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Abstract

In this research, it is aimed to examine non-contact games and
their applicability during the Covid-19 Pandemic Period. Twenty
classroom teachers, six male and fourteen female, participated
in the research voluntarily. The research was carried out with
the case study method, one of the qualitative research methods,
and the data of the research were analyzed using the content
analysis method. As a result of the study, it is seen that the
views of the teachers on non-contact games are under nine
categories, their views on the effects of non-contact games are
under two categories, and their views on their practices to
include non-contact games in their classrooms are under six
categories. In the relevant literature, no study has been found
on non-contact games. In line with the results of the research,
the following recommendations can be made. Educating
parents about the importance of non-contact play, providing in-
service training to teachers about the distance education
process, considering the Covid-19 pandemic and its effects.
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Covid-19 Pandemisi Déneminde Temassiz Oyunlar ve

Uygulanabilirliklerine iliskin Bir inceleme

Siimeyra Akkaya, inénii Universitesi, Egitim Fakiiltesi, 0000-0002-9942-9848

0z

Bu arastirmada Covid-19 Pandemisi déneminde temassiz
oyunlar ve uygulanabilirliklerine iliskin inceleme yapilmasi
amaglanmustir. Arastirmaya alti erkek, on dért kadin sinif
6gretmeni géniillii olarak katilmistir. Arastirma nitel arastirma
yéntemlerinden durum ¢calismasi ile gergeklestirilmistir.
Arastirma verileri icerik analizi kullanilarak analiz edilmistir.
Arastirma sonucunda sinif égretmenlerinin temassiz oyunlara
iliskin gériisleri temasi dokuz kategori altinda, temassiz
oyunlarin etkileri temasi iki kategori altinda, temassiz oyunlarin
gerceklestirilebilme temasi alti kategori altinda ele alinmistir.
Arastirma sonuglari dogrultusunda, temassiz oyunlar konusunda
ebeveyn egitimi, uzaktan egitim siirecinde temassiz oyunlarla
ilgili 6gretmenlere hizmet i¢i egitimlerin verilmesi énerilebilir.
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A Study on Non-Contact Games and Their Applicability during the Covid-19 Pandemic

Around the world, some public health organizations have issued strict guidelines to
encourage exercise and reduce serious health problems. The choice of sports to promote
lifelong physical activity is based on two assumptions: All children in most developed countries
receive some form of primary and secondary education. Education, which means that most
children can get physical education through the education system. Second, positive and
negative behaviors can persist throughout the process. Time; however, tracking physical
activity from elementary school to adulthood is more difficult. Except for an observational
study, most current follow-up examinations of children and adults are based on reminders of
children’s physical activity by adults (Trudeau et al., 1999).

Physical inactivity is listed as the fourth leading cause of death in the world, and the
international problem of children’s physical activity is worrying. For children, the benefits of
physical activity are well known; however, in England, only 21% of boys aged 5 to 15 and 16%
of girls do 60 minutes of moderate to vigorous physical activity a day. Public health
interventions in schools are important because they can reach a large number of children, and
elementary schools have an important opportunity to increase the number of children in the
middle developmental period during high-intensity physical activities (such as rest, and
physical education). Moderate to vigorous physical activity is considered a major public health
problem; therefore, prolonging the time of active physical education is very important. Regular
physical education classes have many benefits for the physical, mental and social health of
young people. It is important to encourage young people to be moderately active for 60
minutes or more and exercise every day, but 80% of young people fail. Physical activity
decreases with age, especially during adolescence. The impact of physical activity on daily life
and health must be demonstrated. In order to improve our quality of life and become healthy
people, we must live an active lifestyle. Children’s physical activities in community projects

often lead to a sedentary lifestyle (Brown et al., 2009; Lander et al., 2017; Powell et al., 2016;



1809

Savcl & Aysan, 2017). In this context, it is very important to increase physical activities for
primary school children to gain habits.

