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Ulkemizde son yillarda olduk¢a popiiler hale gelen oyunlastirma, yaratict drama
alammin da ciddiyetle degerlendirmesi gereken bir konudur. Her iki alamin da asal
unsurlarindan birisi oyun kavramidi. Bu makalenin asil amaci, giiniimiizde egitimin
her asamasinda kullanilmaya baslanan oyun, oyunlagtirma ve yaratici drama
arasindaki baglantiyi analiz edebilmek ve karsilastirmali bir inceleme sunarak
oyunsal deneyimin niteligine dair elestirel bir perspektif cercevesi ¢izebilmektir. Bu
perspektifilk olarak oyun teorilerine disiplinlerarasi baglamda bakmay: zorunlu kilar.

Makalede oyunlastirma, yaratict drama ve oyun iliskisini biitinliiklii bir sekilde
degerlendirmek amaciyla; yontemsel olarak literatiir tarama ve etkinlik deneyim
planlarint baz alarak karsilagtirmall bir inceleme yapilmaktadir: Egitimbilim ve estetik
deneyim alaninda ¢alisan arastirmact ve uygulamacilarin kavramlar: disiplinlerarasi
bir noktadan incelenecektir. Oyunu bir arag olarak ve siire¢ olarak kullanan yaratici
drama, oyun yoluyla 6grenme alamina katki sunmaktadur.

Oyunlastirma, oyun ve yaratict drama alanlarinda oyunsal siire¢lerin dramaturjik
agidan ve yéntembilimsel agidan analiz edilmesi ve pedagojik perspektif is1ginda
tartisilmasi alan zenginligine katki sunacaktir. Bu nedenle de oyunlastirmanin hangi
kiiltiirel, politik ve pedagojik baglamda yapildigi somut ¢alismalarin degerlendirilmesi
agisindan olduk¢a énemlidir.
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Giris

Ingilizce’de gamification olan sozciik Tiirkge’ye oyunlastirma olarak cevrilerek son yillarda
egitim alaninda adin1 siklikla kullanmaya basladigimiz bir kavram olmustur. 2000°1i yillar sonrasinda
egitimden is diinyasina kadar bircok alanda yayginlasmaya baslayan oyunlagtirma kavrami, daha
cok dijital oyun arastirmalari, reklamcilik, pazarlama ve egitim teknolojileri alaninda kullanilan bir
terimdir. Sonu¢ ve motivasyon odakli oyunlagtirmaya olan ilginin ¢ogalmasinda, video oyunlari ve
dijital oyunlar alanindaki oyun tsunamisinin neden oldugu sdylenmektedir. Diinya genelinde dijital
oyunlara ve FRP oyunlarina yonelik talep artisi, insanlarin dijital oyun oynarken gegirdikleri siirenin
artmas1 ve oyun sektoriinlin dijital bir evrim gecirmesi oyunlastirmanin yayginlasmasima neden
olmaktadir (Bahgeci, Usengul ve 2018). Neo-liberal ekonomik politikalar miisteri memnuniyetini
zinde tutacak reklam ve pazarlama stratejileri gelistirmek ve tiiketimi diizenli olarak artirabilmek
amaciyla tarih boyunca stratejik arayislar i¢inde olmustur. Insanlarin dijital oyun araglarma olan
ilgisinin artt1g1 bir donemde, oyunlastirma da kaginilmaz olarak yayginlagsmaktadir. Oyunlastirmanin
pozitif etkileri oldugu kadar, olumsuz etkileri de oldugu alan yazinina konu olmaya baglamistir.
Oyunlastirmanin acimasiz rekabete dayali is diinyasinda danismanlar tarafindan kullanilan bir tiir
“pazarlama sagmalig1” oldugu tartismalar1 da giindeme gelmektedir (Bai, Hew, Huang ve 2020).

Oyunlagtirma oyunsu deneyimle 6grenmeyi birlestiren yenilik¢i bir yaklagim olarak egitim
alaninda da son yillarda etkili olmaya baslamistir. Egitimde oyunlagtirmaya yonelik artan ilginin,
egitimde yaratici1 drama uzmanlar1 tarafindan incelenmesi elzem hale gelmistir. Bu yiizden de
oyunlastirma kavraminin dogru tanimlanmasi, oyunlastirmanin felsefesinin analiz edilmesi, oyun
ve tiyatro tekniklerini siire¢ odakli kullanan yaratici drama ¢aligmalarinin kurgulanmasi noktasinda
olduk¢a 6nemli olacaktir.

Yaratic1 drama oyun ve tiyatro tekniklerini siire¢ odakli bir deneyime doniistiiren yenilikgi
bir formdur. Yaratici drama 1977 yilinda kabul goéren tanimina gore; “oyun kurma, siire¢sel drama
ve dogaglamay1 kapsayan semsiye bir terimdir, katilimcilar tarafindan olusturulan yapilandirilmamis
dramay1 tanimlar.” (McCaslin, 2016). Tiirkiye’de drama alaninda en ¢ok atif alan akademisyen Prof.
Dr. Omer Adigiizel; yaratic1 drama kavramini su sekilde tanimlar:

“Drama, bir grupla ve grup iiyelerinin yasantilarindan yola ¢ikarak, bir amacin, diisiincenin,
dogaglama, rol oynama (rol alma) vb. tekniklerinden yararlanarak canlandirilmasidir. Bu
canlandirma siiregleri deneyimli bir lider/egitmen esliginde yiiriitiiliirken, kendiligindenlige
(spontaniteye), simdi ve burada ilkesine, -mis gibi yapmaya dayalidir ve yaratict drama,
oyunun genel 6zeliklerinden dogrudan yararlanir.” (Adigiizel, 2019).

Oyunlastirma ise oyun olmayan sistemlerde, kullanici deneyimini arttirmak ve kullanicinin
ortama baglanmasmi saglamak amaciyla dijital oyun elementlerinin kullanilmasi olarak
tanimlanmaktadir (Deterding, Sicart, Nacke, O’Hara ve Dixon 2011°den akt. Samur ve Sahin, 2017).
Oyunlastirma, oyunlarda bulunan tiim eglenceli ve ilgi ¢ekici unsurlari tiiretme ve bunlar1 gergek
diinyaya veya iiretken etkinliklere uygulama sanatidir. Oyunlastirma oyunlarla etkilesimi artirmak,
davraniglar etkilemek, verileri toplamak, goriintiilemek i¢in oyun mekanigini kullanir (Y1lmaz,
2022). Oyunlastirma ¢alisan performansi, inovasyon, pazarlama, egitim, saglik ve sosyal degisim gibi
oyun igermeyen ortamlarda oyun mekaniklerini kullanma trendi olarak tanimlanmistir. Oyunlastirma
kavrami tanimlanirken giidiilenme saglamak i¢in hizlandirilmis doniit, net hedefler ve oyun planlari,
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zorlayict ortam, miicadele gerektiren fakat erisilebilir hedefler gibi dort temel arag tanimlamigtir
(Burke 2011°den akt. Bahceci ve Usengil, 2018).

