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Tarihsel Oyun Yolculugu (TOY) Uygulamasinin ilkokul

Ogrencilerinin Kiltirel Mirasa Duyarliliklarina ve Kulturel
Miras Konusundaki Basarilarina Etkisi’
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KOSES3, Tolga ONEL# Mehmet Bilge Kagan ONACANS

Ozet Makale Bilgileri
Arastirma
Kultarel mirasin gelecek kusaklara aktarilmasinda kualtarel Makalesi
farkindalik olusturma ve bilinglendirme dnem tasimaktadir. Bu
arastirmanin amaci, ¢ocuklarda kdultirel miras konusunda Gonderim Tarihi
farkindalik ve duyarllik olusturmak amaciyla gelistirilen 04/03/2024
elektronik rehber sistemleri destekli oyun temelli uygulamanin Kabul Tarihi
ilkokul &grencilerinin kulttirel mirasa duyarlilik ve kultdrel 14/01/2025

mirasa iliskin  basari duzeyine etkisini  belirlemektir.
Arastirmada deneysel desenlerden tek grup Ontest-sontest

desen  kullaniimistir.  Arastirmanin  ¢alisma  grubunu Anahtar
Eskisehir'de ilkokul 3. ve 4. sinifa devam eden 134 ogrenci Kelimeler
olusturmustur. Verilerin toplanmasinda kudltdrel mirasa Egitsel oyun,
duyarlilik 6lcegi ile kulturel miras basari testi kullanilmistir. KualtUrel miras,
Verilerin analizinde Wilcoxon isaretli Siralar Testinden Kualturel mirasa
yararlanilmistir. Arastirma sonucunda TOY uygulama sdrecinin duyarlilk,
ogrencilerin kulturel mirasa olan duyarliliklarini ve akademik Tarihsel oyun
basarilarini artirdigr sonucuna ulasiimistir. Arastirmada elde yolculugu

edilen sonuglara dayali olarak éneriler getirilmistir.

* “Calisma TUBITAK 1005 kapsaminda desteklenen 118K117 nolu Tarihsel Oyun Yolculugu
projesinden Uretilmistir.”
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Giris

Kaltur kavrami cesitli sekillerde tanimlanabilmektedir. GUveng (2004,
s.15) bilimsel anlamda kultdr tanimini “... toplumun Uyesi olarak insanin
yasayarak, yaparak 6grendigi ve aktarip o6grettigi maddi manevi her
seyden olusan karmasik bir butun” seklinde yapmaktadir. Kultur
ogrenilen, ogretilen ve egitimle yeni kusaklara aktarilan bir icerige
sahiptir (GUveng, 2005, s.101). Toplumlari tanimlayan ozellikler arasinda
onemli bir yeri olan kultur birikimsel bir sureci yansitir. Kulturel miras
kavrami ise gecmiste yasamis kusaklar tarafindan olusturulan ve
evrensel degerleri iceren eserleri isaret etmektedir (Hala¢c ve Demir,
2017). UNESCO, kulturel mirasi somut kulturel miras ve somut olmayan
kultdrel miras seklinde ele almaktadir. Bu baglamda anitlar, yapi
topluluklari, sitler, dogal anitlar, bilim, muhafaza veya dogal guzellik
bakimindan istisnal evrensel deger tasiyan dogal sitler ya da kesinlikle
belirlenmis dogal alanlar gibi olusumlar somut kulturel miras ve dogal
miras olarak kabul edilmektedir (UNESCO, 1972). Somut olmayan
kUltdrel miras kapsaminda ise dile dayall sdylemler ve gelenekler;
ritUeller ve festivaller, halkin ortak etkinlikleri, evren ve doga halk bilgisi,
goésteri sanatlari ile ilgili uygulamalar ve el sanatlari degerleri yer
almaktadir (UNESCO, 2022). Kulturel miras egitiminde hem somut
kUltdrel miras hem de somut olmayan kulturel mirasin égretilmesi,
kUltUrel mirasa deger verilmesi ve mirasin korunarak gelecek nesillere
aktarilmasi bilincinin kazandirilmasi gerekir (Hala¢ ve digerleri, 2021).
Kulturel mirasin korunmasi, tanitilmasi, gelecek kusaklara aktarilmasi
bakimindan egitim yoluyla kulturel mirasa duyarhligin yetismekte olan
bireylere kazandirilmasi 6nem tasimaktadir.

Kdlturel miras konusunda duyarlilik olusturmanin en ekonomik ve etkili
yolu, ulkenin gelecegdini temsil eden ¢cocuklarin daha kuguk yaslardan
itibaren bu konuda egitilmelerinden gecmektedir. Ancak, okullarda
yuratulen etkinlikler kuramsal duzeyde, sinif icinde konu anlatimi ve
sinif ici etkinliklerden 6teye cok fazla gecememektedir. Ogrencinin
alana temas etmesi, dokuyu hissetmesini, oyun temelli, dykusel bir
baglam icerisinde ve somut bir bicimde 6grenebilmelerini saglayan
yeterli sayida etkinlik ve materyal bulunmamaktadir. Bu baglamda
cocuklarin 6grenmesinde oyunlastirmanin 6neminin farkinda olarak
kulturel mirasi 6gretmek ve farkindalik olusturma amaciyla elektronik
destekli ve gecmisimizde oyun alani olan sokaklari tekrar ¢cocuklarin
kullanabilmesi icin yasayan tarihi doku icerisinde bir egitim modeli
olusturmak dnem tasimaktadir.

Oyun temelli 6grenme etkinliklerinin, 6grenmenin niteligi ve kaliciligi
uzerindeki etkililigini ortaya koyan c¢cok sayida arastirma bulgusu s6z
konusudur (Papanastasiou ve digerleri, 2017; Peterson, 2010; Riopel ve
digerleri, 2019). Oyunlar yoluyla 6grenme, 6grencilerin kuramsal olarak
kendi kendine o6grenmelerine ve yeni dusunceler Uretebilmelerine
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olanak saglar (Prensky, 2001). Oyun temelli 6grenme, ogrencileri
guduleyerek, sosyal bir gerceklikle cok yonlu etkilesim kurmalarini ve
ogrenme surecinde ¢cok sayida organini etkili bir bicimde kullanmalarini
destekleyerek, oldukca nitelikli yasantilar ve 6grenme deneyimleri
olusturur (De Freitas ve Neumann, 2009). Oyun temelli 6grenme
surecinin, kultdrel miras drunlerinin bulundugu dogal ortamda
gerceklesecek olmasi, 6grencilerin kulturel mirasa iliskin bilissel ve
duyussal kazanimlara ulasmasina yardimci olur. Ogrencilerin kultUrel
miras urunlerini dogal ortamlarinda gérmelerini saglayan gezi turu okul
disi egitsel etkinlikler, ogrencilerin kesfetmelerine ve o6grenmeyi
somutlastirmalarina olanak verir.

Kdlturel mirasin gelecek kusaklara aktarilmasinda kulturel farkindalik
olusturma ve bilingclendirme 6nem tasimaktadir. Bilin¢clendirme ve
farkindaligin saglanmasinda ise tanitim ve egitim c¢alismalarina
gereksinim duyulmaktadir Bu alanda gerceklestirilen ¢calismalar ulusal
ve uluslararasi kuruluslarca desteklenmekte ve bilimsel arastirmalara
konu olmaktadir (Hala¢ ve Bademci, 2021). GunUmuzde kultUrel mirasin
onemi ve tanitimina yonelik calismalar artmakta, kultUrel miras egitimi
alaninda uygulamalarin yayginlastigi gérulmektedir (Aerila ve digerleri,
2016; Bulbul, 2016; Curtis ve Seymour; 2004; Donmez ve Yesilbursa, 2014,
Leow ve Ch'ng, 2021). Ancak alanyazinda cocukta kultlrel mirasa
yonelik farkindalik duyarliik olusturmaya ydnelik bir c¢alismaya
rastlanmamistir. Bu calisma, hem alanyazindaki bu boslugu dolduracak
olmasi hem de oyun temelli uygulama alani olusturmasi acisindan
dnemlidir. Arastirma icin hazirlanan Asa ve Bilgi ve iletisim Gari (BILIG)
gelisen teknoloji kullanilarak, standartlara uygun, gelismelere acik ve
her tarihi dokuda yapilandirilabilecek sekilde tasarlanmistir. Calisma
kapsaminda dgrencilerin tarihsel yapilari iceren bir alanda oyun yoluyla
kulturel mirasa iliskin bilgi edinmeleri ve duyarlilik gelistirmeleri icin
etkinlikler duzenlenmistir. Bu baglamda bu arastirmanin genel amaci
cocuklarda kulturel miras konusunda farkindalik ve duyarlilik
olusturmak amaciyla gelistirilen elektronik rehber sistemleri destekli
oyun temelli uygulamanin (Tarihsel Oyun Yolculugu-TOY) cocuklarin
kulturel mirasa duyarhliklarina ve kultdrel mirasa iliskin  basari
duzeylerine etkisini belirlemektir. Bu amag¢ baglaminda arastirma
kapsaminda asagidaki sorulara yanit aranmistir:

Tarihsel oyun yolculugu uygulamasi,

e cocuklarin kulturel miras duyarhlik duzeyini etkilemekte midir?
e cocuklarin kdltdrel miras oOgelerine ve kultdrel miras
konusundaki basarisini etkilemekte midir?

