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Abstract: The present study aims to examine the subliminal messages embedded in the animated series
Rick and Morty with respect to themes of obscenity, religious belief, and family relationships. Adopting
a qualitative research design, the study employs document analysis to explore eleven episodes from the
first season of the series broadcast on Netflix. Data were analyzed in line with three main categories—
obscene, religious, and familial subliminal messages—based on their frequency, representation, and
contextual meanings. The findings indicate that subliminal messages in the series often normalize
sexuality, question traditional moral and religious values, and distort healthy family dynamics through
humor and parody. These results highlight the potential influence of media on the cognitive, emotional,
and moral development of children and adolescents. Therefore, it is suggested that parents, educators,
and policymakers develop preventive strategies to promote media literacy and safeguard children from
exposure to inappropriate media content.
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Cizgi Filmlerde Verilen Subliminal Mesajlarin Incelenmesi “Rick And Morty” Ornegi
Oz: Bu arastirmanin amaci, Rick and Morty adli animasyon dizisinde yer alan subliminal mesajlari
miistehcen igerik, dini inanglar ve aile iligkileri temalar agisindan incelemektir. Nitel arastirma
yontemiyle yiiriitiilen bu ¢alismada, Netflix platformunda yayinlanan dizinin ilk sezonundaki 11 bdliim
dokiiman analizi teknigiyle degerlendirilmistir. Veriler, “miistehcen igerikli”, “dini inang igerikli” ve
“aile iligkilerine yonelik” subliminal mesajlarin sikligi, sunum bigimi ve iceriksel baglamlarn dikkate
alinarak ¢oziimlenmistir. Bulgular, dizideki subliminal mesajlarin cinselligi olaganlastiran, dini ve
ahlaki degerleri sorgulayan, aile yapisini zayiflatan bicimlerde mizah ve parodi aracilifiyla sunuldugunu
gostermektedir. Bu durum, ¢ocuklarin biligsel, duygusal ve ahlaki gelisimleri tizerinde olumsuz etkiler
yaratabilecek bir potansiyel tasimaktadir. Elde edilen sonuglar dogrultusunda ebeveynler, egitimciler ve
politika yapicilarin medya okuryazarligini giiclendirmeye yonelik Onleyici stratejiler gelistirmeleri
onerilmektedir.
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Introduction

Education is one of the fundamental factors influencing an individual's ability to adapt to the
environment in which they live. The process through which an individual interacts with their
surroundings and develops permanent and desirable behavioral changes is defined as education (Ertiirk,
1979). In cartoons, computer games, and animations—which are among the indispensable entertainment
tools for children—educational themes such as honesty, friendship, trust, aesthetics, courage,
helpfulness, love of family and homeland, and solidarity frequently come to the forefront. However,
each production inherently reflects the values of the culture in which it was created, as well as the
ideological orientation of its producers. The fact that products whose producers and ideological
tendencies are not clearly known can directly reach the minds of children in their developmental stages
without being subjected to any scientific supervision or review process poses a significant risk
(Temizyiirek & Acar, 2014).

Childhood is a period in which the media exerts a strong influence on the individual's cognitive,
emotional, and linguistic development. In this context, cartoons are not merely a means of entertainment
but also significant tools of cultural transmission that shape children's language acquisition, value
systems, and patterns of social behavior. As Mitchell (1995) notes, some cartoons broadcast in the
United States have been regarded as “half-hour commercials for toy companies” (Samuk, 2018).
Although this view is open to debate, the intense interest children show in toy versions of cartoon
characters supports this assertion. A similar situation is observed in Tiirkiye as well. In a study conducted
by Ozdemir and Ramazan (2012), survey results obtained from 940 parents in Isparta revealed that
children frequently use the words and expressions they hear in cartoons in their daily conversations. Of
the parents, 53.4% stated that their children use such expressions “always” or “often.” This result
demonstrates that cartoons have a direct impact on children's language development and vocabulary
acquisition. On the other hand, the way foreign cartoons are translated into Turkish may have adverse
effects on children’s cultural identity. According to Yaglh (2013), the direct translation of expressions
that do not exist in the Turkish culture or that carry colloquial or slang meanings may negatively affect
children’s linguistic development and perception of cultural values. Therefore, cartoons are not only
entertaining tools but also decisive elements in children’s socialization and cultural learning processes
(Samuk, 2018).

With technological advancements, children’s opportunities for physical movement have become
increasingly limited, directing them to spend more time indoors. As children grow distant from
traditional play areas, they expend their energy through electronic devices such as televisions, tablets,
computers, and mobile phones. This situation has strengthened the role of digital environments in
children’s daily lives. Therefore, it is essential for parents, educators, media organizations, and
policymakers to take responsibility regarding electronic devices—such as televisions, tablets,
computers, and mobile phones—and the content provided through these devices. This is because not
every content presented to children may be pedagogically appropriate or carry harmless intentions. It is
noted that children tend to be more susceptible to the influence of media content compared to adults,
and that the nature of this influence is determined by factors such as the program’s content, duration,
and mode of presentation (Akytliz, 2013).

Excessive television viewing distances children from activities such as reading, going to the
cinema or theatre, and playing with friends, which may negatively affect their physical, cognitive, and
social development. As a result, children may be deprived of healthy life experiences (Akyiiz, 2013).
The messages conveyed to children through cartoons and digital games frequently emphasize the notion
that “you exist as long as you consume.” The concept of the “productive-citizen-child,” which developed
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over centuries in modern societies, has been replaced in the postmodern era by the understanding of the
“consumer-global-child”(Inal, 2009). The presence of sexual content, advertisements for harmful
products, or subliminal messages in programs aimed at children may create adverse effects on the social
structure. Research indicates that exposure to such content through television and the internet at an early
age may be associated with negative behaviors such as smoking and substance use, alcohol consumption,
obesity, theft, and academic failure (Klein et al., 1993; Akyiiz, 2013; cited in Temizyiirek & Acar, 2014).

The rapid scene transitions in television and digital content create a pace that exceeds children's
cognitive capacity and exposes them to numerous messages that they cannot comprehend (Akbulut,
2013). Children are mostly passive viewers in this process and may be exposed to content that is not
age-appropriate. Through these contents, children unconsciously acquire knowledge about gender roles,
cultural values, and social roles. It has also been observed that they develop a subjective consumption
culture based on the models presented in advertisements.

Research shows that children begin watching television from a very young age. Yalcin and
colleagues (2002) found that the average age at which children begin watching television ranges from
1.6 to 2.7 years. Ayranci and colleagues' (2004) research found that children begin watching television
from the age of 3—4 and watch an average of 1-2 hours of television per day until the age of 12—13.
These findings reveal that the quality of content is as decisive for child development as the duration of
viewing. Programs watched on television or digital platforms are directly reflected in children's games,
words, and behaviors (Ayranci et al., 2004). Various studies also support the fact that the level of
influence of media varies according to children's developmental characteristics, gender, and age
variables (Kuruoglu, 2001; cited in Oztiirk & Karayagiz, 2007).

A review of the relevant literature reveals that studies addressing subliminal messages in cartoons
are quite limited. In their study, Temizyiirek and Acar (2014) analyzed the subliminal messages intended
to be conveyed through cartoon posters, while Giimiis and Adam (2020) examined the effects of cartoons
on children. Similarly, Kanbur (2020) evaluated the negative impacts of subliminal messages found in
visual media tools on child health within the framework of existing literature. Another study conducted
by Isleyen (2020) investigated explicitly depicted sexual elements in cartoons that are frequently
watched by children.

When the literature is evaluated as a whole, it is observed that studies focusing on subliminal
messages in cartoons are limited and that this topic has only recently begun to attract the attention of
researchers. This situation indicates that the subject remains current both academically and socially, and
that conducting in-depth research may contribute significantly to the field. In this context, the present
study is expected to fill the existing gap in the literature and contribute to raising awareness regarding
subliminal messages.

Purpose of the Study

The primary aim of this study is to examine the subliminal messages embedded in cartoons. In
line with this purpose, the animated series Rick and Morty was selected as the sample. The main reason
for this choice is that the series differs significantly from traditional children's cartoons in terms of its
content structure and narrative style, yet it maintains a high viewership rate among adolescents and
young audiences. Although Rick and Morty is fundamentally designed for an adult audience, its easy
accessibility on digital platforms leads to frequent viewing by children and young individuals as well.
The presence of elements such as humor, violence, sexuality, religious themes, and family
relationships—often conveyed through ironic expressions and symbols targeting the subconscious—
renders the series a noteworthy example for subliminal message analysis. Additionally, the language
used in the series, the behaviors of its characters, and its visual metaphors are suitable for examining
mechanisms of unconscious influence. Therefore, the rationale behind selecting Rick and Morty as the
sample is its widespread presence in popular culture and its status as one of the animation productions
in which subliminal messages can be most distinctly observed.
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In line with this general aim, the following research questions were addressed:

1. Does the animated series Rick and Morty contain subliminal messages with obscene content?

2. Does the animated series Rick and Morty contain subliminal messages related to religious
beliefs?

3. Does the animated series Rick and Morty contain subliminal messages regarding family
relationships?

Significance of the Study

Among the media types most frequently watched by children in the preschool period are cartoons.
However, some of these productions include elements such as sexuality, violence, and negative
behavioral patterns that are not appropriate for children’s developmental characteristics. The limited
number of studies examining the effects of cartoons on children increases the importance of new
research in the field (Orug et al., 2011; Klinger, 2006). The lack of sufficient knowledge regarding the
nature of social messages conveyed through cartoons makes it difficult to determine their educational
functions and their contribution to value education (Giimiis & Adam, 2020; Temizyiirek & Acar, 2014).

One reason for the insufficient knowledge regarding the social messages conveyed through
cartoons is the lack of up-to-date research on their content (Klinger, 2006). Due to the limited
understanding of what is presented in cartoon content, it becomes difficult to determine the nature of the
intended learning outcomes, what these outcomes might be, and the extent to which they adequately
address core values. As individuals become members of the society in which they live, values—defined
as cultural elements reflected in one’s behaviors and attitudes—gain significant importance, particularly
because they begin to be internalized during the earliest and most critical years of life, namely the
preschool period. With technological advancements making cartoons highly accessible, and given that
they can be watched at any time of day, the effects of such content on the value perceptions of children
in their developmental years have become increasingly evident (Alisinanoglu & Ozbey, 2011).

Since the 1980s, research has increasingly focused on examining the effects of media and
technology on children. These studies (Flinsi, 2018; Elias & Almeida, 2018) demonstrate that children
are not merely passive viewers but have become active participants in digital culture. Today, the amount
of time children spend in various digital environments—such as films, games, and social media—is
rapidly increasing, leading them to engage more intensively with media content.

