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KULTUROS ZAIDYBINIS
DISKURSAS SOCIALINES
REALYBES KONSTRAVIMO
KONTEKSTE: EMPIRINIO TYRIMO
METODOLOGIJA IR REZULTATAI

Anotacija

Straipsnyje nagrinéjamas vaiky kompiuterinés
kultiiros Zzaidybinis diskursas, vykstantis patirtinio
zinojimo  kontekste.  Atskleidziama, kaip S§io
diskurso empiriniam tyrimui yra taikoma viena
i§ Siuolaikiniy metodologiniy prieigy — socialinés
konstravimo teorija (Berger, Luckman,
1999). Nurodomas zaidybinio diskurso turinys ir jo
socialinés-edukacinés prasmés, iSrySkinancios vaiky
kompiuterinés kulttiros visavertiSkuma, jos svarbuma
bendros kulttiros kiirimo procese.

Pagrindiniai ZodzZiai: vaikai, kompiuteriné kultiira,
zaidybinis diskursas, socialiné realybé, konstravimas.

tikroveés

Ivadas

Dabartinei epochai biidingi spartiis informaciniy ir
komunikaciniy technologijy plétros mastai, integracija
1 visuomenés, zmoniy grupiy bei Zzmogaus, kaip atskiro
individo, gyvenima. Vieng informaciniy ir komunika-
ciniy technologijy priemoniy — kompiuterj A. Giddens
(2005) apibtuidina kaip Siuolaikiniam Zmoniy gyvenimui
reik§minga, jis atlieka ne tik technologing, bet ir infor-
macing, komunikacing bei kultiring funkcijas. Kom-
piuteris informacinés visuomenés sklaidos sglygomis
tapo ne tik darbo jrankiu, bet laisvalaikio, bendravimo
priemone, namy dalimi, kei¢ian¢ia zmoniy veiklos bei
tradicinio gyvenimo buida.

Vaikai, kaip aktyviis informacinés visuomenés da-
lyviai, jsitraukia ne tik i jos kiirima, bet ir pazinima. Be
to, jie yra ypa¢ imlis jvairioms technologijoms. Todél
mokslininkai (Hutchby, Moran-Ellis, 2001; Holloway,
Valentine, 2003; Vede, 2007 ir kt.) atkreipia démesi,
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Abstract

The article analyses play discourse of children’s
computer culture appearing in the context of empirical
knowledge. It is revealed how one of the modern
methodological accesses — theory of construction
of social reality — is applied to empirical research
of this discourse (Berger, Luckman, 1999). Context
of play discourse and its social-educational senses
emphasizing real value of children’s computer culture,
its importance in the creation of general culture are
indicated.

Key words: children, computer culture, play
discourse, social reality, construction.

Introduction

Rapid extents of development of information and
communication technologies, integration into life
of society, people’s groups and person as separate
individual are typical to modern epoch. A. Giddens
(2005) describes computer — one of the information
and communication technologies — as an important
means to modern people’s life which performs not only
technological but also informational, communicational
and cultural functions. Computer under conditions
of spread of informational society became not only
a tool for work but also means of free-time and
communication, a part of house changing people’s
activities and traditional way of life.

Children as active participants of informational
society get involved not only in its creation but cog-
nition as well. Besides, they are especially receptive
to various technologies. Thus, scientists (Hutchby,
Moran-Ellis, 2001; Holloway, Valentine, 2003; Vede,
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kad kompiuteris yra vaiky pasaulio pazinimo, kiry-
bos ir saviraiskos priemoné, keicianti jy kasdienine
veiklq, laisvalaikj, skatinanti bendravimo bei bendra-
darbiavimo turinio ir formy kaitq. Siy procesy kon-
tekste ryskéja fragmentiskas, taciau dinamiskas vaiky
kompiuterinés veiklos kultiirinis laukas ir kultiira, kaip
naujas socialinis-edukacinis reiskinys, kuriam sociali-
néje antropologijoje, sociologijoje, socialinéje psicho-
logijoje, edukologijoje apibtidinti vartojamas terminas
vaiky kompiuteriné kultira. Tyréjy (Hutchby, Moran-
Ellis, 2001; Holloway, Valentine, 2003 ir kt.) nuo-
mone, vaiky kompiuteriné kultiira uzima didziaja
dali Siuolaikinés vaiky kulttirinés erdves apskritai ir
pasizymi nauju, ne tik kult@iriniu, bet ir edukaciniu
kontekstu.

Vaiky kompiuterinés kultiros turinys grindziamas
kompiuterinés veiklos sritimis (Zaidybine, informacine
bei komunikacine), realizuojamomis kasdieninéje
veikloje bei laisvalaikiu (Turkle, 1995; Jessen, 1999;
Facer, Furlong, Furlong, Sutherland, 2001 ir kt.).
Jos iprasminamos kaip vaiky kompiuterinés kulttiros
edukaciniai kontekstai. Realizuojant straipsnio tikslg
placiau bus analizuojamas Zaidybinis kontekstas.

Uzsienio Saliy edukaciniuose tyrimuose Zaidimas
yra vienas vaiky kompiuterinés kultiiros i$skirtiniy,
tapatuma apibiidinan¢iy bruozy (Mwun, 1988; Frede,
1995; Stearfeldt, Mathiasen, 1999). Jis plecia ivairiau-
sias veiklos sritis, yra svarbus ivairiose situacijose,
leidzia iSreiksti vaiky idéjas. Vaiky kultiiros kiirimosi
procesuose zaidimas svarbus dvejopai. Jis yra ne tik
kompiuterinés kultiiros dalis, bet ir tam tikra gyvenimo
forma, todél vaiky kompiuterinés kultiiros kirimo(-si)
procesuose zaidimas svarbus ne tik atspindint realy-
be, bet ir perzengiant jos ribas. Sie procesai, pasak
M. Mid (1988), E. Stearfeldt, M. Mathiasen (1999),
realizuojami improvizuojant ir interpretuojant realybg.
Variacijos ir improvizacijos kultliros kiirimo procese
iSryskéja kaip vaiko poreikiai zaidziant kopijuoti rea-
lybe bei savaip perzengti jos ribas. Svarbu, kad vaikai
zaisdami pazista save, jgyja patirties, iSbandydami ir
patirdami realias situacijas i$ naujo ir ne vieng karta.

Lietuvos edukologijos mokslininkai (Brazdei-
kis, 1999; Dagiené, 2005; Balbieris, Kriks¢it-
niené, Muraskiené, Urkis ir kt., 2005 ir kt.), skirtingai
nei uzsienio, ypa¢ akcentuoja kompiuterio reikSme
mokymo(-si) procesuose, tac¢iau kompiuterinés kul-
tiros, kaip Siuolaikinés visuomenés sociokultlirinio,
edukacinio fenomeno bei jo Zaidybinio konteksto, ne-
nagrinéja. Todel stokojama vaiky kompiuterinés kulti-
ros zaidybinio diskurso teorinio pagristumo, eliminuo-
jamas edukacinis suvokimas, kad vaikai, skirtingai nei

2007 and others) state that computer is means of world
cognition, creation and self-expression of children that
changes their everyday activities, free-time, motivates
changes of content and forms of communication and
cooperation. In the context of these processes fragmen-
tal but dynamic cultural field and culture of children’s
computer activities become apparent as new social-ed-
ucational phenomenon which in social anthropology,
sociology, education, social psychology is described
by term children’s computer culture. According to the
researchers (Hutchby, Moran-Ellis, 2001; Holloway,
Valentine, 2003 and others) children’s computer cul-
ture occupies a bigger part of modern children’s cul-
tural space on the whole and is characterized by new
not only cultural but also educational context.

Context of children’s computer culture is based on
the spheres of computer activities — play, information-
al and communicational — that are realized in everyday
and free-time activities (Turkle, 1995; Jessen, 1999;
Facer, Furlong, Furlong, Sutherland 2001 and others).
They are considered as educational contexts of chil-
dren’s computer culture. Realizing the aims of the ar-
ticle, play context will be analysed more widely.

In educational researches of foreign countries, a
game is one of exceptional, describing identity features
of children’s computer culture (Muga, 1988; Frede,
1995; Stearfeldt, Mathiasen, 1999). It extends various
spheres of activities, it is important in various situations,
allows expressing children’s the most individual ideas.
In the processes of creation of children’s culture,
game is important in two ways. It is not only a part
of computer culture, but a particular part of life as
well, therefore, in processes of creation of children’s
computer culture game is important not only reflecting
reality, but also trespassing its borders. According to
M. Mid (1988), E. Stearfeldt, M. Mathiasen (1999),
these processes are realized by extemporizing and
interpreting reality. In the process of culture creation,
variations and improvisations show up as child’s needs
to copy reality while playing and to trespass its borders
in own way. It is important that while playing children
get to know themselves, obtain experience trying
and experiencing real situations again and more than
once.

Lithuanian education scientists (Brazdeikis, 1999;
Dagiené, 2005; Balbieris, Kriks¢itiniene, Muraskiene,
Urkis 2005 and others) unlikely foreign scientists espe-
cially stress computer’s importance in learning/teach-
ing processes, but do not analyse computer culture as
socio-cultural, educational phenomenon of modern
society and its play context. Therefore, there is a lack
of theoretical validity of play discourse of children’s
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suaugusieji, 1 kompiuterinémis technologijomis grista
informacinés visuomenés kultlira integruojasi dél ju
natiiralaus, prigimtinio poreikio paZzinti pasaulj, atrasti
jiper veikla. Visa tai salygoja misy tyrimo problemi-
nj klausimg — koks yra vaiky kompiuterinés kulttiros
zaidybinis diskursas, kaip galima ji empiriskai iStirti
taikant kokybinio tyrimo metodologija bei socialinés
tikrovés konstravimo teorija?

