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Oz

Glintimiiziin dijital yerlileri, bilgi transferine saniyeler iginde ulasabilecekleri bir dijital diinyaya
dogdu. Giiniimiiz ¢ocuklarimin dijital olarak kodlandig1 ve dijital 6grenmeyi geleneksel veya ezberci
O0grenme uygulamalarina tercih ettigi gerg¢eginin kaniti saglamdir. Ayni bakis acisiyla, konu hem
dijital hem de etkili dil 6gretim teknikleri ile beraber ek bir dil 6grenmek oldugunda, nesiller
arasinda bir miifredat boslugu olugmustur. Yeni nesil 6grenciler arasinda oldukca popiiler olan dijital
oyunlar, hikayeler yazarak betimleyici ve yaratict bir dil 6gretim ydntemi sunabilmektedir. Bu
arastirma calismast kapsaminda, 6grencilerden kiiltiirel olarak bilinen masallar1 yeniden yazmalari
veya degistirmeleri istenerek dijital hikaye anlatimi yoluyla yeni bir dilsel 6grenim teknigi
sunulmaktadir. Bu nedenle, bu arastirma ¢aligmasinda uygulamali dilbilim ilkeleri prensibiyle ve

dijital ve yaratici dil uygulamalari yoluyla yeni bir oyun ve hikaye anlatim metodu gelistirilmistir.
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Giris

Tarih boyunca oyun, oyun oynamak veya oyunlastirma; bilgisayar bilimlerinden video
oyunlarina kadar degisen disiplinlerdeki ¢aligma alanlarindaki yaklagimlari igcermek adina
kullanilan terimlerdir. Son zamanlarda ise dijital ve etkilesimli dil 6gretim yontemleri dil
smiflarinda popiilerlik kazanmistir (Chik, 2013; Hafner, 2013). Oyun yoluyla 6grenme,
kullanicilar arasinda etkilesim, katilim, rekabet ve isbirligi gerektirdiginden, 6grencilerin ve
oyuncularin ilgi alanlarim1 gelistirmede 6nemli bir rol oynar. Diger eglence ortamlarina
benzer sekilde, bu motive edici 68retim yaklasimi 6grencilerin oyun sirasinda birbirleriyle
rekabet ederken birlikte isbirligi yaptiklar1 ve ¢alistiklart dil siiflarinin bir pargasi olabilir.

Oyun yoluyla 6gretim yaklagimlarinin kullanilmasina ise oyun tabanli 6grenme denir.

Oyun tabanli 6grenme, “Ogrenme sonuglarini tanimlamak ve desteklemek icin
oyunlarin giiciinii kullanan bir 6gretim yontemi” olarak tanimlanmaktadir. (Nisbet, 2021,
paragraf 2). Son zamanlarda Ogretmenler ig¢in gen¢ nesiller arasinda video oyunlar
oynamaya olan ilginin artmasiyla birlikte oyun i¢in egitici multimedya yazilimlarinin
kullanimi; ikinci dil 6greniminin dil ve dilbilimsel temelli alanlarinda ve tniversite ilk yil
yazim, retorik ve yaratict yazmada odak noktast haline gelmistir. “Egitsel oyunlarin sadece
bilgiyi 6gretme ve pekistirme degil, ayn1 zamanda problem ¢dzme, isbirligi ve iletisim gibi
onemli becerileri de 6gretme ve pekistirme yetenekleri nedeniyle 6grenme araglart olarak
kullanilmast da umut verici bir yaklagimdir (Dicheva et al. (2015, s.1)).” Cogu zaman;
ogrenciler, eglenirken farkina varmadan yeni dil becerileri yaninda olast diger bilgileri de
kazanirlar. Diger bir deyisle, oyun oynamanin dil 6grenimiyle biitlinlestirilmesi, 6zellikle
oynadiklar1 video oyunlarinda anlatilart siirekli géren ve duyan geng¢ 6grenciler i¢in 6nemli

bir etkilesim araci haline geldi (Chik, 2013).

Gilintimiiziin teknolojik caginda ve dijital araclarin kullanilabilirligi ile dijital
yerlilerin ihtiya¢ duyduklar bilgilere ulagmasi ve bulmasi sadece birkag saniye siirer. Wang
et al. (2019, s. 1) “Dijital yerli, siber cagda biliyliyen gen¢ neslin bir liyesidir” der. Dijital
yerliler, dijital gé¢menlerden oldukca farkli akademik gereksinimlere sahiptir. Dijital
yerlilerin 6gretmenleri ise teknolojik gelismeden once geleneksel dgretim yaklasimlariyla
biiyiliyerek yetistirilmistir. Dijital gogmenliklerinin bir sonucu olarak, bir¢ok d6gretmen dijital

araclar1 miifredatlarina uygulamaktan yana olmamistir (Weninger, 2022).

Dijital gb¢menlerin bazi tereddiitlerine ragmen, oyun bazli 6grenme ve oyun tabanlt
yazma uygulamasi, ozellikle egitim ve dil 6grenme seceneklerinde etkinligi kanitlamis olan

dijital araglarin artmasi ve etkisiyle yaygin olarak kullanilmaya bagslandi (Chik, 2013). Oyun
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tabanli 6grenmenin literatiirdeki onceki tanimlariyla karsilagtirildiginda, oyun bazli yazim,

egitim amacgh “rol yapma, tiyatro ve video oyunlarindan (Chung, 2021, paragraf 1)
yararlanan etkilesimli bir miifredat yaklasimidir.” Bu baglamda video oyunlari, yazili
literatiiriin aksine, oyuncuyu daha ileri oyun seviyelerine tasiyan anlati yapisina sahip bir
dizi hikayenin canli prodiiksiyonudur. Alsawaier (2018, s. 58), “Oyun temelli 6§renmenin
yalnizca egitime yonelik ve baslangiciyla sonu olan bir 6grenme oyununa dayali oldugunu”
belirterek bu goriisii pekistirmektedir. Geleneksel bakis agilariyla karsilastirildiginda, oyun
oyuncularin pasif okuyucular olmalarindan ziyade aktif birer katilimei olduklar1 bir dizindir.
Bu durum 6ziinde oyunlastirma tekniklerine ilginin olmadig1 eski donemlerde etkilesimli
ogretim yontemlerinin goz ardi edilmesiyle yeni yontemlerin olusturulmasi gerekliligini de
beraberinde getirmistir. Bu gerekliligi saglamak i¢in bu ¢alismada; oyunun egitimin bir
par¢asi olmadig1 egitim kurumlarina, uygulamali ve yenilik¢i olan oyun tabanli 6grenmeyi
sunmak i¢in yapilmis arastirma kaynakli yaklagimlar incelenmektedir. Daha spesifik olarak,
gecmisteki aragtirmalarda masal kavramiyla dijital hikaye anlatiminin yoklugu vurgulanarak
bu alandaki literatiire dijital hikaye anlatim yoluyla masallarin oyunlastiriimasinin
kazandirilmas1 geregi de vurgulanmistir. Bahsedilen bu boslugu doldurmak i¢in bu
caligmanin temel amaci, dijital hikaye anlatimi formatinda masallarin yeniden yazilmasini
iceren yeni ve betimleyici bir 6gretim programi sunmaktir. Bu aragtirma vaka g¢alismasi
kapsaminda, dijital hikaye anlatim formati iki ana yaklasimla etkilesimli dilbilimsel bir

yontem araciligtyla onerilmistir:

o Oyunlastirma stratejilerinin  6nemini vurgulayan dijital yazili anlatimla

masallar1 oyunlastirmak i¢in agiklamali bir sistem olusturmak

o StoryJumper yazilimiyla, dijital araclar esliginde ve oyun temelli ilkeler

dahilinde masal yazzminin uygulamali bir ders formatinda oyunlastirilarak saglanmasi
Dil Simiflarinda Oyun Kullanmanin Mantiksal Gerekgesi

Oyunlastirma, farkli egitim ortamlarinda ve platformlarda popiiler bir egitim araci haline
geldi. Artik oyun tabanli 6grenmedeki son egitim yenilikleri nedeniyle yazma, retorik ve dil
alg1 becerilerini igeren dil 6grenim miifredatr, hem oyun tabanli 6grenme hem de oyun
tabanli yazma egitim kategorilerine girmektedir. Mee Mee et al. (2020), oyunlagtirmay1
“Ozellikle klise siirecler olmayan oyun dist ortamlarda kullanilan teknikler, oyunun
manti§in1 ve oyun unsurlarini1 pedagojik pratiklere aktarmay1 amaclayan genel prosediirleri

olan ve ciddiye alinmasi gereken mekanizmalar olarak tanimlamaktadir.”
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Egitimde daha genis anlamda oyunlastirma, oyun bilesenlerini, sistemlerini ve

degisenlerini oyun dis1 kosullara gore tasarlamayi ifade eder. Oyun tabanli 6grenme ve
yazma gibi daha detayl dijital 6gretim tekniklerin kullaniminda Mee Mee ve dig. (2020),
“Egitimde oyunlagtirma, Ogrencilerin yaratici, elestirel ve problem ¢6zme becerilerini
gelistirmede 6nemli bir rol oynar” diye agikliyor. Bununla birlikte, egitimciler arasinda
oyunlagtirma ve oyun tabanli 6grenim kavrami arasinda genellikle bir algisal karisiklik
vardir. Oyunlastirma, oyun oynama ve oyunlastirma, ilk olarak, bilgisayarlari veya oyun
sistemlerini yalnizca egitim baglaminda ifade eden tiim terimler iken, oyun tabanli 6grenme
motivasyonla yeni becerilerin istenen nitelikte kazandirilmasi ilkesine dayanmaktadir. Bir
diger 6nemli fark, oyunlastirma dgrencileri motive ederek oyun ilkelerinin unsurlarini destek
olarak kullanirken, oyun tabanli 6grenim ise nihai O0grenme hedeflerine ulasmak igin

oyunlar1 temel unsur olarak kullanir.

Oyun temelli yazim, genel oyunlastirma kategorisine dahil oldugundan dijital
hikaye anlatimi1 oyun temelli yazmanin bir bi¢imidir. Tanim olarak, “Dijital hikaye anlatima,
eski hikaye anlatma sanatinin modern ifadesidir. Dijital Oykiilerin etkinligi; goriintiileri,
miizigi, anlatiy1 ve sesi bir araya getirerek karakterlere, durumlara, deneyimlere ve sezgilere
derin bir boyut ve canli renkler vermesindedir” (Rule, 2010, s. 56). Hikdye anlatim1 i¢in
teknolojilerin kullanilmasi, geleneksel hikaye anlaticiligina alternatif stratejiler sunar. Cok
donanimli bilesenlerin dahil edilmesiyle, dijital hikaye anlatimi, geleneksel yazi stilinden
uzaklasarak oyunlagtirmaya dahil olmustur. Oyunlagtirmayr dijital hikaye anlatimina
baglamak, 6grencileri kurgulanmis ger¢ek yasam durumlarinda aktif katilimcilar olmaya

motive eden bir hikaye catis1 gerektirir.

Paralel olarak, dijital hikaye anlatim1 aslinda oyun tabanli yazmay1 peri masallar1 da
dahil olmak ftizere ¢esitli yazim tiirlerine agar ve peri masallar1 kiiltlirler arasinda yaygin
olarak bilinen hikayeler oldugu i¢in dil 6grenenler arasinda bagariyr artirabilir (Ivanovié
O'Brien, 2018; Jalilovna, 2022). Zipes'e (2012, s.1) gore, peri masallar1 “diinyanin her
yerindeki okuyucular, dinleyiciler ve her yastan izleyici icin olaganiistii ve kars1 konulamaz
bir ¢ekicilige” sahiptir. Dijital hikayeler gibi, peri masallar1 da sanki okuyucu bir oyunun
oyuncusuymus gibi olaylarin, karakterlerin ve ¢etrefilli durumlarin hikayesine dayanir. Bu
sekilde Ogretmenler, peri masallarin1 yeni yaklagimlarla etkili pratik ve stratejik planlar

olusturarak dil sinifinda oyunlastirabilirler.

