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Transformation of Kazakh Children’s Games into Digital Format

Abstract. Modern researchers talk a lot about the concept of “digital childhood”. It is no secret that without
clear boundaries between the virtual and real world, children are more interested in electronic games than in
children’s games in the traditional form that have developed in the era of electronic technology development.
As always, established worlds undergo changes when any new technologies come into our lives. The order of
playing the established Kazakh children’s games and, in general, the gameplay of children has also changed.
Considering that most of our national games have not switched to electronic format, and even more so do not
correspond to this format, it should be noted that, first of all, this poses a serious threat to children’s game
folklore. For sciences such as psychology, sociology, pedagogy, ethnography, and not just folklore, this is a
common problem. We say that although distancing children from traditional games is normal in the era of
digitalization, it has a huge impact on the mental and physical development of the child. Therefore, the main
purpose of this study is to identify the main features of Kazakh children’s games in the conditions of electronic
transformation, to identify the influence of electronic format on game folklore, to think over ways to preserve
national games, as well as to consider new approaches to the analysis of children’s games as a new socio-
cultural phenomenon. To this end, this article analyzes the traditional and digital forms of both games on the
example of traditional Kazakh games for children “togyzkumalak™ and “asyk atu”. A questionnaire survey was
conducted among schoolchildren and parents, opinions were exchanged on the pros and cons of electronic
games, and the reasons for children’s enthusiasm for electronic games were revealed. Specific recommendations
on popularization, popularization of Kazakh children’s games are given.
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Ka3zak 0asasap oiibIHIapbIHBIH HUQPIBIK TPaHchopMaALHUACHI

Anoamna. Kasipri reuibiMu 3epTTeyiepac «UUpibIK OanajiblK IIaK» YFbIMBIHA epeKIlie Hazap
aynapbuiyaa. BupTyannpl KoHE LIBIHAWBI QJIEM apachIHAAFbl IICKapaslapJblH KOMECKIJIeHyi jKariaibiHIa
OayamapblH JOCTYpIli OMbIHIApFa KaparaHIa SJICKTPOHJBIK OWBIHAAPFA KbI3BIFYLIBUIBIFBI apThIN KeNesi.
IudprabIK TEXHOIOTHSIAPABIH KYHACIIKTI O©Mipre eHyl KaJIbIITacKaH OHbIH TOKipHOeIepiH 03reprTill, Ka3aKThIH
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JOCTYpIti Oananap OWBIHIAPBIHBIH OWHATy TOpTiOi MeH OanaHbIH OHBIH OpeKeTiHe BIKHald eryde. YJTTHIK
OMBIHIAP/ABIH 0achIM OOIIriHIH EKTPOHABIK (opMaTKa KelipiaMeyi )KoHe OJap/blH epeKIIeIiKTepiHiH 0ChI
(hopMaTKa TOJBIK Colikec KeaMmeyi OaanapslH OUbIH (DOIBKIOPBIH CaKTay MACEIICCIH ©3€KTi eTe Tycemi. by
Maocene (OIbKIOPTaHYMEH KaTap IHCHXOJIOTHs, dJICYMETTaHy, Ielarorkka KoHe 3THOrpadus FhUIbIMIapbiHa
na oprak. Lludpnanneipy noyipinze OananmapAblH ASCTYPIl OWBIHOApAAH ajIIaKTaybl 3aHIbl KYOBLIBIC
0O0JIFaHBIMEH, OHBIH OaJlaHBIH MCHUXHKAJIBIK JKOHE JICHE JaMybIHA BIKIIAJbIH 3epIeiey MaHbI3Ibl. 3epTTEY/IiH
MaKcaThl — UG PIBIK TpaHchopMalus JKaraalbIHIaFbl Ka3aK Oananap ofbIHAAPBIHBIH HET13T1 epeKIIeniKTepiH
aifiKpIH/AY, SIEKTPOHBIK (OPMATTHIH OWBIH (OJBKIOPbIHA BIKIAJIBIH AHBIKTAY, YJITTHIK OWBIHAAP/BI CaKTay
JKOJIIapBIH KapacTHIPY JKoHe Oaltanap OMbIHAAPbIH )KaHa JICyMETTiK-MaJICH! KYOBIIBIC PETiHIE Tallay/IbIH ThIH
Tocinzepin ycbiHy. Ocbl MakcaTTa Makaiana « ToFbI3KyManak» eH « ACBIK aTy» OIbIHIapBIHBIH IOCTYPIIi JKOHE
UQPIIBIK HYCKAJIAphl CaIBICTBIPMANbl TYPAC TajldaHaabl. MeKTell OKyLIbUIAphl MEH ara-aHajap apachiHIa
cayalTHaMa OKYPTi3LTiI, SJIEKTPOHIBIK OHBIHIAPABIH apPTHIKIIBUIBIKTAPl MEH KEMIIUTIKTEpPiHEe KaTBICTHI
miKipaep 3epleneHai jkoHe OaanapblH OJapFa KbI3BIFYLIBIIBIK TaHBITY cebentepi aHbIKTanipl. JocTypai
Gatanap OMbIHAPBIH KEHIHEH TaHBITYFa YKQHE HaCHXaTTayra OarbITTalFaH HaKThl YChIHBICTAp Oepiii.
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Hudgposas TpancphopManusa Ka3aXCKUX IeTCKUX UIP

