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VIOLENCE AS A KEY FORM OF ENTERTAINMENT
IN THE COMICS INDUSTRY

The culture of consumption of comics by the young generation is actualized by a wide range of
preconditions and consequences in the formation of brutal thinking due to imitation of the favorite char-
acters in the comic book industry. The aim of the study is to define comics as the leading agent of social-
ization of generation “Z”, to elucidate the nature of violence in comics and anime through determining
the degree of popularity of superheroes, supervillains and antiheroes among the younger generation of
Kazakhstan. The aim of the study is to determine comics as the leading agent of socialization of genera-
tion Z and in this direction to find out the essence of violence in comics and anime, to determine the
degree the popularity of superheroes, supervillains and antiheroes among the younger generation of Ka-
zakhstan. The main results of the research show the fact that the products of the comic book industry are
perceived by the younger generation as the norm and consequently reflected in the aggression towards
peers. Consumers of the comic book industry are becoming more obedient and reverent to authoritative
directors, with little or no opinion on their creations. The instincts of the younger generation transform
their inner state depending on what they see on the screen. In the world of comics, a logic of good and
evil is formed, which has equal forces of opposition. The viewer is given the choice of which side to
take. The paradox is that antiheroes and supervillains have more admirers than some superheroes. The
binary logic of the comic book industry creates an imbalance in the mindset of a teenager. The study of
the problem is based on a sociological survey of 600 respondents.

Key words: violence, media comics, comics industry, superheroes, supervillains, antiheroes.
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30pPAbIK-30MObIAbIK, KOMUKCTEP MHAYCTPHUSICbIHAAFbI
OMbIH-CAyKTbIH, Heri3ri Typi peTiHae

JKac yprnakTblH, KOMUKCTEPAI TYTbIHY MOAEHMETI KOMMKC MHAYCTPUSICBIHAQ ©3AEPiHIH CYMIKTI
KelirnkepAepiHe eAiKTey CaAAapblHaH KaTbire3 OMAayAbl KAAbIMTaCTbIPYABIH aAfFbILIApTTapbl MeH
CaAAAPbIHbIH XKETKIAIKTI KEH ayKbIMbIMEH MaHbI3Fa e GOAbIM KEAEA(. 3ePTTEeYAiH MaKCaTbl KOMUKCTEPA|
«Z» ypnarblHbIH BAEYMETTEHYIHiH, XXeTeKLli areHTi peTiHAe aHbIKTay, KOMUKC MeH aHUMEeAEri 30PAbIK-
30MObIAbIK, CUMATbIH KA3aKCTAHABIKTAPAbIH ©CKEAEH YprafFbl apacbiHAAFbl CyrnepkahapmaHAapAbiH,
Cynep3yAbIMAAP MeH aHTMKahapMaHAAPAbIH, TaHbIMAAADBIABIK, ABPEXECIH aHbIKTAy apKblAbl TYCIHAIPY
6OAbIN TabbiAaAbl. 3ePTTeY >XKYMbICbIHbIH HEri3ri HOTUXKEAEPi KOMMKC MHAYCTPUSICbIHbIH OHIMAEPIH
OCKEAEH, >KaC yprak, HopMma peTiHAe KaObIAAAABI, OA ©3 Ke3eriHAE OAApAbIH KypAacTapbiHa AereH
arpeccuBTIAIriHeH kepiHic Tabaabl. KOMMKCTEP MHAYCTPUSICbIHbIH - TYTbIHYLIbIAGPbI  SAAEKAMAA
MOWbIHCYHFbILL XX8He GeAeAAl pexkuccepAepre TabblIHFbILL KEAEAI, aA OAAPAbIH, TybIHAbIAAPbIHA AEreH
>KeKe Ke3Kapacbl 60AManAbl. XKac yprnakTbiH TYNCIKTEPI 3KpaHAA KepreHAepiHe 6aiAaHbICTbl ©3AEpPIHiH
ilWKi KyniH e3repTeai. KoMmkcTep aAeMiHAE Kapama-KaWLbIAbIKTbIH, TeH, KYLIiHEe Me >KAKCbIAbIK, MeH
>KaMaHABIKTbIH AOTMKaCbl KaAbIMTacaAbl. KepepmeHre KiMHiH >KafblHa OOAbICY KEpeKTiri TypaAbl
TaHAay Oepineai. MyHaarbl nmapapokc — 6yAa aHTMKahapmaHaap MeH cynepsyAbIMAApPAbIH Kenbip
cynepkahapmaHaapra KapaFaHAa XaHKyHepAepiHiH, kebipek 60AybiHAA. KOMUMKCTEP MHAYCTPUSIChIHBIH
eKiAIK AOrMKacbl »KacecnipiMHiH Or-epiCiHAEri TEeHrepiMCi3AIKTI Tyablpaabl. MaceaeHi 3eptTey 600
PECMOHAEHTTIH, COLMOAOIMSABIK, CayaAHaMacCblHa HEri3AEATeH.

TyHiH ce3aep: 30pAbIK-30MObIAbIK, MEAMA KOMUKCTEP, KOMMKCTEP MHAYCTPMSChI, cynepkahap-
MaHAQp, Cyrnep3yAbIMAAp, aHTMKahamaHaap.
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Violence as a key form of entertainment in the comics industry
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Hacuame kak ocHoBHasi d)opma pa3BAeYe€HUs
B UHAYCTPHUM KOMUKCOB