Ikinci dil yeterliligini gelistirmenin, biiyiik ol¢iide ogrencilerin gercek yasam

oykiileri araciligiyla dil ile deneyim kazandiklar1 edebi eserleri okumaya bagh oldugu
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konusunun altin1 ¢izmek 6nemlidir. Bununla beraber, dijital ¢agda dogup biiyiiyen giliniimiiz

dijital yerlileri ve Z kusagi, hikaye okumak yerine video oyunlari oynamayi tercih
etmektedir (Hashim, 2018; Liu vd., 2020; Szymkowiak, 2021). Ayrica, bir hikaye {lizerine
elestirel bir paragraf yazmak yerine bir oyunu tasarlamayi tercih ederler. Bu nedenle olasi
¢Oziim, oyunu 6grenme ve yazma egitimiyle biitlinlestirmektir. Bu yaklasimin daha heyecan
verici ve tesvik edici yani motivasyonu az Ogrencileri kendi ogrenmelerine daha fazla
katilmaya tesvik etmesidir (Lee ve Dressman, 2018). Bdylece, video oyunlar1 6grencilerin
dikkatlerini ¢eken eglenceli yazma etkinliklerine ve yenilik¢i egitim olanaklarina doniisiir.
Bu herkesin kazandig1 yaklasim sayesinde 6gretmenler, 6gretim stratejilerine ve 6grencilerin

ogrenme siirecine fark edilir miktarda yaraticilik asilayabilirler.
Kavramsal Temel

Ogrenmek i¢in oyun oynamanin yani sira hikaye anlatimi her zaman dil 6gretiminin
vazgecilmez bir pargast olmustur. Ozellikle salgmn kosullarinda yazma ve dil temelli
becerilerin 6gretimi amaciyla dijital araclarin kullanilmast bu iliskiyi giliclendirmistir.
Sentiirk (2021) tarafindan yapilan bir ¢aligmada, dijital ¢agda dijital yerlilere yazma
Ogretimine odaklanilmistir. Bu ¢ercevede, dijital araglarin kullanimi, dijital yerlilere
geleneksel olmayan oyunla ilgili etkinliklerin kullanimlar1 agisindan ilham verir. Ancak,
eger Ogretmenler dijital araglart pedagojilerinin bir pargasi yapmaktan yana degillerse,
ogrencilerin dil becerilerini gelistirmek igin dijital araclar1 nadiren kullanirlar. Ote yandan,
teknolojinin egitim platformlarinda yaygin olarak kullanilmasi nedeniyle yazma 6gretiminde
dijital araglarin kullanimi artmistir ¢iinkli “internet tabanli yazmanin, zaman kisitlamasi,
yetersiz medya destegi, bilgi ve motivasyon eksikligi sorunlarinin iistesinden gelmek icin
yazma Ogretiminin ¢aresi olduguna inanilmaktadir” (Sentiirk, 2021, s.104). Dijital yazma,
ogrencilere yazmalarini kolaylastiran dil diizelticiler, yazim ve dil bilgisi denetleyicileri gibi
secenekler sunabilir. Yazma icin dijital araclarin kullanilmasi, 6grencilerin karsilagtiklar

c¢esitli yazim sorunlarini ders esnasinda telafi eder.

Baska bir bakis agisiyla Sentiirk (2021, s.104) dijital yaziy1 sinifta etkin bir sekilde
uygulamak i¢in “glinlimiiz 6gretmenlerinin egitim uygulamalarini kullandiklarini ve bu son
teknolojik gelismeleri dijital medya araciligiyla sinif uygulamalarina aktarmak igin giincel
geligsmeleri takip ettiklerini” agiklamaktadir. Sentiirk (2021), dijital 6grenmenin etkililigini
kesfetmenin ve Ogrencilere “teknoloji odakli yazma tiirlerini deneyimleme firsatlar1”

saglamanin 6nemli oldugunu belirterek makalesini sonlandirmaktadir (Beaufort, 2007'den
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aktaran Senturk 2021, s. 113). Bu tiir firsatlarla dijital yazma ve oyunu dili 6grenmek

amactyla birlestirir.

Ayrica, Kavakli ve Hanci-Azizoglu (2021, s. 67) “dijital dykiiler aracilifiyla ikinci
dilde yazmay1 6gretmenin, dil 6grenenlere ve yazarlara yaratici yollarla empati 6gretmeyi
saglayacagindan ilerici bir 6gretim teknigi oldugunu” soOylemislerdir. Mantiksal olarak,
ilerici 6gretim teknikleri 6grenciler yazma becerilerini ve dil yeterliliklerini dijital hikaye
anlatimi ve goriintli kaydetme ve ekleme gibi mevcut segenekleri kullanarak gelistirdiginde
en etkili hale gelir. Bu dil 6grenimini dijital hikaye anlatimiyla olusturma ve birlestirme
stireci, dil ve dijital becerilerden yoksun bazi1 6grenciler i¢in kolay degildir (Kendrick ve
digerleri, 2022). Kavakli ve Hanci-Azizoglu da (2021, s. 68), hikaye anlatiminin temelde
“hayal giicli ve yaraticilig1 iceren karmasik bir eylem oldugunu” belirtiyor. Yaraticilik ve
hayal giicii, 6grencilerin yaratict becerilerini yazma ve dil sinifina dahil etmeleri i¢in i¢ ice
geemistir.  Arastirmacilar; bunu yapmak i¢in, “dil 6grenenlerin bilgilerini daha etkili bir
sekilde yeniden yapilandirmalarinin dijital ara¢ kullanarak miimkiin oldugunu” agikliyor.
Bilgiyi ve dijital hikaye anlatimini yeniden yapilandirma ifadesi, Ogrenciler arasinda
yenilikgiligi ve yaraticilig1 tesvik eden oyun tabanli yazma i¢in yapisal ve teknolojik olarak

bir platform sagladiginda gercekgei bir sekilde de uygulanabilir hale gelir.

Ote yandan Morie ve Pearce (2008, s.5), “masallar ve oyunlar arasindaki en bariz
baglantinin, oyun hikayeleri ve temalarinin geleneksel masal edebiyatina paralel oldugu
durumlarda bulunabilecegini” belirtmektedir. Peri masallar1 gercekten de dijital hikaye
anlatimi gergevesine dahil etmek i¢in ideal bir konudur. Hikdye anlaticiliginin, yazma ve
elestirel diistinmede ustalasmay1 gerektiren bir beceri oldugunu da burada belirtmek
onemlidir. Video oyunlartyla paralel olarak, peri masallar1 6zellikle 6grencilerin hayal
diinyalarin1 genisleterek eglenceli bir bigimde yazma becerileriyle dil 6grendikleri bir ortam
yaratir. Video oyunlarindan farkli olarak peri masallari, 6grencilere, ihtiyaci olan insanlara
yardim etmek, adaletten yana olmak ve kotiilikkle savasmak gibi ahlaki mesajlar vererek
ogrencileri egitir. Peri masallartyla video oyunlarini iligkilendirdigimizde ise video
oyunlary, dogas1 geregi kesif, macera ve mecazi hikaye unsurlariyla yogrulmus
“oyunculugu” tetikler. Video oyunlari, oyunculara her zaman, ilerlemek i¢in ortaya ¢ikan
zorluklarin iistesinden gelmek zorunda kaldiklar1 ikilemi ¢dzmek icin {ist diizey diisiinme

becerileri gerektiren eylemlere gegmelerini saglar.

Ancak peri masallarinda ve genel olarak edebiyatta; hikaye, olay Orgiisiiniin doruk

noktasia ulasmasi, okuyucunun bundan sonra ne olacagini diisiinmesi gerektigi andir ve
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cogunlukla okuyucu bu siirece miidahale etmez. Burada video oyunlarindaki fark,

masallarda karakterleri kurtarmak ve onlarin giivenligini saglamak yazarin karariyken video
oyunlarinda masaldaki sorunlar1 ¢ézecek olanin oyuncu olmasidir. Yaraticilik ile birlikte
karar vermenin esnekligi, oyuncuya geleneksel edebiyatin sunamadigi esnekligi verir. Oyun
oynama ile geleneksel edebiyat arasindaki bir diger dikkat c¢ekici fark, 6grencilere sunulan

motivasyon diizeyidir.

Silalahi (2019) ayrica bir ilkokuldaki besinci sinifindaki 40 katilimci {izerinde,
oyundaki motivasyonun Ogrencilerin Ingilizce 6grenmesi ve motivasyon diizeyindeki
etkilerini incelemek igin bir arastirma yapti. Calisma sirasinda yazar kelime bulmacalari,
hikaye anlatma ve yapboz gibi oyunlar kullandi. Yazar, bu calismanin sonunda kelime
bilgisi gelistirmeyi de kapsayan oyunlarin dil 6grenmesindeki katkisinin sebebini dili
yasayarak ogrenmedeki onemine baglamistir. Silalahi (2019), geleneksel pedagojiye kiyasla
oyunlastirma tekniklerinin daha fazla kabul gordiigiinii ve 6grencilerin oyun tabanli 6grenme
yaklagimlarindaki motivasyonlarinin ve ilgisinin daha fazla oldugunu bulmustur. Silalahi'nin
(2019) arastirmasinda gosterilen bir diger fayda ise, “oyun oynayarak O0grenme siirecinin
daha etkilesimli Ingilizce 6grenme ortami saglamasi sayesinde oOgrencilerin kelime
gelistirme becerilerini  gelistirmesinin beklenmesidir. Bu 06gretme yontemin dogasi,

dgrencilerin Ingilizce 6grenmeye olan ilgisini arttirmustir.”.

Mee Mee ve dig. (2020), dil o6gretimi icin oyunlastirmanin kullanimin1 ve
oyunlagtirmay1 dil siniflarina dahil etme konusunda farkindalik yaratma konularim
incelemistir. Bu mevcut calismanin amaci ile baglantili olarak, 6grenciler daha Once
oynadiklar1 oyun kurallar1 bilgileriyle yazma 6devlerini tamamlamak i¢in c¢abalarlar. Daha
sonra bildikleri oyun bilgilerini dijital hikaye yazim tekniklerine dijital araglar1 kullanarak
aktarir, hikayenin olay orgiisiinii diizelterek nihayetinde degistirmek i¢in uygularlar. Bu
acidan; Ozellikle yeni bir dil edinme ve/veya yazma becerileri konusunda zorluk g¢eken
ogrenciler, yeni bilgiyi daha once kullandiklar1 bir yolla edindiklerinde kendilerini basarili
hissederler. Arastirmacilar, “6gretime oyunlar1 dahil etmenin, 6grencilerin konuyu 6grenme
baskisint hissetmedigi ve oyunlarda daha iyi performans gostermeleri ig¢in motive
edilebildigi basarili sonuglara yol agabildigini” belirtmektedir (Mee mee vd., 2020, s. 688).
Ayrica, oyunlar pedagojik amaclarla kullanildiginda, “yaraticiligi, elestirel ve problem
¢ozme becerilerini gelistirdigi” i¢in Ogrencileri motive eder ve eglendirir (Mee mee vd.,

2020, s. 686).
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Carlquist (2003) de bilgisayar oyunlarinin betimleyici yazim sanatlarina dahil olup

olamayacagini arastirmistir. Bu arastirmanin amaci, oyun iretimi surecini ve kuramlarini
gozden gecirmenin yani sira, bilgisayar oyunlarindaki betimleyici yazim sanatlarinin bazi
ayirt edici 6zelliklerini vurgulamakti. Yazar, bilgisayar oyunlarinin geleneksel kagit kalem
yoluyla iiretilen yazim tiirlerine kiyasla kendilerine ait ayr1 bir tiire sahip olmalar1 nedeniyle
edebiyata 0zgli bir tiir olarak tanimlanamayacagini ortaya koymaktadir. “Geleneksel
betimleyici yazim sanatlar1 arasindaki temel benzerlik, her ikisinin de oyuncunun veya
okuyucu i¢in can aliciliginin sonuca iligkin belirsizliginden kaynaklanmasidir” diye
belirtiyor. Oyuncular i¢in olay orgiisiinii ileri gotiirmek eylemlerini anlatirken, okuyucular
icin olay orgiisli hikaye anlaticis1 veya hikaye yazari tarafindan olusturulur. Yazar, oyunlarin
sartinin ilging bir oyuna sahip olmak oldugunu ancak mutlaka iyi bir hikayeye sahip olmak
olmadig1r sonucuna varmistir ¢iinkii bir¢cok oyun tasarimecisi aslinda sadece oyuncularin

etkilesimini esas alan, neden sonug 6rgiisii gerektirmeyen hikayeler kurgulamaktadirlar.