Tyrimo tikslas — empiriSkai iStirti vaiky kompiu-
terinés kultiiros zaidybini diskursa, taikant kokybinio
tyrimo metodologijg ir socialinés tikrovés konstravi-
mo teorija.

Tyrimo objektas — vaiky kompiuterinés kulttiros
zaidybinis diskursas.

Tyrimo metodai: mokslinés literatiros analize,
laisvasis teminis vaiky rasinys, prasminé-interpretaci-
né tyrimo duomeny analizé.

Tyrimo metodologinés koncepcijos

Vaiky kompiuterinés kultiiros Zaidybinio diskurso
tyrimas grindZiamas fenomenologija, postmodernizmo
diskursu, kokybinio tyrimo metodologija bei socialinés
tikrovés konstravimo teorija.

Fenomenologija atitinka postmodernios epochos
dvasia ir leidzia tyrinéti reikSmes, slypincias vaiky pa-
saulyje, kai patirtis i§laisvinama i$ teoriniy iSankstiniy
prielaidy, interpretacijy, nusiteikimy (Brim, Orwille,
1995; Mickiinas, Stewart, 1994). Fenomenologija tei-
kia galimybiy tirti vaiky kompiuterinés kulttiros, kaip
fenomeno, esme, pripazista ja esant edukacine prasme
reikSminga, bet dar nepakankamai pazinta naujos so-
ciokulttirinés realybes tipa. Tiriant vaiky kompiutering
kultiirg ir jos zaidybini diskursa, kaip fenomena, isigi-
linama { realaus pasaulio kaip patirties vaizdinio aiski-
nimo schemas. Vaiky kompiuterinés kulttros Zaidybi-
niu diskurso tyrimu siekiama eliminuoti iSankstinius
suaugusiyjy pasaulyje egzistuojancius {sitikinimus,
kad vaiky kompiuterin¢ kultiira yra socialiai nebran-
dziy zmoniy kulttora. Be to, vaiky kompiuterinés kul-
tiros zaidybinis diskursas gali padéti atskleisti, kaip
vaikai per Siuolaikines technologines priemones pazis-
ta socialing realybg, ja konstruoja bei perkonstruoja ir
kokias reikSmes suteikia Siam kontekstui.

Postmodernizmo diskursas aktualizuoja vaiko su-
bjektyvyji ,,AS“ ir jo sociokultiirini pasauli (Kupffer,
1990; Rubavicius, 2003 ir kt.) bei sudaro galimybes
identifikuoti vaiky, kaip socialinés grupés, kuriamas
kompiuterinés kultiiros reikSmes. Postmodernizmo
kontekste vaikai identifikuojami kaip individai, geban-
tys kurti kompiutering kulttira kaip jiems priimting ir
suvokiama pasaulj, kurio reik§mes atskleidzia ju, kaip
kompiuterinés kultiiros kuréjy, identitetas. Kokybinio

computer culture, educational perception that children
unlike the adults integrate into informational soci-
ety’s culture based on computer technologies because
of their natural need to know the world, discover it
through activities. This determines the problem issue
of our research — what is play discourse of children’s
computer culture, how to explore it empirically apply-
ing methods of qualitative research and theory of con-
struction of social reality?

Aim of the research — to investigate play
discourse of children’s computer culture empirically
applying methods of qualitative research and theory of
construction of social reality.

Object of the research — play discourse of
children’s computer culture.

Research methods —analysis of scientific literature,
free topic children’s essay, meaningful-interpretational
analysis of research data.

Methodological competences of research

Theresearchofplaydiscourse ofchildren’s computer
culture is based on phenomenology, postmodernism
discourse, methods of qualitative research and theory
of construction of social reality.

Phenomenology corresponds to the spirit of post-
modernism epoch and allows analyzing the mean-
ings existing in children’s world when experience is
released from theoretical anticipatory presumptions,
interpretations, dispositions (Brim, Orwille, 1995;
Mickiinas, Stewart, 1994). Phenomenology provides
opportunities to investigate the essence of children’s
computer culture as phenomenon, acknowledges it as
meaningful but not yet enough investigated type of new
sociocultural reality. Investigating children’s computer
culture and its play discourse as phenomenon, we plug
into explanation schemes of real world as experience
image. With the help of research of play discourse of
children’s computer culture we aim to eliminate antici-
patory convictions existing in adults’ world that chil-
dren’s computer culture is culture of socially immature
people. Besides, play discourse of children’s computer
culture may help to disclose how children know social
reality through modern technological means, construct
it and reconstruct and what meanings they give to this
context.

Postmodernism discourse emphasizes child’s sub-
jective “Me” and his socio-cultural world (Kupfter,
1990; Rubavicius, 2003 and others) and provides op-
portunities to identify created meanings of computer
culture of children as a social group. In postmodern-
ism context children are identified as individuals able
to create computer culture as world acceptable and
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tyrimo metodologija (Kvale, 1996; Silverman, 2001;
Bitinas, 2006 ir kt.) leidzia tirti vaiky konstruojama
socialing realybe tokia, kokia mato jie patys, bei vaiky
kompiutering kultiira, kaip Siuolaikinés informacinés
visuomengs reiskini, interpretuoti ji kasdieninio gyve-
nimo kontekste ir tomis prasmémis, kurias jiems sutei-
kia patys vaikai.

Socialinés tikrovés konstravimo teorijos (Berger,
Luckmann, 1999) kontekste socialin¢ realybe yra
suvokiama kaip nuolat kintanti objektyvuota tikrove,
kurioje vaikas veikia. Siuo aspektu vaiko kultdiriné
patirtis yra objektyviai reikSminga ir jos pagrindu
konstruojamas individualus Zzinojimas, uzmezgamas
kognityvinis santykis su aplinka. Socialinés realybés
subjektyvuota tikrove rodo vaiko dalyvavima
socialin¢je dialektikoje, kai vaikas jauciasi laisvas tiek
perimdamas objektyvy socialinés realybés pasauli,
tiek ir konstruodamas jam svarby subjektyvy pasauli.

Kokybinis tyrimas ir vaiky kompiuterinés
kultiiros zaidybinio diskurso suvokimas rasinio
metodu

Vaiky kompiuterinés kulttiros tyrimas grindziamas
kokybinio tyrimo paradigma (Kvale, 1996; Silverman
2001; Bitinas, 2006 ir kt.), kuri padéjo pazinti vai-
ku konstruojama socialing realybe bei laidavo vaiky
kompiuterinés kultiiros reiskinio supratima ir leido at-
skleisti jo raiska, identifikuoti vaiko patirti reikSmiy
kontekste, reprezentuojanciame vaiky kompiuterinés
kulttiros fenomena. Kokybinis tyrimas suteik¢ gali-
mybe istirti vaiky kompiuterinés kultiiros zaidybinio
diskurso atvejy sklaida ar atlikti vaiky, kaip indivi-
dy, kaip grupés situacijos ar jvykio tyrima nataralio-
je aplinkoje. Taip pat padéjo suprasti tiriamos vaiky
kompiuterinés kultiiros zaidybinio diskurso reiskini,
pateikti interpretacini, visumini jo paaiskinimg. Ko-
kybiné tyrimo prieiga leido: susikoncentruoti { vaiko
(vaiky) veiksmus, asmening kasdieng patirti, iSreiksta
zodziais, pasisakymais, pasakojimais bei jos rekons-
trukcijomis; stebéti, kaip vaikas jaucia kompiuterinés
kulttiros pasauli, ji interpretuoja ir kokig tai turi edu-
kacing reikSme.

Tiriant vaiky kompiuterinés kultiiros zaidybini dis-
kursa, buvo taikomas L tipo (angl. /ife — gyvenimas)
metodas (Bitinas, 2002) — laisvasis rasinys, kuris yra
vaiko kalba realizuotas ,,Snekos® aktas. Rasinio meto-
do pasirinkimg lémé vaiky kompiuterinés kulttiros ty-
rimo ypatumai: vaiky kompiuterin¢ kultra — socialinis
reiSkinys, jam labai artima kulttiros bei kalbos sgveika;
vaiky diskursas — $neka, bendravimas, kalb¢jimas apie
saveika su kompiuteriu, priskiriant jam prasmes; dis-

perceivable for them, the meanings of which are re-
vealed by their identity as creators of computer cul-
ture. Methods of qualitative research (Kvale, 1996;
Silverman, 2001; Bitinas, 2006 and others) allow in-
vestigating created children’s social reality as they see
it, and children’s computer culture as phenomenon of
modern informational society, interpreting it in the
context of everyday life and with the meanings that
children themselves provide with.

In the context of theories of construction of so-
cial reality (Berger, Luckmann, 1999) social reality is
perceived as constantly changing objective reality in
which a child is acting. Regarding this aspect, child’s
cultural experience is objectively significant, individu-
al knowledge is constructed on its basis, cognitive re-
lationship with environment is contracted. Subjective
real life of social reality indicates child’s participation
in social dialectics when a child feels free while over-
taking the objective world of social reality as well as

constructing subjective world, important to him.

Qualitative research and perception of play dis-
course of children’s computer culture through the
essay method

Research on children’s computer culture is based
on the paradigm of qualitative research (Kvale, 1996;
Silverman 2001; Bitinas, 2006 and others) which
helped to know social reality constructed by children,
ensured perception of phenomenon of children’s com-
puter culture, and allowed to disclose its expression,
identify child’s experience in meanings’ context which
represents the phenomenon of children’s computer cul-
ture. Qualitative research gave opportunity to analyse
spread of cases of play discourse of children’s comput-
er culture and perform research of situation or event
of children, as individuals, as group in natural envi-
ronment. It also helped to understand the phenomenon
of investigated play discourse of children’s computer
culture, provide integrated, interpreted its explanation.
Qualitative research access allowed: to concentrate
on children’s (child’s) actions, everyday experience ex-
pressed in words, narratives and its reconstructions; to
observe how child feels the world of computer culture,
interprets it and what educational meaning it has.