With advancing technology, children are exposed to digital devices from a very young age, and
this exposure may lead them to encounter content that is not appropriate for their age or developmental
characteristics. In particular, through smartphones, tablets, and computers—devices now possessed by
nearly every individual—children may access cartoons containing undesirable content. These cartoons
transmit the cultures, traditions, and ideologies of the societies in which they are produced, thereby
imposing such elements on the receptive minds of children and adolescents.

Data from the Turkish Statistical Institute (TUIK, 2013) reveal that children gain access to digital
technologies at a remarkably early age. According to the research, children begin using computers at an
average age of eight, access the internet at nine, and start using mobile phones at ten. It was also reported
that 60.5% of children use computers, 50.8% use the internet, 24.3% use mobile phones, and 45.6%
access the internet on a daily basis. These rates indicate that children are in almost constant interaction
with media content (Kiling & Kiling, 2014). Contemporary studies further show that children,
particularly those in the preschool period, spend a significant portion of their daily time in digital
environments (Erdogan & Baran, 2008). This situation suggests that potential threats present in online
spaces pose serious risks for children (Livingstone & Smith, 2014). The primary risks children may
encounter in the digital world include the disclosure of personal data, exposure to physical or
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psychological harm, online harassment, cyberbullying, encountering inappropriate content, and
engaging in online interactions with unknown individuals (Zilka, 2017; Akg¢a & Kog Cigekliler, 2019).

In this context, identifying and evaluating subliminal messages embedded in cartoons is important
for preventing children from being adversely affected by such content. Determining the values, attitudes,
and behaviors conveyed—often without conscious awareness—can contribute to the development of
protective measures aimed at supporting children's cognitive, emotional, and moral development.
Therefore, this study is considered significant in that it offers a new perspective to the limited body of
research in the field and raises awareness regarding media literacy, values education, and children's
interaction with media.

Limitations of the Study

This research is limited to the animated series Rick and Morty, which is broadcast on the online
platform Netflix. The scope of the study consists of the eleven episodes included in the first season of
the series. Only the content within these episodes was analyzed. The findings are limited to the data
obtained from the selected episodes and cannot be generalized to other seasons or to different animated
productions.

Assumptions of the Study

In this study, it is assumed that the data collection tools used are appropriate for the research
purpose and are both valid and reliable. It is also assumed that the data obtained accurately reflect the
subliminal messages present in the analyzed episodes and that the researcher’s interpretations are made
objectively based on these data.

Cartoon

The Turkish Language Association (TDK) defines a cartoon as “a motion picture composed of
consecutively drawn images that indicate the movements of characters related to a particular subject”
(TDK, 2005, p. 442).

In another definition, cartoons are described as a form of visual narrative created by filming
sequential drawings, thereby producing the illusion of movement on the screen. Each scene is formed
frame by frame. These productions are fundamentally grounded in graphic and plastic arts. The visual
content is generally hand-drawn, and the elements of color, form, and motion are arranged according
to the artist’s aesthetic preferences (Kaba, 1992, as cited in Bursali, 2014).

Cartoons and Their Effects on Children

The purpose of cartoons is to guide viewers toward what is right, to teach, to entertain, and at the
same time to educate while entertaining (Temizyiirek & Acar, 2014). In addition to these functions,
cartoons also play a role in facilitating social communication. Some cartoons broadcast on certain
channels in the United States have been described as “nothing more than half-hour advertisements for
toy companies.” Although the accuracy of this statement can be debated, the fact that children show
great interest in toy models of the characters featured in cartoons can be considered one of the most
obvious indicators of the impact cartoons have on children. This phenomenon supports the
aforementioned statement about certain cartoons in the United States and, unfortunately, is also valid
for Tiirkiye. It is known that cartoons reflect the cultural and linguistic values of the societies in which
they are produced. Therefore, if the cartoons a child watches predominantly originate from foreign
sources rather than the culture of their own society, it becomes inevitable that the child will learn more
about other cultures than their own. It has been argued that foreign cartoons translated into Turkish may
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negatively influence children both culturally and linguistically, and that the negative behaviors and slang
expressions they contain may provide inappropriate models for children, thereby adversely affecting
them (Yagli, 2013). Alongside the negative influences that cartoons may have on children, it is also
noted that they offer certain advantages. For example, cartoons can support children in learning positive
behaviors—such as helpfulness and kindness—through imitation (Yagli, 2013).

Subliminal (Subconscious) Message

It would be appropriate to refer to the concept of subliminal messages—often described as a
“devious trap”—or the so-called twenty-fifth frame, which has recently been discussed particularly in
relation to cartoons. The Turkish Language Association (TDK) defines a subliminal message within the
scope of “subconscious advertising,” describing it as a type of promotion conveyed through visuals
displayed so briefly that they can only be perceived at the subconscious level (TDK, 2021).

Subliminal messages may be described as activities—primarily used in the cinema and
advertising sectors—in which symbols such as images and signs are concealed in ways that cannot be
consciously detected, with the aim of influencing individuals’ subconscious. These activities are
intended to achieve political, commercial, or cultural gains. National and international regulations
impose explicit restrictions on advertisements containing messages directed at the subconscious rather
than the conscious perception of individuals. In particular, the broadcasting of advertisements prepared
using extremely short-duration visuals or designed to prevent viewers from consciously noticing the
content is prohibited (Oztiirk, 2007; cited in Cakiral, 2016).

When advertisements and cartoons targeting children are considered, it becomes evident that
cultural and ideological indoctrination may be carried out through such media. Studies conducted to
date on the effectiveness of subliminal messages and perception reveal two predominant approaches.
According to the first approach, a subliminal stimulus—although not very strong—may generate a
desired effect on the individual when presented repeatedly and frequently. The second approach
suggests that individuals exposed to the sexual content frequently embedded in subliminal messages
may become aroused, which in turn makes them more susceptible to the intended influence (Erdem,
2015).

Method

In this study, the “document analysis” method, one of the qualitative research methods, was
employed. Document analysis refers to the examination of written sources concerning the phenomena
under investigation; however, in certain cases, it may also encompass visual materials such as
photographs, videos, or films in addition to written documents. Visual materials such as photographs,
films, and videos offer researchers several advantages, including the ability to observe nonverbal
behaviors—such as body movements, gestures, and facial expressions—in their original form and
continuity, as well as the opportunity to view the same visual material multiple times and at different
intervals (Yildinm & Simgek, 2011).

The animated series Rick and Morty, included within the scope of this research, was selected
through purposeful sampling. The study examined the series as broadcast on the online platform Netflix.
This foreign production includes content generally intended for both children and adults. The aim of the
study was to identify the ways in which subliminal messages embedded in the series are presented in
terms of verbal and behavioral expression, as well as to determine the frequency with which these
subliminal messages appear.
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Study Group of the Research

The study group of this research consists of the eleven episodes (a total of 244 minutes and 3
seconds) from the first season of the animated series Rick and Morty, which is broadcast on the online
platform Netflix. The episodes included in the study are those from the first season, aired between
December 2, 2013, and April 14, 2014. Information related to other seasons was excluded from the
scope of the research. This limitation was established to enable a more in-depth and qualitative analysis
of the data.

Data Collection Tool

Within the scope of this research, a specialized data collection form was developed in accordance
with the stated purpose. The form was designed to identify the subliminal messages present in the
animated series Rick and Morty and was structured around three main categories. These categories were
defined as: “Subliminal messages related to religious beliefs,” “Subliminal messages with obscene
content,” and “Subliminal messages regarding family relationships.” The content associated with each
category is explained in detail below:

Subliminal messages related to religious beliefs:

This category encompasses indirect or satirical references made through themes such as God,
religion, prayer, worship, sacred symbols, and religious figures. For example, the denial of God’s
existence, the use of religious rituals as elements of humor, or the comparative presentation of different
belief systems fall within this group.

Subliminal messages with obscene content:

This category includes scenes in which sexuality, violations of privacy, nudity, erotic
implications, and inappropriate behaviors are presented either directly or indirectly. For instance,
characters’ sexually suggestive conversations, eroticized robots, or the depiction of inappropriate
behaviors among family members in a humorous manner are examples of such messages.

Subliminal messages regarding family relationships:

This category analyzes the representation of family roles, parent—child interactions, and family
values. Situations such as the weakening of authority figures, the trivialization of parental roles, or the
violation of familial respect and privacy are evaluated within this scope.

The content validity of the form was ensured through the feedback of three academics who
specialize in media studies and child development. Based on expert opinions, the sub-criteria for each
category were clarified, and a pilot application of the form was conducted prior to the main data
collection process. In this way, the reliability and systematic nature of the data collection were
strengthened.

Data Collection

The data used in this research were obtained from selected episodes of the first season of the
animated series Rick and Morty. The series was chosen through purposeful sampling due to its wide
audience reach in popular culture and its use of symbolic narratives. The episodes included in the study
were viewed on publicly accessible online platforms (e.g., YouTube, Dailymotion, yabancidizi.pw, and
izlesene.com) in a manner that does not violate copyright regulations.
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Each episode was analyzed within the framework of the study’s three main categories:
“subliminal messages related to religious beliefs,” “subliminal messages with obscene content,” and
“subliminal messages regarding family relationships.” During the analysis process, visual and auditory
elements in the scenes were systematically examined, and data were collected through language use,
cultural references, themes, and character interactions. In this way, potential subliminal messages in
each episode were evaluated in detail in accordance with the identified themes.

Data Analysis

The data analysis of the study was conducted using the descriptive analysis technique. This
method enabled the examination of symbols, character dialogues, and visual elements in the cartoon by
organizing them under meaningful themes. During the analysis process, each episode was viewed scene
by scene, and the language used by the characters, their body language, forms of humor, and symbolic
visuals were evaluated within the categories of religious belief, obscene content, and family
relationships. Time codes for each scene (minute—second) were recorded on the analysis form, allowing
for a systematic and structured scene-by-scene examination.

The reliability and validity of the data analysis were ensured through the triangulation approach
(code—category—theme). During the processes of coding, category formation, and theme identification,
two field experts—one specializing in media studies and the other in early childhood education—
conducted independent coding alongside the researcher. A comparison of the codings revealed an 85%
agreement rate between the experts. Since this rate exceeds the commonly accepted reliability threshold
of 80% in qualitative research (Miles & Huberman, 1994), the reliability of the study was considered
high.

To ensure validity, the analyzed video scenes were described in detail, and these descriptions
were supported with examples in the findings section. During the descriptive process, the data were
presented directly, and researcher interpretations were limited to explanatory remarks only. In this way,
the analysis process was conducted both systematically and transparently, and the findings were
presented independently of personal bias. The categories used in the data analysis are presented below.

