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Ozet

Bu calismanin amaci, son yillarda tiim diinyada ve iilkemizde biiyiik yanki uyandiran ve yaklasik
200’e yakin ¢ocuk ve ergenin intiharindan sorumlu tutulan ve otoritelerce simdiye kadarki en tehlikeli
ve en Oliimciil bir meydan okuma oyunu oldugu iddia edilen ““Mavi Balina” (The Blue Whale) adl1
¢evrim ici oyunun ¢ocuk ve ergenler {izerindeki intihara siiriikleyici etkisini, Edwin Shneidman’in
Vintihar kiipii” modeli baglaminda analiz edip, degerlendirmektir. Bu ama¢ dogrultusunda ““Mavi
Balina” oyununda yer alan ve oyunculardan elli giin boyunca sirasiyla yerine getirilmesi istenen elli
gorev, Shneidman'in’ “intihar kiipii” modelinde yer alan aci (pain), baski (press) ve huzursuzluk
(perturbation) gibi {i¢ temel psikolojik faktor baglaminda incelenmis ve modelle iligkisi saptanan
gorevler analiz edilerek degerlendirilmistir. Calisma nitel arastirma yontemlerinden dokiiman analizi
yontemi kullanilarak gerceklestirilmistir. Bu c¢alismanin, bundan sonraki zamanlarda ortaya
cikabilecek benzer yapidaki oyunlarin kullandig: psikolojik stratejileri ¢oziimleme ve dolayisiyla da
cocuk ve ergenleri bu tiir zararl igerikli oyunlardan koruma siirecindeki bireysel ve toplumsal
bilinclenmeye 6nemli katkilar saglayacag: diistiniilmektedir.
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Giris
Oyun oynama davranisinin ¢ocuk ve ergenlerin gelisiminde 6nemli bir rolii oldugu
bilinmektedir. Ge¢miste oyunlar genelde park, bahge ve sokaklar gibi actk mekanlarda ve ¢ocuklarin
birbiriyle etkilesimi ile gerceklesirken, giintimiizde bilgisayar ve internet teknolojilerinin gelisimiyle
birlikte daha ¢ok kapali mekanlarda ve sanal ortamlarda gergeklesmeye baslanmistir (Horzum, Ayas
ve Cakir, 2016). Bilgi ve teknoloji sentezinin bir {iriinii olarak ortaya ¢ikan ve ¢ok boyutlu bir dijital
medya formu olma 6zelligi tasiyan ¢evrim i¢i bilgisayar oyunlar: ¢cogunlukla ergenlik dénemindeki

kullanicilarin daha aktif olarak katildig: bir mecradir.

Bilgisayar oyunlarin yayginlasmasina paralel olarak bu durumun cocuklar ve gengler
tizerindeki olumlu ve olumsuz etkileri de sorgulanmaya baslanmistir (Ferguson, 2007). Bir taraftan
cocuk ve genclerin davranisglarina etki eden bu teknolojiler, diger taraftan sanal ortamin disindaki
yasami da etkiler hale gelmistir. Ozellikle de bazi gevrim igi oyunlar takipgilerini, sanal diinyanin
smirlarinin disina ¢ikararak gercek diinyayr bir oyun sahasi olarak onlara sunmaya baglamistir

(Giines, 2016).

Kisisel giivenlik ve gizlilikleri konusunda ¢ok fazla bilgi sahibi olamayan gocuk ve ergenlerin,
¢evrim i¢i oynadiklar1 bu oyunlarin zararl etkilerinden, kendilerini ¢ok da fazla koruyamadiklar:
goriilmektedir (Yilmaz ve Biricik, 2017). Bunun sonucunda da haliyle bu mecranin en savunmasiz
kullanicilar1 da onlar olmaktadir. Bu baglamda da internet iizerinden oynanan bazi ¢evrim ici
oyunlarin ve sosyal medyada maruz kalmnan bazi zararl igeriklerin, ¢ocuk ve ergenlerin ruhsal ve
fiziksel sagliklarini tehdit ettigi, hatta baz1 vakalarda yasamlarii sonlandirmaya varacak kadar ileri

diizeyde zararh etkilere yol actig1 bilinen bir gercektir.

Hindistan polisinin 29 Agustos 2017’de kayitlara gectigi 13 yasindaki Parth Singh adl
¢ocugun intihar1 arkasinda “"Mavi Balina” (The Blue Whale) adl1 bir ¢evrim i¢i oyununun oldugunun
tespit edilmesi ile bir oyunun ne diizeyde dogrudan tahribat yaratabilecegi iizerine tiim diinyada
dramatik bir bakis yiikselmeye basladi (Tribune India, 2017). Aslinda Hindistan’daki bu intihar
vakasinin en Onemli Ozelligi oyun ve intihar arasindaki bagin ilk defa ¢ok acik bir bigimde
kurulabilmis olmasiydi. Hindistan’da dikkat ¢eken bu vakadan sonra geriye doniip bakildiginda,
oyunun gevrim i¢i dolasima girdigi tarih olan Kasim 2015 ile Nisan 2016 tarihleri arasinda Rusya’ da
gerceklesen 130 civari ¢ocuk intiharmin 6nemli bir kismimin altinda “"Mavi Balina” oyununun
olabileceginden kugkulanildi ve uzmanlarca bu yonde baslatilan incelemeler sonrasinda bu tarihler
arasindaki bazi intihar vakalarinin gercekten de bu oyundan kaynaklandig: tespit edilmis oldu (The
Sun, 2018). Sonrasinda ise hizla iglerinde Tiirkiye'nin de oldugu pek ¢ok iilkeden “Mavi Balina”

oyunundan kaynakli benzeri intihar vakasi haberleri pes pese gelmeye basladi.
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Orijinal ad1 ""The Blue Whale Challange” olan ve lideri 22 yasindaki Philipp Budeikin basta
olmak tizere Nikita Neoronov ve Iya Sidarov adli kisiler tarafindan Rusya’da kurulan bu ¢evrim igi
oyun incelendiginde, bilinen oyunlardan farkl bir yapiya sahip oldugu goriilmektedir. Bir sosyal ag
tizerinden gonderilen mesajlarla yayilan “"Mavi Balina” adli bu oyun meydan okuma iizerine kurulu,
oyunculara verdigi yerine getirilmesi gereken gorev mesajlariyla onlar1 intiharin esigine siiriikleyen
bir oyun olma 0zelligi tasimaktadir (Mullin, 2017). Oyun daha ¢ok intihara meyilli biraz depresif ve
ice kapanik cocuk ve ergenleri kendisine potansiyel hedef olarak se¢gmektedir. Oyun ilk zamanlarda
internette bu konular1 isleyen bir Rus internet sitesi olan “vk’” adli bir forum sitesi iizerinden
baglamis, sonrasinda ise internet iizerinden gonderilen viriis uzantii mailler yoluyla, farkh

iilkelerden yeni kurbanlari hedefine almay1 basarmistir (Adeane, 2019).

Her ne kadar ortaya ¢ikan intihar vakalar1 sonras: bir dijital oyun olarak giindeme taginmis
olsa da konuyla ilgili beyanlar degerlendirildiginde ""Mavi Balina” adl1 oyunun hi¢ de basit bir dijital
oyun olmadig1 ¢evrim igi tabanh diger iletisim uygulamalari ile (Whatsapp, Instagram, Facebook vb.)
sanal-gercek duvarini yikacak denli entegre bicimde ““hedefi” (kurbamni) ile iletisim kuran "‘interaktif”
bir ¢evrim i¢i meydan okuma platformu olarak tanimlamak daha dogru olacaktir. (Yilmaz ve Candan,
2018). Mavi Balina oyunun tasimis oldugu bu meydan okuma ozelliginde oyuncular kendilerinden
istenilen gorevleri ¢ok da sorgulamaksizin yerine getirerek bir anlamda meydana okumaya karsilik
vermis olmakta ve bdylelikle yonetici tarafindan bu asama icin basarili olarak atfedilerek bu
motivasyon ile bir sonras1 gorevler i¢in hazir ve uyumlu hale getirilmektedir. Walma Van der Molen
ve Jong Bloed tarafindan, Hollanda’da 9-13 yas grubu ¢ocuklarla ¢evrim i¢i oyun oynama nedenleri
iizerine yapilan bir arastirma da bu yas grubundaki ¢ocuklarda ““meydan okumanin” oyun oynamak

i¢in en popiiler nedenlerin basinda geldigi saptanmuistir (Jinghui, 2011).

Ergenlik donemindeki g¢ocuklarda daha sik rastlanilan bu meydan okuma ve korkusuz
davranislarin goriilme nedeni olarak “ergen benmerkezciligi” adi verilen bir diisiince biciminin
roliiniin bunda etkisi oldugu sdylenebilir. Ozellikle de ergen benmerkezciligi kavraminin bir
boyutunu olusturan kisisel efsaneler kapsaminda degerlendirilen ve “*Omnipotent” diisiince olarak
da ifade edilen “‘kudretlilik’” “‘yikilmazlik’” ya da “‘bana bir sey olmaz” seklindeki diisiinme bicimi,

ergenlerde bazi riskli meydan okuma davranislarinin goriilme nedenini agtklamaktadir (Elkind,1980).

Cocuklar ve ergen oyuncu kitlesi bazen sanal ortamdan ¢ikip gercek hayata da sigrayabilen bu
meydan okuma davramslarini  ve oyunlardaki karakterleri kendileri ile 6zdeslestirerek
benimsediklerinde daha fazla uyma davramigini gergeklestirdikleri goriilmektedir (Yiicel ve San,
2018). Ciinkii meydan okumaya dayali baz1 etkilesimli oyunlarda, oyunun yoneticileri tarafindan

bazen gercek hayatta yapilmasi istenen bir eylemin gerceklestirilmesinin istenmesi sonucu bu durum
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sanal ve gerceklik iceren eylemler arasi gegisleri karmagik hale getirilebilmekte, bu da ¢ocuklarda
sanal ve gerceklik algilarinin bazen karistirilmasina hatta algisal bozukluga gidebilecek bir siirece bile

neden olabilmektedir (Burrows, Nettleton, Pleace, Loader ve Muncer, 2000).