Bu caligmalardan acik¢a goriinen dil ogretimindeki yaratici yaklasimlarin,
betimleyici yazim tekniklerinin yapisi i¢inde masallar1 ve oyunlar1 yeniden yaratmak i¢in
motive edici bir etkinlige donistiiriilebilecegidir. Bu baglamda Jonas Carlquist (2003, s. 43),
“bilgisayar oyunlar1 yeni hikayeler olusturmaz, sadece eski hikayelerin anlatilma seklini
degistirir. Aslinda hikayeyle oynamamiza izin verir” der. Ayni bakis agisiyla, masallar1 yeni
hikaye Ogeleriyle yeniden yapilandirip yazmak, sundugu sinirsiz seceneklerle teknolojinin
de biitiinlesebilecegi cazip bir dil Ogretim metodudur. Peri masallar1 gergekten de
yiizyillardir ¢cogu kiiltiir tarafindan paylasilan evrensel bir tema olarak mevcuttur. Dijital
cagda ise, masallardaki evrensel temalar, degisime agik dil siniflarina farkl dijital araglarin

kullanimiyla yeni bir yaklagim getirebilmektedir.
Dijital Masallarin Oyunlastiriimasi

Oyunlastirmay1 oyun bazli yazma aktivitelerine baglayan Hoi¢-Bozi¢ ve dig. (2019), dijital
hikaye anlattmmin "goklu teknolojiler kullanarak labirentler, siralama oyunlar1 veya
bulmacalar gibi oyun Ogelerini iceren etkilesimli bir hikaye anlatma siireci” oldugunu
bildirmektedir. Dijital hikaye anlatimi, 6grencilerin yazma derslerinde kullanabilecekleri
medya secenekleriyle cesitli teknolojilerin i¢ ice gecmesiyle miimkiin olur. Bu baglamda,
oyun odakli 6grenme ile geleneksel olmayan bigimlerde hikaye anlatimini hayata gegirmek,
dil 6grenimini daha etkilesimli ve igbirlik¢i hale getirir. Bu nedenle, oyun bazli 6grenme
aktif rekabetle masallar1 yeni agilarla yazma metodu gelistirilmesini ve 6grencilerin etkili ve

yenilik¢i bir 6gretim stratejisi benimsemesini saglar.
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Bir¢ok arastirmaci, oyunlarin dil edinimleri lizerindeki faydalarini vurgulayarak,

ikinci dil siiflarinda 6grenim igin bir Ogretim stratejisi olarak oyunlar1 kullanmanin
avantajlarini incelemistir. Ornegin Gozcii ve Caganaga (2016, s.134) “oyunlar, dil 6gretimi
siiflarinda 6grenenlere rahat bir ortam saglamasi agisindan hem 06gretmenler hem de
Ogrenenler i¢in amag¢ sadece eglenmek degil, egitici bir igerige sahip olmaksa ¢ok onemli
araclardir ve ¢ok faydalidir” demistir. Bu 6nemine ek olarak oyun bazli 6grenme, 6grenciyi
o0grenmenin merkezine alir ve elestirel diistinme ve problem ¢6zme becerilerini gelistirir. Bu
anlamda oyunlastirma, 6grencilerin dil becerilerini gelistirerek rekabet¢i bir ortamda

etkilesimlerini tesvik ederek 6grencileri daha 1yi 6grenmeye motive eder.

Bagka bir bakis agisindan, 6grencilerin bir yazma sinifinda dijital araclar1 kullanmay1
planlarken siklikla karsilastiklari zorluklari anlamak ¢ok Onemlidir. Oyunlastirmanin ve
genel olarak egitim basarisinin 6nemli bir pargasi; ilgi kaybi, motivasyon eksikligi ve daha
az isbirligine dayali derse katilim eksikligi gibi egitim c¢abalarina golge diisiirecek
istenmeyen tepkilerden kaginmak ic¢in pedagojiyi daha basit ama daha ilging hale
getirmektir. Dil pedagojisi, oyunlagtirma kavraminin iginde dil becerilerinin yan1 sira dijital
becerileri gelistirmek i¢in dijital hikaye anlattmmin kullanimini destekler. Bu
kombinasyondan ortaya ¢ikan bir¢ok fayda vardir. Faydalardan bir tanesi dijital hikaye
anlattiminin peri masallar1 ve oyunlagtirma yoluyla, 6grencilerin katilimini ve isbirligini
tesvik etmek igin yeni dgrenme ortamlar1 ve yeni firsatlar yaratmasidir. Iste bu durum,
ogrenciler dijital dil 6grenme oyununda isbirligi i¢cinde video oyunlari araciligiyla peri

masallarin1 yeniden yazarken gergeklesebilir.

Peri masallar1, 6grencileri dijital yazi aktiviteleriyle i¢ ige olmaya tesvik eder ¢iinkii
masallarm olay orgiisii video oyunlarmin dogrusal ilerleyisiyle paraleldir. Ogrencilerin oyun
navigasyonuna asina oldugu becerileri oldugunda bilgilerini kullanmalar1 ¢ok daha kolay
hale gelerek bu yolla §grenebilmeleri ve yeni becerilerde ustalasabilmeleri miimkiin olur. Bu
nedenle kilit unsur, 6grencileri oyun becerilerini yazma gorevlerinin bir parcasi olarak
kullanmaya tesvik etmektir. Dijital hikaye anlatiminin peri masallariyla bu birlesiminin, dil
ogrenme miifredatlarina olumlu katkisi olabilir ¢iinkii oyun, 6grenenlerin kendi dijital peri
masali hikayelerini tasarlarken dijital medyadan ¢esitli efektleri dil 6grenimlerine dahil

etmelerine yol agabilir.

Ayni teorik yaklasimla, dijital oyun yazma ydnteminde oyun oynamanin dogasindan
esinlenerek 6grencilere peri masalinin hikayesinde degisiklik yapmalari birincil hedef olarak

verilir. Popiiler video oyunlarinda, oyuncunun kontrol ettigi kahraman yandiginda veya zarar
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gordiiglinde oyuncu oyunu yeniden baslatmak zorundadir. Olay Orgiisiiniin bu biiklimii,

ogrencileri oyun bilgilerini okuma ve yazma gorevlerine uygulamaya motive eder. Ayni
zamanda, okuma ve yazma gorevlerini yeni interaktif oyun tabanli bir deneyime
dontstiirmek de bu dersin amaci haline gelir. Bu degisim ayn1 zamanda 6grencileri, macera
ve heyecanin ana tetikleyicileri oldugu video oyunlar1 ve peri masallarinin unsurlarini igeren
yeni bir dijital hikaye anlatimi yaklagimi yaratmaya motive etmeyi amaclar. Bilgisayar
oyunuyla yazmanin farkli unsurlarini bir araya getirmek, 6zellikle 6grenenler ¢aligsmalarini
sosyal medya gibi farkli etkilesimli platformlarda veya bu arastirma calismasi kapsaminda
kullanilan platform olan StoryJumper ile paylastiklarinda daha genis kitlelere hitap eden

anlamli bir dijital deneyim yaratir.

Oyunlar sadece bir dili 6gretmek igin motivasyon kaynagi degildir. Oyunlar,
olumsuz davraniglar1 egitsel sonuclara gore degistirerek, ayni1 zamanda 6grencileri isbirligi
yapmaya tesvik eden ortamlar da olusturabilir. Dijital hikaye anlatimi i¢in oyunlarin
kullanilmasi, 6zellikle de bir grup 6grenci ayni video oyununun oyunculartysa, onlari yazma
gorevlerini planlarken birlikte calismaya motive eder. Ogrencilerin bilgisayar oyunuyla
masal hikayelerini yeniden tasarlayarak yazarken ortak hedeflere ve ilgi alanlarina sahip
olmalar i¢in paylastiklar1 amag ve ilgi alanlarina gore gruplar olusturulmasi 6nemlidir. Bir
takimda olmak ve ayni senaryoyu bir bilgisayar oyunu bazli yazim toplulugunda
tamamlamak, 6grencilerin yazma gorevlerini bitirebilmeleri i¢in birbirleriyle rekabet etmek
yerine isbirligi yapmalarini saglar. Gee ayrica (2003, para. 12) bilgisayar ve teknoloji
oyunlarinin aslen 6grenmeyi ve dgrenciler arasinda takim ¢alismasini, isbirligini, etkilesimi
ve diyalogu da gelistirdigini agiklar. Arastirmaci, ortak bir hedef {iizerinde birlikte
calistiklarinda, sonuca ulagsmak i¢in “Oncelikle ortak caba, hedefler ve uygulamalar yoluyla
bag kurduklarini” belirtmektedir. Dijital araglar aracilifiyla oyun bazli bir yazma ortami
yaratmak, Ogrenciler arasinda video oyunlarinin pasif tliketicileri olmak yerine dijital

hikayelerin iireticisi olmalari i¢in zemin hazirlamaktir.

Yenilik¢i hikaye wunsurlariyla peri masallarmin  yeniden yazilmasi yoluyla
odaklanmig ve etkileyici dijital yazma teknikleri ile 6grenciler, ayn1 edebi bilgiyi farklh
kiiltiirel bakis acilariyla paylasma sansina da sahip olurlar. Bu baglamda, yaratici ve dijital
yazma, Ogrencilerin yeni bakis acilartyla hikayeleri yeniden kesfetmelerine yardimci
olurken, diger yandan onlarin yaratic1 ve elestirel diisiinme becerilerini harekete ge¢irmek
adina onlara hikaye 6gelerini degistirme 6zgiirliigli verir. Bu amacla, peri masallarinin yeni

senaryolarla oyunlastirma teknikleri araciligiyla yazilmasi, bir arag olarak dijital dil 6gretim
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pedagojisi olusturmada coklu ilkeleri kullanir. ilk ilke, iist diizey diisiinme becerilerinin

uygulanmasina ve dil gelisimine odaklanir. Ikincisi, yaratic1 dijital hikaye anlatimi yoluyla
hem kiiltiirel olarak duyarli hem de yenilik¢i dil tabanli bir pedagoji yaratarak 6grencileri
Ozgiirlestirmeyi icerir. Bu ¢alisma kapsaminda son ilke ise yaratici dijital hikaye anlatiminin,
dili etkili bir sekilde 6gretmek icin kiiltiirel ve evrensel olarak paylasilan bir yaklagim olarak

kullanilmasin1 baglatmay1 amaglamaktadir.
StoryJumper Programu ile Dijital Hikaye Anlatiminin Tesvik Edilmesi

COVID-19 salgmi sirasinda uzaktan oOgrenmeye ve dijital yazmaya gecisle birlikte
oyunlastirmanin egitim miifredatina dahil edilmesi dil 6gretim faaliyetlerinin kritik bir
parcast haline geldi. Salgin sirasinda o6gretmenler, sanal 6grenme yoluyla dijital dil
ogrenimini etkilesimli oyunlar aracilifiyla tesvik ederken, siirdiiriilebilir bir isbirligi ve
destek ortami saglama firsat1 buldu. Ogretmenler sanal smiflarda égrencilerin dil becerilerini
gelistirmek ve Ogrenci katilimini artirmak icin ise yenilik¢i yaklagimlar yoluyla yaratici

oyunlar1 uygulamaya gegirdi.

COVID-19'un yayilmasi ve uzaktan 6grenmeye gegis sirasinda birgcok Web 2.0 araci
giderek daha fazla kullanilmaya baslandi. Kahoot, Edupuzzle, Quizlet ve Quizizz, oyun
tabanli dil 6gretimi ve 6grenimi i¢in kullanilan en iyi dijital oyunlar arasindadir. Bu tiir
dijital multimedya platformlari, 6grencileri oyun tabanli etkinliklere katilmaya tesvik
ederken, stirekli igbirligi i¢inde ¢aligmalarini da tesvik etti (Munuyandi vd., 2021). Ancak,
bu ¢alismanin odak noktasi yalnizca oyun oynamak degil, oyun yoluyla 6grenmeyi dijital

medya kullanimi yoluyla dil edinimine dahil etmektir.

Glinlimiiziin birbirine kokten dijital ag biitiinligl olarak bagli teknolojik ortaminin
etkisiyle, O6grenciler goriislerini ifade etmek ve deneyimlerini sozlii ve yazili olarak
paylasmak icin farkl dijital platformlara maruz kalmaktadir. Alawdat (2022), “bir¢ok dijital
alanin, ogrencilerin dijital yazilarim1 olustururken onceki deneyim ve bilgilerle baglanti
kurmasini da sagladigini” belirtmektedir. Bu amagcla, uygulamaya acik bu calismanin bu
boliimiiniin odak noktasi, dijital hikaye anlatimi kapsaminda masallarin yeniden yazilmasi

icin StoryJumper'n dijital bir ara¢ olarak kullanilmasidir.

StoryJumper, sinif gorevleri i¢cin multimedya hikaye anlatimi1 yazmak i¢in kullanilan
giivenli ve dis aglara kapali smif tabanli bir yazilimdir. Ogrencilere hikaye yazma ve sesli
anlatilarin1 kaydetme yetkisi verir. Ayrica kayit sirasinda renkli goriintiilerin, ses efektlerinin

ve miizigin kullanilmasia izin verir. Bu yazilim araciligiyla yazilan anlatilar, kisisel
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anlatilardan elestirel yazima kadar farkli tiirlerde olabilir. StoryJumper'rt kullanmak,

ogrencilere anlatilarin1  birlestirip  diizenleyebilecekleri ve bunlart yazi1 ekibine,
Ogretmenlerine ve diger takipgilere ulastirabilecekleri karsilikli olarak paylasilan bir

platform sunarak ekip ¢alismasini saglar.

