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Article Info Abstract

This study was carried out to determine students' perceptions of the educational game

DOI: 10.14812/cufej.841358 method applied in teaching the subject of "Matter and Change", where they have

Article history: learning problems. The case study method was used in the study. The participant
Received 15.12.20 group consists of six fifth grade students studying in central and rural areas of
Revised 24.10.21 Erzurum. Unstructured observation, student diaries and semi-structured interviews
Accepted  29.10.21 were used as data collection tools. Content analysis method was used in the analysis of

the data. At the end of research it was seen that the educational game method

facilitates students' learning, is sufficient in terms of knowledge and concept teaching,
provides meaningful learning, increases the motivation of learning by increasing
interest and desire, developing a positive attitude towards the lesson, teacher and
school, reduces fear and learning anxiety, improves social skills such as working
together, helping each other, and tolerance. As a result, it was found that students'
perceptions of the educational game method are positive.
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Besinci Sinif Ogrencilerinin Egitsel Oyun Yontemine Yonelik Algilarinin

Incelenmesi

Makale Bilgisi 0z
DOI: 10.14812/cufej.841358 Bu ara§t|rrﬁ§“ 6g.re'ncilerin, 6grenm? problemle"ri ya§'ad|kI§.r| .Madde ve D'egi§im

konusunun 6gretiminde uygulanan egitsel oyun yontemine yonelik algilarini belirlemek
Makale Gegmisi: amaciyla yapiimistir. Arastirmada durum galismasi yéntemi kullaniimistir. Katilimei
Gelis 15.12.20 grubunu Erzurum ili merkez ve kirsa bolgelerde 6grenim goren alti besinci sinif
Dizeltme 24.10.21 6grencisi olusturmaktadir. Veri toplama araci olarak yapilandiriimamis gézlem, 6grenci
Kabul 29.10.21 gunltkleri ve yari-yapilandirilmis gorisme kullaniimistir. Verilerin analizinde igerik

analizi yontemi kullanilmigtir. Arastirma sonucunda oOgrencilerin  egitsel oyun

yonteminin 6grenmelerini kolaylastirdigi, bilgi sagama ve kavram 6gretimi agisindan
yeterli oldugu, anlamli &grenmeler sagladigi, ilgi ve istegi artirarak 6grenme
motivasyonunu yikselttigi, derse, 6gretmene ve okula karsi olumlu tutum gelistirmeyi,
korku ve 6grenme kaygisini azalttigi, birlikte ¢alisma, yardimlasma, hosgori gibi sosyal
becerileri gelistirdigi gorisinde olduklari belirlenmistir. Sonug olarak o6grencilerin
egitsel oyun yontemine yonelik algilarinin olumlu oldugu bulunmustur.

Anahtar Kelimeler:
Egitsel Oyun, Besinci Sinif, Algi,
Tepki, Goris.

Introduction

Game activities are generally considered leisure entertainment by adults. However, games are fun
activities that attract the attention of individuals of all ages, arouse curiosity, participate willingly and
willingly and enable them to develop in various aspects. For this reason, it can be said that games are a
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necessity for individuals of all ages. Similarly, Demir and Kurt (2015) stated that games are a necessity
for both children and adults today.

Games, which the Turkish Language Association defines as "talent and intelligence developing,
having certain rules, fun for having a good time", have been defined in different ways by many
researchers as they are a tool that is studied in many different fields and provides the individual's
versatile development. According to Donmez (1992), play; is a part of real life, which is an effective tool
in learning, ensuring the physical, emotional, and social development of the individual willingly and
willingly, regardless of how it is carried out with or without purpose, with rules or without rules.
According to some researchers, play is a natural activity that occurs in the absence of external threats
and stressors (Aamondt & Wank, 2011), and according to some researchers, it is a pedagogical tool that
helps to learn (Fleer, 2014). Game is a tool, that is described as the art of learning by many researchers
(Poyraz, 2003), which relieves children of their excess energy, relaxes them, teaches social roles,
prepares them for adulthood, relives the behaviors transferred from their ancestors, enables them to
understand real life, gains and reinforces new skills, develops them in physical, cognitive, affective and
social areas, and provides problem-solving skills. Games are classified in different ways by researchers
(Hazar, 2006). Akandere (2012) analyzes games under two headings: children's games and educational
games.

The educational game (EG) method is one of the active learning methods that include the use of
educational games in learning environments that increase the interaction of students in a real
entertainment environment and provide more effective learning to achieve educational goals
(MacKenzie, 2014; Michael & Chen, 2006). It is seen that more effective learning takes place when the
learning environment is fun, and games increase the level of fun by bringing together elements such as
imagination, curiosity, adventure, role-playing, strategy, sports, and challenge (Gros, 2007; Malone,
Lepper, Snow & Farr, 1987; Stewart, 2013). Educational games with central components such as
visualization, exploration, and problem-solving increase learning through experimentation and
creativity, especially in science (Habraken, 2004; Rieber, Luke & Smith, 1998; Squire & Jenkins, 2003).
Play, which is a natural learning tool, enables children to learn through their own experiences (Ozgiir,
2000).

The EG method is an effective method that increases students' motivation to learn, increases the
rate of participation in the lesson, makes the lesson, teacher, school love, improves social skills such as
speaking in the group, listening, conveying thoughts, respecting different ideas, helping each other, and
reducing stress and anxiety (Akandere, 2012; Bilen, 2002; Pehlivan, 2014). However, while the games
are being prepared for this, the purpose of the game, the things to be done for the game, the details of
the gameplay, evaluation, and development of the game should be planned (Akandere, 2012; Pehlivan,
2014). When the games are not planned well, the method has many limitations. In order to avoid such
situations, the competition should be kept at a positive level, suitable for the level of the student, not
having difficulties that students cannot achieve, all students should participate in the process, and the
game should not be difficult and complicated for students to take (Demirel, 1999; Pehlivan, 2014).

When the studies in the literature are examined, it is seen that the studies on the EG method at the
secondary school level focus on the achievement variable and it is concluded that the method is
effective in increasing achievement and learning concepts (Anderson, 2008; Aymen-Peker, 2018; Boyce,
2016; Dowling, 2012; Eltem, 2018; Espinoza Morales, 2017; Folta, 2010; Genger, 2016; Girpinar, 2017;
Harvey, 2018; Huang, 2016; Koka, 2018; Yildiz, Simsek & Agdas, 2018; Yildiz, Simsek, & Aras, 2016).
Eltem (2018), Harvey (2018), and Peng (2009) examined the reactions and opinions of the students
towards the method and concluded that there are generally positive attitudes and opinions towards the
EG method. Boyce (2016), on the other hand, worked with seventh-grade students with learning
disabilities and concluded that the method was effective in concept development and students
exhibited positive behaviors. Sentlirk (2020) concluded that the EG method supports the cognitive,
affective, and social development of fourth-grade students as a results of the interviews and the student
diaries conducted in the qualitative part of his research and the analysis of the data obtained from. As
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can be seen from the studies examined, the studies that examine the reactions and opinions of the
students towards the method remain in the background. It is important to examine the reasons behind
these developments and how the developments occur, as well as examining the effects on students'
development. Therefore, in this study, students' perceptions and reasons for the EG method were
examined.

When the studies in the literature are examined, it is seen that the fifth-grade students have
problems such as learning difficulty, low motivation, increased learning anxiety in the "Matter and
Change" unit (Yildiz, 2019), and there are misconceptions in many concepts such as heat, temperature,
evaporation, etc. (Bulus Kirikkaya & Gulli, 2008). This research was carried out to determine the
perceptions of the students towards the EG method applied in the teaching of the subject of "Matter
and Change", which were found to have learning problems. Depending on this purpose, the problem
statement of the research was determined as.: "What are the perceptions of the students towards the
EG method applied in the "Matter and Change" unit, which was determined to have learning
problems?”

Method
Research Model

The case study method was used in the research. The case study is a method in which one or more
situations, groups, events, or interconnected systems are studied in detail (Glesne, 2011; McMillan,
2000). In case studies, real-life situations that cannot be controlled are studied in depth (Yin, 2003). In
this study, the most appropriate method is the case study since the students' reactions to the method,
their opinions about the method, and the reasons behind them are investigated without intervening in
their behaviors during the application of the method. Since it was stated that using more than one data
collection tool would be beneficial in this method (Gillham, 2000), data were collected through
observation, diary, and interview. To increase the validity of the research results; different data sources
were used, field studies were carried out in a wide period of time such as seven weeks, a field expert
was informed about the study and regular feedback was received, a second researcher was included in
the process, the findings were supported by direct quotations, divergent samples were determined tried
not to enter into expectations and not to be prejudiced and as much as possible.

Participants

The research was carried out with six fifth-grade students studying in Erzurum city center and rural
areas in the 2017-2018 academic year. Maximum variety sampling was used to determine the students.
The main purpose of this sampling is to examine the problem situation in a wider framework by
revealing the aspects that combine or diverge between different situations in line with the determined
purpose (Johnson & Christensen, 2014). The region of study and the success status of the student, which
is thought to be effective in the reactions and opinions of the students towards the method, were taken
into consideration. Accordingly, one successful, one moderately successful, and one low-achieving
student was determined in both regions. While determining the students, the pretest scores applied at
the beginning of the method were taken into account. Volunteering was sought in the selected students
and new students with similar characteristics were selected instead of students who did not want to
participate. At the beginning of the application, permission was obtained from the parents for the
students to participate in the research, provided that the data obtained is only used for scientific
purposes and the identity of the student is kept confidential. The students in the center were coded as
C5-EG1, C5-EG2, C5-EG3, and the students in the rural were coded as R5-EG1, R5-EG2, R5-EG3.

Data Collection Tools
Semi-structured interview

A two-stage semi-structured interview was conducted to determine the views of the students on the
educational game method applied and the effect of this method on solving learning problems. The first
stage of the interview consisted of eight questions. The questions at this stage are aimed at determining

1369



YILDIZ & SIMSEK — Cukurova Universitesi Egitim Fakiiltesi Dergisi, 50(2), 2021, 1367-1396

the students' thoughts on how effectively they learned with the method, the positive and negative
aspects of the method, its effects on entertainment, providing information, developing skills, and
working individually and in groups. The second stage of the interview consisted of five questions. The
questions at this stage are aimed at determining the students' thoughts on the effects of the application
of the method on the subjects in which they have learning problems, on their success, motivation,
anxiety, and the permanence of their knowledge.

All prepared interview questions were sent to three science education experts along with expert
evaluation forms. Pilot studies were carried out by applying the questions, which were prepared by
considering the opinions of the experts, to the two selected students. During the pilot studies, the
comfort of the interview environment, the comfort of the students in answering the questions, the level
of students' understanding of the questions, and what kind of questions could be asked to deepen the
answers were examined and necessary arrangements were made for the actual interviews. After the
pilot studies were completed, the data obtained were analyzed quickly and it was examined whether
the questions fully met the purpose of asking.