2016 yilinda Rusya’ da énce oyunun kurucusu ve lideri olan Philipp Budeikin arkasindan da
diger kurucular yakalanarak hapis cezasina garptirilmislardir. Mahkemede su¢unu kabul eden Philipp
Budeikin ifadesinde oyunu oynayan c¢ocuklar1 temizlenmesi gereken *‘biyolojik atiklar” olarak
nitelendirmis, diger kuruculardan Nikita Neoronov ise ifadesinde intihar eden ¢ocuklarin *‘zayif”
olduklar1 igin “‘yasamayi hak etmediklerini” sOylemistir (Siiper Haber TV, 2018). Diger yandan
kurucular hapisteyken de kullanicilara giden tehlikeli talimatlarin 6nii arkasinin kesilmemesi oyunla
ilgili hentiz desifre olmamis olan baska yoneticilerin de oldugu siiphesini akla getirmektedir. Ayrica
oyunun kurucu liderinin eski bir psikoloji 6grencisi digerlerinin ise finans yoneticisi ve bir kadin
akademisyenden olusmas: bu kisilerin oyunu planlarken intihara iliskin siirece dair bir takim
psikolojik faktorleri iyi bildiklerinin ve profesyonelce kullandiklarinin bir gostergesi olarak

degerlendirilebilir.

Hatta oyunun igindeki kullanilan tiim bilingalt1 ses ve gorsel se¢imlerin ve oyunun isminin
“"Mavi Balina” olmasi bile birer stratejinin {iriinii olarak degerlendirilebilir. Ciinkii balinalarin bazen
agiklanamaz sekilde siiriiler halinde karaya vurarak intihar eden hayvanlar olarak bilinmesi bu ismin

bu oyun i¢in neden se¢ilmis oldugu savini da bir bakima dogrular niteliktedir.

Resim 1.Yalnizligin temsili olarak bir balina

Yukarida Resim 1’de yer verilen bu goriintii oyunla ilgili sitelerde en ¢ok kullanilan
gorsellerden biridir. Resimde sehrin iistiinde tek basina siiziilen bir balina vardir. Ciinkii balinalar i¢in
yapilan bazi ‘‘sembolik” tespitler, onlarin yalmizligi seven, {izgiin goriiniimlii " ‘melankolik”

hayvanlar olarak bilinmeleri ve ayn1 zamanda yalnizlig1 temsil etmeleridir (Adeane, 2019).
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Sonug olarak “"Mavi Balina” adli oyunda gerceklik algisina iliskin kontrolleri oyun boyunca
verilen agir gorevler ile Snemli Olciide tahrip edilerek zayiflatilan ¢ocuk ve ergenler, oyunun
kurucular1 tarafindan yonlendirilmekte ve bir dizi gorevleri yerine getirmeye zorlanmaktadir.
Savunmasiz ve gercegi ayirt etme giicii yetiskinlere gore daha az gelismis bu ¢ocuk ve ergenler,
verilen gorevleri yerine getirmedikleri takdirde ailesi ve sevdikleri ile tehdit edilmekte ve intihara
zorlanmaktadir (Yilmaz ve Biricik, 2017). Ayrica ana hedef kitlesi ¢ocuk ve ergenler olan bu oyunun
en can alicl noktasi ise kisiyi huzursuzluga itmesidir. Ozgiiven sarsici, kisiligi zedeleyici telkinler
vererek hedefindeki ergenlerin yasama sevincini sistematik bir sekilde yok etmeyi hedefleyerek
beraberinde kurbanlarmmin yogun bir depresyon sarmalina girmesine ve hizla intihara dogru

stiriikklenmesine neden olmaktadar.

Bu baglamda ¢evrim i¢i diinyanin tasidigi potansiyel risklerin en biiyiigii olarak goriilen
intihar davranisinin etki siirecinin daha iyi anlasilip, ¢oziimlenebilmesi i¢in farkli bakis acilariyla
konuyu ele alip incelemeye ihtiya¢ vardir. Ge¢gmisten giiniimiize intihar siirecini agiklayan ve bu
konuda goriis ortaya koyan gesitli yaklasimlar vardir. Bu yaklasimlar icinde intihar siirecini farkl: bir
bakis agistyla ele alip degerlendiren ve siirece iliskin psikolojik temelli bir yaklasim ortaya atanlardan
biride hi¢ kuskusuz ki intihar konusunda yaptig1 calismalarla tanman {inlii intihar bilimci Edwin

Shneidman’in ortaya attig1 “‘intihar kiipi” modeli yaklagimidur.

Bu modelin agiklamasimma ge¢meden Sneidman’in intihar tanimina bir goz atmakta fayda
vardir. Shneidman’a gore intihar, “'dayanilmaz ruhsal acilari, agir sorunlari olan, sasirmis, bozulmus
ve glicii azalmis benligin ¢dziim arayiaa bir eylemidir". O, intihar davranisini insanlarin
dayanabileceklerinin iistiindeki ruhsal aciya karsi gostermis olduklar1 bir tepki olarak gérmektedir

(Shneidman, 1998).

Shneidman’ (1987) de gelistirdigi “‘intihar kiip” modelinin temel eksenlerinden biri, intihar
davranisini kavramsallagtirmak igin ii¢ boyutlu bir model onermesidir. Bu kiip modelindeki ii¢ kritik
“P" faktorii ("3 P") Ingilizce; pain, press ve perturbation olarak adlandirilan birbirine bagli iig

faktorden meydana gelmektedir (Aflague, 2004).

Asagida Shneidman’in “intihar kiipii”modeli Sekil 1" de verismistir.
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Shneidman’in intihar Kiipii Modeli

Baski (stress)

Tamamlanan
""" INTIHAR

Acl (pain)

Huzursuzluk
1 2 3 4 5 (perturbation)

(Shneidman, 1987)

Sekil 1. Shneidman’in “intihar kiipti” modeli

Bu kiipiin {i¢ yiizeyinde sirasiyla; ac1 (pain), bask: (press) ve huzursuzluk (perturbation) gibi
ii¢ psikolojik faktor yer almaktadir. Shneidman, intihar davraniginin, bu yiizeylerin ii¢ ekseninde yer
alan {i¢ psikolojik kuvvetin birlesiminden olusan bir kiip goriintiisiine atifta bulunarak
anlagilabilecegini savunmaktadir. Modelin ilk ekseni, 1-5 arasinda degerlendirilen dayamilmaz bir
psikolojik aciy1 (ruhsal agri) temsil eder. Tkinci eksen 1-5 arasinda degerlendirilen giiglii bir dig
kaynakli psikolojik baskiy1 (stresi) temsil eder. Son olarak, iigiincii eksen ise 1-5 arasinda
degerlendirilen huzursuzluk (birinin duygusal olarak sarsildigi, rahatsiz edildigi) durumunu temsil

eder (Shneidman, 1987).

Ac1 (Pain)

Shneidman, ilk olarak psikolojik aci olmadan intihar niyeti ve davranisinin olmayacagini
belirtmis; psikolojik acty1 yalmzlik, korku, kaygi, caresizlik, umutsuzluk, depresyon, keder, utang,
sugluluk, gibi olumsuz igsel deneyimlere esdeger, dayamilmaz eziyetli bir ruh hali olarak

tanimlamistir (Shneidman,1993). Bu tepkiler diisiik (bir) ile yiiksek (bes) arasinda derecelendirilmistir.

Baski1 (Press)

Bireye yapilan ve bireyin duygu, diisiince ve davraniglarini etkileyen her tiirlii zorlamalar
olarak tanimlanmuistir. Biitiinsel bir bakis agisiyla da ele alindiginda, bireyin tizerindeki kisiler arasi ve
sosyal etkiler baski olarak degerlendirilebilir (Berman ve Jobes, 1997). Bu baskilar hem gercek
olabildigi gibi hem de bireyin algilarindan kaynakli da olabilir (Jones, 2011). Bu tepkiler diisiik (bir) ile

yiiksek (bes) arasinda derecelendirilmistir.
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Huzursuzluk (Perturbation)

Bireyin genel duygusal tiziintii hali olarak tamimlanmakta ve bireyin psikolojik baskilara
tepkisi veya {liziilme deneyimi anlamina gelmektedir. Huzursuzluk, diisiik icsel kontrol, tahrik ve
riskli davranislar i¢in egilimi yansitmaktadir (Jones, 2011). Bu tepkiler diisiik (bir) ile yiiksek (bes)

arasinda derecelendirilmistir.

Shneidman, intihar siirecinde anahtar kavramin psikolojik act olduguna inanir ve intihar
“acilar katlanamayacak diizeye ¢iktiginda ortaya ¢ikan bir eylem olarak tanimlar” ve dolayisiyla da
intihar1 Onleme girisimlerinin basarili olabilmesinin de ancak bireyin psikolojik acilarinin
azaltilmasiyla miimkiin olabilecegini sdyler (Shneidman, 1993). Shneidman' a gore, psikolojik acilar,
yani sugluluk, korku, panik, yalmizlik ve garesizlik gibi olumsuz duygular bir siire sonra zihinsel
acilara doniisiir (Shneidman, 1999). Beraberinde buna distan gelen ezici baskilar da eklendigin de bu
durum akabinde igsel rahatsizliklara, yogun huzursuzluk ve tedirginliklere yol acar. Tiim bunlarin
sonucunda ise bireyde bilissel daralmalar baslar. Bireyde bu yogun endise ve psikolojik baskidan
yani, zihinsel aciya cevap verme zorunlulugundan kagmak igin intihar etme yolunu tercih eder
(Shneidman, 1992). Fakat Shneidman bu durumdaki biitiin insanlarin mutlaka intihar edecegi
anlamimin ¢ikarilmamasi gerektigini de ayrica vurgular (Carlo, Corso, Sipio, Scarcella, ve Sorvillo,

2016).

