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Abstract

This study aims to examine primary school teachers’ views on the use of games in life science courses,
their purposes for incorporating games, the limitations they encounter, and their suggestions. The
research used qualitative methods, specifically phenomenology and case study approaches. The study
group consisted of 34 primary school teachers working in the city center of Kayseri, Tiirkiye. Data
were collected through semi-structured interview forms and analyzed using content analysis via the
MAXQDA 24 software. Teachers provided examples of games they used, such as introduction games,
word games, drama activities, wheel of fortune, and matching games. They stated that their purposes
for using games included supporting permanent learning, making courses more enjoyable, increasing
student motivation, and connecting content to daily life. The findings indicated that games make
learning more enjoyable and facilitate teaching for teachers and students. The main reasons cited for
not using games included the density of the curriculum, overcrowded classrooms, challenges in
classroom management, limited course time, and students’ difficulties in following game rules. The
study suggests that games aligned with the life science curriculum, textbooks, learning outcomes, and
grade levels could be developed to guide teachers effectively.

Keywords: Primary school, life science, game, qualitative research.

Introduction

Primary school is the first stage of education where children learn about life in a
structured and systematic way. During this period, life science courses delivered within the
framework of a structured curriculum play a crucial role in helping children understand real-
life situations, solve potential problems they may encounter, and acquire essential knowledge
and skills for daily life. Life science is a course designed to enable children to systematically
acquire the knowledge, experiences, and life skills they gain from their families and
surroundings (Celik, 2020). It is a subject that aims to help children recognize themselves,
develop as good citizens, and eventually as global citizens. It integrates science, social studies,
art, and values education content. Life science course adopts an integrated teaching approach
to help children understand the world around them (Tay, 2017).

According to Akinoglu (2005), the course aims to raise awareness about life, while
Giiven (2010) highlights its role in helping children understand events occurring in their
environment. This subject is critically important as it fosters fundamental life skills from an
early age (Celik, 2020). The primary school years, which align with Piaget’s preoperational
(ages 2-7) and concrete operational (ages 7-11) stages, are considered a turning point in
cognitive development. During this period, children adapt to their social environments and
begin to make sense of duties and responsibilities (Piaget, 1999). The concrete operational
stage marks a shift in children’s cognitive structures, where they move away from egocentric
thinking, grasp concrete concepts easily, and solve tangible problems. However, they still
struggle to comprehend abstract concepts (Senemoglu, 2018).

To address these challenges, games used as tools to concretize abstract concepts are
especially valuable in the teaching process (Pehlivan, 1997). Games are enjoyable, motivating,
and imaginative activities occurring naturally during learning (Eberle, 2014; Gordon, 2009).
According to Samani and Buluthan Cetintas (2018), games provide children with experiential

123



International Journal of Life Science and Social Studies Education (IJLSSSE), 2024, 2(1), 122-156

learning opportunities, while toys facilitate this experience. Hadfield (1990) defines games as
goal-oriented activities with rules and an element of fun. Merriam-Webster (2017) describes
them as structured activities for entertainment or competition, conducted under rules by
participants either physically or mentally. Games, which entertain and engage children, are an
inseparable part of their development and learning (Ogelman et al., 2003). They contribute
significantly to children’s emotional satisfaction and support their physical, social, and
cognitive development while promoting positive behaviors and good habits (Akin, 2005;
Michael & Chen, 2006; Sel, 2000).

Games serve as tools that meet children’s early developmental needs, such as
understanding life and communicating, and later help develop higher-order skills (Ketterlinus,
2017; Winnicott, 2013). They play a key role in developing cognitive skills such as problem-
solving and creativity (Lillard et al., 2013). As one of the most effective techniques in
experiential learning environments, games support learning by doing and living (Koken,
2003). By incorporating games, teachers who are the planners of the learning process can
design instruction aligned with children’s developmental characteristics and enhance their
academic success (Giindogan, 2020).

A review of the literature reveals that studies have examined the effects of digital games
used in Life Science courses on students’ academic performance (Gazioglu, 2023), the impact
of games designed according to learning outcomes on academic success (Hanbaba, 2011), the
influence of games on skill development (Cesur, 2020; Demir, 2024), and the use of games in
teaching concepts in life science classes (Esener, 2021). However, there is a lack of studies
focusing on the perspectives of teachers who are the curriculum implementers regarding the
use of games, including when and how they use them during courses, and which critical factors
they consider in the process. This study aims to explore teachers’ views on using games in the
life science course instruction. In line with this objective, the following research questions were
addressed:

1. What are the practices of primary school teachers regarding the use of games in the
teaching process of the life science course?

For participants who answered “No” to Question 1:

1.1. What are the reasons for not using games in the instructional process of the life
science course?

For participants who answered “Yes” to Question 1:

1.1. What are some examples of games used in the instructional process of the life
science course?

1.2. For what purposes are games used in the instructional process of the life science
course?

1.3. At which stage(s) of the instructional process are games implemented in the life
science course?

1.4. What factors are considered when selecting games to be used in the instructional
process of the life science course?
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1.5. What characteristics are emphasized when choosing games to be used in the
instructional process of the life science course?

1.6. What are the potential benefits of using games for students in the instructional
process of the life science course?

1.7. What are the potential benefits of using games for teachers in the instructional
process of the life science course?

1.8. What are the limitations of using games in the instructional process of the life
science course?

1.9. What are your suggestions regarding the use of games in the instructional process
of the life science course?

Method

This study, which aims to determine whether teachers use games in the instructional
process of the life science course, the reasons for not using them if they do not, and their
opinions on game use if they do, was conducted using qualitative research methods. The
phenomenological approach was employed for participants who answered “Yes” to using
games. Phenomenology seeks to provide a holistic description of a phenomenon by collecting
in-depth data from individuals with experience with the subject (Moustakas, 1994). For
participants who responded “No” the case study method was used. A case study is a research
strategy used to obtain in-depth information on a specific subject (Creswell, 2020; Yildirim &
Simsek, 2008).

Study Group

The study group comprises 34 classroom teachers working in the central districts of
Kayseri, Tiirkiye. The study group of the research was determined by criterion sampling, one
of the purposeful sampling methods. The samples of the study consisted of 18 classroom
teachers who used games in the life science course and 16 classroom teachers who did not use
games in the life science course, determined by the criterion of “using and not using games in
the life science course”.

Data Collection Tools

A literature review was conducted to develop the interview form used in the data
collection process, and a draft version of the questions was prepared. During the development
process, expert opinions were sought from two faculty members, one language expert, and two
classroom teachers. These experts were asked to evaluate each draft question as “appropriate,”
“should be revised,” or “inappropriate” based on the study’s purpose. Revisions were made
accordingly, and the final version of the interview form was developed.

It was piloted with five classroom teachers to test the clarity of the form. Following this
pilot phase, the finalized interview form was administered face-to-face with the participating
teachers to collect data.

The interview form developed to gather classroom teachers’ opinions on the use of
games in the instructional process of the life science course included the following questions:
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Table 1.
Interview Questions Used During the Research Process

Do you use games in the instructional process of the life science course?
For participants who answered “No” to Question 1:
1.1. What are your reasons for not using games in the instructional process of the life science course?
For participants who answered “Yes” to Question 1:
1.1. Can you provide examples of games you use in the instructional process of the life science course?
1.2. For what purposes do you use games in the instructional process of the life science course?
1.3. At which stage(s) of the instructional process do you use games in the life science course?
1.4. What factors should be considered when selecting games for use in the instructional process of
the life science course?
1.5. What characteristics do you pay attention to in the games you use during the instructional process
of the life science course?
1.6. What benefits do you think using games in the life science course’s instructional process provides
students?
1.7. What benefits do you think the use of games in the instructional process of the life science course
provides to teachers?
1.8. What are the limitations of using games in the instructional process of the life science course?
1.9. What are your suggestions regarding the use of games in the instructional process of the life
science course?

Data Analysis

In this study, teachers’ views on the use of games in the instructional process of the life
science course were obtained through interviews, one of the qualitative data collection
methods. The responses from the participants were analyzed using content analysis via the
MAXQDA 24 software. Content analysis involves grouping and interpreting the data by
establishing relationships among them (Yildirim & Simsek, 2008). This method aims to derive
systematic, reliable, and replicable inferences from the examined texts (Drisko & Maschi,
2016). The data collected through the semi-structured interview form prepared by the
researcher were analyzed accordingly. Participants’ responses to the interview questions were
descriptively examined, and relevant themes were developed. The researchers calculated the
frequency values of the obtained data. The reliability formula by Miles and Huberman (1994)
was used to determine the consistency among the sub-themes developed by two researchers:
Reliability = Consensus/(Consensus +Disagreement). The inter-rater reliability was calculated
as .88. Since a consistency coefficient of .70 or above is considered reliable, the sub-themes
reached by the researchers were deemed trustworthy. The frequency (f) of the responses and
sub-themes was presented in tables and interpreted.