Oyunlastirma oyunun tiim unsurlarint kullanarak problem ¢6zmek ve 6grenmeyi tesvik
etmek i¢in, oyun diisiincesinin dikkatli ve disiiniilmis bir sekilde uygulanmasidir (Kapp, Valtchanov
ve Pastore, 2020). Prof. Dr. Karl M. Kapp oyunlagtirma kavramini detayli bir sekilde su sekilde
tanimlar:

“Oyunlastirma oyun olmayan alanlarda oyun mekanizmasinin kullanilmasidir, 6zelikle
tiiketici odaklt web sitelerinde ve mobil sitelerde insanlart uygulamalari kullanmaya
tesvik etmek icin. Oyunlastirma ayni zamanda dijital uygulamalarla baglantili arzu edilen
davranislarla kullanicilarin iliski kurmasmi kolaylagtirir. Oyunlastirma teknoloji ile daha
¢ok iliski kurulmasini saglar, insanin oyuna karsi duydugu temel psikolojik egiliminin
avantajint kullanir. Teknik insanlarin normalde sikici bulduklari siradan isleri yapmasi
konusunda cesaretlendirir, 6rnegin arastirma yapmak, alisveris ve web sayfalarini okumak
gibi. Oyunlastirma oyun bazli mekanizmalari kullanir, estetik ve oyunsal diisiince insan1 ve
eylemi motive eder, 6grenmeyi artirir ve problemleri ¢ozer.” (Kapp, 2012, 43)

Kavramin tanimlanmasi konusunda genellikle uzlasilan ortak goriis, oyunlagtirmanin oyun
tasarim elementlerinin oyun dis1 bir ¢er¢evede kullanilmasi oldugudur (Detertding, Khaled, Dixon,
Nacke, 2011).

Oyunlastirmay1 esasen farkl tiirlerdeki oyunlara ait yapisal ogeleri (6dill, ceza, rekabet,
liderlik, puan toplama, rozet alma, amaglar, odaklanma vs.) davranis degistirme ve motivasyon
odakli insanlarin sosyal yasaminda (egitim, spor, saglik, tilketim aligkanliklar1 vs.) kullanilmasi
olarak tanimlayabiliriz. Ancak burada belirsiz duran kavram, oyun olmayan alanlara oyun 6gelerinin
entegre edilmesi meselesidir.

Oyunlastirma kavramini inceleyebilmek agisindan ilk olarak oyun kavraminin teorik olarak
iizerinde durulmasi 6nemlidir. Oyun kuramlari ve teorileri incelendiginde oyunun tanimi ve neyin oyun
neyin oyun olmadigi konusu oldukea tartigmalidir. Diinyadaki en 6nemli oyun arastirmacilarindan,
Prof. Dr. Brian Sutton Smith, oyunun disiplinlerarasiligina dair énemli bilgileri alabilecegimiz ana
kaynaklardan birisidir. Smith, heniiz Tiirk¢e’ye c¢evrilmemis The Ambiguity of Play adli eserinde,
oyunu tanimlamanin muglakligindan ve kesin olmayisindan bahseder. Smith’e gore, oyunun ne
oldugunu agiklamaya calisan tiim teoriler aslinda bir retoriktir. Oyun ile ilgili dnermelerin hepsi
ideolojik tutumlarin birer sonucudur, retorikler hem birbiriyle ¢elisir hem de birbirine yaklasirlar.
Yedi farklt oyun retorigi (kader, gii¢, toplumsal kimlik, ugarilik, imgesellik, benlik ve ilerleme)
arasinda anlamsal baglantilar bulunur. Tiim retorikler tarihsel siire¢ icindeki ¢agdas ve geleneksel
kiiltiirel yaklasimlarin birer sonucudur. Her bir retorik farkli bir oyuncu tipini, oyun edimini, oynama
bi¢imini ima eder (Smith 2001°den akt Sezgin, 2015).

Huizinga 1938 yilinda yazmis oldugu Homo Ludens (Oynayan Insan) adli evrensel yapitinda
oyunu sosyolojik ve kiiltiirel baglamda degerlendirerek oyun literatiiriinde bir ¢1g1r agmistir. Huizinga
oyunu su sekilde tanimlamistir:

“Oyun, dzgiirce razi olunan, ama tamamen emredici kurallara uygun olarak belirli zaman ve

mekan sinirlar i¢inde gergeklestirilen, bizatihi bir amaca sahip olan, bir gerilim ve seving

duygusu ile ‘alisilmis hayat’tan ‘baska tiirlii olmak’ bilincinin eslik ettigi iradi bir eylem veya

faaliyettir.” (Huizinga, 2006)
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Huizinga’nin oyun tanimi, sonrasinda ortaya ¢ikan tiim oyun kuramcilari tarafindan ilham
kaynag1 olmakla birlikte, birgok agidan da tartigitlmistir. Ornegin oyunun géniillii bir eylem ve iradi bir
faaliyet oldugu tezi, Roger Caillous tarafindan eksik bulunarak elestirilmistir. Caillous, Huizinga’y1
oyun smiflandirmasi yapmadig1 i¢in salt felsefik bir tanimlama yaptigini belirterek elestirir. Ornegin
Caillous’a gore profesyonelce oynanan oyunlar (6rnegin boks, futbol, tenis, profesyonel spor tiirleri
vs.) goniilliilik ekseninde degil, mesleki bir uzmanlagsma ve is ekseninde agiklanmalidir. Caillous,
1961 yilinda yazdigi Man, Play and Games adli eserinde oyun simiflandirma ve kural seviye
diizeyi kategorilerini 6nererek oyun kurami literatliriinde tarihsel agidan Onciilitk yapar (Caillous,
2001). Oyun kavraminin tiim bilim dallarini ilgilendiren genis bir literatiirde incelenmesi kavramin
tanimlanmasini da zorlagtirmaktadir. Diinyaca iinlii psikologlar Jean Piaget ve Lev Vygotsky oyunun
cocuk gelisimindeki evrelerini, Nobel odiillii matematik¢i John Nash ekonomi bilimindeki oyun
teorisini (game theory), Bernard Suits felsedeki oyun kavramlarini agiklayarak literatiire 6nemli
katkilarda bulunmuslardir.

Dijital oyunlarin 1980’li yillar sonrasinda gelismesiyle, /udoloji olarak adlandirilan dijtal
oyun arastirmalari alani diinyada gelismistir (Eren, 2009). Oyunlagtirma kavraminin da aslen dijital
oyunlar ortaya ¢iktiktan sonra gelistigi goriilecektir. Bilgisayar ve rekabet¢i oyunlardan devsirilen
bazi oyun elementlerinin motivasyon teorileriyle iligkilendirilmesi oyunlastirmanin yayginlagmasina
hizmet etmistir. Son yillarda 6grenme ortamlarinda artan oyunlastirma etkinlikleri, oyunlastirma
kavramini yaratici drama ve egitimde drama alaninin da kesigim kiimesine sokmaktadir. Bu aragtirma
caligmasi esasen egitim ortamlarinda siklikla kullanilan oyunlastirma ve yaratici dramanin yapisal
Ozeliklerini kuramsal olarak incelemeyi hedeflemektedir. Bu arastirmadaki amaglar dogrultusunda
asagidaki temel iki soruya yanitlar aranmistir:

*  Oyunlastirma ve yaratici dramanin oyun kavramiyla nasil bir iligkisi vardir?

*  Opyunlagtirmanin ve yaratici dramanin oyunu hangi amaglar dogrultusunda kullandi-
&1, egitim program ve plan ornekleri iizerinden nasil gosterilebilir?