StoryJumper kullanmanin ilk adimi smif i¢in bir hesap olusturmak ve bunu
ogrencilerle paylasmaktir. Tek bir hesap olusturmanin faydasi, Ogrencilerin ve
Ogretmenlerinin ders disi zamanlar da dahil olmak iizere zaman kisitlamas: olmadan
calismalarina kolayca erismelerine olanak saglamaktir. Ogrenciler gruplar halinde
calisiyorsa, her grup icin bir hesap olusturma segenegi de vardir. Grup halinde calisiyorlarsa
siif adina alinacak bir hesap sinifta okuduklar1 bir peri masali hakkinda yazabilirken grup

tabanli bir yazma projesi oldugunda gruba 6zel hesapla yazabilirler.

StoryJumper yazilimi, tasarim kurulumunun bir pargasi olarak, kullanicilara sifirdan
tasarlamalar1 veya Onceden tasarlanmis hikaye Ogeleri ve formatindan olusan bir kitap
sablonu sunar. Kitap sablonu olusturuldugu anda 6grenciler, “diizenle” diigmesine tiklayarak
metin, resim ve kayit eklemeye baslayabilirler. Ogrenciler ayn1 StoryJumper hesabinda
oturum agtiklarinda, sinif disinda kendi hizlarinda bireysel olarak veya smif iginde
akranlariyla igbirlikgi ve eszamanli olarak c¢aligabilirler. Bitirdikten sonra 0Ogrenciler
calismay1 kaydetmek icin gerekli olan “kaydet ve ¢ik” diigmesine tiklayarak siteden

ayrilirlar. Daha sonra istedikleri zaman ekleme veya diizenleme yapmak i¢in donebilirler.

Ogrenciler projelerinin son asamasima geldiklerinde e-posta, WhatsApp, Instagram,
Facebook veya diger medya secenekleriyle Web baglantisi1 paylasarak kitaplarini internet ag1
iizerinden yayinlayabilirler. Kitaplarinin basili kopyalar1 da iiretilen sayfa sayisina bagh
olarak kii¢iik bir {icret karsiliginda satin alinabilir. Bir kitaba ne kadar ¢ok sayfa eklenirse,
piyasadaki fiyatinin o kadar yiikseliyor olmasi 6grencilerin hikayelerine anlat1 degeri ekleme
konusunda daha heyecanli olmasini saglar. StoryJumper sitesi basit kullanimli ve kullanici
dostu giivenli bir site olmasina ragmen, cep telefonlarinda diizenlenemez ve tasarlanamaz.
Ancak site, bir cep telefonundan goriintiilenebilir ve daha d6nce yayinlanan kitaplara goz

atilabilir.

Bagka bir deyisle, 0grenciler dijital hikaye anlatim kitaplarmi StoryJumper'da
paylasabilir ve goniillii olarak web'de daha genis bir kitle veya okuyucuya agik hale
getirmeye veya yaymlamamaya karar verebilirler. Farkli yaglara goére okuyucular kitabi
okuma, geri bildirim ve yorum saglama ayricaligina sahiptir. Sag tarafinda (bakiniz sekil 1),

siif disindan O6grenenlerin ve okuyucularin ¢alismaya erismek i¢in kullandiklari gesitli
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segenekler vardir. Sekil, 6grencilerin StoryJumper'da paylastigi yaymlanmig bir dijital

hikayeyi gostermektedir. Kullanicilar eger hikayeleri bittiginde farkli okuyucularin
kitaplarin1 okumasin1 ve geri bildirim ve yorum birakmasini isterlerse onlara cesitli

secenekler sunar.

Sekil 1
Dijital Hikayeyi Online Paylasma

We wrote this story to use the words that we
have learnt during the 'GAMIFICATION®
etwinning project.

This book is our collaborative work and thanks
all of our partners to join this work.

= storyjumper

Preview audio:
storyj.mp/aeb3spatu

Bilgisayarh Dijital Yazim icin Yeni Bir Dil Yontemi:

StoryJumper Uygulamasiyla Dijital Hikaye Anlatiminin Tesvik Edilmesi

Peri masallarmi dijital hikaye anlatimina doniistiirmek i¢in pratik olarak uygulanan bu
bilgisayarli anlatim yOntemi, yazma sinifinda kullanilan teknikleri ve stratejileri uygular.

Ders planmi dijitallestirme siireci (bakiniz sekil 2) StoryJumper ile peri masallarinin yeniden

yazilmasinin bes agamasina dayanmaktadir.

Sekil 2
Dijital Hikaye Yazma Siireci

Vi ¥

(@) 2) @) @) )
Exploring Introducing Putting All hari
Fairy Tales StoryJumper Together S 5 maland
and Elements for Storytelling Reflection
of Storytelling

N

(1) Masal ve Hikaye Anlatma Unsurlarim1 Kesfetmek

(2) Dijital Oyunlastirma Masallar1 Yeniden Yazma

(3) Ogrencileri Hikaye Anlatimi igin StoryJumper ile
Tanistirma

(4) Her 6geyi birlestirme

(5) Paylasim ve Elestirel Geribildirim
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Bu yapilandirilmis planinin, egitimcilerin yazma gorevlerini desteklemek, isbirligini

ve smif katilimini tesvik etmek igin asina oldugu diger tim yazilim yodntemlerine
uygulanabilir oldugu belirtilmelidir. Masallar1 yazma sinifina dahil etme siireci boyunca her
asamanin kendine 6zgii kullanim prosediirleri vardir. Bu amacla, bu asamalar asagida

ayrintili olarak agiklanmistir:
1.Asamal: Masal ve Hikaye Anlatma Unsurlarin1 Kesfetmek

Farkli yaglardaki insanlar da masallar1 sever ve ¢cogunlukla 6grenci, 6gretmen ve ebeveyn
olarak masallar1 okuyarak biiylimiislerdir. Peri masallari, hikayeleri video oyunlarina
baglayarak hikayede meydana gelen engelleri c¢ozerek elestirel diisiinmeyi gelistirmeyi
tesvik edeceginden secilmistir. Ogrenciler, hikayeyi okuduklarinda, ortaya ¢ikan problemler
icin ¢ozlimleri tahmin etmenin yani sira olaylar arasinda ¢ikarimlar yapmak ve baglantilar
kurmak durumunda kalirlar. Bunu yapmak, 6grencileri bir video oyunu oynarken de iyi
performans gostermeleri gereken iist diizey diisiinme becerilerini benimsemeye zorlar.
Masallarin tercih edilmesinin bir baska nedeni de, tiim kiiltiirlerde popiiler olmalarindan
kaynakli 6grencilerin igerige asina olmasi nedeniyle yazma slirecini rahat bir sekilde
kolaylastirmasidir. Ayrica, herhangi bir video oyunu ve edebi eser gibi, peri masallar1 da
mevcut StoryJumper yazilimi tarafindan yeniden olusturulduklarinda gorsel efektlerin dijital
hikaye anlatimi baglamlariyla biitiinlestirilmesine izin verir. Bu ¢ok yonlii teknolojik

-----

ekleme olanagi sagladigindan 6nemlidir.

Birinci asamaya baslamak i¢in 6gretmen, hikaye anlatiminin unsurlarini isleyisi, olay
orglisii ve kapanisi dahil olmak iizere agiklar. Bu giris asamasinin ardindan 6gretmen,
ogrencilerin se¢im yapmasina izin vermek i¢in Pamuk Prenses, Sindirella, Uyuyan Giizel
gibi birka¢ peri masalini getirir. En sevdikleri hikayeyi se¢melerini istemeden once hangi
oyunlart oynadiklarin1 ve asina olduklarini tartismak onemlidir. Bu bilgi, 6grencileri ideal
olarak grup basia dort veya bes 6grenciden olusan kiiclik gruplar halinde organize etmek
i¢in gereklidir. Ogrenciler daha sonra en sevdikleri hikayeye ve asina olduklar1 veya
oynadiklar1 oyunlara goére gruplandirilir. Bu durumda masallarin video oyunuyla
birlestirilmesi kolaydir ¢ilinkii grup hem oyuna hem de masal hikayesinin olay orgiisiine
asinadir. Bu nedenle, ortak 6zelliklere sahip gruplar olusturmak, 6§rencinin bilgisayar oyunu
bazli goreviyle baglanti kurmasini kolaylastirir ¢linkii her oyuncu ortak bir amag i¢in ¢aligir.

Ogrenciler gruplarinda video oyunlarini ve dijital masal anlatimlarini nasil olusturacaklarina
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dair planlarimi tartigirlar. Daha sonra StoryJumper dijital platformunu kullanarak masallari

yeniden yazarlar.
2. Asama: Oyunlastirma Icinde Masallar1 Yeniden Yazma

Projelerinin ana odak noktasi olarak 6grenciler, oyun becerilerine ve okuduklar1 hikayeleri
anlamalarma dayali olarak kendi senaryolarini olustururlar. Onemli bir gereklilik,
ogrencilerden hikayeyi video oyunlar1 perspektifinden yeniden anlatmalarini istemektir.
Ormnegin, Pamuk Prenses'i peri masali olarak secen dgrenciler bu kahramani korumak igin bir
destek grubu olusturarak yedi ciicelerle bulusma sahnesini ortak oyunlarinda birbirine
baglayabilirler. Boyle bir senaryo olusturduktan sonra 6grencilerin peri masallar1 ve video
oyunlarmi birlestirmeye devam etmeleri gereklidir. Bagka bir yazilimi daha 6nce kullanan
ogrenciler oyuncular olarak hikaye karakterleri yanana kadar oyunlarinm1 oynamaya devam
ettiklerini belirttiler. Oyun karakterleri i¢in mutlu bir son yazmak i¢in Pamuk Prenses'ten
olaylar1 6diing alarak video oyunlarinin sonunu degistirmeye karar verebilirler. Bunu
yapmak i¢in 6grencilere tartisma, beyin firtinasi, zaman ¢izelgeleri, gorsel araclar ve zihinde
canlandirma tekniklerini kullanarak yazma siirecleri boyunca rehberlik edecek geri
bildirimler verilebilir. Bu yazma semasi (bakiniz sekil 3), 6grencilerin ilk iki adimda
coziilmesi gereken bir sorunu tespit ettikleri bir hikaye ve oyun secerek nasil yazma siirecine

basladiklarimi gosterir.

Ayni video oyunlarinda oldugu gibi, bir anda ortaya c¢ikan sorunlar ve zorluklar
coziildiigiinde, bagka bir sorun ortaya ¢ikmaktadir. Peri masallar1 ise sonunda ¢oziilecek olan
bir ana problem iizerine kuruludur. Ornegin, Pamuk Prenses ve Yedi Ciiceler'deki ana
catisma, Kralice'nin Pamuk Prenses'in 6lmedigini kesfetmesiyle ortaya ¢ikar. Atari 2600
video oyununda, 6grenci oyuncu Pamuk Prenses'i kurtarmak icin prensi arayan ciicelerden
birinin roliinii iistlenir. Herhangi bir talihsizlik nedeniyle bir ciice kayboldugunda, oyuncu
prensi bulmak i¢in oynamaya devam eden baska bir ciiceye geger. Buna karsilik peri masali

hikayesinde prensi bulmak hikayenin sonu demektir.
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Sekil 3

Peri Masallarini Video Oyunlariyla Tekrar Yazma Semasi

1. Oykii ve
6. Dijital hlll(aye 2. Hikaye ve
ﬁ}’;‘“daﬂ phant dijital oyundaki
ikayeye roblem
aktarilan t;iizﬁ\nr\ // P
Rewriting Fairy
tales and video
- games
5. Hikaye ve— \ 3. Hikaye
dijital oyundaki kahramimlarlm
sahneler i avatara
4. Hikaye ve doniistiirme
dijital oyundaki
¢cekisme

Uciincii adimda, hikayedeki karakterleri avatarlara doniistirmek ve masallar1 yeniden
yazarken hikayedeki karakterleri temsil etmek i¢in oyunlarda avatarlar1 kullanmak dijital
hikaye anlatimi yazmanin nasil uygulandigina dayanmaktadir. Daha sonraki asamada,
ogrenciler oyunlardan dijital hikayelere kadar diger sahneleri de secerler. Hikayeyi
oyunlastirmak ve nihai olarak yenilenmis bir iirline ulagmak i¢in goriintiiler ve ses efektlerini
de eklerler. Bu ilk yazma asamasinda, masallarin olay oOrgiisiinii gelistirmenin yani sira
oyunlardan maceralari, problem ¢dzme stratejilerini ve oyuncularin karsilastigi zorluklar
biitiinlestirirken yazma becerilerinde ustalagmalar1 esastir. Yazma ve problem ¢ézme yoluyla
ogrenciler, oyun mekaniklerini kullanarak elestirel diistinme becerilerini de gelistirirler.
Ornegin, dgrenciler oyun oynarken kazanmanin ve rakiplerini yenmenin yollarmi bulmaya
calisirken, peri masallarinda ise genellikle ortaya ¢ikan problemlere, maceralara ve mutlu
sonlara odaklanirlar. Peri masallari, bir ana probleme dayali dogrusal bir olay Orgiisiine
sahipken, video oyunlari, 6grencilerin daha gelismis zorluklarla bir sonrakine gecebilmeleri
asamasinda bir problemi ¢ozmelerini talep eder. Bu fark, StoryJumper araciligiyla dijital
hikayeler i¢in oyunlar1 ve hikayeleri bir araya getirmenin 6zgiinliigiinii gosterir. Bu yazma
slirecinin, 0grencinin dil yeterlili§ine ve yazma deneyimine ve i¢inde bulunan metinlere
bagli olarak zaman aldigimi belirtmek 6nemlidir. Bu yeni metodun faydasi, 6grencilerin
kendi yeterlilik seviyelerine gore hem destekleyici bir isbirligi ortaminda eszamanli olarak

hem de sinif disinda esnek zamanli ¢alismasina izin vermesidir.
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3.Asama: Ogrencileri Hikaye Anlatimi icin StoryJumper ile Tanistirma