Although the ages have passed, the place and importance of the game has never
changed for the child, and the game has always preserved its feature of being a fun and
learning tool. The situation is the same in educational environments. Involving students in the
learning process and motivating them can be easily achieved through game-based teaching.
Play is the most basic learning tool for children, especially in the preschool period, which is
called the magic years of life by scientists (Kogyigit et al., 2007). The child learns about himself,
life, the order in society and the outside world through play. Play is an indispensable activity
for the child's biological development and adaptation to the world. Play activities carried out in
the family and at school are extremely important for the development of the child (Ayan,
2020).

Although it seems quite safe for children not to play on the streets, the child who does
not play is also at the risk of obesity by remaining inactive (Turan & Caliskan, 2015). While the
game activity took place in the form of imitation of natural events in the past, today it takes
place in a virtual world by using tools, such as computers, tablets and phones (Z. Hazar &
Hazar, 2017). Digital games are the most important entertainment tools of the new
generation. In addition to the entertaining function, digital games have also started to be used
in teaching activities. Today, the advancement of technology, the decrease in children's
playgrounds on the streets and the insecurity of the streets, and the Covid-19 pandemic
process, the interest and expectations of the new generation have increased the orientation
towards digital game-based teaching at home and school. In order to enable children to move,
the amount of physical activity should be increased by sports scientists and experts in the pre-
school and primary school period. In the early childhood period, it is necessary for students to
participate in regular and planned activities that are suitable for the characteristics of the age

group, and carried out under the supervision of experts, and sports should be popularized with



1810

different games and entertaining equipment (Yavuz et al., 2019). Personal hygiene is acquired
according to person's beliefs, values and habits. It is affected by cultural, social and familial
factors as well as person's education. Sports activities are also one of the practices affecting
hygiene habits. The affluents gather on the skin which gets dirty very quickly (Pepe et al.,

2012).

For children born in and after 2000, expressions such as "Generation Z", "Digital
Generation", "Digital Natives" have begun to be used due to the developments in technology
and the adaptation of children to this age (S6gut, 2020). This generation, which is known by
different names, is interacting more and more with the digital world every day. Thanks to the
ease of access to technology, there are devices, such as computers, phones, tablets in every
home. Furthermore, almost every adult, and children in the younger age group think of these
tools as tools that have always been present and used in daily life, not an innovation in their
lives. Due to the ease of access and the intensity of use in daily life, the age of use of these
tools is gradually decreasing (Orman & Aricak, 2019).

Individuals meet many of their needs other than their physiological needs from this
world, and their interests and wishes are shaped according to the digital world. In this regard,
teachers need to update themselves, be as good digital users as the audience they address to
and integrate this into their teaching environments. Although the way children play games has
changed with digitalization from the past to the present, the purpose of the game and its
features such as entertainment and volunteering have not changed (M. Hazar et al., 2016).
Likewise, although children tend towards different types of games, their interests and
attitudes towards the game have never changed. It is an undeniable fact that technology has
negative features as well as positive features. However, it is in the hands of educators to
constantly express and complain about its negative effects, to turn the crisis into an
opportunity instead of isolating the child from technology, and to use technology in favor of

the child. For this, first of all, a good education strategy should be planned. In addition,
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educational environments should be designed according to the characteristics of the age and
teachers should develop themselves in this direction. Otherwise, teachers will lag behind the
age and their students and will lose their functions (Yiiksel, 2019).

Game-based learning environments, which have always been preferred in teaching
environments from past to present, are associated with Vygotsky's Social Constructivist
learning theory as they reinterpret old knowledge for the child with new knowledge.
Educational games are mostly preferred at primary school level, students take a more active
role in the process and their imagination and synthesis skills are developed. Thanks to these
games, previously learned information is reinforced and incorrectly learned information can be
corrected (Oztiirk, 2019). Digital games are very attractive activities for children due to the fact
that preschool and primary school children need concrete data and materials, the colorful and
fun figures that digital games offer to children, and the pleasure of spending time with these
games. It has been seen that the Game-based learning approach, whose use dates back to the
1960s and is supported by technological developments, has many positive effects on the
student's performance, attitude towards school and learning. In addition, it is known that
educational digital games are effective on students' spatial skills, academic participation,
attitudes towards collaborative learning, social skills, academic success and motivation
(Altinpulluk, 2021). Developing students' strategy development, decision making,
communication and attention skills through educational games, students have fun and interact
with the environment (Erol et al., 2021). The use of games in education also has risky aspects
for the student. If the readiness of the students is not sufficient, the use of games in learning
environments may cause misconceptions (Zorlu & Karamustafaoglu, 2019). For this reason,
there are points that teachers should pay attention to. In order to minimize the negativities
that the teachers who will use the game in the teaching process may encounter and to