Role of the Researcher

In qualitative research, the researcher is an individual who is well-versed in the relevant
literature and may influence research results through personal knowledge and experience
(McCracken, 1988; Yildirnm & Simsek, 2008). This study analyzed the data within a
methodological framework using an inductive approach to investigate the topic in its natural
context (Creswell, 2020). The researcher in this study holds a bachelor’s degree in classroom
teaching, a master’s degree in primary education, and has conducted academic work in the
field. Additionally, the researcher has observed and experienced challenges in the instructional
process of the life science course, which contributed to the contextual analysis of the data.
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In this study, all the rules specified to be followed within the scope of “Higher Education
Institutions Scientific Research and Publication Ethics Directive” were complied with. None of
the actions specified under the heading “Actions Contrary to Scientific Research and
Publication Ethics”, which is the second part of the directive, have been taken.

Ethics Committee Permission Information:

Name of the committee that made the ethical evaluation= Erciyes University Social and
Human Sciences Ethics Committee

Date of ethical review decision= 30.07.2024
Ethics assessment document issue number= 327
Findings

Classroom Teachers’ Use of Games in the Instructional Process of
the Life Science Course

The status of classroom teachers’ use of games during the instructional process of the
life science course is presented in Table 2.

Table 2.
Classroom Teachers’ Use of Games in the Instructional Process of the Life Science Course

Game usage status f %

Teachers who use games 18 53
Teachers who do not use games 16 47
Total 34 100

The classroom teachers’ use of James’s attendance during courses is presented in the
table above. It was found that 18 teachers (53%) reported using games during the instructional
process of the life science course, while 16 teachers (47%) reported not using games.

Examples of Games Used by Classroom Teachers in the Instructional
Process of the Life Science Course

Examples of games used by classroom teachers during the instructional process of the
life science course are presented in Figure 1.
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Figure 1.
Examples of Games Used in the Instructional Process of the Life Science Course
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The analysis of the data obtained from the interviews revealed the following games used
in the instructional process: introduction games (15), word games (13), wheel of fortune (13),
sentence completion games (13), matching games (13), games to recognize individual
differences (12), models of celestial bodies (12), city-name game (12), finding cities on a map
(12), object-finding games (12), interactive games (9), drama (9), “find the truth” game (9),
“who knows sits down” game (8), “tell me” game (8), board games (8), memory games (7),
relationship discovery games (5), role-playing (5), grouping games (4), traffic signs (5), and
seasonal boards (2). Sample responses from classroom teachers regarding the games they use
are as follows:

P.S.T-1: “In life science classes, I mostly prefer games that involve the whole class,
such as the city-name game, role-playing, icebreaker games, and games that help students

recognize individual differences. Children at this age also enjoy asking and answering
riddles.”

P.S.T-4: “T usually adapt games in ways that I think will attract students’ attention. I
also use interactive games, as well as riddles and word games. I prefer the ‘tell me’ game
because it engages the entire class. Our classroom also has wheel of fortune, traffic signs,
models of celestial bodies, and a seasonal board. We play games using these as well.”

P.S.T-5: “For learning outcomes related to greetings, introductions, and polite
expressions, we use icebreaker games, drama, and role-playing. I also include games where
students recognize and find differences. Additionally, we play ‘who knows sits down,” board
games, memory games, and matching games.”

P.S.T-7: “We use traffic sign games, icebreaker games, word games, wheel of fortune,
sentence completion games, city-name game, ‘find the truth’ game, ‘tell me,” and board games.”
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Purposes of Using Games by Classroom Teachers in the Life Science
Course Instructional Process

The data obtained from interviews with classroom teachers regarding the purposes of
using games in the life science instructional process are presented in Figure 2.

Figure 2.
Teachers’ Purposes for Using Games in the Instructional Process of the Life Science Course
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Based on the responses from the teachers, the purposes of using games in the life
science instructional process were identified as follows: ensuring the permanence of learning
(14), making courses enjoyable (14), attracting students’ attention (13), promoting active
participation (12), relating the course to daily life (10), motivating students (7), preventing
behavioral problems (3), developing leadership skills in students (3), and helping students
learn topics as a whole (1). Teachers’ answers to the question regarding the purposes of using
games are as follows:

P.S.T-8: “I ensure that students are motivated by attracting their attention to the
course. I select games suitable for the class size so that all students participate, engaging
them in the course. I also use games frequently during the assessment phase to reinforce
learning and ensure retention of the information. Since students want to win the game, they
pay more attention during courses, especially when I use games to capture their focus.”

P.S.T-9: “T use games to attract students’ attention to the topic, help them apply what
they have learned daily, frequently reinforce their knowledge within the games to prevent
forgetting, and entertain and engage them in the course.”

P.S.T-11: “My goals are to help students use what they have learned daily, keep them
motivated, support some hyperactive children in adapting to the group through games, and
attract students’ attention.”

P.S.T-12: “T support students in learning the information as a whole, help them
frequently apply what they have learned daily, and prevent forgetting by repeated use of
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information. Children are enthusiastic during games, which positively affects their
participation.”

Stages of Game Use in the Life Science Instructional Process
According to Classroom Teachers

The responses from the interviews regarding which stages of the course teachers use
games are presented in Figure 3.

Figure 3.
Stages of Game Use in the Life Science Instructional Process
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Based on the obtained data, teachers use games during the course as follows: at the
introduction stage to activate prior knowledge (3), inform students of the objectives (5), and
capture attention (8), totaling 15 responses; at the development stage to reinforce learning
(10), when students get bored (4), and for teaching difficult content (13); during the evaluation
stage (16); and at any stage of the course when the content is appropriate (5). Teachers’
responses regarding the stages of game use in courses are as follows:

P.S.T-13: “Students usually focus their attention when we start the course with a
game. After playing, I explain why we played that game and then relate it to the course. We
also play games during the evaluation phase. I sometimes let them play games at the end of
any course. Since they play frequently, they do not forget.”

P.S.T-12: “Games played at the beginning of the course capture children’s attention
very well. Games at the end of the course help engage the children and remind them of the
information. Also, sometimes when children are exhausted and do not want to continue the
course, we play games.”

P.S.T-15: “Students learn difficult and game-appropriate topics more easily by
playing games. When I see they are struggling, I create a game. When I say we will play a
game, they immediately pay attention. I start the game right before the course, which makes
them eager to participate.”
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Considerations for Selecting Games in the Life Science Instructional
Process According to Classroom Teachers

The results regarding teachers’ views on the considerations to be considered when
selecting games in the life science instructional process are presented in Figure 4.
Figure 4.
Considerations for Selecting Games in the Life Science Instructional Process
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Based on the teachers’ responses to the interview question, the following criteria were
identified for selecting games: alignment with the learning outcomes (14), suitability for the
student level (13), being enjoyable (11), compatibility with the physical environment (10),
appropriateness for the class size (10), game duration not being too long (7), cost-effectiveness
(7), simplicity and clarity (7), ability to capture students’ attention (5), no safety risks (4),
enabling students to relate learned knowledge to daily life (3), and appealing to every student
(3). Examples of teachers’ responses regarding considerations for using games in courses are
as follows:

P.S.T-13: “First of all, when selecting games, I pay attention to their relevance to the
content we will learn. The age and physical characteristics of the students are important
when choosing games. Students should be able to have fun, and the game should appeal to
them. Additionally, it must be suitable for conditions in public schools. Being economical,
playable in typical classroom settings, and suitable for a class of about 30 students are also
important details.”

P.S.T-15: “The game should be appropriate for the topic covered in the course and the
children’s ages, and easy to understand. It also needs to fit the classroom environment and
the number of students. Generally, asking for anything from parents is not feasible, so games
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should use available materials and be economical. It is also important not to endanger the
students.”

P.S.T-18: “Children need to have fun while playing games. We must select games that
are appropriate to students’ developmental levels and suitable for the course. Games should
reflect something from their daily lives and connect with their experiences. Since it is quite
difficult to keep children engaged for long periods, I prefer games that are not too long and
capture their attention.”