Intihar davraniginin ortaya cikmasinda {i¢ bilesenin her birinin yiiksek seviyeleri
bulundugunda (5-5-5) yani maksimum aci, maksimum baski ve huzursuzluk birlesimi intihar icin en
tehlikeli ve gliclii durumu simgelemektedir. Yani kiipiin (5-5-5) kosesinde intihar riski daha fazladir
(Shneidman,1987). Shneidman'in “‘intihar kiipii” modelinde yer alan aci, baski ve huzursuzluk gibi
faktorler goz oniine alindiginda ergenlik doneminin psikolojik acilarin, ¢evresel baskilarin ve bunlara
bagh olarak yasanan huzursuzluk duygularinin en yogun olarak yasandigi bir donem olmasi
nedeniyle bu dénemde intihar davranisinin goriilme riski de diger gelisim dénemlerine gore daha

fazla olmaktadir (Gengtanirim, 2004).

Bu arastirma 6zellikle intihar gibi ergenlik doneminde daha sik rastlanan riskli bir durumun
etki nedenlerinden biri olan internetteki ¢evrim i¢i oyunlardan simdiye kadarki en tehlikesi olarak
literatiire gegen ve bir nevi “"meydan okuma’’ ve 6liim oyunu’ olarak da adlandirilan “"Mavi Balina’
adl1 bir ¢evrim i¢i oyunu Shneidman’in “‘intihar kiipti” modelindeki boyutlar {izerinden analiz edip,
degerlendirmek ve oyunun arkasindaki psikolojik etki siirecini ortaya ¢ikarmak amaciyla
gergeklestirilmistir. Giiniimiizde bu tiir oyunlara erisimi engellemeye iliskin teknolojik miicadelelerin
tek basma yeterli olmadig1 goriilmekte ve psikolojik bir miicadelenin de gerekliligi ortaya

¢itkmaktadir. Bu ¢alismanin ¢ocuk ve ergen intiharlari ile miicadele baglaminda bu ve bundan sonraki



KEFAD Cilt 20, Say1 3, Aralik, 2019

zamanlarda ortaya c¢ikabilecek benzer yapidaki oyunlarin temel stratejilerinin ¢6ziimlenmesi
dolayisiyla da ¢ocuk ve ergenlerin bu tiir tehlikeli oyunlardan korumas: siirecinde ebeveynleri,
egitimcileri ve psikolojik yardim alaninda calisan uzmanlar ile diger ilgili devlet kurumlarim

bilgilendirmeye yonelik 6nemli katkilar saglayacag: diistiniilmektedir.
Yontem
Arastirma Modeli

Bu calisma “"Mavi Balina” (The Blue Whale) adli bir ¢evrim i¢i oyunun kurbanlarin intihara
suritklemedeki stratejilerinin, Shneidman’in “‘intihar kiipii” modeliyle iligkilendirilerek analiz edildigi
betimsel bir ¢alismadir. Calismada nitel arastirma yontemlerinden biri olan dokiiman incelemesi
kullanilmistir. Dokiiman incelemesi, arastirilmasi amaglanan olgular hakkinda bilgi veren yazili ve
gorsel materyallerin analizini icermektedir (Goodson ve Walker, 1988; Yildirim ve Simsek, 2013). Bu
¢alismada analiz edilecek dokiiman ""Mavi Balina” adli ¢evrim i¢i bir oyundur. Oyunda yer alan elli

gorev Shneidman’in “'intihar kiipii” modeline dayanarak incelenmistir.
Oyunun Kiinyesi

Orijinal ad1 ""Mavi Balina” (The Blue Whale Challange) olan, 23 yasindaki Philipp Budeikin
tarafindan Rusya’da kurulmus bir sosyal ag {izerinden mesajlarla yayilan ve daha ¢ok "“meydan
okuma’” iizerine kurulu olan bu oyun, oyuculara verdigi yerine getirilmesi gereken gorev mesajlari ile
onlar1 asama asama intiharin esigine siiriikleyen bir ¢evrim i¢i 6liim oyunudur. Oyunun ana temasi
katilimcr gruplardan ikna ettikleri c¢ocuklara ve genglere bir dizi sanal zorbalik olarak da
nitelendirilebilecek elli adet gorev ve eylemi elli giin boyunca siras: ile uygulatarak kurbanlarin
intihara ikna etmek seklinde kurgulanmis bir oyundur. Oyunun tarayici tabanli olmadig, internette
standart bir ulasim kaynagmin bulunmadigi, indirilip kurma seklinde calismadig1 bilinmektedir.
Kullanicilar bu oyuna ancak gesitli internet ortamlarinda veya mesajlasma uygulamalar: {izerinden
kendilerine internet korsanlar1 tarafindan gizli sekilde gonderilen linkler ile oyunun sézde y&neticisi
ile 0zel bir kanaldan iletisim kurmak suretiyle dahil olmaktadirlar (TBMM, 2017). Bu da oyunun
internet {izerinden erisiminin engellenmesine yonelik miidahale c¢alismalarinda tam basarili

olunamamasi 6niindeki teknik zorluklarin bir gostergesi olarak degerlendirilmektedir.
islem

Bu calismada "“"Mavi Balina” (The Blue Whale) adli ¢evrim i¢i bir oyunun intihara
siiritklemedeki stratejilerinin Shneidman’in “intihar kiipii” modeli ile analiz edilmesi amaglanmigtir.
Bu baglamda oyunda yer alan ve kurbanlardan elli giin boyunca sirasiyla yerine getirilmesi yoniinde

telkinlerin verildigi elli gérev, Shneidman'in “intihar kiipii” modelinde yer alan ac1 (pain), baski
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(press) ve huzursuzluk (perturbation) gibi ii¢ temel psikolojik faktdr baglaminda incelenmis, modelle

iliskisi saptanan gorevler arastirmaci tarafindan gruplandirilmis ve analiz edilerek degerlendirilmistir.
Bulgular ve Tartisma

Oyunun yoneticileri tarafindan oyunculara elli giin boyunca génderilen ve sirasiyla yerine

getirmeleri istenilen gorevler Tablo 1'de verilmistir.

Tablo 1. ""Mavi Balina”oyununda yerine getirilmesi istenen gorevler

Giin  Yerine Getirilmesi Istenilen Gorevler

Bir jilet aracilig: ile eline, “'f57” ¢iz ve fotografini ¢ekip gonder.

Sabah 4: 20’de uyan ve sana gonderilen {irkiitiicii ve korkung videolar: izle.

Kolunu derin olmayacak sekilde 3 kez damarlarinla birlikte kes ve fotografini ¢ekip gonder.
Bir kagit iizerine balina resmi ¢iz ve fotografini ¢ekip gonder.

SIS

Eger bir balina olmaya hazirsan, bacagini keserek evet ¢iz. Yoksa, kendini bir¢ok kez
cezalandirma amagli kes.

6. Verilen sifreli gorevi ¢o6z.

7. Eline keserek "'f40” ciz ve fotografini1 gonder.

8 “"VKontak “da durumuna, “*#ben_balinayim” diye yaz.

9. Korkularini as.

10. Sabah 4: 20’de uyan ve gatiya ¢ik. Ciktigin ¢at1 ne kadar yiiksek olursa, o kadar iyi.

11. Eline, keserek bir balina resmi ¢iz ve fotografini ¢ekip gonder.
12. Giin boyu sana gonderilen iirkiitiicii ve korkung videolar: izle.
13. Sana gonderilen miizikleri dinle.

14. Dudagni kes.

15. Eline defalarca igne batir.

16. Kendine ac1 verecek bir sey yap ve hasta ol.

17. Bulabildigin en yiiksek catiya ¢ik ve catinin kenarmna gidip bir siire bekle.
18. Bir kopriiye git ve kopriiniin kenarinda bekle.

19. Bir ving bulup tepesine ¢ik ya da en azindan ¢ikmayi dene.

20. Giivenilir olup olmadigin, yetkililer tarafindan kontrol edilecek.

21. Skype araciligiyla bir balina, yani senin gibi bir oyuncu veya kurucu ile konus.
22. Bir catiya ¢ik ve bir siire boyunca, ¢catinin kdsesinde bacaklarini sallayarak otur.

23. Bagka bir sifreli gorevi ¢oz.

24. Gizli gorev.

25. Bir balina ile bulus (oyuncu olan bagka bir balina).

26. Kurucu sana 6liim tarihini sdyleyecek ve bunu kabul etmek zorundasin.

27. Sabah 4: 20’de uyan bir demir yolu bularak raylarda gezin/Yoksa da bir mezarhiga gidip dolas
ve fotografini ¢ekip gonder.

28. Giin boyu hig kimse ile konusma.

29. Balina olduguna dair yemin et.

30. Her sabah 4: 20’de uyan ve sana gonderilen miizik ve korkung videolari izle.

31- 50. giine kadar her giin 30 uncu gorevdeki gibi sabah 4: 20’de uyan ve sana gonderilen miizik
49. ve korkung videolari izle.

50. “Oyunun sonu, zamanin doldu” “‘artik bir balinasin” yiiksek bir ¢atidan ya da yerden

atlayarak intihar et.
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Yukarida tabloda verilen “"Mavi Balina” adli gevrim i¢i oyunun ydneticileri tarafindan elli giin
boyunca oyunculardan sirasiyla yerine getirilmeleri istenen elli gorevin (Dubil, 2017), Shneidman' in
“intihar kiipii”” modeli ile analiz edilip degerlendirilmesi sonucunda elde edilen gruplamalara iliskin

bulgular Tablo 2’ de verilmistir.