Annomayusn. B COBpeMECHHBIX HAyYHBIX HCCICJOBAHUSIX 0CO00E BHHMAHHE YICNSCTCS MOHITHIO
«uudpoBoe IETCTBO». B yCIOBHAX pa3MbIBaHMS TPAHUI] MEXKTY BHPTYalIbHBIM M PEaTbHBIM MHPAMH JIETH
BCE dalle OTHAIOT NpEIIOYTEeHHEe ICKTPOHHBIM WIpaM Iepe]] TPaauIHMOHHBIMH. BHenpenme mudpoBbIx
TEXHOJIOTHII B TIOBCEHEBHYIO JKU3Hb TPAHC(HOPMUPYET CIIOKUBILIMECS HTPOBBIE MPAKTUKHY, BIIHSS HA TTOPSIIOK
MIPOBEICHUS TPAIULIMOHHBIX Ka3aXCKUX JACTCKUX UI'P U UTPOBYIO IEATEIBHOCTD AeTel B 11e10M. bonbIIMHCTBO
HALMOHAJBHBIX UIP HE NEepPeBECHO B AJIEKTPOHHBIH (OpMAaT, a MX OCOOCHHOCTH HE BCErAa MO3BOJSIOT
TIOHOIIEHHO aJanTHpoBaTh UX K LU(POBOH cpeme, YTO aKTyaau3upyeT MpoOIeMy COXpaHEHHs JETCKOTO
UrpoBoro Qompkiaopa. Jta mpodiaeMa MMeeT MEXAMCHUIUIMHAPHBIA XapakTep M 3aTparuBacT HE TONBKO
(ONBKIIOPHUCTHKY, HO M NCHXOJIOTHIO, COIMONOTHIO, TIEIAaTOTUKy U 3THOrpaduio. X0Ts OTAaJIeHHe ACTeH OT
TPAJANIIMOHHEIX UID SBISCTCS 3aKOHOMEPHOH TeHICHINEH SMOXH U(POBU3ANH, B)KHO U3YUUTh €T0 BIHMSHHIE
Ha TICHXH4ecKoe n (usudeckoe pazsurue pebéHka. Llens nccnenoBanns — BEISIBUTH OCHOBHBIE 0COOCHHOCTH
Ka3aXCKUX JETCKUX WUIP B YCIOBHSAX LU(POBOI TpaHC(HOPMAIMH, ONPENCIHTh BIUSHUE 3JIEKTPOHHOTO
(dopmara Ha UrpoBoi (GOJBKIOP, PACCMOTPETh IyTH COXPAHEHUs HALMOHAIBHBIX MIP U MPEIOKHUTH HOBBIE
MOZIXOABl K aHAIM3y JETCKUX UIP KaK HOBOTO COIMOKYJIBTYpHOTO sIBIEHHs. [l NOCTHXKEHUsS 3TOH Lenu B
CTaThe TPOBOAUTCS CPABHUTENBHBII aHAIM3 TPAJULMOHHBIX M HU(POBBIX BEPCHIl UIP «TOTBI3KYMalak» H
«achIk aty». [IpoBe€H aHKETHBIN ONPOC MIKOIBHUKOB M POAUTENCH, H3yUeHbI HX MHEHHS O IPEUMYIIECTBAX
1 HEIOCTAaTKaX ICKTPOHHBIX UTP, BBIABICHBI MPUYUHEI yBICUEHHOCTH ACTEH STHMH UTpamHu. [IpenmokeHs!
KOHKPETHBIC PEKOMEHIAINH 110 MOy IpU3aliy TPaJULMOHHBIX Ka3aXCKUX JACTCKHUX UIP.