P.S.T-22: “T use games suitable for the topics being taught. Especially in the first
grade, children are more willing to play due to their age. We prefer simple, understandable
games that attract children’s attention. I select games that fit classroom conditions or can be
played in the schoolyard. I make sure the games are enjoyable and achievable for the
children.”

Characteristics That Games Used in the Life Science Instructional Process
Should Have According to Classroom Teachers

Teachers’ responses regarding the necessary characteristics of games used in the life
science instructional process are presented in Figure 5.

Figure 5.
Characteristics That Games Used in the Life Science Instructional Process Should Have
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Based on interviews with classroom teachers, the following results were obtained
regarding the characteristics of games: being both entertaining and educational (13), capturing
students’ attention (11), ensuring permanent learning (10), aligning with course learning
outcomes (10), being appropriate for the student level (8), suitable for class size (77), feasible to
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implement (6), free of any hazards (4), and promoting problem-solving skills (2). Examples of
teachers’ responses to the related interview question are as follows:

P.S.T-23: “Children should have fun and learn something during the course. It must
serve the learning outcomes. The game should include age-appropriate information and
actions. When children frequently play the right games, they learn through repetition.”

P.S.T-17: “First, games should be relevant to the topic. They must be playable in
crowded classrooms. Some students should not just watch while others play. Dangerous
movements and equipment should not be used. Children should neither learn nor have fun;
there must be a balance. Since we work with young age groups, children need to be able to
play the games and solve the problems presented in them to succeed.”

P.S.T-7: “I select games that contribute to achieving and teaching learning outcomes.
Risk factors should be minimized. I choose games suitable for classroom conditions. I use age-
appropriate games, capture students’ attention, and match their sense of fun.”

Benefits of Using Games in the Life Science Instructional Process
According to Classroom Teachers

According to the interview data, the benefits of using games in the life science
instructional process are presented in Figure 6.

Figure 6.
Benefits of Using Games in the Life Science Instructional Process
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According to the data obtained from interviews with teachers, the following benefits of
using games were identified: facilitates understanding of the subject (14), supports permanent
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learning (14), enables learning while having fun (12), contributes to developing a positive
attitude towards school (11), stimulates curiosity (10), meets the need for play (9), supports
active participation in the course (9), fosters creativity (8), promotes a positive attitude
towards the course (77), develops problem-solving skills (6), instills awareness of following rules
(4), partially prevents screen addiction (4), motivates learning (2), and improves self-
expression skills (2). Examples of teachers’ responses to the interview questions are presented
below:

P.S.T-5: “Children learn while having fun through games. The games played are
repeated frequently, which helps reinforce the information. Games also contribute to
developing problem-solving, creativity, and leadership skills. Children come to school
happily and willingly.”

P.S.T-12: “It helps students understand the topic better. It stimulates curiosity and
supports the generation of new ideas. It encourages positive attitudes towards school and the
course. It also helps prevent the addiction to tablets and phones that children are frequently
exposed to at home.”

P.S.T-23: “They learn by having fun. They are curious about what they will do and
learn in the course. They easily grasp the topics they will learn. They stay active during the
course without getting bored while playing games. They put effort into solving problems to

»

win.

Benefits of Using Games for Teachers in the Life Science
Instructional Process According to Classroom Teachers

Based on the data obtained, the benefits of using games for teachers during the life
science instructional process are presented in Figure 7.

Figure 7.
Benefits of Using Games for Teachers in the Life Science Instructional Process
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Based on interviews with classroom teachers, the following results were obtained
regarding the benefits of games for teachers: facilitates the teaching process (8), enables
teaching through fun (8), captures students’ attention (77), shortens the teacher’s instructional
time (6), creates an interactive learning environment (4), games are enjoyable activities for
teachers as well (3), increases students’ motivation for the course (3), and allows reaching every
student (2). Examples of teachers’ responses regarding the benefits of games for teachers
during the interviews are as follows:

P.S.T-9: “When teachers conduct courses using games, they also participate in the
game themselves, making it easy and quick to teach while having fun. It becomes easier to
capture children’s interest in courses conducted through games.”

P.S.T-21: “With games, we can activate the entire class. Since students are motivated
for the course, the teacher teaches easily and in a short time. They both have fun and learn.”

P.S.T-15: “Students love the school and the course, making the teacher’s job easier.
Learning becomes easier, and they learn quickly while having fun. The teacher and the whole
class communicate while playing games, which enhances the learning environment.”

Limitations of Using Games in the Life Science Instructional Process
According to Classroom Teachers

The analysis of findings obtained from interviews with teachers regarding the
limitations of using games in the life science instructional process is presented in Figure 8.
Figure 8.

Limitations of Using Games in the Life Science Instructional Process
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According to interviews with teachers, the following limitations of using games were
identified: large class sizes (12), time-consuming nature of playing games (9), inadequate
physical conditions (5), games not being suitable for every learning outcome (4), lack of
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materials (4), safety concerns (3), difficulties in classroom management (2), and the potential
for digital games to contain inappropriate content (1). Examples of teachers’ responses to
questions regarding the limitations of game use are provided below:

P.S.T-8: “Class sizes in public schools are quite large, and our equipment and
conditions are limited.”

P.S.T-10: “Sometimes, controlling the class during games in crowded classrooms
becomes difficult. Situations that may threaten students’ safety can occur.”

P.S.T-1: “It is difficult to find or design games for every subject. Class sizes and
classroom conditions do not always allow for games.”

P.S.T-5: “Having a large class and the time required to design games, explain them to
children, and play them as a whole class are significant limitations.”

Suggestions Regarding the Use of Games in the Life Science
Instructional Process According to Classroom Teachers

Suggestions related to the use of games in the life science instructional process are
presented in Figure 9.
Figure 9.
Suggestions for Using Games in the Life Science Instructional Process

games should be included (11}

attention should be paid to the
participation of all students (10)

Sample games should be
included in textbooks (4)

games that attract the students’

Suggestions for Using Games in Life
Siiences:Course ﬁ‘ attention should be preferred
(10)

teachers should be provided
with material support for
games (6)

games should be created within the
framework of achievements (8)

games appropriate to the
development levels of students
should be preferred (7)

According to responses from classroom teachers, the following conclusions were
reached: games should be included (11), care should be taken to ensure the participation of all
students (10), games that capture students’ interest should be preferred (10), games should be
designed within the framework of learning outcomes (8), games appropriate to students’
developmental levels should be selected (77), teachers should be provided with material support
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for games (6), and example games should be included in textbooks (4). Examples of teachers’
suggestions regarding the use of games in the life science course are as follows:

P.S.T-8: “Teachers should be provided with materials to use while playing games.
Including example games in textbooks can facilitate teachers’ work.”

P.S.T-22: “Teachers should use games suitable for the children’s ages that actively
involve the whole class. Games used should not be purposeless or disconnected from the
context.”

P.S.T-18: “When planning games, those that attract children’s attention and allow all
of them to participate should be chosen. Teachers should use games in their courses without
fear of possible difficulties.”

P.S.T-7: “Teachers should use games to engage children in the learning process
actively. Necessary conditions, materials, and textbook support should be provided.”

Reasons Why Classroom Teachers Do Not Use Games in the Life
Science Instructional Process

The reasons classroom teachers do not use games in the life science instructional
process are presented in Figure 10.
Figure 10.
Reasons Teachers Do Not Use Games in the Life Science Instructional Process
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Based on the results obtained from the interviews, the following views were expressed:
the content of the courses is intensive (8), classroom management becomes difficult (6), large
class sizes (5), insufficient course time (4), adequacy of textbooks (4), students’ unwillingness
to follow game rules (3), students getting bored with games (3), students’ loss of attention (2),
and no perceived need for games because the topics are not challenging (1). Examples from the
interview notes of classroom teachers are as follows:
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P.S.T-20: “Games facilitate learning, considering the children’s ages. Howeuver, using
games is not feasible due to the large class sizes and the intensive learning outcomes in the
curriculum that we must cover during the instructional process.”

P.S.T-19: “Children get bored quickly with games. They do not want to follow the rules
and do not enjoy playing when they do not. The life science curriculum has many target
learning outcomes and dense content, so it is impossible to use games.”

P.S.T-6: “The life science textbooks are sufficient for the instructional process. Since
the topics are not challenging, I do not feel the need for additional materials or activities.
There are many classroom game resources, but games can sometimes distract children.”

P.S.T-3: “Using games would be beneficial considering the children’s ages. However,
due to large class sizes and the density of the curriculum, using games becomes difficult.”