Tablo 2. “"Mavi Balina” oyunundaki gorevlerin Shneidman'in “‘intihar kiipii” modeli ile iliskisi

Shneidman'in Intihar ““Mavi Balina” Oyununda Oyunculardan Yerine Getirilmesi Istenilen
Kiipii Modeli Gorevler

Aa 1,2,3,57,10,11, 12,13, 14, 15, 16, 17, 18, 19, 22, 27, 30-49 aras1

Baski 2,5,6,8,9,10,12,15,16,17, 18, 19, 21, 22, 23, 24, 25, 26, 27, 28, 30-49 aras1
Huzursuzluk 2,10, 12,13, 16,17, 18, 19, 20, 22, 26, 27, 28, 30-49 aras1

Tablo 2'ye baktigimizda Shneidman' in “intihar kiipii” modelini ac1 (pain), baski (press) ve
huzursuzluk (perturbation) gibi {i¢ temel psikolojik faktoriin birlesiminden olusan bir yapida oldugu
goriilmektedir. Tabloda ii¢ faktore gore elli gorevin dagiliminda bazi gorevlerin iki ya da ii¢ faktor
icerisinde de yer aldig1 goriilmektedir. (6rnegin 2, 10, 12, 17, 18) Bu durum Shneidman’in "“kiip
modelindeki” aci, baski ve huzursuzluk faktorlerinin birbiriyle neden sonug dongiiselliginde bir iligki
ile baglantili olmalar: ile agiklanabilir. Ciinkii bazi durumlarda psikolojik acilar, huzursuzluklara,
huzursuzluklar ise kiside baskiya yol agabilmekte ya da baskilar kiside huzursuzluga, huzursuzluklar
ise psikolojik acilara yol agabilmektedir. Oyunda yer verilen elli goérevin, bu ii¢ faktorle iliskisi

incelendiginde sirasiyla;

Aa (Pain): Shneidman, psikolojik aciyy;, “yalnizlik, korku, kaygi, caresizlik, umutsuzluk,
depresyon, keder, utang, sucgluluk, gibi olumsuz icsel deneyimlere esdeger, dayanilmaz eziyetli bir
ruh hali olarak” tanimlamaktadir (Shneidman, 1993). Bu baglamda ““Mavi Balina” oyunundaki
oyunculardan yerine getirmeleri istenen gorevler incelendiginde 6zelikle *'1, 2, 3, 5, 7, 10, 11, 12, 13,
14, 15, 16, 17, 18, 19, 22, 30-49” aras1 gorevlerin bir kisminin fiziksel aciy1 digerlerinin ise psikolojik bir
acty1 kurbanlara sistematik olarak yiiklemeyi amacladigi goriilmektedir. Ozelikle oyunun yoneticileri
ilk glinlerdeki gorevlerde oyunculardan derin olmayan ¢iziklerle baslayan el, kol, bacak ve dudaklara
uygulanmasi istenilen bir dizi kesme eylemlerini yerine getirmelerini istemektedirler. Yoneticilerin
buradaki amacimin kurbanlarina fiziksel acilar yasatarak hem kurbanlarimi aciya karsi
duyarsizlastirmak hem de onlardan bu meydan okuma tarzi eylemleri yerine getirerek bir bakima
grubun tam bir tiyesi olma yolunda somut adimlar atmalarini saglamak oldugu diisiiniilebilir. Her ne
kadar kuraminda Shneidman, fiziksel acidan ziyade psikolojik aciya yer vermis olsa da oyun
siirecinde verilen fiziksel ac1 igerikli gorevlerin sadece fiziksel bir aci olarak kalmayip cocuk ve
ergenler {lizerinde kolaylikla psikolojik aciya doniisebilecegi de goz ardi edilmemelidir. Ayrica

oyunda fiziksel acinin yani sira oyunculardan psikolojik aci olusumuna yol agabilecek bir dizi
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gorevleri de yerine getirmelerinin istendigi goriilmektedir. Asagida oyundaki psikolojik (ruhsal) aci

yiikleme amacina yonelik oldugu diisiiniilen gorevlerden dikkat ¢eken 6rneklere yer verilmistir;

““Sabah 4: 20’de uyan ve sana gonderilen miizik ve korkung videolar: izle (Gorev 2, 12, 13,30

49 arasi).”

“Sabah 4: 20’de uyan ve ¢atiya ¢ik. Ciktigin cati ne kadar yiiksek olursa, o kadar iyi (Gorev
10, 17,22).”

“Kendine act verecek bir sey yap ve hasta ol (Gorev 16).”

“Sabah 4: 20’de uyan bir demir yolu bularak raylarda gezin/Yoksa da bir mezarliga gidip
dolas ve fotografini cekip gonder (Gorev 27).”

“Kurucu sana oliim tarihini soyleyecek ve bunu kabul etmek zorundasin (Gorev 26).”
“Giin boyu hi¢ kimse ile konusma (Gorev 28).”

Bu gorevler incelendiginde Shneidman’in *“kiip kuramimnn’ ilk boyutu olan “‘ac1” faktoriiyle
oyunda verilen bazi gorevlerin ortiistiigii soylenebilir. Bu gorevlerin ortak 6zelligi cok erken saatlerde
oyunculart uyandirip onlardan gonderilmis olan miizik ve korkung videolar: izlemelerini ya da
yiiksek bir yere ¢ikma, tren raylarinda dolasma ya da mezarlikta dolasma gibi meydan okuma tarzi
gorevler istemeleridir. Ciinkii tiim bu gorevlerin sistematik olarak yerine getirilmesiyle birlikte ¢ocuk
ve ergenler {izerinde yalmizlik, korku, kaygi, caresizlik, umutsuzluk, depresyon, keder, utang ve
sugluluk gibi dayanilmaz eziyetli bir ruh hali olusturularak onlarin kolaylikla psikolojik (ruhsal) bir
acinin igine siiriiklenmeleri hedeflenmektedir. Literatiirde 6z saygi umutsuzluk, yalnzlik ve
depresyonun intihar ile olan iliskisini ortaya koyan pek ¢ok calisma mevcuttur. Haley (2004), intihar
davranigina neden olan risk faktorlerinden depresyon ve umutsuzlugu, hazirlayic risk faktorleri
olarak degerlendirmistir. Eskin (2003) ise depresyonla intihar davranisi arasinda giiglii bir iliski
oldugunu, insanlari depresyona ve bunun sonucunda kendini oldiirmeye iten tipik diisiince
hatalarinin, intihar i¢in énemli birer risk etmeni oldugunu belirtmistir. Yine Berman ve Jobes (1997)
ise stres, duygu ve davranislardaki diizensizlik, yalitilmishik, benlik degerinin diisiik olmas1 ve
umutsuzlugu intihar siirecindeki dncelikli risk faktérleri olarak siralamiglardir. Ote yandan Roberts ve
Monroe (1992), tarafindan yapilan bir ¢alismada diisiik 6zsaygiya sahip kimselerin olaylardan daha
cabuk etkilendikleri ve daha kolay depresyona girdikleri tespit edilmistir. Ayrica Lewinsohn, Rohde
ve Seeley (1994), tarafindan ergenlerle gergeklestirilen bir arastirmada ise intihar diisiincesi olan

ergenlerin 6zsaygilarinin, olmayanlarinkinden daha diisiik oldugu tespit edilmistir.
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Baski (Press): Shneidman’a gore bireye yapilan ve bireyin duygu, diisiince ve davranislarin
etkileyen her tiirlii zorlamalar ve etkiler baski olarak degerlendirilmektedir (Berman ve Jobes, 1991).
Bu baglamda ""Mavi Balina” oyunundaki oyunculardan yerine getirmeleri istenen 6zelikle de “'2, 5, 6,
8,9, 10, 12, 15, 16, 17, 18, 19, 21, 22, 23, 24, 25, 26, 27, 28, 30-49” aras1 gorevler incelendiginde oyun
yoneticilerinin oyuncular iizerinde yogun bir baski uyguladiklari goriilmektedir. Ozellikle de oyunda,
bu baski iceren gorevlerin kurbanlarinin duygu diisiince ve davranislarimi sistematik olarak
etkilemesinin amaclandig1 goriilmektedir. Asagida oyunda baski kurmay: amacladigr diisiiniilen

gorevlerden dikkat ¢eken orneklere yer verilmistir;

" Eger bir balina olmaya hazirsan, bacagin: keserek evet ¢iz. Yoksa kendini bircok kez

cezalandirma amach kes ( Gorev 5).”

“Verilen sifreli gorevi ¢oz (Gorev 6).”

“VKontak”da durumuna, “#ben balinayim” diye yaz (Gorev 8).”

“Eline defalarca igne batir (Gorev 15).”

“Kurucu sana oliim tarihini soyleyecek ve bunu kabul etmek zorundasin (Gorev 26).”
“Balina olduguna dair yemin et (Gorev 29).”

Bu gorevler incelendiginde Shneidman’mn “kiip kuraminin” ikinci boyutu olan “‘baski”
faktoriiyle oyunda verilen bazi gorevlerin ortiistiigii sOylenebilir. Bu gorevlerin ortak ozelligi
oyuncular {izerinde baski1 olusturarak, onlarda duygu diisiince ve davranis anlaminda bir zorlanmaya
ve bunun sonucu da stresli bir ruh haline doniisecek bir gidisati1 hizlandirmay1 amaclayan
gorevlerden olusmalaridir. Bu konuda Noyan (2018), pek ¢ok ¢ocuk ve gencin 6liimiine yol agan
“Mavi Balina” oyununun en ¢ok ergenleri tehdit ettigini ve oyunu yonetenlerin ergenleri psikolojik

olarak baski altina alarak, onlara yogun bir duygusal taciz uyguladiklarini belirtmektedir.