Yontem

Yontem basligl altinda arastirmanin modeli, calisma grubu, veri
toplama araclari, veri toplama sureci ile elde edilen verilerin analizi
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aciklanmistir. Bu calisma icin Anadolu Universitesi Sosyal ve Beseri
Bilimler Arastirma ve Yayin Etigi Kurulu'ndan izin alinmistir.

Arastirmanin Modeli

Oyun temelli uygulamanin ilkokul ogrencilerinin kulturel mirasa
duyarlilik ve kulturel mirasa iliskin basari duzeyine etkisini belirlemeyi
amaclayan bu arastirma deneysel desenlerden tek grup dntest-sontest
zayIf desen dogrultusunda gercgeklestirilmistir. Bu desende tek bir grup
uzerinde gerceklestirilen calisma ile deneysel islemin etkisi incelenir
(BUyukdzturk ve digerleri, 2020). Arastirma farkh okullarda devam
goénulld  Uc¢Uncu ve dorduncu sinif 6grencilerinden olusmasi,
arastirmanin alan gezisine yonelik olarak bir uygulama icermesi ve
genis bir katilim kitlesini icermesi nedeniyle benzer bir kontrol grubu
olusturulamamistir. Bu nedenle tek grup ontest-sontest zayif desen
tercih edilmistir.

Calisma Grubu

Arastirmanin katilimcilarini  Eskisehir ili Odunpazari ve Tepebasi
ilcelerinde 8 farkli ilkokulda 3. ve 4. sinifa devam eden ilkokul 6grencileri
olusturmustur. Arastirmada ¢alisma grubunun belirlenmesinde uygun
ornekleme (Buyukozturk ve digerleri, 2020) kullaniimistir. Proje okullara
tanitilmis; calismaya katilmak icin génulld olan égrenciler calisma
grubuna dahil edilmistir. Calismma grubunun &zellikleri Tablo Tde
sunulmustur.

Tablo 1
Arastirmaya katilan égrencilerin 6zellikleri

Sinif
dizeyi
3. sinif 4. sinif Toplam
Cinsiyet Kiz 37 33 70
Erkek 39 25 64
Toplam 76 58 134

Tablo 1'de géruldugu gibi arastirmaya 3. sinif 6grencilerinden toplam 76
ogrenci katilmistir. Bu o6grencilerin 37'si kiz, 39'u erkektir. Arastirmaya
33'U kiz, 25'i erkek olmak Uzere 58 4. sinif 6grencisi katilmistir. Buna goére
arastirmaya toplam 134 6grenci katilim saglamistir.

Calismada Kullanilan Veri Toplama Araglari
Kiiltiirel Mirasa Duyarllik Olcegi

Arastirma kapsaminda Halag, vd. (2021) tarafindan égrencilerin kalturel
mirasa duyarliliklarint belirlemek amaciyla Kualturel Mirasa Duyarlilik
Olcegi gelistiriimistir. Olcegdin gelistiriime surecinde acimlayici ve
dogrulayici faktoér analizleri yapilmistir. Olcedin acimlayici ve dogrulayici
faktor analizleri 3. ve 4. sinif ogrencileriyle gerceklestirilmistir. Bu
kapsamda acimlayici faktér analizi 539, dogrulayici faktor analizi ise 327
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ogrenci ile gercgeklestirilmistir. Yapilan acimlayici faktdér analizi
sonucunda dlcek merak duyma, gelecege aktarma ve koruma faktorleri
olmak Uzere toplam uc¢ faktorden ve 13 maddeden olusmaktadir.
Kalturel mirasa duyarlihlk olcedi toplam varyansin  %47.335'ini
aciklamaktadir. Olcedin KMO degeri, .85, Bartlett Kuresellik Testi
sonucunun .01 duzeyinde anlamli oldugu belirlenmistir [=1090.218. sd
=78. p <.001). Olcegdin glvenirlik analizleri sonucunda délcedin timune
iliskin alpha katsayisi .79'tur. “Merak Duyma” alt boyutunun alpha
katsayisi .75, “Gelecege Aktarma” alt boyutunun .58 ve “Koruma” alt
boyutunun ise .53'tur. Goruldugu gibi, “Gelecege Aktarma” ve “Koruma”
alt boyutlarinda madde sayisinin az olmasindan kaynakli olarak (Balci
ve Ahi, 2015/2017; Sencan, 2005; Sbnmez ve Alacapinar, 2016) gUvenirlik
katsayilari dUsuk aralikta (40<a<.60) (Ozdamar, 2004) cikmistir. Bu
nedenle bu alt boyutlardaki maddeler icin maddeler arasi korelasyon
ortalamasi hesaplanmistir. Buna gore gelecege aktarma boyutundaki
maddeler arasi korelasyon .260, koruma boyutundaki maddeler arasi
korelasyon ise .277 bulunmustur. Briggs ve Cheek (1986, akt. Balci ve
Ahi, 2015/2017) maddeler arasi korelasyon degerlerinin .2 ile .4 arasinda
degismesi gerektigini 6nermektedir. Bu dogrultuda elde edilen
degerlere goére bu boyutlarin da guvenilir oldugu sdylenebilir. Olcek
modelinin dogrulanip dogrulanmadigi dogrulayici faktér analizi ile
analiz edilmistir. Bu analiz sonugclarina gére x2 = 143.86 (sd=62, p<.001),
x2/sd dederi (116), RMSEA =.06, SRMR=.056, NFI= .89, NNFI =92, GF|=.93
ve AGFI=9Tdir. Bu uyum istatistikleri modelin iyi bir uyuma sahip
oldugunu gostermektedir (Kline, 2005; Sumer, 2000; Tabachnick ve
Fidell, 2001). Buna gdre kulturel mirasa duyarhlik olceginin acimlayici
faktor analizi sonucunda elde edilen faktdr yapisinin dogrulandigi
goérulmustar.