Investigating play discourse of children’s computer
culture method of L type (eng. /ife) was applied (Bitinas,
2002) — free essay which is act of “speech” realized by
child’s language. Selection of essay method was deter-
mined by peculiarities of research of children’s computer
culture: children’s computer culture — social phenom-
enon, interaction of language and culture is close to it;
children’s discourse — speech, communication, speaking
about interaction with computer ascribing meaning to
it: discourse is a socially accepted way to speak, think,
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kursas yra socialiai priimtinas buidas kalbéti, mastyti,
vertinti sgveika su kompiuteriu ir veikti, todel jis gali
biti iSreikstas vaikui kalbant (raSytine ar $nekamaja
kalba); rasinio diskursu vaikas gali iSreiksti priklausy-
ma konkreciai socialinei grupei, kurios narius vienija
bendri interesai, tikslai ir veikla, tod¢l jis gali atspin-
deti ne tik vieno vaiko, bet ir vaiky grupés patirti.

Atliekant empirini kokybini tyrima buvo pasirinkta
raSinio tema ,,A$ ir kompiuteris®, ypatingas démesys
skirtas vaiko subjektyviajam ,,A$“, juo grindziamas
sociokultiirinis pasaulis bei vaiky kompiuterines
veiklos ypatumai.

Tyrimo organizavimas

Atliekant tyrima buvo laikomasi dviejy pagrindiniy
etiniy normy: konsultavimasis su suaugusiaisiais,
atsakingais uz vaikus, ir kreipimasis i pacius vaikus.
Suaugusiesiems ir vaikams buvo paaiskinta, jog
dalyvavimas tyrime yra savanoriskas, garantuojamas
anonimiskumas, palickama laisvo apsisprendimo
galimybé¢ atsisakyti dalyvauti tyrime arba pasitraukti
i§ jo. Savanoriskas ir motyvuotas vaiky dalyvavimas
leido surinkti kokybiska informacija.

Kokybinio tyrimo imciai sudaryti netaikomi griez-
ti tiirio reikalavimai, nes duomeny reprezentatyvuma
lemia ne atsitiktiniai tiriamyjy parinkimo budai, o
lankstlis vienokie ar kitokie teoriniai teiginiai (Karde-
lis, 2002). Tod¢l pagrindinis kriterijus pasirenkant ti-
riamyjy skaiciy buvo galimybé gauti tinkamos tyrimui
informacijos. Kokybinio tyrimo imties populiacija su-
dare vaikai (10-12 mety), kurie mokési dviejy miesty
(Siauliy ir Panevézio) bendrojo lavinimo mokyklose.
Tyrime dalyvavo 123 vaikai. Kokybinio tyrimo pa-
grinda sudaré rasiniy ,,A$ ir kompiuteris* rengimas.
IS gauty 123 vaiky rasiniy kokybinei interpretacinei
tyrimo duomeny analizei buvo atrinkti 110 teksty. Pa-
grindinis atrankos kriterijus — galimybé kuo i§samiau
ir tiksliau apibtdinti tiriama reiskini.

Kokybinés duomeny analizés modelis

Kokybinés vaiky rasiniy analizés tikslas — iSsi-
aiskinti prasmes, kurias vaikai suteikia naudojimuisi
kompiuteriu kasdienéje veikloje. Vienodo kokybinés
analizés budo néra, todél gauta informacija suvokia-
ma kaip visuma, kuri suteikia informacijos apie vaiky
kompiutering kultiirg apskritai bei jos, kaip tam tikro
vieneto (Siuo atveju zaidybinio diskurso), struktiira.
Duomenys buvo gauti ne i§ vieno individo, t. y. vaiko,
bet i§ ju grupés, todél vaiky, kaip individy, skirtumy
nepaisoma, nes pastarieji néra skirtingi kintamieji dy-
dziai.

Empirinio kokybinio tyrimo duomeny analizés mo-
delis grindziamas /. E. Seidman o strategija, indukcine

evaluate interaction with computer and act, so it can be
expressed when child is speaking (in written or spoken);
with written discourse child can express dependence to
particular social group which members are united by gen-
eral interests, aims, and activities, thus it can reflect expe-
rience of one child as well as the group of children.

Performing empirical research, topic of essay “Me
and computer” was chosen, significant attention was
paid to child’s subjective “Me”’; socio-cultural world
and peculiarities of children’s computer activities were
based on it.

Organisation of the research

Performing research two main ethic norms were
followed: consultations with adults responsible for
children and appeal to children. Adults and children
were explained that participation in the research is vol-
untary, anonymity is guaranteed, and possibility of free
decision is left — to refuse to participate in the research
or to leave it. Voluntary and motivated children’s par-
ticipation allowed collecting qualitative information.

To form the sample of qualitative research strict
requirements of capacity are not applied since the rep-
resentation of data is determined not by random ways
of selection of the researched, but by flexible theoreti-
cal statements (Kardelis, 2002). Therefore, the main
criterion selecting the number of the researched was
opportunity to receive information useful for the re-
search. Population of the sample of qualitative research
consisted of children (10—12 years old) who studied
in comprehensive schools of two cities (Siauliai and
Panevézys). 123 children participated in the research.
The basis of qualitative research was formed by prep-
aration of essays “Me and computer”. 110 texts out
of 123 children’s essays were chosen for qualitative
interpretational analysis of research data. The main
selection criterion — possibility to describe essay of re-
search as thoroughly and accurately as possible.

Model of qualitative data analysis

The aim of qualitative analysis of children’s es-
says — to explore meanings that children give to usage
of computer in everyday activities. There is no single
way of qualitative analysis, the obtained information
is considered as a whole which provides information
about children’s computer culture on the whole and
about the structure of it as a particular unit (play dis-
course in this case). Data was obtained not from one
individual i.e. child but from their group, so differ-
ences of children as individuals were not taken into
consideration as they are not different variables.

Model of data analysis of empiric qualitative re-
search is based on /. E. Seidman's strategy, inductive
logics, application of content analysis and methods
of constant comparison. Describing data of qualita-
tive research, narrative model characteristic to quali-
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logika, turinio (content) analizés ir nuolatinio lygini-
mo metody taikymu. Aprasant kokybinio tyrimo duo-
menis buvo laikomasi kokybiniam tyrimui budingo
pasakojimo modelio, pateikiami autentiski tyrimo da-
lyviy teiginiai, jie netaisomi. Tokiu biidu i§saugomas
tyréjo nesaliSkumas, neskirstant teiginiy { teisingus ar
neteisingus, leidziant patiems vaikams iS§sakyti pozitir
1 kompiutering patirti, kalbéti patiems uz save.

RaSiniy  analizés nuoseklumas  grindziamas
trimis etapais. Kiekviename etape buvo atliktos
tam tikros procediiros ir taikyti atitinkami metodai.
Pirmasis etapas — pasirengiamasis. Tai rasiniy teksty
skaitymas, ,,pervedant™ juos i rasinio pirminés analizes
protokola. Kitas etapas — pirminé teksto analiz¢ pagal
sakinius ir memas, suvedant juos i prasmiy pirmines
kategorijas. Antriniame teksto analizés etape vyko
kategorijy grupavimas pagal prasminius lizdus
(segmentus). TreCiasis etapas — kategorijy tinklo
karimas, o paskutiniame etape buvo atlikta kategorijuy
interpretacija ir jy konceptualizavimas.

Kiekviename etape buvo taikomi atitinkami
metodai: rasiniy tekstai skaitomi vadovaujantis
I. E. Seidman’o strategija; ,,pervedami® i pirminés
analizés protokola taikant turinio (content) analizés
metoda; kategorijoms nurodyti ir kategorijy tinklui su-
kurti taikomi turinio (content) analizés bei nuolatinio
lyginimo metodai, indukciné logika; kategorijy inter-
pretacija ir konceptualizavimas atliekamas remiantis
socialinés tikrovés konstravimo teorija.

Vaiky kompiuterinés kultiiros Zaidybinio
diskurso tyrimo teorinés prieigos

Zaidybinio diskurso tyrimo teorinés prieigos
grindziamos samprata, kad vaiky Zaidimas kompiuteriu
yra viena reik§mingiausiy, prioritetiniy veiklos sriciy.
Vaikai kuria elektroning zaidybine erdve, virtualy
zaidimy mikropasaulj, realizuodami jame sumanytas
idéjas. Dauguma mokslininky (Fromberg, Bergen,
1998; Subrahmanyam, Kraut, Greenfield, Gross,
2000; Buerman, 2007 ir kt.) teigia, kad kompiuteriniai
zaidimai — nauja vaiky Zaidimy rasis, kuri plecia
vaikams svarbiq veiklq — laisvalaikj.

Pastaruoju metu vis pleciantis zaidimy pasiilai
edukologijos mokslininkai (Fromberg, Bergen, 1998;
Jessen, 1999; Casas, 2001; Holloway, Valentine, 2003
ir kt.) atkreipia démesi i jy daugiafunkcing paskirtj ir
akcentuoja socialinj, edukacinj, kultirini aspektus,
kiekvieng jy apibudina.

Edukacinis  7zaidybinés kompiuterinés veiklos
reikSmingumas aiskinamas taip: vaikai, zaisdami
asmeniniu kompiuteriu, mokosi ji valdyti ir igyja

tative research was followed, authentic statements
of research participants were presented and were not
corrected. In this way impartiality of the researcher is
preserved without dividing statements into correct and
incorrect, allowing children to express their attitudes
to computer experience, to speak for themselves.