Yontem

Bu aragtirmada oyunlastirma ve yaratici drama yontemindeki oyunsal siireglerin bilimsel
temellerini inceleyebilmek acisindan kuramsal literatiir taramasiyla birlikte, karsilagtirmali kuramsal
inceleme yontemi kullanilmistir. Arastirma, oyunun araglarimi kullanan iki yontem arasindaki
iliskiyi kuram ve uygulama orneklerinden yola ¢ikarak karsilagtirmali incelemeye odaklanmustir.
Bir calismanin kuramsal ¢ercevesinin etkili olusturulmasi i¢in oncelikle ¢aligmanin dayandig1 veya
temel aldigi kuramlarin ve bu alanda yapilan literatiir sentezinden ¢ikan sonuglarin ¢ok iyi anlagilmasi
gerekir (Cepni, 2021). Karsilagtirmali yontem, belirli olaylarin ortaya ¢ikmasinda ve gelismesinde
etkili olan fonksiyonel faktorleri siniflandirmay1 ve agiklamay1 hedef alan bir arastirma metodunu
ifade i¢in kullanilan genel bir terimdir (Aydin, Hanagasi, 2017). Kuramsal gergeve, yeni bir kuramin
gelisim siirecine bir temel olusturmak i¢in o konuyla ilgili kuramlarin, ilgili kavramlarin ve deneysel
arastirmalarin sentezlenmesi anlaminda da kullanilmaktadir (Rocco ve Plakhotnik 2009’dan akt.
Cepni, 2021).

Bu amaglar dogrultusunda verilerin toparlanmasi i¢in; digital ve basili kaynaklar kiitiiphane
veri tabanlari, akademik aragtirma veri tabanlari, ders kitaplari, videolar, alanda yazilmis yiliksek
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lisans ve doktora tezleri incelenmistir. Bu incelemelerden elde edilen yapisal bilgiler belirli bir
siizgecten gecirilerek arastirmanin tartisma g¢ergevesi olusturulmustur. Veri analizinde yapisalci
yaklasimlar esas alinmis ve miimkiin oldugunca birincil kaynaklara atif yapilmaya c¢alisilmistir.
Ancak oyunlastirma alanindaki alan yazininda yeterli sayida Tiirkge ¢evirinin olmamasi siirlayict
niteliktedir.

Ingilizce’de gamification olarak adlandirilan oyunlastirma kavramu ile yazilan makale, kitap
ve arastirmalarla, Tiirkiye’de ve diinyadaki 6nemli yaratict drama uygulamacilarinin oyunsal siireglere
iligkin yaklagimlarinin birlikte incelenmesi kuramsal derinligin olusmasina katki sunacaktir. Hem
oyunlagtirma hem de yaratici drama alanindaki kuramsal perspektiflerin genis oyun arastirmalari
kiimesi ic¢inde disiplinlerarasi bir bicimde incelenmesi, alandaki uygulama ve arastirma temelli
caligmalara da yararli olacaktir.

Bulgular

Aragtirma bulgular1 6nceden belirlenmis iki ana tema altinda toplanmistir. Oyunlastirma
ve yaratict drama alanlar1 arasinda karsilastirmali inceleme yapabilmek adina yapilan literatiir
taramas1 ve miifredat dokiiman incelemeleri sonrasinda, bulgularin tek bir tabloda incelenmesi
gerceklestirmistir.

“Oyun olmayan ortamlarda oyun kullanma” felsefesine dayali oyunlastirma kavraminin,
oyunu bir ara¢ ve bir vasita olarak kullandig: tespit edilebilir. Bu baglamda oyunlagtirma pragmatik
bir yaklasimla, oyun elementlerini kendi amaglari dogrultusunda sonu¢ odakli bir bigcimde
kullanmaktadir.

Oyunlagtirmanin kullandig1 oyun elementleri farkli kuramecilar tarafindan baska terimlerle
ifade edilse de, Oziindeki perspektif ve bakis agisinin oldukca benzer oldugu goriilmektedir.
Oyunlastirmada eglence ana unsur olup, oyun dis1 bir ortama oyun mekanik ve dinamiklerinin
aktarilmasi ile eglenceli, baglilig1 ve motivasyonu saglayan bir igerik olusturulmasi temel hedeftir.
Korhonen, Montola ve Arrasvunori’nin caligmalarinda oyunlastirmadaki eglence unsurunun
Ogelerinin; cezbetme/biiyiilenme, miicadele, rekabet, tamamlama, kontrol, rahatlama, paydaslik,
bulma, biiyiitme/besleme, fantezi, simiilasyon, erotizm, ifade, sadizm, yikim, his, eziyet/cile, sempati/
duygudaglik olarak tilirlere ayrildigi bilinmektedir (Zeybek, 2021). Oyuncu tiplerinin keskin bir
sekilde ayrilmasi da oyunlagtirmanin sonu¢ odakli olmasinin bir geregidir.

Karl M. Kapp oyunlastirma kavramindaki anahtar sozciikleri su sekilde agiklar: Oyun bazlilik
belirli kurallar tarafindan katilimcilarin zaman ayirarak oyun oynamasidir. Mekanizma oyunlari
seviyelerinin (level), isaretleme sisteminin, Odiillendirmenin, skorun ve zaman sinirlamasinin
olmasidir. Estetik ise basarili bir grafik tasarimi1 olmadiginda 6rnegin uygulamanin etkisiz kalmasidir.
Dijital ortamlardaki kullanici ara yiizleri gibi birgok 6ge kisilere keyif verecek sekilde estetik olarak
tasarlanmalidir. Rekabet, dayanigma, hikayelerin anlatilmasi, kesif gibi 6gelerin sosyal bir siireg
olarak giindelik hayata girmesi ise oyunsal diisiinceyi olusturur. Bireyin oyunlastirma siirecine ilgisi
ve istegi, oyunlarin etkisini artiracaktir. Ayrica Karl M. Kapp, oyunlastirma kavraminin “ciddi”
oyunlardan farkl olarak herkes tarafindan basitlikle oynanabilir bir mantikla tasarlandigini vurgular.
Oyunlarin kolay tekrar edilebilir, kolay anlagilir, agik ve akigkan olmasi gerekmektedir (Kapp’dan
akt. Sezgin, 2015).
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Motivasyon ve baglilik temelli oyunlagtirmadaki oyuncu tipleri Bartle’in ¢aligmalarinda
davramis temelli oyuncu tipleri (erken donem c¢aligmalarda Katiller, Arastirmacilar, Basaranlar ve
Sosyaller, sonraki dénem calismalarda Firsatcilar/Planlamacilar, Korsanlar/Bilim Insanlari, Giciklar/
Politikacilar, Arkadaslar/iletisim Kurucular) gibi tiirlere ayrilmistir. Deneyim temelli oyuncu
tipleri ise acemi, problem ¢0zlicii, uzman, usta ve vizyoner gibi tlirlere ayrilmistir (Zichermann ve
Cunningham 2011°den akt Zeybek, 2021).

Oyunlastirma tasarim siirecinde hedef analizi, tasarim, gelistirme, uygulama, degerlendirme-
iyilestirme olmak {izere bes asama vardir (Kim 2018’den akt. Zeybek, 2021).

Yaratici drama deneyiminde ise oyun, ¢alismanin ana aktivitesi olan rol oynama ve
dogaglamanin katalizorii ve katilimcilarin psikolojik ve fiziksel anlamda calismaya hazir hale
gelmesini saglamak icin ¢ogunlukla isbirlik¢i ve siire¢ odakli olarak planlanan bir etkinliktir.

