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This research is phenomenological research that aims to analyze the views of middle-
aged and older adults in the context of the basic components of the social studies
curriculum by revealing the changes and effects in children's games from past to
present. In this research, face-to-face interviews were conducted with 15 adults middle
aged and up. As a result of the interviews, the cognitive, physical, academic and social
contributions of playing games were emphasized. Unlike in the past, children's games
played today are more individual, are played indoors, have negative effects on
socialization, and encourage violence; also the participants stated that there are games
that contradict values such as cooperation and solidarity. When the results obtained
are examined in the context of social studies education, it has been revealed that
traditional children's games can clearly contribute to social education with their
dimensions such as gaining knowledge, gaining skills, values education, cultural
transfer, and socialization. In the light of the results obtained it may be recommended
to design social studies lessons in ways that will allow traditional children's games to
be played outside of school and to provide appropriate physical provisions.
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Bu arastirma, ge¢misten giliniimiize ¢ocuk oyunlarindaki degisimi ve etkilerini orta yas ve
tizeri yetigkinlerin goriislerine dayali olarak ortaya koyarak sosyal bilgiler dersi 6gretim
programimin temel bilesenleri baglaminda bu goriisleri analiz etmeyi amagclayan
fenomenolojik bir arastirmadir. Arastirmanmn katilimecilarini 15 orta yas ve {izeri yetiskin
olusturmaktadir. Veriler yiiz yiize goriismelerle toplanmistir. Katimalarla yapilan
goriismelerde oyun oynamann bireylerin, bilissel, fiziksel, akademik ve toplumsal katkilar1
vurgulanmistir. Katihmalar gegmisten farkli olarak gliniimiizde oynanan ¢ocuk
oyunlarinin daha bireysel, kapali alanlarda oynanan, sosyallesme {izerinde olumsuz etkileri
bulunan, siddeti 6zendiren; yardimlasma, dayamisma gibi degerlere ters diisen oyunlar
oldugu bi¢iminde goriislerini belirtmislerdir. Sonuglar 6gretim programi temel bilesenleri
baglaminda ele alindiginda, ¢ocuk oyunlarimin beceri kazanma, sosyallesme, Kkiiltiirel
aktarim ve degerler egitimi gibi pek ¢ok agidan katkilar sundugunu ortaya koymustur. Elde
edilen sonuglar 151§1nda derslerinde degerler egitimi, beceri kazandirma, kiiltiirel aktarim
gibi boyutlarda ¢ocuk oyunlarindan yararlanulabilir, uzmanlar tarafindan sosyal bilgilerin
temel boyutlarina da hizmet edecek, ailelerin agik havada gocuklariyla oynayabilecekleri
rehber niteliginde kilavuzlar hazirlanabilir.
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Giris

Sosyal bilgiler etkin vatandas yetistirme amacina hizmet eden derslerden biridir. Ikokul 4.
smiftan itibaren Ogretim programlar1 arasinda yerini alan sosyal bilgiler dersi gelisim o6zellikleri
agisindan oyuna gereksinim duyan c¢ocuklar ile islenmektedir. Bu baglamda da sosyal bilgiler
derslerinde pek kok kazanimin ele alinmasinda 6grencilerin gelisim ozellikleri dikkate alinarak oyun
bir egitsel arag olarak kullanilmaktadir. Oyunun katkilar1 kendini tanima ve kendini baskalarindan
aywran Ozelliklerinin bilincine varma, ¢ocuga sosyal gelisimi saglama, iletisim kurma, paylasma,
isbirligi ve yardimlasma, problem ¢6zme, sosyal kurallara uyum saglama, etik degerleri kazanma,
bagkalarinin haklarina saygi gosterme, sorumluluk alma, hakli haksiz, dogru yanls gibi deger ve
kurallarin 6grenilmesini destekleme, deneyimlerini gelistirmelerine olanak tanima, Ogrendiklerini
pekistirme, el-parmak gibi kii¢iik kaslarin yani sira bacak-kol gibi kaslarin hareketlerindeki gelisimi
destekleme, viicut sistemini galistirarak biiyiimeye yardimci olma (Cirhinlioglu, 2001); {istlendigi ana-
baba, kiz-erkek gibi rollerle cinsel kimligini kazanma (Anilan, Girmen, Oztiirk ve Kocgkar, 2003)
bigiminde siralanabilir. Oyunlar, 6grencilerin secimler yapmak, secenekleri kesfetmek, rol iistlenmek
ve gercek diinyadaki ikilemlerin ve zorluklarin gercekgi temsillerine katilmak igin pasif 6grenmeden
uzaklagmalarini saglayan bir aractir (Watson, 2010). Oyunun katkilarinin sosyal bilgiler dersi 6gretim
programinda yer verilen deger, beceri ve ara disiplinlerin ¢ogu ile ortiistiigii, buna ek olarak da sosyal
bilgilerin temel amaglarindan biri olan topluma uyum saglama ve kiiltiirleme baglaminda da sosyal
bilgiler egitimi agisindan katki sagladig: goriilmektedir. UNESCO (2011) geleneksel cocuk oyunlarmin
smif ve okul ortamlarina ne sekilde dahil edilebilecegi ile ilgili olarak yayinladig1 raporda: Geleneksel
oyunlarin ¢evrimigi bir arsivini baslatin; 6gretmenlerin, oyunlardan elde edilen bilgileri simiftaki
etkinliklere entegre etmelerini saglayin; ¢ocuklarin teneffiis ve okul sonrasinda geleneksel oyunlar
oynamasin tesvik edin; geleneksel oyun oynamak icin 6zel bir alan (ve oyuncaklar) saglayin;
geleneksel oyun festivalleri veya smiflar aras1 yarismalar diizenleyin; toplumdaki yaslilar1 geleneksel
oyunlarin Ogretilmesine katilmaya davet edin biciminde Oneriler yaymlamistir. Yashlarin gocuk
oyunlarinin aktariminda tstlendigi rol agik bir bicimde bu raporda goriilmektedir. Her gecen giin
dijitallesen ¢ocuk oyunlarinin yerine geleneksel oyunlarin oynanabilmesi icin yashlardan destek
alinmasinin ve onlarin bu konudaki goriislerinden yararlanilmas: sosyal bilgiler derslerinde
geleneksel oyunlardan etkili ve verimli bir sekilde yararlanilmasina katki saglayabilir. Alanyazin
incelendiginde sosyal bilgiler dersi ile oyunlarin iliskilendirildigi arastirmalara rastlanmistir. Bu
arastirmalarin daha ¢ok dijital oyunlar: ele alan arastirmalar (Bakar, Tiiziin, Cagiltay, 2008; Dogan ve
Kog, 2017; Isci ve Yesiltas, 2020) oldugu; bir kisminin da zeka oyunlarini ele alan arastirmalar (Adalar
ve Yiiksel, 2017) oldugu goriilmiistiir. Alanyazinda yer alan geleneksel oyunlar ele ilgili
aragtirmalarda (Biter ve Caliskan, 2019; Torun ve Duran, 2014; Savag ve Giiliim, 2014; Akkus ve Aslan,
2013; Pehlivan ve Demirel, 2022) odaklanilan boyutun sadece kavram 6gretimi, degerler egitimi ya da