Discussion and Conclusion

During interviews with classroom teachers, those who responded “No” to using games
in the life science teaching process stated that they do not use games due to reasons such as
the intensive content of the courses, difficulties in classroom management, large class sizes,
insufficient course time, adequacy of textbooks, students’ problems in following game rules,
students becoming bored while playing games, students’ distraction during games, and the fact
that life science topics are not challenging. Similarly, Korucu and Kurtlu (2016) found in their
study on using games and toys in Turkish language instruction that some teachers do not use
games or toys. The reasons reported by teachers in that study were comparable, including
crowded classrooms and insufficient materials.

In interviews with teachers who responded “Yes” to using games in the life science
teaching process, it was found that they employ various types of games such as discussion
games, word games, wheel of fortune, sentence completion, matching, games recognizing
individual differences, and drama. These teachers preferred games suitable for their class sizes,
able to capture students’ attention, and designed to facilitate purposeful learning through play.
In their study, Aytas and Uysal (2014) concluded that teachers enrich courses with drama,
positively influencing students’ academic achievement. Similarly, Korucu and Kurtlu (2016)
reported that Turkish language teachers preferred content-appropriate games, drama, and
game cards during instruction. These findings support the results of the present study.

Teachers indicated that they use games to support permanent learning, to combine
learning with fun, to attract students’ attention, to encourage active participation in courses,
to relate courses to daily life, and to motivate students. Additionally, teachers use games to
accommodate individual differences among students by assigning roles to more active children
during play. Erbil and Dogan (2019) found in their study with classroom teachers that games
promote active student participation and link courses with real-life contexts.

Teachers use games during the course’s introduction, development, and evaluation
phases. In the introduction phase, games capture attention, help students recall prior
knowledge, and inform them of learning objectives. During the development phase, games
facilitate knowledge retention, simplify difficult content, and make courses more enjoyable
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when students become bored. Aykag¢ (2011) found that teachers use educational games at
suitable stages according to course content and learning outcomes in life science classes. Utkiir
(2016), after observing and interviewing classroom teachers, concluded that teachers use
games particularly in the course introduction phase.

When selecting games for instruction, teachers prioritize alignment with learning
outcomes. They also consider appropriateness to student level, entertainment value, suitability
to physical conditions, class size, short duration, affordability, ability to attract attention, and
simplicity.

Teachers expressed that using games in the teaching process would be beneficial. They
noted that games facilitate students’ comprehension of the topic, support long-term learning,
make learning enjoyable, foster positive attitudes toward school and courses, contribute to skill
development, fulfill students’ need for play, stimulate curiosity, and encourage students to take
active roles. Hanbaba and Bektas (2011), Christakis et al. (2004), and Amory and Seagram
(2003) reported in their studies across different subjects that games make courses more
enjoyable and positively affect students’ academic achievement. Hanbaba and Bektas (2011)
specifically found that games in life science courses positively influence academic success and
students’ attitudes toward the subject. Other studies have also shown that using games in
courses increases student engagement, provides effective immediate feedback, enhances
interest, and improves academic achievement through enjoyable learning (Gazioglu, 2023;
Kaynar, 2020; Yiiksel, 2019; Zengin, 2019). Erbil and Dogan (2019) also found that teachers
believe using games in life science classes supports the development of skills such as empathy,
creative thinking, effective communication, and critical thinking. These findings corroborate
the results obtained from the interviews with the teachers participating in the present study.

The use of games in life science instruction benefits not only students but also teachers.
Teachers reported that games ease the teaching process, enable enjoyable teaching, help
capture students’ attention, shorten instructional time, foster interactive learning
environments, allow both students and teachers to enjoy themselves, and increase student
motivation. Cankaya and Karamete (2008) found that using games in mathematics courses
increases students’ motivation, facilitates instruction, and positively affects students’ attitudes
toward the subject.

Teachers participating in the study also noted several limitations of using games in life
science teaching, including crowded classrooms, time-consuming nature of games, insufficient
physical conditions, lack of suitability of games for all learning outcomes, inadequate
materials, potential safety issues in the classroom, possible classroom management
difficulties, and harmful content in digital games. Yesilyurt (2007) and Korucu and Kurtlu
(2016) similarly concluded that physical conditions and class size limit teachers’ use of games
and toys as instructional materials.

Regarding the use of games in instruction, teachers recommended that games must be
included, that care should be taken to ensure all students participate, that chosen toys should
attract children’s attention, that games should be designed by learning outcomes, that games
should be appropriate to students’ physical, sensory, and emotional development levels, that
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material support should be provided to teachers, and that example games should be included
in textbooks. Hanbaba and Bektas (2011) emphasized the necessity of including games in life
science classes due to the developmental stage of the children. They suggested that games
should be part of the curriculum. They also recommended including games and instructional
guidance for teachers in life science textbooks.

Recommendations
Based on the findings of the study, the following recommendations are proposed:

Games that align with the learning outcomes and the students’ grade levels can be
added to the Life Science Curriculum and textbooks as teacher guidance tools.

Studies can be conducted on the planning, implementing, and evaluating the
effectiveness of using games in teaching the learning areas included in the Life Science
Curriculum.

Guidance books for teachers on planning games during the life science teaching process
can be published.
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Hayat Bilgisi Derslerinde Oyunlarin
Kullanimina Iliskin Ogretmen Goriisleri:
Nitel Bir Arastirma

http://www.ijlssse.com

Ozet

Bu arastirma, ilkokul 6gretmenlerinin hayat bilgisi derslerinde oyun kullanimina iligkin goriislerini,
oyunlar1 kullanma amaclarinm, karsilagtiklar: sinirliliklar: ve onerilerini incelemeyi amaclamaktadir.
Aragtirma, nitel arastirma desenlerinden fenomenoloji ve durum calismasi yontemleri kullamilarak
tasarlanmigtir. Calisma grubunu, Kayseri il merkezinde gorev yapan 34 ilkokul o6gretmeni
olusturmaktadir. Veriler yar1 yapilandirilmis goriisme formlari ile toplanmis ve MAXQDA 24 programi
ile icerik analizi yontemi kullanilarak analiz edilmistir. Tanigma oyunlari, kelime oyunlari, drama,
carkifelek ve eslestirme oyunlar gibi ¢esitli oyunlar1 kullandiklari oyunlara 6rnek olarak sunmusglardir.
Oyunlar;; kalhicr 6grenmeyi desteklemek, dersi eglenceli hale getirmek, 6grenci motivasyonunu
artirmak ve giinliik yasamla baglanti kurmak amaclari ile kullandiklarinmi ifade etmislerdir. Oyunlarin
Ogretim siirecinde hem Ogretmen igin hem de 6grenciler i¢in 6grenmeyi eglenceli hale getirdigi ve
siireci kolaylastirdigi sonuclarma ulasilmistir. Ogretmenler oyun kullanmama nedenlerini; ders
iceriginin yogunlugu, kalabalik simiflar, simif yonetimi giicliikleri, ders saatlerinin yetersizligi ve
ogrencilerin oyun kurallarina uymakta zorlanmalar1 temel nedenler oldugu sonucuna da ulagilmigtir.
Calismada; hayat bilgisi dersi 6gretim programi ve ders kitaplarina, 6grenme ciktilarina ve simif
diizeylerine uygun olacak sekilde 6gretmenlere rehberlik edecek nitelikte oyunlar eklenebilecegi 6nerisi
getirilmistir.

Anahtar Kelimeler: Ilkokul, hayat bilgisi, oyun, nitel arastirma.