Ky/\bTypa I'lOTpe6AeHl/lﬂ KOMMKCOB MOAOADBIM MOKOAEHNEM aKTYaAU3MPYETCA LLUMPOKMM CMNEeKTPOM
NMPeArnoCbIAOK U MOCAEACTBUI B qDOle/IpOBaHl/IVI 2KeCTOKOro MbllUAEHNSA 13-3a NMOAPa>KaHns AOOVMbIM
nepCoHa>Xam MHAYCTPUM KOMUKCOB. U,eAb}O MCCAEAOBaHNA SABAAETCA oOnpeAeAeHne KOMMKCOB Kak
BeAyllero areHta coumaAm3almm rnoKOAEHUA «Z», BbIACHEHME NMPUNPOAbI HACMANA B KOMMKCaX U aHUMe
yepes ornpeAeAeHne nonyAsapHoOCTH cyrneprepoes, Cyrnep3AoAeeB M aHTUIrepoeB Y MOAOAOTO NMOKOAEHNSA
Ka3axXxCTaHLEB. OcHoBHble PE3YAbTATbl MCCAEAOBAHMSA NMOKA3bIBAlOT, YTO NMPOAYKTbI MHAYCTPMN KOMUKCOB
MOAOAOE TMOKOA€EHMe BOCNPUMHUMMAET KakK HOPMY M BMOCAEACTBMM OTpa>kaeTCqa B arpeCCMBHOCTU 1O
OTHOWEHNIO K CBEPCTHUKAM. nOTpe6VITe/\VI MHAYCTPUN KOMUKCOB CTaHOBATCA 6onee MOCAYLHbIMA
N NPEKAOHAIOWMMUNCA TepeA aBTOPUTETHbIMU pemmccépaMM, NMPakKTn4eCKn He nMmeda CBOero AM4YHOro
MHEHUA K X TBOPEHUAM. MHCTUHKTbI MOAOAOIO MOKOAEHMS TpaHCCbOpMVIpyIOT CBO€ BHYTpeHHee
COCTOSAHME B 3aBUCUMMOCTU OT YBUAEHHOIO Ha 3KpaHe. B Mnpe KOMMKCOB CbOle/lpyeTCﬂ AOI'MKa Ao6pa n
3Aa, KOTOpPad MMEET pPaBHble CUAbI MDOTUBOCTOAHNA. 3pl/lTeA}O AQdEeTCA Bbl60p TOro, 4Ybko CTOPOHY CTOUT
3aHATb. napaAOKC COCTOUT B TOM, UTO aHTUTEPON N CYNEep3A0OAEN UMEIOT 6oAblLLE l'lOLll/lTaTE/\el;l, 4yem
HEKOTOpPbIEe Cyneprepown. ,A,BOVILIHaH AOTrMKa MHAYCTPUMN KOMMKCOB CO3AQET AVIC6aAaHC B MbILLAEHNN
NMOAPOCTKa. MNccaepoBaHme I'lpO6/\eMbl OCHOBAHO Ha COUMOAOIrnm4eCKoMm ornpoce 600 PECNOHAEHTOB.

KAroueBble cAOBa: HaCnaume, MeAMIHblIe KOMMUKCbI, THAYCTPUA KOMUKCOB, Cyreprepoun, Cynep3AoAen,

AHTUrepoun.

Introduction

The younger generation is the basis of the fu-
ture of our civilization. Therefore, the education of
a new person in the era of globalization is an im-
portant issue. The present generation in the global
world is diverse in its interests, multicultural and
with a very rapidly changing self-identification.
This generation is the main consumer of media
products and freely chooses its own path of per-
sonal development. Information flows of the media
industry are changing the perception of objective
reality and lifestyle among the younger generation.
At the present stage, the education of generation Z
is also largely based on the comics industry. Com-
ics are one of the most popular genres of mass cul-
ture, very accessible, entertaining and considered
as a product of modern visual culture. In addition,
they are diverse in genre, subject matter and target
audience.

Many academics in the field of philosophy,
psychology, and the media evaluate the influence
of the comics industry as propaganda of the cult of
violence and cruelty. The main spate of violence
comes from superhero films, cartoons, computer
games and graphic novels of the world of comics,
as well as manga and anime. The comics industry
itself functions on the basis of creating a rating of
the popularity of comic book characters in the world
space. Comic book fans feel a huge social impact
from advertising, which creates consumer demand.
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The authors of comics are not aware of their respon-
sibility towards young people and do not understand
that their product fills the childhood of readers and
leaves a deep imprint on their mental health in the
subconscious. The character of the younger genera-
tion of modern society in future depends on creators
of comics and superhero movies.

Therefore, it is worth considering an issue of
the world in which children and adolescents receive
media education based on violence. The level of ag-
gression on the TV screen, in cinemas and on the In-
ternet increases the level of crime in society among
young people. Violence as a key form of entertain-
ment in the comics industry is a latent process of
developing mental regression. Violence in comics is
like a progressive virus in the minds of children who
have risk of becoming criminals.

Rationale for the choice of topic and goals
and objectives

The research topic is relevant due to the fact that
the values of generation Z are transforming during
the period of globalization. The place of our object,
namely comics, in the general model of violence in
the media industry contributes to the understanding
of their social impact on the minds of young people
and the choice of their life strategy. The proposed
design of the research allows the assessment of the
problem of violence, which has become a key form
of entertainment in the comics industry.
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The purpose of the research is to identify comics
as the leading agent of generation Z socialization,
and to determine the essence of violence in comics
and anime in this direction, to determine the degree
of popularity of superheroes, supervillains and an-
tiheroes among the younger generation of Kazakh-
stan.

It should be noted that philosophers, cultural
specialists, psychologists, media researchers, soci-
ologists pay great attention to the issue of demon-
strating violence in the media and the comics indus-
try and determine its different aspects and degree of
influence on the younger generation. Marzan M.A.
believes: “academics agree on one thing: this is a
great evil that destroys public health.” (Marzan,
2017: 5). The reason for the constant interest in vi-
olence is a deep genetic problem that destroys our
consciousness and forms disunity in society. Psy-
chologist Anis Jahan concluded: “violence can also
be associated with genetic problems” (Khan, 1997:
42). Neuroscientists believe that “the brain works as
an associative network” (Bushman, 2006: 2). The
thirst for violence is like a GMO product that en-
ters our body and fixes at genes level. Martynenko
B.K. in the article “The Psychological Theory of
Violence” pointed to a quote from the researcher
V. Reich: “there is a conflict between instinct and
the outside world in the theory of violence”, and he
also quotes the academic Rene Girard, who states
about “biological predisposition to human violence”
(Martynenko, 2008: 3). The author emphasizes that
harmless games as a form of youth leisure are based
on animal instincts and adrenaline rush from violent
action scenes. Krasikov V. I. notes that it is possible
to conduct “scanning of the violence level shown
on various channels” (Krasikov, 2008: 76-77), and
Zhabsky M.I. considers that: “the level of the pres-
ence of entertaining violence in the movies range is
being increased and encouraged.” (Zhabsky, 2018:
78). Several authors of media education confirm the
opinion of the sociologist E. Fromm: “there are two
forms of violence: playful and reactive” (Borisova
et al.,, 2013:222). Spectacular combat in modern
comics is also a vehicle for selling superhero mov-
ies and cartoons.