Yaratici dramadaki oyun agamasinda giiven, uyum ve isbirligi saglamaya yonelik kurallt
oyunlar ve dogaclamanin temeli olan sembolik-dramatik oyunlarin 6n plana ¢iktigi goriilecektir.
Yaratici drama, dogal ve goniillii bir davranig olan oyunu, planlt ve yapilandirilmig siire¢ odakl
bir forma ¢evirir. Dramadaki oyunlarin kullanilma amaci kazanmaya ya da kaybetmeye yonelik bir
stirecten ziyade oyunun oynandig: siiregte neler yasandigi, nelerin hissedildigi, oyunun hem bireysel
hem de grup olarak 6grencileri nasil etkiledigidir (Metinnam ve Karaosmanoglu, 2021).

Tablo 1. Oyunlastirma ve Yaratict Drama Temelli Etkinlik Plan Ornekleri Model Karsilastirma

incelenen Yaratici Etkinligin oyunsal Incelenen Etkinligin oyunsal

Drama Etkinligi ogeleri kullanma Oyunlastirma Plam ogeleri kullanma
bicimi Etkinligi bicimi

Dr. fhsan Metinnam’m ve Dr.  Rol oynama ve Dr. Selay Arkiin Temaya uygun oykiileme

Gokhan Karaosmanoglu’nun  dogaclama, dans Kocadere’nin ‘Searching teknigi, 6diil, rozet,

Cocuk ve Drama kitab1 ders for the Labours of avatar, dijital oyun

plani 3.hafta Hercules’ isimli projesi  tasarimi

Dr. Esin Sahin ve Prof. Kuralli cocuk Gamfed Tiirkiye Deste-  Hareketli oyun,

Dr. Rahmi Yagbasan Fizik oyunu, rol oynama  Diizine Kavrami plan oykiilestirme

egitiminde Gel-Git olay1 ders  ve canlandirma ornegi Rozet, dijital oyun

plani

Degerlendirme yapabilmek adina detayli bir model olarak incelenen iki yaratici drama
etkinligi ve iki oyunlastirma etkinliginde elde edilen bulgular su sekilde 6zetlenebilir:

*  Yaratict drama etkinliginde siire¢ ve grup odakli ve isbirlik¢i oyun yapist varken,
oyunlastirma etkinliklerinde sonug ve birey odakli oyun yapisi vardir.

*  Yaratict drama oyun motivasyonunu rol oynama ve dogaclamay1 igeren dramatik
oyunlardan alirken, oyunlagtirma rekabet ve liderlik motivasyonundan hareket eder.

Aragtirma boyunca elde edilen verilerden hareketle yaratici drama ve oyunlastirmanin
oyunla iligkisini karsilastirmali inceleyebilmek acgisindan asagidaki tablo diizenlenmis ve bir tartisma
cercevesi olusturulmasi hedeflenmistir.
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Tablo 2. Oyun, Oyunlastirma ve Yaratict Drama Kavramlarinin Karsilastirmali Incelenmesi

Oyun Oyunlastirma Yaratict Drama
Tanim Dogal, goniillii ve oyun tasarim elementlerinin oyun oyun kurma, siiregsel
i¢cgiidiisel davranis dis1 bir ¢er¢evede kullanilmasi drama ve dogacglamay1
(Huizinga, 1938) (Detertding, Khaled, Dixon, kapsayan semsiye terim
Nacke, 2011) (McCaslin 1973)
Onemli Huizinga Cunningham Peter Slade
kuramcilar Caillous Deterding Brain Way
Vygostky M. K. Kapp Dorothy Heatcote
Piaget Chou Gavin Bolton
Sutton Smith Kim Nellie McCaslin
Werbach Inci San
Omer Adigiizel
Elementler Goniillilik Hedef analizi Tanigsma-Isinma
Kurallar Tasarim Rol Oynama ve
Zaman ve mekan Geligtirme Dogaglama
Gerilim Uygulama Degerlendirme
Degerlendirme ve lyilestirme
(Kim vd.2018)
Odak noktasi Ozgiirliik Eglence Planli-yapilandirilmis
Eglence Oyun Mekanikleri Siire¢ odakl1
Rahatlama Motivasyon Estetik deneyim ve haz

Kazanma-kaybetme

Yarigma -rekabet

Grup calismast

Davranis degisikligi Elestirel diisiince ve
sorgulama
Ogrenme etkisi Farkinda olmadan Hizlandirilmis doniit Oyun ve tiyatro

gizil 6grenme

Net hedefler ve oyun planlari

tekniklerini siireg odakl

Deneyimsellik Zorlayici Ortam kullanan rol oynama ve
) dogaglama grup caligmasi,
Miicadele gerektiren fakat . s
R deneyimsel 6grenme
erigilebilir hedefler
(Burke 2011)

Kullandigi araglar  Gerilim Puan Kuralli oyunlar
Rekabet Rozet Dramatik oyun
Isbirligi Avatar Tiyatro ve drama
Rol yapma Liderlik tablosu teknikleri
Sans Statii Dogaglama

Rekabet
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Tartisma ve Sonug¢

Ulkemizde oldukga yeni bir kavram olarak gamification sdzciigiiniin karsilig1 olarak ortaya
cikan oyunlastirma kavraminin tanimlanmasi noktasinda aydinlanmaci bir bakis agisi eksikligi oldugu
aciktir, Tiirkiye’de orijinal kaynaklardan yola ¢ikan bir ¢eviri-arastirma c¢alismasi yaymlanmadigi
icin, alan tartigmalarmda heniiz bir netlige ulasilamamaktadir. Bu baglamda oyunlastirma diye
tanimlanan kavrami; oyun &gelerini fayda ve yarar eksenli oyun olmayan alanlarda kullanilmasi
olarak gormek mimkiindiir.

Oyun arastirmalari alan yazinina baktigimizda; kavramsal baglamda oyun temelli 6grenme
ve oyunlastirma arasinda kalin ¢izgilerle birbirinden ayirabilece§imiz bir teorik tanim olusturmanin
zor oldugu da goriilmektedir. Ornegin oyun 6gelerini oyun olmayan alanlarda kullandigimizda
aslinda bir tiir oyun temelli 6grenme gerceklesmiyor mu? Oyun temelli 6grenme ve oyunlastirmayi
keskin ¢izgilerle ayirmak retorik bir tartisma olarak goziikmektedir.

Oyunun didaktik bir 6grenme pratiginden ziyade, gizil ve deneyimsel bir 6grenme olanagi
sundugu bilinmektedir. Oyunun pedagojik giiciinden yararlanma giiniimiizde olduk¢a yaygin bir hale
gelmistir. Ancak giinlimiizde egitim bilim alaninda geldigimiz nokta itibariyle, oyunun pedagojik
giiclinden kimin ne i¢in ve hangi amaclar dogrultusunda yararlandigi, 6zelikle elestirel pedagoji
acisindan da tartisilmaktadir.

Elestirel pedagoji agisindan yaratict drama ve oyunlastirma siireci sonucunda ortaya ¢ikan
o0grenme kazanimlar1 sorgulanmaktadir. Elestirel pedagoji i¢in 6nemli olan kiiltiirel okuryazarlik
degil, elestirel okuryazarliktir. Elestirel okuryazarlik, kisisel ve sosyal gelisim igin alternatif yollarin
kesfedilmesine yonelik bir statiikoya meydan okuma cabasidir. Bu tiir bir okuryazarlik-diinyay1
yeniden diislindiiren sozctikler, toplumda kendini muhalif olarak konumlama, yasamlarimizi yeniden
diisiinmek ve esitsizligin bulundugu yerde adaleti desteklemek icin siyasal ve kisisel, kamusal ve
Ozel, kiiresel ve yerel, ekonomik ve pedagojik olani iliskilendirir (Shor, 1997, 1’den akt. Sezgin).