bazi Ogrenme alanlarmin 6gretimi oldugu gorilmiistiir. Alanyazinda sosyal bilgiler 6gretmen
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adaylarmin goriislerinin alindig1 (Uygun, 2023) arastirmalara rastlamirken; oyunlarin kiiltiir
aktarimindaki ya da degisim ve siireklilik iizerindeki rolii tizerinde duran, ancak sosyal bilgiler dersi
Ogretim programinin diger dgeleri ve boyutlariyla ilgili bir analize girmeyen arastirmalara (Ozyiirek,
Sahin ve Giindiiz, 2018; Kabapinar ve Incegiil, 2016) da rastlanmigtir. Bu baglamda gecmisten
gliniimiize ¢ocuk oyunlarina iliskin orta yas tistil yetiskinlerin bakis agilarini sosyal bilgiler dersi
Ogretim programi Ozelinde inceleyen herhangi bir arastirmaya rastlanmamaistir. Arastirmanin bu
anlamda orijinal oldugu ve alanyazindaki boslugu doldurmaya katki saglayabilecegi
diistintilmektedir. Bu arastirmanin temel amaci orta yas ve iizeri yetigkinlerin ge¢misten giiniimiize
¢ocuk oyunlarina iliskin goriislerinin sosyal bilgiler egitimi baglaminda degerlendirilmesidir. Bu

temel amaca doniik olarak asagidaki sorulara yanit aranmistir:
Orta yas iistii yetiskinlerin,
*  cocukluklarinda oynadiklar: oyunlara iliskin goriisleri nelerdir?
*  cocukluklarinda oynadiklar1 oyunlarin kendilerine katkilarina iliskin goriisleri nelerdir?
* gecmisten giinlimiize ¢ocuk oyunlarinda yasanan degisime iliskin goriisleri nelerdir?

e gecmisten gilintimiize ¢ocuk oyunlarinda yasanan degisimin c¢ocuklar {izerindeki

etkilerine iligskin gortisleri nelerdir?

e  cocukluklarinda oynadiklari oyunlarin kiiltiir aktarimindaki roliine iliskin goriisleri

nelerdir?

Yontem

Aragtirmanin bu bdliimiinde arastirmanin modeli, katilimcilar, verilerin toplanmast ve
verilerin analizi basliklarina yer verilmistir.

Aragtirmanin Modeli

Orta yas ve tlizeri yetigkinlerin goziiyle gegmisten giintimiize ¢ocuk oyunlarinin sosyal bilgiler
egitimi baglaminda degerlendirilmesini amaglayan bu arastirma fenomenolojik bir arastirmadir.
Fenomenolojik felsefenin temel amaci, deneyimleyenin bilinci araciligiyla bireylerin deneyimlerine
iliskin daha genis bir anlayis gelistirmektir (Giorgi, 2009). Fenomenolojik arastirmanin temel vurgusu,
betimlemek veya insan deneyimini, deneyimleyen tarafindan deneyimlendigi sekliyle, nitel kanit
kaynagi olarak kullanilabilecek sekilde yorumlamaktir. Arastirmacin oncelikli kaygisi, giinlitk
deneyimlerden ornekler elde etmek icin nitel veri toplama tekniklerini kullanmaktir. Fenomenoloji,
deneyimin dogasini tanimlama veya yorumlama agisindan kendine 6zgii gliclii yonlerinden dolayi,
yorumlayici bir paradigma icinde deneyimsel ¢alisma igin ideal bir yontemdir (Langridge ve Ahern,
2003). Fenomenoloji deseni ile gergeklestirilen bu arastirmada orta yas ve {izeri yetiskinlerin tercih

edilmesinin nedeni, hem ¢ocukken kendilerinin oyunlar1 deneyimlemis olmalar1 hem de ¢ocuklar: ve
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hatta torunlariyla farkli zaman dilimlerinde oyunlar1 deneyimlemis ve oyunlarda meydana gelen
degisimi gozlemlemis olmalaridir.

Katilimcilar

Aragtirmanin ¢alisma gurubunu, Hatay ili merkezinde ikdmet etmekte olan orta yas ve tistii
(65-75 yas araliginda bulunan) 15 yetiskin olusturmaktadir. Kolay ulasilabilir durum 6rneklemesinin
kullanildig1 arastirmada bu Orneklemin segilme amaci arastirmacilardan birinin Hatay-Dortyol’da

ikamet ediyor olmasidir. Katilimcilarin 6zellikleri Tablo 1’de su sekilde verilmistir:

Tablo 1. Katilimcilarin ézellikleri

N %
Cinsiyet Kadin 8 53
Erkek 7 47
Toplam 15 100
Yas 65-69 8 53
70-75 7 46
Ogrenim durumu Okuryazar olmayan 2 13
Ikokul 4 26
Ortaokul 2 13
Lise 2 13
On lisans-Lisans 5 33

Verilerin Toplanmasi

Bu arastirmanin verileri yiiz yiize goriismeler yoluyla toplanmustir. Goriisme agik uglu sorular
iceren ve nitel veri saglayan bir tekniktir (Johnson ve Christensen, 2014). Arastirmada veri toplama
araci olarak arastirmacilar tarafindan gelistirilen ve sekiz agik uglu sorudan olusan goriisme formu
kullanilmistir. Goriisme formunun gelistirilmesinde alanyazin taramasi, {i¢ alan uzmanindan (sosyal
bilgiler egitimi alaninda ¢alisan) uzman goriisii alinmasi; {i¢ orta yas ve iizeri yetiskinle pilot
goriismeler yapilarak sorularin anlasilabilirliginin kontrolii asamalar1 izlenmis; gerekli degisiklikler
goriisme formuna yansitilarak forma son bigimi verilmistir. Veriler Ocak-Mart 2022 tarihleri arasinda

gerceklestirilmis, her bir goriisme yaklasik 10-15 dakika aras: siirmiistiir.
Verilerin Analizi

Goriisme kayitlarinin dokiimii yapilarak icerik analizi ile ¢dziimlenmistir. Igerik analizi,
dokiimanda tekrar eden kelime ya da tema baglaminda gerceklestirilen tarama olarak ifade edilir.
Arastirmalarda, kod ve kategorilerin olusturulmasinda birbirine benzeyen 6zellikler, ortak anlamlar
ortaya c¢ikarilmaya calisilir. Tekrarlayan veriler kategorilere ayrilabilen Oriintiiler big¢iminde
smiflandirilabilir (Patton, 2014). Uyusum yiizdesini belirlemek amaciyla elde edilen veriler
arastirmacilar tarafindan birbirinden bagimsiz analiz edilmis; “Goriis Birligi” ve “Goriis Ayrilig1” olan
maddeler belirlenmistir. Aragtirmanin uyusum yiizdesi i¢in Miles ve Huberman’in (1994) belirttigi

formiil kullanilmig ve hesaplama sonucunda P =90 degeri elde edilmistir. Nitel bir arastirmalarda

gecerlik ve giivenirligi saglamak icin inandiricilik, aktarilabilirlik, tutarlilik, teyit edilebilirlige dikkat
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etmek gereklidir. Bu arastirtmada inandiricilik boyutunda alanyazinda 6nerilen ayrintili betimleme ve
farkli uzmanlar1 arastirma siirecine dahil etme yoluna gidilmistir ; aktarilabilirlik boyutunda elde
edilen verilerin tablo ve sekillerle sunulmas: ve katiimcilarin goriislerinden acik, anlasilir bir dil ile
yapilan dogrudan alintilarla bulgularin desteklenmesi saglanmistir; tutarlilik boyutunda veri toplama
aracinin gelistirilmesi, uygulama siireci ve analiz siireci ayrintili bir sekilde verilmistir (Merriam,
2013); teyit edilebilirlik boyutunda ise sonuglarin verilerle desteklenmesi saglanmistir (Creswell ve

Poth, 2016).
Aragtirmanin Etik izinleri

Yapilan bu calismada “Yiiksekogretim Kurumlar1 Bilimsel Arastirma ve Yaym Etigi
Yonergesi” kapsaminda uyulmas: belirtilen tiim kurallara uyulmustur. Yonergenin ikinci bolimii
olan “Bilimsel Arastirma ve Yayin Etigine Aykir1 Eylemler” bashg: altinda belirtilen eylemlerden

hicbiri gerceklestirilmemistir.
Etik kurul izin bilgileri:

Etik degerlendirmeyi yapan kurul adi: Afyon Kocatepe Universitesi Sosyal Ve Begeri Bilimleri Bilimsel

Arastirma Ve Yayn Etigi Kurulu
Etik degerlendirme kararinin tarihi: 13.05.2022
Etik degerlendirme belgesi say1 numarasi: 2022/177

Bulgular
Elde edilen bulgular tablolar halinde sunulmus, katiimcilarin goriislerinden yapilan
dogrudan alintilarla desteklenmistir. Yapilan goriismelerde elde edilen temalar Sekil 1'de su sekilde

verilmigtir:
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Cocukluklarinda oynadiklari oyunlar

Cocukken oynadiklar1 oyunlarda kullandiklar materyaller

Cocuk oyunlarmn kiiltiir aktarmindaki rolii

g Geleneksel cocuk oyunlarindan uzak biiyiiyen giiniimiiz ¢ocuklarmin 6zellikleri

Gecmisten giiniimiize cocuk oyunlarinda degisim

TEMALAR

Oyunlarlakazandiklarim diistindiikleri beceriler
Oyunlarla kazandiklarim diistindiikleri degerler

Aileleri ile oynadiklari oyunlar

Oyun oynamasikliklar1 ve oyun mekanlar
Sekil 1. Gorlismeler sonucu elde edilen temalar

Sekil 1’de de goriildiigii gibi katihmcilar yapilan goriismeler sonucunda ¢ocukluklarinda oynadiklar:
oyunlar, oyun oynama sikliklar1 ve oyun mekanlari, aileleri ile oynadiklari oyunlar, ¢ocukken
oynadiklar1 oyunlar aracihgiyla kazandiklar1 beceriler, ¢ocukken oynadiklari oyunlar aracihigiyla
kazandiklar1 degerler, gec¢misten giiniimiize c¢ocuk oyunlarinda degisim, geleneksel ¢ocuk
oyunlarindan wuzak biiyliyen giintimiiz ¢ocuklarmin Ozellikleri, ¢ocuk oyunlarmin kiiltiir
aktarimindaki rolii, ¢ocukken oynadiklart oyunlarda kullandiklar1 materyaller olmak {izere dokuz
temaya ulasilmistir. Katilimeilarin ¢ocukluklarinda oynadiklar: oyunlara iliskin goriisleri Sekil 2'de su

sekilde verilmistir:

“Materyalle

Spor Oynanan
Evailik

Voleybol Celik comak

Miicadele

Mendil
kapmaca

Yakar top

Kale oyunu

Sek sek

Futbol Ip atlama

Korebe
Saklambac

Bes tas Ucurtma
ucurma

Birdirbir Topag
Gizgi Giivercin takla Misket
Bayrak
kagirma

Sobe

Yiizme Kagit oyunlan
Yiiziik Dokuz tag

saklama

Sekil 2. Katilimcilarin ¢ocukluklarinda oynadiklar: oyunlar
Sekil 2’de de goriildiigii gibi katilimcilarin ¢ocukluklarinda oynadiklar1 oyunlar miicadele, konum
analizi, strateji, materyalle oynanan ve spor olmak {izere bes alt tema altinda toplanmistir. En ¢ok

oyun ifade edilen alt tema miicadele ve materyalle oynanan oyunlar temalaridir. Oyunlar
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incelendiginde oyunlarin tamamina yakininin grupla oynanan ve mekan olarak da disarida oynanan
oldugu goriilmektedir. Spor dallarindan da en sik ifade edilen spor tiirleri voleybol ve futbol olmakla
beraber jimnastik gibi sporlara temel olusturabilecek giivercin takla ve birdirbir gibi oyunlarin da
ifade edildigi goriilmektedir. Cocuklugunda ¢izgi, bayrak kagirma oyunlarii oynadigin ifade eden

Zehra isimli katilimar goriisiinii su sekilde ifade etmistir:

“Cizgi oynardik, bayrak kacirmak oynardik. Bu bizim yarisma ruhumuzu, miicadele etmeyi 6grenmemizi

saglardi.”
Cocuklugunda futbol oynadigini ifade eden Selim isimli katilimc1 goriisiinii su sekilde ifade etmistir:

“Top, futbol topu mag yapardik. Bu tiir oyunlar oynardik. Ileride yapacagimiz sporu segmede bile bence

cocuklukta oynanan oyunlar etkili.”

Cocuklugunda celik comak, evcilik oynadigini ifade eden Funda isimli katilimc goriisiinii su sekilde
etmistir:
“Celik comak oynardik, evcilik oynardik. Oyle oyuncaklarimiz yoktu bir sopa at olabilirdi, celik comakta

oynanabilirdi. Farkli amaglar icin kullanmirdik. Yaratic: ¢ocuklardik.”

Katilimcilarin oyun oynama sikliklar1 ve oyun oynadiklart mekanlarina iliskin goriisleri Sekil 3'te su

sekilde verilmistir:

Oyun
Oynama
Sikhig1

Oyun OynamaMekam

Sekil 3. Katilimcilarin oyun oynama sikliklar: ve mekanlar:

Sekil 3'te de goriildiigii gibi katihmcilar her giin ya da haftada bir giin oyun oynadiklarim
belirtmiglerdir. Oyun oynadiklar1 mekanlar incelendiginde genellikle agik havada oyun oynadiklar
goriilmektedir. Ozelliklerine gore mekanlar incelendiginde okul disinda resmi bir mekéana

rastlanmamustir. Ifade edilen mekanlarin gogu sosyal mekanlardir.

“Istedigimiz zaman. Mahallede oynardik, okulda oynardik. Istedigimiz zaman ¢ikardik. Mahalle arkadasligt

diye bir sey vardi. Hatta mahalleler arast oyunlar oynanirdi.(Ata)”
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Cocuklugunda oyun oynama mekanini ifade eden Hakan isimli katilimc1 goriislerini su sekilde ifade
etmistir:
“Daha ¢ok kéyiin meydanminda toplanmrdik. Biiyiik bir aland: trafik falan derdi yok biitiin koyiin cocuklar: bir

arada. Cok eglenceliydi.”

Cocuklugunda oyun oynama sikligini1 ve mekanin ifade eden Yigitkil isimli katilimc1 goriislerini su

sekilde ifade etmistir:

“Siirekli. Mahallemizde oyun oynayacagimiz alanlar vardi. Hemen hemen giiniimiiziin yaris1 orada gegerdi.

Eve yemek yemege ugrardik ve aksam ezaninda eve donerdik.”

Katilimailarin ¢ocukluklarinda aileleri ile birlikte oynadiklar1 oyunlar soruldugunda katiimcilarin
¢ogu (f=12) aileleri ile oyun oynamadiklarini belirtmislerdir. Aileleri ile oyun oynadigini belirten

katillmcilarin gortisleri ise Sekil 4’te su sekilde verilmistir:

Aileleriyle

Oynadiklar:
Oyunlar

Sekil 4. Katilimcilarin ¢ocukluklarinda aileleri ile oynadiklar: oyunlar

Sekil 4'te de goriildiigl gibi katithmailarin aileleri ile oynadigr oyunlar incelendiginde genellikle evde
ve kagit, kalem ile ya da bir materyal ile oynanabilecek oyunlar tercih ettikleri, agik havada fiziksel
harekete dayali oyunlar: aileleri ile daha az oynadiklar1 goriilmektedir. Ailesi ile tombala oynadigin

ifade eden Kerem isimli bir katiimc1 goriisiinii su sekilde ifade etmistir:

“Ailemiz ile evde oynanacak oyunlart oynardik. Saklambag oynardik, tombala oynardik. Ama her zaman degil

bayram falan gibi tatillerde...”