Psikolojik baskilar ve duygusal tacizler sonucu kisileraras: iliskilerde ¢ekilme, umutsuzluk,
caresizlik gibi duygular ise Ringel (1969) tarafindan " "Pre-Suisidal Sendrom” olarak adlandirilan bir
sendromun ortaya c¢tkmasina neden olmaktadir. Bu sendromun sonucunda da kiside oOlim
diisiinceleri giderek yogunlasmakta ve bir siire sonra intihar planlar1 artik eyleme doniisebilmektedir

(Can ve Sayil, 2004).

Huzursuzluk (Perturbation): Shneidman bu durumu bireyin psikolojik baskilara ve rahatsiz
edilmelere tepkisi sonucu ortaya ¢ikan genel duygusal sarsmt1 ve {iziintii hali olarak tanimlamaktadir.
Ona gore huzursuzluk, bir bakima diisiik icsel kontrol, tahrik ve riskli davranislar i¢in egilimi

yansitmaktadir (Jones, 2011). Bu baglamda “Mavi Balina” oyunundaki, oyunculardan yerine
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getirmeleri istenen gorevler incelendiginde 6zelikle 2, 10, 12, 13, 16, 17, 18, 19, 20, 22, 26, 27, 28, 30-
49” aras1 gorevlerde yoneticilerin, yogun bir huzursuzluk ve tedirginligi kurbanlarma asilamay
amagladiklarim goriilmektedir. Ozellikle de huzursuzluk igeren bazi gorevlerin kurbanlarda yogun
bir tiziintii hali, tedirginlik ve kaygiya yol acacag ilerleyen siirecte de bir depresyonun kaginilmaz bir
sonug¢ olarak ortaya ¢ikacagi soOylenebilir. Asagida oyunda huzursuzluk yaratmayr amagladig:

diisiiniilen gorevlerden dikkat ¢eken 6rneklere yer verilmistir;

““Sabah 4: 20’de uyan ve sana gonderilen miizik ve korkung videolar1 izle (2,12,13 ve son 20

giin her sabah istenilen 30-49 arasi gérev)”

“Kendine act verecek bir sey yap ve hasta ol (Gorev 16).”

' Bir kopriiye git ve kopriiniin kenarinda bekle ( Gorev 18).”

“Giivenilir olup olmadigin, yetkililer tarafindan kontrol edilecek (Gorev 20).”

“Bir ¢atiya ¢ik ve bir siive boyunca, catinin kosesinde bacaklarinm sallayarak otur (Gorev 22).”
“Kurucu sana 6liim tarihini soyleyecek ve bunu kabul etmek zorundasin (Gorev 26).”

Bu gorevler incelendiginde Shneidman'in “kiip kuramimin” {iciincii boyutu olan
“huzursuzluk” faktoriiyle oyunda verilen bazi gorevlerin ortiistiigii sOylenebilir. Bu gorevlerin ortak
ozelligi oyuncular {izerinde bir dizi huzursuzluk yaratacak talimatlar verilerek onlarda yogun bir
tiztintiilii ruh hali ve tedirginlik olusmasi amaglanmaktadir. Shneidman’a gore {iziintiilii ruh hali
siireciyle ortaya ¢ikan huzursuzluk ve tedirginlik durumu bir siire sonra bireylerde biligsel
daralmaya” yol agmaktadir. Ona gore bilissel daralma, sabit diistinme, diinyaya at gozliikleriyle
bakma gibi islevsel olmayan biligsel 6zelliklerden kaynaklanabildigi gibi; kisinin depresyonda kendini
asagilamasi, sadece kendi mutsuzlugu ve cektigi acilar tizerine yogunlasmas: gibi ruhsal siireclerden

de kaynaklanabilecegini belirtilmektedir (Jobes ve Nelson, 2006).

Shneidman, bilissel daralmay: bir nevi " Psikolojik Miyopi” olarak da adlandirmakta ve
huzursuzlugun bireyleri umutsuz bir psikolojik alana stiriikledigini bunun sunucunda da tehlikeli bir
bilissel daralmanin basladigini belirtmektedir (Shneidman, 1993). Yani sugluluk, aci, korku, panik,
yalnizlik ve caresizlik gibi olumsuz duygularin “'zihinsel agris1”, “'bilissel daralma” ile
sonuclanmaktadir (Shneidman, 1999). Ona gore ruhsal acilarin neden oldugu yogun endise ve
huzursuzluk halleri sonucunda kisi bu zihinsel agrilara cevap vermede zorlanmakta ve olugsan
psikolojik baskilar sonucunda ise daralan zihinsel bakis agisiyla intihari tek ¢oziim yolu olarak

gorebilmektedir (Shneidman, 1992).
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Sonug

Intihar davranigina bir insanin kendini &ldiirmesi eylemi olarak bakildig1 ve sadece
davranisin sonunda ortaya ¢ikan duruma odaklanildiginda, insani intihara gotiiren siireg¢ ve bu siireci
baslatan olay veya olaylarin goz ardi edildigi goriiliir. Oysa intihar bilimcileri arasinda yaygimn olan
goriis intiharin sadece insanin kendisini 6ldiirmesi olay1 olmayip 6ldiirme olayindan uzun zaman
Oonce baslayan bir “stire¢” oldugudur (Eskin, 2003). Bir davranis olgusunun tasidigi anlamu
¢ozebilmek i¢in onun bir biitiin olarak olusum siirecini, amacini ve disa vurulus seklini g6z oniinde
bulundurmak gerekmektedir (Haley, 2004). Bu bilgiden hareketle son yillarda iilkemizde ve tiim
diinyada giderek yayginlasmaya baslayan internet ve sanal ortam kaynakli intihar vakalarimin
Onlenebilmesi icin 6ncelikle bu tiir sanal tehlike ve kotiiliiklerin ortaya ¢ikis ve etki siireglerinin iyi

analiz edilmesi gerekmektedir.

Bu calismada ¢ocuk ve ergenlerin kendi bedenlerine zarar vermelerine hatta intihar etmelerine
neden olan ve otoritelerce bir “'meydan okuma” ve “6lim oyunu” olarak da goriilen “Mavi Balina”
adli ¢evrim ici bir oyun, Shneidman'in “intihar kiipi” modelindeki boyutlar {izerinden analiz edip
degerlendirilmistir. "Mavi Balina” oyunun, Shneidman’in “intihar kiipii” modeli baglaminda analiz
edilmesinin nedeni Shneidman’in yaklasiminin ¢agdas psikolojik ve bilissel anlayis perspektifinden
intihar olgusunu ele almasi ve intiharin ortaya c¢ikis siirecini {i¢ temel psikolojik faktor (aci, baski,
huzursuzluk) baglaminda degerlendirmesidir. Bu degerlendirme sonucunda yoneticiler tarafindan
oyunda kullanilan elli gorevin bir psikolojik stratejinin tirtinii olarak bilingli se¢ilmis oldugu sonucu
¢ikarilabilir. Ciinkii oyunda yerine getirilmesi istenilen gorevlerin pek c¢ogu “'intihar kiip
modelindeki” psikolojik aci, baski ve huzursuzluk boyutlariyla Ortiismektedir. Bu da oyunun

intihardaki siirtikleyici etkisinin roliinii Shneidman’in “kiip modeli” baglaminda karutlar niteliktedir.

Modelde belirtildigi gibi bu ii¢ psikolojik faktor (aci, baski, huzursuzluk) birbiriyle neden
sonug iliskisi ile bagh oldugu i¢in, bir boyuttaki artis diger boyutlardaki artis1 da tetikleyebilmekte ve
ii¢ boyuttaki bilesenler en {ist etki seviyesine ¢iktiginda ise kisi bozulmus benlik algisi ve depresif ruh
haliyle kolaylikla intihar eylemini uygulamaya gecebilmektedir. Bu siirecteki asil giicliik ise eyleme

iten dinamik giiglerin birbirleri ile i¢ ige ge¢mis olmasindan kaynaklanmaktadir (Odag, 2002).

Sonug¢ olarak kurbanlarmi oyunda kullandigr bir dizi stratejilerle intihara siiriikledigi
ongoriilen “"Mavi Balina” oyununun tiim diinya da alinan tedbirlerle ve yoneticilerin tutuklanmasi ile
son buldugu ve etkisini yitirdigi diisiiniilebilir ama g6z ardi edilmemesi gereken gercek su an ~"Mavi
Balina” adli oyun, yarin baska benzer oyunlara yerini birakacak ve ¢evrim i¢i sanal diinya da bu tarz
sanal kotiiliikler hayat bulmaya devam edecektir. Giiniimiizde bu tiir oyunlara erisimi engellemeye

iliskin teknolojik miidahalelerin artik tek basina yeterli ve etkili olmadig1 goriilmekte ve mutlaka
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psikolojik miicadele yontemlerinin de kullamilmasinin gerekligi ortaya ¢ikmaktadir. Ciinkii 6nleyici
tedbirlerin etkin olmasi i¢in olayin temel kaynag: ve tetikleyici etkenlerinin bulunup ¢éziimlenmesi de
onemlidir. Iste bu calisma cevrim ici bir oyunun kullandig1 bir dizi stratejiyi psikolojik bir model
baglaminda ele alip inceleyerek ve desifre ederek, bundan sonra da ortaya c¢ikabilecek bu tarz
oyunlara kars1 hazirlikli olma ve ilgili kurumlarca gerekli dnleyici tedbirlerin alinmas: siirecine 6nemli

katkilar saglayacaktir.
Oneriler

Aileler bu tarz oyunlarin barindirdiklar: riskleri erkenden anlayabilmeleri i¢in ¢ocuklarinin
davraniglarin1 yakindan gozlemlemeli, onlarin ruh hallerindeki degisiklikleri ve iletisimlerindeki
azalmalari fark etmeleri ve bu yonde ¢ocuklarina sevgi, sayg: ve anlayisla yaklasmalar1 6nemlidir. Bu
tiir oyunlarin kendilerine hedef kitle olarak daha ¢ok ruhsal ve duygusal sorunlar1 olan, kisilerarasi
iligkileri zay1f, ice doniik yapidaki ¢cocuk ve ergenleri kurban olarak se¢gmelerinin aileler ve egitimciler
tarafindan iyi bilinip, degerlendirilmesi ve bu yapiya sahip oldugu diisiiniilen ¢ocuk ve ergenlere

gerekli psikolojik ve sosyal desteklerin verilmesi gerekmektedir.