Sequence of essay analysis is based on three stages.
Certain procedures were carried out in each stage
and appropriate methods were applied. First stage —
preparatory. Reading of essays’ texts, “transferring”
them to the protocol of primary essay’s analysis.
Another stage — primary texts analysis according to
sentences and memas, bringing them to significant
categories of senses. The second stage of text analysis
contained grouping of categories according to notional
nests (segments). The third stage included creation
of categories’ metwork, and last stage contained
interpretation and conceptualization of categories.

In each stage proper methods were applied: texts of
essays were read following I. E. Seidman’s strategy;
“transferred” to protocol of primary analysis applying
method of content analysis; content analysis and
methods of constant comparison, inductive logics were
applied to exclude categories and create categories’
network; interpretation and conceptualization of
categories is performed referring to construction
theory of social reality.

Theoretical accesses of research of play discourse
of children’s computer culture

Theoretical accesses of research of play discourse
are based on conception, that children’s playing with
computer is one of the most significant, priority spheres
of activities. Children create electronic play space,
virtual game micro-world realizing their ideas. Many
scientists (Fromberg, Bergen, 1998; Subrahmanyam,
Kraut, Greenfield, Gross, 2000; Buerman, 2007 and
others) state that computer games — a new type of
children’s games that extends children’s important
activities — free-time.

Recently with the increasing supply of games ed-
ucation scientists Fromberg, Bergen, 1998; Jessen,
1999; Casas, 2001; Holloway, Valentine, 2003 and
others) pay attention to their multi-functional purpose
and emphasize social, educational and cultural aspects,
and describe each of them.

Educational importance of computer play activities
is explained as follows: while playing personal com-
puter children learn to control it and acquire new in-
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naujy informaciniy, komunikaciniy, technologiniy
kompetencijy. Tai vyksta savaime, vaikui nejauciant,
nes lavinami jgudziai tyrin¢jant, kai, pasak C. Jessen
(1999), vaikas tikrina hipotezes, suvokia, keiciasi gauta
informacija, ja struktiiruoja, apibendrina, vertina. Toks
tyrinéjimas gali biiti suprantamas kaip mokymasis
pazinti save naujose, sunkiai valdomose situacijose
ir sistemose iSmokstant naujy socialiniy vaidmeny ir
funkcijy.

Mokslininkai (Fromberg, Bergen, 1998; Jessen,
1999; Subrahmanyam, Kraut, Greenfield, Gross, 2000;
Holloway, Valentine, 2003) pazymi, kad kompiuteri-
niai zaidimai daznai suprantami kaip individuali vaiko
veikla, nes prie kompiuterio ekrano jis zaidZia vienas.
Siuo aspektu kompiuteriniams Zaidimams biidinga
,hevisuomeniné“ veikla. Kita vertus, Sie zaidimai turi
ir socialinés veiklos pobudi, nes vaikai daznai Zai-
dzia su partneriais. Pasidaro svarbi mainy galimybé,
kuri atsiranda, kai vaikai kuria kompiuteriniy zaidimy
,mainy tinkla“, grindziama naujomis pazintimis, in-
teresy sritimis ir kt. Tokiu biidu vaikai zaidimy metu
atlieka socialinius vaidmenis: palaiko rysius su zaidi-
mo partneriais, ne tik realiais, bet ir virtualiais, tampa
zaidimo herojais, suteikia jiems asmeniniy savybiy.
Atkreipiamas démesys, kad taip formuojasi nauji so-
cialiniai santykiai, kai vaikai zaisdami ne tik keiciasi
kompiuteriniais Zaidimais, bet ir dalijasi turima pa-
tirtimi. ZaidZiant vyksta aktyvus bendravimas ir ben-
dradarbiavimas, iSryskéja savarankiSkumas bei kon-
kurencija. Siame procese vaikai sprendimus priima
savarankiskai, siekdami projektuoti geriausia zaidimo
strategija.

Vaiky kompiuteriniy zaidimy ku/tirinis kontekstas
tyréju (Casas, 2001; Holloway, Valentine, 2003)
sicjamas su vaiky kompiuterinés kultliros, kaip
informacinés visuomenés subkultiirinio fenomeno,
formavimusi. Be to, svarbus pasidaro technologinis
kontekstas, nes vaiky kultliroje atsiranda naujos
technologijos, kurias jie geba valdyti ir taip kurti
savitas. Be to, Zaisdami vaikai perima ir tas bendrosios
kompiuterinés kultiiros normas, kurios egzistuoja
informacingje visuomengéje. Sia prasme nagrin¢jamas
ne tik zaidimo procesas, bet ir jo kiirimas.

Kompiuteriniy zaidimy kultira suvokiama kaip
sudétiné zmogaus veiklos sritis apskritai. Mokslinin-
kai (Beavis, 1998; Goldman, 1998; Hutchby, Moran-
Ellis, 2001; Holloway, Valentine, 2003 ir kt.), siekda-
mi atskleisti vaiky kompiuteriniy zaidimy esmg ir ju
edukacines funkcijas, skiria tokius kontekstus:

* kompiuteriniai zaidimai yra tradiciniy zaidimy

alternatyva;

formational, communicational, technological compe-
tences. It happens by itself, child does not feel it, since
skills are trained while exploring when according to C.
Jessen (1999), child verifies hypothesis, understands,
exchanges obtained information, structures, general-
izes, evaluates it. Such exploration can be understood
as learning to know oneself in new, difficult to manage
situations and systems, by learning new social roles
and functions.

Scientists (Fromberg, Bergen, 1998; Jessen, 1999;
Subrahmanyam, Kraut, Greenfield, Gross, 2000;
Holloway, Valentine, 2003) emphasize that computer
games are often understood as individual child’s
activities because he plays alone in front of computer
screen. On the one hand, “unsocial” activities are
characteristic to computer games. On the other hand,
these games also have manner of social activities,
because children often play with partners. Exchange
possibilities become important which appear when
children create “exchange network™ of computer games
based on new acquaintances, spheres of interests, etc.
In this way while playing children perform social
roles: maintain relationships with game partners not
only real but virtual as well, become game heroes,
provide them with personal characteristics. Attention
is paid that new social relationships are formed in
this way, when playing children not only exchange
computer games but also exchange their experiences.
Active communication and cooperation happens while
playing, independence and competition show up. In
this process children make decisions independently,
aiming to project the best game strategy.

Researchers (Casas, 2001; Holloway, Valentine, 2003)
relate cultural context of children’s computer games to
the formation of children’s computer culture as subcul-
tural phenomenon of informational society. Besides,
technological context becomes important because new
technologies that children manage to control and to
create their own appear in children’s culture. In addi-
tion, while playing children overtake norms of general
computer culture which exist in informational society.
In this way not only game process is analysed but its
creation as well.

Computer game culture is perceived as complex
sphere of person’s activities. In order to reveal the
essence of children’s computer games and their
educational functions scientists (Beavis, 1998;
Goldman, 1998; Hutchby, Moran-Ellis, 2001;
Holloway, Valentine, 2003 and others) distinguish the
following contexts:

» Computer games are an alternative to traditional

games;
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* internetas vaikui yra kaip ,,zaidimy aikstele*;

* kompiuteriniai zaidimai vaikui daro ne tik

pozityvia, bet ir negatyvia itaka.

Mokslininkai (Fromberg, Bergen, 1998; Jessen,
1999; Casas, 2001; Hutchby, Moran-Ellis, 2001)
atskleidzia tévams ir pedagogams, kaip suaugusiyjy
kultiiros atstovams, ,,nematomas‘ vaiky kompiuteriniy
zaidimy pasaulio ypatybes, apibiidina ,.elektronines
zaidimo aiksteles”, kurios atitraukia vaikus nuo
tradiciniy Zaidimy lauke su draugais. D. P. Fromberg,
D. Bergen (1998) akcentuoja, kad biitent ,,elektroninés
zaidimo aikstelés* Siandien daznai tampa tradiciniy
Zaidimy alternatyva dél juy animuotos grafikos, garso
efekty ir valdymo sistemuy.

Suaugusiesiems taip pat suteikiamos zinios apie
internete vaiky zaidziamus kompiuterinius zaidimus,
kai internetas, pasak D. P. Fromberg, D. Bergen
(1998), vadinamas Zaidimy aikstele, kuri gali atrodyti
kaip dézé su zaislais, kur visi daiktai ,,paslépti po
tam tikrais vardais. Be to, zaidziant kompiuterinius
zaidimus internete vaikai zaidybinius veiksmus
realizuoja virtualioje erdvéje, kai zaidimo partneriai
gali biiti toli vienas nuo kito, o zaidimas vyksta realiu
laiku. PaZymima, kad internetas leidzia vaikams, kaip
zaid¢jams, jvertinti ju komunikacines, kognityvines
galimybes, iSméginti save aplinkoje, kurioje
eliminuojamos tam tikros realaus pasaulio situacijos
(Beavis, 1998; Goldman, 1998; Buckingham, 2000;
Boiickynckuit, 2000).

Zaidybinés veiklos kompiuteriu pozityvios jtakos
vaikams konteksta sudaro tai, kad vaikai, Zaisdami
kompiuterinius zaidimus, patiria pasitenkinima ir tokia
prioritetiné veikla nebiitinai yra patologija (Jessen,
1999; Goldman, 1998; Hutchby, Moran-Ellis, 2001;
Holloway, Valentine, 2003). Pozityviis Zzaidybinés
veiklos bruozai izvelgiami todél, kad zaisdami vaikai
gali savarankiskai priimti sprendimus, nes jiems tenka
spresti {vairias elektronines Zzaidybines situacijas.
Tuo tarpu megatyvus jtakos kontekstas nusakomas
teigiant, kad vaikai tampa pasyvesni, labiau atsiriboja
nuo aplinkos. Tokia veikla, pasak C. Jessen (1999),
apibiidinama kaip ,,amorali* ir ,,primityvi“. Turinio
prasme kompiuteriniai zaidimai siejami su vaiky
prievartos, agresijos, socialinés izoliacijos skatinimu.