1. Subliminal Messages Related Religious Beliefs to

This category encompasses references made through themes such as God, religion, prayer, sacred
symbols, and religious figures in the series Rick and Morty. The analysis revealed that in certain scenes,
the existence of a Creator is denied, religious concepts are used as elements of humor, and societal
beliefs are trivialized. For example, in one episode, Rick’s statement “There is no God, only science”
was interpreted as a satirical remark directed at religious beliefs. In other scenes, characters are shown
mocking acts of worship or prayer. These findings indicate that subliminal messages related to religious
beliefs are constructed in ways that either undermine belief systems or normalize disbelief through an
emphasis on scientific superiority.

2. Subliminal Messages with Obscene Content

This category includes scenes in which sexuality, violations of privacy, and inappropriate
behaviors are presented to the viewer either directly or indirectly. The analysis highlighted instances of
nudity, eroticized robots, references suggestive of pedophilia, and breaches of sexual privacy among
family members. For example, in one scene, Rick forcing Morty to “shower together,” and in another,
the parents displaying sexual behaviors in the presence of their children, were coded as examples of
subliminal messages with obscene content. Such scenes create a perception in which privacy is
trivialized and sexuality is normalized.
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3. Subliminal Messages Regarding Family Relationships

This category was evaluated through representations of parent—child relationships, family roles,
and authority figures. The analysis identified scenes in which the boundaries of respect and privacy
among family members were blurred, and parental roles were depicted as weak or insignificant. For
example, the mother’s constant criticism of the father, the children displaying mocking and disrespectful
attitudes toward their parents, and the grandfather character exhibiting behaviors that undermine
authority were all included in this category. Such themes were interpreted as portraying a cultural
representation in which family bonds are devalued and intra-family authority is weakened.

Findings

In this section, eleven episodes from the first season of the animated series Rick and Morty were
examined. The analysis aimed to identify subliminal messages related to “religious beliefs,” “obscene
content,” and “family relationships” within these episodes, and to determine in which episodes these
messages appeared, how frequently they occurred, and in what contexts they were presented. The
findings were classified according to the three predefined categories and are presented in tabular form.

Table 1. Categories and Frequencies of Subliminal Messages Identified in the Episodes of the
Animated Series Rick and Morty

Episode Duration  Obscene Religious Belief (f) Family

(min.) Messages (f) Messages (f) Relationship
Messages (f)

1. Pilot 22 3 2 2 2

2.Technological Dog 22 3 1 2 2

3. Anatomy Park 22 3 1 1 3

4. Virtual Reality 21 2 - — 1

5. Meeseeks and Destroy 21 — 2 2 -

6.Love Potion 22 2 3 3 1

7. Raising Gazorpazorp 22 - 3 3 1

8.It’s Rick Minute 23 1 1 —

9. Something Comes 23 1 1 1 -

Without Rick

10. Rick-Type Rickifications 23 - - - -

11. Ricksy Business 23 1 1 — —

Note. The (—) symbol indicates that no subliminal message was detected in the corresponding
category.

According to Table 1, subliminal content belonging to all three main categories was identified in
nearly all episodes of the series. An examination of the distribution of these contents reveals that the
highest frequency is associated with obscene messages. Scenes involving sexuality, body representation,
or violations of privacy were found in nine of the eleven episodes. Messages related to family
relationships appeared in eight episodes, while subliminal messages concerning religious beliefs were
identified in seven episodes. These findings indicate that the series adopts a narrative style that critiques
and, at times, satirizes societal values and moral norms through humor.

1. Obscene Content Messages

In this category, the objectification of the body, the use of sexuality as a humorous element, and
the erosion of privacy are prominent. For example, in episode 1 (at 5:12), the scene where Morty
imagines the breasts of the girl he likes presents a representation where sexuality is normalized at a
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young age. At 13:40, Rick asking Morty to “store his seeds in his butt” is an example of inappropriate
behavior being trivialized. In episode 2 (7:30 min), the character Summer portraying her relationship
with her grandfather as “natural” contains an incestuous reference. In episode 3 (at 14:20), engaging in
sexual behavior in front of family members shows that privacy is trivialized through humor. These
scenes reveal that the series serves to “normalize” disturbing elements by presenting them in an
entertaining way, indirectly weakening moral sensitivity.

Sen i§i bir cocuksun,-Morty:
Kendine'has'bir Kisiliksin; Morty.
< ST Q

Figure 1. Source: https://www.iziyou.com/rick-and—morty-1-sezon-4-bolum/ (Accessed on 30 April
2025).

2. Messages Related to Religious Beliefs

Religious themes are generally presented through ridicule, expressions of disbelief, or the
devaluation of the concept of God. In Episode 1 (0:56), Rick’s statement “You must be my new Adam
and Eve” carries an implication of self-identification with God. In Episode 2 (3:40), characters preparing
to cause an explosion while shouting “Allahu Akbar” are portrayed with a Muslim identity, creating a
negative stereotype that associates Islam with violence. In Episode 7 (16:20), the statement “The Creator
is not God” conveys a message denying the existence of God. In Episode 9 (13:56), the depiction of the
devil with positive attributes such as “determined” and “strong” demonstrates an inversion of the
traditional good—evil dichotomy. These scenes suggest that the series treats religious symbols in a
parodic manner, diminishes belief systems, and may subtly contribute to a gradual erosion of values
among viewers.
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Figure 2. Source: https.//www.dlzlyou.com/rlck-and-morty-1-sezon-2-bolum/ (Accessed on 30 April
2025).
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3.Messages Related to Family Relationships

Scenes depicting family dynamics reveal a lack of authority, confusion between parent and child
roles, and breaches of privacy. In episode 3 (6:35 min), the grandfather introduces his wife's lover as a
“good man”; at 20:20 min, all family members accept inappropriate relationships, showing the
breakdown of family ties. In episode 4 (2:40 min), Rick forcing Morty to take a shower together is a
scene where personal boundaries are disregarded. In episode 6 (15:41 min), the parents having sex in
front of their children completely devalues privacy education. In episode 9 (20:21 min), the
inappropriate behavior between grandfather and grandson indicates that family values are being mocked.
These scenes show that the series portrays the family institution as a dysfunctional structure lacking
authority, love, and respect.
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Figure 3. Source: https://www.diziyou.com/rick-and-morty-1-sezon-3-bolum/ (Accessed on 30
April 2025).

In conclusion, themes of sexuality, religion, and family are presented throughout the production
in an ironic, critical, and parodic manner. These contents are conveyed not explicitly but through
humor and visual symbols, subtly embedding themselves into the viewer’s subconscious. The analysis
results indicate that the animated series Rick and Morty poses developmental risks particularly for
young viewers, revealing that value judgments and social norms may be eroded at a subconscious
level.

Discussion

The findings of this study indicate that cartoons, beyond serving merely as a form of
entertainment, may function as influential tools in shaping individuals’ value systems, belief structures,
and perceptions of social norms. The example of Rick and Morty suggests that narratives constructed
through humor, parody, and absurdity within contemporary digital culture have the potential to
transform value perceptions at a subconscious level.

The subliminal messages related to obscenity, religious beliefs, and family relationships identified
in the cartoon, when evaluated through Bandura’s Social Learning Theory (2001), reveal that individuals
may develop behaviors and attitudes through observation. Accordingly, it can be anticipated that such
content may transform into learned behavioral patterns among child and adolescent viewers through
processes of modeling. Obscene content, presented through the depiction of sexuality as a natural and
humorous element, may contribute to the blurring of moral boundaries.

Within the framework of Gerbner’s Cultivation Theory, it is argued that prolonged exposure to
media content may transform individuals’ perceptions of reality (Gerbner, Gross, Morgan & Signorielli,
2002). In this context, the belittlement of religious beliefs or the normalization of violence and sexuality
through humor in Rick and Morty may be interpreted as creating an alternative perception of reality for
the viewer. Such content is thought to have the potential to foster a sense of moral relativism, particularly
among individuals in adolescence who are in the process of identity formation.

The use of religious themes through parody in the series can be explained through Barthes’
Semiotics Theory (1977), specifically the process of “re-signification.” The employment of sacred
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symbols in ironic and humorous contexts may lead to a dissolution of meaning. Such dissolutions may
manifest as a form of symbolic violence within belief-based value systems (Bourdieu, 1991).

When messages related to family relationships are considered within Bronfenbrenner’s
Ecological Systems Theory (1979), it becomes evident that the family structure—located within the
child’s immediate developmental environment—may be indirectly influenced by media content. The
weakened representation of respect, privacy, and responsibility among family members in Rick and
Morty suggests that unhealthy perceptions of family relationships may develop among child viewers.
Additionally, according to Piaget’s Theory of Moral Development (1932), individuals in early childhood
possess limited abilities to distinguish abstract concepts. Therefore, religious or obscene messages
conveyed through irony or humor may be perceived as literal truths by younger age groups.

The findings obtained from this research align closely with existing literature. Cartoons emerge
as powerful media tools that shape children’s social values, belief systems, and language skills. As noted
in the studies by Flinsi (2018) and Elias and Almeida (2018), children today are no longer merely passive
viewers but active participants in digital culture. This indicates that the content of cartoons serves not
only an entertaining function but also an instructive and guiding one. Data from TUIK reveal that
children demonstrate a high level of interest in digital devices, which leads to their continuous exposure
to media content (Kiling & Kiling, 2014). This intense interaction increases the likelihood of exposure
to subliminal messages.

According to the findings of Ozdemir and Ramazan (2012), the words and behavioral patterns
used in cartoons directly transfer into children’s daily lives. This strengthens the influence of media on
children’s learning processes and suggests that subliminal messages may play an unconscious yet
shaping role in cognitive and behavioral development.

The results also parallel other studies in the literature. Valkenburg and Piotrowski (2017)
emphasize that children are particularly susceptible to emotional and cognitive modeling in indirect
learning processes through media. Similarly, Strasburger, Wilson, and Jordan (2014) highlight that early
exposure to inappropriate media content may lead to the “normalization of risky behaviors” among
children. In this regard, the case of Rick and Morty presents a significant area of inquiry for media
regulation, ethical broadcasting, and digital awareness, especially given that content categorized as
“adult humor” on digital platforms remains easily accessible to child and adolescent viewers.

Conclusion

The findings of the study reveal that the subliminal messages embedded in the animated series
Rick and Morty possess characteristics that may negatively affect children's cognitive, emotional, and
social developmental processes. The presentation of themes related to sexuality, belief systems, and
family structure through humor and parody is thought to create conditions conducive to the
transformation of viewers’ value perceptions at a subconscious level. This situation demonstrates the
need to examine the effects of media content on child and adolescent development in a multidimensional
manner.

Recommendations
1. Recommendations for Parents

It is recommended that parents evaluate the content their children watch in advance and check
whether it is appropriate for their age.