Giris

Ilkokul; cocuklarin hayat1 ilk kez sistematik bicimde ogrendikleri bir egitim
kademesidir. Cocuklara bu donemde hayatta karsilagtiklar1 durumlar1 anlamalari, kargilarina
cikabilecek olasi problemleri ¢ozmeleri, giinliik yasama dair birtakim bilgi ve becerileri
kazanmalar1 hayata dair bir¢ok bilgiyi icerisinde barindiran ve belirli bir 6gretim program
cercevesinde sunulan hayat bilgisi dersi ile saglanmaktadir. Hayat bilgisi dersi; cocugun
kendini tanimasimi hedefleyen, fen bilimleri, sosyal bilimler, sanat ve degerlerin icerigini
olusturdugu, oncelikli olarak iyi bir yurttas ve sonrasinda ise bir diinya vatandas yetistirmeyi
amaglayan, toplu 6gretim yaklasimi ile cocuklara hayatin bilgisini kazandiran bir derstir (Tay,
2017). Bu ders; ilkokul cagindaki cocuklara erken yaslardan itibaren temel yasam becerilerini
kazandirmasi bakimindan kritik bir 6neme sahiptir (Celik, 2020). Cocuklarin iglem oOncesi
donem (2-7 yas) ve somut islemler donemine (7-11 yas) tekabiil ettigi diisiiniilen ilkokul
kademesi, “zihinsel gelisimde bir dénemec” olarak nitelendirilmektedir. Ilkokul dénemi
cocuklar icin sosyal cevrelerine uyum sagladiklar, bilissel olarak gorev ve sorumluluklarini
anlamlandirdiklar1 bir donemdir (Piaget, 1999). Bu donemde cocuklar, somut kavramlari
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kolaylikla kavrayabilmekte ve karsilastiklar1 somut problemleri ¢6zebilmektedirler. Fakat bu
donemde cocuklar, karsilasacaklar1 olas1 soyut kavramlar1 anlamlandirmakta bazi giicliikler
yasamaktadirlar (Senemoglu, 2018). Yasanmasi olas1 bu giicliiklerin oniine gec¢ilmesi amaciyla
ogretim silirecinde soyut yasantilarin somutlastirilarak oOgretimi icin kullamilan oyunlar
oldukga onemlidir (Pehlivan, 1997). Oyun, zevk veren, motive eden, siirecte gerceklesen dogal
ve gercek dis1 aktiviteler biitiiniidiir (Eberle, 2014; Gordon, 2009). Hadfield’e (1990) gore;
kurallar dogrultusunda belirli bir hedefi olan icerisinde eglence barindiran aktivitelerdir.
Oyunlar; ¢ocuklarin erken yaglarda yasami anlamlandirma ve iletisim kurma gibi ihtiyaclarimi
karsilamaya yonelik bir aktivite iken, ilerleyen donemlerde bireylerin birtakim iist diizey
becerilerini gelistirmeye 6nemli katki saglayan bir arag haline gelmektedir (Ketterlinus, 2017;
Winnicott, 2013). Siirecte ¢ocuklarin oynadiklar1 oyunlar; ¢ocuklarin problem c¢6zme ve
yaraticilik gibi biligsel beceriler kazanmasinda ve bu becerileri gelistirmelerinde oldukca
etkilidir (Lillard vd., 2013). Oyun; yaparak yasayarak ogrenmeyi destekleyen Ogrenme
ortamlarinda en onemli tekniklerden biridir (K6ken, 2003). Oyunlar sayesinde 6grenme
siirecinin planlayicisi olan 6gretmenler, cocuklarin gelisimsel 6zelliklerine uygun bir 6gretim
siireci planlayabilmekte ve cocuklarin akademik basarisini arttirabilmektedir (Gilindogan,
2020).

flgili literatiir incelendiginde; hayat bilgisi derslerinde kullanilan dijital oyunlarin
ogrencilerin akademik basarisina etkisi (Gazioglu, 2023), 6gretim siirecinde 6grenme ¢iktilar:
dogrultusunda olusturulan oyunlarin oOgrencilerin akademik basarilar1 {izerine etkisi
(Hanbaba, 2011) ogretim siirecinde kullanilan oyunlarin 6grencilerin beceri gelisimleri
tizerindeki etkisi (Cesur, 2020; Demir, 2024), hayat bilgisi derslerinde kavram ogretiminde
oyunlarin kullammmi (Esener, 2021) gibi 6gretim siirecinde oyunlarin kullanimi ile alakal
calismalar yer almaktadir. Ancak Ogretim programlarinin uygulayicisi olan 6gretmenlerin
oyunlarin kullanimi, eger 6gretim siirecinde oyun kullaniliyorsa dersin hangi asamasinda, ne
sekilde ve oyun kullaniminda hangi onemli noktalar dikkate alarak kullandiklarina dair
ogretmenlerin goriislerine basvurulan calismalara rastlanmamustir. Bu calisma ile hayat bilgisi
dersinin 6gretim siirecinde oyun kullamimina yonelik Ogretmen goriislerinin alinmasi
amaclanmistir. Bu amac dogrultusunda asagidaki sorulara yanit aranmistir.

1. Smif 6gretmenlerinin hayat bilgisi dersi 6gretim siirecinde oyun kullanim durumlar:
nedir?

Birinci soruya “Hayir” yanit1 veren katihmeilar i¢in;

1.1. Hayat bilgisi 6gretim siirecinde oyun kullanmama sebepleri nelerdir?
Birinci soruya “Evet” yanit1 veren katilimcilar igin;

1.1. Hayat bilgisi dersi 6gretim siirecinde faydalanilan oyun o6rnekleri nelerdir?

1.2. Hayat bilgisi dersi Ogretim siirecinde kullanilan oyunlar hangi amaclarla
kullamilmaktadir?

1.3. Hayat bilgisi dersi o0gretim siirecinde kullanilan oyunlar hangi asama ya da
asamalarda kullanilmaktadir?
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1.4. Hayat bilgisi dersi 0gretim siirecinde kullanilan oyunlar belirlerken nelere dikkat
edilmektedir?

1.5. Hayat bilgisi dersi O0gretim siirecinde kullanilan oyunlarin ne gibi o6zellikler
tasimasina dikkat edilmektedir?

1.6. Hayat bilgisi dersi oOgretim siirecinde oyunlarin kullammminin ogrencilere
saglayacag faydalar nelerdir?

1.7. Hayat bilgisi dersi ogretim siirecinde oyunlarin kullaniminin o6gretmenlere
saglayacag faydalar nelerdir?

1.8. Hayat bilgisi dersi 6gretim siirecinde oyunlarin kullaniminin sinirliliklar: nelerdir?

1.9. Hayat bilgisi dersi o6gretim siirecinde oyunlarin kullanimina iligkin onerileriniz
nelerdir?

Yontem

Ogretmenlerin hayat bilgisi dersinin égretim siirecinde oyunlar1 kullanip kullanmama
durumlari, kullanmiyorlarsa nedenleri ve eger kullanmyorlarsa oyun kullanimina iligkin
gorislerinin tespit edilmesinin amaclandig bu calisma nitel arastirma yontemleri kullanilarak
yiritilmiigtiir. Calismada; ogretmenlerin hayat bilgisi dersi o0gretim silirecinde oyun
kullanimlarina verdikleri “Evet” yamiti icin fenomenoloji kullanilmistir. Calismada;
ogretmenlerin hayat bilgisi dersi 6gretim siirecinde oyun kullanimina verdikleri “Hayir” yaniti
icin ise durum calismasi kullanilmistir.

Calisma Grubu

Aragtirmanin ¢aligma grubunu Kayseri ili merkez ilgelerinde gorev yapmakta olan 34
sinif Ogretmeni olusturmaktadir. Arastirmanin calisma grubu amagh oOrnekleme
yontemlerinden 0lciit 6rnekleme ile belirlenmistir. “Hayat bilgisi dersinde oyun kullanan ve
kullanmayan” o6lciitii ile belirlenen 18’i hayat bilgisi dersinde oyun kullanan ve 16’s1 hayat
bilgisi dersinde oyun kullanmayan smif oOgretmenleri arastirmamin o6rneklemlerini
olusturmustur.

Veri Toplama Araclari

Arastirmanin veri toplama siirecinde arastirmaci tarafindan olusturulan goriisme
formu kullanilmigtir. Goriisme formu ¢alismaya katihim saglayan sinif 6gretmenlerine yiiz ylize
uygulanarak veriler toplanmistur.

Siif 6gretmenlerinin hayat bilgisi dersi 6gretim siirecinde oyun kullanimina iliskin
goriiglerini almaya yonelik olusturulan gortisme formunda asagidaki sorular yer almaktadir.
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Tablo 1.
Arastirma Stirecinde Kullanmilan Gortisme Formunda Yer Alan Sorular

1. Hayat bilgisi dersi 6gretim siirecinde oyunlari kullaniyor musunuz?

Goriisme formunda bulunan 1.soruya “Haywr” yaniti veren katiimcilar igin;
1.1. Hayat bilgisi dersi 6gretim siirecinde oyunlar1 kullanmama sebepleriniz nelerdir?