Tiriant kompiuteriniy Zaidimy edukacini poten-
ciala, jvardijami ji lemiantys veiksniai (Fromberg,
Bergen, 1998; Jessen, 1999; Subrahmanyam, Kraut,
Greenfield, Gross, 2000; Casas, 2001): zaidimas pagal
taisykliy sistema, kai tenkinamas vaiko raidos poreikis
zaisti, realizuoti kurybines idéjas; zaidimai suteikia

» Internet for a child is like a “playground”;

e Computer games make not only positive

influence on a child, but also negative.

Scientists (Fromberg, Bergen, 1998; Jessen, 1999;
Casas, 2001; Hutchby, Moran-Ellis, 2001) reveal to
parents and teachers as representatives of adults’ cul-
ture “invisible” features of world of children’s com-
puter games, describe “electronic playgrounds” which
distract children from traditional outside games with
friends. D. P. Fromberg, D. Bergen (1998) emphasize
that particularly “electronic playgrounds” nowadays
become alternative to traditional games due to their
animated graphics, sound effects, and control sys-
tems.

Adults are also provided with information about
children’s computer games played on internet when
internet according to D. P. Fromberg, D. Bergen
(1998), is called ,,playground* which may seem like
a box with toys where all things are “hidden” under
certain names. Besides, while playing computer games
on internet children realize play actions in virtual
space when game partners may be far away from each
other and the game is played at real time. It is noted
that internet allows children as players to evaluate
their communicational, cognitive opportunities, to try
themselves in the environment where certain situations
of real world are eliminated (Beavis, 1998; Goldman,
1998; Buckingham, 2000; BotickyHrckwuii, 2000).

The context of positive impact of computer
games’ activities upon children consists of the fact
that while playing children feel satisfaction and such
priority activities are not necessary pathology (Jessen,
1999; Goldman, 1998; Hutchby, Moran-Ellis, 2001;
Holloway, Valentine, 2003). Positive features of game
activities are envisaged since while playing children
may independently make decisions as they have to
solve various electronic game situations. Whereas
context of negative impact is described stating that
children become more passive and more dissociated
from environment. According to C. Jessen (1999), such
activities are described as “immoral” or “primitive”. In
the sense of content, computer games are related to
stimulation of children’s violence, aggression, social
isolation.

Investigating educational potential of computer
games the decisive factors are indicated (Fromberg,
Bergen, 1998; Jessen, 1999; Subrahmanyam, Kraut,
Greenfield, Gross, 2000; Casas, 2001): game according
to a system of rules when child evolution’s need to
play, realize creative ideas is satisfied; games provide
children with opportunities to empathize into action
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vaikams galimybe isijausti i veiksma, vykstanti moni-
toriaus ekrane. Tai ugdo pojii¢ius jausti, matyti, girdéti
ir t. t.; zaidimy paprastumas ir besikartojantys veiks-
mai leidzia juos perprasti, todé¢l greitai galima isilieti
1 zaidéjy grupe; zaidimuose galima valdyti chaotiskus
pasaulius, patenkinti vaiko smalsuma.

Empirinio tyrimo rezultatai

Analizuojant empirinio tyrimo rezultatus vaiky
konstruojamos ~ socialinés  realybés  Zaidybinis
kontekstas bus apibiidinamas kaip kompiuterinés
kultiros edukacinio diskurso koncepcija, kuria
tiesiogiai siesime su vaikams reikSminga veikla
laisvalaikiu ir analizuosime socialinés realybés
konstravimo kontekste.

Vaiky kompiuterinés kultiiros Zaidybinio
diskurso koncepcijos socialinés realybés
konstravimo kontekste

Vaikai tikslingai naudojasi kompiuterio teikiamo-
mis galimybémis ir taip konstruoja veiklos kompiute-
riu turinj, plecia jiems reikSmingg veikla — laisvalai-
ki. Tokiu budu jie tampa asmenimis, kurianciais savo
priimting realybe, kai kitiems jprastq laisvalaikio lei-
dimo biidq pritaiko savajam pasauliui, kuri sudaro
zaidimai, pieSimas, muzikos klausymasis, kino filmy
ir fotografijy perziiira. Kategorijomis apibtidinsime
vaiky konstruojamo laisvalaikio konteksta, kuriame
paaiskéjo kompiuteriniy zaidimy svarba (Zr. 1 lent.).

1 lentelé. Vaiky veiklos laisvalaikiu (kategorijos)

Table 1. Children’s activities during free-time (categories)

happening in the monitor’s screen. This educates
approaches to feel, see, hear, etc.; games’ simplicity
and repeated actions allow to figure out them, therefore,
it is possible to plug into players’ group quickly; in the
games it is possible to control chaotic worlds, satisfy
child’s curiosity.

Results of empirical research

Analyzing the results of empirical research play
context of social reality constructed by children will
be described as conception of educational discourse
of computer culture which we will directly relate to
free-time activities significant for children and will
analyse in context of construction of social reality.

Conceptions of play discourse of children’s
computer culture in context of construction of
social reality

Children use opportunities provided by computer
purposefully and construct content of computer
activities, expand their significant activities — free-
time. In this way they become persons who create their
acceptable reality, when they adapt others’ usual way
of spending free-time to their own world which consists
of games, drawing, listening to music, watching video
films and photographs. We will describe the context of
children’s constructed free-time where the importance
of computer games is revealed (see Table 1).

Kategorijos
Categories

Teiginiy skaicius
Number of statements

Prasminiy konteksty — teiginiy pavyzdziai
Examples of meaningful contexts — statements

Kompiuteriniai zaidimai
Computer games

95

,»Su kompiuteriu zaidziu zaidimus <...>“. Play games with
computer.

,»AS su kompiuteriu zaidziu zaidimus*. I play games with
computer.,,Zaidiiu kompiuterinius zaidimus <...>“. Play
computer games .

Muzikos klausymasis
Listening to music

37

,,<...> galiu klausytis muzikos per kompiuteri.

can listen to music with computer<...>*,

,»<...> kompiuteriu klausausi muzikos, kokios tik noriu.*
with computer I listen to music I like .

,»<...> mégstu kompiuteriu klausytis muzikos.

I like listening to music with computer <...>“.

Kino filmy perziiira
Review of films

21

,».<...> kompiuteriu ziliriu ivairius filmus.

watch variuos films with computer <...>*.

,»<...> filmus kompiuteriu zitiriu, kokius a$ pats noriu.
watch films tah t I want with computer <...>*.
.Kompiuteriu ziliriu savo mégstamus filmus.

I watch my favourite films with computer<...>".
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1 lentelés tgsinys
Continued of Table 1

Piesimas 17
Drawing

Kompiuteriu piesiu ir tai darau greitai.

I draw with computer and do this quickly*.
Kompiuteriu piesiu jvairius piesinius.

I draw various drawings with computer<...>“.
.Kompiuteriu piesiu, ka tik noriu.

I draw with computer whatever [ want™.

Fotografijy perziiira 4
Review of photographies

,,<...> per kompiuter] zitiréti nuotraukas.

watch photos with computer<...>*.

,,Galiu fotografijas perzitréti kompiuteriu.

I can watch photographs with computer.

-Kompiuteriu zitriu fotografijas vienas ir kokias tik noriu, nes kiti
man netrukdo.

I watch photographs alone and the one I like, because noone
disturbs me*.

Vaikai laisvalaikio konteksta apibiidina kategorijo-
mis ,,Kompiuteriniai zaidimai®, ,,Muzikos klausyma-
sis“, ,,Kino filmy perzitira®“, ,,PieSimas* bei ,,Fotogra-
fiju perzitra“. Turinys labiausiai akcentuojamas kate-
gorijoje ,,Kompiuteriniai zaidimai*, maziau — katego-
rijose ,,Muzikos klausymasis®, ,,Kino filmy perzitra®,
,,PieSimas®, maziausiai — ,,Fotografiju perzitira®.

Kategorijos ,,Kompiuteriniai Zaidimai“ turinys
rodo, kad $ia veikla ple¢iamos kompiuterio funkci-
jos apskritai (,,<...> jame daug Zaidimy galimybiy‘),
be to, zaidimas kompiuteriu yra kasdieniy uZzsiémi-
my sritis (,.ZaidZiu kiekvienq dienq, nes labai patin-
ka*), turinti alternatyvios veiklos elementy, ir yra
kity veikly (muzikos klausymosi, nar§ymo internete,
informacijos paieskos, kino filmy perzitiros, piesimo)
alternatyva (,,<...> kompiuteriu klausausi muzikos ir
Zaidziu zaidimus <...>*; | daugiausia Zaidziu Zaidimus,
narsau internete <..>; | <..> kompiuteriu ZaidZiu,
renku informacijq <..>*; ,,<..> kompiuteriu zaidZiu
Zaidimus ir pieSiu‘; ,,<..> filmus Zitriu ir ZaidZziu Zai-
dimus*). Taip vaikai ple¢ia kompiuterio technologines
galimybes iSbandydami jvairios veiklos derinima
tarpusavyje. Be to, jie suvokia, kad zaidybiné veikla
kompiuteriu turi rekreaciniy bruozy (,,<...> Zaidziant
nesijaucia nuovargis <..>*) bei lemia teigiamas
emocijas (,,<...> Zaisdamas visada binu gerai nusi-
teikes <...>%).