Ktltidrel Miras Basari Testi

Arastirma kapsaminda ilkokul 3. sinif ve 4. sinif 6grencilerinin kadlturel
mirasa iliskin basari duzeylerini belirlemek amaciyla 3. ve 4. sinif
dgrencileri icin iki ayri basari testi gelistirilmistir. ilkokul 3. sinif
dgrencileri icin 3. sinif 2018 Hayat Bilgisi OJretim Programinda yer alan
Evimizde Hayat ve Ulkemizde Hayat Uniteleri kapsaminda programdan
secilen 4 kazanim ile proje gezi rotasina alinan kultdrel miras
unsurlarina iliskin 8 kazanima ydnelik U¢ secenekli 25 sorudan olusan
taslak basari testi hazirlanmistir. Testin hazirlanmasinda kapsam
gecerliginin saglanmasi amaciyla Bloom taksonomisi dogrultusunda
belirtke tablosu hazirlanmistir. 4. siniflara yonelik gelistirilen basar testi
sosyal bilgiler dersi 2018 Programinda yer alan Kultur ve Miras 6grenme
alanindaki 4 kazanim ve projede hazirlanan gezi rotasinda yer alan
kultdrel miras urdnlerine yonelik  olusturulan 8 kazanimi
kapsamaktadir. Basarl testinin gelistiriimesi amaciyla toplamda 12
kazanim, Bloom taksonomisi temel alinarak siniflanmis, kapsam
gecerliginin saglanmasi icin belirtke tablosu hazirlanmis ve bu tabloya
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dayali olarak Kultur ve Miras 6grenme alani kazanimlarina yénelik 13;
gezi rotasina ait kazanimlar dogrultusunda 12 olmak Uzere toplamda 25
taslak soru olusturulmustur. Olusturulan taslak basari testleri icin U¢
sosyal bilgiler alan egitimi uzmani, sinif 6gretmenligi alaninda ¢alisan
ve sosyal bilgiler egitimi Uzerine ¢alismalar yapan bir uzman, bir élcme-
degerlendirme uzmani ve mimarlik ve sanat tarihi alaninda calisan iki
uzmandan gorus alinmistir.  Uzmanlarin goris ve  Onerileri
dogrultusunda soru ifadeleri Uzerinde duzeltmeler yapilmis; sorularda
kullanilan gorseller duzenlenmis ve uzmanlar tarafindan gerekli
goérulenler degistirilmistir. Boylece uUcuncu sinif ve dérduncu sinif
ogrencilerine yonelik hazirlanan 25 maddelik iki ayri basari testinin
gecerlik calismalari bitirilmistir. Bunun ardindan testler, guvenirlik
analizleri icin son halini almistir. Testlerin madde ve guvenirlik
analizlerinin gerceklestirilebilmesi icin pilot uygulama yapilmistir. Pilot
uygulama kapsaminda 3. ve 4. sinif ogrencilerine basari testleri
uygulanmistir. Ancak ogrencilerin  projedeki gezi rotasina ait
kazanimlara, henuz uygulama gerceklestiriimedigi i¢cin sahip
olmadiklari gérulmustur. Projedeki gezi rotasinin da uygulama
oncesinde baska bir gruba uygulanma olanagi yoktur. Alanyazina
bakildiginda “dlcek gelistirme calismalarinda deneysel uygulamalarin
olanakli olmadigr durumlarda kapsam gecerlik oranlarina (KGO)
basvuruldugu” (Yurdugul, 2005) bilgisi dikkat cekmektedir. Bu nedenle
basari testlerinin kapsam gecerlik oranlari hesaplanmistir. KGO belirli
maddelerin kabul edilmesinde ya da reddedilmesine yénelik istatiksel
bir aractir. KGO'nun belirlenmesiyle o6lcme aracinda yer alacak
maddelerin tanimlanmasinin ardindan, kapsam gecerlik indeksi KGi
testin tamamina yoénelik olarak hesaplanir. Olcekte bulunacak
maddelerin KGO degerlerinin ortalamasi hesaplanarak KGi degderine
ulasilir (Lawshe, 1975). Bu arastirmada 3. ve 4. sinif basari testleri icin 7
uzmandan alinan gérusler dogrultusunda KGO .99, KGi 1.00 ayri ayri
olarak hesaplanmistir. Bu uzman grubunda 2 sinif 6gretmeni ve 5
dgretim UGyesi bulunmaktadir. Ogretim Uyelerinden biri sinif egitimi,
ikisi sosyal bilgiler egitimi ve ikisi de mimarlik alaninda ¢alismaktadir.
Buna goére KGIi >KGO oldugundan hazirlanan basari testinin kapsam
gecerligi istatistiksel olarak anlamlidir. Basari testleri projede
gerceklestirilecek egitim sonrasinda uygulanmaya hazir hale
getirilmistir.

Veri Toplama Sireci

TOY surecinin uygulamasi icin oncelikle Eskisehir ili Odunpazari
bdlgesine iliskin somut ve somut olmayan miras bilgilerine iliskin
alanyazin taramasl ve saha calismalari yapilmistir. Saha calismalari
sirasinda 3. ve 4. sinif égrencilerinin dUzeyine uygun somut ve somut
olmayan kulturel o&gelerinin  belirlenmesi, kultrel mirasa olan
duyarliligin gelistiriimesi ve mimari kavram, yapilarin bozulma
nedenleri ve koruma durumlarina iliskin bilgilerinin gelistiriimesi icin
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yapl sahipleri ile géorusme, video ve fotograf cekimleri yapiimistir. Daha
sonra cocuklara verilecek bilissel ve duyussal o6zelliklerle yapilar
eslestirilerek gezi rotasi olusturulmustur. Ornegdin rotada bulunan Bey
Konagi tarihi ozellikleri, mimari kavramlara érnek olmasi ve gordugu
yanlis mudahaleleri tanitmak, Turk Dunyasl Vakfi yangin nedeniyle
yeniden yapilmasi, ikiz Sari Evler mimari kavramlara érnek olmasi gibi
nedenlerle rotaya alinmistir. Rotada toplam 18 yapli yer almis ve hangi
yapidan baslayarak hangi yapida surecin sonlanacagi belirtiimistir.

BiLiGler kultUrel miras dégelerine iliskin bilgiler, rotaya iliskin ip uclari
sunmak ve cocugun sistemle etkilesmesini saglamak amaciyla gezi
rotasinda belirli noktalara yerlestirilen Bilgi ve iletisim Garlaridir.
BiLiGlerde bulunan hoparlér ve dokunmatik ekran araciligiyla rotada
belirlenen alanla ilgili bilgi, fotograf ve videolara erisim saglanmaktadir.
BiLiGler icin belirlenen verileri aktarmaya yarayacak sunumlar
hazirlanmistir. Bu sunumlarla aktarilmak istenen veriye odaklanmayi
saglamak icin o verilerin hem gérsel hem yazilarinin efektler ile cocuga
sunulmasi amaclanmistir. Sunumlar videoya doénudstdrulerek BILIG
ekranina aktarilmistir. Bu kapsamda BiLiG'lerde sunulmak Uzere 18
yaplya ait bilgilerin ve kulturel miraslarimiza ait terimlerin yer aldigi 13
sunum hazirlanmistir. Ayrica égrenciler ellerindeki arastirmaya o6zel
tasarlanan asalarla BiLiGlere dokunduklarinda bilgi kartlarina ve
hikayelere ulasmaktadir. BiLiGlerden dusen bilgi karti 6rnedi Gérsel I'de
sunulmustur.

Gorsel 1
Degiskenler Arasindaki Kavramsal lliskiler ve Bu lliskilerin Yonu
|o? TARIHSEL OYUN YOLCULUGU ‘ TUBITAK 1005 TARIHSEL OYUN YOLCULUGU Bﬁic |o?

Ogrendiklerini Bul

BUNU BIiLiYOR MUSUN?
Yolculukta ¢rkmas:
n pilara dikkat

-SAHNIS NEDIR?

Hadi BUL BENI 6grenelim :)

1. Bilig karti 6n vaz ' 1. Bilig karti arka iz

Gorselde géruldugu gibi, kartlarin 6n yuUz tasarimi iki bolumden
olusmaktadir. Sol tarafta bulunmasi hedeflenen yapinin karakalem
calismasina donusturulmus gorseli, sag tarafta 6grencinin bulundugu
yapidan rotadaki bir sonraki yapilya nasil ulasacagini gosteren harita
bulunmaktadir. Kartlarin arka yuzleri tasarimi da on yUzuyle paralel iki
bélumden olusmaktadir. ki bélum icin “Bunu Biliyor Musun?” ve
“Ogrendiklerini Bul” temalari kullaniimistir. “Bunu Biliyor Musun?”
boélumunde katilimcilarin ulasacaklari yapida izleyecekleri sunumlarda
yer alan bilgilere bir odak olusturmak icin anahtar sdzcukler (sahnis,
ctkma vb.) verilmektedir. “Ogrendiklerini Bul” bolimunde ise bir sonraki
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yaplyl bulurken yolda bir 6ncekiyapidaki sunumlarda 6grenilen kavram
ve ogretiler icin yonlendirme cumleleri verilmistir.

Asalar cocuga verilen mobil iletisim aracidir. Asalar cocugun ilgisini
cekecek sekilde renkli ve skl tasarlanmistir. Asalar BiLiGlerle
etkilesimli olarak calismaktadir. Cocuklar asayla BiLiGe dokundugunda
cocuklarin fotografi cekilerek cocuk turu tamamladiginda cocugun adi
ve fotograflarindan  olusturulan hikdye metnine eklenerek
kisisellestirilmis hikaye olusturulmustur.

Rota kapsaminda yer alan BiLiGlerde é3rencilere yénelik olusturulan
hikdye kurgusu BiLiGlerde yer alan yapilari tanitmakta ve cocugun
hikdyenin icinde olmasini sadlamaktadir. Son BIiLiGten de Kkart
alindiktan sonra hikaye tamamlanmaktadir. Arastirma surecindeki
BILIG, asa ve calisma 6rnedi Fotograf 'de gdsterilmistir.

Fotograf 1
BILIG, asa ve calisma érnedi

=

‘‘‘‘‘‘‘

Arastirma kapsaminda oncelikle 6grencilere Kulturel Mirasa Duyarhlik
Olcedi ve Akademik Basari Testi dntest olarak uygulanmistir. Daha
sonra ogrenciler ebeveynleri ile birlikte belirlenen gun ve saatlerde
uygulama alanina gelmislerdir. Odrenciler ve ebeveynler merkez
BiLiGte asalarini da alarak tura baslamislardir. Rota kapsaminda yer
alan tum BIiLiGleri gezerek BiLiGlerde yer alan sunumlari izlemisler,
bilgi ve hikaye kartlarini edinmislerdir. Turlar tamamlandiktan sonra
dgrencilere Kulttrel Mirasa Duyarlilik Olcedi ve Akademik Basari Testi
sontest olarak uygulanmistir.