Ailesi ile bilmece tiiriinde oyunlar oynadigini ifade eden Oguz isimli bir katilimcr goriisiinii su sekilde

ifade etmistir:

“Ailemiz ile oyun genellikle oynamazdik. Ama nadiren de olsa oynardik. Canak ¢omlek olarak bu oyunlari
oynardik. Genellikle avluda ve bahcede oynamay: severdik. Bunun yamnda halk oyunlar: oynardik toplumsal
olarak. Yani bu bir harmandali olabilir veya bir Ankara misket olabilir veya Konya havas: oyunu olabilir bu

sekilde ailemiz ile oyunlar oynardik.”
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Ailesi ile isim, sehir, bitki, hayvan oynadigini ifade eden Serkan isimli bir katilimcr goriisiinii su

sekilde ifade etmistir:

“Kardeglerim ile sehircilik oyunlar: oynardik. Bir sehir iste t ile baslayan sehirler yaz. Iste k ile baslayan sehirler
yaz. Kim daha ¢abuk hizli yaziyor kim daha ¢abuk bunu pratik hemen biliyor bu sayede hem e§leniyorduk hem

de Tiirkiye'nin biitiin sehirlerini 6grenmis oluyorduk.”

Katillmcilarin ¢ocukluklarinda oynadiklart oyunlarin kendilerine kazandirdig1 becerilere iliskin

goriisleri Sekil 5'te su sekilde goriilmektedir.

*Ozdenetim s Tiirkceyi dogru, giizel ve oisbirligi
oYaratcahk etkili kullanma -Girigimdlik_
s ol o
'Km:a]]] ]aI] a tyma *letisim sKarar vergme
*Gevikl *Gozlem

Sekil 5. Katilimcilarin ¢ocukken oynadiklar: oyunlar araciligiyla kazandiklar: becerilere iliskin
gorisleri
Sekil 5'te de goriildiigii gibi katilimcilar ¢ocukluklarinda oynadiklar: oyunlarin kendilerine giinliik
yasamlarin kolaylastiracak pek ¢ok beceri kazandirdigini belirtmislerdir. Bu katkilarin kisisel, sosyal
ve mesleki katki olmak {izere ii¢ tema altinda yer aldig1 goriilmektedir. Ozellikle son yillarda 21.
Yiizyil becerileri ad: altinda ifade edilen her bireyin is yasaminda ve giinlitk yasaminda sahip olmasi
beklenen beceriler baglaminda katilimcilarin ifade ettigi beceriler incelendiginde gecmiste oynanan
¢ocuk oyunlarinin 21. Yiizyil becerilerini kazandirmaya katki sagladigi soylenebilir. Kisisel beceri
kazandirmaya cocukken oynadigi oyunlarin katkistni Akin isimli bir katilimcr su sekilde ifade

etmisgtir:

“Bir de iste bu seylerde hesaplarda falan daha pratik yapmay gelistirdim. Ayni zamanda bir agacta siirekli
sallanmayi, viicudumu gelistirmeyi, daha ¢ok hareketli olmay: sagladigi icin yetiskinlig¢imde de spora yatkin

olmami sagladi.”

Sosyal beceri kazandirmaya ¢ocukken oynadig1 oyunlarin katkisini Suna isimli bir katilimar su sekilde

ifade etmistir:

“Sosyallesmeyi kazandirdi. Ciinkii oyunlar bireysel degildi. Grupla oynanan oyunlardi. Mahalleye ya da koye
yeni tasiman cekinmezdi. Zaten orada oturanlar da hemen iclerine alirdi. Akran zorbaligr gibi durumlar
yasamazdik. Cekinmezdik. Oyun oynarken susadiysak mahallede bir kapuy calar su isterdik. Daha giivenliydi.

Mesela tuvaletimiz gelse oynadiimz yere kimin evi yakinda oraya ¢ekinmeden giderdik.”

Mesleki beceri kazandirmaya g¢ocukken oynadigr oyunlarin katkisini Yigit isimli bir katihmc su

sekilde ifade etmistir:
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“Is birligi birlikte is yapabilme 6zelligini kazandirdr. Oncelikle bizim gibi esnaf olan kisilerde biliyorsunuz ki bu

daha da onemli. Ayni meslek gruplarimin ortak is yapabilmelerini kazandirdr.”

Katilimcilarin oyun oynamanin hangi degerleri kazandirdigina iliskin goriisleri Sekil 6’da su sekilde

e

goriilmektedir:

Sekil 6. Katilmailarin ¢ocukluklarinda oynadiklar: oyunlarin kendilerine kazandirdig: degerlere iligkin
gortisleri

Sekil 6’da da goriildiigii gibi katihmailarin ¢ocukken oynadiklari oyunlar aracihgiyla kazandiklar:

degerler incelendiginde kisisel ve sosyal baglamda pek ¢ok degere yer verildigi goriilmektedir.

Degerler incelendiginde tamamina yakininin sosyal bilgiler dersi 6gretim programinda yer verilen

degerler oldugu goriilmektedir. Bu baglamda geleneksel ¢ocuk oyunlarinin degerler egitiminde bir

arag olarak kullanilabilecegi sdylenebilir. Cocukken oynadigi oyunlar ile kazandigi degerleri Arzu

isimli katilimer su gekilde ifade etmistir:

“Sevgiyi kazandirdi, sayguyr kazandirdi. Mesela birbivimize karst diiriist olmay: kazandirdi. Oyunda kurallara
uymayanlar sosyal olarak cezalandirilir, mizik¢t denir mesela. Diiriist olmay: 6grendik. Takim arkadaslarima
destek olmayr dayamismay: birlikte basarmay: 6grendik. Arkadaglarimiz bize biz de onlara oyun oynamaya
giderdik annelerimiz ikramlar yapardi. Misafir agirlamay: 6grendik. Oyuncaklarimiz stmirly da olsa paylasirdik.

Cok kiymet verir dikkatle oynardik.”

Cocukken oynadig1 oyunlar araciligr ile kazandigir degerleri Nil isimli katihmci su sekilde ifade

etmistir:

“Sevgi, sayguy1 iste birbirimize boyle giderdik. Kiiciikler ile kendi ¢agimizdakiler ile oynardik. Onlardan biiyiik
ana baba neyse onlara da emmi dayr onlara boyle giizel karsilardik. Genis aileler vardi. Dedeler, nineler...

Onlarla sohbet ederdik. Onlar da bizi hos karsilardi.”
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Cocukken oynadig1 oyunlar aracilig1 ile kazandig1 degerleri Biilent isimli katilimcr su sekilde ifade
etmistir:

“Karsilikli birbirimize olan sevgi, saygwy1 yani paylasmay: herkes sirast ve zamani geldiginde oynamayi,
birbirine karg: daha saygili olmay: 6gretti. Engelli arkadaglarimiz: da oyunlara alirdik mesela ¢cok hareketli bir

oyunsa fiziksel engeli varsa hakem olurdu. Ama mutlaka oyunda yer alird1.”