Vaikai nusako skirtingus Seimos nariy, draugy ar
giminaiciy vaidmenis, konstruodami kompiuteriniy
zaidimy pasaulj. Draugai ir giminaiciai tampa reiks-
mingais asmenimis, sudaranciais palankias salygas
zaisti Siuos zaidimus (,,<...> nuvaziuojam pas drau-
gus ir Zaidziame kompiuteriu <..>*; ,<..> ZaidZiu
kompiuteriu, kai nuvaZiuoju pas mociute <..>%), o

Children describe free-time context by categories
“Computer games”, “Listening to music”, “Review
of video films”, “Drawing”, and “Review of
photographs”. Content is mainly emphasized in the
category “Computer games”, less emphasized in
categories “Listening to music”, “Review of video
films”, “Drawing”, and least emphasized — “Review
of photographs”.

Content of category “Computer games” shows
that with these activities computer’s functions are in
general expanded (,,<...> many game opportunities in
i) besides, computer game is the sphere of everyday
activities (“play every day because I like it a lot”)
which has elements of alternative activities and
is alternative of other activities (listening to music,
searching internet, searching information, review
of video films, drawing) (,<..> with computer
listen to music and play games <..>*; ,mainly play
games and search internet <..>*; ,<..> play with
computer, collect information <.>“; ,<..> play
games with computer and draw*’; ,,<..> watch video
films and play games*). In this way children expand
technological opportunities of computer when trying
the combination of various activities. In addition,
they understand that play activities with computer
have recreational characteristics (,,<...> [ do not
feel tiredness while playing <...> ‘) and also determine
positive emotions (,,<...> while playing I am always in
a good mood <..>).

Children define different roles of family members,
friends and relatives while constructing the world of
computer games. Friends and relatives become impor-
tant persons providing favorable conditions to play
these games (,,<...> we go to friends and play with
computer <..>*; ,,<..> [ play with computer when
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Seimos nariai apibiidinami kaip trukdantys $iai veiklai
(,,<...> sesé ruosia pamokas ir neleidzia Zaisti kompiu-
teriu®). TaCiau vaikai taip pat bando tapatintis su tais
Seimos nariais, kurie, kaip ir jie, zaidzia kompiuteri-
nius zaidimus (,,kompiuteriu Zaidziu as, sesé, tétis*).

Kompiuteriniai zaidimai vaiky suvokiami kaip sa-
vaime suprantama veikla, kurioje realizuojama kom-
piuterio, kaip technologinés (Zaidybinés) priemo-
nés, paskirtis (,,kompiuteris yra skirtas zaidimams*),
tenkinanti ju poreikj Zzaisti (,,<..> kompiuteris rei-
kalingas Zaisti kompiuterinius Zaidimus*). Be to, vai-
kai zaidybinei veiklai kompiuteriu teikia ir edukacing
prasme, nes plétoja zaidimy konteksta ir teigia, jog
,»<...> per Zaidimus galima ismokti daug idomiy daly-
ky“. Vaikai zaisdami taip pat suvokia, kad kompiuteris
skirtas ne tik laisvalaikiui, bet ir didaktiniams Zaidi-
mams (,,<...> naudojuosi matematikos programa‘),
darbui (,,kompiuteris yra ne tik Zaidimui, bet ir darbui
<..>%).

Kategorijos ,,Kompiuteriniai Zaidimai“ turinys
liudija, kad vaikai kompiuterinius Zaidimus, ju
versijas kaupia kompiuteryje (,,<..> kompiuteryje
turiu daug Zaidimy <..>) — tai jiems leidzia pagal
poreiki testi pradéta Zaidima ar pradéti nauja
(,,kai noriu, zZaidziu toliau arba isSjungiu ir pradedu
naujq’).

Vaikams svarbu atnaujinti Zaidimy repertua-
ra, todé¢l jie zaidzia ne tik tuos kompiuterinius zaidi-
mus, kuriuos saugoja savo kompiuteryje, bet ir tuos,
kuriuos randa interneto svetainése. Jie jvardija tas
svetaines, kuriose zaidzia dazniausiai (,,<..> daz-
niausiai zaidimus Zaidziu is www.miniclip.com <..>%;
»<...> WWW.jippii.lt dazniausiai Zaidziu <..>%; ,<..>
www.cortonnetwork.com pazaidziu <..>). Siy svetainiy
pasirinkima lemia tai, kad vaikus labiausiai tenkina
kompiuteriniy Zaidimy pasiala (,,<...> www.jippii.lt
<..>, ten yra daug Zaidimy <..>*; ,,<..> www.,jippii.
It yra daug zZaidimy <...>*; ,<...> www.cortonnetwork.
com zaidziu daug Zaidimy'*) arba gali rasti jiems pa-
tinkamy zaidimy rusiy (,,<...> patinka Zaisti Zaidimus
is www.miniclip.com <..>%;  <..> wwwjippii.lt <..>
man patinka Zaisti ten esancius zaidimus®). Be to, vai-
kai nurodo, kad svetainés mégstamos dél galimybés rea-
lizuoti zaidybinius poreikius (,,<..> mégstamiausias
tinklas www.cortonnetwork.com, nes jame galiu Zaisti
ivairius Zaidimus®; ,,<..> www.,jippii.lt yra Zaidimy ir
man patinka ten Zaisti <..>*).

Taciau paaiskéjo, kad interneto svetaines vaikai
megsta ne tik del galimybés realizuoti zaidybinius
poreikius, bet ir dél to, kad Zaisdami kompiuterinius
zaidimus gali palaikyti komunikacinius rySius su

I go to grandmother <..>*), and family members
are described as persons disturbing these activities
(,,<...> sister is doing homework and does not allow
me playing with computer *). However, children also
try to identify with these family members who play
computer games like they do (“me, sister and father
play with computer”).

Computer games are perceived by children as
matter-of-course activities in which the purpose of
computer as means of technology (game) is realized
(“computer is dedicated for games’’), which satisfies
their need to play (,,<...> computer is necessary to
play computer games ). In addition, children provide
computer game activities with educational meaning as
well because they develop the context of games and
they state that ,,<...> through the games we may learn
very many interesting things. While playing children
also understand that computer is dedicated not only for
free-time but for didactical games (,,<...> [ am using
programme of mathematics ), work as well (,,computer
is not only for a game, but also for work <..>%).

The content of category “Computer games”
witnesses that children store computer games and
their versions in computer (,,<...> [ have many games
in computer <...>*) —this allows them to continue the
started game or to start a new one upon the need
(“when I want I continue playing or switch off and
start a new game”).

Forchildrenitisimportant to renew games repertory
therefore, they play not only these computer games that
they save in their computer but also the computer games
that they find on the internet websites. They name the
websites where they usually play (,, <...> usually I play
games from www.miniclip.com <..>"; |, <..> wwwyjip-
pii.lt usually play <..>*; ,<..> play at www.corton-
network.com <...>*). The selection of these websites is
determined by the fact that children are mostly satisfied
by the supply of computer games (,, <...> www.jippii.lt
<...>, there are many games <...>"; | <..> www.jippii.
It there are a lot of games <..>*; ,<..> www.corton-
network.com I play many games*) or children may find
the types of games that they like (,,<...> [ enjoy playing
games from www.miniclip.com <..>"; , <..> www.jip-
piilt <..> [ enjoy playing games from that website ).

Besides, children indicate that websites are well-
liked because of the opportunity to realize play needs
(, <...> the favourite net www.cortonnetwork.com,
because I can play various games their*; ,, <...>there
are games on www.jippii.lt and I like playing there
<..>").

However, it became clear that children like internet
websites not only because of the possibility to realize
play needs but also because while playing computer
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draugais (,,<..> wwwyjippii.lt Snekuosi ir Zaidziu su
draugais®) ar kitais asmenimis, atsitiktinai sutiktais
,virtualioje zaidimy aiksteléje” (<...> wwwyjippii.lt,
ten yra zaidimy ir gali susirasinéti su kitais*). Ypac
svarblis vaikams yra tie zaidimai, kuriuose jie gali
iSmokti naujy komunikaciniy vaidmeny ir patirti
dar neiSbandytus komunikacijos variantus, t. y.
komunikacija vyksta ne tik su draugais, bet ir su zaidimo
prieSininku. Vieni i§ mégstamiausiy tokiy zaidimy yra
biliardas ir mini golfas (,,www.jiippii.lt <..> Zaidi su
priesininku ir pasikalbi <..>*; | <..>_, sédziu‘ www.
Jippii.lt ir ten Snekuosi su priesininku bei Zaidziu mini
golfq <..>%).

Vaikai zino, kokiose interneto svetainése, kom-
piuteriniy zaidimy repertuaras nuolat atnaujinamas
(,<...> a$ ZaidZiu internetinéje svetainéje_www.mini-
clip.com, ten man labai patinka, nes nuolat atsiranda
naujy Zaidimy <...>*), todél yra galimyb¢ jais papil-
dyti kompiuteryje sukaupty kompiuteriniy Zaidimy
repertuara (,,<...> naujy Zaidimy parsiunciu i savo
kompiuteri).

Kategorijos ,,Muzikos klausymasis* turinys rodo,
kad vaikai $ig veikla suvokia kaip alternatyvia kitoms
veikloms, suteikiancig teigiamy emociniy iSgyveni-
my (,patinka klausytis muzikos, nes tuomet jauciuosi
gerai‘). Muzikos klausymasi vaikai sieja su vienos i$
kompiuterio funkcijy realizavimu, nes, ju nuomone,
kompiuteris tam ir skirtas (,,kompiuteris man tinka-
mas muzikai klausytis, geriau nei radijas ar televizi-
ja*). Be to, muzikiniy poreikiy tenkinima vaikai skiria
rutiniSkoms veiklos kompiuteriu sritims, todél neapta-
rin¢ja tai salygojanciy galimybiy (,,klausausi muzikos,
nes galima klausytis muzikos).