maximize the efficiency to be obtained from this technique, the teacher should first make a
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good plan, and the games he chooses should be compatible with the outcome of the lesson
(Gencg Ersoy, 2021).

Although learning environments have changed, the game has always preserved its
existence in these environments. With the game, the child learns without noticing. For this
reason, the use of games in educational environments is a very effective method. Considering
the developmental characteristics and attention span of primary school children, it is very
important to place the game in education. From the outside, the game, which is seen as a
distraction activity for the child, is actually a very serious business for the child. Because the
child applies what he has learned in the real world in the game world, gains experience and
discovers (Zorlu & Karamustafaoglu, 2019). Teaching with games, which is mostly preferred in
classes with small age groups, increases the student's performance and positively affects his
attitude towards education. The reason for this is that children of this age group learn concrete
information more easily and comprehend difficult subjects more easily through games. In this
research, it is aimed to examine non-contact games and their applicability during the Covid-19
Pandemic Period. In the study, it was tried to find answers to the following research questions.

What are the views of classroom teachers on the concept of non-contact play?

What are the opinions of the classroom teachers about the aspects of the concept of
non-contact play?

What are the views of classroom teachers on what can be done to support their
students' playing non-contact games?

Method

Qualitative research approach was adopted in this study. The case study model, one of
the qualitative research approaches, was used (Yildirim & Simsek, 2018). After the literature
review was conducted during the planning phase of the study, the application permission was
obtained from Inonu University Social and Humanities Scientific Research Ethical Committee.

The participants in the study were determined by using the criterion sampling method, one of
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the purposive sampling methods. The criterion used in the criterion sampling method is that
the participating teachers provide distance education and voluntarily participate in the
research in the 2020-2021 academic year. Twenty classroom teachers, six male and fourteen
female, participated in the research study voluntarily. In order to interview teachers, semi-
structured interview forms containing questions about non-contact games were prepared, and
then the forms were finalized by taking expert opinions from one academic who has PhD in
Assessment and Evaluation, three academics who have PhDs in Primary School Teaching and
one Physical Education and Sports expert. Following the expert opinions, the forms were made
ready for interview. Interviews were conducted with teachers face-to-face. Participants
participated voluntarily, data began to be collected after obtaining the necessary permits, first
by correspondence with school officials for access to teachers, then by the teacher. Volunteers
are contacted and interviewed. In terms of pandemic preparedness, most interviews are
conducted using telephone or video applications. The interview duration was 10 to 15 minutes
and was approved by the study ethics committee. After the interviews, it was converted into
text and transferred to the computer environment. The details collected from the
interviews were transcribed by the researcher. To the transcribed texts were placed in
parentheses while direct quotes were given. Afterwards, the data were analyzed by the
researcher, and another expert coded the data to ensure the inter-coder reliability. The
themes and categories created as a result of the analysis were explained in the findings, and
the study was reported.

For the internal validity of the study, the opinions of the students were given with
direct quotations. In order to determine the reliability of the data analysis, the reliability value
was calculated with the formula proposed by Miles and Huberman (1994). In qualitative
studies, the concordance between coders should be at least 85% (Miles, Huberman and
Saldana, 2014, p.79). In the current study, the inter-coder reliability index is found as .92

with the help of the Cohen Kappa formula.
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Findings
Findings on the Opinions of Classroom Teachers About Non-Contact Games
Table 1

Opinions of Classroom Teachers About Non-Contact Games Theme

Categories f
Non-contact physically 15
Social distance 6
Non-contact objects 4
Covid-19 precautions 4
Educational games 4
Having fun 3
Providing socialization 2
Verbal games 1
Face to face education 1
Total 40

As can be seen in Table 1, the opinions of the teachers were grouped under nine
categories. These are; non-contact physically (f=15), social distance (f=6), non-contact objects
(f=4), Covid-19 precautions(f=4), educational games (f=4), having fun(f=3), providing

socialization(f=2), verbal games(f=1) and face to face education (f=1).