The interviews were conducted in a room used by the school's guidance service in the central school
and in a room in addition to the teachers' room in the rural school. When the students were
interviewed, it was tried to get used to the environment first. During the interviews, only the researcher
and the student were present in the environment. It has been explained that the answers given by the
students will not be used to evaluate them, they will not affect their grades in any way, their teachers
will not be aware of the answers they give, the answers they will give are not intended to evaluate their
teachers, and they will only be asked questions to determine their views on the method. It was stated to
the students that a voice recorder would be used during the interviews, and they were informed that
the audio recordings were taken for the researcher to convert the conversations into written form, that
they would not be shared with anyone, and that the real identities of the students would be hidden.
Interview questions were directed to the students in order and additional questions were asked
according to the answers from the students. Additional questions were asked to deepen the answers
given by the students and to gather more information about the answers. The answers given by the
students were repeated intermittently and confirmations were obtained. At the end of each interview,
the students were asked if they had anything to add. The interviews lasted between 15-25 minutes on
average. Data were collected by interviewing each student at two different times determined. At the
end of the day of the interview, the records were written down and the researcher's notes about the
interview were recorded in the written form.

Interview data were analyzed by the researcher at two different times. The obtained data were
analyzed by a second researcher. For the first interviews, the percentage of agreement between the
analyzes made by the researcher at different times was 84%, and the Kappa coefficient between the
analyzes made by the two researchers was calculated as .74. For the second interviews, the percentage
of agreement between the analyzes made by the researcher at different times was 85%, and the
percentage of agreement between the analyzes made by the two researchers was calculated as 72%.

Unstructured observation

Before the process related to the observations started, the opinions of the field experts were taken.
The observations were carried out unstructured because the experts stated that using the observation
form in the observations would limit the data, that the expectations in the behaviors would cause the
students to miss different behaviors, and suggested that unstructured observations should be made.

Observations were started to be made as two hours per week in the classes of the practitioner
teachers two weeks before the application started. Reasons for starting observations before execution:

e Naturalizing their behavior by allowing students and teachers to get used to the presence of a
stranger in the classroom,
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e To normalize the camera recordings made in the lesson and to prevent the fake behaviors that
will be exhibited due to the recordings,
e To describe the class, teachers, and students.

In the first two weeks of observation, classrooms, teachers, and students are depicted. Although this
process is not included in the research data, it is important in terms of providing a holistic perspective in
the analysis of the research data and the effect of the environment on the behaviors exhibited. In these
descriptions, the physical structure of the classroom was explained in detail, the general structures of
the teachers and students and the communication between them were tried to be observed in detail.

Observations were made simultaneously by the researcher and a second researcher involved in the
process. At the same time, the lessons were recorded with a camera. At the beginning of each
observation, the researcher briefly described himself (his feelings and thoughts, what kind of mood he
had). The fact that the researcher explained himself at the beginning of the observations gave an idea
about how he made the observations in the analysis part of the data. At the end of the day of the
observation, the observation notes and camera records of the two researchers were examined and the
observation data were recorded. Researcher notes about the observations were also added to the
observation data to assist in the analysis.

Observation data were analyzed by the researcher at two different times. The data were analyzed
independently by the second researcher. The percentage of agreement between the analyzes made by
the researcher at different times was 77%, and the percentage of agreement between the analyzes
made by the two researchers was calculated as 71%.

Student diaries

Students were asked to write two weekly diaries (one diary for every two lesson hours). Students
were asked to write the following titles in their diaries:

e  Briefly describe what you did in the lesson and how you handled the lesson.

e Explain what you learned in the lesson as far as you can remember without using any source.
e Explain what your feelings, thoughts, and attitudes were during the lesson, with reasons.

e  Explain the behaviors you exhibited during the lesson with their reasons.

e Tell about your good and bad sides during the lesson.

e  Explain your suggestions for the next lessons.

The directive for preparing a diary for the students was given to the students two weeks before the
methods prepared by the researcher started to be applied, and it was tried to get them accustomed to
writing a diary until the method application started. While writing their diaries, the students paid
attention to the following points:

e Diaries should be written on A4 size white or optionally colored paper.

e Sincere, natural and everyday language should be used in the diaries and the diary should be
addressed as desired.

e The diary can be prepared as desired using colored pencils, pictures can be drawn and stickers
can be pasted. Individuals are free to decorate their diaries.

e The dairy should be written in understandable way with Turkish spelling and spelling rules.

e The diary should be written for the science lesson and the explanations outside the lesson
should be avoided.

e The diary, preparation instructions should be followed and all headings mentioned in the
directive should be included in the diary.

e Headings should not be considered as disconnected from each other and should be given as a
whole.
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The two-week diaries before the start of the application were examined in detail, and feedbacks
were prepared and shared with the practitioner teachers. Teachers shared these feedbacks with their
students and helped them to write diaries in the desired format. All students were asked to write diaries
and all diaries were read by the researcher, but the diaries of the students who were determined as
participants were evaluated for analysis.

The data obtained from the diaries were analyzed by the researcher at two different times. A second
expert was asked to analyze the data. The percentage of agreement between the analyzes made by the
researcher at different times was 82%, and the percentage of agreement between the analyzes made by
the two researchers was calculated as 76%.

Data Collection

The Practitioner's Guide was prepared by the researcher for teachers who applied the EG method in
both central and rural areas. This guide consisted of general information about the EG method, the
designing, rules, and playing of the educational games used in the method, activities related to the
subject, assignments, and a detailed application plan for the application of the method in teaching the
subject. The guide was given to the teachers who would make the application one month in advance.
When the teachers examined the guide, two seminars were organized by the researcher and the actions
that the teachers would take in the process were explained in detail. In addition, the actions to be taken
every week were regularly reminded to the teachers. The researcher participated in the process only as
an observer and all the practices in the classroom were carried out by the teacher. Educational games
designed for teaching the subject were applied by the teacher, the activities were performed by
gamification, and the assignments were given and evaluated at the specified times. In this way, the
application was completed in 26 lesson hours. Observation and diary data were taken throughout the
process, and interviews were conducted in two stages at the end of the process.

The research was carried out within the scope of the permission of Erzurum Provincial Directorate of
National Education, dated 06.10.2017 and numbered 36648235-605.01.E.16089927. The research
approval form was signed by the principal of the school where the research was carried out and the
science teacher of the class. Atatlrk University Social and Human Sciences Ethics Committee's
document dated 26.10.2016 and numbered 48553601-000-E.1600268066 shows that the research was
carried out in accordance with ethical rules.

Data Analysis

The analysis of the data was carried out with the content analysis method. Content analysis is a
technique that allows researchers to examine human behavior indirectly through the analysis of its
communication with them. It is a technique usually, but not always, used in qualitative data analysis,
which allows researchers to discover, meaningfully reveal, and in-depth analyze the messages of data
obtained from any source such as audio recordings, video recordings or pictures, etc., written
documents in communication. (Fraenkel, Wallen & Hyun, 2011; Neuman, 2014). The steps given in
Figure 1 were followed in the analysis of the data with content analysis.
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Combining codes under similar categories

Figure 1. Processes Followed in Content Analysis

At the end of the day the observations were made, the observation reports of the researcher, the
observation reports of the second researcher, and the camera records were examined and cleared in
the computer environment. At the end of the day, the interviews were carried out similarly to the
observations, and they were written in a computer environment. Student diaries were cleaned weekly
and recorded on the computer. After the written documents were completed, the raw data were
transferred to the NVivo 11 Pro program along with the researcher's notes. The data were analyzed
through this program. First of all, the raw data were read repeatedly and codes were created. The codes
were transferred to the program and coding was carried out. After the coding was completed, the
relationships between the codes were tried to be determined and similar codes were combined under
common categories. In the next step, similar categories were combined under common themes. The
formula was used to calculate the percentage of agreement between analyzes.

Amount of agreement

Percent of agreement = - x 100
Amount of agreement + Amount of disagreement

It can be said that reliability is achieved if the compliance percentages are 70% or more (Miles &
Huberman, 1994).

Findings
Content analysis results of students' observation data are given in Table 1.
Table 1.

Content Analysis Results of Observation Data

Theme Code Central Rural
f f
Motivation interest 30 29
excitement 25 27
desire 32 30
Learning Process entertainment 32 29
knowledge sharing 23 21
participation 26 28
lesson follow up 25 24
long attention span 18 18
Social Skills expressing thought 16 14
listen 25 26
helping each other 10 13
Negative Behaviors competition 2 4
ambition 1 1
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lose 1 2
noise 4 5

According to the analysis results of the observation data given in Table 1, it was determined that the
frequencies in the motivation theme are 30 for interest, 25 for excitement and 32 for desire in the
lesson in the central region, and 29 for interest in the lesson, 27 for excitement and 30 for desire in the
lesson in rural area. In the learning process theme, the frequencies were found to be 32 for
entertainment, 23 for knowledge sharing, 26 for participation, 25 for follow-up, and 18 for long
attention span in the center, and 29 for entertainment, 21 for knowledge sharing, 28 for participation,
24 for follow-up and 18 long attention span in the rural area. It was found that frequencies in the theme
of social skills 16 for expressing thoughts, 25 for listening and 10 for helping each other in the center,
and 14 for expressing thoughts, 26 for listening, and 13 for helping each other by speaking in rural area.
In the theme of negative behaviors, the frequencies were found to be 2 for competition, 1 for ambition,
1 for losing and 4 for noise in the center, and 4 for competition, 1 for ambition, 2 for losing, and 5 for
noise in rural area. Examples from the observation notes are given below:

R5-EG1: ... They read the information on the cards they received with their group mate
and discuss among themselves which box they should put them in. He answers questions
asked by his friend. She's trying to explain concepts to her. ...

C5-EG3: ... She is trying to tell his bandmates something. Meanwhile, he starts speaking
by asking permission from his friends. ...

C5-EG-1: ... He is arguing with his bandmates because of the mistakes they made. He
has trouble controlling his movements. He stands up and sits down. He taunts his friends in
the other group. ...

The results of the content analysis of the data obtained from the diaries prepared by the students
are given in Table 2.

Table 1.
Content Analysis Results of the Data of Students' Diaries
Theme Code Central Rural
f f

Average of Learned Concepts Per concept 3,2 2,7

Diary

Feelings, Thoughts and Attitudes entertainment 35 26
desire 27 21
interest in 30 32
being happy 17 14
like the lesson 20 17
not feeling anxiety 25 29
excited 18 10
be curious 11 11
like school 13 17
like the teacher 24 20

Behaviors Displayed During the togetherness with friends 19 18

Lesson make decisions together 18 15
share information/thought 24 29
be tolerant 33 27

Good and Bad Aspects During The understand 28 21

Lesson memorization 19 13

1374



YILDIZ & SIMSEK — Cukurova Universitesi Egitim Fakiiltesi Dergisi, 50(2), 2021, 1367-1396

comprehension 17 14
do right 17 21
win 7 9
self-confidence 16 11
ambition to win 6 9
disagreement 4 2
get angry 4 -
Suggestions for the Next Lesson continue in the same way 32 34
change of group 4 2

As can be seen from the results of the analysis given in Table 2, the concepts explained by the
students in their diaries were examined and the number of concepts explained in the diaries was divided
by the number of diaries and the number of concepts per diary was determined. Accordingly, the
number of concepts that students learned per diary was calculated as 3.2 for the center and 2.7 for the
rural area. In the theme of feelings, thoughts, and attitudes, 1t was determined that the frequencies are
35 for entertainment, 27 for desire to learn, 30 for interest in the lesson and learning, 17 for being
happy, 20 for liking the lesson, 25 for not feeling anxiety, 18 for being excited, 11 for being curious, 13
for liking school and 26 for liking the teacher in the center, and 26 for entertainment, 21 for desire to
learn, 32 for interest in the lesson and learning, 14 for being happy, 17 for liking the lesson, 29 for not
feeling anxiety, 10 for being excited, 11 for being curious, 17 for liking the school and 20 for liking the
teacher in the rural area. In the theme of behaviors displayed during the lesson it was found that the
frequencies are 19 for togetherness with friends, 18 for decision and practice together, 24 for sharing
information/thoughts, and 33 for tolerant behavior in the center, and 18 for togetherness with friends,
15 for decision and practice together, 29 information/thought sharing and 27 for tolerant behavior in
rural area. In the theme of good and bad aspects during the lesson it was determined that the
frequencies are 28 for understanding, 19 for memorization, 17 for comprehension, 17 for doing right, 7
for winning, 16 for self-confidence, 6 for ambition to win, 4 for disagreement and 4 for getting angry in
the center and 28 for understanding, 13 for memorization, 14 for comprehension, 21 for doing right, 9
for winning, 11 for self-confidence, 9 for ambition to win and 2 for disagreement in rural area. In the
theme of suggestions for the next lesson, it was determined that the frequencies are 32 for the games
to continue in the same way, and 4 for change of group in the center, and 34 for the games to continue
in the same way, and 2 for change of group in the rural area. Examples from the students' diaries are
given below:

R5-EG2: ... Making chocolate was fun and delicious. | have a lot of fun at games and I'm
doing it right. I am very happy that we won. ...