Katilmcilarin ge¢misten gilintimiize ¢ocuk oyunlarindaki degisime iliskin goriisleri Sekil 7’de su

sekilde verilmistir:

GELENEKSEL COCUKOYUNLARI

RIVINNAO JND0D ZOWANND

Sekil 7. Katilimcilarin ge¢misten gilintimiize ¢ocuk oyunlarindaki degisime iliskin goriisleri

Sekil 7’de de goriildiigii gibi katihimcilar ¢ocuk oyunlarindaki degisimi eski oyunlar ve yeni oyunlar:
farkli ozellikleri ve sundugu olanaklar baglaminda degerlendirerek ifade etmislerdir. Gerek kisisel
gerek sosyal bakimdan eski ¢ocuk oyunlarinin kazandirdigi deger ve becerilerden soz etmislerdir.
Giiniimiiz ¢ocuk oyunlarinin kapali mekanlarda, bireysel olarak oynanan, kuralli, sosyallesmeden ve
dayamigmadan ve fiziksel hareketten uzak oyunlar oldugunu ifade etmisler, bunun saglik ve kilo
kontrolii tizerindeki etkisine dikkat ¢ekmislerdir. Bunun yan1 sira ¢ocuklarin biiyiik kismimin oyun
oynamay! bilmedigi ve giintimiiz oyunlarimin kotii aliskanliklar kazandirdigr vurgulanmustir.
Kullanilan malzemelerin dogal malzemelerden fabrikasyon malzemelere kaydig: belirtilmistir. Bu

durumun c¢ocuklarin zekd, psikomotor ve kisilik gelisimi agisindan eksikliklere yol agtigim
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belirtmiglerdir. Ozellikle yaraticiligy, iletisim becerilerini olumsuz etkileyen giiniimiiz oyunlarmin
siddete egilimi artirdigini ifade etmislerdir. Ge¢misten giiniimiize ¢ocuk oyunlarindaki degisim ile

ilgili baz1 katihmcilarin ifadeleri su sekildedir:

“Simdiki cocuklarimiz kendi oyuncaklarimi kendileri yapmuyorlar, maddiyata dayali oyuncaklar. Biz kendi
oyuncagimizi kendimiz yaptigumiz icin ekonomik yoénden ailemize de yiik olmazdik ve daha zevkli olurdu.
Simdiki nesil kiskang, bireysel biraz daha hiperaktif, hicbir seyin degerini bilmeyen, efendim maddi sikinti
cekmedikleri icin cocugun her istedigini ailenin almasi bu cocuklarin yarm biiyiidiiklerinde doyumsuz
olacaklarina inaniyorum. Sabretmeyi, cabalamayt hayatta bir amaca sahip olmay: da 6§renmesi lazim cocuklarin.
Yoksa yetiskin olduklarinda sebat etmeyen, yorulmak, sorumluluk almak istemeyen, ama iyi yasamak isteyen

bireyler oluyorlar ve mutsuz oluyorlar. (Orkun)”

“Simdi gecmisteki oyunlarla simdiki sayilmaz. O zaman geleneksel oyunlar hareket ve beceri gerektiren oyunlar
vardi. Simdi ise dijital oldugu icin genellikle bilgisayar oyunlar1 ve mobil oyunlar cocuklar tarafindan tercih
ediliyor. Bunun arasindaki fark e birisi dijital oyun oldugu igin bireysel olarak da oynayabiliyorsun. Ama eski
oyunlary grup olarak oynardik. Bunun yammnda kaynasmamiz daha iyi oluyordu. Birbirimize arkadaslik olsun
dostluk olsun giiven duyardik. Ama simdi bireysel oyunlarda birbirimizi goremedigimiz icin bize uygun
olmayan arkadagliklar ve onlarmn yonlendirmesi ile kétii aliskanliklara ve her tiirlii tehlikeye acik hale geliyoruz.

(Serkan)”

“Gegmisteki cocuk oyunlar bugiin ki oyunlara gore biraz daha bence daha yaraticrydi. Insanlar kendi elleriyle
kendileri bir seyler yaparak ortaya cikarmaya calistyordu. Tiim enerjisini iste oyun esnasinda harcayarak aksam

eve tekrar dondiigiinde enerjisi bosalmus, daha rahat daha sakin insan olarak ortaya ¢ikiyorduk. (Levent)”

Sekil 8de katiimcilarin geleneksel ¢ocuk oyunlarindan uzak biiyiiyen giiniimiiz ¢ocuklarinin

Ozelliklerine iliskin goriisleri su sekilde verilmistir:

Degerler Beceriler Kisilik 6zellikleri
yardimseverlik diistinme
becerileri hargin

~

sorumluluk >ayst

bencil

iletisim

isbirligi
sevgi OIS doyumsuz

sosyal . .
ka_t;_]_m menmmuyetsm

aile birligine

onemverme . toplumakatk

problem ¢ézme N
saglamayan

Sekil 8. Katilimcilarin geleneksel ¢ocuk oyunlarindan uzak biiyiiyen giiniimiiz ¢ocuklarinin
Ozelliklerine iligskin goriisleri

Sekil 8'de goriildiigii gibi katilimcilar geleneksel ¢ocuk oyunlarindan uzak biiylimenin ¢ocuklar

tizerindeki etkilerine iliskin olarak deger, beceri ve kisilik 6zellikleri olmak iizere ii¢ tema altinda
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goriiglerini belirtmislerdir. Gilintimiiz ¢ocuklarinin yardimseverlik, sorumluluk, sevgi, sayg: ve aile
birligine 6nem verme degerleri agisindan; diisiinme, iletisim, is birligi, sosyal katilim, problem ¢dzme
becerileri agisindan olumsuz etkilendiklerini belirtmislerdir. Bu durumun giiniimiiz ¢ocuklarinin
hir¢in, bencil, doyumsuz, memnuniyetsiz ve topluma katki saglamayan bireyle haline gelmelerine yol
actigimi vurgulamislardir. Giiniimiiz ¢ocuklarinin kazanamadiklar1 degerlere iliskin Siireyya isimli

katilimcinin goriisleri su sekildedir:

“Cocuklarda bir mahalle kiiltiirii, karsilikl1 giiven, saygi, sevgi, birbirine duyarli davranma, yardim etme gibi
degerler eksik... Biiyiiklerle mola verince iletisim kurulurdu mesela seslenirdi bir anne Omer nerede Omer’i
arardik. Biiyiiklerle iletisim kurma, saygi vardi. Simdi hem oyunlar deisti hem diinya degisti. Giivenli
bulmadigimz icin de kimseyle konusmasin istiyoruz. Daha asosyal bir nesil var. Eve gelen misafire bile hos

geldin demek icin odasindan ¢ikmayan. Tabletinden, telefonundan g6ziinii ayirmayan bir nesil var.”

Giiniimiiz ¢ocuklarinin kazanamadiklar: beceriler bakimindan Gékhan isimli katilimcinin goriisleri su

sekildedir:

“Girigimcilik, sosyal katilim gibi yetersizlikler var ¢ocuklar okullar, kurslar, dersler arasinda mekik dokuyor.
Tiirkceyi de garip kullaniyorlar. Mesela defterleri bos. Yazi yazmayi, okumay: seomiyorlar. Izlemeyi seviyorlar.
Kendi aralarinda dili asssddffh random gibi tuhaf mesela ifade bicimleriyle kullaniyorlar. Bu c¢ok giilmek
demekmis. Torunumdan 6grendim. Bir videoyu bile yiiksek hizda sararak izliyorlar. Hayat onlar icin cok hizli

au

ama bizimki kadar dolu degil ¢ok daha bos maalesef.

Glntimiiz ¢ocuklarinin kisilik oOzelliklerine iliskin olarak Biilent isimli katilmcimin goriisleri su

sekildedir:

“Biraz Once bahsetti§im gibi bizim cocuklu§umuzda grup oyunlarimiz vardi. Simdiki ¢cocuklar grup oyunu
olmadi icin siirekli apartmanda da, okulda yalniz. Bu ne oluyor, kabuguna cekilme, duygu ve diisiincelerini
baskaswyla paylagmama, siirekli bencil bir sekilde yetismelerini sagliyor. Bu da toplumun giderek zayiflamasidir,
iilkeye olan katkistmin azalmasidir, toplum icerisindeki verimin azalmasidir. Bir verimin olmast icin toplumun

bir parcasi olmak sarttir.”