Children’s independent access to digital platforms should be limited and supported through safe
media use under parental supervision.

Parents may benefit from developing awareness regarding subliminal messages and participating
in media literacy training programs.
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2. Recommendations for Educators

It is important for educators to ensure that the digital materials used in the classroom are aligned
with cultural values and pedagogical criteria.

Age-appropriate awareness activities may be planned to help children develop media critique
skills.

Educators can collaborate with parents to build a shared understanding of the potential effects of
media content.

3. Recommendations at Institutional and Societal Levels

Media regulatory bodies (e.g., RTUK) are advised to strengthen access restrictions for content
classified as 18+.

It may be beneficial to expand university courses that address media literacy, digital ethics, and
child development.

Public institutions are encouraged to conduct awareness campaigns promoting safe digital
content for children.
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TURKCE SURUM
Giris

Egitim, bireyin yasadig1 cevreye uyum saglamasinda etkili olan temel faktorlerden biridir. Bireyin
icinde bulundugu c¢evreyle etkilesime girerek kendisinde kalic1 ve istendik davranmig degisiklikleri
olusturmasi egitim olarak tanimlanmaktadir (Ertiirk, 1979). Cocuklarin eglence araci olarak
vazgegilmezleri arasinda yer alan ¢izgi filmler, bilgisayar oyunlar1 ve animasyonlarda; diiriistliik,
dostluk, giiven, estetik, cesaret, yardimseverlik, aile ve vatan sevgisi, dayanisma gibi egitici temalar
siklikla 6n plana ¢ikmaktadir. Ancak her yapim, iiretildigi kiiltiiriin degerlerini ve yapimeisinin ideolojik
yaklasgimimi da ic¢inde barindirmaktadir. Yapimcilart ve ideolojik yonelimi net olarak bilinmeyen
iiriinlerin, herhangi bir bilimsel denetim ya da inceleme siirecine tabi tutulmadan ¢ocuklarin gelisim
donemindeki zihinlerine dogrudan ulasabilmesi énemli bir risk olusturmaktadir (Temizyiirek & Acar,
2014).

Cocukluk dénemi, bireyin biligsel, duygusal ve dilsel gelisiminde medyanin giiclii bir etkiye sahip
oldugu bir evredir. Bu baglamda ¢izgi filmler yalnizca bir eglence araci degil, cocuklarm dil kazanimu,
degerler sistemi ve sosyal davranig Oriintiilerini bi¢imlendiren Onemli kiiltiirel iletim araclaridir.
Mitchell’in (1995) belirttigi lizere, Amerika’da yayimlanan bazi ¢izgi filmler “oyuncak firmalarinin
yarim saatlik reklami1” olarak degerlendirilmistir (Samuk, 2018). Bu goriis tartismaya agik olmakla
birlikte, cocuklarmm ¢izgi film karakterlerinin oyuncak versiyonlara gosterdigi yogun ilgi, bu tespiti
destekler niteliktedir. Tiirkiye’de de benzer bir durum gozlemlenmektedir. Ozdemir ve Ramazan’in
(2012) yaptig1 caligmada, Isparta’da 940 veliye uygulanan anket sonuglarina gore, ¢ocuklarin ¢izgi
filmlerde duyduklar1 kelime ve ifadeleri glindelik konugmalarinda sik¢a kullandiklart belirlenmistir.
Velilerin %53,4’1i cocuklarinin bu tiir ifadeleri “her zaman” veya “sik sik” kullandigim belirtmistir. Bu
sonug, ¢izgi filmlerin ¢ocuklarin dil gelisimi ve sozclik dagarcig lizerinde dogrudan bir etkiye sahip
oldugunu gostermektedir. Ote yandan, yabanci yapim g¢izgi filmlerin Tiirkgeye g¢evrilme bigimi,
cocuklarm kiiltiirel kimligi tizerinde olumsuz etkiler yaratabilmektedir. Yagli’'ya (2013) gore,
kiiltiirtimiizde bulunmayan ya da argo niteligi tasiyan ifadelerin dogrudan ¢evrilmesi, ¢ocuklarin dil
gelisimini ve kiiltiirel deger algisin1 olumsuz yonde etkileyebilmektedir. Dolayisiyla, ¢izgi filmler
yalmzca eglendirici bir ara¢ degil, ayn1 zamanda g¢ocuklarin sosyallesme ve Kkiiltlirel 6grenme
stireclerinde belirleyici bir unsurdur (Samuk, 2018).

Teknolojik gelismelerle birlikte cocuklarin fiziksel hareket alanlarinin kisitlanmasi, onlar1 kapali
mekanlarda daha fazla zaman gecirmeye yonlendirmistir. Geleneksel oyun alanlarmdan uzak kalan
cocuklar, enerjilerini televizyon, tablet, bilgisayar ve cep telefonu gibi elektronik araglarla
harcamaktadir. Bu durum, dijital ortamlarin ¢ocuk yasamindaki yerini gii¢lendirmistir. Bu nedenle,
televizyon, tablet, bilgisayar, cep telefonu gibi elektronik araglar ve bu araglarin sundugu igerikler
konusunda ebeveynler, egitimciler, medya kuruluslart ve yasa yapicilarin sorumluluk almasi
gerekmektedir. Ciinkii ¢ocuklara sunulan her igerik pedagojik acidan uygun ve masum amaglar
tagimayabilir. Cocuklarin medya igeriklerinden yetiskinlere kiyasla daha fazla etkilenme egiliminde
olduklar, bu etkinin niteliginde izlenen programin igerigi, siiresi ve sunum bi¢iminin belirleyici oldugu
belirtilmektedir (Akyiiz, 2013).

Televizyonun asir1 izlenmesi, ¢ocuklar1 okumak, sinemaya ve tiyatroya gitmek, arkadaslariyla
oyun oynamak gibi etkinliklerden uzaklastirmakta ve bu durum bedensel, zihinsel ve sosyal gelisimi
olumsuz yonde etkileyebilmektedir. Sonug olarak ¢ocuklar, saglikli yasanti deneyimlerinden yoksun
kalabilmektedir (Akyiliz, 2013). Cizgi filmler ve dijital oyunlar aracilifiyla c¢ocuklara aktarilan
mesajlarda siklikla “tiikettigin silirece varsin” anlayiginin islendigi goriilmektedir. Modern toplumlarda
yiizyillar boyunca olusan “lretici-yurttag-cocuk” kavrami, postmodern donemde yerini “tiiketici-
kiiresel-cocuk™ anlayisma birakmustir (Inal, 2009). Cocuklara yonelik programlarda cinsel igerikli
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Ogelerin, zararh {irlinlerin reklamlariin veya bilingalt1 mesajlarin yer almasi, toplumsal yapi tizerinde
olumsuz etkiler yaratabilmektedir. Yapilan arastirmalar, erken yasta televizyon ve internet {izerinden
maruz kalinan bu igeriklerin sigara ve madde kullanimi, alkol tiiketimi, obezite, hirsizlik ve akademik
basarisizlik gibi olumsuz davranislarla iligkili olabilecegini gostermektedir (Klein et al., 1993; Akyiiz,
2013; akt. Temizylirek & Acar, 2014).

Televizyon ve dijital igeriklerin hizli sahne gegisleri, cocuklarin algi kapasitelerinin {izerinde bir
tempo olusturmakta ve anlamlandirilamayan ¢ok sayida mesajla karsilasilmasina neden olmaktadir
(Akbulut, 2013). Cocuklar bu siirecte ¢ogunlukla pasif izleyici konumunda olup, yaslarina uygun
olmayan iceriklere de maruz kalabilmektedirler. Bu igerikler aracilifiyla ¢ocuklar, cinsiyet rolleri,
kiiltiirel degerler ve toplumsal roller hakkinda farkinda olmadan bilgi edinmektedirler. Ayrica
reklamlarda sunulan modellerle 6znel bir tiiketim kiiltiirii gelistirdikleri de gozlemlenmektedir.

Arastirmalar, ¢ocuklarin ¢ok kiiglik yaslardan itibaren televizyon izlemeye basladiklarini
gostermektedir. Yal¢in ve arkadaslarinin (2002) ¢aligmasinda televizyon izlemeye baslama yasinin
ortalama 1,6 ile 2,7 yas arasinda degistigi belirlenmistir. Ayranct ve arkadaslariin (2004)
arastirmasinda ise 3—4 yaslarindan itibaren ¢ocuklarin televizyon izlemeye basladiklari, 12—13 yasina
kadar gegen siirecte ise giinde ortalama 1-2 saat televizyon izledikleri tespit edilmistir. Bu bulgular,
izlenme siiresi kadar igeriklerin niteliginin de ¢ocuk gelisimi agisindan belirleyici oldugunu ortaya
koymaktadir. Televizyonda veya dijital platformlarda izlenen programlar, ¢ocuklarin oyunlarina,
sOzlerine ve davranislarina dogrudan yansimaktadir (Ayranct et al., 2004). Cocuklarin gelisimsel
ozellikleri, cinsiyet ve yas degiskenlerine gore medyadan etkilenme diizeylerinin farklilastig1 da ¢esitli
aragtirmalarla desteklenmektedir (Kuruoglu, 2001; akt. Oztiirk & Karayagiz, 2007).

Konuya iliskin literatiir incelendiginde, ¢izgi filmlerde yer alan subliminal mesajlarin ele alindig1
calismalarin oldukca sinirli oldugu goriilmektedir. Temizylirek ve Acar (2014) calismasinda, ¢izgi film
afiglerinde verilmek istenen subliminal mesajlar1 analiz etmis; Giimiis ve Adam (2020) ise ¢izgi
filmlerin gocuklar {lizerindeki etkilerini incelemistir. Benzer bicimde Kanbur (2020), gorsel medya
araclarinda yer alan subliminal mesajlarin ¢ocuk sagligi lizerindeki olumsuz etkilerini literatiir
dogrultusunda degerlendirmistir. Isleyen (2020) tarafindan gergeklestirilen bir diger arastirmada ise,
cocuklar tarafindan yogun bicimde izlenen ¢izgi filmlerde agikga betimlenen cinsellik unsurlari
incelenmisgtir.

Alanyazin genel olarak degerlendirildiginde, ¢izgi filmlerde yer alan subliminal mesajlara yonelik
caligmalarin smirlt oldugu ve bu konunun son yillarda arastirmacilarin dikkatini ¢gekmeye basladigi
goriilmektedir. Bu durum, konunun hem akademik hem de toplumsal agidan giincelligini korudugunu
ve yapilacak aragtirmalarla derinlemesine incelenmesinin alana katki saglayabilecegini gostermektedir.
Bu baglamda, gerceklestirilen bu aragtirmanin alandaki boslugu doldurmasi ve subliminal mesajlara
iligkin farkindaligin artirilmasina katki sunmasi beklenmektedir.