Ucgiincii asamada, Ogrencilere dijital bir hikaye anlatimi platformu araciligryla yazma
gorevinde isbirligini ve katilimi tesvik eden ve destekleyen StoryJumper yazilimi tanitilir.
Bu boliim, 6grencilerin hikayelerini gorsellestirmek ve canlandirmak i¢in peri masali ve
video oyunundan sectikleri goriintiileri ve videolar1 ekledikleri yeniden yazilmis hikayelerini
olusturmalar1 i¢in iicretsiz bir boliimdiir. StoryJumper araciligiyla hikayeleri canlandirmak
da miimkiindiir ¢iinkii yazilim resim eklemeye ve favori oyunlarina ve hikayelerine dayanan
kisisel hikayeler tasarlamaya izin verir. Bunun i¢in dijital yerliler arasinda popiiler olan
Fortnite ve Bubg gibi video oyunlarindan karakterler ve avatarlar, anlatimi1 destekleyici
gorseller olarak yaygin olarak kullanilabilir. Bir ¢alisma ekibi olarak 6grenciler, karakterleri
icin hangi gorsellerin hangi olaylarla uyumlu olduguna karar vermek i¢in hikayelerini tekrar
okurlar. ilk olarak, masallarin sahip oldugu renkli ¢izimlerden ve ardindan video oyunlarinin
animasyonlarindan goriintiiler alinabilir. Gruplar halinde kaba bir yazili ve gorsel anlati
olusturduktan sonra Ogrencilere hikayelerini tasarlamak icin hikayelerini okurken ses
efektleri ekleme ve seslerini kaydetme firsat1 verilir (bkz. Sekil 4). Bu asamay1 acikliga
kavusturmak i¢in, asagidaki StoryJumper gorseli, 6grencilerin oyundaki karakterleri peri

masal1 gibi de kullanabilecegi Fortnite Tale tasarimini géstermektedir.

Sekil 4
StoryJumper'dan Uyarlanmistir

A FORTNITE TALE

, .
e
""‘:::M"A. i ot o wArgthany rens Roan A 5 £y

' . i PR
By: Brenden Thillips ; ‘:.“m-”‘ et

4. Asama: Her Ogeyi Birlestirmek

Ogrenciler masal kitaplari diizenledikten ve yazili senaryolarmi ve resimlerini ekledikten
sonra c¢aligmalarint gbzden gegirirler ve ortak calismayi sonuglandirmak i¢in tiim pargalari
bir araya getirirler. Sekil 5, oyun tabanli yazma yaklasimina dayanan farkli StoryJumper

kitaplarin1 gostermektedir.
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Sekil 5

Oyun ve Hikayenin Bir Araya Getirildigi Storyjumper'dan Iki Ornek Gosterir.

v ‘m"l_'jump‘?f " Mrary Prices Heip

Sag taraftaki StoryJumper kitabinda, The Mouse Ghost'un ana karakterinin yerini
Pac-Man karakterini yansitan The Evil Video Game aliyor. Ikinci sol taraftaki resim, oyunun

neye benzedigini ve oyuncular i¢in meydan okuma olarak sundugu labirenti gdsterir.
5. Asama: Paylasim ve Elestirel Geribildirim

Yazma siirecinin son agamasi hikayenin son hali StoryJumper'da okundugunda tamamlanir.
Bu agama, 6grencilerin dijital hikaye anlatimlarini, herkese acik olarak paylastiklar: takdirde
kitaplarina erisebilecek diger okuyucularla ve hatta halka acik bicimde hikayelerini
paylasabilmelerini saglar. Ogrenciler, calismalarinin Sgretmenlerinin yan1 sira diger
okuyucular tarafindan da okunabilecegini fark ettiginden, ¢aligmanin paylasimi i¢in nihai
iriiniin kalitesi esastir. Bu baglamda, 6grenenler yazdiklarinin adeta temsilcisi olurlar ve
bunun sorumlulugunu alirlar. Yoruma ve isbirligine dayali diger medya haberlesmelerine
benzer bir sekilde, okuyucular “begen” ve “yorum” diigmelerini tiklayabilir. Bu diigmelerin
ilki okuyucularin ilgilerini gostermeleri icin iken, ikincisi 6grencilere rehberlik eden ve
onlar1 neselendiren cesaretlendirici yorumlar birakarak onlar1 yazmaya, gelismeye devam
etmeleri igin yapici 6nerilerde bulunmalar igindir. Ogrenciler, belirli bir kitleye ulasmak
amaciyla, e-posta yoluyla baglantiyr gondererek veya kitaplarini kisisel koleksiyonlarina
kaydederek ¢alismalarini paylasabilirler. Bu ¢ok yonlii siireg, yazma siireci boyunca elestirel
yazim yoluyla ogrencilerin deneyimlerini, goriislerini ve oOgrenmelerini dijital hikaye
anlatimlariyla birlestirip ve iliskilendirerek onlar1 yazma konusunda daha da c¢aba
gostermeye iter. Bir taraftan, 6grencilerin yazilar1 hikaye ve oyunla uyumlu olacak sekilde

net ve 0zIU hale gelir. Diger yandan, diger okuyuculardan geri bildirim almak, 6grencilerin
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oyun bazli yazmaya kars1 tutumlarini 1yi yonde pekistirir. Bu son agsamada, 6grenciler kendi

o0grenme gruplar1 disindaki okuyuculardan verimli yorumlar aldiklarinda ve buna bagl
olarak nihai iirlinlerini yeni Onerilere gore ayarlamak icin yeniden diizenlediklerinde yazma

stireglerine ek elestirel yansitma eylemi de gerceklesir.
Tartisma

Oyun bazli O6grenmeyi dil yazma sinifinda uygulamak zor olabilir ancak bir kez
kullanildiginda, Christian'in (2018, s.13) da belirttigi gibi, “istenen sonucu ve uygulamanin
hedef kitlesini anlamak bu isin ip ucudur.” Bilgisayar destekli yazilarin nihai ¢iktilarina
ulagmak i¢in rehberlige ve takip edilecek ayrintili asamalara ihtiya¢ duyan 6grenciler igin
net bir plana sahip olmak esastir. Boylelikle 6grenciler arasinda dijital yazma gibi ¢esitli
sanal uygulamalar1 birlestirerek ve tesvik ederek Ogrencileri motive eden ve Ogrenme
stireclerini ve sonuglarii degistiren siirdiiriilebilir bir isbirligi ve destekli 6grenme ortami
saglanmis olur (Huang, 2022). Dicheva ve dig. (2015, s. 10) “Oyunlastirmay1 kullanmak,
secilen oyun mekanizmalarini ve dinamiklerini birlestirmeyi ve gorsellestirmeyi destekleme
cercevesinde bir ortam yaratir” der. Bu ortam, her 6grencinin kendi ilgi alanina ve soz
konusu gelisim diizeyine hitap etmek icin uygun O6gretim stratejilerinin ve uygulanabilir
dijital araglarin kullanilmasin1 gerektirir. Bu bilgiyi akilda tutarak, peri masallarini
oyunlastirmak, dijital cagda ogrencilerin peri masali geleneklerine iligkin bilgilerinin farkina

varmasina dayanan yeni bir yazma bi¢imidir.

Ayrica, bilgisayarli hikayenin taslagini yazan Ogrencilere video oyunu kurallari
bilgisi de verilir. Bu uygulamali deneyimde, bazi Ogrenciler basta oyun siteleri ve
multimedya yazilimlar1 olmak iizere cesitli dijital araclart kullanma becerisine sahiptir.
Olaymm 06zii Ogrencilerin oyun benzeri bir uygulamanin oyun tabanli O6grenmeye
doniisebilecegini anlama siiregleridir. Bu soruya yanit ararken, masallar1 ve video oyunlarinm
dijital bir platforma dahil etmek, 6grencilerin ilk tanidik olani yabancilagtirmasina neden
olur. Tanidik olani yabancilastirma nosyonu, giinliik rutinin can sikintisini yeni bir sekilde
gormeye ya da Victor Shklovsky'nin (1965) dedigi gibi, "yeni bir pencere agmak" gibi yeni
bir yazi bigimi yaratmaya dayanir. Bagka bir deyisle, hikaye anlatimi1 ve video oyunlarmin
birlesimi, hem yeni bir {iriin olusturmaya ve tasarlamaya kars1 yeni bir soluk getirir. Bunun
icin, tanmdik bildik bilgiden kesfe dayaliya dogru evrilen yazma siirecini dijital cagda temel
kavram olarak alarak Ogretmenleri de Ogretim stratejilerini yeniden sekillendirmeye
yonlendirir. Alawdat (2022, s. 980), “Bu gercek; Ogretmenleri stratejilerini yeniden

diistinerek ders yapilarini ve zaman yonetimini ¢evrimi¢i 6gretim i¢in yeniden tasarlayarak



316 Alawdat, ve Hanc1-Azizoglu / Pamukkale Universitesi Egitim Fakiiltesi Dergisi, 58,297-321, 2023
ogretim siireclerini yeniden sekillendirmeleri gerektigine zorluyor” diye belirtiyor. Aslinda,

Ogretim stratejilerini yeniden yapilandirmak ve yeniden sekillendirmek, teknolojiyi kisisel
yasamlarinda veya smiflarinda yogun bir sekilde kullanamayan dijital go¢men olarak

isimlendirilen 6gretmen nesli i¢in cazip olmayabilir.

Dijital araglar1 Ogretimlerine dahil etmekte giicliik ¢eken Ogretmenlere kiyasla,
ogrenciler, ozellikle video oyunlar1 oynayanlar, dijital oyunla yazma 6grenme konusunda
daha az zorluk yasar. Dicheva ve dig. (2015, s. 10), "Oyunlastirmanin etkili bir sekilde
uygulanmasi hem simifta benimsenmesi, hem de uygun bir 6gretim cercevesiyle teknolojik
altyapiyla birlestirilmesiyle mimkiindiir” iddiasinda bulunur. Bu uygunluk o6zellikle
masallarin oyunlastirilma ¢alismalari halka agik hale geldiginde 6grencilerin dil 6grenimi ve
yazma gelisimi ile ilgili olumlu tutumlar gostererek verdigi tepkilere yansir. Dil diizeyinde
ise, 0grenciler genel olarak yazma becerilerini ve 6zel olarak da dijital yazma becerilerini

gelistirme firsat1 bulurlar.

StoryJumper uygulamasmi hem smif i¢i hem de wuzaktan Ogrenme/0gretme
cerceveleri i¢in uygulamak, 6grencileri temel oyun becerilerini hikayenin unsurlar1 ve olay
orgiisii hakkinda ogrendikleriyle birlestirerek yazilarinin yaraticisi olmaya tesvik eder.
Ogrenciler, oynadiklar1 video oyunlar1 ve okuduklar1 masallar da dahil olmak iizere ortak
ilgi alanlarina gore gruplandirildiginda, egitmen, 6grencilerin beceri ve ilgilerinin yan1 sira
onceki oyun bilgilerini de belirleyerek 6grencilerin dil yeterlilik diizeyleri hakkinda daha 1y1
fikir sahibi olur. Yine de, 6grenciler oyun bazli yazma teknigini uyguladiginda bu her yazma
ihtiyacin1 bu sekilde karsilayabilecekleri anlamina gelmez. Bunun bir nedeni, sinif ici
teknolojiye erisim eksikliginin oldugu durumlarda belirtilen 6grenim asamalarinin bir
kismimin geleneksel Ogrenme ortamlarinda zaman araligi olduk¢a simirli oldugundan
gerceklesememesidir. Bilgisayarli yazma i¢in agiklanan asamalarin sadece dil sinifinda
degil, cesitli farkli konular icin de kullanilabilecegine dikkat cekmek 6nemlidir. Ayrica bu
sekilde Ogrenciler evde veya oOgrendikleri bir uygulama esliginde yazmaya sinif degisim

programlarinin veya karma egitimin bir parcasi olarak da devam edebilirler.
Sonu¢ ve Son Beyanlar

Deyan'a (2021, paragraf 1) gore, diinya ¢apinda hangi kusaga mensup olurlarsa olsunlar
oyunlari, oynamay1 ve oyunlastirmay1 seven 2,7 milyardan fazla oyuncu vardir. Doksanlarin
basinda Tetris, Snake II ve Pokémon gibi onceki oyunlar gelistirilirken, teknoloji heniiz
yavas yavas ilerliyordu. Ancak dijital gocmen 6grenciler, cocukken bu oyunlar1 oynarken

yasadiklar1 sevin¢ anlarmi asla unutmadilar. Teknolojik cihazlarin hizla gelismesiyle



Alawdat, ve Hanci-Azizoglu / Pamukkale Universitesi Egitim Fakiiltesi Dergisi, 58,297-321, 2023 317
birlikte, simdilerde yeni dijital cag siirsiz dijital oyun segenekleriyle sonsuz yaraticilik ve

yenilik sunmaktadir. Yaraticiligin sonu olmadigt i¢in, oyun oynamak i¢in sinirsiz
seceneklerin mevcudiyeti, dijital araglara daha fazla maruz kalan yeni nesil 6grenicilere yeni
bilgiler edinebilmeleri i¢in bir armagandir. Web'de bulunan ¢ok ¢esitli uygulamalarin yani
sira StoryJumper, hem uzaktan 6grenmeyi hem de teknolojik erisimin mevcut oldugu

normal siniflarda bilgisayar destekli yazmayi tesvik eder.