Veri Analizi

Arastirmada Tarihsel Oyun Yolculuguna iliskin yapilan etkinliklerin
ogrencilerin kulturel mirasa duyarliliklarini gelistirip gelistirmedigini ve
akademik basariya etkisini ortaya koymak amaciyla uygulamanin
dncesinde ve bitiminde Kultdrel Mirasa Duyarlilik Olcedi ve Akademik
Basari Testi uygulanmistir. Ardindan toplanan veriler SPSS 24.0 paket
programindan yararlanilarak analiz edilmistir. Kualtdrel mirasa duyarlilik
olceginin Skewness (6ntestdlcek= -.860; sontestdlcek=-.788) ve Kurtosis
(ontestdlcek=1.558; sontestdlcek=-309) degerleri, Kolmogorov Smirnov
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(p<.05) degerleri ile normal dagilim egrisi dikkate alindiginda veriler
normal dagilm gdstermediginden nonparametrik testler kullaniimistir.
Ayrica akademik basari testi icin verileri icin de Skewness (dntestolcek=
-.606; sontestolcek=-.832) ve Kurtosis (6ntestolcek=-.233;
sontestdlcek=.666) degerleri, Kolmogorov Smirnov (p<.05) degerleri ile
normal dagilim egrisi dikkate alindiginda verilerin normal dagilmadigi
goérulmustur. Bu nedenle verilerin analiz edilmesinde Wilcoxon isaretli
Siralar Testi (Buyukozturk, 2010) kullanilmistir.

Bulgular

Bu bolumde TOY uygulamasinin ogrencilerin kultdrel mirasa olan
duyarliliklarina ve akademik basarilarina etkisine iliskin bulgulara yer
verilmistir.

TOY'un Kiiltiirel Mirasa Duyarliigina Etkisine iliskin Bulgular

Deneysel sure¢ kapsaminda TOY ile gerceklestirilen etkinliklerin
ogrencilerin kultdrel mirasa duyarliligina etkisini belirlemek Uzere
arastirmacilar tarafindan gelistirilen KultUrel Mirasa Duyarlilik olcedi
uygulanmistir. Buna gore yapilan ogretimin 3. sinif égrencilerinde
anlamli  bir farkhlik gosterip gostermedigini belirlemeye yonelik
Wilcoxon isaretli Siralar Testi sonuclari Tablo 2'de verilmistir.

Tablo 2
3. siniflar kaltarel mirasa duyarlilik élcegine iliskin dntest ve sontest Wilcoxon
Isaretli Siralar testi sonuclari

Son olcek-6n N Sira Sira e Etki
Olcek Ortalamasi Toplami P buyuklugu
Negatif siralar 1 4,50 450

Pozitif siralar 65 33,95 2206,50 -7,042  ,000 0,56
Fark yok 1

Tabloda goruldugu gibi, 6grencilerin deney 6ncesi ve deney sonrasinda
uygulanan kulturel mirasa duyarliik 6olceginden aldiklari puanlar
arasinda anlaml bir farklilik vardir (z=-7.042; p<.05). Fark puanlarinin sira
ortalamasi ve toplamlari incelendiginde gdzlenen bu farkin pozitif
siralar yani sontest puanlari lehinde oldugu gérulmustur. Buna gore
TOY kapsaminda gerceklestirilen etkinliklerin 3. sinif &égrencilerinin
kultarel mirasa duyarliliklarini  gelistirmede etkisinin  oldugu
soylenebilir. Buna gore 0.56 duzeyinde hesaplanan etki buyuklugu
Cohen’e (1988) (0.10 kucuk,0.30 orta ve 0.50 buyuk) goére buyuk
duzeydedir (Ozdogan, 2022).

TOY'a iliskin etkinliklerin 4. sinif ogrencilerinin  kdltUrel mirasa
duyarliliklarina etkisini belirlemeye yonelik olarak yapilan olcegin
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dntest-sontest Wilcoxon lisaretli Siralar Testi sonuclari Tablo 3'te
gosterilmistir.
Tablo 3

4. siniflar kdltarel mirasa duyarlilik dlcegine iliskin dntest ve sontest Wilcoxon
Isaretli Siralar testi sonuclari

Son dlgek-6n N Sira Sira Etki
Olcek Ortalamasi Toplami P buyuklugu
Negatif siralar 2 2,50 5,00

Pozitif siralar 45 24,96 123,00 -5929 ,000 0,55
Fark yok 1

Tabloda goéruldugu gibi, 6grencilerin deney oncesi ve sonrasinda
uygulanan kulturel mirasa duyarliik 6olceginden aldiklari puanlar
arasindaki fark anlamli duzeydedir (z=-5.929; p<.05). Fark puanlarinin
sira ortalamasi ile toplamlari géz énunde bulunduruldugunda bu farkin
pozitif siralar diger bir deyisle sontest puanlari lehinde oldugu
belirlenmistir. Bu baglamda TOY kapsaminda gerceklestirilen
etkinliklerin 4. sinif ogrencilerinin  kultdrel mirasa duyarlhliklarini
gelistirmede etkisinin oldugu sdylenebilir. Buna gore 0,55 duzeyinde
hesaplanan etki buyukligu Cohen’e (1988) gdre buyuk duzeydedir
(Ozdogan, 2022).

TOY'un Akademik Basariya Etkisine iliskin Bulgular

Deneysel sure¢ kapsaminda TOY ile gerceklestirilen etkinliklerin
ogrencilerin  akademik basarilarina etkisini  belirlemek  Uzere
arastirmacilar  tarafindan  gelistirilen Akademik Basari Testi
uygulanmistir. Buna gore yapilan &gretimin 3. Sinif égrencilerinde
anlaml bir farkliliga yol acip a¢gmadigini belirlemek Uzere yapilan
Wilcoxon isaretli Siralar Testi sonuclari Tablo 4'te verilmistir.

Tablo 4
3. siniflar basari testine yénelik éntest ve sonteste iliskin Wilcoxon isaretli
Siralar testi sonuclari

Son olcek-6n N Sira Sira Etki
Olcek Ortalamasi Toplami P buyuklugu
Negatif siralar 0 0 ,00

Pozitif siralar 77 39,00 3003,00 -7,639 ,000 0,61
Fark yok 0

Tabloda géruldugu gibi, o6Jrencilerin deney oncesi ve sonrasinda
uygulanan akademik basari testinden aldiklari puanlar arasinda anlamli
bir farklilik vardir (z=-7.639; p<.05). Fark puanlarinin sira ortalamasi ve
toplamlari dikkate alindiginda bu farkin pozitif siralar diger bir deyisle
sontest puanlari lehinde oldugu goérulmustur. Buna goére TOY
kapsaminda gerceklestirilen etkinliklerin 3. sinif  ogrencilerinin
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akademik basarilarini artirmada etkisinin oldugu soylenebilir. Buna
gore 0.61 duzeyinde hesaplanan etki buyuklugu Cohen’e (1988) gore
buyUk dlUzeydedir (Ozdogan, 2022).

TOVY'a iliskin etkinliklerin 4. Sinif 6grencilerinin akademik basarilarina
etkisini belirlemek icin yapilan basari testinin dntest-sontest Wilcoxon
Isaretli Siralar Testi sonuclari Tablo 5'te gosterilmistir.

Tablo 5
4. siniflar basari testine yénelik éntest ve sonteste iliskin Wilcoxon Isaretli
Siralar testi sonuclari

Son dlgek-6n N Sira Sira Etki
olcek Ortalamasi Toplami P buyuklugu
Negatif siralar 0 0 ,00

Pozitif siralar 58 29,50 171,00  -6,632 ,000 0,61
Fark yok 0

Tabloda goéruldugu gibi, 6grencilerin deney oncesi ve sonrasinda
uygulanan akademik basari testinden aldiklari puanlar arasinda anlamli
bir farklilik vardir (z=-6.632; p<.05). Fark puanlarinin sira ortalamasi ve
toplamlari dikkate alindiginda gézlenen bu farkin pozitif siralar diger bir
deyisle sontest puanlari lehinde oldugu gdérulmustur. Buna gore TOY
kapsaminda gerceklestirilen etkinliklerin 4. sinif ogrencilerinin
akademik basarilarini artirmada etkisinin oldugu soylenebilir. Buna
goére 0,61 duzeyinde hesaplanan etki buyuklugu Cohen’e (1988) gore
blyUk duzeydedir (Ozdogan, 2022).