Several scientists characterize the comics in-
dustry as an information product that is a carrier of
media violence and media aggression. New York
University psychology professor Steven Jay Kirsh
states that: “violence in comics has both short-term
and long-term effects” (Kirsh, 2002: 1173). The im-
age of the Joker is an example of a long-term in-
fluence on the minds of people for about ten years.
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Journalist Bharat Dogra notes that “imitating car-
toon characters by children often led to negative and
fatal outcomes” (Dogra, 1994: 2198).

There is a process of depreciation of human life
and moral values in modern world. Human life has
ceased to have any value, since the very attitude to-
wards death has changed. In this regard, Chelyshe-
va L.V. noted that: “the audience is getting used to
the demonstration of violence and it removes psy-
chological barriers to committing a crime” (Chely-
sheva, 2009: 98). Krasikov V. I. confirms it with a
quote from Sigmund Freud: “violence is renamed,
as a result of which it exempts itself from any re-
sponsibility” (Krasikov, 2008: 75). Denisov V.V.
states that the display of violence in the comics in-
dustry leads to the “formation of obedient soulless
masses” (Denisov, 2008: 5), and Shaveleva M. B.
correctly noted that “ethereal uncertainty creates
confusion of consciousness” (Shaveleva, 2009:
78). Burovsky A.M. concludes that “people start
to confuse the real world and the fictional world.”
(Burovsky, 2009: 147). Fortunatov A.N. quotes ac-
ademic D. Naisbitt and emphasizes: “violence on
our screens penetrates our memory, dreams, con-
versations, but we continue to justify educational
violence” (Fortunatov, 2009: 302). Paul Duncum
notes that Shakespeare’s term “forced pleasure”
is appropriate here, people really enjoy violence
(Duncum, 2006: 21).

A number of foreign researchers note the nega-
tive impact of comics on the fragile psyche of the
younger generation:

- “children experience their first childhood fears
while watching their favorite media character” (Bar-
bara J. Wilson, 2008: 2);

- “there is a strong link between comics and bad
behavior” (Berkowitz and Packer, 2001: 15);

- “comics have a direct pedagogical connection
with the audience” (Bitz. 2004: 34);

- “people adapt to the problems of the child in
his/her free expression of aggression, identifica-
tion with characters who project his/her problems”
(Bender, 2015: 125);

- “TV makes schoolchildren more aggressive”,
— academics came to this conclusion as a result of
an experiment with “a group of schoolchildren who
watched TV all week and a group of students who
did not watch TV.” It was observed that “the second
group was more calm than the first group” (Felson,
1996: 107); .

- “violence in the media excite aggression in
three ways (excitement, cognition, affect). (Car-
nagey et al., 2007: 178);
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- “Movies with violence can cause serious phys-
ical aggression in a setting where it is contrary to
social conventions” (Craig et al., 2003: 85);

- “a blockbuster movie with violence has a di-
rect impact on crime rate as more people are ex-
posed to on-screen violence” (Gordon and Vigna,
2009: 681).

Based on the above, it can be stated that aca-
demics have identified the negative social impact
of the comics industry on the younger generation.
It is true that “a strict limitation of shown violence
reduces the violence level. (Craig and Bushman,
2002: 2379).

Thus, it is relevant to research the problem of vi-
olence as a key form of entertainment in the comics
industry. Since the long-term influence of a comic
book character creates not only a way of thinking
but may also create a lifestyle. The mindset is dis-
torted, and the fictional reality becomes realistic in
the mind of a teenager. Therefore, Debbie Palmer
and Kelly Payne correctly noted that in modern
society: “many children are growing up with own
identification as violent comic book characters in
their real life”(Payne, 2008: 5).

Scientific research methodology

The following methods were used in the re-
search of violence as a key entertainment form in
the comics industry: a logical analysis method that
allows revealing the influence of the comics indus-
try on the upbringing of the younger generation; a
systematic approach that forms a holistic system of
all interacting elements of the comics industry and
their social impact. Content analysis of the themes
and characters of comics and anime to determine the
main strategies for social influence on the minds of
young people.

A sociological survey was conducted in the re-
search of the problem: “Violence as a key entertain-
ment form in the comics industry”. 600 people took
part in the voting (teenagers from 10 to 24 years old,
as well as adults from 25 to 40 years old).

Respondents were asked a series of questions:

— Who is the best antihero?

— Who is the best superhero?

— Who is the best comic book supervillain?

The purpose of the sociological survey is to find
out the popular characters of comics and anime, pre-
ferred by the respondents.

The task of the sociological survey:

- to determine the nature of violence in comics
and anime by analyzing the nature of the characters.
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- to determine the degree of popularity of su-
perheroes, supervillains, and antiheroes among the
younger generation of Kazakhstan.

Male teenagers under 17 and adults over 18
years old actively participated in the voting for su-
pervillains and superheroes. Men and women over
35 voted the least. Male and female respondent un-
der the age of 17 mainly voted for antiheroes of Ja-
pan and America. Thus, the violence in comics is
still the male hobby, and it diminishes over the time,
leaving only memories and nostalgia. So we may
conclude that fascination with violent action scenes
is typical for the youth, and a person becomes more
mature in the selection of movies with age, prefer-
ring movies with philosophical meaning.

Results and discussions

Comics are developing in the context of global-
ization and mediatization. Speaking of violence in
the broadcast, comics industries and Internet, cultur-
al scholar John P. quoted Socrates: “false gods and
goddesses undermine the interests of youth” (John,
1997: 261).

Modern society is built on violence and cyni-
cism, there are practically no such media products
that teach prudence. Society humbly submits and
bows before what is shown on the screen. Today,
violence is popular in comics for good or for fun.

From the point of view of psychology, terror on
the screen can drive a person crazy. The younger
generation confuses what is right and wrong, and as
aresult, dual bipolar thinking is being formed. There
is a negative programming of consciousness, and
the idea is formed in the human mind that violence
is something like a hormone of pleasure. The media
industry exempts itself of any responsibility of dem-
onstrating violence in a hidden and open form. It is
considered as harmless creativity, not realizing that
they are arming society with aggressive thinking.

The conducted sociological survey identified a
list of the most violent and bloody antiheroes, who
were chosen among others by respondents of Ka-
zakhstan. Some specifics of superheroes and super-
villains were identified.