Bu uygulamali arastirma ¢aligmasimin onemli bir bulgusu, oyunlarin 6grencilere
dilde ilerlemeleri icin kendi se¢imlerine dayali 68renme sunan esnek bir bireysel alan
saglamasidir. Ogrenciler sectikleri oyunlara dayali hikayelerini yeniden yazarken, bir dizi
olay1 yapilandirmada ve yazma becerilerinde ustalagirlar. Bu durum hem 6grenenlerin asina
olduklar1 oyunu se¢me 6zglirliigiine sahip olduklarinda hem de bildikleri peri masali ile olast
baglantiya sahip olduklarinda gerceklesir. Yani Ogrenciler tanidik bilgi ve deneyimler
hakkinda yazarken, fikirlerini kolayca ifade ettiklerinden dijital hikayelerini tasarlama ve
yazma siireciyle ilgili bakis agilarii paylasip dil becerilerini ve yeterlilik diizeylerini

gelistirirler (Chen Hsieh, 2021).

Bu amagla oyunlar, ister eglence ister egitim amacli olsun, farkli insanlarin hayatinda
onemli bir rol oynamaktadir. Bu uygulamali betimsel c¢alisma, 6grencilerin oyun dgelerini
masallarin olay orgiisiiyle i¢ ige gegirerek oyun becerilerini ikinci dil yazma gorevlerine
uygulayabileceklerini gostermektedir. Bu ¢alisma, hem uygulamali hem de yenilik¢i oyun
tabanli dilsel yazma yaklasimindan yararlanabilecek baska olasi disiplinlere de katkida
bulunmaktadir. Oyun bazli 6grenmenin hem karma hem de geleneksel siniflarda ve diger
derslerle nasil isleyebilecegini incelemek icin daha fazla arastirma gereklidir. Son olarak,
daha 1y1 yazma becerileri ve yaraticiligi tesvik etmek i¢in dijital araclar1 ve oyunlastirmayi
kullanabilen 6grencilerin bakis acilarinin  karmasikligini derinlemesine anlamak bir

zorunluluktur.

Etik Onay: Arastirma katilimcisi olmadigi icin bu bilimsel arastirmada yeni bir 6gretim

metodu gelistirildigi icin etik onaya ihtiya¢ duyulmamustir.
Cikar Catismasi: Yazarlik konusunda herhangi bir anlasmaziik yoktur.

Yazarlarin Katkilary: Yazarlarin esit katilimi vardir.
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Introduction

Over the course of history, gaming, gamifying and gamification are the terms of approaches
used to define varying disciplines and fields of study from computer science to video games.
Lately, digital and interactive language teaching methods have gained popularity in language
classrooms (Chik, 2013; Hafner, 2013). Learning through gaming plays a crucial role in
developing learners’ and players’ interests since it demands interactivity, involvement,
competition and collaboration among users. Similar to any other entertainment media, these
motivating demands can be typical to the environment of language classrooms, where
learners cooperate and work together while competing against each other within the course
of gaming. Using teaching approaches through gaming is called game-based learning

(GBL).

GBL is described “as a teaching method that uses the power of games to define and
support learning outcomes.” (Nisbet, 2021, para. 2). With the recent increased interest in
playing video games among younger generations, the use of educational multimedia
software for gaming has become a focal point for a large number of teachers in numerous
fields, including language and linguistic-based domains of Second Language Learning,
First-Year Writing, Rhetoric, and Creative Writing. Dicheva et al. (2015, p.1) indicate that
“The use of educational games as learning tools is a promising approach due to their abilities
to teach and reinforce not only knowledge but also important skills such as problem-solving,
collaboration, and communication.” Often, learners inadvertently gain new language skills
and possible other knowledge while having fun. In other words, integrating gaming into
language learning has become an essential approach, especially for younger learners who

continually see and hear narratives within the video games they play (Chik, 2013).

In today’s technological era and with the availability of digital tools, it only takes a
few seconds for digital natives to reach out and find the information they need. According to
Wang et al. (2019, p. 1) “A digital native is a member of a younger generation who grew up
in the cyber age.” Digital natives have quite different academic requirements from those
performed by the digital immigrants. Their teachers grew up and learned through traditional
learning strategies prior to technological development. As a result of their digital
immigrancy, many teachers have not been in favor of integrating digital tools into their

curriculum (Weninger, 2022).

Despite some hesitancy from digital immigrants, implementing GBL and game-

based writing (GBW) has become widely used, especially with the rise and continual
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exposure of digital tools which have proven their effectiveness in educational and language

learning scenarios (Chik, 2013). Compared to the previous description of game-based
learning, GBW is “an interactive curricular approach that draws from role-play, theater, and
video games (Chung, 2021, para. 1)” for educational purposes. In this regard, video games,
contrary to written literature, are a live-production of a series of stories that have a narrative
structure, which moves the player forward to more advanced levels of gaming. Alsawaier
(2018, p. 58) reinforces this notion by stating that “Game-based learning is intended solely
for education and relies on a learning game that has a beginning and an end.” Compared to
traditional literature, gaming structure has a stronger involvement from the players so that
they become active participants in the game rather than being passive readers. This fact
brings along the necessity to create new methods while interactive teaching methods are
ignored in the previous eras of disinterest in gamification techniques. To compensate, this
study explores theoretical research-based insights to provide practitioners with an applied
and innovative method of integrating game-based learning into non-game-based learning
environments. More specifically, this research study highlights the concept of digital
storytelling through the theory of GBL by providing sufficient literature to compensate for
the lack of studies on gamifying fairytales in digital storytelling. To fulfill this gap, the main
aim of this study is to present a novel and descriptive language learning program that
involves the rewriting of fairytales within the digital storytelling format. Within the context
of this research study, a digital storytelling format through an interactive linguistic landscape

is proposed through two main case study approaches:

. Providing a descriptive framework for gamifying fairytales in digital
storytelling to highlight the significance of gamification strategies.

o Providing a new applied lesson format for implementing digital tools for
gamifying fairytales within game-based principles through the use of the digital software of

StoryJumper.
The Rationale of Using Gaming in Language Classrooms

Gamification has become a popular tool across different educational settings and platforms.
The linguistic curricula that involve writing, rhetoric, and language-learning skills fall both
under the categories of game-based learning and game-based writing due to the recent
educational innovations in game-based learning.  From this particular viewpoint,

gamification can be defined as a set of strategies that can also be used in non-traditional
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game settings for the purpose of creating logical and pedagogical learning practices (Mee

Mee et al., 2020).

In a broader sense within education, gamification refers to designing game
components, systems, and frameworks into non-game conditions. In its use of more nuanced
techniques like GBL and GBW, Mee Mee et al. (2020) explain, “Gamification in education
plays an important role in improving learners’ creative, critical and problem-solving skills.”
However, there is often confusion between the concept of gamification and GBL among
educators. While gamification, gaming, and gamifying are, firstly, all terms used for playing
and learning in an educational context rather than using computers or gaming systems only
within the context of gaming, GBL is based on learning new skills to achieve the demanded
learning outcomes in a motivating way. Another important difference is that gamification
uses elements of the gaming principles to motivate learners while GBL uses games as

fundamental elements to achieve learning objectives and final products.

Because GBW falls under a general foundation of gamification, one form of GBW
is digital storytelling. By definition, “Digital storytelling is the modern expression of the
ancient art of storytelling. Digital stories derive their power by weaving images, music,
narrative, and voice together, thereby giving deep dimension and vivid color to characters,
situations, experiences, and insights” (Rule, 2010, p. 56). Using technologies for storytelling
offers alternative strategies to traditional storytelling. With its inclusion of multimodal
components, digital storytelling is more strongly connected to playing a game than to
traditional writing. Connecting gamification to digital storytelling demands a story

framework that motivates learners to be active participants in invented real-life situations.

In parallel, digital storytelling indeed opens up game-based writing to a variety of
genres including fairytales, and this can raise success among language learners since
fairytales are common familiar stories across cultures (Ivanovi¢ O'Brien, 2018; Jalilovna,
2022). According to Zipes (2012, p.1), fairytales possess an “extraordinary and irresistible
appeal to readers, listeners, and viewers of all ages throughout the world.” Like digital
stories, fairytales are also based on a storyline of events, characters, and twisted situations,
as if the reader is a player in a game. In this way, teachers acclimatize their teaching
strategies to new approaches to create effective practical plans in order to gamify the

fairytales in the language classroom.

It is essential to highlight the issue that improving second language proficiency

used to be heavily depended on reading literary pieces in which students acquire experience
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with language through real-life narratives. With this in mind, today’s generation of digital

natives and generation Z, who were born and grew up in the digital era, prefer to play video
games rather than read stories (Hashim, 2018; Liu et al., 2020; Szymkowiak, 2021). They
also prefer to design a game rather than write a reflective paragraph on a story. The possible
solution, therefore, is to integrate gaming into learning and writing. What is more exciting
and stimulating is that this approach encourages less motivated students to be more engaged
and involved in their own learning (Lee & Dressman, 2018). This happens by turning their
video games into innovative educational outcomes and their writing activities into fun and
entertaining tasks that grab their attention. Through this win-win approach, teachers can add

a substantial amount of creativity to their teaching strategies and students’ learning process.
Theoretical Framework

Storytelling as well as gaming for learning has always been part of language teaching. The
integration of digital tools for the purpose of teaching writing and language-based skills,
especially during pandemic conditions, has strengthened this relationship. In a study
conducted by Senturk (2021), the focus was on teaching writing to digital natives in the
digital age. Within this framework, integrating digital tools inspires digital natives into non-
traditional uses of gaming-related activities. Yet, integrating digital tools has rarely been
used for improving language skills, especially if teachers are not in favor of integrating
digital tools in their pedagogy. Due to the wide use of technology in educational platforms,
the use of digital tools in teaching writing has increased because “internet-based writing is
believed to be the remedy for teaching writing to overcome problems of time limitation,
inadequate media support, and lack of motivation” (Senturk, 2021, p. 104). Using digital
tools for writing compensates for several problems that students face compared to class-time
writing in that digital writing provides learners with options such as language trackers,

spelling and grammar checkers that ease their writing.

From another perspective, Senturk (2021, p. 104) explains that “today’s teachers use
educational applications, and they follow current developments to transfer these recent
technological developments into classroom applications through digital media” to
effectively integrate digital writing in the classroom. In this vein, Senturk (2021) concludes
her article by indicating that it is significant to explore the effectiveness of digital learning
and provide students with “opportunities to experience technology-oriented types of writing”

(Beaufort, 2007 as cited in Senturk 2021, p. 113). Such opportunities are provided while
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integrating digital writing and gaming for the purpose of learning the language while

developing students’ writing skills.

From another perspective, Kavakli and Hanci-Azizoglu (2021, p. 67) state that
“teaching second language writing through digital stories leads to a futuristic teaching style
for using the writing discipline to teach empathy in inventive ways to second language
learners and writers.” Critically, futuristic styles become most effective when learners
develop their writing skills and improve their language proficiency through the use of digital
storytelling and its available options such as recording and adding images. This process of
creating and connecting language learning with digital storytelling is not easy for some
learners who lack language and digital skills (Kendrick et al., 2022). Of various storytelling
fundamentals, Kavakli and Hanci-Azizoglu (2021, p. 68) note that “Storytelling is a
complicated act, which involves imagination and creativity.” Creativity and imagination are
interwoven so that students incorporate their creative skills into the writing in the language
classroom. For doing so, the authors explain that “language learners need to reconstruct their
knowledge in a more effective way through the use of countless digital tools.” The statement
of reconstructing knowledge and digital storytelling becomes realistically applicable when it
structurally and technologically provides a platform for game-based writing that encourages

innovation and creativity among learners.