bnazooaprnocms. CraTbs BBIIONHEHA B paMKax peanusanuu npoekra Komurera Haykun MuHucrepcrsa
HayKl W BbIciiero obOpasoBanust Pecmyonmukn Kaszaxcran BR27101897 «llmdposas Ttpancdopmarms
9KOCHCTEMBI JIUTEPATypOBEICHUSI, (POIBKIOPUCTUKH M UCKYCCTBOBEIeHNsT KazaxcraHa: MEXANCIUIIIMHAPHBIS
HCCIIE0BaHUS.

Kniouesvle cnoga: nerckuii (onbKIOp, AETCKUE HIPHI, UTPOBOH (ONBKIOp, BOCIHUTAHME JeTell,
JMEKTPOHHBIE UTPBL
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1. Introduction

In this research article, the topic “transformation of Kazakh children’s games into an
electronic format” was chosen as the main focus of the study. We are now in the 21st century
—an age of rapid scientific and technological development. Today, life is directly connected
with digitalization; this is the era of technology, nanotechnology, and robotics. Scientific
and technological discoveries taking place around the world emerge every day, not every
month. Today’s innovation may become obsolete tomorrow, because there is one thing that
makes everything move so fast: the Internet. It has become easier for people to quickly
gain popularity and to learn science and knowledge. Today, computers, smartphones,
and gadgets are used in everyday life. Electronic services such as messaging, document
sharing, and bank payments have appeared. This trend has not spared children’s games
either. A child who cannot even speak yet can be seen browsing Internet pages before the
age of 3. As a result, the upbringing of children who have been obsessed with phones since
early childhood has changed, and they have become unable to give up electronic games.
Thus, over the years, the number of children playing with toys or playing outside with
neighboring children has been decreasing. Therefore, this is a very important and topical
issue that requires further study.

Now the number of children obsessed with gadgets is growing all over the world.
So, in the USA and Europe in recent years, a large number of digital tools for children
have appeared (toys with an Internet connection, books and games with added realism)
(Dyson, 2017), in Kazakhstan preschoolers, elementary school students most often use
their parents’ means-smartphones, tablets and computers. This, of course, allows parents to
control what content the child sees.

2. Research Methods and Materials

2.1 Materials

In today’s era of digitalization, researchers openly declare that gaming culture has
undergone serious qualitative changes (Smirnova, 2013). On the one hand, today’s children’s
games have become more complicated as children started using various digital gadgets
and digital tools that paved the way for virtual reality (Marsh, 2014). On the other hand,
modern children, as a consequence, do not play traditional games (often plot-role-playing)
on a large scale. And this, according to psychologists, leads to the fact that the child’s
ability to play games decreases. And from the point of view of folklore, the displacement
of traditional games by electronic ones leads to the fact that game texts are forgotten, and
some types of games are preserved only on the pages of books. In recent years, children’s
programs called Virtual Play Worlds have become increasingly widespread. Such games
can be built as a separate virtual platform or as an addition to existing toys (Barbie, LEGO)
(Marsh, 2017). Such programs help the child create his own game world in a virtual space,
invent his own characters, and create his own game plot. Toys that include a digital or
electronic component, other than various gaming applications and programs, are becoming
increasingly popular among children. Such toys can be controlled from a computer or
smartphone. Such toys usually provide two-way communication.

That is, when a child is given a task and answers correctly, it gives him a compliment.
In Kazakhstan, such digital toys have not received as much recognition as in the USA,
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Europe, or Japan (Klopotova & Smirnova, 2022). We are talking about this because
traditional games are much more often replaced by digital ones abroad. Current researchers
(Lundtofte et al., 2019) have identified several directions in the study of this problem:
1) gaming activity using various technologies (gadgets, digital toys, computer programs);
2) conducting a comparative analysis of games using digital and traditional toys; 3) the
influence of the frequency and nature of gadget use on the development of the child’s
cognitive processes. American researchers have conducted extensive research in this context.
In the first direction, it was found that children react differently to different digital content.
The American scientist H. Moore found that which gadget and which application the child
used to play games also affects his interaction with children in the environment (Moore,
2014). In her research, she openly states that a child’s relationship with the environment
can become closed off due to electronic games. The child accustomed to traditional games
develops imagination well and gameplay flows freely. The scientist describes the negative
impact of the transition from established traditional games to a fully electronic format.