Arastirmanin Amaci

Bu aragtirmanin temel amaci, ¢izgi filmlerde yer alan subliminal mesajlarin incelenmesidir.
Calisma kapsaminda, bu amaca uygun olarak Rick and Morty adli animasyon dizisi 6rnek olarak
secilmistir. Bu se¢cimin temel nedeni, dizinin igerik yapisi ve anlatim dili bakimindan geleneksel cocuk
cizgi filmlerinden belirgin bicimde ayrilmasi, ancak buna ragmen geng izleyiciler ve ergenler arasinda
yiiksek bir izlenme oranina sahip olmasidir. Rick and Morty, temelde yetiskin izleyici kitlesine yonelik
olarak tasarlanmis olsa da dijital platformlarda kolay erisilebilir olmasi1 nedeniyle ¢ocuk ve geng bireyler
tarafindan da siklikla izlenmektedir. Dizinin senaryo yapisinda mizah, siddet, cinsellik, dini temalar ve
aile iligkileri gibi unsurlarin ironik ve ¢ogu zaman bilingaltina yonelik sembollerle islenmesi, onu
subliminal mesaj ¢ozlimlemesi agisindan dikkat ¢ekici bir 6rnek haline getirmektedir. Ayrica, dizide
kullanilan dil, karakter davraniglari ve gorsel metaforlar, bilingdis etki mekanizmalari agisindan analiz
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edilmeye elverislidir. Dolayisiyla, Rick and Morty’nin 6rneklem olarak secilmesinin gerekgesi; hem
popiiler kiiltiirdeki yaygmligi, hem de subliminal iletilerin en belirgin bicimde gdzlemlenebilecegi
animasyon yapimlarindan biri olmasidir.

Bu genel amag dogrultusunda asagidaki arastirma sorularina yanit aranmustir:
1. Rick and Morty ¢izgi filmi “miistehcen igerikli subliminal mesajlar” icermekte midir?
2. Rick and Morty ¢izgi filmi “dini inang igerikli subliminal mesajlar” igermekte midir?

3. Rick and Morty ¢izgi filmi “aile iligkilerine yonelik subliminal mesajlar” icermekte midir?

Arastirmanin Onemi

Okul 6ncesi donemde ¢ocuklar tarafindan en sik izlenen medya tiirlerinden biri ¢izgi filmlerdir.
Ancak bu yapimlarin bir kisminda, ¢ocuklarin gelisimsel 6zelliklerine uygun olmayan cinsellik, siddet
ve olumsuz davramig Orlintiileri gibi unsurlar yer almaktadir. Cizgi filmlerin ¢ocuklar iizerindeki
etkilerini inceleyen calismalarin sayisinin sinirli olmasi, alanda yapilacak yeni aragtirmalarin dnemini
artirmaktadir (Orug et al., 2011; Klinger, 2006). Cizgi filmler araciligiyla aktarilan sosyal mesajlarin
niteligi konusunda yeterli bilgi birikiminin bulunmamasi, bu yapimlarin egitimsel islevlerinin ve deger
egitimi agisindan katki diizeylerinin belirlenmesini giiclestirmektedir (Glimiis & Adam, 2020;
Temizylirek & Acar, 2014).

Cizgi filmlerle verilen sosyal mesajlar ile ilgili yeterli bilgiye sahip olunmamasinin bir nedeni de
bu filmlerin igerikleri hakkinda olmasi gerektigi kadar giincel ¢aligmanin olmamasidir (Klinger, 2006).
Cizgi filmlerin igeriklerinde verilenler hakkinda yeteri kadar bilgiye sahip olunmamasindan dolay1 bu
iceriklerin vermeyi amagladiklar1 kazanimlarin nitelikleri ve neler olabilecegi, bu kazanimlarin degerleri
karsilama noktasinda ne denli yeterli olup olmadiklarimin tespitini de zorlastirmaktadir. Organizmanin
icinde bulundugu toplumun bir bireyi olmasi, bireyi anlamlilagtiran, kiiltiirel degerlerin bireyin
davranigina ve tutumlarima yansimasi olan degerler hayatin ilk ve en 6nemli yillar1 olan okul 6ncesi
donemde kazanilmaya baglanmasi ile bu degerlerin igsellestirilmesi noktasinda biiyilk 6nem arz
etmektedir. Gelisen teknoloji ile birlikte ¢izgi filmlere ulasimin ¢ok kolay oldugu hatta giiniin her saati
cizgi filmlerin izlenebilecegi bir donemde olmamiz, bu durumun gelisme ¢agini yasayan ¢ocuklari
deger algilarma olan etkileri agik¢a ortadadir (Alisinanoglu & Ozbey, 2011).

1980’li yillardan itibaren yapilan arastirmalar, medya ve teknolojinin ¢ocuklar iizerindeki etkisini
incelemeye odaklanmigtir. Bu ¢aligmalar (Flinsi, 2018; Elias & Almeida, 2018), ¢ocuklarin yalnizca
izleyici olmadigini, aym zamanda dijital kiiltlirtin aktif katilimcilar1 haline geldigini gdstermektedir.
Giliniimiizde ¢ocuklarin film, oyun ve sosyal medya gibi farkli dijital ortamlarda gegirdikleri siire hizla
artmakta, bu da onlarin medya igerikleriyle daha yogun bir etkilesim i¢inde olmalarina yol agmaktadir.

Gelisen teknolojiyle birlikte, ¢cocuklar kiiglik yaslardan itibaren teknolojiye maruz kalmakta ve
bu durum, onlarin yaslarina ve gelisim 6zelliklerine uygun olmayan igeriklerle karsilagmalaria yol
acabilmektedir. Ozellikle giiniimiizde hemen her bireyin sahip oldugu akilli telefonlar, tabletler ve
bilgisayarlar araciligiyla cocuklar, istenmeyen icerikli ¢izgi filmler izleyebilmektedirler. Bu c¢izgi
filmler, iretildikleri toplumlarn kiiltiirlerini, geleneklerini ve ideolojilerini, ¢ocuklarimizin ve
genglerimizin temiz zihinlerine empoze etmektedir.

Tiirkiye Istatistik Kurumu’nun (TUIK, 2013) verileri, ¢ocuklarin dijital teknolojilere erigim
yasinin oldukga erken oldugunu ortaya koymaktadir. Arastirmaya gore ¢ocuklar ortalama sekiz yasinda
bilgisayar kullanmaya, dokuz yasinda internete girmeye ve on yasinda cep telefonu kullanmaya
baglamaktadir. Cocuklarin %60,5’inin bilgisayar, %50,8’inin internet, %?24,3’{iniin cep telefonu
kullandig1, ayrica %45,6’smin her giin internete eristigi belirtilmistir. Bu oranlar, ¢ocuklarm medya
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igerikleriyle neredeyse siirekli etkilesim halinde olduklarimi gostermektedir (Kiling & Kiling, 2014).
Glinlimilizde yapilan arastirmalar, Ozellikle okul oncesi donemdeki c¢ocuklarin giin igerisinde
zamanlarinin biiyiik kismini dijital mecralarda gecirdiklerini ortaya koymaktadir (Erdogan & Baran,
2008). Bu durum, internet ortaminda yer alan potansiyel tehditlerin cocuklar i¢in ciddi riskler tagidigini
gostermektedir (Livingstone & Smith, 2014). Cocuklarin dijital diinyada karsilasabilecegi baslica riskler
arasinda kisisel verilerin ifsa edilmesi, fiziksel ya da ruhsal zarara ugrama, ¢evrim igi taciz, siber
zorbalik, uygunsuz igeriklerle karsilasma ve tanimadiklari kisilerle ¢evrim ici etkilesim kurma gibi
durumlar bulunmaktadir (Zilka, 2017; Ak¢a & Kog Cigekliler, 2019).

Bu baglamda, cizgi filmler araciligiyla bilingaltina yerlestirilen subliminal mesajlarin tespit
edilmesi ve degerlendirilmesi, ¢ocuklarin bu tiir igeriklerden olumsuz yonde etkilenmesini 6nleme
acisindan onem tasimaktadir. Cizgi filmlerde farkinda olmadan aktarilan deger, tutum ve davranislarin
belirlenmesi; ¢gocuklarin biligsel, duygusal ve ahlaki gelisimlerinin desteklenmesi i¢in gerekli koruyucu
onlemlerin alinmasina katki saglayabilir. Bu nedenle, bu aragtirmanin alandaki sinirli ¢aligmalara yeni
bir bakis kazandirmasi, medya okuryazarligi, degerler egitimi ve ¢ocuklarin medya ile etkilesimi
konularinda farkindalik yaratmasi bakimindan énemli oldugu diisiiniilmektedir.

Arastirmanin Sinirhliklar:

Bu arastirma, internette yayin yapan Netflix platformunda yayimlanan Rick and Morty adli ¢izgi
film ile sinirlandirtlmigtir. Caligmanin kapsamini, bu ¢izgi filmin birinci sezonunda yer alan on bir
bolim olusturmaktadir. Arastirmada yalnizca bu boliimlerde yer alan igerikler analiz edilmistir.
Bulgular, secilen boliimlerden elde edilen verilerle smirli olup, farkli sezonlara veya diger ¢izgi film
yapimlarina genellenemez niteliktedir.

Arastirmanin Varsayimlari

Bu aragtirmada, kullanilan veri toplama araglarinin amaca uygun, gecerli ve giivenilir oldugu
varsayilmaktadir. Ayrica, elde edilen verilerin incelenen boliimlerdeki subliminal mesajlari yansittigi ve
aragtirmaci yorumlariin bu verilere dayali olarak nesnel bigimde yapildigi kabul edilmektedir.

Cizgi Film

TDK ¢izgi filmi: “Bir konuyla ilgili olarak karakterlerinin hareketlerini belirtecek bicimde art
arda ¢izilmig resimlerden olusan sinema film.” (TDK, 2005, s.442). seklinde tanimlamaktadir.

Bagka bir tanimlamada ise ¢izgi filmler, art arda gelen ¢izimlerin filme alinmasiyla ortaya ¢ikan
ve bu yolla ekranda hareket izlenimi olusturan gorsel anlatim tiirleridir. Her bir sahne, tek tek kareler
héalinde olusturulur. Bu yapimlar, temelini grafik ve plastik sanatlara dayandirir. Gorsel icerikler
genellikle elle ¢izilmekte; renk, bicim ve hareket 6zellikleri sanatginin estetik tercihleri dogrultusunda
diizenlenmektedir (Kaba, 1992. Akt; Bursali, 2014).