C5-EG1: ... You know, we had trouble with X in the early days. We lost games because
of him. | was very angry with him and we were always fighting. | told you I'll treat him
better, maybe it will be better then. But now it's all over. He learns very well when X asks
for it. You know, | almost made a mistake today and X warned me. We didn't get along at
first, but now he's one of my best friends. ...

C5-EG3: ... | like the science lesson, school, and our dear teacher X more. ...

R5-EG1: ... | love this lesson because we spend this unit playing games. | think that in
the next lessons, we will both have fun and learn. ...

The results of the content analysis of the data obtained from the interviews conducted to determine
the students' views on the method are given in Table 3.
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Table 3.
Analysis Results of Students' Views on the Method
Theme Code Central Rural
f f
The Effect of the Method on sufficient to provide 3 3
Learning information.
learning with fun 2 3
the subject of the teachers do 3 1
not need to tell
effective learning 1 2
easier to understand 1 1
memorable 1 1
cognitive development 1 -
Effect on Social Skills friendship relations 2 3
working together 2 2
respect for different ideas 2 1
task sharing 1 1
cooperation - 2
group awareness 1 1
The Effect of Attitude Towards like the lesson 2 3
the Lesson
not feeling anxiety 1 3
desire to learn 1 2
Effect on Personal Development  self-confidence - 2
individual study 1 1
Negative Aspects of the Method  not have negative aspects 3 3
Conditions to be Considered do daily repetitions 2 1
When the Method is Reapplied .
get groupmates' opinions 1 -
give importance to friendships - 1
be kind to friends 1 -

" Students expressed more than one opinion.

Seen on the Table 3, in the theme of the effect of the method on learning, it was determined that
the frequencies are 3 for the sufficient to provide information of the EG method 2 for learning by having
fun, 3 for not needing the teacher to explain the subject, 1 for effective learning, 1 for easier
understanding, 1 memorable information and 1 for cognitive development in the center and 3 for the
sufficient to provide information, 3 for learning by having fun, 1 for not needing the teacher to explain
the subject, 2 for effective learning, 1 for easier understanding and 1 memorable information in rural
area. It was determined that these are because the method facilitates learning, frequent repetition of
concepts, organizing knowledge in different ways, and transforming knowledge. In the theme of the
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effect on social skills, it was found that the frequencies are 2 for friendship relations, 2 for working
together, 2 for respecting different ideas, 1 for task sharing and 1 for group awareness in the center, and
3 for friendship relations, 2 for working together, 1 respecting different ideas, 1 for task sharing, 2 for
cooperation and 1 for group awareness in rural area. It was determined that these are caused by the
intensity of communication between groupmates and the situations of making and implementing
decisions together. In the theme of the effect of attitude towards the lesson, it was determined that the
frequencies are 2 for liking the lesson, 1 for not feeling anxiety in the lesson and 1 for the desire to learn
in the center and 3 for liking the lesson, 3 for not feeling anxiety in the lesson, and 2 for the desire to
learn in rural area. It was determined that these are due to excitement, the method being fun,
enjoyable, and intriguing. In the theme of the effect on personal development, it was determined that
the frequencies are 2 for self-confidence in the center and 1 for self-confidence and 1 for individual
study habit in rural area. It was determined that the reason for this is the sense of achievement. It was
determined that all of the students thought that the method do not have any negative aspects. When
the method was re-applied, it was determined that the frequencies are 2 for doing daily repetition, 1 for
asking the opinions of groupmates and 1 for being tolerant of friends in the center and 1 for doing daily
repetition, and 1 for giving importance to friendship relations in rural area. Examples of the answers
given by the students are given below:

R5-EG1: ... Teacher, for example, I'm afraid that | will fail the classes, but | have no such
feeling in science. It feels like science is my life. It was like that in science in the past, but
after playing the games our teacher prepared for us, as | said, it was like | had a science
life. ...

C5-EG3: ... My desire to learn has increased a lot. For example, now | want to learn a
lot. For example, let's say there is a subject that | want to learn more about. I'm studying
more science. | work even though | don't have homework. ...

R5-EG2: ... | always asked my mother: What was that? What was this? What was that?
Do you know? Now | can work alone. | always remember what we did in the game. While |
work, | also work using them. ...

The results of the content analysis of the data obtained from the interviews conducted to determine
the students' views on the solution of the learning problems experienced by the EG method are given in
Table 4.

Table 4.
Analysis Results of Students' Opinions on the Solution of the Learning Problem They Experienced with the
EG Method

Theme Code Central Rural
f f
Application of Subjects willing to implement 3 3
with Learning Problems in
Teaching
Effects on Learning effective in increasing 3 3
achievement
effective in increasing 3 3
persistence
Effects on Affective effective in increasing 3 3
Factors motivation
effective in reducing 3 3
anxiety
Reasons for Effects on interesting 2 3
Solving Learning Problems  funny 2 3
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not feel pressure 3 1
easy to learn 2 2
frequent repetition of 1 2
information

repeat in different ways 1
intriguing 2
not to worry 2
organize information 1
transforming information 1
into new form

R R R RN

" Students expressed more than one opinion.

As it presented on the Table 4, all of the students want the EG method to be used in the teaching of
subjects with learning problems. In the theme of effects on learning, it was determined that the
frequencies are 3 for effectiveness in increasing achievement and 3 for effectiveness in increasing
persistence in the center, and 3 for effectiveness in increasing achievement and 3 for effectiveness in
increasing permanence in rural area. In the theme of effects on affective factors, it was determined that
the frequencies are 3 for effectiveness in increasing motivation and 3 for effectiveness in reducing
anxiety in the center and 3 for effectiveness in increasing motivation, and 3 for effectiveness in reducing
anxiety in rural area. In the theme of reasons for effects on solving learning problems, the frequencies
are 2 for the method being interesting, 2 for being fun, 2 for the intriguing, 3 for not feeling pressure, 2
for easy learning, 1 for repeating the information frequently, 1 for repeating in different ways, 2 for not
worrying, 1 for organizing information, 1 for transforming information into a new form in the center and
3 for the method being interesting, 3 for being fun, 1 for the intriguing, 1 for not feeling pressure, 2 for
easy learning, 2 for repeating information frequently, 2 for repeating information in different ways, 1 for
not worrying, organizing information and 1 for transforming information into a new form in rural area.
Examples of the answers given by the students are given below:

R5-EG2: ... | think my success has increased even more. Because when | love and have
fun, I do my lessons more carefully. When | go home, | want to study more in my studies. |
am learning better. ...

R5-EG3: ... Games are a lot of fun. | was never bored in classes. | always wanted to
learn more. | knew that the more | learned, the more successful | would be at the games.
For him, | think it worked for the issue that | had a problem with.

C5-EG1: ... For example, when a question was asked, it would be very difficult for me if
the teacher had told it. I'm thinking, I'm having a hard time, | think so. | don't even think of
it. But | always remember what we did in the game. When | have a question, | can respond
quickly.

Discussion & Conclusion

In this research, which was conducted to determine the perceptions of the students about the EG
method applied in the teaching of the subject of "Matter and Change" which they have learning
problems, student behaviors were observed throughout the process, the students wrote a diary, the
students were interviewed, and the data obtained in the process were analyzed by content analysis
method. Obtained results are presented below.

The first consideration is about the students’ perceptions of EG method. In the light of the results, it
was concluded that the students found the EG method sufficient in terms of providing information, they
learned more effectively and easily with this method, the games made them understand better, they
realized meaningful learning, the method increased the achievement due to the frequent repetition of
information, organizing and transforming information in various ways to win the game. The results
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obtained in different studies conducted at the fifth-grade level in the literature support the results that
the method obtained from this study is effective on success (Anderson, 2008; Aymen-Peker, 2018; Celik,
2017; Dowling, 2012; Koka, 2018). The result of the study by Neimeyer (2006) that teaching with games
does not affect achievement contradicts the result of this research. It can be said that the differences in
the methods adopted in the research, data collection, and analysis methods are effective in the
differentiation of the results of the two studies. In this research, qualitative design was adopted, data
were collected by diary, observation, interview, analyzed with content analysis, and in the research
conducted by Neimeyer (2006), the quantitative design was adopted, data were collected with
achievement test and analyzed with significance tests. Therefore, while the result that the EG method is
effective in learning and improving academic achievement depends on the perceptions of the students
in this study, differentiation may have been observed in the results of Neimeyer (2006) as it depends on
the analysis of significance.

The second consideration is related to the effectiveness of EG method. The results of the present
study indicated that the students learned the concepts effectively with the EG method without the need
for their teachers to explain the subject, and the rate of concept learning was high. Similarly, studies
conducted at the fifth grade (Aymen-Peker, 2018; Dowling, 2012), seventh-grade (Boyce, 2016), and
eighth-grade levels (Harvey, 2018) indicated that educational games are effective in concept learning.

Regarding the impact of EG method on motivation as the third consideration, the results showed
that the EG method increased the motivation to learn because the games are fun, interesting,
enjoyable, and intriguing, they feel happy, it provides learning by having fun for the students, and the
students are interested and willing to learn and the lesson during the games. The results obtained from
this research are compatible with the results obtained in the studies conducted at the seventh-grade
level (Say & Bag, 2017; Toprac, 2008) and the eighth-grade level (Bressler, 2014; Nunes, Soares &
Catarino, 2018) in the literature, that it is effective in improving learning motivation. A study conducted
by Atwood-Blaine (2015), contradicts the result of the research that teaching with games is not effective
on the motivation of seventh-grade students. It can be said that this situation arises from the
differences between the samples of the researches, the game types, and the application times.
Considering the developmental characteristics of the fifth-grade students, it can be said that they show
more interest in games and since the seventh-grade students are in the transition phase from the
concrete operational stage to the abstract operational stage, they do not show as much interest in
games as the fifth-grade students.

The forth consideration emerging from the content analysis was that the EG method made the
students like the subject, the lesson, the teacher, and the school more. The results obtained from this
research are compatible with the result of the studies conducted at the secondary school level in the
literature that teaching with games is effective in improving students' attitudes (Celik, 2017; Eltem,
2018; Gurpinar, 2017; Nunes, Soares & Catarino, 2018; Yesilkaya, 2013; Yildiz, Simsek & Agdas, 2018).
Similarly, Zheng and Hiller (2012), working with fifth-grade students, concluded that teaching with
games was not effective on students' attitudes. The difference in the results of the two studies working
in similar sample groups may be due to the different types of games used.