And Swedish scientists S. Kjallander and F. Moinian are of the opinion that children
who use apps rather than various traditional games, on the contrary, move forward and
develop their imagination (Kjallander & Moinian, 2014). In their study, scientists put
forward the idea that an application in a gadget gives a child freedom, which is useful
because they can change the names of characters or some storylines in the digital world.
They were of the opinion that digital reality (realism) goes hand in hand with the current
flow of children and revives traditional games in a new way, and not vice versa. Scientists
demonstrate and support the positive aspects of the transformation of traditional games.
The scientist S. Edwards has already coined the term converged play (Edwards, 2014),
which arose on the way of the transition of ordinary games into a virtual form. It is a type
of game in a traditional form, mixed with elements of the game in a new format. Other
scientists use the term connected play when, in today’s era of globalization, online and
offline spaces connect and a gaming situation occurs. In addition, we see that there are
different forms of character between the traditional and digital form of the game.

A researcher of children’s game folklore, Tijana Jakovlevic, stated that “Folklore is
not a set of cultural concepts, it is a process of communication and an active tradition that
undergoes changes in communication not only for adults, but also for children due to their
inherent style, form and cultural qualities” (Jakovljevic, 2009). Thus, the scientist noted that
communication between children in itself is a separate folklore, but said that children’s play
itself can be an important model of communication. The scientist analyzed the semantic
structure of children’s games. However, it is no secret that in today’s era of digitalization, the
traditional form sometimes switches to electronic, and sometimes to mixed. The American
scientist P.H. Kahn (Kahn, 2006) investigated the change of the traditional form of games to
a mixed one. The scientist takes an ordinary plush toy — a puppy — and a robot AIBO as the
main attributes of the child during the game. So they are compared.

In Kazakhstan, scientists B. Chirdaev, E. Sagyndykov, Sh. Ibraev, S. Kaskabasov,
K. Slamzhanovich, and others grouped the types of Kazakh children’s games in this area
of research (Games of the Great Steppe, 2021). In their works, children’s games were
systematized and collected in accordance with the age and order of play. K. Slamzhanovich
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investigated the semantic meaning of game texts (Slamzhanovich, 1995). In addition, the
ethno-folklore aspects of Kazakh children’s games were studied by scientists B. Chirdaev,
E. Sagyndykov, and S. Kaskabasov (Kaskabasov et al., 2009).

2.2 Methods

To achieve this goal, we studied and analyzed the available opportunities using
Kazakhstan as an example, from August 1, 2025 to October 1, 2025, in order to preserve
children’s game folklore and develop games for Kazakh children. This comprehensive
study consists of three stages:

a. Stage 1: identification of the advantages and disadvantages of the transformation of
Kazakh children’s games from the traditional form to the electronic format (based on the
survey of 10-12 years old school students and their parents);

b. Stage 2: identification of the reasons why electronic games have become more
common among children in Kazakhstan than traditional ones (based on a questionnaire);

c. Stage 3: consideration of the main issues of preserving traditional Kazakh children’s
game texts, and the development and promotion of children’s games.

The following methods were used in the course of the study:

1. Analysis of scientific literature on the topics of children’s games, game folklore,
and the influence of games on child psychology. The main qualitative criteria used when
selecting these information resources (monographs, articles from scientific journals,
materials from scientific conferences, and press articles) are the scientific interest of the
authors, the subject of the publication, and the credibility of the source.

2. Asaresult of a survey of parents and children, the advantages and disadvantages of
the transformation of Kazakh children’s games from the traditional form into an electronic
format were demonstrated, and the main reasons for children’s increased interest in
electronic games were identified.