Teacher 1. “It is a game style that | know came into our lives with the Covid-19 pandemic,
where social distance is maintained. It is aimed to ensure the socialization of the students to

some extent with these games played by following the social distance and hygiene rules.”
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Teacher 3. “These are non-contact games created for students to participate in games and

activities during the Covid-19 process. ”

Teacher 4. “All kinds of fun games and activities that children play by paying attention to

social distance without touching each other.”

Teacher 6. “It is a game in which children play without touching each other or a common

object. ”

Teacher 8. “These are the games that the players play without physically touching any

person or object.”

Teacher 9. “Within the scope of Covid-19 measures, it refers to the games played without

contacting in order to both learn and teach the measures during face-to-face training.”

Teacher 10. “Non-contact play is a type of game in which materials, such as balls and ropes are
not used, in which contact is minimized or absent, which ensures the safe socialization of

children in line with the health measures taken due to the Covid-19 pandemic. ”

Teacher 11. “Play is the way how children perceive the world. It is their small living space and
an opportunity for them to learn about the world. Games are sometimes played individually
and sometimes in groups. Interpersonal interaction is very high in group games. However, the
importance of social distance and mask rules has increased especially during the pandemic
process, which has limited physical interaction among people. The importance of games in
which physical interaction is limited, suitable for social distance, has increased for children.
Such games are called Non-Contact Games. It is played with a certain group, and it hinders

physical contact in accordance with social distance rules.”

Teacher 12. “Verbal games without contact with an object or person.”

Teacher 13. “All of the fun activities where children do not have physical contact while

playing.”
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Teacher 14. “The type of game in which students learn while having fun and protect their

health while doing this.”

Teacher 15. “Activities performed by individuals without contacting each other.”

Teacher 16. “The game is a small reflection of real life to develop the child's life skills. Thanks
to games, social and physical interaction among children increases. In non-contact games,
physical interaction is restricted as much as possible. It is ensured that the interaction between

children is regulated in accordance with social distance. ”

Teacher 18. “Educational games where social distance can be applied.*

Teacher 19. “These are games that affect the mental and physical development of students

positively but do not require contact.”

Findings on the Opinions of Classroom Teachers About the Aspects of Non-Contact Games

Table 2

Opinions of Classroom Teachers About the Aspects of Non-Contact Games Theme

Categories f

Positive 18
Negative 17
Total 35

As can be seen in Table 2, the opinions of the teachers were grouped under two categories.

These are; positive (f=18) and negative aspects (f=17).
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Positive aspects

Teacher 2. “Students are provided to play games in a safer environment during this

pandemic.”

Teacher 4. “Students can be given a sense of responsibility. He may learn to think about the

health of others, too.”

Teacher 5. “There may be materials that can be used individually, but | do not use the

materials used in many games, because they require contact.”

Teacher 6. “I think non-contact games increases creativity.”

Teacher 8. “It can be positive in terms of developing language and speaking,
comprehension-explanation, mental process skills, and cause-effect relationship skills. It can
also develop social skills, such as practical and quick thinking, patience, respect, self-

expression in players.”

Teacher 11. “Non-contact games develop children's empathy skills. They provide learning while
having fun.They provide group dynamism. They increase mutual love and respect. They develop

active listening skills. They increase comprehension and comprehension skills.”

Teacher 12. “They do not need an object.”

Teacher 13. “Language development in the child, self-expression features can develop better
and prevent the transmission of infectious features, such as diseases. Inequalities due to

physical conditions can be eliminated.”

Teacher 16. “Non-contact games are of great importance in meeting the social needs of
children when people should not come into contact, such as the pandemic process. It is also
important in developing children's attention skills. Because the child should observe his friend

well during the game. Finally, it can be played as an alternative to contact games.”
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Teacher 19. “It is useful for the development of students and is suitable for mask, distance and

hygiene rules.”