On the other hand, Morie and Pearce (2008, p.5) indicate the fact that “the most
obvious connection between fairytales and games can be found in the cases where game
stories and themes parallel those of traditional fairytale literature.” Fairytales indeed serve as
an ideal topic to integrate into the framework of digital storytelling. It is essential to mention
that storytelling is a skill that requires mastering writing and critical thinking. Paralleled
with video games, fairytales create fantasy and enjoyment, especially when students use
their video game skills to serve their writing skills and language learning. Yet, unlike
fairytales, video games provide learners with empowerment that transcends the moral
message of the stories like helping needy people, standing with righteousness, and fighting
evil. In correspondence to video games; fairytales, by nature, trigger discovery, adventure,
and “play acting,” which are based on elements of stories and figures of speech. Video
games always provide players with evasive actions that demand higher-order thinking skills

to solve the dilemma while overcoming emerging challenges in order to move ahead.

In fairytales, and literature in general, however, reaching the climax of the story is

the time when the reader needs to think about what is coming next, and mostly, the reader
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does not interfere. The difference here in video games is that the player is the one who needs

to figure out how to get out of problems while in written stories, it is the author’s decision to
save the characters and get them to safety. The flexibility of decision-making along with
creativity gives the game player what traditional literature cannot offer. Another remarkable
difference between game playing and traditional literature is the level of motivation offered

to students.

Mery Silalahi (2019) also conducted a study on 40 participants from the 5 grade at
an elementary school, where learners played games to examine their influence on motivation
and interest among learners to learn English. During the study, the author used games such
as word mapping, storytelling, and solving puzzles. The author highlights the significance of
integrating gaming in language learning for the various benefits learners could gain,
including vocabulary development through experiencing the language in a real-like
atmosphere. In addition, Silalahi (2019) found a greater acceptance of gamification
techniques than traditional pedagogy, as well as greater motivation and interest from
students in their GBL. Another benefit shown in Silalahi’s (2019) research was that “the
learning process by playing games can provide more interactive English learning
atmosphere so that it is expected to improve the ability of students in vocabulary

development. The nature of this method increased the students’ interest in learning English.”

Mee Mee et al. (2020) examine the use of gamification for language teaching and
raising awareness about integrating gamification in language classrooms. In connection to
the purpose of this current study, gamers transfer the principles of video games and combine
their previous knowledge of constructed games with their writing assignments. They then
apply this knowledge to their digital storytelling using digital tools to reform and,
eventually, alter the plotline of a story within a game. In this vein; learners, who are
especially struggling with acquiring a new language and/or writing skills, feel satisfied when
they use previous knowledge while creating new outcomes. The authors indicate that
“incorporating games while teaching was able to lead to successful results as the learners did
not feel the pressure of learning the subject, and games were able to motivate them to
perform better” (Mee mee et al., 2020, p. 688). They also point out that using games for
pedagogical purposes motivates and entertains learners because it “promotes creativity,

critical and problem-solving skills” (Mee mee et al., 2020, p. 686).

Carlquist (2003) conducted research to answer the question of whether computer

games can be read as narratives or not. The aim of this research, besides reviewing theories



304 Alawdat, & Hanci-Azizoglu / Pamukkale University Journal of Education, 58,297-321, 2023
and producers of games, was to emphasize some distinguishing characteristics of the

narrative structure and non-linearity within computer games. The author reveals that
computer games could not be described as good literature because they have a genre of their
own compared to paperbound genres. He states that “the main similarity with traditional
narratives is that both derive their emotional power from the player’s or the reader’s
uncertainty of the outcome.” For the players, they take the plot forward and narrate their
actions while for the readers, the plot is generated by the storyteller and the story writer. The
author came to the conclusion that one requirement of games is to have an interesting play
and rather than having a good storyline because many game designers structure a multilinear

storyline that demands players’ interaction.

What seems obvious from these studies is that any creative approach in language
teaching can be transformed into a motivating activity to recreate fairytales and games
within the structure of new narrative techniques. In this connection, Jonas Carlquist (2003,
p. 43) states that “computer games do not make new stories, they just change the ways old
stories are told. They let us play the story.” From the same perspective, rewriting fairytales
with new story elements is one method that offers a unique technologically-driven language
teaching method that can be appealing for its limitless flexibility. Fairytales are indeed
presented as a universal theme that is shared by most cultures for centuries. In the digital era,
universal themes in fairytales become a flexible device to be used with different digital tools

in innovative language classrooms.
Gamifying the Digital Fairytales

Connecting gamification to GBW, Hoi¢-Bozi¢ et al. (2019) report that digital storytelling “is
a process of telling multimedia stories that can be interactive and contain game elements like
labyrinths, sorting games, or puzzles.” Digital storytelling becomes possible by interweaving
several technologies with media options that students might use in their writing classes. In
this vein, approaching storytelling in non-traditional forms with GBL makes language
learning more interactive and collaborative. Therefore, GBL becomes an effective and
innovative teaching strategy to enhance students’ learning, collaboration, and active

competition for reflecting and rewriting.

Many researchers have examined the advantages of using games as a teaching
strategy for learning in second language classrooms by highlighting the benefits of gaming
on their language acquisition. For example, Gozcu and Caganaga (2016, p.134) state that

“games are very important instruments in language teaching classrooms in terms of
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providing a relaxed environment for learners and for both teachers and learners, games are

very useful if they have an educational purpose rather than being fun.” Adding to this
importance, GBL puts the student in the center of their learning and enhances their critical
thinking and problem-solving skills. In this sense, gamification motivates students to learn
better by promoting their interactivity in a competitive environment through improving

students’ language skills.

From another perspective, it is crucial to understand the challenges that students
often face when planning to implement digital tools in a writing classroom. An important
part of gamification, and educational success in general, is to make pedagogy simpler and
more interesting to avoid unwanted responses to educational efforts such as loss of interest,
lack of motivation, and less cooperative engagement. Language pedagogy supports the use
of digital storytelling to promote language skills as well as digital skills within gamification.
There are many benefits that emerged from this combination. One important benefit is that
digital storytelling, fairytales, and gamifying create new learning environments and new
opportunities to encourage students’ involvement and collaboration with other learners. This
can happen while students rewrite fairytales through video games through the collaboration

of players within the digital language learning game.

Fairytales encourage students to get engaged in their digital writing because the
plotline of fairytales aligns with the linear progress of video games. When students become
familiar with and skilled in game navigation, it becomes much easier for them to use their
knowledge so that they could learn new issues and master new skills. The key element,
therefore, is to encourage students to use their gaming skills as part of their writing tasks.
This combination of digital storytelling with fairytales can be a good addition to language
learning curricula because it could lead gamer-learners to incorporate a variety of effects
from digital media into their language learning while designing their own digital fairytale

stories.

From the same theoretical perspective, students are given the primary goal to make
changes within the storyline of a popular fairytale, inspired by the nature of gameplay within
this proposed digital gaming-writing method. In popular video games, the player has to start
the game again whenever the hero whom the player is controlling is dismissed. This twist of
the plot was to motivate the students to apply their gaming knowledge to their reading and
writing tasks. At the same time, converting their reading and writing tasks into a new

interactive game-based experience becomes an aim for this lesson. This twist is also meant
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to motivate students to create a new way of approaching to digital storytelling that includes

elements of video games and elements of fairytales where adventure and excitements are the
main triggers. Bringing different elements of gaming and writing creates a meaningful
digital experience that appeals to wider audiences, especially when learners share their work
on different interactive platforms like social media or the platform used within the scope of

this research study: StoryJumper.

Games are not only a source of motivation to teach a language. They can not only
change negative behavior according to educational outcomes but they can also create
settings that encourage students to collaborate. Using games for digital storytelling
highlights the issue of motivating students to work together while planning their writing
tasks, particularly if a group of learners is also gamers of the same video game. It is essential
to indicate that students are placed in groups according to their gaming interests in order to
have common goals and shared interests while redesigning their games and rewriting their
fairytale stories. Being on one team and writing the same scenario in a GBW community
lead students to cooperate instead of competing with each other so that they could finish
their writing task. Gee also (2003, para. 12) explains that games and technology games
specifically enhance learning and teamwork, which enable cooperation, interaction, and
engagement among students. The author states that when learners work together on one
mission, they “bonded primarily through shared endeavor, goals, and practices” to achieve
their outcome. Thus, creating a GBW environment while using digital tools is crucial to
create that bond among students to be producers of their digital story instead of remaining

consumers of video games.

With focused and expressive digital writing through (re)writing fairytales with
innovative story elements, students have the chance to share the same background
knowledge from different cultural perspectives. In this vein, creative and digital writing help
students discover stories with new perspectives while on the other hand giving them the
freedom of modifying story elements to activate their creative and critical thinking skills.
For this purpose, (re)writing fairytales through gamifying techniques utilizes multiple
principles as a tool in creating digital language pedagogy. The first principle focuses on
implementing higher-order thinking skills and language development. The second involves
liberating students by creating both a culturally responsive and innovative language-based

pedagogy through creative digital storytelling. The final principle seeks to initiate creative
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digital storytelling as a culturally and universally shared approach to teaching language

effectively as part of this research study.
Promoting Digital Storytelling within StoryJumper

With the turn to remote learning and digital writing during the COVID-19 pandemic,
integrating gamification into educational curricula became a critical part of language
teaching activities. Through virtual learning, teachers find the opportunity to maintain a
sustainable environment of collaboration and support during the pandemic while promoting
digital language learning through interactive games. Developing language skills through
innovative approaches requires teachers to implement creative gamifying practices in their

virtual classes to increase learner engagement.

During the spread of COVID-19 and the turn to remote learning, many Web 2.0 tools
were increasingly used. Kahoot, Edupuzzle, Quizlet, and Quizizz are among the top digital
games used for game-based language teaching and learning. Such digital multimedia
platforms encouraged learners to participate in game-based activities while promoting
constant collaborative work (Munuyandi et al., 2021). Yet, the focus of this study is not
solely on gaming, but rather on integrating game-like learning into language acquisition

through the use of digital media.

With the influence of today’s broadly connected and digitally wired surroundings,
students are exposed to different platforms to express their opinions and share their
experiences. In this sense, Alawdat (2022) indicates that “many digital spaces also enable
learners to connect to previous experiences and knowledge while constructing their digital
writing.” For this purpose, the focus of this part of the applied study is on using StoryJumper
as a digital tool for (re)writing fairytales within the scope of digital storytelling.

StoryJumper is a secured and closed class-based software which is used for writing
multimedia storytelling for classroom tasks. It empowers learners to write scripts and record
audio narratives. It also allows the use of colorful images, sound effects, and music while
recording. Narratives, which are written via this software, could be about anything from
personal narratives to reflective work. Using StoryJumper further enables teamwork by
giving students a mutually shared platform in which they can combine and edit their

narratives and share them with their writing team, teachers, and other audiences.

Within the scope of this applied new language teaching method, the first step in

using StoryJumper for collaborative writing is to create one account for the class and share it
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with the students. The benefit of creating one account is to allow students and their teacher

to easily access their work without time constraints, including out-of-class times. If students
work in groups, there is the option of creating one account for each group. While the former
technique works better when the class is writing about one fairytale they read in the class,

the latter works much better when it is a group-based writing project.

As part of its design set-up, StoryJumper software offers blank books for users to
design from scratch or use a template book of pre-designed items and formats. The moment
the book is created, students can start adding texts, images, and recordings by clicking on the
“edit” button. Because students log into the same StoryJumper account, they can work
asynchronously at their own pace outside the class or more collaboratively and
synchronously in class with their peers. When finished, students leave the site by clicking on
the “save & exit” button, which is necessary for saving the work. They can then return to

adding or editing at any time.

When students reach the final stage of their projects, they may publish their books on
the web by sharing a link with other media options such as email, WhatsApp, Instagram,
Facebook, or any other media options. Hard copies of their books can also be bought for a
small fee based on the number of pages produced. The more pages added to a book, the
higher the price is in the market by making learners more excited about adding narrative
value to their stories. It is essential to mention that although working with StoryJumper is
simple and it is a user-friendly secured site, it cannot be edited and designed on cellphones.

On the other hand, one can view the site on a cellphone and go through the published books.

In other words, students can share their digital storytelling books on StoryJumper
and voluntarily decide to make it public for a wider audience/reader on the web or not.
Readers at different ages have the privilege to read the book and provide feedback and
comments. On the right side of it (see Figure 1), there are several options that learners and
readers from outside the classroom use to access the work. The figure shows a published
digital story that students share on StoryJumper. The users are given several options when

they want other audiences to read their final product and leave feedback and comments.
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Figure 1

Sharing The Story on the Web

—
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A New Language Method for Digital Writing: Promoting Digital Storytelling within
StoryJumper

Implementing StoryJumper for Digital Fairytales

This practically applicable method for gamifying fairytales into digital storytelling provides
techniques and strategies that are used in the writing classroom. The process of digitalizing
the lesson plan (see Figure 2) is based on five stages of rewriting fairytales within

StoryJumper.