3. Inorder to develop and preserve traditional games for children, a case method was
used to analyze game texts. The questionnaire was conducted by e-mail with parents and
students. Thirty students and thirty parents from Almaty — a total of sixty respondents —
were asked the following two questions: “What are the advantages and disadvantages of
the transformation of Kazakh children’s games from the traditional form to the electronic
format?” and “Why are electronic games more popular among children in Kazakhstan
than traditional ones?”” The respondents had to answer both questions in any form, with
supporting reasoning, within three weeks. All respondents were informed of the purpose of
the survey, and it was also noted that their answers would be used in the research.

In total, responses came from fifty-four people. We analyzed the answers relevant to the
following themes: “advantages and disadvantages of the transformation of Kazakh children’s
games from traditional to electronic form” and “the main reasons for the popularity of
electronic games among children in Kazakhstan rather than traditional games.” The collected
responses were then evaluated using the engagement coefficient via SPSS software.

3. Discussion

As part of the study, as a result of a survey of parents and children, the advantages and
disadvantages of the transformation of Kazakh children’s games from the traditional form
to the electronic format (Table 1) were revealed. In the course of the study (Table 2), it was
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found that the main reason for the popularity of electronic games among Kazakh children,
rather than traditional games, is that in the era of new innovations, digital technologies
are rapidly developing, and children are keeping up with the times. Indeed, gadgets and
smartphones are becoming a part of our lives. It was also emphasized that electronic games
give more freedom of imagination and action than games in the traditional form.

As an example of an advantage (Almat, a parent of 3 school-age children): “Electronic
games contribute to the formation of analytical and critical thinking in the child, thereby
positively influencing the child’s mental development.” Another parent (Gulnur, a parent
of 5 school-age children) said: “Under the influence of electronic games, children’s
communication with each other decreases, and their communication abilities deteriorate. Plus,
these games harms to their health.” Thus, although, on the one hand, it was believed that the
full implementation of modern electronic games in daily life will allow children to develop,
and that in the future, children familiar with computers will come up with various electronic
games, virtual consultations, and services themselves, becoming a source of income, on the
other hand, in this way, children will forget national games and stop communicating with
each other. In the course of the study, the opinions of parents and children were analyzed
together, and the general answers were shown in the table. To preserve the traditional national
character of the game, we recommend adhering to the 50/50 principle. Only then will the
balance be maintained. The traditional form of the game will not disappear either.

Table 1: Advantages and disadvantages of the transformation of Kazakh children’s games from
a traditional form to an electronic format

Explanation %* Rank

A child who grows up closer to electronic games will be closer to science 88.9% 1
Advantages | and technology, and this is a very popular ability in today’s digital times.

Types of games in electronic form have a positive impact on the mental 77.8% 2
development of the child. For example, it teaches the formation of analyti-
cal and critical thinking.

The quality of education can be improved by using electronic games in the
education system. The material presented in such a virtual game form is 74.1% 3
well perceived.

A child who grew up passionate about computers and gadgets may experience | 64.8% 1
Disadvan- | alag in physical development. For example, in the absence of movement, the
tages circulatory system is disrupted, the child’s spine bends, and vision deteriorates.

And in games of the traditional form, such complexity does not arise.

The thinking of a child playing games with a computer and a smartphone 64.8% 2
develops one-sidedly. And games of the traditional form will contribute to
the development of the child’s imagination and his free growth.

Electronic games impair the child’s communication abilities. In particular, the | 64.8% 3
child’s character becomes withdrawn and becomes a soul that cannot freely
express its thoughts. And since games of the traditional form include commu-
nication, exchange of opinions, they develop communicative abilities.

Note: compiled on the basis of an parents and children survey; * — % of parents and
children references; the concordance coefficient W = 0.81 (p < 0.01) which indicates
strong consistency of parents and children opinions
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The table below (Table 2) shows why electronic games are more popular among
Kazakh children than traditional games.

Table 2: the main reasons for the popularity of electronic games among Kazakh children, and
not traditional games

No | Cause Explanation Rank
%*
The process of In the era of new innovations, digital technologies are devel-
1 time oping rapidly. That’s why playing electronic games means 88.9% 1
keeping up with the times.
Visual effect Electronic games give something that a regular game cannot
2 give in terms of visual effect. For example, 3D graphics im- 77.8% 2

merse you in the virtual world and immerse you in yourself.
An action that you can’t do in real life can be implemented in
the virtual world.