The unpredictability of the comics plot contrib-
utes to the creation of characters on the verge of two
worlds of good and evil, between life and death. The
depressiveness of these images is expressed in the
fact that they toughly hate evil. They enjoy from
how painfully they kill the villains. These comic
book characters do not do good, but their action for
the benefit of their own pleasure and revenge on
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evil. Their personal tragedy, the maximum approach
to death due to supervillains, leads to the fact that
a situation is created where evil gives rise to even
worse evil in the guise of good. Comic book charac-
ters break the duality of the mind, they don’t help the
good as they only help themselves, feel better about
erasing any kind of evil from the face of the earth.
Therefore, they are often deeply depressed, as they
feel only loneliness in their souls, they are not able
to fully trust other superheroes and often threaten to
kill them. An antihero is like death, he also has no
principles, unlike heroes and villains, since there are
no rules for them, and their fate is always tragic. The
antihero always takes the neutral side, at will, he can
do both good deeds and bad ones. It is a dangerous
factor that may negatively affect the youth, as for
young people, superheroes are often boring, as well
as many supervillains. This is also confirmed by the
statistics of the sociological survey on comic book
characters, and antiheroes received the most votes.

According to the results of the sociological sur-
vey, the first place is taken by Deadpool (nicknamed
as “The Talkative Mercenary”). His real name is
Wade Winston Wilson, who is the most bloody,
violent, humorous character in Marvel Comics. The
character was created by Fabien Nicieza and Rob
Liefeld. This antihero, with 43% of the votes of the
respondents, enjoys the highest popularity among the
younger generation, gifted with an amazing sense of
black humor and funny cunning. An immortal, hired
killer working for himself, killing crime bosses, and
getting big money for it. Deadpool cannot be seen as
a completely positive character. The movie version
of the character and the comic book version differ.
He is more violent in the graphic novel than in the
movie. For example, he used the child as a bait, and
the girl almost died, he killed a girl and his parents.
Deadpool can be a friend, but at an unexpected mo-
ment, he can shoot in the face. The comics demon-
strate how toughly he hates Spider-Man and wants
to kill Peter Parker’s parents. A horrific series of
events has turned Deadpool into a comic madman
with an unstable mental state who only dreams of
death. Many antiheroes do not see the point in life
since the goal is only the complete destruction of
evil. Deadpool received the most votes, being the
biggest sources of comic action violence (Figure 1).
His character makes the violence funny and there is
an attempt to present death as something insignifi-
cant and not serious. All this is transferred to soci-
ety, where a person can be attacked for fun.

The Joker, who kills for fun, takes the second
place with 22% of votes. He is the embodiment of
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chaos and madness, the main supervillain of Bat-
man. The authors of the cult character: Jerry Rob-
inson, Bob Kane, and Bill Finger. The clown of the
underworld belongs to the negative group of comic
book characters. More recently, he has been attrib-
uted to the Antihero. The Joker has become rational
evil (an understandable evil). As proof, he has re-
peatedly shown that he is not a monster since people
themselves are insanely evil. The comic book series
“Joker’s Asylum” is a perfect demonstration for that.
In comics “The Joker in Joker’s Discharge” he took
the TV channel hostage, but did nothing wrong, the
ratings of the channel skyrocketed, and he proved
that he was not the madman, but people who like vi-
olence and shows. He tried to prove that people are
selfish in The Dark Knight (2008). One of the worst
things that this iconic comic book character has
done is how he brutally beat his girlfriend Harley
Quinn, drove to complete insanity, and gave birth
to a new antihero Jason Todd (Red Hood), etc. The
Clown Prince of Crime has always sought to show
that only madness lurks under the mask of a person,
which he denies in himself. The Joker has always
created an excuse for violence and rationalized his
actions in the fact that there is more laughing evil
in people than good. He cannot be seen as a villain
completely, as in one of the series of cartoons and
in comics, the Joker sided with Batman and saved
the boy from the explosion, and he admitted several
times that “Clowns love children”. This character
creates uncertainty in the character of the hero; thus
violence receives a justification for its existence.
The social influence of this character is revealed by
Lilia Relm: “it is worth remembering the Jokers in
real life, who were inspired by the famous supervil-
lain: James Holmes — 82 victims, 12 of them died.
Jerad Miller killed 2 police officers, a 15-year-old
girl in England cut her mouth to look like the Joker,
killed one person. A teenager from Edmonton used a
machete to cut another boy’s smile. Enrique Domin-
guez dressed up as the Joker and killed his boss. A
24-year-old Quebec man threatened to kill Muslims
in the clothes of the Joker. Kim De Gelder, dressed
up as the Joker, killed 2 babies and a nurse at the
nursery. Christopher Clancy set fire to his school in
Ireland” (Relm, 2019).

The character Venom (which means Poison
from English) takes the third place in the socio-
logical survey with 12% of respondent votes. He
is one of the main enemies of the Spider-Man and
personifies independence. Venom is also a super-
villain, having the character of a humiliated anti-
hero. This character demonstrates that hatred eats
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a person inside and gradually destroys a person
and gives a sense of false strength. Over time, he
turned into a complicated hero who only wanted
justice through violence. Villain Carnage is like
character Venom, and he got 1% of respondent
votes. Both villains (alien symbionts) of extra-
terrestrial origin tear apart almost everyone who
gets in their way, arranging a bloodbath wherever
they appear. These characters during bioorganic
synthesis (merge of organisms) lose their vitality

and there remains a cold feeling of hatred and a
gradual approach to death. In Venom, it is viv-
idly shown how the negative of the past destroys
the humanity in the mind of the individual. Eddie
Brock, the carrier of Venom, is like the personi-
fication of resentment. The biggest source of vio-
lence is formed precisely because of resentment
and a sense of injustice that they seek to restore
through deviant and criminal actions (deviation
from the norm).

AMERICAN ANTIHEROES
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Figure 1 — Ranking of respondents’ attitudes towards antiheroes
of American comics

Wolverine takes the fourth place with 11% of
votes of respondents. He is a living example of
atrocity. A superhero named Logan was created by
evil during World War II. He was subjected to cruel
experiments by the Nazis, which is why he is driven
by distrust. This character is not able to trust any-
one, prefers to act alone, brutally kills almost ev-
eryone who gets in his way. Like the wild animal
after which he was named, he literally brutalizes at
the sight of villains and sometimes does not control
himself at all. In addition, he also killed such super-
heroes as Ant-Man, Northstar, a child and his son.
In one of the comics, he killed the entire group of X-
men. Logan is like a wolf that moves in the desert,
he is among friends, but there is only emptiness in
his soul. Logan’s character is a demonstration of the
formation of violence through uncontrolled aggres-
sion and wild animal nature.