Konuyla ilgili kurumlarca hem c¢ocuklara hem de ailelere zararli ve tehlikeli igerikleri
taniyabilme ve sanal tuzaklara diismeme konusunda “giivenli teknoloji kullanimi” egitimleri
verilmelidir. Ayrica okullarda ¢ocuk ve ergenlere problem ¢6zme, duygularini ifade edebilme, neden-

sonug sorgulamasi yapabilme ve hayir diyebilme stratejileri 6gretilmelidir.

Bugiin “"Mavi Balina” yarin ise yeni baska oyunlarla sanal ortamda bu tarz risklerin devam
edecegi aciktir. O yiizden de bu konuda ilgili kurumlarin is birligi i¢inde ¢alismalar1 ve konuyla ilgili

farkindalik politikalar gelistirmeleri 6nem arz etmektedir.

Bu calismada “"Mavi Balina” oyunu segilmis ve Shneidman’in “intihar kiipii” modeli
kapsaminda analiz edilmistir. Bundan boyle yapilacak benzer calismalarda farkli oyunlar, farkh

psikolojik yaklasimlar perspektifinden ele alinip analiz edilebilir.
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Introduction

The importance of play behavior in child and adolescent development is widely
acknowledged. While previously games emerged as a result of interaction among children with each
other in outdoor spaces such as parks, gardens, and streets, today they have started to take place in
indoor spaces and virtual platforms with the rapid development of computer and internet
technologies (Horzum, Ayas and Cakir, 2016). Online computer games that have appeared as a
product of information and technology synthesis are a form of multidimensional digital media form

and also a medium that adolescent-aged users actively participate.

Parallel to the prevalence of computer games, the questions have started to be raised about the
impacts of this situation on children and adolescents (Ferguson, 2007). These technologies that have an
impact on the behavior of children and adolescents have also started to affect the real-life activities
besides the virtual environment. Particularly, certain online games take participants outside of the

virtual world and present the real world as a game field (Giines, 2016).

Children and adolescents who do not have comprehensive knowledge about personal safety
and privacy are not able to protect themselves from the harmful effects of these online games (Yilmaz
and Biricik, 2017). As a result, they become the most vulnerable users of this medium. Within this
context, it is well known that certain online games and harmful content exposed on social media
threaten mental and physical health of children and adolescents, and in some cases, they cause

harmful effects which may even lead to suicide.

The suicide of a 13-year-old Parth Singh which was recorded by the Indian police on 29
August 2017 revealed that an online game called the Blue Whale Challenge game was the underlying
reason, following the incident a dramatic view has started to emerge on the direct destruction of
caused by the game (Tribune India, 2017). Indeed, the most important feature of this suicide case was
the clear connection between the game and suicide that can be made for the first time. After this
salient case occurred in India, it was suspected that the game could be responsible from the 130
children suicide incidents that occurred in Russia between the November 2015 when the game was
released for the first time and April 2016. As a result of the investigations, it was determined that
some of the suicide cases occurred because of that game (The Sun, 2018). Afterwards, new suicide

cases caused by the Blue Whale game started to be heard in different countries including Turkey.

The online game which is originally called as “The Blue Whale Challenge” and created by 22
years old leader Philipp Budeikin, Nikita Neoronov and Iya Sidarov in Russia has a different structure
in comparison to the foreknown games. The Blue Whale Challenge game spreads with messages

shared on a social network, is based on challenging and it drives players to suicide with duty
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messages that should be fulfilled (Mullin, 2017). The game chooses suicidal, depressive and introvert
children and adolescents as the potential targets. The games has started on a Russian forum website
called “vk” that address such kind of issues, and afterwards found new victims from different

countries via virus-laden e-mail attachments (Adeane, 2019).

Although the game has become a current issue as a digital game after the suicide cases, the
relevant statements show that the “Blue Whale Challenge” game is not a simple digital game yet a an
“interactive” and online challenging platform that establishes a communication with its “target”
(victim) by eliminating the border between virtuality and reality via other online-based
communication applications (WhatsApp, Instagram, Facebook etc.) (Yilmaz and Candan, 2018). The
challenge factor in the Blue Whale game directs players respond a challenge in a sense by fulfilling the
given tasks without questioning, and in this way they are considered as successful by the curator for
the level and with this motivation they become ready and fit or the future tasks. A research study
conducted by Walma Van der Molen and Jong Bloed on the reasons of playing online games found
out that “challenging” is one of the most popular reasons among 9-13 years old children in Holland

(Jinghui, 2011).

The underlying cause of this challenging and courageous behavior which is common in
adolescents might be “adolescent egocentrism” which is also a way of thinking. Particularly, the way
of thinking which is also described as “omnipotent” thinking implies “powerfulness”,
“indestructibleness” and “nothing will happen to me” and it is considered in the scope of personal
fables that form a dimension of adolescent egocentrism, explains the reason of certain risky

challenging behavior (Elkind, 1980).

Children and adolescent players may display an adaptive behavior more easily if they identify
these challenge-behaviors which take a place both in virtual and real-life and the game characters with
themselves (Yiicel and San, 2018). Some interactive games which based on challenging, the transition
between actions that encompass virtuality and reality can be intermingled as a result of the
administrator’s order to deliver a task in real life, and this situation may give rise to a confusion in
children’s virtuality and reality perceptions and even to a process that may lead to perception

disorder (Burrows, Nettleton, Pleace, Loader and Muncer, 2000).

In 2006, the curator and leader of the game, Philipp Budeikin, and afterwards other curators
were arrested and given prison sentence. In his statement, Philipp Budeikin, pleaded guilty and
defined the children who played the game as “biological waste” and the other curator, Nikita
Neoronov, said in his statement that the children who committed suicide were “weak” and “did not

deserve to live” (Stiper Haber TV, 2018).
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On the other hand, the orders that players continuously received while the curator were in the
prison have brought about the suspect that there might be other curators that have not been exposed
yet. Furthermore, given that the curator-leader of the game is a former psychology student and the
other curator include a finance manager and a woman academician, it can be assumed that these
persons have a comprehensive knowledge on the psychological factors related to the process of

suicide and use them professionally.

Moreover, all subliminal auditory and visual choices used in the game and even the name of
the game the ‘Blue Whale ‘can be considered as an output of a strategy. The fact that whales are
known as animals that kill themselves by being washed up onto a shore in an unexplainable way

confirms that the name of the game was chosen for a certain reason.

Picture 1. A Whale as a representation of loneliness

As a result, children and adolescents’ control on the perception of reality are substantially
impaired with difficult tasks given during the Blue Whale game, and in this way, they are directed by
the curators of the game and forced to fulfill a number of tasks. These vulnerable children and
adolescents, who have a lower capacity to comprehend the reality in comparison to adults, are
threatened with their families and loved ones when that they do not perform the given tasks, and they

are forced to commit suicide (Yilmaz and Biricik, 2017).

Furthermore, the punch line of this game which targets children and adolescents is giving the
sense of disturbance. The game aims to destroy targeted adolescents’ joy of life by giving suggestions
that damage their personality and it leads victims to be in a circle of depression and accordingly, drive

them to commit suicide.
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In this context, there is a need to address the suicidal behavior that is considered among the
greatest risks carried by the world? From different perspectives to understand and analyze the impact
process of suicidal behavior. There are various approaches that have explained the suicide process
from past to present and expressed different opinions. One of these approaches that addressed the
suicide process from a different perspective and suggested a psychological-based approach is the

“cubic model of suicide” that was proposed by the famous suicidologist Edwin Shneidman.

Reviewing the definition of suicide made by Sneidman is important before explaining the
model. According to Shneidman, suicide is a solution-seeking action of a distracted, damaged and
weakened self which is suffering from intolerable “’psychache”. He considers the suicidal behavior as

individuals’ response that they show against intolerable psychache (Shneidman, 1998).

One of the main axes of the “cubic model of suicide” developed by Shneidman (1987) is the
proposal of a three-dimensional model to conceptualize suicidal behavior. The three key “P” factors

consist of three interdependent factors as “pain, press and perturbation” (Aflague, 2004).

Shneidman’s “cubic model of suicide” is presented below in Figure 1.

Shneidman’s Cubic Model of Suicide

Press (stress)

SUICIDE

Pain
(Psychache)

1
I

Perturbation
1 2 3 4 5 (Agitation)

ured mon

ajqeasjojul
D N

(Shneidman, 1987)

Figure 1. Shneidman’s “cubic model of suicide”

Three different psychological factors, pain, press and perturbation, form the three surfaces of
the cube. Shneidman argues that suicidal behavior can be perceived by referring to the cubic image
that is shaped by the combination of these three psychological forces that take place in three axes of
these surfaces. The first axis of the model refers to an intolerable psychache (psychological pain) rated

between 1-5. The second axis refers to external psychological pressure (stress) rated between 1-5.
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Lastly, the third axis refers to a condition of perturbation (sense of disturbance and traumatization?)

rated between 1-5 (Shneidman, 1987).
Pain

First of all, Shneidman stated that suicide intention and behavior cannot emerge without
psychache; and defined psychache as an unendurably painful condition which is equivalent to
negative internal experiences such as “loneliness, fear, anxiety, self-despair, depression, sorrow,
shame, guilt” (Shneidman, 1993). These responses are rated between the ‘one” as the lowest score and

‘five” as the highest score.
Press

Press is defined as all kinds of coercion and influence on an individual which affect his or her
emotions, thoughts and behaviors. From a holistic perspective, it can be considered as interpersonal
and social pressures on an individual (Berman and Jobes, 1997). The press can be both real or stem
from the perceptions of an individual (Jones, 2011). These responses are rated between the ‘one’ as the

lowest score and ‘five’ as the highest score.
Perturbation

Perturbation is defined as an emotionally distressing mood that emerges as a response of an
individual to psychological pressure and experience of sadness. Perturbation reflects the tendency for
low self-control, agitation and risky behavior. These responses are rated between the ‘one’ as the

lowest score and ‘five” as the highest score.