Cizgi Film ve Cocuklar Uzerindeki Etkileri

Cizgi filmlerin amaci dogruyu gostermek, 6gretmek, eglendirmek ve ayni zamanda eglendirirken
izleyenleri egitmektir (Temizylirek & Acar,2014). Cizgi filmlerin bu islevlerinin yaninda toplumsal
paylasimi da Gistlenme islevi de vardir. Amerika Birlesik Devletleri’nde bazi kanallarda yayinlanan ¢izgi
filmlerin bir kismina “oyuncak firmalarmin yarim saatlik reklamindan ibaret” sozii kullanilmigtir.
Kullanilan s6ziin dogrulugu tartisilabilse de ¢izgi filmlerin ¢ocuklar iizerindeki en bariz etkisinin ifadesi
olarak ¢ocuklarin filmlerdeki kahramanlarin oyuncak olarak sunulan modellerine biiyiik ilgi gostermesi
olarak sOylenebilir. Belirtilen bu durum Amerika’da yayimlanan baz1 ¢izgi filmler i¢in kullanilan s6zii
destekler nitelikte ve ne yazik ki bu durum Tiirkiye i¢in de gegerlidir. Cizgi filmler yayimlandiklar
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iilkenin kiiltiirine ve diline ait degerlerin islendigi bilinmektedir. Bu nedenle bir cocugun seyrettigi ¢izgi
filmlerin ig¢inde yasadig1 toplumun kiiltiirlinden daha fazla yabanci kaynakli ise, bu tiir ¢izgi filmleri
seyreden ¢ocuklarin ig¢inde yasadigi toplumun kiiltiiriinden daha fazla baska kiiltiirleri 6grenmesi
kacinilmaz olacaktir. Yabanci yayimlardan dilimize g¢evrilen ¢izgi filmlerin gocuklarimizi kiiltiirel
acidan ve dilsel olarak igerdikleri ile olumsuz etkilemeleri, igerdikleri olumsuz davraniglar ve kullanilan
argo kelimeler ile ¢ocuklar i¢in olumsuz 6rnekler dogurarak onlari olumsuz etkiledigi ifade edilmektedir
(Yagl,2013). Cocuklarn ¢izgi filmlerden olumsuz etkilenmesinin ifade edilmesinin yaninda ¢ocuklar
acisindan sagladig1 baz1 avantajlarin da oldugu belirtilmektedir. Cocuklarin yardimseverlik iyilik gibi
olumlu olarak ifade edilen davraniglar taklit yoluyla 6grenmelerini de saglayabilir (Yagli, 2013).

Subliminal (Bilin¢alt1) Mesaj

Genellikle “sinsi tuzak” olarak ifade edilen ve ozellikle ¢izgi filmlere yonelik giincel tutulan
subliminal mesaj ya da yirmi besinci kare konusunu ifade etmek dogru olacaktir. Tiirk Dil Kurumu,
subliminal mesaj1 “bilingalt1 reklam” kapsaminda degerlendirerek, yalnizca izleyicilerin bilingaltinda
fark edilebilecek kadar kisa siirede gosterilen gorsellerle yapilan tanitim tiirii olarak tanimlamaktadir.
(TDK, 2021).

Subliminal mesajlar, genellikle sinema ve reklam sektorlerinde resim, isaret gibi sembollerle
normal bir sekilde anlagilamayacak sekilde saklanmasi seklinde bireylerin bilingaltlarina etki ederek
yonlendirmek ana hedefi siyasi, ticari ve kiiltiirel kazanglara ulagsmak olan faaliyetler olarak ifade
edilebilir. Ulusal ve uluslararas1 mevzuatlar, bireylerin bilingli algisinin tesine gegerek bilingaltina
yonelik mesajlar iceren reklamlara kars1 acik sinirlamalar getirmistir. Ozellikle, cok kisa siireli gorseller
kullanarak ya da izleyicinin igerigi fark etmesini engelleyecek bicimde hazirlanmis reklamlarin
yayinlanmasi yasaklanmugtir. (Oztiirk, 2007; akt: Cakiral, 2016).

Cocuklara hitap edecek olan reklamlar ve ¢izgi filmler yoniiyle ele almacak olunursa, cocuklara
kiiltiirel ve ideolojik asilamalar yapilabilmektedir. Bugiine kadar mesajlar ve algida subliminal olarak
degerlendirilenlerin etkinligine yonelik yapilan caligmalar da iki temel yaklasimin 6n plana ¢iktig
goriilmektedir. One ¢ikan bu iki temel yaklasimdan ilki, ¢ok giiglii olmayan subliminal uyaranin sik
olarak tekraren verilmesi ile bireyde istene yonde bir etkinin meydana geldigi ifade edilmektedir. Ikinci
olarak 6ne c¢ikan yaklasimda ise subliminal mesajlarda fazlaca yer verilen cinsel igeriklere maruz
birakilan bireylerin tahrik olabilecegi, buna bagh olarak bireyi istenilen yonde etkiye maruz birakacagi
ifade edilmektedir (Erdem, 2015).

Yontem

Bu aragtirmada nitel aragtirma yontemlerinden “dokiiman inceleme” yontemi kullanilmigtir.
Arastirmaya konu edilen olgulara dair yazili kaynaklarin analizini belirten “dokiiman incelemesi”,
gerekli bazi durularda yazili kaynaklarin disinda ifade edilen fotograf, video ya da film gibi baz1
gorselleri de kapsamaktadir. Fotograf, film ve video gibi gorseller arastirmay1 yapacak arastirmacilara,
“viicut hareketleri ve mimikler, yiiz ifadeleri,” gibi s6zel olmayan davranislari, belirli bir siireklilikte ve
orijinal bicimde sunmasi ya da ayn1 gorselin farkli zamanlarda ve bir¢ok defa izleme olanag gibi bircok
avantaj vermektedir (Yildirim & Simsek, 2011). Arastirma kapsamina alinan Rick and Morty ¢izgi filmi,
amaclh ornekleme yontemiyle belirlenmistir. Arastirmada internette yaymn yapan Netflix adli kanalda
yayinlana Rick and Morty ¢izgi filmi incelenmistir. Yurtdis1 kaynakli olan bu yapimda genel anlamda
hem ¢ocuklara hem de yetiskinlere hitap edecek sekilde icerikler yer almaktadir. Bu ¢izgi filmde yer
alan igeriklerde verilen subliminal mesajlarin sézel ifade ve davranigsal ifade acgisindan sunulma
bicimleri ve bu subliminal mesajlarmn yer verilme sikliklarini belirlemek amaglanmistir.

Arastirmanin Calisma Grubu
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Bu aragtirmanin c¢alisma grubunu, internet iizerinden yayin yapan Netflix platformunda
yayimlanan Rick and Morty adli ¢izgi filmin ilk sezonuna ait on bir boliim (toplam 244 dakika 3 saniye)
olusturmaktadir. Caligma kapsamina alinan boliimler, 2 Aralik 2013 ile 14 Nisan 2014 tarihleri arasinda
yayimlanan ilk sezon boliimleridir. Diger sezonlara iliskin bilgiler arastirma kapsami disinda
tutulmustur. Bu smirlandirma, verilerin daha derinlemesine ve niteliksel olarak incelenebilmesi
amaciyla yapilmistir.

Veri Toplama Araci

Bu arastirma kapsaminda, belirlenen amaca uygun olarak 6zel bir veri toplama formu
olusturulmustur. Form, Rick and Morty adl ¢izgi filmde yer alan subliminal mesajlar1 belirlemek
amaciyla hazirlanmis ve iic ana kategoriye dayandirilmistir. Bu kategoriler: “Dini inang igerikli
subliminal mesajlar”, “Miistehcen igerikli subliminal mesajlar” ve “Aile iligkilerine yonelik subliminal
mesajlar” olarak tanimlanmistir. Her bir kategoriye iliskin igerikler asagida ayrmntili bigimde
aciklanmigtir:

Dini inang icerikli subliminal mesajlar:

Bu kategori, cizgi filmde Tanri, din, dua, ibadet, kutsal semboller ve dini figiirler iizerinden
yapilan dolayli veya alayci gondermeleri kapsamaktadir. Ornegin, dizide Tanri’nmn varliginm
reddedilmesi, dini ritliellerin mizah unsuru olarak kullanilmasi1 veya farkli inang sistemlerinin
karsilagtirmali bigimde sunulmasi bu gruba dahildir.

Miistehcen i¢erikli subliminal mesajlar:

Bu kategori, cinsellik, mahremiyet ihlali, ¢iplaklik, erotik imalar ve uygunsuz davraniglarin
dogrudan veya dolayli olarak sunuldugu sahneleri kapsamaktadir. Ornegin, karakterlerin cinsel igerikli
konusmalari, erotik nitelikli robotlar veya aile bireylerinin uygunsuz davranislariin mizahi bigimde
verilmesi bu tiir mesajlara 6rnek teskil etmektedir.

Aile iliskilerine yonelik subliminal mesajlar:

Bu kategori, aile i¢i rollerin, ebeveyn-¢ocuk etkilesiminin ve aile degerlerinin temsil bigimini
analiz etmektedir. Ozellikle otorite figiirlerinin zayiflatilmasi, ebeveyn rollerinin dnemsizlestirilmesi
veya aile i¢i sayg1 ve mahremiyetin ihlal edilmesi gibi durumlar bu kapsamda degerlendirilmistir.

Olusturulan formun kapsam gecerligi, medya ¢aligmalari ve cocuk gelisimi alanlarinda uzman ti¢
akademisyenin goriisleri dogrultusunda saglanmistir. Uzman goriisleri dogrultusunda her kategorinin alt
olgiitleri netlestirilmis ve formun uygulama 6ncesi denemesi yapilmistir. Boylece verilerin giivenilir ve
sistematik bicimde toplanmasi amag¢lanmigtir.
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Verilerin Toplanmasi

Bu arastirmada kullanilan veriler, Rick and Morty adli ¢izgi filmin ilk sezonuna ait belirli
boliimlerinden elde edilmistir. Cizgi film, popiiler kiiltiirde genis bir izleyici kitlesine sahip olmas1 ve
icerdigi sembolik anlatimlar nedeniyle amacglh 6rnekleme yontemiyle secilmistir. Arastirma kapsamina
alman boliimler, telif haklarini ihlal etmeyecek bigcimde internet tizerinden erisilebilen agik kaynakli
platformlardan (6rnegin: YouTube, Dailymotion, yabancidizi.pw ve izlesene.com) izlenmistir.

Her boliim, aragtirmanin ii¢ temel kategorisi olan “dini inang igerikli”, “miistehcen igerikli” ve
“aile iligkilerine yonelik subliminal mesajlar” ¢ergevesinde analiz edilmistir. Bu analiz siirecinde,
sahnelerde yer alan gorsel ve isitsel unsurlar sistematik bigimde incelenmis; dil, kiiltiirel 6geler, temalar
ve karakter etkilesimleri iizerinden veri toplanmistir. BOylece her boliimde yer alan potansiyel
subliminal mesajlar, belirlenen temalar dogrultusunda ayrmtili bigimde degerlendirilmistir.