The Hulk takes the fifth place with 7% of votes
of respondents. This character is the embodiment of

133

burning anger. The Hulk is like a child who does not
want anyone to offend him, he has infantility and
an unstoppable force of violence. The authors of the
comics show how to deal with the feeling of anger
inside yourself, that there is a much more power-
ful force inside, which is called peace of mind and
that is how the Hulk turns into Bruce Banner. To
some extent, Hulk and Venom are similar, as these
characters carry terrible monsters within them. Like
Venom, Bruce Banner and Eddie Brock were not in
their minds for a long time and they did not know
how much trouble they had done. This is a demon-
stration of blind rage and duality in consciousness.
This confirms that because of anger, a person loses
everything that he loves and remains alone. The
Hulk killed his wife, destroyed entire cities, helped
kill the homeless, betrayed and killed the entire
group of Avengers superheroes more than once. We
see that the main force of violence is anger and no
humanity.
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The Punisher takes the sixth place with 4% of
respondent votes. He is one of the craziest and most
brutal antiheroes that Marvel Comics has ever creat-
ed. This comic book character is the personification
of revenge, terrible violence. The negative trait of an
antihero is a constant hunger for killing, a constant
thirst for revenge on everything and everyone, with-
out any consolation.

Thanos turned out to be the most favorite one
among the supervillains of the world of comics with
42% of votes of Marvel Comics fans (Figure 2). This
villain also manifests himself as a rational evil, acting
for the good of the universe, seeking to destroy half

of all life in the entire cosmos in order to restore the
balance of life — this is an uncountable number of liv-
ing beings. He’s actually worse than all the villains
and antiheroes put together. Thanos is the epitome of
absolute cynicism. Cynicism gives powerful force to
violence in the world, which is associated with the
blindness of feelings and emotions, a complete lack
of empathy. Such insensitivity gives rise to the moral
decay of society. Thanos is a cruel madman who has
no compassion even for his own family. In our so-
ciety, people are mentally and physically harmed or
killed primarily because of selfishness, that is, false
righteousness and false justice.

SUPERVILLAINS

18

4%

Figure 2 — “Favorite” supervillains of American comics

The second popular antihero was Loki, who em-
bodies deceit and naughtiness. He received 18% of
the fan votes. He is the God of cunning and therefore
cannot do anything with his own nature. He is in the
eternal dilemma between good and evil. However,
his cunning is always meaningless, like violence it-
self. The reason for the first step towards violence is
cunning, a false sense to justify a deviant act.

Speaking of the positive side of comics, it’s the
superheroes that motivate us to nobility. The absolute
idol of almost all children is still Spider-Man, who
received 28.23% of the respondents’ votes (Figure 3).
He defeated almost all supervillains with his comical
cunning and ingenuity. The Iron Man with 16.13%
of respondent votes is an example of prudence. The
respondents chose Pikachu with 16.13% of the re-
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spondents’ votes among the Japanese positive heroes
where the superhero theme is practically not devel-
oped. He is followed by Naruto with 15.32% of the
fan votes. This hero is the personification of virtue
and unity who neglects his own family.

In the sociological survey, anime characters,
who are also famous by their cruelty, scored fewer
respondents than comic book antiheroes. To a great-
er extent, respondents singled out the characters of
the Naruto manga published by Weekly Shonen
Jump and only one character from the graphic novel
Death Note by Shueisha. “Manga and anime have
greatly influenced the terrorist group in Japan, also
known as the Aum Shinrikyo sect. Its leader, Asa-
hara Shoko, was an avid reader of manga” (Thomas,
2012; 128).
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Amercan and Japan superheroes
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Figure 3 — American and Japanese superheroes: respondents’ preferences.

The first character worth talking about is Oro-
chimaru, who was voted for by 28% of respondents
(Figure 4). He has an intellectually developed per-
sonality of a ninja magician, who is also a villain
with the character of an independent antihero. He is
distinguished by amazing cunning and is associated
with a snake that acts for his goals. At the end of the
story, he was resurrected as a positive character who
temporarily took the side of good. Here, the main
feature of the antihero is clearly manifested — this
is selfishness, which is associated with his personal
chakra, which feeds on his power of deceit. This
means the dark magic of manipulation, which is a
favorable condition for the formation of violence.

Kaguya Otsutsuki receives the same percent-
age of respondents’ votes. The main antihero of the
Naruto manga, possessing the divine power of the
energy of the chakras of the entire ninja world. Why
is she classified as an antihero? The viewer under-
stands her as an image of rational evil. She sought
to get rid of wars by casting all the characters into
an eternal dream of illusions, where they are happy.
It’s called “Infinite Tsukuyomi” in the anime. It is
characteristic of antiheroes that they radically seek
to destroy the evil in the world. She could also be
seen as a positive character, because she sought to
act for the good of society, albeit through radical
measures of action. But the anime makes the excuse
that the violence is necessary to entertain the mass
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consumer. Such a problem as violence cannot be de-
stroyed, it can only be put down, as it is present in
our animal instincts.

Such good-doers include the image of Sasuke
Uchiha, who received 25% of the votes. This hero is
the personification of darkness, aggression, betrayal.
He is a cynical loner who prefers to do everything
alone, as he considers himself superior to other shi-
nobi (ninja). He constantly goes over to the side
of good and evil, as a result, he literally destroys
Orochimaru himself and Kaguya Otsutsuki from
the inside. Having betrayed all his friends, since he
wanted to kill absolutely everyone and build a new
shinobi kingdom, he eventually becomes a lonely
wanderer.

The features of an antihero are more pronounced
in Sasuke, like many other antiheroes, namely
loneliness without love in the heart. The first sign
of violence in society is always betrayal. The rec-
ognizable anime was the manga “Death Note” by
Light Yagami, which received 19% of the votes of
the respondents. The only character that anime fans
have singled out from Yagami is the personification
of the God of death and cunning, with a high level
of analytical thinking.

The very calculating genius Yagami cannot be
called a villain, but he cannot be called a hero either,
because for the sake of his goals he sacrificed his
own father, mercilessly killed everyone who stood
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in his way. Yagami emphasizes the most impor-
tant detail of the antihero — justice through death.
He sought to eliminate crime in the world, but even

here the justification for violence is given that crime
is part of the life of society and its complete destruc-
tion is crime.

