cartoons of the heroes that they see on the 

screen, watch fondly, recognize and want to be in their place. In the study conducted by 

Üstündağ (2019), it was determined that children generally prefer the games of the cartoons 

they watch. In the research conducted by Zhang (2015), it was stated that “Ben 10 games” is 

among the most popular search terms. In the digital games examined, punching, shooting, 

killing-dying, grappling-fighting, destroying-breaking-smashing-damaging, chasing-scaring, 

crashing, locking – imprisoning, hurt-pain were determined. 
 

The most obvious form of sympathetic violence is seen in Game 4. In this dimension 

of sympathetic violence, especially seen in cartoons and cartoon games, violence is shown as 

extremely entertaining, funny, innocent and cute. Fast transitions and colors attract the attention 
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of children. Children laugh at and have fun with the violence that is hidden in the fun and 

reflected funny. For all these reasons, it can be said that they are not aware that the violence 

they watch, play and try to achieve is violence. In the research conducted by Atik and Ebren 

(2015), in the cartoon Tom and Jerry, it was stated that the fact that the characters are constantly 

fighting and there is always a winner and a loser, Tom chases Jerry with the household items 

in his hands, Jerry's cunning ideas try to defeat Tom, causing the children to be exposed to 

sympathetic elements of violence as well as entertaining and making them laugh, and so that 

violence is normalized. In the study conducted by Ghilzai et al. (2017), it was emphasized that 

children imitate the Tom and Jerry relationship in their relationships with their peers and 

siblings. In the research conducted by Atu and Anshi (2020), it was stated that the contents of 

the "Tom and Jerry" cartoons negatively affect the behavior of children, but the contents of the 

"Tom and Jerry" cartoons also provide educational benefits. Islam et al. (2021) emphasized in 

their research how “Tom and Jerry” reflects violence within the scope of slapstick comedy. 
 

Although the elements of sympathetic violence such as humor and fun are not included 

in Game 5, Ben 10's use of violence to fight villains is another dimension of sympathetic 

violence. Ben 10 uses violence to save his grandfather and cousin. In this dimension of 

sympathetic violence, which is very common in digital games, cartoons, and TV series, 

violence is used to fight villains and evil and to help others, the violent person is shown as right, 

a good character, correct and strong, therefore, it arouses a feeling of closeness and a desire to 

resemble the perpetrator of violence. This desire for resemblance makes the games of these 

cartoons more attractive due to such cartoons. The trade of bags, clothes, etc. belonging to such 

cartoon games further increases the interest in such games. In the research carried out by 

Nwabueze and Okonkwo (2015) with mothers, it was found that the majority of children 

watched the Ben 10 cartoon series regularly, the Ben 10 cartoon series affected children's 

behavior, it was not a good cartoon for children and it contained a lot of violence, children 

imitate the bad behavior of the characters in the cartoon (such as Ben 10 and the fight of their 

enemies), dress like Ben 10, talk like Ben 10, and try to imitate the violent behavior of Ben 10 

and his team. In addition, among the negative effects of the cartoon, the fights of children to 

defend the weak were emphasized. In the research conducted by Doğan and Göker (2012), it 

was determined that the most popular program among children is the cartoon called Ben 10, 

and the hero that children most wanted to be in his place is Ben 10. It has been emphasized that 

Ben 10 uses violence to fight evil. In the research conducted by Ergeç and Doğan (2016), it 

was determined that violence was encountered in the dimensions of self-attack, attacking 

others, and attacking the environment in the cartoon Ben 10: Omniverse/Ultimate. Yıldız 

(2016) stated in their research that the Ben 10 cartoons had the most violent content. It was also 

determined that verbal violence such as intimidation, humiliation, shouting, insult, threat, 

nicknaming, etc., physical violence such as punching, wounding, killing, psychological 

violence such as belittling, defamation, exclude, mocking, and punishment of bad and unjust 

heroes through violence, firearms and guns were used as a means of violence. 
 

In a study conducted by Zhang et al. (2021) with 300 children who went to 

kindergarden, it was found that violent games increased aggressive cognition and aggressive 

behavior. In another study conducted by Zhang et al. (2021) with 480 children who went to 

kindergarden, it was determined that the aggressive behaviors of the children exposed to violent 

video games increased. It is seen that it was emphasized in the research examined that 

preschool children who are not yet ready to use the internet correctly are faced with many 

dangers, they are vulnerable to content that encourages violence, pornography and bad habits, 

their family communication, socialization and consumption habits are affected negatively 

(Ergüney, 2017), as their duration of playing digital games increases, their tendency to and 
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concentration of playing games decreases (Gözüm & Kandır, 2020), and video games 

negatively affect their health (Rechichi et al., 2017). It can be said that children who play such 

dangerous digital games in the preschool period will be more at risk in the coming years 

depending on their digital game playing habits. 
 