Taking the relationship between EG method and anxiety, it was found that the EG method reduced
learning anxiety because students do not feel the pressure and anxiety that are normally in the
classroom environment during the games. The results obtained from this study are in line with the
results of the research that stated that the educational game method applied at the sixth-grade level is
effective in reducing learning anxiety (Yildiz, Simsek, & Aras, 2017).

As the last consideration obtained from the results, it was inferred that the EG method improved
friendship relations, task sharing, working and learning together, expressing thoughts by taking the
floor, listening to teachers and friends, respecting each other's thoughts, information sharing,
cooperation, group awareness, self-confidence, decision making, and implementation skills. It was
determined that students have negative behaviors such as ambition to win, disagreement, and
competition, but students are aware of this situation and make an effort to correct it. Similarly, studies
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at the secondary school level have concluded that the EG method improves students' social skills (Yildiz,
Simsek, & Aras, 2017) and their ability to work together (Bressler, 2014). Contrary to the results of this
research, Fanetti (2011) working at the undergraduate level has concluded that the EG method is not
effective in the development of social skills. The contradiction between the results of this research using
real environment games and the results of the research using video games may be due to the difference
in research samples and game types. It can be said that games played in a real environment enable
students to interact and communicate more with each other than video games, and therefore they are
more effective in improving students' social skills.

This research, which was conducted at the fifth-grade level by taking data from six students from
central and rural areas with daily observations and interviews, was completed in 26 lesson hours in the
unit of "Matter and Change". Since it was determined that students' perceptions of the EG method are
positive, that teaching with games is effective on success, motivation, attitude, anxiety, and social skills,
and that it is a solution to learning problems, it may be beneficial for educators to use this method in
teaching different subjects. The EG method can be applied at different grade levels. It can be applied in
groups of students with low levels of achievement, motivation, attitude, or social skills. It may be
beneficial to apply it in classrooms where students with high levels of anxiety are present.
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Tiirkge Siirimui

Girig
Oyun aktiviteleri genel olarak vyetiskinler tarafindan bos zaman eglenceleri olarak
degerlendiriimektedir. Oysa oyun her yastan bireyin ilgisini ¢eken, merak uyandiran, severek ve
isteyerek katildiklari ve cesitli agilardan gelisimlerini saglayan eglenceli aktivitelerdir. Bu nedenle

oyunlarin her yastan birey icin bir ihtiya¢c oldugu séylenebilir. Benzer sekilde Demir ve Kurt (2015)
guniimuizde oyunlarin hem gocuklar hem de yetiskinler igin bir ihtiya¢ oldugunu ifade etmistir.

Tark Dil Kurumunun “Yetenek ve zeka gelistirici, belli kurallari olan, iyi vakit gegirmeye yarayan
eglence” olarak tanimladigi oyunlar ¢ok farkl alanlarda galisilan ve bireyin ¢cok yonlii gelismesini saglayan
bir arag oldugundan bir¢ok arastirmaci tarafindan da farkli sekillerde tanimlanmistir. Donmez (1992)’e
gbre oyun; amagli veya amagsiz, kuralli veya kuralsiz ne sekilde gerceklestirilirse gergeklestirilsin her
kosulda bireyin isteyerek ve severek dahil oldugu fiziksel, duyussal ve sosyal gelisimini saglayan,
o6grenmesinde etkili bir arag olan gercek hayatin bir parcasidir. Oyun, kimi arastirmacilara gore dis tehdit
ve stres unsurlari olmadiginda ortaya ¢ikan dogal bir etkinlik (Aamondt & Wank, 2011), kimi
arastirmacilara gore ise 6grenmeye yardimci olan pedagojik bir aractir (Fleer, 2014). Oyunlar; ¢ocuklarin
fazla enerijilerini attiklari, dinlendiren, sosyal rolleri 6greten, yetiskinlige hazirlayan, atalarindan aktarilan
davranislari yeniden yasatan, gercek yasami anlamalarini saglayan, yeni beceriler kazandiran ve bunlari
pekistiren, fiziksel, bilissel, duyussal ve sosyal alanlarda gelistiren, problem ¢6zme becerileri kazandiran
ve birgok arastirmaci tarafindan 6grenme sanati (Poyraz, 2003) olarak nitelendirilen bir aragtir. Oyunlar
arastirmacilar tarafindan farkli sekillerde siniflandirilmaktadir (Hazar, 2006). Akandere (2012) oyunlari
cocuk oyunlari ve egitsel oyunlar olmak tizere iki baslik altinda incelemektedir.

Egitsel oyun (EO) yontemi, egitimsel amaglarin gergeklestirilmesi amaciyla gergek bir eglence
ortaminda o6grencilerin etkilesimlerini artirarak daha etkin 6grenmeler saglayan egitsel oyunlarin
0grenme ortamlarinda kullaniimasini iceren aktif 6grenme ydntemlerinden biridir (MacKenzie, 2014;
Michael & Chen, 2006). Ogrenme ortami eglenceli oldugunda daha etkin 6grenmeler gergeklestigi
goriilmektedir ve oyunlar hayal diinyasi, merak, macera, rol yapma, strateji, spor ve meydan okuma gibi
unsurlari bir araya getirerek eglence dizeyini artirmaktadir (Gros, 2007; Malone, Lepper, Snow & Farr,
1987; Stewart, 2013). Gorsellestirme, kesfetme ve problem ¢ézme gibi merkezi bilesenlere sahip egitsel
oyunlar 6zellikle fen bilimlerinde, deney ve yaraticilik yoluyla 6grenmeyi artirmaktadir (Habraken, 2004;
Rieber, Luke & Smith, 1998; Squire & Jenkins, 2003). Dogal bir 6grenme araci olan oyun gocuklarin kendi
deneyimleri araciliglyla 6grenmesini saglar (Ozgiir, 2000).

EO yontemi 6grencilerin 6grenme motivayonunu, derse katim oranini artiran, dersi, 6gretmeni,
okulu sevdiren, grup icinde s6z alma, dinleme, dislincelerini aktarma, farkl diisiincelere saygi gosterme,
yardimlasma gibi sosyal becerileri gelistiren, stress ve kaygilyl azaltan etkili bir yontemdir (Akandere,
2012; Bilen, 2002; Pehlivan, 2014). Ancak bunun icin oyunlar hazirlanirken oyunun amaci, oyun igin
yapilmasi gerekenler, oyunun oynanisi, degerlendirilmesi ve gelistirilmesi ile ilgili ayrintilar dnceden
planlanmalidir (Akandere, 2012; Pehlivan, 2014). Oyunlar iyi bir sekilde planlanmadiginda yontem birgcok
sinirlilikla karsimiza ¢ikmaktadir. Bu tir durumlarin yasanmamasi igin rekabetin olumlu diizeyde
tutulmasi, 6grenci seviyesine uygun olmasi, 6grencilerin basaramayacagi diizeyde zorluk icermemesi,
tim Ogrencilerin siirece katilmasi, oyunun 6grencilerin alamayacagi sekilde zor ve karisik olmamasi
gerekmektedir (Demirel, 1999; Pehlivan, 2014).

Alanyazinda yapilan arastirmalar incelendiginde ortaokul diizeyindeki EO yontemine yonelik
arastirmalarin basari degiskeni Uzerine odaklandigl ve yontemin basarlyli artirmada ve kavram
o6grenmede etkili oldugu sonucuna ulasildig gorilmektedir (Anderson, 2008; Aymen-Peker, 2018; Boyce,
2016; Dowling, 2012; Eltem, 2018; Espinoza Morales, 2017; Folta, 2010; Genger, 2016; Glrpinar, 2017;
Harvey, 2018; Huang, 2016; Koka, 2018; Yildiz, Simsek & Agdas, 2018; Yildiz, Simsek, & Aras, 2016).
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Eltem (2018), Harvey (2018) ve Peng (2009) 6grencilerin yonteme yonelik tepkilerini ve gorislerini
incelemis ve genellikle EO yontemine yonelik olumlu tutum ve goruslerin oldugu sonucuna ulagsmistir.
Boyce (2016) ise 6grenme glgligu olan yedinci sinif 6grencileriyle ¢alismis ve yontemin kavram
gelisiminde etkili oldugu ve 6grencilerin olumlu davranislar sergiledigi sonucuna ulasmistir. Sentirk,
(2020) yaptigr arastirmanin nitel kisminda gergeklestirilen goriismeler ve 6grenci ginliklerinden elde
edilen verilerin analizi neticesinde EO yonteminin dordinci sinif 6grencilerinin bilissel, duyussal ve
sosyal yénlerden gelisimini destekledigi sonucuna ulasmistir. incelenen arastirmalardan goriildiigi Gizere
Ogrencilerin yonteme yonelik tepkilerinin ve goriglerinin incelendigi arastirmalar geri planda
kalmaktadir. Ogrencilerin gelisimlerine etkisinin incelenmesi kadar bu gelisimlerin arka planinda yer alan
nedenlerin ve gelisimlerin nasil gergeklestiginin incelenmesi de 6nem arz etmektedir. Bu nedenle bu
arastirmada 6grencilerin EO yontemine yonelik algilari ve nedenleri incelenmistir.

Alanyazinda yapilan arastirmalar incelendiginde besinci sinif 6grencilerinin “Madde ve Degisim”
Unitesinde 6grenme zorlugu, motivasyon dusukligi, 6grenme kaygisinin ylkselmesi gibi problemler
yasadigl (Yildiz, 2019) ve 1si, sicaklik, buharlasma vb. bircok kavramda kavram yanilgisi oldugu
gorilmektedir (Bulus Kirikkaya & Gullli, 2008). Bu arastirma 6grencilerin, 6grenme problemleri yasandigi
tespit edilen “Madde ve Degisim” konusunun 6gretiminde uygulanan EO ydntemine yonelik algilarini
belirlemek amaciyla yapilmistir. Bu amaca bagll olarak arastirmanin problem ciimlesi: “Ogrencilerin
o6grenme problemleri yasandigi belirlenen “Madde ve Degisim” Unitesinde uygulanan EO ydntemine
yonelik algilari nasildir?” seklinde belirlenmistir.

Yontem
Aragtirma Deseni

Arastirmada durum calismasi yontemi kullanilmigtir. Durum galismasi bir veya birden fazla durumun,
grubun, olayin veya birbiriyle baglantili sistemlerin ayrintili olarak ¢ahsildigi yontemdir (Glesne, 2011;
McMillan, 2000). Durum calismasinda genelde kontrol altina alinamayan gergek yasam durumlarina
iliskin derinlemesine cahsilir (Yin, 2003). Bu arastirmada, yontemin uygulanisi sirasinda davranislarina
midahalede bulunulmadan 6grencilerin yénteme karsi tepkilerinin incelenmesi, yonteme yoénelik
gorusleri ve bunlarin arkasindaki nedenler arastirildigindan en uygun yéntem durum calismasidir. Bu
yontemde birden fazla veri toplama aracinin kullanilmasinin yarar saglayacagi (Gillham, 2000)
belirtildiginden veriler gozlem, gunliik ve gorisme aracihigiyla toplanmistir. Arastirma sonuglarinin
gecerligini artirmak amaciyla; farkli veri kaynaklari kullanilmis, alan galismalari yedi hafta gibi genis bir
zaman diliminde gergeklestirilmis, bir alan uzmani ¢alisma hakkinda bilgilendirilerek diizenli donutler
alinmis, surece ikinci bir arastirmaci dahil edilmis, bulgular dogrudan alintilarla desteklenmis, ayrisan
orneklemler belirlenerek bunlar (zerinde calisiimis ve mumkin oldugu kadar herhangi bir beklenti
icerisine girilmemeye ve 6nyargili davranilmamaya galisiimistir.