Meseleye bu agidan bakildiginda, oyunun pedagojik giicii politik pedagojinin de ilgi
alanindadir. Oyun yoluyla elde edilen kazanimlar, objektif bir kazanim midir yoksa sinifsal veya
kiiltiirel baglamda kimin cikarma hizmet etmektedir sorusu tartisilmaya baslanmistir. Ornegin
toplumsal cinsiyet veya kiiltiirel farkliliklar temali bir ¢ocuk oyununda, ¢ocugun elde ettigi bilgi ne
derece objektif bir bilgi olacaktir. Bu agidan oyunlastirma ve yaraticit drama siirecinin yapilandirildigi
sinif ortami, 6gretmen ve dgrenci hiyerarsisi, oyun oynanan alanlardaki sosyolojik veriler, yaratici
drama veya oyunlagtirma siirecinin énemli bir belirleyicisidir. Drama egitmenlerinin toplumdaki
esitsizlikleri ve adaletsizlikleri yeniden iiretmemesi adina demokratik kiiltiirel temas alanlari
olusturulmasi olduk¢a onemlidir. Yaratici dramanin etkili kullanimi, egitmen ve katilimcilarin
yaratict drama siirecini gii¢ iligkilerinin insa edildigi bir miicadele alan1 olarak ele almalarina, kim
olduklar1 ve toplumsal alandaki konumlar1 konusundaki farkindaliklarina (sahip olunan sermaye
tiirleri, habitus, sinifsal kiiltiir gibi konularda) siki sikiya baglidir (Metinnam, 2017, 232).

Oyunlagtirma siirecinde elestirel diisiince gelisimin saglanmasi oldukc¢a 6nemlidir. Ming-
Lee Wen elestirel diisiinmenin temel eylemlerini “sorusturma, kapsamli diisiinme, 6zgiir diisiinme
ve yeniden yapilandirma” olarak siniflandirmistir. Buna gore birey, sorusturma eylemi ¢ergevesinde
“sorgulama, ¢oziimleme, degerlendirme ve varsayimlari agiklama” gibi etkinlikleri; kapsamli diigiinme
eylemi iginde “kararlarin nedenselligini aragtirmay1”; 6zgiir diisiinme eylemiyle “bagimsiz hareket
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edebilmeyi”; yeniden yapilandirma eylemi i¢inde ise “mevcut deger sistemini onaylamak, diizeltmek
ya da inancini yenisiyle degistirmek™ gibi farkli se¢enekteki etkinlikleri gerceklestirebilmektedir
(Wen, akt Sensekerci, Bilgin, 2008: 24).

Oyunlastirma ve yaratic1 drama siirecinde tartigilmasi gereken bir diger konu da, bi¢cim ve
icerik diyalektigini yeniden kurgulayan bir oyunlastirmanin gerekliligidir. igerikten bagimsiz salt
teknik ve bicimci bir yaklagimla ele aliman oyunlastirma siireci, egitimde cinsiyetgilik, 1rk¢ilik
ve Otekilestirmeye bile neden olabilecek negatif pedagojik sonuglar doguracaktir. Alan yazinina
baktigimizda, 6zelikle oyunlagtirma siireci sonunda elde edilen kazanimlarin niteliginin ¢ok fazla
tizerinde durulmadigi, meseleye daha ¢ok teknik ve yontem agisindan bakildigi sdylenmelidir. Bu
arastirmanin asil amaglarindan birisi de, bu eksiklige dikkat cekmektir.

Yaratic1 drama ve oyunlagtirma silirecinde demokratik bir nitelik olusabilmesi ag¢isindan
O0gretmen ve Ogrenci arasindaki hiyerarsik dengesizlik durumunun tartisilmasi olduk¢a 6nemlidir.
Ornegin giiniimiizde bir cocuk acisindan dogal ve ozgiir olmasi gereken oyun, modern sehir
yasaminin 6zelikleri nedeniyle tamamen yapilandirilmis ve 6gretmen merkezli oyuna dogru evrim
gecirmektedir. Ogretmen-merkezli oyun anlayisiyla 6zgiir oyun (free-play) oynama ediminin
catigma igermesi gercegi, oyunlastirma siirecinin tiim kurgusuna dair yeniden diigiinmeyi gerektirir.
Fabrikalasan modern okul sistemi, ebeveynlerin ve ¢ocuklugun biirokratiklesmesi kavramlart da bu
tartisma baglaminda oldukga 6nemli olacaktir. (Waters, 2012).

Yapilandirilmis oyun ve 6zgiir oyun ikilemi, belki de glinlimiiz modern egitim sistemindeki
en temel celigkilerden birisidir. Ozelikle oyunlastirma uygulamalarma bu agidan bakildiginda,
elestirel diislinceden ¢ok, tek tarafli sonu¢ odakli davranis¢i bir kazanima odaklanan bir yapisi
oldugu sdylenebilir. Oyunlastirma kullanilan e-ticaret uygulamalarinda verilen rozet ve puanlar,
zincir marketlerde ayin elemani uygulamalari, sosyal medyada iistiinliik saglama, web sayfalarinda
okuyucu yorumlarina verilen puan, 6diil odakli fiziksel oyunlar bu anlamda tartigilmalidir,
Oyunlastirma yoluyla salt davranis¢i bir kazanim elde etmeye calismak hakim ideolojinin yeniden
insasina yol agabilecegi i¢in sorgulanmalidir. Yaratici drama yontemi bu anlamda oyunlastirmaya
gore daha esnek ve demokratik bir yontem olarak durmaktadir.

Tek tarafli olarak gelisen durumda, bir anlamda egitim-bilimci Freire’nin iddia ettigi bankact
egitim sistemi tartigmasi giindeme gelir. Paulo Freire’ye gore, her insan ontolojik bir varlik olarak
kendi diinyas1 {izerinde eylemde bulunarak kendini ve kolektif alan1 doniistiirme yetisine sahiptir.
Kisiye kendisiyle yiizlesme saglamak i¢in uygun ortam ve araglar saglandiginda, insanlar i¢inde
yasadiklar1 diinyay1 celiskileriyle analiz etmeye baslarlar. Freire, insan1 kendi s6ziinii sdyleme,
diinyay1 adlandirma ve degistirme hakki ve potansiyeli olan varlik olarak goriir. Ancak resmi egitim
sistemi, insanin potansiyel doniistiiriicli gliciinii a¢iga ¢ikaracak bir yapida degildir. Paulo Freire’ye
gore, varolan egitim sistemi toplumsal esitsizliklerin {izerinin ortiilmesini saglayan “bankaci egitim”
modelidir (Freire’den akt. Sezgin, 2015, 155).

Eger oyunlastirma siirecindeki kurguyu bankaci egitim sistemi elestirisi lizerinden okursak,
oyunlastirma siirecine dair elestirel bakis acimizin temel 6zeliklerini ortaya ¢ikarabiliriz. Eger
oyunlastirma igerigi tek tarafli bir sekilde gerceklesiyorsa ve oyunda kural koyucu sadece tek bir kisi
ise oyunlastirmanin sorgulanmasi elzemdir.
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Arastirma sonuglar diisiiniilerek, asagidaki dneriler sunulmustur:

Oyunlastirma kavrami yaratict drama alaninda ¢alisan akademisyen ve uygulamaci-
lar tarafindan dikkatle incelenmeli, her iki alan arasinda oyunla 6grenme pedagojisi
kopriisii kurulmalidir. Bu iletisim iki alanin da zenginligine katki sunacaktir.