Goriisme formunda bulunan 1.soruya “Evet” yamiti veren katihmcilar icin;
1.1. Hayat bilgisi dersi 6gretim siirecinde faydalandiginiz oyunlara 6rnek verebilir misiniz?
1.2. Hayat bilgisi dersi 6gretim siirecinde kullandiginiz oyunlar1 hangi amaclarla kullaniyorsunuz?
1.3. Hayat bilgisi dersi 6gretim siirecinde kullandiginiz oyunlar1 hani asama ya da asamalarda
kullaniyorsunuz?
1.4. Hayat bilgisi dersi 6gretim siirecinde kullanilan oyunlari belirlerken nelere dikkat edilmelidir?
1.5. Hayat bilgisi dersi 6gretim siirecinde kullandiginiz oyunlarin ne gibi 6zellikler tasimasina dikkat
ediyorsunuz?
1.6. Hayat bilgisi dersi 6gretim siirecinde oyunlarin kullaniminin 6grencilere saglayacag: faydalar
nelerdir?
1.7. Hayat bilgisi dersi 6gretim siirecinde oyunlarin kullaniminin 6gretmenlere saglayacag: faydalar
nelerdir?
1.8. Hayat bilgisi dersi 6gretim siirecinde oyunlarin kullaniminin sinirhiliklar nelerdir?
1.9. Hayat bilgisi dersi 6gretim siirecinde oyunlarin kullanimina iligkin 6nerileriniz nelerdir?

Verilerin Analizi

Bu calismada, hayat bilgisi dersi 0gretim siirecinde oyunlarin kullanimina yonelik
ogretmen goriigleri veri toplama yontemlerinden goriisme yontemi kullanilarak alinmistir.
Katihmcilardan alinan yanitlar MAXQDA 24 programi kullanilarak igerik analizi ile analiz
edilmistir.

Arastirmanin Etik izinleri:

Bu calismada “Yiiksekogretim Kurumlar: Bilimsel Arastirma ve Yayin Etigi Yonergesi”
kapsaminda uyulmasi gerektigi belirtilen tiim kurallara uyulmustur. Yonergenin ikinci boliimii
olan “Bilimsel Arastirma ve Yayin Etigine Aykir1 Eylemler” baghg: altinda belirtilen eylemlerin
higbiri gerceklestirilmemistir.

Etik Kurul izin Bilgileri:

Etik degerlendirmeyi yapan kurulun adi= Erciyes Universitesi Sosyal ve Beseri Bilimler
Etik Kurulu

Etik kurul etik inceleme karar tarihi= 30.07.2024
Etik degerlendirme belgesi konu numarasi= 327

Bulgular

Smif Ogretmenlerinin Hayat Bilgisi Dersi Ogretim Siirecinde
Oyunlar: Kullanim Durumlari

Tablo 2.
Sinif Ogretmenlerinin Hayat Bilgisi Dersi Ogretim Siirecinde Oyun Kullamm Durumlar

Oyunlarin kullamim durumu f %
Oyunlari kullanan sinif 6gretmenleri 18 53
Oyunlari kullanmayan sinif 6gretmenleri 16 47
Toplam 34 100

Sif 6gretmenlerinin derslerde oyunlar1 kullanim durumlar yukaridaki tabloda yer
almaktadir. Hayat bilgisi dersi 0gretim siirecinde 6gretmenlerden 18’1 (%53) oyunlar:
kullaniyorken, 16’sinin (%47) oyunlar1 kullanmadiklar: sonucuna ulagilmistir.
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Simif f)gretmenlepinin Hayat Bilgisi Dersi Ogretim Siirecinde
Kullandiklar: Oyunlara Iliskin Ornekler

Sekil 1.
Hayat Bilgisi Dersi Ogretim Siirecinde Kullamlan Oyunlara liskin Ornekler

Tamigma
Mevsim oyunlan (15) Kelime

panolar (2) oyunlarn (13)
Trafik ' Garkifelek (13)
igaretleri (5)

Ciimle tamamlama

Gruplama
oyunlan (13)

oyunlan (4)

Eslegtirme (13)

Canlandirma (5)
Bireysel farkhliklar
' . )
ligkileri kegfetme fark etme oyunu (12)
oyunlarn (5)

Hayat Bilgisi Dersinde Kullanilan Oyunlarl

. GOk cisimlerine
ait maketler (12
Hafiza a2
oyunlarn (7)
Isim schir
oyunu (12)
Kutu
oyunlari (8)

Harita {izerinde
gehir bulma (12)

Anlat
bakalim (8)
Nesneleri
bulma (12)

Bilen oturur (8)
Dogruyu bul Bilmeceler (10)
oyunu (9) interaktif
Drama (9) oyunlar (9)

Goriismeden ulasilan verilerin analizi ile; tanisma oyunlari (15), kelime oyunlar: (13),
carkifelek (13), climle tamamlama oyunlari (13), eslestirme (13), bireysel farkliliklar fark etme
oyunu (12), gok cisimlerine ait maketler (12), isim sehir oyunu (12), harita iizerinde sehir
bulma (12), nesneleri bulma (12), interaktif oyunlar (9), drama (9), dogruyu bulma oyunu (9),
bilen oturur (8), anlat bakalim (8), kutu oyunlar (8), hafiza oyunlar (7), iliskileri kesfetme
oyunlar (5), canlandirma (5), gruplama oyunlari (4), trafik isaretleri (5) ve mevsim panolari
(2) sonuglarina ulagilmistir.

Smif Ogretmenlerinin Hayat Bilgisi Dersi Ogretim Siirecinde
Kullandiklar: Oyunlari Kullanim Amaclari
Sekil 2.

Hayat Bilgisi Dersi Ogretim Siirecinde Ogretmenlerin Oyunlar Kullanim Amaclar

Oprenmelerin kaheihgim
sailamalk (14}

Konulan bir blitiin olarak
ogrenmelering saglamak (1)
Dersi eglenceli hale
getirmek (14)

Ogrencilero liderlik
becerisi kazandirmak (3)

~ Ogrencilerin dikkatini
Hayat Bilgisi Dersinde Oyunlarm Kullanim Amact cekmek (13)

Davranss sorunlarnin
dntine gegmek (3)

Aktif kattlimng
saglamk (12)

l"‘)grunchri glidiilemek (7)

Deersi gunhik vagam ile
iligkilendirmek (10}
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Ogretmenlerden alinan yanitlar dogrultusunda; 6grenmelerin kalicihgim saglamak
(14), dersleri eglenceli hale getirmek (14), 6grencilerin dikkatini ¢cekmek (13), aktif katihm
saglamak (12), dersi giinliik yagsam ile iliskilendirmek (10), 6grencileri giidiilemek (77), davranig
sorunlarmin oniine gecmek (3), 0grencilere liderlik becerisi kazandirmak (3) ve konular1 bir
biitiin olarak 6grenmelerini saglamak (1) sonuclarina ulasilmigtir.

Simif Ogretmenlerine Gore Hayat Bilgisi Dersi Ogretim Siirecinde
Oyunlarin Kullanim Asamalari
Sekil 3.
Hayat Bilgisi Dersi Ogretim Siirecinde Oyunlarin Kullamm Asamalar

Dersin dikkat gekme asamasi (8)

Hedeften haberdar etme agamasinda (5) /

Derse giris asamasinda (15) Dersin degerlendirme asamasinda (16)

On bilgileri harekete gegirme asamasinda (3) \

IOyunlarm Kullanildig Ders Asamalar| ==

Oyun kullamimina uygun igerikler
oldugunda (5)

Bilgileri kalici hale getirme siirecinde (10)

Dersin gelistirme asamasinda (13)

e

ﬁgr(‘ncilt‘rin dgrenmekte zorlandiklan igeriklerin
Hgretimi agamasinda (2)

Oﬁ;rencﬂef dersten sikildiklarinda (4)

Ulagilan veriler dogrultusunda 6gretmenler oyunlari; on bilgileri harekete gecirme (3),
hedeften haberdar etme (5) ve dersin dikkat cekme (8) olarak dersin giris asamasinda (15);
bilgileri kalici hale getirme (10), Ogrenciler dersten sikildiklarinda (4) ve Ogrencilerin
ogrenmekte zorlandiklar iceriklerin ogretiminde olarak dersin gelistirme asamasinda (13);
dersin degerlendirme asamasinda (16) ve dersin herhangi bir asamasinda uygun icerik
oldugunda (5) kullanmaktadirlar.

Smif Ogretmenlerine Gore Hayat Bilgisi Dersi Ogretim Siirecinde
Oyunlarin Belirlenmesinde Dikkat Edilmesi Gereken Hususlar
Sekil 4.