Japanese antiheroes

-

ED B3
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4 Sasuke Lchiha
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Figure 4 — Respondents on Japanese antiheroes

Based on the sociological survey, we can state
that many viewers actually like violence on the
screen and in comics, as it is a form of leisure. Many
agree that toxicity in comics is normal, and only a
few believe that there should be less violence, as it
has a bad effect on society. The antiheroes of the
comics industry are mostly sociopaths and misan-
thropes. The younger generation consider violence
in comics as part of the storyline, and the charac-
ters become idols and role models for them. View-
ers don’t care about the hidden influence of comics
on their mental state. Because the younger genera-
tion does not distinguish well between good and evil
and accept everything as it is. They see themselves
in the characters, as comic books often include the
personal staff, and this is close to every person. Vio-
lence is like a dream in which a person begins to
poorly distinguish between the boundaries of the
worlds. Hostile conflicts on the screen are kept in
the immature mind and later manifested in the form
of infantility. There was a clear distinction between
good and evil in comics until the 80s. Antiheroes
in Kazakhstan did not have wide popularity. Since
the 90s of the twentieth century, people became ac-
quainted with them through comic book characters.
The chaos generated by the creativity of the authors
of the comics industry reflects in real life and the
news about the increase in crime rate among the
younger generation is a vivid proof.

The purpose of media products is high ratings,
so there is little high morality. Violence is one of
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the best-selling media products, as the younger gen-
eration needs vivid and exciting emotions. Playing
on the emotions of their audience, the authors of
comics manipulate consciousness, like a musical in-
strument. The abundance of bloody scenes in them
reduces the level of rational thinking. Due to this,
many viewers in real life become aggressive and
depressive. Subsequently, the mind of the younger
generation is gradually destroyed from such depen-
dence, consciousness begins to degrade. This is a
multi-stage invisible threat, from which the younger
generation receives a progressive dependence and a
subconscious predisposition to violence is formed in
them.

Conclusion

The problem of media violence is an important
interdisciplinary problem at the present stage, which
is covered in journalism, philosophy, psychology,
sociology since the public is concerned about the
abundance of scenes of aggression and cruelty on
television screens. Comics in the twentieth century
taught that you should always do the right thing and
protect the weak, brought up the spirit of superhe-
roes in children. In the 21st century, attitudes to-
wards stories have changed dramatically.

Violence in comics is a popular topic in the
United States and around the world. Violent scenes
are heavily censored in American superhero movies,
but there are no restrictions in comics. There is prac-
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tically no censorship in Japanese adaptations and
manga. Japan has a different marketing approach
and attitude towards scenes of violence. Television
seeks to limit it, but there are no limits on the Internet
media. It can be unequivocally stated that violence
is a stagnation in the thinking of civilization. There
is a wide range of action movies with violent scenes
in superhero movies. Violence is often sanctioned
as part of the entertainment. One of the most impor-
tant sources of popularization of violence is televi-
sion and especially the Internet. They form negative
forms of influence of the media space on the fragile
mental state of young people. Young people are in-
volved into these forms of entertainment and bring
experiences into the real world.

The media industry creates many alternative
versions of both superheroes and supervillains. The
concept of good and evil is highly unstable, and
there are many signs of rational evil. Many villains
and heroes become anti-heroes in storylines. They
are like punishing death, not standing on the side
of good or evil, golden mean, which is the most at-
tractive side for the vast majority. The philosophical
subtext of the modern comics industry is expressed
in the fact that the antihero believes that only death
cleanses the earth of evil: “No compromises, even in
the face of Armageddon”, “Life is full of violence,
and it ends with violence” said the famous antihero
in the film “Watchmen” (2009) Rorschach (Walter
Kovacs). The violent imagination of the viewer is
furthered by the presence of many fantastic weap-
ons in the comics industry, and author Vianca Lo-
raine Tabag is right in this regard, who states: “the
presence of weapons increases the likelihood of ag-
gression” (Vianca Loraine Tabag Jeremeeh Aquino
Crystal Salvador, 2014; p. 10).

The comics industry has become a full-fledged
institution of personality socialization and deter-
mines generation Z problems of being in their inner
world. The main thing in American heroes is humor-
ous violence. The sociological survey shows that
many respondents prefer:

— comical black humor with bloody violence in
Deadpool antihero.

— intellectual black humor with humorous
ruthlessness in the Joker.

— Venom is a different mood state where heart-
less humor prevails.

— Wolverine also shows a touch of humor with
unstoppable violence.

— angry justice fades into the background as
seen in the Hulk and the Punisher.

Japanese antiheroes demonstrate pronounced
intellectual cunning and manipulativeness. The
plot of the anime is a chessboard of strategy, and
its characters demonstrate: Kaguya Otsutsuki’s
rational justice fades into the background; cun-
ning and manipulativeness is the main thing for
Orochimaru and Light Yagame brutal cruelty and
a feeling of deep hatred through which they seek
justice, expressed by the ruthlessness of Sasuke
Uchiha. It can also be stated that the supervillain
Thanos is the embodiment of indifference and
cynicism, and Loki is a mixture of a Supervillain
with an antihero, which is created from cunning.
Cunning is valued both in antiheroes and super-
villains.

Characters stand out as a symbol of childhood
among superheroes. Naruto, like Spider-Man, is the
personification of childish naivety and the embodi-
ment of sincere goodness. It gives some hope, even
though many superheroes seem boring to viewers
and readers of comics. They bring the fans back to
the side of good. However, most respondents empa-
thize with villains and antiheroes, the drama ratio-
nalizes their evil deeds. The line between good and
evil is blurred, children poorly understand what is
good and what is bad. Because the plot shows that
you can choose the side of good or evil or be against
both sides as an antihero. All this makes children
heartless. The comics industry is about the comic
violence, and the drama of justice fades into the
background.

Comparing to the world of comics to the 90s of
the twentieth century, when everything was for chil-
dren, we can state that entertainment violence turns
children into harsh adults. Violence accelerates the
maturation of children, introducing them to a harsh
world. It is possible that because of the violence on
the screen, the indifference, depression and suicides
rate increase among young people of modern gen-
eration.

References

Anderson C. A., Bushman B. J. (2002). The Effects of Media Violence on Society. Science, New Series, vol. 295, no 5564,

pp- 2379.

Anderson C. A., Berkowitz L, Donnerstein, E., L., Huesmann R., Johnson J. D., Linz D., Malamuth N.M., Wartella E. (2003).
The Influence of Media Violence on Youth. Psychological Science in the Public Interest, vol. 4, no 3, pp. 85.

137



Violence as a key form of entertainment in the comics industry

Baraka J. T. (2012). Horrific “Cults” and Comic Religion Manga after Aum Nanzan Institute for Religion and Culture. Japanese
Journal of Religious Studies, no 39 (1), pp.128.