Tiirkiye’de akademisyenler ve alan uzmanlar1 arasinda diizenlenecek “oyun, oyun-
lagtirma, oyun temelli 6grenme, egitimde yaratici drama” konulu bilimsel bir ¢alis-
tay, sempozyum tliriinden bir etkinlik oldukca yararli olacaktir.

Oyunlastirma ve egitimde yaratic1 drama alanlarindaki ders uygulama 6rnekleri digi-
tal arsivlerde uygulamacilarin kullanima ag¢ilmalidir.

Oyunlastirma siirecinde etik tutum konusunda Tiirkiye genelinde bir tartigma basla-
tilmalidir.
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In our country, gamification has become very popular in recent years, and the creative
drama area needs to be seriously assessed. One of the main elements of both areas
is the concept of playfulness. The main purpose of this article is to analyze the link
between play, gamification, and creative drama used at every stage of the course today,
and to draw a critical perspective on the nature of the playful experience by providing
a comparative review. This perspective first obliges us to look at play theories in an
interdisciplinary context.

This article conducts a comparative review based on literature and activity experience
plans, methodically, to evaluate gamification, creative drama, and play holistically.
The concepts of researchers and practitioners working in the field of education and
aesthetics will be examined from an interdisciplinary point. Using play as a tool and
using play as a process, creative drama contributes to learning through play.

In the fields of gamification, play, and creative drama, the dramaturgical and
methodological analysis of playful processes and the discussion of them in the light
of a pedagogical perspective will contribute to the fields richness. Therefore, it is
very important to evaluate which cultural, political, and pedagogical context of
gamification has an effect on.the concrete work created.
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Introduction

The word gamification in English has been translated into Turkish as gamification and has
been a concept in recent years that we have often started using in the field of education. The concept of
gamification, which began to become widespread in many areas from education to business, after the
2000 years, is more of a term used in digital game research, advertising, marketing and educational
technologies. The increase in interest in final-oriented and motivational-based gamification is said
to be the result of the gaming tsunami in video games and digital games. The demand increase for
digital games and FRP games around the world increases the time people spend playing digital games,
and the digital evolution of the gaming industry leads to the expansion of gamification (Bahgeci F,
Usengul L 2018). Neo-liberal economic policies have been strategically seeking throughout history
to develop advertising and marketing strategies that will keep customer satisfaction in place and
improve consumption regularly. At a time when people are more interested in digital gaming tools,
gamification is inevitably becoming widespread. As well as the positive effects of gamification, it
has become the subject of field writing, which has negative effects. There are also discussions that
gamification is some kind of “marketing bullshit” used by consultants in a ruthlessly competitive
business world (Bai, Hew, Huang, 2020).

As an innovative approach that combines playful experience and learning, it has also been
effective in education in recent years. The increased interest in gamification in education has become
essential to be reviewed by creative drama experts in education. Therefore, the correct definition of
the concept of gamification, analysis of the philosophy of gaming, and the creation of creative drama
that uses game and theater techniques in the process will be crucial.

Creative drama is an innovative form that transforms play and theater techniques into a
process-oriented experience. According to the definition adopted in 1977, “creative drama is an
umbrella term that covers the game building, process drama and improvisation, defining unstructured
drama created by participants.” (McCaslin, 2016). The most cited academician in the field of creative
drama in Turkey is Prof. Dr. Omer Adigiizel defines the concept of creative drama as follows:

“Drama, based on the lives of a group and group members, a purpose, thought, improvisation,
role-play (taking part role play), etc. it’s the use of techniques to revive it. While these
dramatization processes are conducted with an experienced leader/instructor, they are based
on self-familiarity (spontaneity), now and here principle, pretending to be, and creative
drama directly benefits from the overall features of the game.” (Adiguzel, 2019).

Gamification is defined as the use of digital gaming elements in non-game environments
to improve user experience and enable user connectivity. (Deterding, Sicart, Nacke, O’Hara and
Dixon 2011, Samur and Sahin, 2017). Gamification is the art of touring all the fun and engaging
elements in games and applying them to the real world or to productive activities (Yu-kai Chou,
2015). Gamification uses game mechanics to increase interaction with games, influence behaviors,
collect data, and view (Yilmaz, 2022).

Gamification is defined as a trend to use gaming mechanics in non-gaming environments
such as employee performance, innovation, marketing, education, health and social change. To
provide motivation when defining the concept of gamification, the accelerated donut has identified
four key tools, such as clear targets and game plans, a challenging environment, and challenging but
accessible targets (Burke 2011, as cited in Gardener, Usengil, 2018).
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Gamification is the careful and considered application of game thinking to solve problems
and encourage learning using all the elements of the games that are appropriate (Kapp, Valtchanov,
Pastore, 2020). Prof. Dr. Karl M.Kapp describes in detail the concept of gamification as follows:

“Gamification is the use of game mechanics in non-game spaces, especially on consumer-
oriented websites and mobile sites to encourage people to use applications. Gamification
also makes it easier for users to engage with desirable behaviors associated with digital
applications. Gamification provides a more relationship with technology and takes advantage
of the basic psychological tendency of people towards gaming. It encourages technical
people to do mundane tasks that they normally find boring, such as doing research, shopping,
and reading web pages. Gamification uses game-based mechanisms, aesthetic and playful
thinking motivates people and action, enhances learning and solves problems.” (Kapp, 2012,
43)

The common consensus on the definition of the concept is that gamification design elements
are used in a non-game framework (Detertding, Khaled, Dixon, Nacke, 2011).

The structural elements of gamification can be described as use of different types of games
(award, penalty, competition, leadership, merit collection, scoring, goals, focus, etc.) in the social
life of people focused on behavioral change and motivation (education, sports, health, consumption
habits, etc.) But the concept that remains unclear here is the issue of integrating game elements into
non-gaming areas.

To be able to examine the concept of gamification, it is important to first consider the concept
of play theoretically. When the theories of the play are examined, the definition of the play and what
is not a play are very controversial. One of the most important game researchers in the world, Prof.
Dr. Brian Sutton Smith is one of the key sources from whom we can get important information about
the interdisciplinary of the game. Smith talks about The Ambiguity of Play, which has not yet been
translated into Turkish, and the ambiguity and certainty of defining the play. According to Smith,
all theories that try to explain what the game is are actually rhetoric. All the game suggestions are
the result of ideological attitudes, and rhetorics are both conflicting and converging. Seven different
play rhetorics (fate, power, social identity, volatility, image, self and progress) have meaningful
connections. All rhetorics are the result of contemporary and traditional cultural approaches within
the historical process. Each rhetoric implies a different type of player, play performance, and play
style. (Smith 2001 as cited in Sezgin, 2015).