Shneidman believes that the key concept in the suicide process is psychache and defines
suicide as an action which emerges when psychache reaches the intolerable level. Therefore, he argues
that efforts to prevent suicide can be possible only by reducing the psychache experienced by an
individual (Shneidman, 1993). According to Shneidman, psychache, in other words, negative
emotions such as guilt, panics, loneliness and self-despair turn into mental pain in time (Shneidman,
1999). When the external overwhelming pressures are added on, the given situation gives rise to
internal discomfort, intense perturbation and disturbance. As a result of these, an individual starts to
have cognitive exhaustion. In the face of this intense anxiety and psychological pressure, the
individual chooses to commit suicide to escape the necessity of responding to the mental pain
(Shneidman, 1992). However, Shneidman highlights that the given assumption does not imply that all
individuals who go through this process would commit suicide (Carlo, Corso, Sipio, Scarcella, and

Sorvillo, 2016).
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The combination of the highest levels of the three components, the (5-5-5) situation, which
implies the combination of maximum pain, press and perturbation, is the most dangerous and
powerful condition that play a role in the emergence of suicidal behavior. In other words, the risk of
suicide is higher at the (5-5-5) edge of the cube (Shneidman, 1987). The factors such as pain, press and
perturbation included in Shneidman’s “cubic suicide model” show that the risk of suicidal behavior is
higher in the adolescence period in comparison to other development periods given that individuals
experience the most intense psychache, external pressure and accordingly sense of perturbation in this

period (Gengtanirim, 2004).

The proposed study was carried out to analyze and assess the “Blue Whale Challenge” game —
also called as a “challenge game” or “death game”- which take a place in the literature as the most
dangerous online game and as a factor that affects a risky situation such as suicide that mostly occur
in the adolescence period- in the scope of the dimensions of Shneidman’s “cubic suicide model”, and
to reveal the psychological impact process behind the game. Today, technological efforts to block
access to such kind of games are not sufficient, and this situation demonstrates the importance of a
psychological struggle. The proposed study is expected to analyze main strategies of the Blue Whale
Challenge game and similar games that may appear in the future in the context of the fight against
child and adolescent suicides, and accordingly make important contributions to inform parents,

educators, experts who work in the psychological services and other governmental institutions.
Method
Research Model

The study was carried out as a descriptive study which analyzes the strategies of the online
game named “Blue Whale Challenge” to drive its victims to commit suicide associating them with
Shneidman’s “cubic suicide model”. The document analysis method was used in the research study as
a qualitative research method. Document analysis includes the analysis of written and visual materials
that provide information about the phenomena that are aimed to be examined (Goodson and Walker,
1988; Yildirim and Simsek, 2013). In this study, the online game named the “Blue Whale Challenge”
was the main document that was analyzed. The fifty tasks included in the game were analyzed based

on Shneidman’s “cubic suicide model”.
Masthead of the Game

The “Blue Whale Challenge” is a deadly online game which was created by 23 years old
Philipp Budeikin in Russia. The game is based on “challenging” and spreads via messages on a social
media platform, and drives players to the verge of suicide step by step with tasks to fulfill. The main

theme of the game is to convince children and adolescents who can be persuaded to play the game to
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commit suicide by following fifty task and actions, that can be considered as online bullying, for fifty
days. It is known that the game is not browser-based, there is no standard source for access and it
cannot be downloaded and installed on a computer. Users can reach this game on various internet
platforms or texting applications via secret links sent by internet pirates that enables them to
communicate with the curator of the game through a private channel (TBMM, 2017). The given
situation is considered as an indicator of the technical difficulties that prevent the success of

intervention efforts to block access to the game on the internet.
Process

This study aimed to analyze the strategies of the online game named as the “Blue Whale
Challenge” to drive its players to commit suicide with Shneidman’s “cubic model of suicide”. In this
context, fifty tasks that were given to the victims to be fulfilled in fifty days were analyzed in the
context of three psychological factors included in Shneidman’s “cubic model of suicide” which are

“pain”, “press” and “perturbation” and the tasks which were found related to the model were

grouped by the researchers and analyzed.
Findings and Discussion

The fifty tasks of the game that were sent to players by the curators of the game for fifty days

and asked to be fulfilled were presented in Table 1.

Table 1. The tasks of the “Blue Whale Challenge” game *

Day Tasks

1 Carve with a razor F57 on your hand send a photo.

2 Wake up at 4:20 am and watch psychedelic and scary videos that were sent to you.

3. Cut your arm with a razor along your veins 3 times but not too deep and send a photo.

4 Draw a whale on a sheet of paper and send a photo.

5 If you are ready to become a whale carve a yes on your leg, if not cut yourself many times to
punish yourself.

6. Solve the task in chipper.

7. Carve “f40” on your hand and send a photo.

8 Type “#iama_whale” in your “vkontakte” status

9. Overcome your fears.

10. Wake up at 4:20 am and go to a roof. A higher roof is better.

11. Carve a whale on your hand with a razor and send a photo.

12. Watch psychedelic and horror videos that were sent to you all day long.
13. Listen to music that was sent to you.

14. Cut your lip.

15. Poke your hand with a needle many times.

16. Do something painful to yourself and make yourself sick.

17. Go to the highest roof you can find and stand on the edge for some time.
18. Go to a bridge and stand on the edge.

19. Find a crane, climb up, or at least try.

20. The curator will check if you are trustworthy or not.
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21. Have a talk with a whale, with another player like you, or with the curator on Skype.

22. Go to a roof and sit on the edge with your legs dangling.

23. Solve another task in chipper.

24, Secret task.

25. Have a meeting with a whale (player).

26. The curator will tell you the date of your death and you have to accept it.

27. Wake up at 4:20 am, find a railway and walk around it. If you can’t find a railway go to a
graveyard and send a photo.

28. Don’t talk to anyone all day long.

29. Make a vow that you are a whale.

30. Wake up at 4:20 every day and watch horror videos and listen to music that were sent to
you.

31-49. Repeat the 30th task until the 50th day and watch horror videos and listen to music that
were sent to you.

50. ‘End of the game, your time is up” ““now you are a whale, jump off a high building and end
your life”.

The fifty tasks that were given to players by the curators of the “Blue Whale Challenge” game
to be fulfilled in fifty days (Dubil, 2017) were analyzed with Shneidman's “cubic model of suicide”

and the findings on the groups that were obtained as a result of the analysis were presented in Table 2.

Table 2. The relation between the tasks of the Blue Whale Challenge game and Shneidman's “cubic

model of suicide”

Shneidman's Cubic Tasks of the Blue Whale Challenge Game

Model of Suicide

Pain 1,2,3,5,7,10,11, 12, 13, 14, 15, 16, 17, 18, 19, 22, 27, 30-49

Press 2,5,6,8,9,10,12,15,16,17, 18, 19, 21, 22, 23, 24, 25, 26, 27, 28, 30-49
Perturbation 2,10,12,13, 16,17, 18,19, 20, 22, 26, 27, 28, 30-49

Table 2 shows that Shneidman's Cubic Model of Suicide has a structure which consists of
three main psychological factors as pain, press, and perturbation. The Table demonstrates that in the
distribution of fifty tasks according to three factors, some tasks were included in two or three factors
(for example 2,10,12,17,18..). This situation can be explained with the fact that the factors of pain,
press, and perturbation are related to each other through the circulation of the outcome. Because in
some cases, psychache (mental pain) may lead to perturbation and perturbation may lead to press, or
press may lead to perturbation of an individual, and perturbation may lead to psychache (mental
pain). The relation of the fifty tasks of the game with these three factors was analyzed in this context

as;

Pain: Shneidman defines psychache (mental pain) as “an unendurably painful condition
which is equivalent to negative internal experiences such as loneliness, fear, anxiety, self-despair,
depression, sorrow, shame, guilt” (Shneidman, 1993). In this context, the analysis of tasks that were
given in the Blue Whale Challenge game showed that the tasks 1, 2, 3, 5,7, 10, 11, 12, 13, 14, 15, 16, 17,

18, 19, 22, 27, 30-49” aimed to load physical and/or psychological pain to the victims in a systematic
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way. Particularly, the curators of the game ask players to fulfill tasks of carving that start with skin-
deep scratches on hands, arms, legs, and lips. The main purpose of the curators can be considered as
letting victims feel physical pain and making them desensitized to pain, and by performing such kind
of challenging actions, victims can take concrete steps towards being a full member of the group.
Although Shneidman emphasized psychological pain rather than physical pain, it is important to take
into account that the physical pain- oriented tasks are can turn into psychological pain very easily for
children and adolescents. Moreover, during the game players were asked to perform a number of
tasks that might lead to psychache (mental pain). Striking examples of tasks which are assumed to be

given to load psychache (mental pain) were presented below;

‘Wake up at 4: 20 every day and watch horror videos and listen to music that were sent to you

(Tasks 2, 12, 13 ,30-49).”
" Wake up at 4: 20 am and go to a roof. A higher roof is better” (Tasks 10, 17, 22).”
" Do something painful to yourself and make yourself sick” (Task 16).”