Verilerin Analizi

Arastirmanin veri analizi, betimsel analiz teknigi kullanilarak ger¢eklestirilmistir. Bu analiz
yontemi, ¢izgi filmdeki semboller, karakter diyaloglar1 ve gorsel unsurlarin anlamli temalar altinda
toplanarak incelenmesini saglamistir. Analiz siirecinde, her boliim sahne sahne izlenmis; karakterlerin
kullandig1 dil, beden dili, mizah bi¢imleri ve sembolik gorseller, dini inang, miistehcen icerik ve aile
iligkileri kategorileri ¢ercevesinde degerlendirilmistir. Her sahneye ait zaman bilgileri (dakika—saniye)
forma islenmis, bu sayede sahne ¢oziimlemeleri sistematik bigimde yapilmstir.

Veri analizinin giivenirligi ve gegerliligi, icleme (kod—kategori—tema) yaklasimiyla saglanmistir.
Kodlama, kategori olusturma ve tema belirleme agamalarinda iki alan uzmani (biri medya caligmalari,
digeri erken g¢ocukluk egitimi alaninda uzman) arastirmaci bagimsiz olarak kodlama yapmustir.
Uzmanlar arasinda yapilan karsilastirma sonucunda %85 oraninda goriis birligi elde edilmistir. Bu oran,
nitel arastirmalarda kabul edilen giivenilirlik sinir1 olan %80’in tizerinde oldugundan (Miles &
Huberman, 1994), arastirmanin giivenilirligi yiiksek kabul edilmistir.

Gegerliligi saglamak amaciyla, analiz edilen video sahneleri ayrintili bicimde betimlenmis ve bu
betimlemeler bulgular béliimiinde 6rneklerle desteklenmistir. Betimleme siirecinde veriler dogrudan
aktarilmig, arastirmaci yorumlar yalnizca destekleyici agiklamalar diizeyinde tutulmustur. Boylece
analiz slireci, hem sistematik hem de seffaf bir bicimde yiirlitiilmiis; aragtirmanin bulgulari, kisisel
onyargilardan bagimsiz bi¢cimde ortaya konmustur. Verilerin analizinde kullanilan katagoriler asadida
sunulmustur.

1. Dini inang icerikli Subliminal Mesajlar

Bu kategori, Rick and Morty dizisinde Tanr1, din, dua, kutsal semboller ve dini figiirler tizerinden
yapilan gondermeleri kapsamaktadir. Analizlerde, bazi sahnelerde Yaratici’nin varliginin reddedildigi,
dini kavramlarin mizah unsuru olarak kullanildigi ve toplumsal inanglarin kiiciimsendigi tespit
edilmistir. Ornegin; bir béliimde Rick’in “Tanr1 yok, sadece bilim var” seklindeki ifadesi, dini inanglara
yonelik alayci bir séylem olarak degerlendirilmistir. Bazi sahnelerde ise karakterlerin ibadet veya dua
sahnelerini alay konusu ettigi goriilmiistiir. Bu bulgular, dini inanglara yonelik subliminal mesajlarin
inang sistemlerini degersizlestirme veya bilimsel {stiinliik vurgusu {izerinden inangsizlig
normallestirme yoniinde kurgulandigini géstermektedir.
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2. Miistehcen Icerikli Subliminal Mesajlar

Bu kategori, cinsellik, mahremiyet ihlali ve uygunsuz davranislarin dogrudan veya dolayli
bigimde izleyiciye sunuldugu sahneleri kapsamaktadir. Analizlerde, ¢iplaklik, erotik robotlar, pedofilik
gondermeler ve aile bireylerinin cinsel mahremiyet ihlalleri dikkat ¢ekmistir. Ornegin, bir sahnede
Rick’in Morty’i “birlikte dusa girmeye zorlamasi” veya bagka bir sahnede anne-babanin ¢ocuklarin
bulundugu ortamda cinsel davranislar sergilemesi miistehcen igerikli subliminal mesajlara 6rnek olarak
kodlanmistir. Bu tiir sahneler, mahremiyetin dnemsizlestirildigi ve cinselligin olaganlastirildig: bir alg1
olusturmaktadir.

3. Aile Iliskilerine Yénelik Subliminal Mesajlar

Bu kategori, ebeveyn-¢ocuk iligkileri, aile i¢i roller ve otorite figiirlerinin temsil bigimleri
iizerinden degerlendirilmistir. Analizlerde, aile bireylerinin saygi ve mahremiyet sinirlarinin siliklestigi,
ebeveyn rollerinin zayif veya dénemsiz bicimde sunuldugu sahneler belirlenmistir. Ornegin; dizide
annenin babay siirekli elestirmesi, ¢ocuklarin ebeveynlerine karsi alayci ve saygisiz tutum sergilemeleri
veya dede karakterin otoriteyi kiiclimseyen davranislar1 bu kategoriye dahildir. Bu tiir temalar, aile
baglarin1 degersizlestiren ve aile i¢i otoritenin zayifladigi bir kiiltiirel temsil olusturdugu bigiminde
yorumlanmistir.

Bulgular

Bu boliimde Rick and Morty adli ¢izgi filmin ilk sezonunda yer alan on bir boliim incelenmistir.
Inceleme, s6z konusu béliimlerde yer alan “dini inang icerikli,” “miistehcen icerikli” ve “aile iliskilerine
yonelik” subliminal mesajlarin belirlenmesi ve bu mesajlarin hangi boliimlerde, ne siklikta ve hangi
baglamlarda verildigini ortaya koymay1 amaglamaktadir. Bulgular, belirlenen ii¢ kategori dogrultusunda
siniflandirilmig ve tablo hélinde sunulmustur.

Tablo 1. Rick and Morty Cizgi Filmi Boliimlerinde Tespit Edilen Subliminal Mesaj
Katagorileri ve Sikliklar

Béliim Siire (dk.)  Miistehcen Dini Mesaj (f)  Inang (f) Aile Tligkileri
Mesaj (f) Mesaj (f)

1. Pilot 22 3 2 2 2

2. Teknolojik Képek 22 3 1 2 2

3. Anatomi Parki 22 3 1 1 3

4. Sanal Gergekler 21 2 = - 1

5. Meseleseks Himetinizde 21 — 2 2 —

6. Ask Iksiri 22 2 3 3 1

7. Gazorpazorp’u Biiyiitmek 22 — 3 3 1

8. Rick’mis Dakika 23 1 1 1 —

9. Rick’siz Bir Sey Geliyor 23 1 1 1 —

10. Rick’inci Tiirden 23 - - - -
Rick’lesmeler

11. Rick’sli Is 23 1 1 — —

Not. (—) igareti, ilgili kategoride subliminal mesaja rastlanmadigini gostermektedir.

Tablo 1’e gore, dizinin neredeyse tiim boliimlerinde ti¢ temel kategoriye ait subliminal icerikler
tespit edilmistir. Bu igeriklerin dagilimi incelendiginde, en yliksek oranmn miistehcen mesajlara ait
oldugu goriilmektedir. On bir boliimiin dokuzunda cinsellik, beden temsili veya mahremiyet ihlali iceren
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sahneler bulunmaktadir. Aile iligkilerine yonelik mesajlar sekiz boliimde, dini inang igerikli mesajlar ise
yedi boliimde yer almistir. Bu bulgular, dizinin toplumsal degerleri ve ahlaki normlari mizah yoluyla
elestiren, yer yer alaya alan bir anlatim dili benimsedigini gostermektedir.

1. Miistehcen icerikli Mesajlar

Bu kategoride, bedenin metalastinlmasi, cinselliin mizah unsuru haline getirilmesi ve
mahremiyetin ortadan kalkmasi 6ne ¢ikmaktadir. Ornegin 1. béliimde (5.12 dk) Morty’nin sevdigi kizin
gdgiislerini hayal ettigi sahne, cocuk yasta cinselligin normallestirildigi bir temsil sunmaktadir. 13.40.
dakikada,

Rick’in Morty’den “tohumlar1 makatina saklamasmi” istemesi, uygunsuz davranislarin
siradanlastirildig1 bir 6rmektir. 2. boliimde (7.30 dk) Summer karakterinin dedesiyle iligkisini “dogal”
gostermesi, ensest gondermesi igermektedir. 3. bolimde (14.20 dk) ise aile iiyelerinin oniinde cinsel
davranista bulunulmasi, mahremiyetin mizah aracilifiyla 6nemsizlestirildigini gostermektedir. Bu
sahneler, dizinin izleyiciyi rahatsiz edici unsurlar1 eglenceli bir dille sunarak “normallestirme” islevi
gordiigiinii, dolayli bigimde ahlaki duyarlilig1 zayiflattigini ortaya koymaktadir.

- Sen iy bir gocuksun.Morty:
Kendine'has birkisiliksin;:Morty.
< ST Q

Resim 1. Kaynak: https://www.diziyou.com/rick-and-morty-1-sezon-4-bolum/ (30.04.2025 tarihinde
erigilmistir.

2. Dini inang i¢erikli Mesajlar

Dini temalar genellikle alay, inangsizlik veya Tanr1 kavramimin degersizlestirilmesi iizerinden
sunulmaktadir. 1. boliimde (0.56 dk) Rick’in “Siz benim yeni Adem ve Havvam olmalisimz” sozii,
kendini Tanri ile 6zdeslestirme anlami tagimaktadir. 2. boliimde (3.40 dk) ugakta “Allahuekber” diyerek
patlama hazirlig1 yapan karakterlerin Miisliiman kimligiyle sunulmasi, islam’1 siddetle 6zdeslestiren
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olumsuz bir stereotip yaratmaktadir. 7. boliimde (16.20 dk) “Yaraticinin Tanr1 olmadigi” ifadesi,
Tanrt’nin varligini reddeden bir mesaj igermektedir. 9. boliimde (13.56 dk) seytanin “kararli, giiglii” gibi
olumlu sifatlarla betimlenmesi, iyi—kotii dengesinin ters yiliz edildigini gostermektedir. Bu sahneler,
dizinin dini sembolleri parodik bir dille ele alarak inang sistemlerini kiiglimsedigini ve seyircide farkinda
olmadan deger aginmasina yol agabilecegini gostermektedir.