In 1938, Huizinga launched a breakthrough in the game literature, evaluating the game in
sociological and cultural terms in a universal structure called Homo Ludens (The Playing Man).
Huizinga defined the game as:

“Play is a voluntary activity that is freely consented, but performed within the limits of

certain time and place by completely mandating rules, has a purpose in itself, accompanied

by a sense of tension and joy, and the consciousness of “being different” from “ordinary life”

(Huizinga, 2006)

Huizinga’s definition of play has been inspired by all later game theorists but discussed in
many ways. For example, the thesis that the game is a voluntary act and an irreparable activity was
criticized by Roger Caillou’s, who was found incomplete. Caillou’s criticizes Huizinga by stating that
he made a purely philosophical definition not to categorize the games. For example, professionally
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played games (boxing, football, tennis, professional sports, etc.) according to Caillou’s should be
explained in a professional specialization and business axis, not in the axis of volunteering. Caillou’s
historically pioneered the game theory literature by recommending game classification and rule level
categories in his 1961 work, Man, Play and Games (Caillous, 2001). The study of the concept of
gaming in a wide literature that concerns all the sciences also makes it difficult to define the concept.
World-famous psychologists Jean Piaget and Lev Vygotsky have made significant contributions to
the literature by explaining the stages of child development, the game theory in the economics science
of Nobel laureate mathematician John Nash, and the game theory in Bernard suits philosophy.

With the development of digital games after the 1980 years, the field of digital game research,
called ludology, has evolved in the world (Eren, 2009). The concept of gamification will also appear
to have evolved after digital games originally appeared. The association of some game elements
from the computer and competitive games with motivational theories has served to the proliferation
of gamification. In recent years, increased gamification activities in learning environments have put
the concept of gaming into the intersection of creative drama and drama in education. This research
study aims primarily at analyzing the structural characteristics of the gamification and creative drama
commonly used in educational environments theoretically. For this study, the following two key
questions were addressed:

*  How do gamification and creative drama relate to the concept of play?

*  How can it be shown through examples of training programs and plans that gamifica-
tion and creative drama use the game for what purposes?

Methodology

In this research, the method of comparative theoretical examination was used in conjunction
with theoretical literature screening to examine the scientific foundations of the playful processes in
the method of gamification and creative drama. The research focuses on the comparative study of
the relationship between two methods that use the tools of the game, based on theory and practice
examples. In order to create an effective theoretical framework for a study, it is essential to understand
the theories that the study is based on or are based on and the results from the synthesis of literature
made in this field (Cepni, 2021). The comparative method is a general term for the expression of
a research method aimed at classifying and explaining functional factors that are effective in the
occurrences and development of certain events (Aydin, Hanagasi, 2017). The theoretical framework
is also used to synthesize theories, related concepts and experimental research on a new theory to
establish a basis for the development process. (Rocco ve Plakhotnik 2009 as cited in Cepni, 2021).

For these purposes, digital and printed documents, library databases, academic research
databases, textbooks, videos, and master’s and Ph.D. theses written in the field have been examined.
The structural information obtained from these reviews was passed through a specific filter to create
a discussion framework for the investigation. Data analysis is based on structural approaches and
is intended to refer to as many primary sources as possible. However, the lack of sufficient Turkish
translations in the field of writing in the gamification field is a limitation.

Articles, books and research written on the concept of gamification in English, together
with the approaches of important creative drama practitioners in Turkey and around the world
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about the playful process will contribute to the creation of theoretical depth. It will also be useful
for interdisciplinary review of theoretical perspectives in both play and creative drama, and for
application and research-based studies in the field.

Findings

The results of the research are gathered according to two predetermined major themes. After
the literature screening and curricula review, the findings were reviewed in a single table to be able
to compare the areas of gamification and creative drama.

Based on the philosophy of “using games in non-gaming environments”, the concept of
gamification can be determined that it uses the game as a tool and a means. In this context, gamification
uses the elements of the game in a final-oriented manner for its purposes, with a pragmatic approach.

Although the gaming elements used by gamification are expressed in other terms by different
theorists, it is seen that the perspective at their core is quite similar. Entertainment is the main element
in gamification and it is the main goal to create content that delivers fun, commitment and motivation
through the transfer of game mechanics and dynamics to an out-of-game environment. In Korhonen,
Montola and Arrasvunori’s work, the elements of the entertainment element in gamification are
attracted/fascinated, struggle, competition, completion, control, relaxation, stakeholder, finding,
magnification/feeding, fantasy, simulation, eroticism, expression, sadism, It is known that it is
divided into categories as destruction, feeling, torture/suffering, sympathy/emotion (Zeybek, 2021).
The sharp separation of player types is also a need for gaming to be results-oriented.

Karl M. Kapp describes the keywords in the concept of gaming. Game-based is the time
for participants to play by specific rules. The levels of mechanism games are the marking system,
the reward, the score, and the time limit. Esthetics are, for example, ineffective when there is no
successful graphic design. Many elements, such as user interfaces in digital media, must be esthetically
designed to give people pleasure. The social process of things such as competition, solidarity, telling
stories, exploration, etc., is a playfulness thought. The individual’s interest and desire to play will
increase the impact of gamification. Also, Karl M. Kapp emphasizes that the concept of gamification
is designed by everyone with a sense of simplicity, unlike “serious” games. Games need to be easy
to repeat, easy to understand, open and fluid. (Kapp as cited in Sezgin, 2015).

The types of players in motivational and loyalty-based gamification are divided into types
of behavioral-based player types (Murderers, Researchers, Success and Sociable in early studies,
Opportunities/Planners in subsequent studies, Pirates/Scientists, Tickles/Politicians, Friends/Contact
Makers) in Bartle’s work. Experience-based player types are divided into types such as novice,
problem solver, expert, master and visionary (Zichermann ve Cunningham 2011 as cited in Zeybek,
2021).

There are five stages in the gamification design process: Goal analysis, design, development,
implementation, evaluation and improvement (Kim 2018 as cited in Zeybek, 2021).

In the creative drama experience, the game is often planned to be collaborative and process-
oriented to ensure that the core activity of the work, role play and improvisation catalyst and
participants are ready to work psychologically and physically.
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During the play process stage in creative drama, it is seen that the rules of play to ensure
trust, harmony and cooperation and symbolic-dramatic games, the basis for improvisation, has come
to the forefront. Creative drama turns the game, a natural and voluntary act, into a plan and structured
process-driven form. The purpose of using games in creative drama is not a process for winning or
losing, but rather to see what happens in the process of playing the game, how it feels, and how the
game affects students as both individuals and as a group. (Metinnam and Karaosmanoglu, 2021)

Table 1. Gamification and Creative Drama-Based Event Plan Examples Model Comparison

Creative Drama Activity How the activity Review Gamification How the activity
Reviewed uses playful Plan Activity uses playful
elements elements

Dr. Thsan Metinnam and Dr. Gékhan Role-playing, Dr. Selay Arkiin Themed storyline,

Karaosmanoglu Children and Drama improvisation and Kocadere”s ‘Searching  reward, badge,

book course plan week 3 dance for the Labours of avatar, digital
Hercules’ project gaming design

Dr. Esin Sahin ve Prof. Dr. Rahmi Children play Gamfed Turkey Deck- Dynamic play, story

Yagbasan Fizik egitiminde Gel-Git  with rule-based, dozen concept plan making

olay1 ders plani role-playing and ~ example

Badge, digital game
dramatization

The findings obtained in two creative drama activities and two gamification activities, which
were examined as a detailed model to be able to evaluate, can be summarized as follows:

*  While there is a process and group-focused and cooperative play structure in creative
drama activity, there is a result and individual-focused play structure in gamification
activities.

*  Creative drama draws its motivation from role-playing and improvisational dramas,
while gamification takes its motivation from competition and leadership.