Sonug, Tartisma ve Oneriler

Arastirmada elde edilen veriler TOY calismasi kapsaminda uygulanan
etkinliklerin ilkokul 3. ve 4. sinif 6grencilerinin kulturel mirasa duyarlilik
duzeyine istatistiksel olarak anlamli etkisinin oldugunu géstermektedir.
Alanyazina bakildiginda kulturel miras egitiminde &grencilerin etkin
olarak yer aldiklari uygulamalarin égrencilerin kulturel mirasa duyarlilik
duzeyleri ile kulturel mirasa yonelik tutumlari Uzerinde anlamli etki
yarattigina iliskin benzer arastirma sonuclari oldugu goérulmektedir.
Ocal (2016)'I1n alan gezisine dayall kultlrel miras editiminin 6Jretmen
adaylari Uzerinde etkilerini inceledigi arastirmanin sonuglari da
ogretmen adaylarinin kulturel mirasa duyarlilik duzeyi Uzerinde anlamli
etkiolusturdugunu gostermektedir. Donmez ve Yesilbursa (2014) 6. sinif
sosyal bilgiler dersinde kulturel miras egitimi etkinliklerinin 6grencilerin
somut Kkulturel mirasa yénelik tutumlarina etkisini incelemis;
uygulanan etkinliklerin o6grencilerin  somut kultUrel mirasa karsi
tutumlarini olumlu yénde etkiledigi sonucuna ulasmislardir. Curtis ve
Seymour (2004) tarafindan gerceklestirilen arastirmada Louisiana Miras
Egitimi Programinin ogrencilerin kultdrel mirasa yodnelik tutumlari
Uzerinde olumlu yénde etki olusturdugu gorulmustur. Arikan ve Dogan
(2013) tarafindan 7. sinif ogrencileri Uzerinde yapilan arastirma
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ogrencilerin  kulturel miras konusundaki basari ve tutumlarini
incelemeyi amaclamaktadir. Arastirma sonuclarina dayali olarak
ogrencilerin kultUrel mirasa yonelik tutumlarinin akademik basarilarini
da olumlu yonde etkiledigi vurgulanmistir. Bu dogrultuda
arastirmalarda uygulanan etkinliklerde yas gruplari farkhh da olsa
kultdrel miras egitiminde &grencilerin yaparak yasayarak, etkin
bicimde katildiklar egitim etkinliklerinin égrencilerin kulturel mirasa
yonelik duyarliliklari ve tutumlarini olumlu yonde etkiledigi séylenebilir.
Sonug¢ olarak bu arastirma da uygulamaya dayali etkinliklerin tutumu
gelistirmesi bakimindan arastirmayi destekledigi sdylenebilir.

Arastirmada TOY kapsaminda uygulanan etkinliklerin égrencilerin
kulturel mirasa iliskin akademik basari duzeyleri Uzerinde anlamli
etkisinin oldugu sonucuna ulasiimistir. Alanyazina bakildiginda bu
arastirmada elde edilen sonuca benzer sekilde Kantekin (2023)
tarafindan gerceklestirilen arastirmada da sosyal bilgiler egitiminde
Web 2.0 arac¢lari ile yurdtulen ders surecinin kulturel miras konularinin
ogretiminde anlamli etki olusturdugu gorulmustur. Bozok (2018) gorsel
sanatlar ve arkeoloji disiplinlerine dayali olarak hazirlanan kulturel miras
egitiminin &grencilerin basari ve tutumlarina etkisini incelemeyi
amacladigl arastirmasinda uygulanan etkinliklerin é6grencilerin basari
duzeyi uzerinde anlaml etki yarattigr sonucuna ulasmistir. Almquvist
Nielsen (2023)'nin ilkokul 6grencileriyle gerceklestirdigi arastirmanin
sonugclari kultarel miras egitiminde alan gezilerinin égrencilere hem
bilissel hem duyussal boyutta katki sagladigi belirlenmistir.

Arastirma sonucunda TOY uygulama surecinin; ucuncu ve ddérduncu
sinif 6grencilerinin kulturel mirasa olan duyarliliklarini ve akademik
basarilarini anlamli duzeyde etkiledigi belirlenmistir. Arastirmada; TOY
uygulama surecinin ogrencilerin  kulturel mirasa duyarhliklari ve
akademik basarilari Uzerinde buUyUk duzeyde bir etkiye sahip oldugu
sonucuna ulasilmistir. Bu arastirmanin sonuclari da kulturel miras
egitimi alaninda &grencilerin  aktif katilimina olanak saglayan
etkinliklerin 6grencilerin kulturel mirasa yonelik akademik basarilarini
olumlu ydénde etkilemesi bakimindan alanyazinla ortusmektedir.
Arastirmada elde edilen sonuclar baglaminda su oneriler getirilebilir:

e KuUltdrel miras egitimi kapsaminda gelistirilen asa ve BiLiGler
farkli miras 6gelerine iliskin egitim etkinliklerinde kullanilabilir.

e Kulturel miras egitiminde egitici oyun ve alan gezisi etkinlikleri
butunlestirilerek uygulanabilir.

Etik Kurul izin Bilgisi: Bu arastirma, Anadolu Universitesi Sosyal ve
Beseri Bilimler Bilimsel Arastirma ve Yayin Etigi Kurulunun 15/02/2018
tarihli ve 19866 protokol numarasi ile alinan izinle ydaratdlmauastdar.

Yazar Cikar Catismasi Bilgisi: Yazarlarin beyan edecegi bir cikar
catismasi yoktur.
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Yazar Katkisi: Yazarlar makaleye esit oranda katki saglamis
olduklarini beyan ederler.
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EK: Belirtke Tablolari

3. Sinif Basari Testi Belirtke Tablosu

Kazanimlar Bilgi Kavrama | Uygulama
HB.3.21.  Aile buyuklerinin | 14,18, 21,22 | 19, 24 23
cocukluk dénemlerinin

ozellikleri ile kendi c¢ocukluk

déneminin ozelliklerini

karsilastirir.

HB.3.52. Ulkemizin ydnetim |20 8

seklini aciklar.

HB.3.5.3. Yakin cevresinde yer |1,15,17 6

alan tarihi, dogal ve turistik
yerlerin &zelliklerini tanitir.

HB.3.5.8. Ataturk'ln kisilik 25

ozelliklerini arastirir

Mimari kavramlara yonelik | Bilgi Kavrama | Uygulama
kazanimlar

5. Tarihi yapilar Uzerinde yanlis | 2 10

duzenleme ve uygulamalarin
kUlturel mirasa zarar verecegini

aciklar.

6. Sahnisin ne oldugunu kavrar. | 4

7. Yasadigl cevredeki somut | 11,15 7
olmayan kulturel miras

ogelerini tanir.

8. Tarihi yapilarda simetrik plan 5
yapisina ornek verir.

9. Tarihi yapilarin icerisinde yer 12

alan geleneksel el sanatlarina
ornekler verir.

10. Yakin cevresindeki dini |9 16
mimari égelerini tanir.
1. Cevresindeki tarihi mimari | 13
yapilarin gunumuzdeki
kullanim amaclarina ornekler
verir.

12. ikiz ev yapisina drnek verir. 3
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4. Sinif Basari Testi Belirtke Tablosu

Kazanimlar Bilgi Kavrama | Uygulama
SB.4.2.1. Sozlu,  yazil, gorsel | 23 21
kaynaklar ve nesnelerden

yararlanarak aile tarihi calismasi

yapar.

SB.4.2.2. Ailesi ve cevresindeki milli | 1,2, 4 3,11,19
kaltary yansitan dgeleri arastirarak
ornekler verir,

SB.4.2.3. Geleneksel cocuk 18, 24
oyunlarini  degisim ve sureklilik
acisindan gunumuzdeki oyunlarla

karsilastirir.

SB.4.2.4. Milli Mucadele | 25 20 12
kahramanlarinin hayatlarindan

hareketle Milli Mucadele'nin

onemini kavrar.

Mimari kavramlara yonelik | Bilgi Kavrama | Uygulama
kazanimlar

5. Tarihi yapilar Uzerinde yanls |5 14

duzenleme ve uygulamalarin
kaltarel mirasa zarar verecegini
aciklar.

6. Sahnisin ne oldugunu kavrar. 7

7. Yasadiglr cevredeki somut | 10,15
olmayan kulturel miras &gelerini

tanir.

8. Tarihi yapilarda simetrik plan 8

yapisina ornek verir.

9. Tarihi yapilarin icerisinde yer alan 9,22
geleneksel el sanatlarina ornekler

verir.

10. Yakin cevresindeki dini mimari | 13 16

ogelerini tanir.
1. Cevresindeki tarihi  mimari | 17
yapilarin gudnumuzdeki kullanim
amaclarina érnekler verir.