Katilimcilarin kiiltiir aktariminda ¢ocuk oyunlarmin etkisine iliskin goriisleri Sekil 9'da su sekilde

verilmigtir:
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Sekil 9. Katilimcilarin kiiltiir aktariminda ¢ocuk oyunlarinin etkisine iliskin goriisleri

Sekil 9'da goriildiigl gibi katihmcilarin kiiltiir aktariminda ¢ocuk oyunlarinin etkisine iliskin goriisleri
toplumsal etki, bilissel etki ve motor beceriler alt temalar1 altinda toplanmistir. Kiiltiir aktariminda
¢ocuk oyunlarinin orf-adet, birlik beraberlik, tarihsel bag ve ana-baba rolleri kazandirma etkisini ifade
eden katilimailar, bilissel etki boyutunda yoresel yemekler, sehirler, mesleklere iliskin bilgi edinmeyi;
motor beceriler alt temasinda ise yemek yapma, arag-gere¢ tasarlama ve yapma, dikise yer
vermisglerdir. Kiiltiir aktariminda ¢ocuk oyunlarinin toplumsal etkisine iliskin katilimcilarin gortisleri

su sekildedir:

“Kiiltiir olarak iste gecmisteki yasanilan oyunlar iste degisik o giinkii adetlerimiz, geleneklerimiz, torelerimizin
nesilden nesile aktarilarak yani o giinden bugiine tasinabilmesi icin bir aracti, araciydik biz yani cocuklar. Ama
simdiki ¢cocuklar ge¢misteki oyunlar: verilmedigi icin biitiin gecmisteki oyunlar ve yapilan biitiin eglencelerin
cogu hep unutulmaya mahkiim oldu. Aslinda sayismalar, bilmeceler, tekerlemeler ve pek ¢cok gcocuk oyunu bizim
kiiltiiriimiizii aktariyor. Halk oyunlarinda bile bir hikdye var mesela Karadeniz oyunu vardi orada oynarken
yapilan hareket balik¢ilarin agi atmalarim gosteriyor. Yani Karadeniz'de balikgilik oldugunu bir halk oyunu ile

ogrenmek miimkiin. (Bugra)”

“Mesela soyle drnek vereyim. Onlar bizim ekmegimize yufka, ekmege pazi derlerdi. Biz de onlarinkine kémbe
derdik. Yoreden yoreye bile degisen cok giizel kelimeler var. Bumlar nasil yayiliyor. Tiirkiilerle, oyunlarla,
bilmecelerle, masallarla. Yani oyunlar ashnda kiiltiiviimiiziin bir pargasi. Bagka iilkelerde de onlara uygun

oyunlar var onlarn kiiltiiriinii gosteren mesela yumurta boyuyorlar. Paskalya miydi onun igin. (Nil)”

Kiiltiir aktariminda ¢ocuk oyunlarinin el becerisinin devamliligina iliskin Feride isimli katihmcinin
goriisleri su sekildedir:

“Yemek pisirmeyi 63renirdik. Yani yemek yapardik. Oyuncaklar: kendimiz yapti§imiz icin ¢cekic, ¢ivi, igne, iplik
kullanmay: bilirdik. Simdi cocuklarin eline asla bu tiir gerecler vermiyoruz bile. Aman bir sey olur diye. Sonra

da diyoruz ki bu yeni nesil cok beceriksiz.”

Sekil 10’da katilimcilarin ¢ocukluklarinda oyunlarinda kullandiklari oyuncaklar ve malzemelere

iliskin goriisleri su sekilde goriilmektedir.
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Sekil 10. Katilimcilarin gocukluklarinda oyunlarinda kullandiklar: materyallere iligkin goriigleri
Sekil 10’da goriildiigii gibi katiimcilarin ¢ocukluklarinda oyun oynarken kullandig1 arag-gerecler
materyaller ve oyuncaklar olmak {izere iki alt tema altinda toplanmistir. Materyaller alt temasi altinda
genellikle dogal ve atik malzemelerin belirtildigi goriilmektedir. Bu durum iginde yasanilan donemde
olanaklarin kisitlh olmasimin katilimecilar1 yaratict olmaya ittigi biciminde yorumlanabilir.
Cocuklugunda oyunlarda kullandiklari materyale iliskin Aycan isimli katilimcinin goriisleri su

sekildedir:

“Portakal kabugundan neler neler yapardik. Yapti§im prenses resimlerine etek yapardim yapistirip. Kurutup

pul gibi kareler yapardim oyunda piyon olurdu.”
Cocuklugunda oynadig1 oyuncaga iliskin Ozan isimli katilimcinin goriisleri su sekildedir:

“Mesela camur dedigimiz ya da kil topraktan yaptigimiz camurlarla cegitli figiirler yani hayvan figiirleri, insan
figiirleri iste araclar yani cesitli kullanilacak iste ne biliyim kazma, balta veya buna benzer o giin ki aletler
nelerse onlarin hepsini bizzat kendi elleriyle kilden ya da camur dedigimiz olaydan veyahut ahsap agac

oymalarma veya cesitli yapraklardan degisik degisik sekiller ¢ikarryorduk.”

Cocuklugunda oyunlarda kullandiklar1 materyallere iliskin Ramazan isimli katiimcinin goriisleri su

sekildedir:

“Cam kabugu, tahta, tel, kil, de§nek her sey bizim icin oyuncaga doniisebilirdi. Birlestirir bir seyler yapardik.

Birbirimize d3retirdik. Birlikte de yapardik.”

Sonug, Tartisma ve Oneriler
Katilimcilarin  gocukluklarinda oynadiklar1 oyunlar miicadele, konum analizi, strateji,
materyalle oynanan ve spor olmak iizere bes alt tema altinda toplanmistir. En ¢ok oyun ifade edilen

alt tema “mdiicadele oyunlar1” ve “materyalle oynanan oyunlar” temalaridir. Oyunlar incelendiginde
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oyunlarin tamamina yakininin grupla oynanan ve mekan olarak da disarida oynanan oldugu
goriilmektedir. Spor dallarindan da en sik ifade edilen spor tiirleri voleybol ve futbol olmakla beraber
jimnastik gibi sporlara temel olusturabilecek giivercin takla ve birdirbir gibi oyunlarin da ifade

edildigi goriilmektedir.

Katilimcilar her giin ya da haftada bir giin oyun oynadiklarini belirtmislerdir. Oyun
oynadiklar1 mekanlar incelendiginde genellikle a¢ik havada oyun oynadiklar1 goriilmektedir.
Ozelliklerine gore mekanlar incelendiginde okul diginda resmi bir mekana rastlanmamuistir. Arslan ve
Dilci (2018) gec¢miste oynanan ¢ocuk oyunlarinin daha ¢ok disarida ve grup olarak oynandigini;
gliniimiiz ¢ocuk oyunlarinin ise kapali mekan ve dijital olanaklarla, bireysel olarak oynandigini ortaya
koyan pek ¢ok arastirma (Artar, Demir ve Cok, 1998; Toren, 2011) oldugunu ifade etmistir. Arslan ve
Dilci (2018) yaptiklar: calismada ge¢miste oynanan ¢ocuk oyunlarinin informal anlamda ¢ocuklarin
gelisimlerini desteklerken artik daha formal bir boyutta ve bilingli olarak kullanildig1 ve gecmiste
oynanan ¢ocuk oyunlarmnin daha ¢ok disarda ve grup olarak oynandigy; giiniimiizde ise ¢ocuk
oyunlarinin genellikle kapali mekanlarda, teknolojik oyuncaklar araciligiyla ve bireysel olarak
oynandigini belirtmislerdir. (Artar, Demir ve Cok, 1998; Toren, 2011). Ge¢miste oyunlar siklikla
kapali olmayan (oyun parki, sokaklar vb.) mekanlarda arkadaslariyla etkilesim halinde
gerceklesirken, giintimiizde teknolojinin gelisimiyle birlikte 6zellikle de bilgisayar ve internetle
birlikte artik kapali ve sanal ortamlarda, sanal ortamdaki kisilerle oynanmaya baslanmistir (Horzum,

Ayas ve Cakir-Balta, 2008).