Katilimcilar

Arastirma 2017-2018 akademik yilinda Erzurum ili merkez ve kirsal bolgelerde 6grenim géren alt
besinci sinif dgrencisi ile gergeklestirilmistir. Ogrencilerin belirlenmesinde maksimum cesit drnekleme
kullaniimistir. Bu 6rneklemenin temel amaci, belirlenen amag dogrultusunda farkh durumlar arasindaki
birlesen veya ayrisan yonlerin ortaya gikarilmasiyla problem durumunun daha genis bir ¢ergevede
irdelenmesini saglamaktir (Johnson & Christensen, 2014). Ogrencilerin ydnteme yonelik tepkilerinde ve
gorislerinde etkili olabilecegi duslintlen 6grencinin 6grenim gordlgl bolge ve basari durumu dikkate
alinmistir. Buna gore her iki bolgede de bir basarili, bir orta diizey basarili ve bir diistik basari diizeyine
sahip 6grenci belirlenmistir. Ogrenciler belirlenirken yéntemin baslangicinda uygulanan dntest puanlari
dikkate alinmistir. Segilen 6grencilerde gonilliilik esasi aranmis ve katilm gostermek istemeyen
ogrencilerin yerine benzer 6zelliklerde yeni 06grenciler secilmistir. Uygulamanin baslangicinda
ogrencilerin arastirmaya katilmasi igin velilerinden elde edilen verilerin yalnizca bilimsel amagla
kullanilmasi ve 6grencinin kimliginin gizli tutulmasi sartiyla izin alinmistir. Merkezdeki 6grenciler M5-
EO1, M5-EOQ2, M5-EO3 seklinde ve kirsaldaki 6grenciler K5-EO1, K5-EQ2, K5-EO3 seklinde kodlanmistir.
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Veri Toplama Araglan
Yari-yapilandiriimis gériisme

Ogrencilerin uygulanan egitsel oyun yéntemine ve bu yéntemin 6grenme problemlerini gidermedeki
etkisine yonelik gorislerini belirlemek amaciyla iki asamal yari-yapilandiriimis gérisme yapilmistir.
Gorusmenin ilk asamasi sekiz sorudan olusmaktadir. Bu asamadaki sorular 6grencilerin yontem ile ne
derece etkili 6grendikleri, yontemin olumlu ve olumsuz yonleri, eglence, bilgi saglama, becerileri
gelistirme, bireysel ve grupla ¢alisma becerisi lizerindeki etkileri hakkindaki dislincelerini belirlemeye
yoneliktir. Gorlismenin ikinci asamasi ise bes sorudan olugmaktadir. Bu asamadaki sorular yéntemin
Ogrencilerin 6grenme problemi yasadigl konularda uygulanmasinin basari, motivasyon, kaygi ve
bilgilerinin kaliciig Gzerindeki etkileri hakkindaki diisiincelerini belirlemeye yoneliktir.

Hazirlanan tim goriisme sorulari uzman degerlendirme formlari ile birlikte Gg fen bilgisi egitimi alan
uzmanina gonderilmistir. Uzmanlarin gorusleri dikkate alinarak dizenlenen sorular ilk olarak segilen iki
6grenciye uygulanarak pilot calismalari yapilmistir. Pilot calismalar sirasinda goriisme ortaminin rahathgi,
ogrencilerin sorulari cevaplamadaki rahatliklari, 6grencilerin sorulari anlama dulzeyleri ve cevaplari
derinlestirmek adina ne tiir sorularin sorulabilecegi gibi durumlar incelenerek asil gériismeler igin gerekli
diizenlemeler yapilmistir. Pilot ¢alismalar tamamlandiktan sonra elde edilen veriler hizlica analiz edilerek
sorularin sorulma amaglarini tam olarak karsilayip karsilamadigi incelenmistir.

Gorusmeler merkezdeki okulda okulun rehberlik servisi tarafindan kullanilan bir odada ve kirsal
kesimdeki okulda ise 6gretmenler odasina ek olarak yapilan bir odada gergeklestirilmistir. Ogrenciler
gorismeye alindiginda oncelikle ortama alismalari saglanmaya calisiimistir. Gorismeler sirasinda
ortamda yalnizca arastirmaci ve &grenci bulunmustur. Ogrencilerin verecekleri cevaplarin onlari
degerlendirmek amaciyla kullaniimayacagi, herhangi bir sekilde notlarini  etkilemeyecegi,
O0gretmenlerinin  verdikleri cevaplardan kesinlikle haberi olmayacagi, verecekleri cevaplarin
O0gretmenlerini degerlendirmeye yoénelik olmadigl ve yalnizca onlarin yonteme yoénelik gorlslerini
belirlemek amaciyla sorular sorulacagi aciklanmistir. Ogrencilere gériismeler sirasinda ses kayit cihazinin
kullanilacagi belirtilerek, ses kayitlarinin arastirmacinin konusmalari yazili hale déniistiirmesi amaciyla
alindigl, kimseyle paylasilmayacagi, 0Ogrencilerin gergcek kimliklerinin gizlenecegi konusunda
bilgilendirilmistir. Gorlisme sorulari sirasiyla 6grencilere yoneltilmis ve 6grencilerden gelen cevaplara
gore ek sorular sorulmustur. Ek sorular 6grencilerin verdikleri cevaplari derinlestirmek ve cevaplar
hakkinda daha fazla bilgi toplamak amaciyla sorulmustur. Aralikh olarak 6grencilerin verdigi cevaplar
tekrar edilerek teyitler alinmistir. Her gériismenin sonunda 6grencilere eklemek istedikleri bir seyin olup
olmadigi sorulmustur. Gorlismeler ortalama 15-25 dakika arasinda siirmustir. Her 6grenci ile belirlenen
iki farkli zamanda goértisme yapilarak veriler toplanmistir. Gorlismenin yapildigi giiniin sonunda kayitlar
yazili hale getirilmis ve gorlisme ile ilgili arastirmaci notlari yazili forma kaydedilmistir.

Gorusme verileri arastirmaci tarafindan iki farkli zamanda analiz edilmistir. Elde edilen verilerin ikinci
bir arastirmaci tarafindan analiz edilmesi saglanmistir. Birinci gérismeler igin arastirmacinin farkl
zamanlarda yaptigl analizler arasindaki uyum ylzdesi %84 ve iki arastirmacinin yaptig analizler
arasindaki Kappa katsayisi 0,74 olarak hesaplanmistir. ikinci gériismeler igin arastirmacinin farkl
zamanlarda yaptig analizler arasindaki uyum vyizdesi %85 ve iki arastirmacinin yaptigl analizler
arasindaki uyum yilizdesi %72 olarak hesaplanmistir.

Yapilandiriimamis gézlem

Gozlemlerle ilgili slre¢ baslamadan o©nce alan uzmanlarindan goéris alinmistir. Uzmanlarin
gozlemlerde gozlem formunun kullanilmasinin verileri sinirlandiracagini, davranislarda beklentiye
gidilmesinin 6grencilerin farkli davraniglarini kagirmaya neden olacagini belirtmeleri ve yapilandiriimamis
gbzlem yapilmasini 6nermeleri nedeniyle gézlemler yapilandirilmamis olarak gergeklestirilmistir.

Gozlemler uygulama baslamadan iki hafta 6nce uygulayici 6gretmenlerin derslerinde haftalik ikiser
saat olarak yapilmaya baslanmistir. G6zlemlerin uygulamadan 6nce baslatiimasinin nedenleri:
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e Ogrencilerin ve 6gretmenlerin sinifta olan bir yabancinin varligina alismalarini saglayarak
davranislarini dogallastirmak,

e Derste yapilan kamera kayitlarinin normallestirilmesi ve kayitlar sebebiyle sergilenecek yapmacik
davraniglarin 6niine gegmek,

e Sinif, 6gretmen ve 6grencileri betimlemektir.

ilk iki haftalik g6zlemde siniflar, 6gretmenler ve 6grenciler tasvir edilmistir. Bu siire¢ arastirma
verilerine dahil olmasa da arastirma verilerinin analizlerinde bitiincil bakis agisini saglama ve ortamin
sergilenen davraniglar lzerindeki etkisi agisindan 6nem arz etmektedir. Bu tasvirlerde sinifin fiziksel
yapisi ayrintili olarak agiklanmis, 6gretmenlerin ve 6grencilerin genel yapilari, aralarindaki iletisim detayl
bir sekilde gbzlenmeye galigiimistir.

Gozlemler arastirmaci ve sirece dahil olan ikinci bir arastirmaci tarafindan es zamanh olarak
yapilmistir. Ayni zamanda dersler kamera ile kayit altina alinmistir. Her gézlemin basinda arastirmaci
kisaca kendini (duygu ve distincelerini, nasil bir ruh haline sahip oldugunu) anlatmistir. Arastirmacinin
gozlemlerin baslangicinda kendini anlatmasi verilerin analiz kisminda goézlemleri nasil bir ruh haliyle
yaptigl konusunda fikir vermistir. Gozlemin gerceklestirildigi giiniin sonunda iki arastirmacinin gézlem
notlari ve kamera kayitlari incelenerek goézlem verileri kaydedilmistir. Gézlemlerle ilgili arastirmaci
notlari da analizlerde yardimci olmasi agisindan gézlem verilerine eklenmistir.

Gozlem verileri arastirmaci tarafindan iki farkli zamanda analiz edilmistir. Verilerin ikinci arastirmaci
tarafindan bagimsiz olarak analiz edilmesi saglanmistir. Arastirmacinin farkli zamanlarda yaptigi analizler
arasindaki uyum yiizdesi %77 ve iki arastirmacinin yaptig analizler arasindaki uyum ylzdesi %71 olarak
hesaplanmistir.

Ogrenci giinliikleri

Ogrencilerin haftalik iki adet (her iki ders saati icin bir giinliik) giinliik yazmalari istenmistir.
Ogrencilerden giinliiklerinde asagida verilen basliklari yazmalari istenmistir:

e Derste neler yaptiklarinizi, dersi nasil islediginizi 6zet seklinde anlatin.

e Derste neler 6grendiginizi herhangi bir kaynaktan yararlanmadan aklinizda kaldigi kadariyla
aciklayin.

e Ders sliresince duygularinizin, dislincelerinizin ve tutumlarinizin neler oldugunu nedenleri ile
birlikte agiklayin.

e Ders siiresince sergilediginiz davranislari nedenleri ile birlikte anlatin.

e Ders siiresince iyi ve kotl oldugunuz yonlerinizi anlatin.

e Sonraki dersler igin dnerilerinizi agiklayin.