Figure 2
The Process Model of Digital Storytelling
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It should be remarked that this structured workflow plan is applicable with any other
software that educators are familiar with to support writing tasks and encourage
collaboration and classroom engagement. Each stage has its usage procedures while
integrating fairytales into the writing class over a period of time. For this purpose, these

stages are explained thoroughly below:
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Stage 1: Exploring Fairytales and Elements of Storytelling

People at different ages like to read fairytales, and mostly grow up reading them as students,
teachers, and parents. For this, fairytales are selected for this study’s proposed writing task
to establish critical thinking while reading the predetermined fairytale and connecting it to
the video game which encourages solving problems and obstacles. When students read the
story, they start inferring and making connections between events as well as predicting
solutions for some emerging problems. Doing so forces students to adopt new ways of
higher-order thinking skills, which are also required to perform well while playing a video
game. Another reason for choosing fairytales is because they are popular in all cultures and
backgrounds, and this familiarity comfortably eases the writing process because students are
familiar with the content. Furthermore, like any video game and any literary piece, fairytales
permit integrating visual effects and digital storytelling contexts when they are recreated by
the StoryJumper software. The ability of a medium or genre to enable multimodality is
important because students will be adding images while recording their voices and adding

videos to their written narratives.

To begin stage 1, the teacher explains the elements of storytelling, including
structure, plotline, and closure. Following this introductory stage, the teacher brings in
several fairytales, such as Snow White, Cinderella, The Sleeping Beauty, just to mention a
few, to let students choose from. It is important to discuss what games they play and are
familiar with before asking them to choose their favorite story. This knowledge is essential
to ideally organize students into small groups of four or five students per group. Students are
then grouped based on their favorite story and what games they are familiar with and/or
play. The integration of the fairytale and video game is easier because the group is familiar
with the plotline of both the game and the fairytale story. Therefore, organizing homogenous
groups makes it easier for the student to relate to their GBW task because each player is
working within a familiar shared framework. In their groups, students discuss their video
games and plans on how to construct their digital storytelling of fairytales. They then rewrite

the fairytales by using the StoryJumper digital platform.
Stage 2: Rewriting Fairytales within Gamification

As the main focus of their project, students create their own scenarios based on their gaming
skills and understanding of the stories they read. One important requirement is to ask
students to retell the story from the perspective of video games. For example, students who

choose Snow White as their fairytale might connect the scene; about meeting the seven
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dwarfs who form a supporting group to protect the heroine, to their common game. This can

happen when students create their own version of the Seven Dwarves from the story. Having
created such a scenario, students then need to continue the amalgamation of fairytales and
video games. Within the context of a trial, students who formerly used other programs for
their writing task mentioned that, as gamers, they kept playing their game until their
characters left the game. They decided to change the ending of their video game by
borrowing events from Snow White to write a happy ending for their gaming characters. In
order to do so, the students could be given feedback to guide them throughout their writing
process, using discussion, brainstorming, timelines, visual aids, and mind-mapping. This
writing schemata (see Figure 3) displays how learners start by choosing a story and a game

where they spot a problem that needs to be solved for the first two steps.

As is the norm in video games, once emerging problems and challenges of the
moment are solved, another problem emerges. Fairytales are built on one main problem that
eventually will be solved. For example, in Snow White and the Seven Dwarfs, the main
conflict is when the Queen has discovered that Snow White is not dead. In the video game
Atari 2600, the student player takes the role of one of the dwarfs who is searching for the
prince to save Snow White. When one dwarf disappears due to any misfortune, the player
moves to another dwarf who continues playing to find the prince. In contrast, finding the

prince in the fairytale means the end of the story.

Figure 3

A Potential Writing Schema for Rewriting Fairytales in Connection to Video Games.
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4, Conflict from
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In the third step, converting characters from the story into avatars, and using avatars

from the games to represent the characters in the story while rewriting the fairytales is based
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on how writing digital storytelling is implemented. At a later stage, students also choose

scenes from their stories and others from games to their digital stories. They further add

images and sound effects to gamify the story and reach a final renovated product.

This initial writing stage is central for mastering writing skills while integrating
adventures from the games, problem-solving strategies, and challenges that gamers face in
addition to developing the plotline of the fairytales. Through writing and problem solving,
students develop critical thinking skills through using game mechanics. For example, when
playing a game, students must find ways to win and defeat opponents while fairytales are
commonly based on emerging problems, adventures, and happy endings. While fairytales
have a linear plotline with one major problem, video games demand students to solve one
problem for one stage to be able to move to the next one with more advanced challenges.
This difference makes the uniqueness of combining games and stories together for digital
stories via StoryJumper. It is essential to mention that this writing process takes time
depending on a student’s language proficiency and experience with writing and the various
texts involved in this writing method proposal. The benefit of this new writing method is
that it allows students to work both synchronously within a supportive collaborative
environment and asynchronously outside of class according to their own level of

proficiency.
Stage 3: Introducing StoryJumper for Storytelling

In stage 3, students are introduced to StoryJumper, which encourages and supports
cooperation and engagement in the writing task through a digital storytelling platform. This
section is a complimentary part for the rewritten story, where students add images and
videos of their choice from the fairytale and the video game to visualize and animate their
story. Animating stories through StoryJumper is possible because the software permits
adding images and designing personal stories that are based on their favorite games and
stories. For this, characters and avatars from the video games such as Fortnite and Bubg,
which are popular among digital natives, are commonly used as supportive visuals for the
narrative. As a working team, students read their stories again to decide which images go
with which events for their characters. First, the images can be taken from the colorful
drawings that fairytales have and then from the animations of the video games. Having
fashioned a rough written and visual narrative in groups, students are then given the
opportunity to also add sound effects and/or record their voices while reading their

narratives in order to design their story (see Figure 4). To clarify this stage, the following
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example of a StoryJumper project shows students’ design of Fortnite Tale using characters

from the game in a fairy-like-tale.

Figure 4
Adapted from StoryJumper
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Stage 4: Putting It All Together

Once students edit their fairytale books and add their written script and images, they revise
their work and put all parts together to finalize the collaborative work. Figure 5 shows

different books of StoryJumper that are based on our game-based writing approach.

Figure 5
Two Examples from StoryJumper Where a Game and Story Are Put Together
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In the right-side StoryJumper book, The Evil Video Game which reflects the
character of Pac-Man replaces the main character of The Mouse Ghost. The second left-
sided image shows what the game looks like and the labyrinth it has regarding the challenge

it presents for players.
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Stage 5: Sharing and Reflection

The final stage is done at the end of the writing process when the final outcome is read on
StoryJumper. This stage enables students to display their digital storytelling to other readers
after the teacher’s approving feedback, including public audiences who could access their
books if they are shared publicly. Sharing work is essential for the quality of the final
product as learners realize that their work is read by other readers besides their teacher. In
this regard, learners become the agent of their writing and take responsibility for it. Similar
to any media that is based on responses and collaboration, audience-readers could click the
“like” and “comment” buttons. While the former is used to show their interest, the latter is
used to leave encouraging comments that guide students and cheer them or provide
constructive suggestions to keep writing and improving. For the purposes of reaching a
specific audience, students share their work by sending the link via emails or saving their
books to their personal collection. As a two-sided process, reflective writing throughout the
writing process pushes students to put the effort into their writing while relating to their
digital storytelling which combines their experiences, opinions, and learning. From one side,
students’ writing becomes clear and concise to align with the story and the game. On another
side, receiving reflection from other readers reinforces a better attitude towards their GBW.
At this final stage, the act of reflection occurred when students received productive
comments from readers outside their learning groups, and relatedly re-edited their final

product to adjust it to new suggestions.
Discussion

Implementing GBL within the language-writing classroom can be a significant challenge,
but once it is used, as Christian (2018, p.13) points out, “it is important to understand the
desired outcome and the audience of the application.” It is essential to have a clear plan for
the learners who need guidance and detailed stages to follow in order to reach the fulfillment
of their final outcome. This way motivates students and varies their learning processes and
outcomes due to combining and promoting various virtual practices like digital writing to
maintain a sustainable learning environment of collaboration and support among learners
(Huang, 2022). According to Dicheva et al. (2015, p. 10) “utilizing gamification assumes a
certain type of environment that supports incorporating and visualizing the selected game
mechanisms and dynamics.” This environment requires using appropriate teaching strategies
and applicable digital tools in order to address each student’s appropriate level of

development along with their areas of interests. With this knowledge in mind, gamifying
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fairytales is another form of writing in the digital era based upon a realization of students’

knowledge of fairytale conventions.

Further, knowledge of video game conventions is added to students writing schema.
In this applied experience, some students are skilled in using various digital tools, mainly
gaming websites and multimedia software. The key question is how to get students to realize
that a gaming-like application can become gaming-based learning. In an attempt to answer
the question, integrating fairytales and video games into a digital platform motivates
students to defamiliarize the familiar. The notion of defamiliarizing the familiar is based on
creating a novel form of writing to permit seeing through the ennui of a daily routine in a
new way, or as Victor Shklovsky (1965) puts it, “to make the stone stony.” In other words,
the combination of storytelling and video games creates a transformation for designing a
new product. For this, the central notion of the writing process, starting from the familiar to
the unfamiliar, becomes a crucial demand in the digital era, forcing teachers to reshape their
teaching strategies. Alawdat (2022, p. 980) points out that “This fact makes teachers struggle
when they have to reshape their teaching process by rethinking their strategies and
redesigning their lesson structures and time management for their online teaching.” On the
other hand, restructuring and reshaping teaching strategies might not be appealing to digital

immigrants who do not extensively use technology in their personal lives or classrooms.

Compared to teachers who have difficulty with integrating digital tools in their
teaching; students, especially the ones playing video games, have fewer navigation
challenges. In this sense, Dicheva et al. (2015, p. 10) argue that “the effective classroom
adoption of gamification implies both certain technological infrastructures coupled with an
appropriate instructional framework.” This appropriateness is reflected in the learners’
responses to gamifying fairytales which showed positive attitudes in relation to language
learning and writing improvement, especially when the work becomes public. On the
linguistic level, students improve their creative writing skills through digital writing in

particular.

Implementing StoryJumper for both in-class and remote learning/teaching
frameworks encourages students to become creative agents of their writing by merging their
essential gaming skills with what they learn about elements of the story and the plotline.
When students are grouped according to their common interests, including video games they
play and fairytales they read, the instructor becomes better acknowledgeable of students’

language proficiency level by identifying their skills and interests as well as their previous
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gaming knowledge. Yet, when learners apply GBW, it may not be the ultimate panacea for

many reasons. One reason is that part of the described stages could not happen in the
traditional learning environments because the time span is rather limited and there is a lack
of access to in-class technology. It is also very important to draw attention to the fact that the
described stages for writing can be used for various subjects, and not only in the language
classroom. They can also be applied in flipped classrooms and blended learning so as to

allow learners to keep writing whether they are at home or with a facilitator.
Conclusion and Final Remarks

According to Deyan (2021, para. 1), there are more than 2.7 billion gamers worldwide, who
love games, gameplay, and gamifying no matter which generation they belong to. When
earlier games such as Tetris, Snake II, and Pokémon were being developed in the early
nineties, technology was slowly progressing. But, digital immigrant learners never forgot the
moments of joy they experienced as kids while playing these games. With the rapid growth
of technological devices, a new era of digitalism is now offering endless choices of digital
games and related creativity and innovativeness. Since there is no end to creativity, the
availability of limitless options for playing games is surely a gift of acquiring new
knowledge to the newer generation of learners who are more exposed to digital tools.
Besides a wide variety of available tools on the web, StoryJumper promotes writing for both

remote learning and in regular classrooms, where technological access is available.

A crucial finding of this applied research study is that games allow students a
flexible individual space for their language progress that offers self-regulated learning.
When learners write and rewrite their stories which are based on the games they selected,
they master some of their writing skills in structuring a sequence of events. This ultimately
happens when learners have the freedom to choose the game they are familiar with as well
as the possible connection to the fairytale they know. That is, when students write about
familiar knowledge and experience, they improve their language skills and proficiency level
because they could easily express their ideas and share their perspectives on the process of

designing and writing their digital stories (Chen Hsieh, 2021).

To this end, games play an important role in the lives of different people, whether for
entertainment or educational purposes. This applied descriptive study shows that students
invested their gaming skills into their second language writing tasks by interweaving gaming
elements with the plotline of fairytales. This study contributes to a variety of disciplines that

could benefit from both an applied and innovative game-based linguistic writing approach.
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Further investigation is necessary to examine how GBL might function in both hybrid and

traditional classrooms and with other subjects. Finally, there is a necessity to capture the
complexity of learner perspectives using digital tools and gamification for promoting better

writing skills and creativity.
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