Hayat Bilgisi Dersi Ogretim Siirecinde Oyunlarin Belirlenmesinde Dikkat Edilmesi Gereken Hususlar

Ders kazanimna

uygun olmas: (14)
Her dgrenciye Ofrenci diizeyine
hitap etmesi (3) uygun olmas: (13)
Opgrendikleri bilgileri ganliik yasamla Eglenceli olmas (11)
iliskilendirmeye imkan vermesi (3) /
v s = = . Fiziksel ortama
Grivenlik zafyett Oyunlarin Belirlenmesinde Dikkate Almacak Hususlar| sefie. " il
olugturmamas (4) \ uygun olmasi (10)

Sinif meveuduna
uygun olmasi (10}
Ogrencilerin dikkatini

gekmesi (5)

Oyun siiresinin uzun

Basit ve anlasilir olmamasi (7)

olmas: (7) Ekonomik olmas (7)
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Ogretmenlerin goriisme sorusuna verdikleri yamitlar dogrultusunda; 6grenme ciktisi
uygun olmasina (14), 6grenci diizeyine uygun olmasina (13), eglenceli olmasina (11),fiziksel
ortama uygun olmasina (10), simif mevcuduna uygun olmasima (10), oyun siiresinin uzun
olmamasina (7), ekonomik olmasi (7), basit ve anlasilir olmas1 (7), ogrencilerin dikkatini
cekmesi (5), giivenlik zafiyeti olusturmamasi (4), 6grendikleri bilgileri giinliik yasamla
iliskilendirmeye imkan vermesi (3), her 6grenciye hitap etmesi (3) sonuglarina ulagilmistir.

Smif Ogretmenlerine Gére Hayat Bilgisi Dersi Ogretim Siirecinde
Kullanilan Oyunlarin Tasimasi Gereken Ozellikler
Sekil 5.

Hayat Bilgisi Dersi Ogretim Siirecinde Kullamlan Oyunlarin Tasimas: Gereken Ozellikler

Eglenirken aymi zamanda
opretici olmasina (13)

I'roblem glizme becerising "
geligtirici olmasina {2) Ogrencilerin dikkatlerini
gekmesine (11)

Herhangi bir tehlike
barndirmamasina (4)
Kalici Ggrenmeler

. saglamasina (10)

lOyun]arm Tasimas: Gereken Ozelikler|

Uygulanabilic
olmasma (6)

Ders kazanmina
uygun olmasina (10)

Simuf meveuduna

uygum olmasma (7) Oprenci ditzeyine

uygun olmasmna ()

Simif ogretmenleri ile yapilan goriismeler ile; eglenirken ayni zamanda ogretici
olmasina (13), 6grencilerin dikkatlerini cekmesine (11), kalic1 6grenmeler saglamasina (10),
ders 0grenme ciktisina uygun olmasina (10), 6grenci diizeyine uygun olmasina (8), simif
mevcuduna uygun olmasmna (7), uygulanabilir olmasina (6), herhangi bir tehlike
barindirmamasina (4), problem c¢06zme becerisini gelistirici olmasina (2) sonuclarina
ulasilmigtir.
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Smif Ogretmenlerine Gore Hayat Bilgisi Dersi Ogretim Siirecinde
Oyun Kullaniminin Saglayacag: Faydalar

Sekil 6.
Hayat Bilgisi Dersi Ogretim Siirecinde Oyun Kullammimin Saglayacag Faydalar

Kahc1 dgrenmeleri
Konunun kavranmasim destekler (14)

kolaylagtrr (14)
Eglenirken dgrenmeyi
saglar (12)
Kendilerini ifade etme
becerilerini geligtirir (2)
Okula yonelik olumlu tutum
gelistirmeye katk saglar (11)
Ofirenmeye giidiiler (2)
= = Merak duygularin
Ekran bagmblginn kismen Oyun Kullaniminin Saglayacag Faydalar]—__» harekete gegirir (10)

Gniine geger (4)

Oyun ihtiyacmi kargilar (9)

Kurallara uyma bilinci
kazandinr (4)

Derse aktif katlimi

destekler (9)
Problem ¢6zme becerisini

geligtirir (6)
Derse yonelik olumlu tutum Yaraticilip destekler (8)
geligtirir (7)

Ogretmenlerle yapilan goriismelerden elde edilen verilere gore; konunun kavranmasini
kolaylastirir (14), kalic1 6grenmeleri destekler (14), eglenirken 6grenmeyi saglar (12), okula
yonelik olumlu tutum gelistirmeye katki saglar (11), merak duygularim harekete gecirir (10),
oyun ihtiyacini karsilar (9), derse aktif katilimi destekler (9), yaraticihig1 destekler (8), derse
yonelik olumlu tutum gelistirir (7), problem ¢6zme becerisini gelistirir (6), kurallara uyma
bilinci kazandirir (4), ekran bagimliliginin kismen oniine geger (4), 6grenmeye giidiiler (2),
kendilerini ifade etme becerilerini gelistirir (2) sonuclarina ulagilmistir.

Simif ('jgretmeg_llerine Goére Hayat Bilgisi Dersi Ogretim Siirecinde
Oyun Kullaniminin Ogretmenlere Saglayacag: Faydalar
Sekil 7.

Hayat Bilgisi Dersi Ogretim Siirecinde Oyun Kullamimimin Ogretmenlere Saglayacag Faydalar

Ogretim siirecini
kolaylagtirir (8) Egilenerck dgretmeyi
saglar (8)

Fer érenciye ulagabilmeyi

saglar (2)

Ogrcncﬂurin dikkatlerini
cekmelerini saglar (7)

Oyun Kullaniminmn 6gretmenlere Saglayacag: Faydalar

Ogrencilerin derse
motivasyonunu artinr (3)

Oﬁ;cmu stiresini azalhir (6)

Oyunlar dgretmenler igin
de keyifli aktivitelerdir (3)

Etkilegimli bir 6frenme
ortaminin olugmasini saglar (4]

152



Teachers’ views on the use... Turan, B. N.

Simif ogretmenleri ile yapilan goriismeler ile; ogretim siirecini kolaylastirir (8),
eglenerek Ogretmeyi saglar (8), ogrencilerin dikkatlerini ¢ekmelerini saglar (7), 6gretmen
siiresini kisaltir (6), etkilesimli bir 6grenme ortaminin olugsmasim saglar (4), oyunlar
ogretmenler icin de keyifli aktivitelerdir (3), 6grencilerin derse motivasyonunu arttirir (3), her
ogrenciye ulasabilmeyi saglar (2) sonugclar: elde edilmistir.

Simif Ogretmenlerine Gore Hayat Bilgisi Dersi Ogretim Siirecinde
Oyun Kullaniminin Sinirhliklar:

Sekil 8.
Hayat Bilgisi Dersi Ogretim Siirecinde Oyun Kullanmmmimn Stmrhhklarm

Simf meveutlarnm
kalabalik olmast (12)

Oyun oynamanin
Dijital oyunlarn olumsuz zaman alict olmasi (9)
igerikler sunabilmesi (1)

Fiziksel kosullar

Sinif yonetiminde
vaganabilecek olast zorluklar (2)

—

Oyun Kullanimmin Sinirhibiklar: yetersiz olmasi (5)

Giivenlik agig Her kazanim igin uygun
olusturmas: (3) olmamas: (4)

Materyal vetersizligi (4)

Ogretmenler ile yapilan goriismelere gore; stmf mevcutlariin kalabalik olmasi (12),
oyun oynamanin zaman alici1 olmasi (9), fiziksel kosullarin yetersiz olmasi (5), her 6grenme
ciktisi icin i¢in uygun olmamasi (4), materyal eksikligi (4), giivenlik acig1 olusturmasi (3), simif
yonetiminde yasanabilecek zorluklar (2), dijital oyunlarin olumsuz icerikler sunabilmesi (1)
sonuclarina ulasilmigtir.

Simif ('jgretmgnlering Goére Hayat Bilgisi Dersi Ogretim Siirecinde
Oyun Kullanimina Iliskin Onerileri

Sekil 9.
Hayat Bilgisi Dersi Ogretim Siirecinde Oyun Kullamnuna Iliskin Oneriler

Oyunlara muhakkak yer
verilmeli (11)

Ogyrencilerin tamamumn katthmina
ozen gosterilmeli (10)

Ders kitaplarinda Srnek
ayunlara yer verilmeli (4)

Hayat Bilgisi Dersilerinde Oyun —* Oprencilerin ilgilerini geken
oyunlar tercih edilmeli (10)

Kullanimina iliskin Oneriler

Ofretmenlere oyunlar igin
materyal destei saglanmals (6)

Oyunlar kazanm lar gergevesinde
olusturulmali (8)

Ogrencilerin gelisim diizeylerine
uygun oyunlar tercih edilmeli (7)
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Simif 6gretmenlerinden alinan yanitlara gore; oyunlara muhakkak yer verilmeli (11),
ogrencilerin tamaminin katihmina 6zen gosterilmeli (10), 6grencilerin ilgilerini ¢eken oyunlar
tercih edilmeli (10), oyunlar 6grenme ciktis1 cercevesinde olusturulmali (8), 6grencilerin
gelisim diizeylerine uygun oyunlar tercih edilmeli (77), 6gretmenlere oyunlar i¢in materyal
destegi saglanmali (6), ders kitaplarinda 6rnek oyunlara yer verilmeli (4) sonuclarina
ulagilmigtir.