N |
lv — ILAIIahueI;Berl ‘

Resim 2. Kaynak: https://www.diziyou.com/rick-and-morty-1-sezon-2-bolum/ (30.04.2025
tarihinde erisilmistir.)

otomatik E]

3. Aile iligkilerine Yonelik Mesajlar

Aile yapisina dair sahnelerde otorite zayiflig1, ebeveyn—¢ocuk rollerinin karigmasi ve mahremiyet
ihlalleri géze carpmaktadir. 3. boliimde (6.35 dk) biiyiikbabanin, esinin sevgilisini “iyi bir adam” olarak
tanitmasi; 20.20. dakikada tiim aile iiyelerinin uygunsuz iliskileri kaniksamasi, aile baglarinin
¢oziiliiglinli gostermektedir. 4. boliimde (2.40 dk) Rick’in Morty’yi birlikte dusa girmeye zorlamasi,
kisisel sinirlarin yok sayildigi bir sahnedir. 6. boliimde (15.41 dk) anne-babanin ¢ocuklarinin yaninda
cinsel iligki yagamasi, mahremiyet egitimini tamamen degersizlestirmektedir. 9. bdliimde (20.21 dk)
dede ve torun arasindaki uygunsuz davranislar, aile degerlerinin alaya alinarak sunulduguna isaret
etmektedir. Bu sahneler, dizinin aile kurumunu otorite, sevgi ve saygidan yoksun, islevsiz bir yap1 olarak
yansittigini gostermektedir.
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Resim 3. Kaynak: https://www.diziyou.com/rick-and-morty-1-sezon-3-bolum/ (30.04.2025
tarihinde erisilmistir.)

Sonug olarak; Yapim genelinde, cinsellik, din ve aile temalar1 ironik, elestirel ve parodik bir
islupta islenmektedir. Bu igerikler dogrudan degil, mizah ve gorsel semboller yoluyla izleyicinin
bilingaltina yerlestirilmektedir. Analiz sonuglari, Rick and Morty ¢izgi filminin 6zellikle geng izleyiciler
acisindan gelisimsel risk tasidigini; deger yargilarmin ve toplumsal normlarin bilingaltt diizeyde
asindirilabilecegini ortaya koymaktadir.

Tartisma

Bu aragtirmanin bulgulari, ¢izgi filmlerin yalmzca eglence araci olmanin 6tesinde, bireylerin
deger sistemleri, inang yapilar1 ve toplumsal normlara iligskin algilarinin sekillenmesinde etkili bir arag
olabilecegini gostermektedir. Rick and Morty 6rnegi, glinlimiiz dijital kiiltiiriinde mizah, parodi ve
absiirtliik iizerinden insa edilen anlatilarin, bilingalti diizeyde deger algilarin1 doniistiirebilme
potansiyeline sahip oldugunu diisiindiirmektedir.

Cizgi filmde belirlenen miistehcen, dini inang ve aile iliskilerine yonelik subliminal mesajlar,
Bandura’nin Sosyal Ogrenme Kurami (2001) agisindan degerlendirildiginde, bireylerin gézlem yoluyla
davranig ve tutum gelistirebilecegini ortaya koymaktadir. Bu dogrultuda, s6z konusu igeriklerin model
alma siiregleri lizerinden 6zellikle ¢ocuk ve ergen izleyiciler iizerinde 6grenilmis davranis kaliplarina
doniigebilecegi ongoriilmektedir. Miistehcen igeriklerin, cinselligin olagan ve mizahi bir unsur olarak
temsil edilmesi yoluyla ahlaki sinirlarin belirsizlesmesine katki saglayabilecegi degerlendirilmektedir.

Benzer sekilde, Gerbner’in Yetistirme Kurami baglaminda, medya igeriklerinin uzun siireli
maruziyet sonucunda bireylerin gerceklik algisini doniistiirebilecegi ileri siirlilmektedir (Gerbner,
Gross, Morgan & Signorielli, 2002). Bu baglamda, Rick and Morty’de mizah yoluyla islenen dini
inanglarin kiiciimsenmesi ya da siddet ve cinselligin normallestirilmesi, izleyicide farkli bir ger¢eklik
algis1 yaratiyor olabilecegi seklinde yorumlanabilir. Bu tiir igeriklerin, 6zellikle ergenlik doneminde
kimlik gelisim siirecinde bulunan bireylerde ahlaki gorecelik algisina yol agabilecegi diistiniilmektedir.
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Dizideki dini temalarin parodi yoluyla kullanimi, Barthes’in Gostergebilim Kurami (1977)
cergevesinde “yeniden anlamlandirma” siireciyle agiklanabilir. Kutsal sembollerin ironik ve mizahi
baglamlarda kullanilmasi, sembollerin anlaminda bir ¢oziilmeye neden olabilmektedir. Bu tiir
¢oziilmelerin, inang temelli deger sistemlerinde sembolik siddet bi¢iminde tezahiir edebilecegi
degerlendirilmektedir (Bourdieu, 1991).

Aile iligkilerine yonelik mesajlar, Bronfenbrenner’in Ekolojik Sistemler Kurami (1979)
kapsaminda ele alindiginda, ¢ocugun en yakin gelisim ¢evresinde yer alan aile yapisinin, medya
iceriklerinden dolayli bi¢cimde etkilenebilecegini gostermektedir. Rick and Morty’de aile iiyeleri
arasindaki saygi, mahremiyet ve sorumluluk ilkelerinin zayiflatilmis bi¢cimde sunulmasi, ¢ocuk
izleyicilerde aile iliskilerine dair sagliksiz algilarin gelismesine katki saglayabilecegi yoniinde
degerlendirilmektedir. Ayrica, Piaget’nin Ahlaki Gelisim Kurami (1932) dikkate alindiginda, erken
cocukluk donemindeki bireylerin soyut kavramlari ayirt etme becerilerinin sinirli oldugu goriilmektedir.
Bu nedenle, ironi ya da mizah yoluyla verilen dini veya miistehcen mesajlarin, kiigiik yas gruplarinca
dogrudan gercek olarak algilanabilecegi 6ne stiriilmektedir.

Arastirmadan elde edilen bulgular, mevcut literatiirdeki ¢aligmalarla biiyiik 6l¢iide ortlismektedir.
Cizgi filmler, ¢ocuklarin toplumsal degerleri, inang sistemlerini ve dil becerilerini bigimlendiren giiclii
medya araglari olarak dne ¢ikmaktadir. Flinsi (2018) ile Elias ve Almeida’nin (2018) arastirmalarinda
da belirtildigi iizere, giinlimiiz ¢ocuklar1 artik yalmizca pasif izleyiciler degil, dijital kiiltiiriin aktif
katilimcilart haline gelmistir. Bu durum, ¢izgi film igeriklerinin eglendirici yoniiniin 6tesinde, dgretici
ve yonlendirici bir islev de iistlendigini gdstermektedir. TUIK in verileri, ¢ocuklarin dijital cihazlara
olan ilgisinin oldukga yiiksek oldugunu ve bu durumun onlarin medya icerikleriyle siirekli temas halinde
olmalarma yol agtigini ortaya koymaktadir (Kiling & Kiling, 2014). Bu yogun etkilesim, subliminal
mesajlara maruz kalma olasiligin artirmaktadir. Ozdemir ve Ramazan’mn (2012) bulgularma gére, ¢izgi
filmlerde kullanilan kelimelerin ve davranig o6rneklerinin ¢ocuklarin giindelik yasamlarina dogrudan
yansidig1 goriilmektedir. Bu durum, medyanin g¢ocuklarin 6grenme siiregleri iizerindeki etkisini
giiclendirmekte ve subliminal mesajlarin biligsel ve davranigsal gelisim iizerinde farkinda olunmadan
sekillendirici bir rol oynayabilecegini gostermektedir.

Elde edilen bulgular, literatiirdeki diger arastirmalarla da paralellik gostermektedir. Valkenburg
ve Piotrowski (2017), cocuklarin medya araciligiyla dolayli 6grenme siireglerinde 6zellikle duygusal ve
biligsel modellemeye agik olduklarimi belirtmistir. Benzer bigcimde Strasburger, Wilson ve Jordan
(2014), erken yasta uygunsuz medya igeriklerine maruz kalmanin ¢ocuklarda “riskli davraniglarin
olaganlastirilmasi”na yol agabilecegini vurgulamaktadir. Bu dogrultuda, Rick and Morty 6rnegi, dijital
platformlarda yer alan “yetiskin mizah1” kategorisindeki iceriklerin, cocuk ve geng izleyiciler tarafindan
erigilebilir olmasi nedeniyle medya denetimi, etik yaymncilik ve dijital farkindalik acisindan énemli bir
inceleme alan1 sunmaktadir.

Sonug¢

Aragtirma bulgulari, Rick and Morty adli ¢izgi filmde yer alan subliminal mesajlarin, ¢ocuklarin
biligsel, duygusal ve sosyal gelisim siireclerini olumsuz yonde etkileyebilecek nitelikler tagidigini ortaya
koymaktadir. Cinsellik, inang¢ sistemleri ve aile yapisi temalarinin mizah ve parodi araciligiyla
sunulmasi, izleyicilerin bilingalt1 diizeyde deger algilarinin ddniismesine zemin hazirlayabilecegi
diisiiniilmektedir. Bu durum, medya igeriklerinin ¢ocuk ve geng gelisimi lizerindeki etkilerinin ¢ok
boyutlu bigimde ele alinmasi gerektigini gostermektedir.
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Oneriler
1. Ebeveynlere Yonelik

Ebeveynlerin ¢ocuklarimin izledikleri igerikleri dnceden degerlendirmeleri ve yaglarina uygun
olup olmadigini kontrol etmeleri 6nerilmektedir.

Cocuklarin dijital platformlara tek bagina erisiminin siirlandirilmasi, ebeveyn esliginde giivenli
medya kullanimiyla desteklenmelidir.

Ebeveynlerin subliminal mesajlar konusunda farkindalik kazanmalari, medya okuryazarligi
egitimlerine katilmalar1 yararl olabilir.

2. Egitimcilere Yonelik

Egitimcilerin, simif ortaminda kullanilan dijital igeriklerin kiiltiirel degerlere ve pedagojik
oOl¢iitlere uygun olmasina dikkat etmeleri 6nem tagimaktadir.

Cocuklara medya elestirisi becerisi kazandirmak amaciyla yasa uygun farkindalik etkinlikleri
planlanabilir.

Egitimciler, ebeveynlerle is birligi yaparak medya iceriklerinin olas1 etkilerine kars1 ortak biling
gelistirebilirler.

3. Kurumsal ve Toplumsal Diizeyde

Medya denetim kurumlarinmn (6r. RTUK), +18 kategorisindeki iceriklerin erisim kisitlamalarini
giiclendirmesi onerilmektedir.

Universitelerde medya okuryazarligi, dijital etik ve cocuk gelisimi konularini iceren derslerin
yaygmlastirilmasi yararl olabilir.

Kamu kurumlarinin, cocuklara yonelik giivenli dijital icerik farkindaligt kampanyalar
yiiriitmeleri onemli goriilmektedir.
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