Ogrenciler icin ginlik hazirlama yénergesi arastirmaci tarafindan hazirlanmis  yéntemler
uygulanmaya baslamadan iki hafta 6nce 6grencilere verilerek yontem uygulamasi baslayana kadar
giinliik yazmaya alismalari saglanmaya calisiimistir. Ogrenciler giinliiklerini yazarken asagida belirtilen
hususlara dikkat etmistir:

e  Glnlukler A4 boyutunda beyaz veya istege bagh renkli kagitlara yazilmalidir.

e Gunluklerde igten, dogal ve glinlik dil kullanilmali ve glinlige istenildigi sekilde hitap edilmelidir.

e Glnluk istenilen sekilde renkli kalemler kullanilarak hazirlanabilir, resimler cizilebilir ve
cikarmalar yapistirilabilir. Glnliklerini sislemede bireyler 6zglrdar.

e GUnluk anlasilir bicimde; Turkge yazim ve imla kurallarina uygun yazilmalidir.

e  Ginluk, fen bilimleri dersi icin yazilmali ve ders disinda kalan anlatimlardan kaginilmalidir.

e GUnluk, hazirlama yonergesi takip edilmeli ve yonergede bahsedilen tim basliklar giinlik icinde
yer almalidir.

e Basliklar birbirinden kopuk baglantisiz sekilde ele alinmamal bir bitin iginde verilmelidir.
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Uygulama baslamadan 6nceki iki haftalik gunlikler detaylica incelenerek doénutler hazirlanmis ve
uygulayici  dgretmenlerle paylasilmistir.  Ogretmenler 6grencileriyle bu dénitleri  paylasarak
ogrencilerinin istenilen formata uygun giinlik yazmalarina yardimci olmustur. Tiim 6grencilerin glinlik
yazmalari istenmis tim glinlikler arastirmaci tarafindan okunmus, ancak katilimci olarak belirlenen
ogrencilerin giinlikleri analizler igin degerlendirmeye alinmistir.

Giinliiklerden elde edilen veriler arastirmaci tarafindan iki farkli zamanda analiz edilmistir. ikinci bir
uzmanin verileri analiz etmesi istenmistir. Arastirmacinin farkli zamanlarda yaptigi analizler arasindaki
uyum yuzdesi %82 ve iki arastirmacinin yaptig analizler arasindaki uyum vyizdesi %76 olarak
hesaplanmistir.

Verilerin Toplanmasi

Arastirmaci tarafindan hem merkez hem de kirsal bolgede EO ydntemini uygulayacak 6gretmenler
icin Uygulayici Rehberi hazirlanmistir. Bu rehber, EO yontemiyle ilgili genel bilgiler, yéntemde kullanilan
egitsel oyunlarin tasarimi, kurallari ve oynanisi, konuyla ilgili etkinlikler, 6devler ve yéntemin konunun
ogretiminde uygulanmasina yonelik detayli uygulama planindan olusmaktadir. Rehber uygulamayi
yapacak 6gretmenlere bir ay 6éncesinde verilmistir. Ogretmenler rehberi incelediklerinde arastirmaci
tarafindan iki defa seminer diizenlenmis ve 6gretmenlerin siirecte yapacaklari eylemler ayrintili olarak
actklanmistir. Ayrica her hafta yapilacak olan eylemler 6gretmenlere diizenli olarak hatirlatilmistir.
Arastirmaci slirece yalnizca gozlemci olarak katilmis ve sinif icindeki tiim uygulamalar 6gretmen
tarafindan gergeklestirilmistir. Konunun 6gretimi icin tasarlanan egitsel oyunlar 6gretmen tarafindan
uygulanmis, etkinlikler oyunlastirilarak gergeklestirilmis ve 6devler belirlenen zamanlarda verilmis ve
degerlendirilmistir. Uygulama bu sekilde 26 ders saatinde tamamlanmistir. Siire¢ boyunca gozlem ve
gunlik verileri alinmis, siire¢ sonunda gorismeler iki asamada gergeklestirilmistir.

Arastirma Erzurum il Milli Egitim Midarliginiin 06.10.2017 tarihli ve 36648235-605.01.E.16089927
nolu izni kapsaminda gergeklestirilmistir. Arastirmanin gergeklestirildigi okul madiriine ve sinifin fen
bilimleri 6gretmenine arastirma onay formu imzalatilmistir. Atatiirk Universitesi Sosyal ve Beseri Bilimler
Etik Kurulu'nun 26.10.2016 tarih ve 48553601-000-E.1600268066 sayili belgesi, arastirmanin etik
kurallara uygun olarak gerceklestirildigini gostermektedir.

Verilerin Analizi

Verilerin analizleri igerik analizi yéntemi ile gerceklestirilmistir. icerik analizi, arastirmacilarin insan
davranislarini onlarla iletisiminin analizi aracili§lyla dolayh olarak incelemelerini saglayan bir tekniktir.
Her zaman olmasa da genellikle iletisimdeki yazili dokiimanlar olmak lzere, ses kayitlari, goriinti
kayitlari veya resimler vb. herhangi bir kaynaktan elde edilen verilerin mesajlarinin kesfedilmesi, anlamh
bir sekilde ortaya konmasi, derinlemesine incelenmesi agisindan arastirmacilara olanak saglayan nitel
veri analizinde siklikla basvurulan bir tekniktir (Fraenkel, Wallen & Hyun, 2011; Neuman, 2014). Verilerin
icerik analizi ile analiz edilmesinde Sekil 1’de verilen islem adimlari takip edilmistir.
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Sekil 1. icerik Analizinde Takip Edilen islemler

Gozlemler gergeklestirildigi glinlin sonunda arastirmacinin goézlem raporlari, ikinci arastirmacinin
gozlem raporlari ve kamera kayitlari incelenerek bilgisayar ortaminda temize gekilmistir. Goriismeler de
gozlemlere benzer sekilde gercgeklestirildigi glinlin sonunda bilgisayar ortaminda yazili hale getirilmistir.
Ogrenci ginlikleri ise haftalik olarak temize cekilerek bilgisayar ortamina kaydedilmistir. Yazili
dokiimanlar tamamlandiktan sonra ham veriler arastirmaci notlari ile birlikte NVivo 11 Pro programina
aktarilmistir. Veriler bu programin aracilig ile analiz edilmistir. Oncelikle ham veriler tekrar tekrar
okunarak kodlar olusturulmustur. Kodlar programa aktarilmis ve kodlamalar gergeklestirilmistir.
Kodlamalar tamamlandiktan sonra kodlar arasindaki iliskiler belirlenmeye calisilmis ve benzer kodlar
ortak kategoriler altinda birlestirilmistir. Bir sonraki asamada benzer kategoriler ortak temalar altinda
birlestirilmistir. Analizler arasindaki uyum yiizdelerinin hesaplanmasinda

Uyum miktart

U izdesi = X 100
yum yuzaest uyum miktart + uyusmazlik miktart

formala kullaniimistir. Uyum yiizdelerinin %70 ve Uzerinde olmasi durumunda giivenirligin saglanmis
oldugu soylenebilir (Miles & Huberman, 1994).

Bulgular

Ogrencilerin gdzlem verilerine ait icerik analizi sonuclari Tablo 1’de verilmistir.
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Tablo 1.
Gézlem Verilerine Ait icerik Analizi Sonuglari
Tema Kod Merkez Kirsal
f f
Motivasyon ilgi 30 29
heyecan 25 27
istek 32 30
Ogrenme Siireci eglenme 32 29
bilgi paylasimi 23 21
katihm 26 28
takip 25 24
uzun dikkat siresi 18 18
Sosyal Beceriler s6z alma 16 14
dinleme 25 26
yardimlagma 10 13
Olumsuz Davraniglar rekabet 2 4
hirs 1 1
kaybetme 1 2
glrialti 4 5

Tablo 1’de verilen gézlem verileri analiz sonuglarina gére motivasyon temasinda frekanslarin merkez
bolgede derse ilgi icin 30, heyecan igin 25 ve istek icin 32 oldugu ve kirsal bolgede derse ilgi icin 29,
heyecan igin 27 ve istek icin 30 oldugu belirlenmistir. Ogrenme siireci temasinda frekanslarin merkezde
eglenme icin 32, bilgi paylasimi 23, katilim igin 26, takip icin 25 ve uzun dikkat siresi icin 18 oldugu ve
kirsalda eglenme igin 29, bilgi paylasimi igin 21, katilim igin 28, takip igin 24 ve uzun dikkat suresi icin 18
oldugu tespit edilmistir. Sosyal beceriler temasinda frekanslarin merkezde soz alarak diisiince ifade etme
icin 16, dinleme igin 25 ve yardimlasma igin 10 oldugu ve kirsal boélgede s6z alarak disiince ifade etme
icin 14, dinleme igin 26 ve yardimlasma icin 13 oldugu belirlenmistir. Olumsuz davranislar temasinda
frekanslarin merkezde rekabet icin 2, hirs icin 1, kaybetme icin 1 ve glrilti icin 4 oldugu ve kirsalda
rekabet icin 4, hirs icin 1, kaybetme icin 2 ve glir(iltd icin 5 oldugu tespit edilmistir. G6zlem notlarindan
ornekler asagida verilmistir:

K5-EOQ1: ... Yanindaki grup arkadasi ile kendilerine gelen kartlardaki bilgileri birbirlerine
okuyup aralarinda hangi kutuya atmalari gerektigini tartisiyorlar. Arkadasinin sordugu
sorulari cevapliyor. Ona kavramlari agiklamaya ¢alisiyor. ...

M5-EO3: ... Grup arkadaslarina bir seyler anlatmaya ¢alisiyor. Bu sirada
arkadaslarindan miisaade isteyerek séze bashyor. ...

M5-EO-1: ... Yaptiklari hatalardan dolayi grup arkadaslari ile tartisiyor. Hareketlerini
kontrol etmekte zorlaniyor. Sirasinda ayaga kalkip oturuyor. Diger gruptaki arkadaslarina
satasiyotr. ...

Ogrencilerin hazirladiklari giinliklerden elde edilen verilerin icerik analizi sonuglari Tablo 2’de
verilmistir.
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Tablo 2.
Ogrencilerin Giinliiklerine Ait Verilerin icerik Analizi Sonuglari
Tema Kod Merkez Kirsal
f f

Ginlik Bagina Dusen Ogrenilmis Kavram 3,2 2,7

Kavram Ortalamasi

Duygu, Duslince ve Tutumlar eglenmek 35 26
istekli olmak 27 21
ilgi duymak 30 32
mutlu olmak 17 14
dersi sevmek 20 17
kaygilanmamak 25 29
heyecan duymak 18 10
meraklanmak 11 11
okulu sevmek 13 17
O0gretmeni sevmek 24 20

Ders Siiresince Sergilenen Davranislar  arkadaslarla birliktelik 19 18
birlikte karar almak 18 15
bilgi/distnce paylasmak 24 29
hosgorulii davranmak 33 27

Ders Sirasindaki lyi ve Kétii Yonler anlamak 28 21
akilda kahcilik 19 13
kavramak 17 14
dogru yapmak 17 21
kazanmak 7 9
ozglven 16 11
kazanma hirsi 6 9
anlasmazlik 4 2
sinirlenmek 4 -