Bender L. (2015). The Psychology of Children’s Reading and the Comics. The Journal of Educational Sociology,vol. 18,
pp-125.

Berkowitz J., Packer. T. (2001). Heroes in the Classroom: Comic Books in Art Education. Art Education. National Art Educa-
tion Association, vol. 54, no 6, pp.15.

Bitz M. (2004). The Comic Book Project: The Lives of Urban. Art Education, vol. 57, no 2, pp.34.

Borisova O.S., Kovalchuk O.V., Koroleva K.Yu (2013). Socziokul'turny'e aspekty' informaczionnogo nasiliya v otnoshenii
detej [Sociocultural aspects of informational violence against children]. Science.Art. Culture, vol. 2, pp. 222. (in Russian)

Burovsky A.M. (2009). Molodezh® i «Kul't nasiliya» [Youth and the “Cult of Violence™]. Historical Psychology and Sociology
of History, no 2, pp. 147. (in Russian)

Bushman B.J. (2006). Short-term and Long-term Effects of Violent Media on Aggression in Children and Adults. Arch Pediatr
Adolesc Med, no 160. — C. 2.

Denisov V.V. (2008). Filosofiya nasiliya [Philosophy of Violence]. Philosophy and Society, no 1, pp. 5. (in Russian)

Carnagey N. L, Anderson C. A., Bartholow B. D. (2007). Media Violence and Social Neuroscience: New Questions and New
Opportunities. Psychological Science, vol. 16, no 4, pp. 178.

Dahl G., DellaVigna S. (2009). Does Movie Violence Increase Violent Crime?. The Quarterly Journal of Economics, vol. 124,
no 2, pp. 681.

Dogra. B. (1994). V and Violence. Economic and Political Weekly, vol 29, no 34, pp. 2198.

Duncum P. (2006). Attractions to Violence and the Limits of Education. The Journal of Aesthetic Education, vol. 40, no 4,
pp. 21.

Felson R. B. (1996). Mass Media Effects on Violent Behavior. Annual Review of Sociology, vol. 22, pp. 107.

Zhabsky M. ., Tarasov K. A. (2018). Razvlekatel noe nasilie v kinodosuge uchashhejsya molodyozhi [Entertaining violence in
the film leisure of student youth]. Higher education in Russia, no 4, pp. 78. (in Russian)

Khan. A. J. (1997). The effect of violence in media on the school students: an exploratory study. /nnovative thoughts, 1997,
pp- 42.

Kirsh. S. J. (2002). The Effects of Extremely Violent Comic Books on Social Information. Article in Journal of Interpersonal
Violence State University of New York College at Geneseo, pp. 1173.

Krasikov V.I. (2008). Normirovanie nasiliya [Rationing of violence]. Scientific Bulletin of the Omsk Academy of the Ministry of
Internal Affairs of Russia, no 2 (29), pp. 76-77. (in Russian)

Krasikov V. 1. (2008). Nasilie i kul'tura [Violence and culture]. Bulletin of the Kemerovo State University of Culture and Arts,
no 7, pp. 75.(in Russian)

Loraine V., Aquino T. J. Crystal S. (2014). Violence in media. Tarlac State University College of Arts and Sciences, pp.10.

Marzan M. A. (2015). Problema media nasiliya, kak predmet teorii massovy kh kommunikaczij [The problem of media violence
as a subject of the theory of mass communications]. Ogarev-online, no 19, pp. 5. (in Russian)

Martynenko B.K. (2017). Psikhologicheskaya teoriya nasiliya [Psychological theory of violence]. Lawyer — lawyer, no 6, pp.3.
(in Russian)

Palmer D., K. Payne (2008). Media Violence, pp. 5.

RelmL. (2019). 15 real-life criminals and murderers inspired by the Joker. https://www .film.ru/articles/15-realnyh-prestupnikov-
i-ubiyc-vdohnovlyavshihsya-dzhokerom (in Russian)

Sisk J. P. (1997). The Poetry of Violence The American Scholar. Phi Beta Kappa Society, vol. 66, no 2, pp. 261.

Wilson B. J. (2008). Media and Children’s Aggression, Fear, and Altruism. Children and Electronic Media, vol. 18, no 1, pp. 2.

Fortunatov A.N. (2009). Televizionnoe nasilie kak faktor transformaczii kartiny' mira u zritelej [Television violence as a factor
in the transformation of the viewer’s picture of the world]. Bulletin of the Nizhny Novgorod University named after N.1I. Lobachevsky,
no 2, pp. 301-304. (in Russian)

Chelysheva 1.V. (2009). Nasilie v sovremenny kh proizvedeniyakh media kul'tury" [Violence in modern works of media cul-
ture]. Media Education, no 2, pp. 98. (in Russian)

Shchaveleva M.B. (2009). Nekotory'e aspekty vliyaniya massovoj kul'tury’ na obshhestvennoe soznanie [Some aspects of
the influence of mass culture on public consciousness]. Bulletin of the Krasnoyarsk State Pedagogical University named after V.P.
Astafieva, pp. 78. (in Russian)

Jluteparypa

Anderson C. A., Bushman B. J. The Effects of Media Violence on Society // Science, New Series. —2002. — Vol. 295. — Ne5564
—C.2379.

Anderson C. A., Berkowitz L, Donnerstein, E., L., Huesmann R., Johnson J. D., Linz D., Malamuth N.M., Wartella E. The Influ-
ence of Media Violence on Youth // Psychological Science in the Public Interest . —2003. — Vol. 4. — Ne 3. — C. 85.

Baraka J. T. Horrific “Cults” and Comic Religion Manga after Aum Nanzan Institute for Religion and Culture // Japanese Jour-
nal of Religious Studies. —2012. — Ne 39 (1). — C. 128.

Bender L., The Psychology of Children’s Reading and the Comics // The Journal of Educational Sociology. — 2015. —
Vol. 18. - P. 125.

138


https://www.film.ru/articles/15-realnyh-prestupnikov-i-ubiyc-vdohnovlyavshihsya-dzhokerom
https://www.film.ru/articles/15-realnyh-prestupnikov-i-ubiyc-vdohnovlyavshihsya-dzhokerom

Violence as a key form of entertainment in the comics industry

Berkowitz J., Packer. T. Heroes in the Classroom: Comic Books in Art Education. Art Education // National Art Education As-
sociation. —2001. — Vol. 54. — Ne6. — C. 15.