" Wake up at 4: 20 am, find a railway and walk around it. If you can’t find a railway go to a

graveyard and send a photo” (Task 27).”
" The curator will tell you the date of your death and you have to accept it”" (Task 26).
" Don’t talk to anyone all day long”" (Task 28).

The presented tasks showed that the “pain” factor which is the first dimension of Shneidman's
“cubic model of suicide” corresponds to some of the tasks given in the game. The common
characteristics of these tasks include waking up the players very early in the morning, asking them to
watch horror videos and listen to music that were sent to them, go to high places, and walking around
railways or graveyards. The main aim of these tasks is to drive children and adolescents into a
psychache (mental pain) by creating an unendurably painful condition such as loneliness, fear,
anxiety, self-despair, depression, sorrow, shame, guilt. There are a number of studies in the literature
which demonstrate the relationship between self-respect, self-despair, loneliness, and depression with
suicide. Haley (2004) considered depression and self-despair, which are among the risk factors that
cause suicidal behavior, as preparatory risk factors. Eskin (2003) stated that there was a strong
correlation between depression and suicidal behavior and thinking errors that drive individuals to
depression and accordingly to commit suicide are important risk factors. Berman and Jobes (1997)
listed stress, irregularity of emotions and behavior, isolation, low self-esteem, and self-despair as the
primary risk factors. On the other hand, Roberts and Monroe (1992), found out that individuals with

lower self-esteem were affected by negative events more easily and they were inclined to develop
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depression. Furthermore, the study conducted by Lewinsohn, Rohde, and Seeley (1994) revealed that
adolescents with suicidal thoughts had lower self-esteem in comparison to adolescents without

suicidal thoughts.

Press: According to Shneidman, all kinds of coercion and influence on an individual which
affect his or her emotions, thoughts and behaviors are considered as “press’ (Berman and Jobes, 1991).
In this context, the tasks of the Blue Whale game challenge, particularly the tasks 2, 5, 6, 8, 9, 10, 12,
15, 16, 17, 18, 19, 21, 22, 23, 24, 25, 26, 27, 28, 30-49” show that the curators put an intensive press on
players. These press-oriented tasks reveal that the game aims to affect victims” emotions, thoughts and
behaviors in a systematic way. Significant examples of tasks which are assumed to be given to put

pressure on players were presented below;

" If you are ready to become a whale carve a yes on your leg, if not cut yourself many times to

punish yourself (Task 5).”

" Solve the task in chipper (Task 6).”

" Type”#iama_whale” in your “vkontakte” status (Task 8).”

" Poke your hand with a needle many times. (Task 15).”

" The curator will tell you the date of your death and you have to accept it. (Task 26).”
" Make a vow that you are a whale (Task 29).”

The given tasks show that the “press” factor which is the second dimension of Shneidman's
“cubic model of suicide” corresponds to some of the tasks given in the game. The common
characteristic of these tasks is creating a press on players, put a press on their emotions, thoughts, and
behaviors, and as a result, accelerate the process by causing a stressful mood. In this respect, Noyan
highlighted that the Blue Whale Challenge game that caused the death of many children and young
people threatens the adolescents at most, and the creators of the games intensively harassed

adolescents by putting psychological pressure on them (Noyan, 2018).

The emotions that appear as a result of psychological pressures and emotional harassment
such as withdrawal, hopelessness and self-despair cause to a syndrome called "Pre-Suicidal Sendrom”
by Ringel (1969). As a result of this syndrome, suicidal thinking become more intensive and suicide

plans can be put into the practice more easily (Can and Sayil, 2004).

Perturbation: Shneidman describes this situation as an emotionally distressing mood that
emerges as an individual’s response to psychological pressure and experience of sadness. According

to him, perturbation reflects the tendency to low self-control, agitation and risky behavior (Jones,
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2011). In this context, the analysis of the tasks given in the Blue Whale Challenge game showed that
the curators aimed to infuse an intensive perturbation and disturbance to the victims particularly with
the tasks”2, 10, 12, 13, 16, 17, 18, 19, 20, 22, 26, 27, 28, 30-49". The tasks that include perturbation may
also lead to sadness, disturbance and anxiety in victims and as a result, depression becomes
unavoidable. Noteworthy examples of tasks which are assumed to be given create perturbation in

players were presented below;

" Wake up at 4:20 every day and watch horror videos and listen to music that were sent to
you (Tasks 2,12,13 and tasks between 30-49 that were given every morning in the last 20 days

of the game).”

" Do something painful to yourself and make yourself sick (Task 16).”

" Go to a bridge and stand on the edge (Task 18).”

" The curator will check if you are trustworthy or not (Task 20).”

" Go to a roof and sit on the edge with your legs dangling (Task 22).”

" The curator will tell you the date of your death and you have to accept it (Task 26).”

These tasks showed that the “perturbation” factor which is the third dimension of
Shneidman's “cubic model of suicide” corresponds to some of the tasks given in the game. The
common characteristics of these tasks include creating intensive sadness and disturbance by giving
several orders that cause perturbation. According to Shneidman, perturbation and disturbance that
emerge as a result of sadness lead to “cognitive exhaustion” in time. Shneidman cognitive exhaustion
may cause from cognitive characteristics such as looking at the world through blinders or single-
mindedness; and also may cause from mental processes such as self-humiliation due to depression

and focusing on self unhappiness and pain (Jobes and Nelson, 2006).

Shneidman refers to cognitive exhaustion as “psychological myopia” and indicates that
perturbation drives individuals to a desperate psychological field and this situation leads to perilous
cognitive exhaustion (Shneidman, 1993). In other words, psychache stems from negative feelings such
as guilt, pain, fear, panic, loneliness, and despair cause cognitive exhaustion (Shneidman, 1999).
According to him, due to the intensive anxiety and perturbation that arise from psychache, an
individual has difficulties to respond this psychache, therefore he or she may consider suicide as the
only solution in the face of psychological pressures and narrowing cognitive perspective (Shneidman,

1992).


https://www.powerthesaurus.org/single-mindedness
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Conclusion

Addressing suicide behavior as an act of taking one’s own life and focusing only on the
situation that appears as a result of this behavior may lead to overlooking the process that leads an
individual to commit suicide or incidents/incidents that initiate this process. However, the common
opinion among suicidologists indicates that suicide is not only an incident of taking one’s own life, yet
a “process” that starts before the action (Eskin, 2003). Considering the formation process of a behavior
phenomenon as a whole, its purpose and its way of reflection are necessary to analyze the meaning
behind it (Haley, 2004).Given this information, the processes of emergence and affection of these
virtual hazards and malignancies should be comprehensively analyzed to prevent internet and virtual
platform based suicide incidents that have started to become widespread in our country and around

the world in the recent years.

The proposed study analyzed the online game called “Blue Whale Challenge”, which is also
known as a “challenge” and “death game”, that causes children and adolescents to harm themselves
and commit suicide, through the dimensions of Shneidman's “cubic model of suicide”. The main
reason of analyzing the “Blue Whale Challenge” game in the context of Shneidman's “cubic model of
suicide” is the model’s approach to the phenomenon of suicide from a modern psychological and
cognitive understanding that addresses the process of suicide through three main psychological
factors (pain, press, perturbation). The results of the analysis pointed out that the fifty tasks given by
the curator in the game might be consciously chosen as the products of a certain psychological
strategy. Because, most of the tasks given during the game correspond to psychological pain, press
and perturbation dimensions are included in the “cubic suicide model”. This situation proves the
impact of the game to drive players to commit suicide in the context of Shneidman’s “cubic suicide

model”.

As the model indicates, these three psychological factors (pain, press, perturbation) are
connected to each other within a cause and effect relationship, therefore, an increase in one dimension
may trigger an increase in others and when the components of all three dimensions reach to the
highest impact level, an individual may easily commit suicide due to a distorted self-perception and
depressive mood. In this process, the main difficulty stems from the interwoven structure of the forces

that lead to the action of suicide (Odag, 2002).

In conclusion, the Blue Whale Challenge game, that drives players to suicide through several
tasks, could be assumed to be disappeared and lost its impact after the arrest of the curators and
precautions taken all over the world. However, it should be considered that the game Blue Whale

Challenge will be replaced by new games in the future, and such kind of virtual malignancies will
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arouse in the online virtual world. Today, technological interventions to prevent access to such kind of
games are not sufficient and effective alone, and there is a growing necessity to use psychological
methods. The given situation shows that identification and analysis of the main source of the incident
and triggering factors are important to take effective preventive precautions. In light of this, the study
is expected to make an important contribution to the process of preparing for such kind of games that
may appear in the future and to assist relevant institutions to take necessary precautions by analyzing

and uncovering the strategies of an online game in the context of a psychological model.
Suggestions

Parents should observe children’s behavior closely to understand the risks posed by such kind
of games sooner, realize the differences that may occur in their mental state and decline in their
communication and approach their children with love, respect, and understanding. Parents and
educators should be aware of the fact that such kind of games choose children and adolescents who
have mental and emotional problems, weak interpersonal relations and introvert as victims, and
children and adolescents who are assumed to have such kind of personality should be given

psychological and social support.

Relevant institutions should provide “safe use of digital technologies” training for both
children and parents to recognize harmful and unsafe content and to prevent falling into such kind of
traps. In addition to schools should teach children skills for problem-solving, expressing emotions

and questioning cause and effect, and also teach them strategies to say “no” .

It is clear that such kind of risks that are posed by Blue Whale Challenge game will continue
to appear in the virtual world with different games. Therefore, relevant institutions must collaborate

and develop awareness policies on the issue.

In this study, the “Blue Whale” game was chosen and analyzed in the context of Shneidman'’s
“cubic model of suicide”. From now on, similar studies may address different games from the

perspectives of different psychological approaches.
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