12. ikiz ev yapisina érnek verir. 6

166



PUJE, 64, 150-166 [2025] https://doi.org/10.9779/pauefd.1445689

Sé\le‘sites/% A

Pamukkale University Journal of Education £ E g

< >

L ISSN: 1301-0085. e-ISSN: 1309-0275 S S

The Effect of Historical Game Journey (HGJ) Practice on
Primary School Students’ Sensitivity to Cultural Heritage,
and Achievement in Cultural Heritage®

Hicran Hanim HALAC!, Omur GURDOGAN-BAYIR? Tuba CENGELCI-
KOSE?, Tolga ONEL* Mehmet Bilge Kagan ONACANS

Article Details
Research Article

Abstract

Creating cultural awareness and raising consciousness are

important in transferring cultural heritage to future Received
generations. The general purpose of this study is to determine 04/03/2024
the effect of the IT infrastructure-supported game-based Accepted
application developed to raise awareness and sensitivity in 14/01/2025
children about cultural heritage on children’s sensitivity to

cultural heritage and achievement level related to cultural

heritage. In the study, a one-group pretest-posttest design Key words
from experimental designs was used. The participants of the Game-based
study were 134 students attending the 3rd and 4th grades of learning,
primary school in Eskisehir. Cultural heritage sensitivity scale, Cultural
cultural heritage achievement test and semi-structured heritage,
interview form were used to collect the data. Wilcoxon Signed Sensitivity to
Ranks Test was used to analyze quantitative data and cultural
descriptive analysis was used to analyze qualitative data. As a heritage,

result of the study, it was concluded that the HGJ practice Historical game
process increased students' sensitivity to cultural heritage and journey,
their academic achievement. In addition, both students and

parents found the practice enjoyable and instructive despite

the problems experienced. Suggestions were made based on

the results obtained in the study.

* The study was generated from the Historical Game Journey project numbered 118K117
supported within the scope of TUBITAK 1005.

1 Eskisehir Technical University, 0000-0001-8046-9914, hhhalac@eskisehir.edu.tr

2 Anadolu University, 0000-0002-7455-7237, ogurdogan@anadolu.edu.tr

3 Anadolu University, 0000-0002-9193-4313, tubacengelci@anadolu.edu.tr

4 HAVELSAN, 0000-0002-3256-8122, onel.tolga@gmail.com

5 Okan University, 0000-0002-7147-0945, mbko@yahoo.com

Suggested Citation:

Halag, H.H., GUrdogan-Bayir, O., Cengelci-Kése, T., Onel, T., & Onacan, M.B.K. (2025). The effect of
historical game journey (HGJ) practice on primary school students’ sensitivity to cultural
heritage, and achievement in cultural heritage. Pamukkale University Journal of
Education [PUJE], 64,150-166. https://doi.org/10.9779/pauefd. 1445689

150



PUIJE, 64, 150-166 [2025] https://doi.org/10.9779/pauefd.1445689

Introduction

The concept of culture can be defined in various ways. GUveng (2004,
p.15) defines culture in the scientific sense as ".. a complex whole
consisting of everything tangible and intangible that human beings, as
members of society, learn by living, doing and transferring and
teaching". Culture has a content that is learned, taught and transferred
to new generations through education (Guveng, 2005, p.101). Culture,
which has an important place among the characteristics that define
societies, reflects an accumulative process. The concept of cultural
heritage is used for artifacts created by generations that lived in the
past and are considered to have universal values (Hala¢ & Demir, 2017).
Cultural heritage is considered as tangible and intangible cultural
heritage in the classification made by UNESCO. In this context,
formations such as monuments, building ensembles, sites, natural
monuments, natural sites of exceptional universal value in terms of
science, conservation or natural beauty, or strictly designated natural
areas are recognized as tangible cultural heritage and natural heritage
(UNESCO, 1972). Intangible cultural heritage includes language-based
discourses and traditions; performing arts, public events, rituals and
festivals; folk knowledge, practices related to the universe and nature,
and handicraft values (UNESCO, 2022). In cultural heritage education,
both tangible cultural heritage and intangible cultural heritage should
be taught, cultural heritage should be valued and the awareness of
preserving and transferring heritage to future generations should be
gained (Halag et al, 2021). In terms of protecting, promoting and
transferring cultural heritage to future generations, it is important that
individuals who are growing up gain sensitivity to cultural heritage
through education.

The most economical and effective way to raise awareness about
cultural heritage is to educate children, who represent the future of the
country, on this issue from an early age. However, the activities carried
out in schools do not go much beyond the theoretical level, classroom
lectures and in-class activities. There are not enough activities and
materials that enable students to touch the field, feel the texture, and
learn in a game-based, narrative context and in a concrete way. In this
context, being aware of the importance of gamification in children's
learning and family participation in education, it is important to create
an education model within the living historical texture to teach cultural
heritage and raise awareness for children to use the streets, which are
electronically supported and playgrounds in our past, again.

There are numerous research findings that demonstrate the
effectiveness of game-based learning activities on the quality and
permanence of learning (Papanastasiou et al, 2017; Peterson, 2010;
Riopel et al,, 2019). Learning through games allows students to learn on
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their own and generate new ideas rather than learning theoretically or
by listening to other people's experiences (Prensky, 2001). Game-based
learning provides highly qualified experiences and learning
experiences by motivating students, supporting them to interact with
a social reality in a multifaceted way and to use many organs effectively
in the learning process (De Freitas & Neumann, 2009). The fact that the
game-based learning process will take place in the natural
environment where cultural heritage products are located helps
students achieve cognitive and affective gains related to cultural
heritage. Out-of-class educational activities such as excursions, which
enable students to see cultural heritage products in their natural
environment, allow students to explore and concretize learning.

Creating cultural awareness and raising consciousness are important in
transferring cultural heritage to future generations. Promotion and
education activities come to the fore in raising awareness and
awareness. Such studies are supported by both national and
international organizations and are the subject of scientific research
(Hala¢ & Bademci, 2021). Today, studies on the importance and
promotion of cultural heritage are increasing and practices in the field
of cultural heritage education are becoming widespread (Aerila et al.,
2016; Bulbul, 2016; Curtis & Seymour; 2004, Donmez & Yesilbursa, 2014,
Leow & Ch'ng, 2021). However, there is no study in the literature on
creating awareness and sensitivity towards cultural heritage in children.
This study is important both in terms of filling this gap in the literature
and creating a game-based application area. The smart wand and solar-
powered mobile kiosk prepared to develop the information
infrastructure of the research, or ICS, as it is called within the scope of
HGJ, was designed using developing technology, as per the standards,
open to developments and can be configured in every historical texture.
Within the scope of the study, activities were organized for students to
learn about cultural heritage and develop sensitivity through play in an
area including historical buildings with their parents. In this context, the
general purpose of this research is to determine the effect of the IT
infrastructure-supported game-based application (Historical Game
Journey-HGIJ), which will be developed to raise awareness and
sensitivity in children about cultural heritage, on children's sensitivity to
cultural heritage and achievement level related to cultural heritage,
and to obtain the opinions of parents and children regarding the
practice process. In the context of this purpose, the following questions
were sought to be answered within the scope of the research:

Does the historical game journey practice;
affect children's cultural heritage sensitivity level?

affect children's achievement in cultural heritage elements and
cultural heritage?
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Method

In this part of the study, the research model, the study group, the
practice process of the Historical Game Journey, data collection tools
and data analysis are included. For this study, permission was obtained
from Anadolu University Social and Human Sciences Research and
Publication Ethics Committee.

Research Design

In this study, which aims to determine the effect of game-based
practice on primary school students' sensitivity to cultural heritage and
achievement level related to cultural heritage, one-group pretest-
posttest design was used among experimental designs. In this design,
the effect of the experimental process is examined with the study
conducted on a single group (Buyukozturk et al., 2020). A similar control
group could not be formed because the research consisted of volunteer
third and fourth grade students attending different schools, included
an application for a field trip, and included a large number of
participants. Therefore, a one-group pretest-posttest weak design was
preferred.

Participants

The participants of the study were primary school students attending
3rd and 4th grades in 8 different primary schools in Odunpazari and
Tepebasi districts of Eskisehir. In the study, convenient sampling
(BUyukézturk et al., 2020) was used to identify the participants. The
project was introduced to schools; students who volunteered to
participate were included in the study. Accordingly, the characteristics
of the participants who participated in the experimental part of the
study are presented in Table 1.

Table 1.
Characteristics of students participating in the experimental design
Grade
level
3 4 grade Total
grade
Gender Female 37 33 70
Male 39 25 64
Total 76 58 134
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As seen in Table 1, a total of 134 students, 76 from the 3rd grade level
and 58 from the 4th grade level, participated in the study.