It has been determined that the digital games that primary school students play the most 

are not educational games, they mostly prefer entertainment games such as car racing, dressing 

up, Minecraft, war-gun, Tom, football, Subway Surfers (Özer, 2020), among the 2nd grade 

female students, dress up games are mostly preferred, Subway Surf is the most preferred game 

among 3rd grade female students, fighting games are preferred among 2nd grade male students, 

war games are the most preferred among 3rd grade male students (Öztabak, 2017), action- 

adventure, war and racing games are mostly preferred among secondary school students 

(Korkmaz & Korkmaz, 2019). 
 

When the studies on digital games related to different age groups are examined, it was 

determined that contrary to what the students stated, they were not aware of whether the 

computer games they played were violent or not (Burak & Ahmetoğlu, 2015), violent games 

cause some behavioral and academic problems (Hastings et al., 2009), aggression (Milani et 

al., 2015), aggressive feelings, thoughts and behaviors, physiological arousal and 

depersonalization (Barlett et al., 2009). It was also determined that as students' addiction to 

digital games increases, their subjective well-being levels at school decrease (Baysan et al., 

2019), since online game sites contain sexual content and encourage negative behaviors, it 

poses a risk to children (Sağlam & Kayaduman, 2018), they desensitizes children to violence 

and may cause violent behavior, leading to social isolation, obesity and distraction (Allazzam, 

2015), they causes mental problems such as anxiety, aggressive attitude and depression, and 

health problems such as musculoskeletal system problems, dry eyes, pain and deterioration in 

sleep quality (Mustafaoğlu & Yasacı, 2018), they pose a risk for dangerous behavior related to 

firearms (Chang and Bushman, 2019), and due to the widespread presence of advertisements 

on unhealthy food products in the games, they cause children to make inappropriate demands 

(Akcan & Kazaz, 2020). In the research carried out by Vatandaş (2020), it was emphasized that 

the concepts of brother, close friend, friend, neighborhood disappeared, the concept of rivals 

that were scored by damaging-destroying increased due to a life spent in front of the screen, 

and that violence is one of the most common themes of digital games. In the study conducted 

by Ceylaner and Yanpar Yelken (2017), it was determined that especially female students were 

disturbed by the slang content in the games. In the study conducted by Tutkun et al. (2017) to 

determine the effect of television and digital games on secondary school students' tendency to 

violence, it was determined that the characters that the students liked the most and took as an 

example were superheroes, one of the behaviors they want to do the most is to catch/kill the 

bad guys, the main features they like in the characters they take as examples are that they fight 

well and are strong and the main features they do not like is losing the fight / being beaten, and 

the behavior they wanted to display the most as a solution was the desire to beat their friend in 

the case of a problem with their classmates. 
 

Game 1, game 2, game 3 and game 4 are classified as PEGI 3 and have been 

downloaded in large numbers. Game 5 is among the most played games on the website of 

children's channel. Although it is designated as PEGI 3, unfortunately, there are many examples 

of similar and much more harmful games that are very harmful for preschool children, both 

with the messages they give and the images they contain. 
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CONCLUSION AND RECOMMENDATIONS 
 

As a result of the research, it has been determined that the digital games involving sexuality 

include; explicit body lines, kissing (sexually), touching (sexually), hugging (sexually), flirting, 

wearing clothes that are not age appropriate, age-inappropriate body care (like adult), wrong 

attitude (begrudge, get angry, cry, sorrow, ridicule). In digital games containing sympathetic 

violence; punching, shooting, killing-dying, grappling-fighting, destroying- breaking- 

smashing-damaging, chasing-scaring, crashing, locking – imprisoning, hurt-pain were 

determined. 
 

It is extremely important for parents and educators to fulfill their responsibilities, 

complain to the relevant authorities and fight against them. It can be recommended that parents 

should prefer safe internet such as family profile and child profile, and not give pre-school 

children a phone, tablet or laptop to use alone, they should keep these devices in a common 

area of the house such as the living room and kitchen, they should identify educational and non-

negative digital games for their children, they should play the games themselves first then play 

with their children, they should talk to their children about the digital game they play, they should 

be in cooperation with educators and other families, spend quality time with their children and 

so reduce their children's desire for digital games. 
 

In solving the problem, the very first step is for educators to be very good observers, to 

investigate the causes of children's undesirable behaviors, and to research the games that 

children play, talk about in their conversations, and imitate the heroes. It may be suggested to 

organize informative activities, seminars, panels, conferences and meetings about the positive 

and negative effects of digital games on children, the reasons for the negative effects of digital 

games on children, examples of negative digital games, how negative digital games affect 

children negatively, positive digital game suggestions, how positive digital games affect 

children positively, what to do as parents. It may be suggested to share posters, brochures, 

cartoons, videos, etc. about these topics. 
 

Within the scope of preventing sexual abuse and violence, it can be recommended to 

prepare educational programs and public service announcements for both parents and children. 

Since the cultural and moral structures of societies are different from each other, it can be 

suggested that each country has its own evaluation mechanism and age classifications of games 

should be made accordingly. 
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