Sonraki Ders icin Oneriler ayni sekilde devam etmesi 32 34
grubun degismesi 4 2

Tablo 2’de verilen analiz sonuglarindan gorildigia Uzere 6grencilerin gilinliklerinde agcikladiklari
kavramlar incelenmis ve gilinliklerde eksiksiz bir seklide tam olarak agiklanan kavramlarin sayisi glinliik
sayisina boliinerek glnlik basina disen kavram sayisi belirlenmistir. Buna gore 6grencilerin glinlik
basina 6grendikleri kavram sayisi merkez icin 3,2 ve kirsal bolge icin 2,7 olarak hesaplanmistir. Duygu,
distince ve tutumlar temasinda merkezde eglenme icin frekansin 35, 6grenmeye istekli olma igin 27,
derse ve 6grenmeye ilgi icin 30, mutlu olma icin 17 dersi sevme igin 20, kaygi hissetmeme igin 25,
heyecanlanma icin 18, merak duyma i¢in 11, okulu sevme igin 13 ve 6gretmeni sevme igin 24 oldugu ve
kirsalda eglenme icin frekansin 26, 6grenmeye istekli olma igin 21, derse ve 6grenmeye ilgi icin 32, mutlu
olma igin 14 dersi sevme igin 17, kaygi hissetmeme igin 29, heyecanlanma igin 10, merak duyma i¢in 11,
okulu sevme igin 17 ve Ogretmeni sevme i¢in 20 oldugu belirlenmistir. Ders siiresince sergilenen
davranislar temasinda merkezde frekanslarin arkadaslarla birliktelik icin 19, birlikte karar alip uygulama
icin 18, bilgi/distince paylasimi i¢in 24 ve hosgorili davranma icin 33 oldugu ve kirsalda frekanslarin
arkadagslarla birliktelik icin 18, birlikte karar alip uygulama icin 15, bilgi/diistince paylasimi icin 29 ve
hosgoriili davranma icin 27 oldugu belirlenmistir. Ders sirasindaki iyi ve kotli yonler temasinda
merkezde frekanslarin anlama icin 28, akilda kalcilik igin 19, kavrama igin 17, dogru yapma icin 17,
kazanma igin 7, 6zgiiven igin 16, kazanma hirsi i¢in 6, anlagsmazlik igin 4 ve sinirlenme icin 4 oldugu ve
kirsalda frekanslarin anlama i¢in 21, akilda kalcilik i¢in 13, kavrama icin 14, dogru yapma igin 21,
kazanma icin 9, 6zglven icin 11, kazanma hirsi i¢in 9 ve anlasmazlik icin 2 oldugu tespit edilmistir.
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sonraki ders icin Oneriler temasinda merkezde frekanslarin oyunlarin ayni sekilde devam etmesi igin 32
ve grubunun degismesi icin 4 oldugu ve kirsalda frekanslarin oyunlarin ayni sekilde devam etmesi igin 34
ve grubunun degismesi icin 2 oldugu tespit edilmistir. Ogrencilerin giinliiklerinden érnekler asagida
verilmistir:

K5-EQ2: ... Cikolata yapmak ¢ok edlenceliydi ve lezzetliydi. Oyunlarda ¢ok egleniyorum
ve dogru yapiyorum. Kazandigimiz igin gok mutluyum. ...

M5-EO1: ... Biliyorsun ilk giinlerde X ile sikinti yasamistik. Onun yliziinden oyunlari
kaybetmistik. Ona ¢ok kiziyordum ve hep kavga ediyorduk. Sana demistim ya ona daha iyi
davranacagim belki daha iyi olur ozaman diye. Ama artik hepsi bitti. X isteyince ¢ok da
glizel égreniyormus. Biliyor musun bugiin az daha yanlis yapacaktim ve X beni uyard..
Basta anlasamiyorduk ama artik en iyi arkadaslarimdan biri. ...

M5-EOQ3: ... Fen dersini, okulu ve canim 6gretmenimiz X hocayi daha daha daha ¢ok
seviyorum. ...

K5-EO1: ... Bu dersi ¢ok seviyorum ¢iinkii bu (initeyi oyun oynayarak gegiriyoruz. Bence
sonraki derslerde bdyle gegsin hem egleniyor hemde 6greniyoruz. ...

Ogrencilerin ydnteme yoénelik gériislerini belirlemek amaciyla yapilan gériismelerden elde edilen
verilerin icerik analizi sonuglari Tablo 3’te verilmistir.

Ba;;:;gi./erin Yénteme Yénelik Gériislerine Ait Analiz Sonuglari
Tema Kod Merkez Kirsal
f f

Yéntemin Ogrenmeye Etkisi bilgi saglama agisindan yeterli 3
eglenerek 6grenme 2 3
6gretmenin konuyu anlatmasina 3 1
gerek olmamasi
etkili 6grenme 1 2
daha kolay anlama 1 1
akilda kalic 1 1
biligsel gelisim 1 -
bilgiyi donlistiirme - 2

Sosyal Becerilere Etkisi arkadaslik iligkileri 2 3
birlikte galisma 2 2
farkh dusiincelere saygi 2 1
gorev paylasimi 1 1
yardimlasma - 2
grup bilinci 1 1

Derse Yonelik Tutuma Etkisi dersi sevme 2 3
kayg! hissetmeme 1 3
6grenme istegi 1 2
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Kisisel Gelisime Etkisi Ozglven - 2

bireysel ¢alisma 1 1
Yontemin Olumsuz Yonleri olumsuz yoéni yok 3 3
Yontem Tekrar Uygulandiginda glnliik tekrarlar yapma 2 1

Dikkat Edilecek D I
Ikkat Edilecek Durumlar grup arkadaglarinin  fikirlerini 1 -

alma

arkadaslik iliskilerine  6nem - 1
verme

arkadaslara hosgorili davranma 1 -

*Ggrenciler birden fazla goris belirtmistir.

Tablo 3’te verilen analiz sonuglarina gére yontemin 6grenmeye etkisi temasinda merkezde EO
yonteminin bilgi saglama agisindan yeterliligi igin frekansin 3, eglenerek 6grenme igin 2, 6gretmenin
konuyu anlatmasina gerek olmamasi igin 3, etkili 8§renme icin 1, daha kolay anlama igin 1, akilda kalici
bilgi edinme icin 1, bilissel gelisim igin 1 oldugu ve kirsalda EO ydnteminin bilgi saglama agisindan
yeterliligi icin frekansin 3, eglenerek 6grenme igin 3, 6gretmenin konuyu anlatmasina gerek olmamasi
icin 1, etkili 6grenme icin 2, daha kolay anlama igin 1 ve akilda kalici bilgi edinme i¢in 1 oldugu
belirlenmistir. Bunlarin yontemin 6grenmeyi kolaylastirmasi, kavramlarin sik tekrarlanmasi, bilgiyi farkli
sekillerde organize etme ve bilgiyi donistirme durumlarindan kaynaklandigi belirlenmistir. Sosyal
becerilere etkisi temasinda merkezde arkadaslik iligkileri i¢in frekansin 2, birlikte ¢alisma igin 2, farkh
dislincelere saygl duyma igin 2, gérev paylasimi igin 1 ve grup bilinci igin 1 oldugu ve kirsalda arkadaslik
iliskileri igin frekansin 3, birlikte ¢alisma igin 2, farkl dustincelere saygi duyma igin 1, gérev paylagimi igin
1, yardimlasma igin 2, grup bilinci i¢in 1 oldugu tespit edilmistir. Bunlarin grup arkadaslari arasindaki
iletisimin yogunlugundan ve birlikte karar alip uygulama durumlarindan kaynaklandigi belirlenmistir.
Derse yonelik tutuma etkisi temasinda merkezde frekanslarin dersi sevme icin 2, derste kaygi
hissetmeme icin 1, 6grenme istegi icin 1 oldugu ve kirsalda frekanslarin dersi sevme igin 3, derste kaygi
hissetmeme icin 3, 6grenme istegi icin 2 oldugu tespit edilmistir. Bunlarin heyecan duyma, yontemin
eglenceli olmasi, zevkli olmasi ve merak uyandirici olmasi nedenlerinden kaynaklandigi tespit edilmistir.
Kisisel gelisime etkisi temasinda merkezde frekanslarin bireysel ¢alisma aliskanhgi icin 1 oldugu ve
kirsalda frekanslarin 6zglven igin 2 ve bireysel ¢alisma aliskanligi igin 1 oldugu belirlenmistir. Bunlarin
nedeninin basarma duygusu oldugu belirlenmistir. Ogrencilerin tamaminin y&ntemin herhangi bir
olumsuz yoninin olmadigl gorisinde oldugu tespit edilmistir. Yontem tekrar uygulandiginda dikkat
edilecek durumlar temasinda merkezde frekanslarin glinlik tekrar yapma igin 2, grup arkadaslarinin
fikirlerini sorma icin 1 ve arkadaslarina hosgorili davranma igin 1 oldugu ve kirsalda frekanslarin glinlik
tekrar yapma icin 1 ve arkadaslik iliskilerine 6nem verme igin 1 oldugu belirlenmistir. Ogrencilerin
verdikleri cevaplardan érnekler asagida verilmistir:

K5-EO1: ... Hocam mesela korkarim derslerden kétii alirrm diye ama fende hi¢ béyle bir
duygum yok. Sanki fen hayatimmis gibi geliyor. Eskiden fende de béyleydi ama hocamizin
bizim icin hazirladigi oyunlari oynadiktan sonra dedigim gibi sanki fen hayatim oldu. ...

M5-E03: ... Odrenme istedim cok artt. Mesela artik cok 6§renmek istiyorum. Mesela
diyelim bir konu var daha ¢ok égrenmek istiyorum tanimak istiyorum. Daha fazla fen
calisiyorum. Odevim olmasa bile ¢alisiyorum. ...

K5-EQ2: ... Anneme hep sorardim: O neydi? Bu neydi? Su neydi? Biliyor musun? Simdi
kendim tek ¢alisabiliyorum. Oyunda yaptiklarimiz hep aklimda kaliyor. Calisirken ben de
onlari kullanarak ¢alisiyorum. ...
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Ogrencilerin EO ydnteminin yasadiklari égrenme problemlerinin ¢dziimiine yoénelik gérislerini
belirlemek amaciyla yapilan goriismelerden elde edilen verilerin igerik analizi sonuglari Tablo 4’te
verilmistir.

Tablo 4.
Ogrencilerin EO Yénteminin Yasadiklari Odrenme Probleminin Céziimiine Yénelik Gériislerine Ait Analiz
Sonuglar

Tema Kod Merkez Karsal
f f
Ogrenme Problemleri uygulanmasina istekli 3 3

Yasanan Konularin
Ogretiminde Uygulanmasi

Ogrenme Uzerindeki basariyi artirmada etkili 3 3
Etkileri kahciligr artirmada etkili 3 3
Duyussal Faktorler motivasyonu artirmada 3 3
Uzerindeki Etkileri etkili
kayglyi azaltmada etkili 3 3
Ogrenme Problemlerinin ilgi cekici 2 3
Eﬁ;zduer:l(ir:ie Etkilerinin eglenceli 5 3
baski hissetmeme 3 1
kolay 6grenme 2 2
bilgilerin sik tekrari 1 2
farkli sekillerde tekrarlama 1 2
merak uyandirici 2 1
endiselenmeme 2 1
bilgileri organize etme 1 1
bilgiyi yeni forma 1 1
donustliirme

*Gérenciler birden fazla goris belirtmistir.