Data Collection Tools
Sensitivity to Cultural Heritage Scale

Within the scope of the research, Halac¢ et al. (2021) developed the
Sensitivity to Cultural Heritage Scale to determine students' sensitivity
to cultural heritage. Exploratory and confirmatory factor analyses were
conducted during the development process of the scale. Exploratory
and confirmatory factor analyses of the scale were conducted with 3rd
and 4th grade students. In this context, exploratory factor analysis was
conducted with 539 students and confirmatory factor analysis was
conducted with 327 students. As a result of the exploratory factor
analysis, the scale consists of three factors and 13 items: curiosity,
transferring to the future and protection factors. The three sub-factors
of the sensitivity to cultural heritage scale explain 47.335% of the total
variance. The KMO value of the scale is .85 and the Bartlett Sphericity
Test result is significant at .01 level [=1090.218. sd =78. p <.001). As a result
of the reliability analysis of the scale, the alpha coefficient for the whole
scale is .79. The alpha coefficient of the "Curiosity" sub-dimension is .75,
the "Transferring to the Future" sub-dimension is .58 and the "
Protection" sub-dimension is .53. As can be seen, due to the low number
of items in the "Transferring to the Future" and "Protection" sub-
dimensions (Balci & Ahi, 2015/2017; Sencan, 2005; S6nmez & Alacapinar,
2016), the reliability coefficients were in the low range (.40<a<.60)
(Ozdamar, 2004). Therefore, the mean inter-item correlation was
calculated for the items in these sub-dimensions. Accordingly, the
correlation between the items in the transfer to the future dimension
was .260 and the correlation between the items in the protection
dimension was .277. Briggs and Cheek (1986, as cited in Balci & Ahi,
2015/2017) suggest that these values should vary between .2 and .4.
Accordingly, considering the values obtained, it can be stated that
these dimensions are also reliable. Whether the scale model was
confirmed or not was analyzed by confirmatory factor analysis.
According to the results of this analysis, x2 = 143.86 (sd=62, p<.001), x2/sd
value (1.16), RMSEA =.06, SRMR= .056, NFI= .89, NNFI =92, GFI=.93 and
AGFI=.91. These fit statistics show that the model has a good fit (Kline,
2005; Sumer, 2000; Tabachnick & Fidell, 2001). Based on these values, it
was revealed that the factor structure obtained from the exploratory
factor analysis of the sensitivity to cultural heritage scale was confirmed.

Cultural Heritage Achievement Test

Within the scope of the research, two separate achievement tests were
developed for the 3rd and 4th grade students to determine the
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achievement levels of 3rd and 4th grade primary school students
regarding cultural heritage. For the 3rd grade primary school students,
a draft achievement test consisting of 25 questions with three options
was prepared for 11 achievements within the scope of Life in Our Home
and Life in Our Country units in the 3rd grade Life Science Curriculum
and 8 achievements related to cultural heritage elements included in
the project trip route. In order to ensure content validity in the
preparation of the test, a specification table was prepared in line with
Bloom's taxonomy. The achievement test developed for 4th graders
covers 4 achievements given in the Social Studies Curriculum related
to the Culture and Heritage learning area in the Social Studies course
and 8 achievements created for the cultural heritage products on the
trip route prepared in the project. In order to develop the achievement
test, a total of 12 achievements were classified based on Bloom's
taxonomy, a specification table was prepared to ensure content validity,
and based on this table, a total of 25 draft questions were created, 13 for
the achievements of the Culture and Heritage learning area and 12 for
the achievements of the trip route. For the draft achievement tests,
three social studies field education experts, one expert working in the
field of classroom teaching and working on social studies education,
one measurement and evaluation expert and two experts working in
the field of architecture and art history were consulted. In line with the
opinions and suggestions of the experts, corrections were made on the
guestion wording, the images used in the questions were edited, and
those deemed necessary by the experts were changed. Thus, the
validity studies of two separate 25-item achievement tests prepared for
third and fourth grade students were completed. Subsequently, the
tests were finalized for reliability analyses. A pilot practice was
conducted for the item and reliability analyses of the tests. Within the
scope of the pilot practice, achievement tests were applied to third and
fourth grade students. However, it was observed that the students did
not have the achievements of the trip route in the project because the
practice had not yet been realized. It is not possible to apply the trip
route in the project to another group before the practice. When the
literature is examined, it is noteworthy that "content validity ratios (CVR)
are used in scale development studies when experimental practices are
not possible" (Yurdugul, 2005). Therefore, content validity ratios of
achievement tests were calculated. CVR is a statistical tool used to
accept or reject certain items. After the items are identified for inclusion
in the measurement tool by determining the CVR, the content validity
index, the CVI, is calculated for the entire test. In this case, the average
of the CVR values of the items decided to be included in the scale is
calculated and the CVI value is obtained (Lawshe, 1975). In this study, for
the 3rd and 4th grade achievement tests, in line with the opinions of 7
experts, CVR .99 and CVI 1.00 were calculated separately. This expert
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group included 2 classroom teachers and 5 faculty members. One of
the faculty members works in the field of classroom education, two in
the field of social studies education and two in the field of architecture.
Accordingly, the content validity of the achievement test is statistically
significant since CVI = CVR. The achievement tests were made ready for
practice after the training to be carried out in the project.

Data Collection Procedures

For the practice of the HGJ process, firstly, a literature review and site
studies were conducted on tangible and intangible heritage
information related to the Odunpazari region of Eskisehir province.
During the site studies, interviews with building owners, video and
photo shoots were conducted to determine the tangible and intangible
cultural elements suitable for the level of 3rd and 4th grade students,
to develop sensitivity to cultural heritage, and to improve their
knowledge of architectural concepts, causes of deterioration of
structures and their conservation status. Then, the structures were
matched with the cognitive and affective characteristics to be given to
the children, and a trip route was created. For example, the Bey
Mansion, due to its historical features, represents an example of
architectural concepts and introduces the wrong interventions.
Similarly, the Turkish World Foundation, due to reconstruction after a
fire, and the Twin Yellow Houses, due to being an example of
architectural concepts, were included in the route. A total of 18
buildings were included in the route, with the starting and ending
points clearly indicated. ICSs provide access to information, photos and
videos about the site on the route through the speaker and touch
screen in the kiosks. Presentations have been prepared to transfer the
data determined for ICSs. With these presentations, it is aimed to
present both visual and written data to the child with effects to ensure
focus on the data to be conveyed. The presentations were converted
into videos and transferred to the ICS screen. In this context, 13
presentations containing information on 18 structures and terms of our
cultural heritage were prepared to be presented in ICSs. In addition,
when the students touch the ICSs with the wands specially designhed
for the research in their hands, they reach the information cards and
stories. An example of an information card falling from ICSs is presented
inlmage 1.
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Image 1.

Historical Game Journey ICS Card Example

Q TARIHSEL OYUN YOLCULUGU | TUBITAK 1005 TARIHSEL OYUN YOLCULUGU BILIG (®

BUNU BiLiYOR MUSUN?

-SAHNIS NEDIR?

Bircok yapi islev
Hadi BUL BENI 6grenelim ?) degisikligine

ugramis degil mi?

1. Bilig karti 6n viiz . 1. Bilig karti arka yuz

As seen in the image, the front side design of the cards consists of two
parts. On the left side, there is an image converted into a pencil drawing
of the targeted structure, and on the right side, there is a map showing
how the student will reach the next structure on the route from the
current structure. The design of the back side of the cards also consists
of two parts parallel to the front side. The themes of "Do You Know
This?" and "Find What You Learned" were used for the two parts. In the
"Do you know this?" part, keywords (oriel, coving, etc.) are given to
create a focus on the information in the presentations that the
participants will watch in the structure they will access. In the "Find
What You Learned" part, guidance sentences are given for the concepts
and teachings learned in the presentations in the previous structure on
the way to finding the next structure.

The wands are a mobile communication tool given to the child and
carried throughout the tour. The wands are designed in a colorful and
illuminated way to attract the child's attention. The wands work
interactively with ICSs. When children touched the ICS when they
touched the ICS with the wand, the child's photo was taken and when
the child completed the tour, a photo album with a story was created
with the names of the child and the parent and the photos taken during
the whole tour.

The story fiction created for the students in the ICSs within the scope of
the route introduces the structures in ICSs and ensures that the child is
in the story. The story is completed after the card is taken from the last
ICS. The ICS, wand and study sample in the research process are shown
in Photograph 1.
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Photograph 1.

ICS, Wand and Study Sample

==3: =1

Within the scope of the study, pretests were first applied to the children.
Then, the children came to the practice site with their parents on the
specified days and times. Children and parents started the tour by
taking their wands to the central ICS. Together with their parents,
children found all ICSs within the scope of the route by using the
sketches on the information cards and the guidance of the wand,
watched the presentations in ICSs, obtained information cards, and
received the photo album with stories at the end of the tour. After the
tour was completed, a post-test was administered to the children.