Smif Ogretmenlerinin Hayat Bilgisi Dersi Ogretim Siirecinde
Oyunlar: Kullanmama Nedenleri
Sekil 10.

Hayat Bilgisi Dersi Ogretim Siirecinde Ogretmenlerin Oyunlar: Kullanmama Nedenleri

derslerin iceriginin
yogun clmasi (8)

konular zorlayici olmadigi igin
ihtiyag duyulmamas (1) smif ydnetiminin

zorlagmasi (6)

smif

dgrencilerin dikkatinin

ifilmiass (2 - _+ m}a\'cutlarmm
Oyunlan Kullanmama Nedenlenl fazlahig (5)
dgrencilerin oyunlardan
sikilmasi (3)
ders saatinin
yetersizligi (4)
Ogrencilerin oyun
kurallarina uymak ders kitaplarmun
istememeleri (3) yeterli olmasi (4)

Yapilan goriismelerden ulagilan sonuclar dogrultusunda; derslerin iceriginin yogun olmasi (8),
siif yonetiminin zorlasmasi (6), simif mevcutlarinin fazlalig: (5), ders saatinin yetersizligi (4),
ders kitaplarinin yeterli olmasi (4), 6grencilerin oyun kurallarina uymak istememeleri (3),
ogrencilerin oyunlardan sikilmasi (3), ogrencilerin dikkatinin dagilmas1 (2) ve konular
zorlayicl olmadig igin ihtiya¢ duyulmamasi (1) gibi goriislere ulasilmistir.

Tartisma ve Sonuc

Siif Ggretmenleri ile yapilan goriismede hayat bilgisi dersi 0gretim siirecinde
oyunlarin kullanimina “Hayir” yanit1 veren 6gretmenler ders iceriklerinin yogun olmasi, simif
yonetiminde yasanan sorunlar, sinif mevcutlarinin fazlahg, ders saatlerinin yetersizligi, ders
kitaplarinin yeterli olmasi, 6grencilerin oyun kurallarina uymada yasadiklar1 sorunlar,
ogrencilerin oyun oynarken sikilmalari, Ogrencilerin oyun oynarken yasadiklar1 dikkat
daginikliklari, hayat bilgisi dersinin zorlayici olmamasi gibi sebeplerle dersin 6gretim
siirecinde oyunlar1 kullanmadiklarim1 ifade etmislerdir. Korucu ve Kurtlu (2016) da
ogretmenler ile yaptiklar1 Tiirkce dersinin Ogretim siirecinde oyun ve oyuncaklarin
kullamimlarim ele aldiklar1 ¢alismalarinda oyun ve oyuncak kullanmayan oOgretmenlerin
oldugu sonucuna ulagsmislardir. Ogretmenler; oyun ve oyuncak kullanmama sebebi olarak
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calismada ulasilan sonuclara benzer sekilde sinif mevcutlarinin kalabalik olmasi, materyallerin
yetersizligi gibi sonuclara ulasmiglardir.

Hayat bilgisi dersi 6gretim siirecinde oyunlarin kullanma durumlarina “Evet” yanitini
veren Ogretmenlerle yapilan goriismelerde 0gretmenlerin tartisma oyunlari, kelime oyunlari,
carkifelek, ciimle tamamlama oyunlar, eslestirme, bireysel farklhiliklar: fark etme oyunlari,
drama gibi oyunlar kullandiklar1 sonucuna ulasilmistir. Ogretmenler simf meveutlaria uygun,
ogrencilerin dikkatini ¢eken, ¢cocuklarin amach sekilde eglenirken 6grendikleri oyunlar tercih
ettiklerini dile getirmislerdir. Aytas ve Uysal (2014) yapmis olduklar calismada 6gretmenler
tarafindan derslerin drama ile zenginlestirilebilecegi ve drama kullamiminin 6grencilerin
akademik basarilarina katki sagladig1 sonucuna ulagmisglardir.

Ogretmenler oyunlar1 dersin iceriginin oyuna uygun oldugu, dersin giris asamasi,
dersin gelistirme asamasi ve dersin degerlendirme asamasinda kullanmaktadirlar. Dersin girig
asamasinda; dikkat cekerken, ogrencilerin bildikleri bilgileri hatirlamalarim ve 6grencileri
hedeften haberdar etme asamasinda kullanilmaktadir. Dersin gelistirme asamasinda bilgilerin
kalic1 hale gelmesi, zorlandiklar iceriklerin 6gretiminin kolaylastirilmasi ve 6grenciler dersten
sikildiklarinda dersi eglenceli hale getirmek amaciyla tercih etmektedir. Aykag (2011); hayat
bilgisi derslerinde 6gretim yontem ve stratejilerinin kullanimina yonelik sinif 6gretmenleri ile
yaptig1 goriismede; 6gretmenlerin dersin icerigi ve ders 6grenme ciktilarina uygun gordiikleri
asamada egitsel oyunlar kullandiklari sonucuna ulagsmistur.

Ogretmenler oyunlarin Ogretim siirecinde kullanimimin faydali olacagim ifade
etmislerdir. Ogretim siirecinde oyunlar ile; 6grencilerin konuyu kavramalarinin kolaylasacag,
kalic1 6grenmelerin desteklenecegi, 6grenme siirecinin eglenceli hale gelecegi, 6grencilerin
okula ve derse yonelik olumlu tutum gelistireceklerini, 6grencilerin beceri gelisimlerine katki
saglayacagini, ogrencilerin oyun oynama ihtiyaclarini karsilayacagi, merak duygularim
harekete gecirecegi ve 6grencileri siirecte aktif roller alan hale ifade etmislerdir. Hanbaba ve
Bektas (2011), Christakis vd. (2004) ile Amory ve Seagram (2003) farkl dersler icin yapmig
olduklar1 ¢calismalarda 6gretim siirecinde oyunlarin kullaniminin dersi eglenceli hale getirdigi
ve bunun yaninda oyunlarin kullaniminin 6grencilerin akademik basarilarina da olumlu katki
sagladigimi belirtmislerdir.

Calismaya katilan 6gretmenler hayat bilgisi 6gretim siirecinde oyunlarin kullaniminin
cesitli simirhiliklarinin oldugunu ifade etmislerdir. Sitmif mevcutlarinin kalabalikligi, oyunlarin
Ogretim siirecinde zaman alic1 aktiviteler olmasi, sahip olunan fiziksel kosullarin yetersizligi,
oyunlarin her 6grenme ciktisina uygun olmamasi, oyun i¢in gerekli materyallerin yetersizligi,
sinif ortaminda bazi giivenlik aciklarinin olusabilmesi, sinif yonetiminde yasanacak olasi
zorluklar, dijital oyunlarin bazi olumsuz icerikleri sunabilmesi gibi simirhliklar 6gretmenler
tarafindan agiklanmistir. Yesilyurt (2007) ile Korucu ve Kurtlu (2016) da ulasilan sonuca
benzer olarak; yapmis olduklar1 arastirmalarda simiflarin fiziksel kosullarinin ve sif
mevcutlarinin 6gretim siirecinde oyunlarin ve ders materyali olarak oyuncaklarin 6gretmenler
tarafindan kullanimini sinirladiklar: sonucuna ulagmislardir.
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Oneriler

Hayat bilgisi dersi 0gretim programi ve ders kitaplarina, 6grenme ciktilarina ve
ogrencilerin sinif diizeylerine uygun olacak sekilde 6gretmenlere rehberlik etmek amach
oyunlar eklenebilir.

Hayat bilgisi dersi 0gretim programinda yer alan 6grenme alanlarinin 6gretiminde
oyunlarin  kullanildig1  siirecin  planlamasi, uygulamasi ve siirecin etkililiginin
degerlendirilmesine yonelik calismalar yapilabilir.
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