Teacher 20.“Ensuring students have a good time during the pandemic process.”

Negative aspects

Teacher 1. “Because of the use of masks, communication problems can occur when the

mimics are not clear.”

Teacher 2. “Elementary school students love to explore and learn how to weave materials.
They like to be in contact with their friends. In this respect, non-contact games can be games

that children do not want.”

Teacher 3. “Not being able to play traditional and contact children's games and warning about

constant contact in the process.”

Teacher 5. “It negatively affects the social aspects of the students and reduces the group

spirit.”

Teacher 6. “/ think it will make us forget our traditional games and create an insincere and

selfish generation.”

Teacher 7. “Inability to use games and materials that require contact.”

Teacher 8. “There may be time problems due to delays in terms of perception. People with

weak mental thinking skills may experience self-confidence problems.”

Teacher 9. “It can reduce the time for students to bond.”

Teacher 11. “/t can provide individualization. It can increase the desire to play alone. Restricts

physical intimacy between individuals.”

Teacher 12. “Some students find it boring.”
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Teacher 13. “It may cause distraction in the child or may not provide the mobility necessary

for physical development.”

Teacher 14. “Making socialization difficult.”

Teacher 15. “Because students can't touch each other...”

Teacher 16. “Some children can learn better by touching. In this respect, non-contact games

may not meet the expectations for such children.”

Teacher 20. “Decreased communication and interaction of children.”

Findings on the Opinions of Classroom Teachers on What Can Be Done to Support Their

Students' Playing Non-Contact Games

Table 3

Opinions of Classroom Teachers on What Can be Done to Support Their Students' Playing

Non-Contact Games Theme

Categories f
Informing 7
Game variation 7
Increasing the number of materials 3
Rewarding those who follow the rules 2
Teacher involvement 1
Parent education 1

Total 21
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As can be seen in Table 3, the opinions of the teachers were grouped under 6 categories.
These are informing(f=7), game variation (f=7), increasing the number of materials (f=3),
rewarding those who follow the rules (f=2), teacher involvement (f=1) and parent education

(f=1).

Teacher 2. “The variety of games can be increased. The game can be adapted to the pandemic

conditions by making minor changes in the contact rules of the games they want.”

Teacher 3. “Games can be created where they can be more easily involved in the process.”

Teacher 4. “Students need to be made aware. The student who knows why he should play
these games is more careful and attentive. It is necessary to communicate with the parents and
ensure that they give the necessary information to their children. Otherwise, since the student
who obeys the rules at school does not comply with the rules outside of school, it is not enough

just to obey the rules during school hours.”

Teacher 5. “Sometimes the games can be made fun by doing some alterations. By increasing
the number of games, we can ensure that students have more choice rights. Information should

be given about why these games should be preferred by giving information in terms of health.”

Teacher 6. “No matter how much we direct students to non-contact games in schools, they will
play the games they want on the street where their houses are located. Instead of raising
generations who obey the rules only when there are supervisors near them, we should make
them understand the rules and want to act in accordance with them. The education of adults
who will set an example for them should not be forgotten. From another point of view, various
educational non-contact games can be played and traditionalized in schools on weekends and

summer holidays.”

Teacher 8. “The learners an get used to it by using non-contact games to reinforce the at the
end of the lesson. The desire to play can be aroused by showing different games. Time can be

spared to meet in games in virtual environments.”
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Teacher 9. “By showing differences in the venue, material and music choices accompanying the

play, students can be prevented from getting bored and become more willing.”

Teacher 10. “Materials can be offered. Face-to-face games and physical activities class hours

can be given.”

Teacher 11. “Thanks to non-contact games, they should be made to realize how well they have

fun by following the rules. The advantages of non-contact games should also be mentioned.”

Teacher 15. “Non-contact games that students like can be played. Students should be
reminded from time to time that the corona virus disease continues and what the
consequences are, and it is expressed to students that non-contact games will be

appropriate during the pandemic period.”

Teacher 16. “Students can be shown a variety of non-contact games so that they can choose

what they love and like about these games.”