Data Analysis

In the research, the Sensitivity to Cultural Heritage Scale and Academic
Achievement Test were applied as pre-test and post-test to reveal
whether the activities related to the Historical Game Journey developed
students' sensitivity to cultural heritage and its effect on academic
achievement. The data obtained as a result were analyzed using SPSS
24.0 package program. Considering the Skewness (pretest scale= -.860;
posttest scale=-.788) and Kurtosis (pretest scale=1.558; posttest scale=-
309) values of the sensitivity to cultural heritage scale, Kolmogorov
Smirnov (p<.05) values and the normal distribution curve,
nonparametric tests were used because the data were not normally
distributed. In addition, when the Skewness (pretest= -.606; posttest=-
.832) and Kurtosis (pretest=-.233; posttest=.666) values, Kolmogorov
Smirnov (p<.05) values and the normal distribution curve were taken
into consideration, it was determined that the data were not normally
distributed. In this context, Wilcoxon Signed Ranks Test (Buyukozturk,
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2010), which tests whether the difference between the scores of two
related samples is significant, was used to analyze the data.

Findings

In this part, findings related to the effect of the Historical Game Journey
practice on students' sensitivity to cultural heritage and academic
achievement are presented.

Findings on the Effect of HGJ on Sensitivity to Cultural Heritage

Within the scope of the experimental process, the Sensitivity to Cultural
Heritage scale developed by the researchers was applied to determine
the effect of the activities carried out with HGJ on students' sensitivity
to cultural heritage. It was determined that the scale data applied as
pretest-posttest did not show normal distribution; therefore,
nonparametric tests were utilized. Accordingly, the results of the
Wilcoxon Signed Ranks Test conducted to determine whether the
instruction showed a significant difference in 3rd grade students are
given in Table 2

Table 2
Pre-test and post-test Wilcoxon Signed Ranks test results for the 3rd grade
sensitivity to cultural heritage scale

Post-scale-pre- N Rank Rank Z p Effect
scale Mean Total magnitude
Negative ranks 1 4.50 4.50

Positive ranks 65 33,95 2206.50 -7.042 .000 0.56

No difference 1L

As seen in the table. there is a significant difference between the pre-
and post-experiment scores of the students on the sensitivity to cultural
heritage scale (z=-7.042; p<.05). When the rank means and sums of the
difference scores were taken into consideration, it was revealed that
this difference was in favor of positive ranks, that is, posttest scores.
Accordingly, it can be said that the activities carried out within the
scope of HGJ had an effect on developing 3rd grade students' sensitivity
to cultural heritage. Accordingly, the effect magnitude calculated at the
level of 0.56 is at a large level according to Cohen (1988) (0.10 small, 0.30
medium and 0.50 large) (Ozdogdan, 2022).

The results of the pretest-posttest Wilcoxon Signed Ranks Test of the
scale conducted to determine the effect of activities related to HGJ on
4th grade students' sensitivity to cultural heritage are shown in Table 3.
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Table 3
4th grade pre-test and post-test Wilcoxon Signed Ranks test results for
sensitivity to cultural heritage scale

Post-scale-pre- N Rank Rank Z p Effect
scale Mean Total magnitude
Negative ranks 2 2.50 5.00

Positive ranks 45 24.96 1123.00 -5929 .000 0.55

No difference 11

As seen in the table, there is a significant difference between the pre-
and post-experiment scores of the students on the sensitivity to cultural
heritage scale (z=-5.929; p<.05). When the rank means and sums of the
difference scores were taken into consideration, it was revealed that
this difference was in favor of positive ranks, that is, posttest scores.
Accordingly, it can be said that the activities carried out within the
scope of HGJ have an effect on developing 4th grade students'
sensitivity to cultural heritage. Accordingly, the effect magnitude
calculated atthe level of 0.55 is at a large level according to Cohen (1988)
(Ozdogan, 2022).

Findings on the Effect of HGJ on Academic Achievement

Within the scope of the experimental process, the Academic
Achievement Test developed by the researchers was applied to
determine the effect of the activities carried out with HGJ on the
academic achievement of the students. It was determined that the
achievement test data applied as pretest-posttest did not show normal
distribution; therefore, nonparametric tests were utilized. Accordingly,
the results of the Wilcoxon Signed Ranks Test conducted to determine
whether the instruction showed a significant difference in 3rd grade
students are given in Table 4.

Table 4

3rd grade Wilcoxon Signed Ranks test results for the pretest and posttest of
the achievement test

Last success- N Rank Rank Z P Effect
pre success Mean Total magnitude
Negative ranks 0 0 .00

Positive ranks 77 39.00 3003.00 -7.639 .000 0.61

No difference 0

As seen in the table, there is a significant difference between the pre-
and post-experiment scores of the students on the academic
achievement test (z=-7.639; p<.05). When the rank means and sums of
the difference scores were taken into consideration, it was revealed that
this difference was in favor of the positive ranks, that is, the posttest
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scores. Accordingly, it can be stated that the activities carried out within
the scope of HGJ have an effect on increasing the academic
achievement of 3rd grade students. Accordingly, the effect magnitude
calculated at the level of 0.61is at a large level according to Cohen (1988)
(Ozdogan, 2022).

The pretest-posttest Wilcoxon Signed Ranks Test results of the
achievement test conducted to determine the effect of the activities
related to HGJ on the academic achievement of 4th grade students are
shown in Table 5.

Table 5

4rd grade Wilcoxon Signed Ranks test results for the pretest and posttest of
the achievement test

Last success- N Rank Rank Z p Effect
pre success Mean Total magnitude
Negative ranks 0 0 .00

Positive ranks 58 29.50 1711.00  -6.632  .000 0.61

No difference 0

As seen in the table, there is a significant difference between the pre-
and post-experiment scores of the students on the academic
achievement test (z=-6.632; p<.05). When the rank means and sums of
the difference scores were taken into consideration, it was revealed that
this difference was in favor of the positive ranks, that is, the posttest
scores. Accordingly, it can be said that the activities carried out within
the scope of HGJ affected increasing the academic achievement of 4th
grade students. Thus, the effect magnitude calculated at the level of
0.61is at a large level according to Cohen (1988) (Ozdodan, 2022).In this
part, findings related to the effect of the Historical Game Journey
practice on students' sensitivity to cultural heritage and academic
achievement are presented.

Discussion, Conclusion, and Suggestions

The data obtained in the study show that the activities implemented
within the scope of the historical game journey (HGJ) study have a
statistically significant effect on the level of sensitivity to cultural
heritage of primary school 3rd and 4th grade students. When the
literature is examined, it is seen that there are similar research results
that the practices in which students are actively involved in cultural
heritage education have a significant effect on students' sensitivity
levels to cultural heritage and attitudes towards cultural heritage. The
results of Ocal's (2016) study examining the effects of site visit-based
cultural heritage education on pre-service teachers also show that it
has a significant effect on pre-service teachers' level of sensitivity to
cultural heritage. D6nmez and Yesilbursa (2014) examined the effect of
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cultural heritage education activities on students' attitudes towards
tangible cultural heritage in the 6th grade social studies course and
concluded that the activities positively affected students' attitudes
towards tangible cultural heritage. It was observed in the study
conducted by Curtis and Seymour (2004) that the Louisiana Heritage
Education Program had a positive effect on students' attitudes towards
cultural heritage. The results of the study conducted by Arikan and
Dogan (2013) on 7th grade students showed that students'
achievement towards cultural heritage was at a moderate level and
their attitudes towards cultural heritage were positive. Based on the
results of the research, it was emphasized that students' attitudes
towards cultural heritage positively affect their academic achievement.
In this regard, it can be said that educational activities in cultural
heritage education in which students participate actively by doing and
experiencing positively affect students' sensitivity and attitudes
towards cultural heritage. As a result, it can be said that practice-based
activities support the research in terms of improving attitudes.

In the study, it was concluded that the activities implemented within
the scope of HGJ had a significant effect on students' academic
achievement levels related to cultural heritage. Considering the
literature, similar to the result obtained in this research, in the research
conducted by Kantekin (2023), it was observed that the course process
carried out with Web 2.0 tools in social studies education had a
significant effect on the teaching of cultural heritage issues. In his
research, Bozok (2018) aimed to examine the effect of cultural heritage
education carried out in cooperation with visual arts and archaeology
on students' achievement and attitudes, and he concluded that the
activities applied had a significant effect on students' achievement
level. The results of AImqvist Nielsen's (2023) research with primary
school students similarly concluded that site trips in cultural heritage
education contribute to students in both cognitive and affective
dimensions.

As a result of the study, it was determined that the HGJ implementation
process had a significant effect on third and fourth grade students'
sensitivity to cultural heritage and their academic achievement. In the
study, it was concluded that the HGJ implementation process had a
significant effect on students' sensitivity to cultural heritage and
academic achievement. The results of this study also correspond to the
literature in the field of cultural heritage education in the sense that
activities that allow students to participate actively in the field of
cultural heritage education positively affect students' academic
achievement towards cultural heritage. In the context of the results
obtained in the research, the following suggestions can be made:
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Wands and ICSs developed within the scope of cultural heritage
education can be used in educational activities related to different
heritage elements.

Educational games and site trip activities can be applied by
integrating them into cultural heritage education.
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