Electronic games | A computer, gadget, smartphone have become a part of our

3 are available life. Electronic games are becoming more and more acces- 74.1% 3
sible.

Became fashion- | Children are more imitators. Electronic games are interesting
able in society to someone, compete with each other.

4 64.8% 4
The plot, the The plots of the games make a person cry, laugh, give various

5 script is beauti- emotions. There are many simulation games. 64.8% 5
fully designed

Note: compiled on the basis of the parents and children survey; * — % of expert
references; the concordance coefficient W = 0.85 (p < 0.01) which indicates strong
consistency of parents and children opinions

3.1. Modern electronic Kazakh children’s games: “togyzkumalak” and “asyk atu”

To reinforce the answers received during the survey within the framework of the study, it is
worth noting that electronic games, including Kazakh children’s national games, are generally
popular among Kazakh children. Kazakh children’s games have already been translated into
electronic format. There are not many Kazakh national games that already have an analogue
in digital format. This has its reasons. Firstly, Kazakh children’s games are not very well
promoted. In schools and kindergartens, national games have not been fully included either in
everyday use or in the school curriculum. For this reason, the electronic form of the national
games has also not received much recognition. National games are often formed depending
on the socio-economic conditions and economic opportunities of each population. Most of the
national games of the Kazakh people are based on playing with natural objects. Among such
games today are applications for “togyzkumalak™ and “asyk atu,” which can be downloaded
through the AppStore and PlayMarket for gadgets and smartphones. A comparative analysis of
the traditional form and the electronic form of these two games was carried out.

Togyzkumalak is basically an intellectual table game. Historian K. Zabayuly noted that
“togyzkumalak has 4 thousand years of history...” (History of Kazakhstan, 2022). In the
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nineteenth century, the game “togyzkumalak” was played from childhood by Kazakh thinkers
and educators Abai Kunanbayev, Shokan Ualikhanov, and Ibrai Altynsarin. However, the
nomads put a great deal of effort into preparing for this game. Previously, children would
look for barren, flat land. Two large, long pits — called kazan (cauldron) — were dug at each
end of the board, along with nine holes on each side, for a total of eighteen holes called
otau (meaning “house”). The togyzkumalak game is played between two people on a special
board using 162 kumalak — small pellets resembling sheep manure, which is how the game
got its name (kumalak means “pellet” or “dropping”). At the beginning of the game, each
player owns one kazan and eighty-one kumalak, distributed nine to each of the nine otau
on their side (Games of the Great Steppe, 2021). It is also worth noting that “choosing flat
land,” “collecting kumalak,” and “digging the kazan” are physical activities. Consequently,
wherever there is physical movement, healthy physical development follows.

We downloaded ToqyzQumalaq via the AppStore and tried to determine how close the
game is to its traditional form. While this game is usually played by two people, the app
also gives you the opportunity to play alone. It was noticed that the order of the game and
all its elements are preserved. Both boards and the pits placed on them appear on screen.
You can even play the game online with other players. Despite the fact that the game retains
its intellectual character, the child cannot throw the kumalak while holding it in his hand,
since everything is done by touching the touch screen. As a result, this cannot give the
game a tactile character or a Kazakh flavor.

The game asyk is one of the national games of the Kazakh people. Children rush out
to the field to play. A child who grows up playing this game becomes skilled, dexterous,
intelligent, and patient. Asyks (astragal bones) are taken from sheep, argali, goats, and
saigas. The game of Asyk sharpens the child’s nervous system from an early age and helps
the child to master in accuracy, restraint, and calm (Slamzhanovich, 1995).

We downloaded the electronic version of this Asyk atu game through the AppStore and
explored its features. There are also opportunities for single-player or multiplayer games.
Since this is an electronic game, you can choose the speed of the throw and then mark
the throw radius on the screen. But, unfortunately, this cannot contribute to the physical
development of the child, since no physical actions are involved in this electronic version.