Klausydamiesi muzikos vaikai taip pat iSban-
do kompiuterio technologines galimybes ir $i vei-
kla yra alternatyva kitoms kompiuterinés veiklos
rasims, t. y. zaidimams kompiuteriu (,,<...> galima
Zaisti ir klausytis muzikos <..>), narSymui internete
(,,<...> klausyciaus muzikos <..>, nueiciau { jvairiau-
sias svetaines.), kino filmy perzitrai (,,as§ kompiu-
teriu klausausi muzikos ir Ziariu filmus®), pieSimui
(,,<...> piesti, klausytis muzikos <..>*).

Vaikai zino, kad ,,Kino filmy perzitra“ galima
derinti su Kkitomis alternatyviomis veiklomis,
t. y. zaisti kompiuterinius zaidimus ir zitréti kino
filmus (,,<...> ZaidZiu Zaidimus ir Ziariu filmus®)
arba klausytis muzikos (,,<...> klausyti muzikos,
zifréti kino filmus <...>*). Si veikla taip pat sicjama
su teigiamomis emocijomis (,,;nan smagu paziirvéti
keletq filmuky <..>%).

Kategorijos ,,PieSimas“ turinys liudija, kad $i

games they can maintain communicational
relationships with friends (,,<..> on www.,jippii.lt
1 talk and play with friends*) or other persons met
by chance in the “virtual playground” (<...>on www.
Jippii.lt there are games and you can correspond with
others*). For children especially important are the
games where they can learn new communicational
roles and experience not yet experienced variants of
communication i.e. communication is not only with
friends but also with the opponent of the game. Some
of the most favourite games of such kind are billiards
and mini golf (,,www.jiippii.lt <...> you play with the
opponent and speak with him <..>; ,<..> [, sit"at
www.jippii.lt and speak there with the opponent, play
mini golf as well<..>*).

Children know internet websites where the
repertory of computer games is constantly renewed
(,,<...> I play on the website www.miniclip.com, I like
there very much because new games constantly appear
there <..>%), consequently, there is an opportunity
to supplement the repertory of computer games
stored in computer (,,<...> [ send new games to my
computer*).

The content of category “Listening to music” shows
that children understand this activity as an alternative
to other activities that provides positive emotional
experiences (“/ like listening to music because then
I feel well”). Children relate listening to music to
realization of one of computer functions, because
according to their opinion, computer is dedicated
to this (“computer is more suitable for me to listen to
music than radio or television™). In addition, meeting
of musical needs children prescribe to routine spheres
of computer activities, therefore, they do not discuss
the opportunities determining this (,,/ listen to music
because it is possible to listen to music *).

While listening to music children also try computer’s
technological capacities and these activities are
alternative to other types of computer activities i.e.
computer games (,,<...> it is possible to play and listen
to music <...>*), searching the internet (,,<...> [ would
listen to music <...>, [ would go to various websites*),
review of video films (,,/ listen to music with computer
and watch films®), drawing(,, <...> draw, listen to
music <...>“),

Children know that “Review of video films” may
be combined with other alternative activities
i.e. play computer games and watch video films
(,,<...> I play games and watch films*) or listen to
music (,,<...> listen to music and watch video films
<...>%). These activities also are related to positive
emotions (“/ enjoy watching some cartoons”).

The content of category “Drawing” witnesses that
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veikla vaikams yra svarbi kaip kasdieniy uZsiémimy
kompiuteriu sritis (,,<...> kompiuteriu piesiu <...>*).
Tai derinama su galimybeémis ,,<...> Zaisti, klausytis
muzikos*. Si veikla, kaip ir kitos (Zaidimas, muzikos
klausymasis, kino filmy perzitira), lydimos teigiamy
emocijy (,,<..> patinka piesti pieSinius*).

Mazai reikSminga laisvalaikio sritis yra ,,Fotogra-
fijy perziara®“, kai kompiuteris yra elektroninis as-
meniniy fotografijy albumas (,,<..> renku fotogra-
fijas ir jas perZiiriu kompiuteriu‘). Tokiu buidu vaikai
plecia dar viena kompiuterio socialinés-edukacinés
paskirties funkcija — galimybe kaupti fotografijas ir
jas perzitréti, kada tik panoréjus. Taciau Sia veikla ir
jos teikiama galimybe vaizdais jprasminti gyvenimo
momentus, kurti autobiografijq vaikai naudojasi gana
retai. Jie maziau démesio skiria jai plésti ir nejzvelgia
rekreacinés, meninés, kiirybinés raiskos galimybiy.

Vaikai kompiuteriniy technologijy pagrindu
konstruoja priimting Zaidybinj laisvalaikio, kaip
socialinés realybés, pasaulj, kuriame ryskéja tokie
edukaciniai kontekstai: vaikas atranda naujas
laisvalaikiosritis, iSkuriysvarbiausiayrakompiuteriniai
zaidimai. Mokosi derinti veiklas tarpusavyje ir
vel konstruoja naujas. Tokiu biidu jie patys plecia
laisvalaikio repertuara, uzpildo ji netradicinémis
alternatyvios veiklos formomis (fotografiju bei filmy
perzitra, muzikos klausymu), kurios asmeniskai yra
svarbios, nes tenkina poreikius.

Be to, laisvalaikio veiklos sri¢iy (Zaidimo, muzi-
kos klausymosi, kino filmy bei fotografijy perzitiros,
piesimo) konstravimas turi dar ir kita prasme¢ — vyksta
kompiuterio socialinés-edukacinés paskirties funkciju
pletojimas, jos suvokiamos kaip rutininio kasdienio
vaiky gyvenimo ir kompiuterinés veiklos sritys. Tai
reiskia, kad veikla kompiuteriu vaikams atlieka ne tik
zaidybing, muziking, mening, vaizdo, bet ir socialinés
realybés palaikymo funkcijas, tenkinancias vaiko po-
reikius (Zaidybinius, muzikos klausymosi, kino filmy
bei fotografijy perzitiros, pie§simo). Minétos funkcijos
yra svarbios socialinés realybés konstravimo procese,
kuriame ryskiis objektyvacijos ir subjektyvacijos pro-
cesai.

Objektyvacija rySkéja per kompiuterio paskirties
habitualizacijq, kai kompiuteris suvokiamas kaip
vaiko rutininio kasdienio gyvenimo priemon¢. Vaikai
kompiuterio funkcinés paskirties suvokimg plecia
Siomis veiklomis: kompiuteriniais Zaidimais, muzikos
klausymusi, filmy ir fotografijy perzitira, pieSimu.
Sios habitualizuotos veiklos, kuriomis kuriamas
laisvalaikio, kaip socialinés realybés, pasaulis, vaikams
yra svarbios.

these activities are important for children as the sphere
of everyday work with computer (,,<...> [ draw with
computer <..>“). It is combined with possibilities
»<...>> to play and listen to music. These activities
like others (game, listening to music, review of video
films) are followed by positive emotions (,,<...> [ like
drawing pictures*).

“Review of photographs” is the sphere of free-time
of little importance when computer is an electronic
album of personal photographs (,,<..> [ collect
photographs and view them with computer®). In this
way children expand one more function of computer’s
social-educational purpose — opportunity to compile
photographs and view them whenever they want.
However, children rarely use these activities and their
opportunity to give sense to life moments by images
and to create autobiography. They pay little attention to
develop it and do not see opportunities of recreational,
artistic and creative expression.

On the basis of computer technologies children
construct acceptable play world of free-time as so-
cial reality in which the following educational con-
texts become apparent: child discovered new spheres
of free-time and the sphere of computer games is the
most important. Child learns to combine activities and
again constructs new ones. In this way they expand
free-time’s repertory themselves, fill them in with
non-traditional forms of alternative activities (review
of photographs and films, listening to music) which
personally are important, because they satisfy needs.

In addition, construction of spheres of free-time
activities (games, listening to music, review of video
films and photographs, drawing) has also the other
meaning — the development of functions of computer’s
social-educational purpose is going on, these functions
are understood as spheres of children’s routine, eve-
ryday life and computer activities. It means that for
children computer activities perform not only play,
musical, artistic, image functions but also functions of
maintenance of social reality satisfying child’s needs
(playing, listening to music, review of photographs
and video films, and drawing). The mentioned func-
tions are important in the process of construction of
social reality where the processes of objectivation and
subjectivation are distinct.

Objectivation becomes clear through the
habitualisation of computer purpose when computer
is perceived as means of child’s routine everyday life.
Children extend the conception of functional purpose of
computer by the following activities: computer games,
listening to music, review of films and photographs,
drawing. These habitualised activities with the help
of which the world of free-time, as social reality is
created are every important to children.
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Konstruojant socialing realybe maziau vaiky
pastangy reikia tada, kai ne tik kompiuteris, bet
ir juo realizuojama veikla tampa rutina ir atveria
kelia inovacijoms, leidzia tarpusavyje derinti naujas
socialinés realybés sritis (pvz., zaidima kompiuteriu
su muzikos klausymu; filmy Zzitiréjima su pieSimu ir
pan.). Taip vaikai kuria naujas habitualizacijas ir plecia
naudojimosi kompiuteriu pagrindus. Vyksta tolesnis
kai kuriy socialinés realybés sriCiy, pereinanciy is
objektyvuotos | subjektyvuotq vaiko gyvenimo sriti,
konstravimas.

Vaikai legitimuoja kompiuterio funkcijas ir
objektyvuoja kiekviena i$ juy pagal paskirti: zaidybine
(kompiuteriniai ~ zaidimai), muziking (muzikos
klausymasis), mening (piesimas) bei vaizdo (kino filmy
perziiira). Be to, jie, suteikdami teigiama emocinj kritvi
zaidimui kompiuteriu, muzikos klausymuisi, filmy bei
fotografijuy perzitrai, pieSimui, kuria naujas prasmes,
teigiamai legitimuoja S§ias kompiuterinés veiklos
sritis bei pateisina institucine tvarkq. Vaiky teigiamas
emocinis kriivis ryskus ir angazuojantis naujai realybei,
kuriamai kontekste ,,AS ir kompiuteris®.