Katilmcilarin  ¢ogu aileleri ile oyun oynamadiklarini belirtirken oynadigini belirten
katilimailarin aileleri ile oynadig1 oyunlar incelendiginde genellikle evde ve kagit, kalem ile ya da bir
materyal ile oynanabilecek oyunlar tercih ettikleri, acik havada fiziksel harekete dayali oyunlar
aileleri ile daha az oynadiklar1 goriilmektedir. Hazar, Tekkursun ve Dalkiran (2017) yaptiklar:
¢alismada oyunun aile i¢indeki gerekliligini belirtmektedirler. Oyun ¢ocugun duygu diizenlemesi
agisindan miikemmel bir aractir. Bu diizenleme islevi ebeveyn ve ¢ocuk arasindaki iligkiyi etkileyen
sosyal oyun davranisi araciligtyla bebeklerde bile belirgindir (Aksoy ve Dere Ciftci, 2014). Giiniim{iiz
¢ocuklarina iliskin olarak katilimclar dijital oyunlarla daha ¢ok ilgilendikleri yoniinde goriis
belirtmiglerdir. Giircan, Ozhan ve Uslu (2008) dijital oyun oynama yagimin ¢ok erken yaslarda
baslamasinin ¢ocuklarin gercek oyun alanlarina karsin sanal oyun alanlarini daha kolay kullanmalar:
ve ayni zamanda da ebeveynlerin gercek alanda oyun oynama yerine ¢ocuklarina dijital oyun
sunmalari ile iliskili oldugu belirtilmektedir. Bu baglamda ailelerin gergek oyun alanlarinda ¢ocuklar:

ile daha fazla oyun oynamasi ile bu durumun 6niine gegilebilecegi sdylenebilir.

Katilimailar ¢ocukluklarinda oynadiklart oyunlarin bir¢ok alanda kendilerine katkilar katk:
sagladigini belirtmislerdir. Bu katkilarin kisisel, sosyal ve mesleki katki olmak iizere ii¢ tema altinda

yer aldigi goriilmektedir. Akin, Kiztanr1 ve Edip (2021) de g¢ocuk oyunlarimin fiziksel, zihinsel
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gelisimine ve dil becerilerine katkida bulundugu sonucuna ulagmistir. Hazar ve digerleri (2017) de
geleneksel oyunlarda yaraticilik, bireyler arasi iletisim ve oyun kurmanin 6n planda oldugunu, bu
yonleri ile geleneksel oyunlarin 6zellikle ¢ocuklarin fiziksel, zihinsel, sosyal ve duyussal gelisimlerine
onemli katkilar sundugunu belirtmistir. Ozellikle son yillarda 21. Yiizyil becerileri ad: altinda ifade
edilen her bireyin is yasaminda ve giinliik yasaminda sahip olmasi beklenen beceriler baglaminda
katilimcilarin ifade ettigi beceriler incelendiginde ge¢miste oynanan ¢ocuk oyunlarinin 21. Yiizyil
becerilerini kazandirmaya katk: sagladig: soylenebilir. Karsli (2016) da ¢ocuklarin oyun oynarlarken
gozlem, sorgulama, farkli bakis acis1 gelistirme, problem ¢6zme, esnek ve yaratici diisiinme gibi pek
¢ok beceriyi kazandiklarini belirtmistir. Cocuk oyun oynarken farkinda olmadan birtakim beceriler
sergiler, ayn1 zamanda da cevresiyle siirekli etkilesim igerisinde olarak diinyay1 dogru bir sekilde
algilamaya calisir. Sonraki zamanlarda da karsilasacagi durumlar icin kendisini hazir hale getirmeye
calisir (Ulutas, 2011). Bu durum ¢ocugun sosyallesmesini, iginde yasadigi topluma uyum saglamasini
kolaylastirir. Anilan ve digerleri (2003) da yaptiklar1 arastirma sonucunda geleneksel cocuk
oyunlarinin bilissel ve sosyal gelisime olumlu yonde katki yaptigini belirlemislerdir. Celik (2020)
tarafindan gerceklestirilen arastirma sonucunda da 56 geleneksel ¢ocuk oyunu analiz edilmis bu
oyunlarin sosyal bilgiler dersi 6gretim programindaki iletisim, igbirligi, karar verme, Tiirkceyi dogru,
glizel ve etkili kullanma, 6z denetim ve problem ¢6zme becerilerinin 6gretiminde kullanulabilecegi

belirlenmistir.

Katilimcilarin ¢ocukken oynadiklari oyunlar aracilifiyla kazandiklar1 degerler incelendiginde
kisisel ve sosyal baglamda pek c¢ok degere yer verildigi goriilmektedir. Degerler incelendiginde
tamamina yakininin sosyal bilgiler dersi Ogretim programinda yer verilen degerler oldugu
goriilmektedir. Bu baglamda geleneksel ¢ocuk oyunlarinin degerler egitiminde bir ara¢ olarak
kullanilabilecegi soylenebilir. Kurallara uymak, hile yapmamak oyunda 6grenilen degerlerden biridir
(Stmbiilli ve Altinisik, 2016). Bu arastirmada da diiriistlitk oyunlarla kazanilan bir deger olarak ifade
edilmistir. Koyuncu ve Bulut (2022) geleneksel ¢ocuk oyunlarinin kiiltiirel aktarimin yani sira,
ogrencilerin sevgi, saygi, is birligi, yardimlasma, paylasma, sabir, arkadas sevgisi degerlerini
kazandirdigy; toplumsallasma, zihinsel gelisme, iletisim ve dil, sosyal ve duygusal boyutlarda katkilar
sagladigini belirlemistir. Turan, Gozler, Turan, Incetiirkmen, Meydani (2020) de geleneksel gocuk
oyunlarina her sinf diizeyinde daha ¢ok yer verilerek toplumsal degerlerin 6gretimi, Tiirk kiiltiir ve
cografyasinin tanitimi, sahip olunan toplumsal gelenek, gorenek ve kiiltiirel degerlerin gelecek

kusaklara aktariminin saglanabilecegini belirtmistir.

Katilimcilar ¢ocuk oyunlarindaki degisimi eski oyunlar ve yeni oyunlar: farkl 6zellikleri ve
sundugu olanaklar baglaminda degerlendirerek ifade etmislerdir. Gerek kisisel gerek sosyal
bakimdan eski ¢ocuk oyunlarinin kazandirdig1 deger ve becerilerden s6z etmislerdir. Giiniimiiz ¢ocuk
oyunlarinin kapali mekanlarda, bireysel olarak oynanan, kuralli, sosyallesmeden ve dayanismadan ve