Here, the child cannot simultaneously think, move quickly, and coordinate with the
movements of the body. Thus, the game cannot reveal its character of endurance and
agility training. It is obvious that, in general, the transition of our national games to such
an electronic format will not fully contribute to their recognition among children, nor will
it fully represent the traditional form of the game. Firstly, it should be recognized that it
lags behind foreign video games in graphics and visual effects. For this reason, it cannot
attract children to itself. Secondly, the character of the national game in its traditional form
is clearly not disclosed. Analyzing all this, it can be understood that only traditional games
can preserve the national mentality and values. The famous scientist J. Marsh gave an
analysis of the application of traditional game theory to modern children’s games (Marsh,
2017). In it, he argues that games in the traditional form are focused on the individual, so
they help him explore the linguistic, social, or cognitive aspects of a child’s behavior, and
also contribute to the full development of the child.
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4. Results

4.1. Transformation of children's games: global factors

The power of the Internet also affects children’s games. Over the past 20 years, interest
in electronic games has sharply increased around the world. As a result, the concepts
of “virtual world,” “virtual games,” and “virtual communication” were formed. The
COVID-19 pandemic, which began in 2020, increased the significance of the term “online”
(Cuffaro et al., 2020). The global public was isolated due to the coronavirus epidemic.
Humanity began to pay more and more attention to paying for necessary services — bank
payments, money transfers, payments for electricity and water — without leaving home. But
there was also a drawback. People, instead of seeing each other’s faces, began to merely
ask about each other’s well-being rather than meeting face to face. As a result, relationships
were broken off for several years. It was then that children became more interested in
computer games. Outdoor play was limited during the pandemic. Previously, a child could
freely play with other children in the yard, but this stopped, because it was believed that
children would get infected with the coronavirus if they met, greeted each other, or hugged
while playing. Therefore, children switched to virtual relationships. They also stopped
going to school. Instead, they communicated with classmates online, attended lessons, and
completed assignments remotely.

Children had to sit at the computer all day. Since they did not go outside, they played
various electronic games with their friends. Let’s look at how children choose these games.
Among children around the world, popular games include Counter-Strike, Tekken 3, Grand
Theft Auto: San Andreas, Clash of Clans, and others. Few people today are unfamiliar
with these games. Imitating famous football stars like Lionel Messi or Cristiano Ronaldo
no longer requires tiring oneself out on the football field — you can play as them on your
computer instead (Coyne & Stockdale, 2021). Advances in technology have led to the
creation of virtual likenesses of famous personalities. In addition, there are many Disney
cartoons and various action movies, including games featuring characters from historical
films. A child who is familiar with these characters will likely immediately choose electronic
or video games released featuring them. There is also a marketing influence at play here. As
a result, games in the traditional national form remain unnoticed by children.

Famous scientists M. Horkheimer and T. W. Adorno (Horkheimer & Adorno, 1997)
in their research refer to the concept of privacy as another reason why children choose
virtual games rather than traditional games. That is, children seem to choose virtual games
in order to play individually and independently. Now that the value of privacy among
children worldwide is growing, the virtual world plays a huge role. Scientists state that
“the virtual world gives freedom of action, thereby providing a huge space for conducting
various experiments with one’s inner concept of ‘I,”” arguing that in this way the child is
unaware of how he has fallen into the trap (Tétenaev, 2013). The factor causing concern
among parents throughout the world today is the safety of children in the virtual world —
namely, cybersecurity. As we have already mentioned, privacy in virtual games in many
ways prevents parents from tracking what content the child is watching, and how suitable
the chosen game is for his age, psyche, and social development. This affects not only the
child’s safety, but also his psyche as a whole. In this regard, a 2018 study of the computer
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and video games industry conducted by the Entertainment Software Association of the
USA (2018) found that 64% of the 4,000 families surveyed said they have a family member
who plays video games at home for more than three hours a week. Less than 30% of these
family members were children under the age of 18. Most interestingly, two-thirds of the
parents surveyed played digital games with their children every week, and even considered
it beneficial. Despite these findings, there are very few studies on the positive and negative
effects of digital games on children’s development (Cover, 2004). In 2017, Common Sense
Media conducted a study of children aged 0—8, which found that children aged 2—4 spend
21 minutes a day on interactive digital games, while children aged 5-8 spend 42 minutes
(Chen & Adler, 2019). Here we see that modern children have been accustomed to games
in digital form since birth. This is a global problem. It would not be an exaggeration to say
that digital games, though originally intended as educational tools, have generally alienated
children from the traditional form of games. Therefore, it is necessary to maintain a balance
in this matter.

Utility: Every child improves their computer literacy. Faster than adults, they become
aware of what is happening in the world. As a result of playing a large number of virtual
games, a child will likely become inclined to explore new game formats, Internet services,
and various available tools.