Seimos nariy, giminai¢iy ir draugy, kurie
sudaro palankias salygas Zzaisti kompiuteriu bei yra
internetiniy kompiuteriniy zaidimy partneriai ir
virtual@is paSnekovai, vaidmenij vaikai internalizuoja
kaip reikSminga ,kity* dalyvavima kuriant ir tvarkant
kompiutering aplinka.

Vaikai, dalyvaudami socialinéje dialektikoje, in-
ternalizuoja muzikos klausymasi, kino filmuy bei foto-
grafijy perzitra, pieSima kaip subjektyviai prasmingas
veiklas. Dél internalizacijos jie supranta kompiuterini
pasauli kaip prasmingg juy paciy konstruojamos socia-
linés realybés dali. Internalizacijos proceso metu vai-
kai ,,perima“ kompiuterinj pasaulj i§ ,.kity*, t. y. 8 ty,
kurie jame jau gyveno anksc¢iau ar gyvena dabar ir yra
ji sukdre, tode¢l jiems biitinas tapatinimasis su reiks-
mingais ,.kitais* ir visuomene, jos kultiira. Vaikai za-
patinasi su $eimos nariais (seserimi, broliu, téciu) bei
draugais ar nepaZzistamais asmenimis, zaidzianciais
kompiuterinius zaidimus. Toks tapatinimasis svarbus
vaikams konstruojant zaidybinj laisvalaikio konteksta.
Be to, ivyksta tipizacija, dél kurios vaiky konstruoja-
ma socialin¢ realyb¢ suvokiama kaip institucija, o tai
reiskia, kad Seimos nariai ir , kiti* dalyvauja tame pa-
¢iame kompiuteriniame pasaulyje kaip ir vaikai.

ISvados

Vaiky kompiuterinés kultiiros zaidybinis diskursas
gali buti empiriSkai istirtas taikant socialinés tikrovés
konstravimo teorija. Ji leidzia interpretuoti vaiky
zinojimo procesus per objektyviaja ir subjektyviaja
paradigmas, atskleidziant, kaip vaikai rekonstruoja
socialiniame pasaulyje objektyviai egzistuojancias
zinias ir kuria subjektyviai jiems priimting socialing

When constructing social reality less children’s
efforts are needed when not only computer but its
realised activities become routine and open ways
to innovations, allows to interrelate new spheres
of social reality (for instance, computer game with
listening to music, watching films with drawing, etc).
In this manner children create new habitualisations
and develop the basis of computer usage. There is a
further construction of some spheres of social reality
proceeding from objective sphere of childs life to
subjective one.

Children /egitimate the functions of computer and
objectivate each of them according to their purpose:
playing (computer games), musical (listening to mu-
sic), artistic (drawing) and image (review of video
films). In addition to this, children endowing a positive
emotional load to computer games, listening to music,
review of films and photographs, drawing create new
meanings, positively legitimate these spheres of com-
puter activities and justify the institutional command.
Children’s positive emotional load is distinct and en-
gaging the new reality which is created in the context
“Me and computer”.

The role of family members, relatives and friends
who create favourable conditions to play with
computer, who are the partners of internet computer
games and virtual interlocutors children internalise
as meaningful participation of “others” while creating
and administering computer environment.

Children, participating in social dialectics, inter-
nalise listening to music and review of video films
and photographs, drawing as subjectively meaningful
activities. Due to internalisation they understand com-
puter world as a meaningful part of their constructed
social reality. During the process of internalisation,
children “overtake” computer world from “others” i.e.
from those who lived in it earlier or still live there and
created it, therefore, the identification with significant
“others” and society, its culture is necessary for chil-
dren. Children identify with family members (sister,
brother, father) and friends or unknown people who
play computer games. Such identification for children
is important while constructing game context of free-
time. Besides, typifysation proceeds due to which chil-
dren’s constructed social reality is perceived as institu-
tion and this means that family members and “others”
participate in the same computer world as children.

Conclusions

Play discourse of children’s computer culture may
be empirically investigated applying the theory of con-
struction of social reality. It allows interpreting proc-
esses of children’s knowledge through objective and
subjective paradigms, revealing how children recon-
struct in social world objectively existing knowledge
and create subjectively acceptable for them social real-
ity of computer culture.
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kompiuterinés kultiiros realybe.

Diskurso tyrimui yra bitinas tam tikras kokybinio
tyrimo dizainas. Kokybinis tyrimas padeda identifi-
kuoti subjektyvuyji vaiky kompiuterinés kultiiros pa-
sauli per jam suteikiamas prasmes. Vaiky kompiute-
rinés kultiros zaidybinio diskurso tyrimas iprasmina
kokybinio tyrimo prioritetus, identifikuoja Siuolaiki-
niam vaikystés pasauliui budingas socialines, kulttri-
nes, edukacines prasmes.

Kokybinis tyrimas atskleidé¢, kad vaiky kompiute-
rinés kultiiros zaidybinj diskursa socialinés realybés
konstravimo kontekste galima konceptualizuoti taip:

« Zaidybinis diskursas, kaip itin ry$kus vaiky
kompiuterinés kultiiros kontekstas, i$skiria Sia
kultiira 1§ bendrosios visuomenés kompiuterinés
kultiiros. Zaidybinj kontekstg vaikai konstruoja
kaip socialinés realybés pasauli, kuriame
pagrindinis vaidmuo priklauso jiems patiems,
kaip scenarijaus autoriams ir herojams. Tokiu
btdu zaidime jie subjektyvina socialinj pasauli
ir suteikia jam pageidaujamy prasmiuy.

+ Zaidybinj laisvalaikio konteksta  vaikai
konstruoja atsizvelgdami i patirtj, tenkindami
tuos poreikius, kurie suaugusiyjy suvokiami
kaip edukacine prasme vaikams nesvarbis.
Tokia patirtis atsiranda vaikams gyvenant kartu
su suaugusiaisiais, kurie toleruoja tradicijas,
bet prioritetus teikia masinéms ar grupinéms
vaiky laisvalaikio formoms. Tokia patirtj vaikai
atmeta ir kuria laisvalaikio turinj, kuris tenkina
ju individualius poreikius. Jis siejamas su
kompiuteriniais zaidimais. Vaikai kuria pasauli,
kuris priklauso tik jiems, o ne suaugusiesiems.

* Vaikus domina kiirybinio pobtudzio kompiuteri-
niai zaidimai. MaZziau mégstami zaidimai pagal
taisykles. Vaikai plétoja socialinio dalyvio pa-
tirti, kurios jie stokoja realyb¢je. Todé¢l sukuria
nauja socialine tvarka: atlieka naujus socialinius
vaidmenis ir visy pirma tokiy veikéjy, kurie turi
socialinio sprendimo teis¢. Tai yra jy institucio-
nalizuojama socialiné realybé, kurioje suaugu-
sieji atlieka pagalbinius vaidmenis. Zaidybinéje
veikloje vaikai habitualizuoja ir universaligsias
taisykles, kuriomis vadovaujasi ir visi kiti Zai-
déjai, nepaisant lyties, amziaus ar socialinio sta-
tuso.

Suvokiant kompiuterinés kultiros zaidybinio dis-
kurso prasmes socialinés realybés konstravimo kon-
tekste vaikus galima pripazinti kompiuterinés kultiiros
kiiréjais ir autoriais. Jie perima bendrajg Siuolaikinés
visuomenés kompiutering kultlira ir jprasmina vaiky
kompiuterinei kulttrai kaip subkultiirai btidinga Zai-
dybinj konteksta, rekonstruoja laisvalaikio veiklos
sferas ir habitualizuoja tas taisykles, kurios tenkina ju
poreikius.

Particular design of qualitative research is neces-
sary for the research of discourse. Qualitative research
helps to identify subjective world of children’s compu-
ter culture through endowed meanings. The research
of play discourse of children’s computer culture gives
sense to priorities of qualitative research while identi-
fying social, cultural, educational meanings character-
istic to modern world of childhood:

e qualitative research has revealed that play
discourse of children’s computer culture in the
context of construction of social reality may
be conceptualised as follows: play discourse,
as especially significant context of children’s
computer culture distinguishes this culture from
general society’s computer culture. Children
construct play context as a world of social
reality where the main role belongs to them
as the authors of script and heroes. In this way
they subjectivise social world in the game and
provide it with desirable meanings.

e play context of free-time children construct
referring to experience, satisfying the needs
that adults perceive as unimportant for children
from educational point of view. Such experience
appears to children when living with adults who
tolerate traditional forms of children’s free-time
but give priorities to mass or group activities.
Children reject such experience and create
the content of free-time which satisfies their
individual needs. Children relate it to computer
games. They create the world that belongs only
to them, not to adults.

e children are interested in computer games of
creative character. Games according to the
rules are less liked. Children develop the ex-
perience of social participant that they lack
in reality. Therefore, they create new social
order: perform new social roles first of all of
the characters that have the right of social deci-
sion. This is their institutionalised social real-
ity where adults perform supporting roles. In
play activities children habitualise universal
rules as well that all other players also follow
despite gender, age or social status.

Understanding the meanings of play discourse of
children’scomputercultureinthe contextofconstruction
of social reality children may be recognised as creators
and authors of computer culture. They overtake general
computer culture of modern society and give sense to
the play context characteristic to children’s computer
culture as subculture, reconstruct spheres of free-time
activities and habitualise these rules which satisfy their
needs.
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