Tablo 4’te verilen analiz sonuglarindan gorildigu Gzere 6grencilerin tamami 6grenme problemleri
yasanan konularin égretiminde EO yénteminin kullaniimasini istemektedir. Ogrenme izerindeki etkileri
temasinda frekanslarin merkezde basariyi artirmada etkililigi icin 3 ve kalicihgl artirmada etkililigi icin 3
oldugu ve kirsalda basariyi artirmada etkililigi icin 3 ve kalicilligi artirmada etkililigi icin 3 oldugu
belirlenmistir. Duyussal faktorler Uzerindeki etkileri temasinda frekanslarin merkezde motivasyonu
artirmada etkililigi icin 3 ve kaygiyl azaltmada etkililigi icin 3 oldugu ve kirsalda motivasyonu artirmada
etkililigi icin 3 ve kaygly! azaltmada etkililigi icin 3 oldugu tespit edilmistir. Ogrenme problemlerinin
¢oziimiine etkilerinin nedenleri temasinda frekanslarin merkezde yontemin ilgi ¢ekici olmasi igin 2,
eglenceli olmasi i¢in 2, merak uyandirici olmasi i¢in 2, yontemde baski hissetmeme i¢in 3, kolay 6grenme
icin 2, bilgileri sik tekrar etme igin 1, farkh sekillerde tekrarlama igin 1, endiselenmeme igin 2, bilgileri
organize etme igin 1 ve bilgiyi yeni forma doénistirme igin 1 oldugu ve kirsalda yontemin ilgi cekici
olmasi i¢in 3, eglenceli olmasi icin 3, merak uyandirici olmasi igin 1, yéntemde baski hissetmeme igin 1,
kolay 6grenme icin 2, bilgileri sik tekrar etme igin 2, farkh sekillerde tekrarlama igin 2, endiselenmeme
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icin 1, bilgileri organize etme igin 1 ve bilgiyi yeni forma donistiirme igcin 1 oldugu belirlenmistir.
Ogrencilerin verdikleri cevaplardan érnekler asagida verilmistir:

K5-EOQ2: ... Bence basarim daha da artti. Ciinki sevdigim eglendigim zaman dersimi
daha dikkatli yapiyorum. Eve gittigimde derslerime daha ¢ok calismak istiyorum. Daha
glizel 6greniyorum. ...

K5-EO3: ... Oyunlar ¢ok eglenceli. Derslerde hi¢ sikilmadim. Hep daha ¢ok sey 6grenmek
istedim. Odrendikce oyunlarda daha basarili olacagimi biliyordum. Onun icin problem
yasadigim konuda da bence ise yaradi.

M5-EO1: ... Mesela bir soru sorulunca égretmen anlatmis olsa ¢ok zor aklima geliyor.
Diistiniiyorum iyice zorlaniyorum dyle aklima geliyor. Hatta aklima gelmiyor da. Ama
oyunda yaptiklarimiz hep akhmda kaliyor. Soru gelince hemen ¢abucak cevap
verebiliyorum.

Sonug ve Tartisma

Ogrencilerin, dgrenme problemleri yasadiklari “Madde ve Degisim” konusunun &gretiminde
uygulanan EO yodntemine yonelik algilarini belirlemek amaciyla yapilan bu arastirmada siire¢ boyunca
0grenci davranislari gdzlenmis, 6grenciler ginliik yazmis, 6grencilerle gérisme yapilmis ve siiregte elde
edilen veriler igerik analizi ydntemiyle analiz edilmistir. Elde edilen sonuglar agsagida sunulmustur.

Ogrencilerin EO y&ntemini bilgi saglama agisindan yeterli buldugu, bu yéntemle daha etkili ve kolay
6grendigi, oyunlarin daha iyi anlamalarini sagladigi, anlamli 6grenmeler gerceklestirdigi, bilgilerin sik
tekrarlanmasi, oyunu kazanmak icin bilgileri gesitli sekillerde organize etme ve dénistiirme nedenleriyle
yontemin basarlyl artirdigi belirlenmistir. Alanyazinda besinci sinif dizeyinde vyapilan farkh
arastirmalarda elde edilen sonuglar bu arastirmadan elde edilen yontemin basari tzerinde etkili oldugu
sonuglarini destekler niteliktedir (Anderson, 2008; Aymen-Peker, 2018; Celik, 2017; Dowling, 2012; Koka,
2018). Neimeyer (2006) tarafindan yapilan arastirmada elde edilen oyunlarla 6gretimin basariya
etkisinin olmadigi sonucu bu arastirmanin sonucu ile ters diismektedir. iki arastirmanin sonuglarinin
farkhlasmasinda arastirmada benimsenen yontemlerin, veri toplama ve analiz sekillerinin farkhhginin
etkili oldugu sdylenebilir. Bu arastirmada nitel desen benimsenmis, veriler glinlik, gozlem, goriisme ile
toplanmis, icerik analizi ile analiz edilmis ve Neimeyer (2006) tarafindan yapilan arastirmada nicel desen
benimsenmis, veriler basari testi ile toplanmis, anlamlilik testleri ile analiz edilmistir. Dolayisiyla EO
yonteminin 6grenmede ve akademik basariyi gelistirmede etkili oldugu sonucu bu arastirmada
Ogrencilerin algilarina bagh iken Neimeyer (2006)'nin sonuglarinda anlamhhk analizlerine bagli
oldugundan farklilagma gozlenmis olabilir.

Ogrencilerin oyun sirasinda kavramlari 6grenmeleri sayesinde égretmenlerinin konuyu anlatmasina
gerek kalmadan EO yontemi ile etkili bir sekilde 6grendikleri ve kavram 6grenme oranlarinin yiksek
oldugu bulunmustur. Benzer sekilde besinci sinif dizeyinde (Aymen-Peker, 2018; Dowling, 2012) yedinci
sinif diizeyinde (Boyce, 2016) ve sekizinci sinif diizeyinde (Harvey, 2018) yapilan arastirmalarda egitsel
oyunlarin kavram 6grenmede etkili oldugu belirtilmistir.

EO yonteminin oyunlarin eglenceli, ilgi ¢ekici, zevkli ve merak uyandirici olmasi nedeniyle 6grenme
motivasyonunu artirdigl, kendilerini mutlu hissettikleri, 6grenciler icin eglenerek 6grenmeyi sagladigi ve
oyunlar sirasinda 6grencilerin derse ve 6grenmeye karsi ilgili ve istekli olduklari tespit edilmistir. Bu
arastirmadan elde edilen sonuglar alanyazinda yedinci sinif diizeyinde (Say & Bag, 2017; Toprac, 2008)
ve sekizinci sinif diizeyinde (Bressler, 2014; Nunes, Soares & Catarino, 2018) yapilan arastirmalarda elde
edilen 6grenme motivasyonunu gelistirmede etkili oldugu sonuglariyla uyumludur. Atwood-Blaine
(2015), tarafindan yapilan arastirmada oyunlarla 6gretimin yedinci sinif 6grencilerinin motivasyonu
izerinde etkili olmadigi yoniindeki arastirma sonucu ile ters dismektedir. Bu durum arastirmalarin
orneklemleri, oyun tirleri ve uygulama sureleri arasindaki farklardan kaynaklandigi séylenebilir. Besinci
sinif 6grencilerinin gelisim 6zellikleri dikkate alindiginda oyunlara daha fazla ilgi gosterdigi ve yedinci
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sinif 6grencilerinin somut islemler doneminden soyut islemler donemine gegis evresinde olduklarindan
oyunlara besinci sinif 6grencileri kadar ilgi gostermedigi soylenebilir.

EO yonteminin 6grencilerin konuyu, dersi, 6gretmeni ve okulu daha fazla sevmelerini sagladig
belirlenmistir. Bu arastirmadan elde edilen sonuglar alanyazinda ortaokul seviyesinde yapilan
arastirmalarda elde edilen oyunlarla 6gretimin 6grencilerin tutumlarini gelistirmede etkili oldugu sonucu
ile uyumludur (Celik, 2017; Eltem, 2018; Gurpinar, 2017; Nunes, Soares & Catarino, 2018; Yesilkaya,
2013; Yildiz, Simsek & Agdas, 2018). Benzer sekilde besinci sinif 6grencileri ile ¢alisan Zheng ve Hiller
(2012), oyunlarla 6gretimin 6grencilerin tutumlari lizerinde etkili olmadigi sonucuna ulasmistir. Benzer
orneklem gruplarinda g¢alisan iki arastirmanin sonucunun farklilagmasinin nedeni kullanilan oyun
tirlerinin farkh olmasi olabilir.

Ogrencilerin oyunlar sirasinda normalde sinif ortaminda olan baski ve endiselerini hissetmemeleri
nedeniyle EO yonteminin 6grenme kaygisini azalttigi belirlenmistir. Bu arastirmadan elde edilen sonuglar
altinci sinif diizeyinde uygulanan egitsel oyun yénteminin 6grenme kaygisini azaltmada etkili oldugunu
belirten arastirma sonuglari ile uyumludur (Yildiz, Simsek, & Aras, 2017).

EO yoénteminin arkadashk iliskilerini, gérev paylasimi, birlikte calisma ve 6grenme, s6z alarak
distncelerini ifade etme, 6gretmenlerini ve arkadaslarini dinleme, birbirlerinin disiincelerine saygi
duyma, bilgi paylasimi, yardimlasma, grup olma bilinci, 6zgilven, birlikte karar alma ve uygulama
becerilerini gelistirdigi belirlenmistir. Ogrencilerde kazanma hirsi, anlasmazlik ve rekabet gibi olumsuz
davranislarin oldugu, ancak ogrencilerin bu durumun farkinda olduklari ve dizeltmek icin caba
gosterdikleri belirlenmistir. Benzer sekilde ortaokul dizeyinde calisilan arastirmalar EO y&nteminin
ogrencilerin sosyal becerilerini (Yildiz, Simsek, & Aras, 2017) ve birlikte ¢alisma becerilerini (Bressler,
2014) gelistirdigi sonucuna ulasmistir. Lisans diizeyinde galisan Fanetti (2011), bu arastirma sonucuna zit
olarak EO ydnteminin sosyal beceri gelisiminde etkili olmadigi sonucuna ulasmistir. Gergek ortam
oyunlarinin  kullanildigi  bu arastirmanin sonucuyla video oyunlarinin kullanildigi arastirmanin
sonuglarinin birbiriyle gelismesi arastirma 6rneklemlerinin ve oyun tirlerinin farkliligindan kaynaklaniyor
olabilir. Ger¢ek ortamda oynatilan oyunlarin video oyunlarina gére 6grencilerin birbirleriyle daha fazla
etkilesimde bulunmasini ve iletisimlerinin daha fazla olmasini sagladigi ve bu nedenle 6grencilerin sosyal
becerilerini gelistirmede daha etkili oldugu soéylenebilir.

Besinci sinif diizeyinde merkez ve kirsal bélgelerden gunliik, gbzlem ve gériismelerle alti 6grencinden
veri alinarak gergeklestirilen bu arastirma “Madde ve Degisim” Unitesinde 26 ders saatinde
tamamlanmistir. Ogrencilerin EO ydntemine yénelik algilarinin olumlu oldugu, oyunlarla 6gretimin
basari, motivasyon, tutum, kaygi ve sosyal beceriler Gizerinde etkili oldugu ve 6grenme problemlerine
¢6zim oldugu tespit edildiginden bu yontemin farkh konularin 6gretiminde kullanilmasi egitimciler
acisindan yararli olabilir. EO yonteminin farkh sinif diizeylerinde uygulanabilir. Basari, motivasyon, tutum
veya sosyal beceri diizeyleri dusik olan 6grencilerin oldugu gruplarda uygulanabilir. Kaygi diizeyi yiksek
olan 6grencilerin bulundugu siniflarda uygulanmasi faydali olabilir.
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