Harm: A child is a developing future personality. He needs to run, jump, chase a ball,
and play with his friends. This helps him improve both physically and mentally. We argue
that a child who establishes communicative relationships in real life will grow up more
decisive and able to make decisions quickly.

4.2. Transformation of Kazakh children’s games into electronic format: development
opportunities

The global trend as a whole is moving toward the digital world. Therefore, it is quite
possible that digital games could become a source of income, and not just entertainment.
Returning to the situation in Kazakhstan, we found that children prefer electronic games to
traditional forms. However, we recognize that electronic gaming is an area that has not yet
been fully explored. Therefore, we first took into account the classification of game content
for older children. The well-known folklore scholar S. Kaskabasov grouped game genres
according to the following criteria (Kaskabasov, 2009):

a. Depending on the content of the game (puzzles, gambling, sports, etc.)

b. Depending on the child’s ability to communicate during the game (action, strategy,
etc.)

c¢. Depending on the presence of a certain plot and rules in the game (training games,
games with rules, games with a plot).

The above grouping also applies to the classification of all games. However, we found
that electronic games cannot fully reveal the nature of traditional games. Therefore, we
decided to study the nature of these electronic games in our own way, taking as a basis
several classifications that exist in science. We ourselves partially divided them into four
groups, namely:

1. Shooting-oriented games;

2. Intellectual games;
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3. Ideological games;

4. Games to pass the time.

There are basic reasons for such a separation, since at the heart of every game lie
semantic ideas. The function each one performs is also different. This is directly related to
the mentality, survival skills, culture, and lifestyle of the country that released the game.
That’s why we divided them into these groups. We will explain each group separately
below.

Shooting-oriented games: this group includes types of games that involve military
tactics, the siege of a well-known object, a fight between a soldier and a terrorist, murder,
robbery, rape, and torture. The main attributes used here are a rifle, a machine gun, a tank,
a sword, a dagger, and so on. There is no mercy in games of this kind — only principles
such as cruelty, hatred, and the destruction of the enemy. Most often, children who are
passionate or have particular temperaments are drawn to such games (A new format for
concluding.., 2020).

Intellectual games: as the name suggests, these are games that improve a child’s
thinking. More precisely, we are referring to arithmetic, mathematics, and calculation-
based games. In short, we can call them intellectual games. Studious, inquisitive, and
quick-witted children are drawn to these games.

Ideological games are games related to the specific traditions of a particular nation.
In particular, they are based on the representation of the culture, mentality, and customs of
that people. Through this, a certain state seeks to promote its ideology among others. Such
games are often played by devoted fans and by children who wish to develop into notable
figures or demonstrate leadership qualities.

Games to pass the time: every time someone plays such a game, time simply passes.
Everyone knows what they get out of it. Games in this category do not affect one’s
consciousness — they are easy to play, and no particular objective needs to be fulfilled.
Children who are bored simply play these games to pass the time. We might also call this
category by its alternative name: “boring games.”

5. Conclusion

The transformation of Kazakh children’s games into an electronic format is a topic
that does not lose its relevance today. In addition, in the era of digitalization, children
have moved away from traditional national games, and national games are being forgotten.
In this regard, the factors hindering the recognition of national games among children
were identified, new opportunities for the preservation and popularization of Kazakh
children’s games were proposed, and the nature of electronic games was analyzed. The
research used methods of literature analysis, a questionnaire survey, the case method, and
comparative analysis. As a result of the survey of parents and children, the advantages and
disadvantages of the transformation of Kazakh children’s games from a traditional form
to an electronic format were demonstrated, and the main reasons why children are more
interested in electronic games were revealed. A comparative analysis of the traditional and
electronic forms of the Kazakh games “togyzkumalak™ and “asyk atu” was carried out,
with a description of the features of both. Examples from the works of earlier studies,
foreign scientists, and domestic researchers were presented. We focused on the advantages

Ne3, 92 vol, 2026 | "Keruen" M.O. Auezov Institute of Literature and Art 27



"KepyeH" Fol1bimu dicypHaavt Ne3, 92-mom, 2026 ISSN: 2078-8134 [ elSSN: 2790-7066

and disadvantages of electronic games today, and analyzed their features in educational and
psychological terms.
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