Bitz M. The Comic Book Project: The Lives of Urban // Art Education. — 2004. — Vol. 57. — Ne 2. — C. 34.

bopucosa O.C., KoBanpuyk O.B., Koponesa K.IO. CounokyasTypHbIe acrekTsl HHGOPMAIIHOHHOTO HACWIIUS B OTHOLIEHHH
nerewt // Hayka. Uckycemeo. Kynemypa. — 2013, — Beimmyck 2. — C. 222.

BbypoBckuii A. M. Monoaexs u «Kynbet Hacunusy //HMcmopuueckas ncuxonoeusi u coyuonocusi ucmopuu. — 2009. — No2, —
C. 147.

Bushman B.J. Short-term and Long-term Effects of Violent Media on Aggression in Children and Adults // Arch Pediatr Ado-
lesc Med. —2006. — Ne. 160. — C. 2.

Jenncos B. B. ®unocodus nacunus // Qurocogus u obwecmeo. —2008. —Ne 1. — C. 5.

Carnagey N. L, Anderson C. A., Bartholow B. D. Media Violence and Social Neuroscience: New Questions and New Opportu-
nities // Psychological Science. —2007.— Vol. 16. — Ne 4. — C. 178.

Dahl G., DellaVigna S. Does Movie Violence Increase Violent Crime? //The Quarterly Journal of Economics. — 2009. —
Vol. 124. —Ne 2. — C. 681.

Dogra. B., V and Violence // Economic and Political Weekly. — 1994. — Vol. 29. — Ne 34. — C. 2198.

Duncum P. Attractions to Violence and the Limits of Education // The Journal of Aesthetic Education. — 2006. — Vol. 40. —
Ne 4. —C.21.

Felson R. B., Mass Media Effects on Violent Behavior // Annual Review of Sociology. — 1996. — Vol. 22. — C. 107.

XKabekuit M. 1., Tapacos K. A. Pa3BnekarenbHOe HacCWIME B KHHOJOCYTE yuaieiics Moionéxu // Bvicuiee obpazosanue 6
Poccuu. —2018. —Ne 4. — C. 78.

Khan. A. J. The effect of violence in media on the school students: an exploratory study // Innovative thoughts. -1997. — C. 42.

Kirsh. S. J.The Effects of Extremely Violent Comic Books on Social Information // Journal of Interpersonal Violence . —2002.
-C. 1173.

Kpacuxos B. Y. Hopmupoaune nacuust // Hayuneiii secmuux Omcroti akademuu MBJ] Poccuu. —2008. — Ne 2 (29). — C. 76-
77.

Kpacukor B. U. Hacunue u xynbrypa // Becmuux Kemepoeckozo 20cydapcmeennozo yHusepcumema Kyabmypul U UCKYCCME. —
2008. —Ne 7. - C. 75.

Loraine V., Aquino T. J. Crystal S. Violence in media / Tarlac State University College of Arts and Sciences. —2014. — C. 10.

Map3zan M. A. [Ipobiema Meana HacHITHS, Kak MPeIMET TEOPUH MacCOBBIX KoMMyHHUKauuit // Ozapes-online. —2015. — Ne 19.
-C.5.

Mapreiaenko b.K. Tlcuxonoruueckas teopust Hacunust // FOpucms — npaéoeeds. — 2017. — Ne6. — C. 3.

Palmer D., K. Payne. Media Violence // Oakland University — 2008. — November 25. — C. 5.

Penem JI. 15 peanbHBIX IPECTYMHUKOB M yOwWiin, BroxHoBisBIuMcs Jxokepom. — 2019. https:/www .film.ru/articles/15-
realnyh-prestupnikov-i-ubiyc-vdohnovlyavshihsya-dzhokerom

Sisk J. P. The Poetry of Violence The American Scholar // Phi Beta Kappa Society. — 1997. — Vol. 66. — Ne2. — C. 261.

Wilson B. J. Media and Children’s Aggression, Fear, and Altruism // Children and Electronic Media. —2008. — Vol. 18. — Nel.
-C.2.

doprynatoB A.H. TeneBu3noHHOE HaCHITHE KaK (GaKTOp TpaHCHOPMAIMH KapTHHBI MUpa y 3puteneit // Becmuuk Husicezopoo-
ckoeo ynusepcumema um. H.U. Jlobauesckozo. —2009. — Ne 2. — C 301-304.

Yenprmera .B. Hacure B coBpeMEHHBIX TIPOU3BECHUSIX MeHa KyabTypsl // Meodua obpazosanue. —2009. — Ne2 . — C. 98.

[{aBenéBa M.B. HekoTopsie acrieKThl BIMSHUS MaCCOBOW KYJIBTYPhI Ha 00IIeCTBeHHOE co3Hanue // Becmuux Kpacnospckoeo
20Cy0apcmeenHo20 nedazocuueckozo yHueepcumema um. B.I1. Acmaguvesa. —2009. — C. 78.

139


https://cyberleninka.ru/journal/n/nauka-iskusstvo-kultura
https://cyberleninka.ru/journal/n/istoricheskaya-psihologiya-i-sotsiologiya-istorii
https://cyberleninka.ru/journal/n/filosofiya-i-obschestvo
https://cyberleninka.ru/journal/n/vysshee-obrazovanie-v-rossii
https://cyberleninka.ru/journal/n/vysshee-obrazovanie-v-rossii
https://cyberleninka.ru/journal/n/vestnik-kemerovskogo-gosudarstvennogo-universiteta-kultury-i-iskusstv
https://cyberleninka.ru/journal/n/yurist-pravoved
https://www.film.ru/articles/15-realnyh-prestupnikov-i-ubiyc-vdohnovlyavshihsya-dzhokerom
https://www.film.ru/articles/15-realnyh-prestupnikov-i-ubiyc-vdohnovlyavshihsya-dzhokerom
https://cyberleninka.ru/journal/n/vestnik-nizhegorodskogo-universiteta-im-n-i-lobachevskogo
https://cyberleninka.ru/journal/n/vestnik-nizhegorodskogo-universiteta-im-n-i-lobachevskogo
https://cyberleninka.ru/journal/n/mediaobrazovanie
https://cyberleninka.ru/journal/n/vestnik-krasnoyarskogo-gosudarstvennogo-pedagogicheskogo-universiteta-im-v-p-astafieva
https://cyberleninka.ru/journal/n/vestnik-krasnoyarskogo-gosudarstvennogo-pedagogicheskogo-universiteta-im-v-p-astafieva