From the data obtained throughout the research, the following table was organized and aimed
at creating a discussion framework to be able to compare the relationship between creative drama and
gamification with the play experience.
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Table 2. Comparative Review of the concepts of Play, Gamification and Creative Drama

Play Gamification Creative Drama
Definition Natural, voluntary and  use of game design elements the umbrella term, which
instinctive behavior in an out-of-game framework includes game building, process
(Huizinga, 1938) (Detertding, Khaled, Dixon, drama and improvisation
Nacke, 2011) (McCaslin 1973)
Pioneer Huizinga Cunningham Peter Slade
Theorists Caillou Deterding Brain Way
Vygotsky M. K. Kapp Dorothy Heathcote
Piaget Chou Gavin Bolton
Sutton Smith Kim Nellie McCaslin
Werbach Inci San
Omer Adigiizel
Elements Voluntarily Target analysis Greetings-Warm-up
Rules Design Role Playing and
Times and space Development Improvisitation
Tension Application Evaluation Process
Assessment and Improvement
(Kim vd.2018)
Focusing Freedom Fun Scheduled - configured
point Fun Play Mechanics Process Focused
Relaxation Motivation Esthetic experience and
Win-lose Competition - rivalry pleasure
Change of behavior Group work
Critical thinking and
questioning
The effect of Unwittingly learning Accelerated donut Role play and improvisation
learning Experiential learning ~ Clear goals and game plans group work, experiential
Compelling Environment learni.ng usi.ng game and theater
Challenges but accessible goals techniques in the process
(Burke 2011)
Using Tension Score Games with rules
vehicles Competition Badge Dramatic play
Cooperative Avatar Theater and drama techniques
Role-playing Leaderboard Improvisation
Chance Status
Competition
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Discussion and Conclusion

It is clear that there is a lack of enlightened perspective at the point of defining the concept of
gamification that emerged as a very new concept in our country as a response to the word gamification.
As a translation-research study is not published from original sources in Turkey, no clarity is yet
available in field discussions. In this context, it is possible to see the concept of gamification as a
benefit and use of play elements in non-game areas.

When we look at the field writing of game research, it is also hard to create a theoretical
definition in a conceptual context that we can distinguish between game-based learning and
gamification with thick lines. For example, when we use game elements in non-gaming areas, is
there actually some kind of game-based learning? Separating game-based learning and gamification
with sharp lines appears to be a rhetorical discussion.

It is known that the play offers a latent and experiential learning capability rather than a
didactic learning practice. The use of the game’s pedagogical power has become very common today.
However, as we come to education science today, it is also discussed in terms of critical pedagogy,
who uses the pedagogical power of the game for what and what purposes.

In terms of critical pedagogy, the learning outcomes resulting from the creative drama and
gamification process are being questioned. It’s not cultural literacy that matters to critical pedagogy,
it’s critical literacy. Critical literacy is an effort to challenge a status quo to explore alternative
ways for personal and social development. Such literacy -- words that rethink the world, position
themselves as dissidents in society, rethink our lives and promote justice where there is inequality,
associate the political and personal, public and private, global and local, economic and pedagogical
one (Shor, 1997,1, as cited in Sezgin 2019)

From this point of view, the pedagogical power of the game is also the subject of political
pedagogy. The question of whether the outcomes obtained through the game are objective outcomes
or serve in the classroom or cultural context is being discussed. For example, in a child’s game of
gender or cultural differences, the information that the child gets will be objectivity. In this respect,
the classroom environment in which the gamification and creative drama process is structured,
the hierarchy of teachers and students, and the sociological data in gaming areas, is an important
determinants of the creative drama or the process of gamification. It is very important to establish
democratic cultural contact areas so that drama instructors do not reproduce inequalities and injustices
in society. The effective use of creative drama is subject to instructors’ and participants’ ability to
treat the creative drama process as a combat area in which power relations are built, their awareness
of who they are and their position in the social area (such as capital types, habitus, classroom culture)
is strictly dependent (Metinnam, 2017, 232).

Critical thinking development in the process of gamification is very important. Ming-Lee
Wen classed the main actions of critical thinking as “investigation, comprehensive thinking, free-
thinking and reconstruction”. Accordingly, the individual can “investigate the causality of decisions”
within the scope of a comprehensive thinking action; “act independently” with the act of free thinking;
Within the reconstruction action, it can perform activities in a variety of options, such as “approving,
correcting, or replacing the existing value system with a new one” (Wen, as cited in Sensekerci,
Bilgin, 2008, 24).
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Another topic that needs to be discussed in the process of gamification and creative drama
is the necessity of a gamification that reinvents form and content dialectics. The gamification
processdealt with in a purely technical and formal approach independent of content, will have
negative pedagogical results that can even cause sexism, racism and alienation in education. When
we look at the field article, it should be said that the quality of the outcomes achieved at the end of the
gamification process is not much emphasized, but that the issue is more technical and methodological.
One of the main objectives of this research is to draw attention to this gap.

It is important to discuss the hierarchical imbalance between teacher and student in order to
create a democratic quality in the process of creative drama and gamification. For example, the game,
which is supposed to be natural and free for a child today, is fully structured and evolving toward
teacher-centered play due to the characteristics of modern urban life. The fact that free-play with
teacher-centered gameplay involves conflict requires a rethink of the entire set-up of the gamification
process. The modern school system, which has been built, will be very important in the context of
this discussion, as well as the bureaucratic concepts of parents and childhood. (Waters, 2012).

The structured game and free game dilemma are perhaps one of the most fundamental
contradictions in today’s modern education system. In this regard, especially in the application of
gamification, it can be said that it has a structure that focuses more on a one-sided outcome-focused
behavioral outcome than critical thinking. This means that badges and points given in e-commerce
applications are used for gamification, an employee of the month practices in chain markets, social
media domination, and the points given to reader reviews on web pages, reward-oriented physical
games. The attempt to achieve a purely behavioral outcome through gamification should be questioned
because it could lead to the reconstruction of the dominant ideology. The creative method of drama
stands as a more flexible and democratic method than gamification.

In the unilaterally developed situation, the discussion of the banking education system, which
Freire, the education scientist, in a sense claims, is raised. According to Paulo Freire, every human
being is capable of transforming itself and collective space by taking action on their own world as an
ontological entity. When a person is provided with the appropriate environment and tools to confront
them, they begin to analyze the world they live in with their contradictions. Freire sees a man as a
creature with the right and potential to say his own words, and name and change the world. However,
the formal education system is not a construct that reveals the potentially transformative power of
man. According to Paulo Freire, the existing education system is the “banking education” model
(Freire as cited in Sezgin, 2015, 155) that provides cover over social inequalities.

If we read the fiction in the gamification process through the banker education system review,
we can uncover the key aspects of our critical view of the gamification process. If the gamification
content is unilaterally occurring and the playmaker is only one person in the game, then it is essential
to question the gamification.
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With the research results in mind, the following recommendations are presented:

The concept of gamification must be carefully examined by academics and practi-
tioners working in creative drama, and a bridge of learning pedagogy must be es-
tablished between both areas. This communication will contribute to the richness of
both areas.

A scientific workshop on “gamification, play, game-based learning, creative drama in
education” between academics and field experts in Turkey will be very useful.

Examples of course applications in creative drama and gamification education should
be opened in digital archives.

A Turkish-wide discussion on ethical behavior should be launched in the process of
gamification.
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