Teacher 17. “Sufficient information can be provided. (on why we play non-contact games)

Alternative game ideas can be offered.”

Teacher 18. “Games that combine multiple games using interesting materials can be

compiled.”

Discussion, Conclusion & Recomendations
As a result of the current research study, it is seen that the views of the teachers on
non-contact games are under nine categories, their views on the effects of non-contact games
are under two categories, and their views on their practices to include non-contact games in
their classrooms are under six categories. In line with the results of the research, the following
recommendations can be made. When the relevant literature was examined, no publication
was found about non-contact games(Altun, 2016; Atas, 2015; Aydemir, 2021; Aydeniz, 2019;

Bayat et al., 2016; Bozdemir et al., 2015; Can Ceylan, 2015; Can Ceylan & Dalaman, 2017; Can
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& Cava, 2018; Celayir, 2015; Dalaman, 2010; Ertan, 2013; Giiven & Yildiz, 2014; Kazu & Aslan,
2014; Kilig, 2014; Misir, 2018; Ozkan Navdar, 2017; Ozyiirek & Cavus, 2016; Sentiirk et al.,
2015; Temel, 2018; Yilmaz, 2020; Yirek, 2017). Non-contact games are diversified in four
categories under the title of meeting, communication, movement and cooperation in the Non-

contact Games book of the Ministry of National Education (Erdogan & Erdogan, 2020).

In the research conducted to determine the problems faced by classroom teachers in
physical education lessons according to their variables, it was determined that classroom
teachers had some professional problems in terms of practice, physical conditions, formation
dimensions and caring about physical education lessons. Inadequate and incomplete facilities,
tools and equipment related to the physical education lesson in schools, the knowledge and
formation competencies of the classroom teachers about the physical education lesson cause
problems in terms of the processing and efficiency of the lesson, and the application and care
problems arising from these situations were determined to be some of the problems identified

( Bozdemir et al., 2015).

In another study conducted with classroom teachers, classroom teachers exemplified
game-based learning as e-learning activities, creative drama activities, digital games, values
education and character education. Regarding game-based learning, teachers have
experienced problems such as time scheduling, students' uncooperative behavior, teachers'
inadequate infrastructure in organizing and designing games, economic problems, and
technical barriers. The use of games in lessons encourages reflection and understanding of
learning. Game-based learning helps students develop problem-solving skills and enables them
to interpret their society, nature and the world around them through experiences. Games
provide information in a relevant context or setting. For this reason, social studies lessons,
which aim to educate students as active members of a class, are very important for classroom

leisure time activities, games and physical activities (Ucus, 2015).
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In a study on game teaching, all of the teachers who participated in the study emphasized that
it is necessary to use the game in teaching and that learning becomes fun and permanent,
especially thanks to the game. It has been determined that the teachers who use the game as
a teaching method mostly use the game in the teaching of mental complex and mathematical

subjects (Ozyiirek & Cavus, 2016).

In a study about the game and physical activities lesson, the majority of the classroom
teachers emphasized that the game and physical activities lesson is an important lesson in the
primary school stage and it is important for the development of the child's health. The majority
of the teachers stated that the game and physical activities lesson was done regularly, and the
intensity of the other lessons did not affect their ability to do the game and physical activities

lesson (Can Ceylan & Dalaman, 2017).

In another study about the game and physical activities lesson, it was determined that
the classroom teachers could not perform the game and physical activities lessons at a
sufficient level due to the lack of sports facilities and equipment, the problems in the
applicability of the physical education program, and the lack of knowledge and equipment of
the classroom teachers about the game and physical activities lessons. . The lack of knowledge
and equipment of the classroom teachers about the game and physical activities course affects
their ability to process these lessons efficiently, and therefore, they have to train in
mathematics, Turkish, etc., which are considered important in this course. It was determined

that they did the lessons (Gliven & Yildiz, 2014).

Educating parents about the importance of non-contact play, providing in-service
training to teachers about the distance education process, considering the Covid-19 pandemic
and its effects, it can be suggested that non-contact playgrounds be created in schoolyards for
students and students should be given the opportunity to play in these areas in schoolyards

close to them.
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