fiziksel hareketten uzak oyunlar oldugunu ifade etmigler bunun saglik ve kilo kontrolii {izerindeki
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etkisine dikkat ¢cekmislerdir. Bunun yam sira ¢ocuklarin biiyiik kisminin oyun oynamay1 bilmedigi ve
gliniimiiz oyunlarinin kotii aliskanliklar kazandirdigr vurgulanmistir. Kullanilan malzemelerin dogal
malzemelerden fabrikasyon malzemelere kaydigi belirtilmistir. Bu durumun c¢ocuklarin zeka,
psikomotor ve kisilik gelisimi acisindan eksikliklere yol actigini belirtmislerdir. Ozellikle yaraticilik,
iletisim becerilerini olumsuz etkileyen giiniimiiz oyunlarmin siddete egilimi artirdigimni ifade
etmislerdir. Lindberg (2012) de kusaklar arasinda oyunlar karsilastirildiginda en biiyiik farkin agik
alanda oynanan oyunlarin azalmasi, oyunlarin kapali alanlara kaymas1 olarak ifade etmis ve bu
durumu alanyazindaki pek ¢ok arastirma (Clements, 2004; Cleland, Crawford, Baur, Hume, Timperio,
Salmon, 2008; Wen, Kite, Merom, Rissel, 2009) ile desteklemistir. Alanyazin incelendiginde dijital
oyunlarin giiniimiiz ¢ocuklarinin siddete olan egilimlerini artirdigina yonelik aragtirmalar (Carnagey
ve Anderson, 2005; Sdlceanu, 2014) oldugu goriilmektedir. Her ne kadar bu arastirmada katilimcilar
giintimiizde dijitallesen oyunlarin ve fabrikasyon oyuncak kullaniminin yaraticilik {izerinde olumsuz
etkileri oldugunu ifade etseler de alanyazinda dijital oyunlarin yaraticilik {izerinde anlamh farklilik
yarattigina iligkin arastirmalar (Checa-Romero ve Pascual Gomez, 2018, Moffat, Crombie ve
Shabalina, 2017) da mevcuttur. Bu arastirmada da iizerinde durulan oyunlarin motor becerilere
katkida bulundugu sonucudur. Alanyazin incelendiginde oyunlarin ¢ocuklarin fiziki gelisimlerine;
tutma, kavrama, cekme, tasima, viicut koordinasyonu gibi boyutlari ile katki sagladigini, sosyallesme,
kiiltiir aktariminda rol oynadigini belirleyen arastirmalar (Esen, 2008; Goksen, 2014) oldugu

goriilmektedir.

Katilimcilar geleneksel ¢ocuk oyunlarindan uzak biiyiimenin ¢ocuklar iizerindeki etkilerine
iliskin olarak deger, beceri ve kisilik Ozellikleri olmak ftizere {i¢ tema altinda goriislerini
belirtmislerdir. Giiniimiiz ¢ocuklarinin yardimseverlik, sorumluluk, sevgi, saygi ve aile birligine 6nem
verme degerleri agisindan; diisiinme, iletisim, is birligi, sosyal katilim, problem ¢6zme becerileri
agisindan olumsuz etkilendiklerini belirtmislerdir. Bu durumun giintimiiz ¢ocuklarinin hir¢in, bencil,
doyumsuz, memnuniyetsiz ve topluma katki saglamayan bireyle haline gelmelerine yol actigim
vurgulamiglardir. Tiirkiye Istatistik Kurumu (2013) internet, bilgisayar veya cep telefonu ile oyun
oynayan 6-15 yas araligindaki ¢ocuklarin giinliik yasamlarindaki degisiklikleri, her yas grubunda
artan oranlarda olmak {izere daha az ders ¢alisma, daha az uyuma, daha az arkadaslariyla goriisme,

daha az oyun oynama ve daha az spor yapma biciminde siralamistir (Kiigiikali, 2015).

Katilimcilarin kiiltiir aktariminda ¢ocuk oyunlarinin etkisine iligkin goriisleri toplumsal etki,
bilissel etki ve motor beceriler alt temalar: altinda toplanmistir. Kiiltiir aktariminda ¢ocuk oyunlariin
orf-adet, birlik beraberlik, tarihsel bag ve ana-baba rolleri kazandirma etkisini ifade eden katilimcilar,
bilissel etki boyutunda ydresel yemekler, sehirler, mesleklere iliskin bilgi edinmeyi; motor beceriler alt
temasinda ise yemek yapma, arac-gere¢ tasarlama ve yapma, dikise yer vermislerdir. Stimbiillii ve
Altmisik (2016)’a gore geleneksel ¢ocuk oyunlari toplumun milli ve manevi kiiltiirtini iclerinde

barmndirirlar. Oyunlarda kullanilan malzemeler ¢ogunlukla degismez. Cocugun bir¢ok gelisim alani
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desteklenirken toplumun degerleri de geleneksel oyunlarla 6grenilir ve kusaklarca aktarilir. Ozdemir
(2006)’e gore oyun, gelenegin hem yaraticis1i hem de tasiyicisidir. Aynmi dogrultuda da oyunlar
iletisimin kiiltiirel yansimasidir. Oyunun toplumlarin kiiltiirel yap1 icerisinde tasiyici roliiniin olmasi
nedeniyle zaman igerisinde degisen 06zelligi de bulunmaktadir. Bu durumda da oyunlarin siireg

icerisinde kiiltiirel mirasin aktarilmasinda katkisinin oldugu soylenebilir.

Katillmcilarin  ¢ocukluklarinda oyun oynarken kullandig1 arag-gerecler materyaller ve
oyuncaklar olmak {izere iki alt tema altinda toplanmistir. Materyaller alt temas: altinda genellikle
dogal ve atik malzemelerin belirtildigi goriilmektedir. Bu durum iginde yasanilan donemde
olanaklarin kisitli olmasinin katilimcilar1 yaratici olmaya ittigi bigiminde yorumlanabilir. Kendi
cocukluklarinda ve ¢ocuklarinda dogal malzemelerden s6z eden katiimcilar torunlar1 déneminde
yani, glinlimiizde dijital oyunlarin ve fabrikasyon oyuncaklarin dogal malzemelerin 6niine gegctigini
ifade etmislerdir. Alanyazinda bu sonucu destekleyen arastirmalar (Artar, Onur ve Celen, 2002;
Tugrul, Ertiirk ve Altinkaynak, 2014) oldugu goriilmektedir. Elde edilen sonuglar 1siginda su

Onerilerde bulunulabilir:

J Sosyal bilgiler dersinde degerler egitimi uygulamalarinda ¢ocuk oyunlarindan egitsel bir arag
olarak yararlanilabilir.

J Geleneksel ¢ocuk oyunlarindan sosyal bilgiler dersinde yararlanmaya iliskin hizmet 6ncesi ve
hizmetici egitimler yoluyla 6gretmen ve 6gretmen adaylarina egitimler verilebilir.

J Sosyal bilgiler derslerinde geleneksel cocuk oyunlar: sistematik bir sekilde ele alinarak sosyal
bilgiler dersinin ¢ogu boyutunun geleneksel ¢ocuk oyunlari araciigiyla ¢ocuklara kazandirilmasi
saglanabilir.

. Okullarda ve okul disinda ¢ocuklarin agik havada ve akranlariyla oyun oynamasima yonelik
Ogretmenler ve aileler daha fazla olanak yaratmaya galisabilir.

. Dijital oyunlarinin seciminde dikkatli olunabilmesi ve onlar1 siddete egilimli hale getirecek
oyunlardan cocuklarin uzak tutulabilmesi i¢i belli araliklarla alan uzmanlarn popiiler oyunlar
inceleyerek aile ve 6gretmen kilavuzlari olusturabilir.

J Mabhallelerde oyun alanlari olusturularak giivenligi gorevlendirilecek giivenlik gorevlileri
tarafindan saglanabilir.

J Uzmanlar tarafindan sosyal bilgilerin temel boyutlarina da hizmet edecek ve ailelerin agik
havada c¢ocuklariyla oynayabilecekleri ¢ocuk oyunlarina iliskin rehber niteliginde yo&nlendirici
kilavuzlar hazirlanabilir.

. Cocuklarin yaraticiliklarini gelistirmek ve aileleriyle oyun oynamalarimi saglamak amaciyla
“Oyuncak yapma ve oyun” atSlyeleri aile katilimli olarak organize edilebilir.

J Geleneksel c¢ocuk oyunlarindan sosyal bilgiler dersinde yararlanmaya iliskin farkl

yontemlerle gesitli arastirmalar gerceklestirilebilir.
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Introduction

Social Studies is one of the courses that serve the purpose of raising active citizens. The
features of the development playground in the social studies course, which is among the teaching
programs of the 4th grade of primary school, are taught with children. In this context, when many
root storages are discussed in social studies lessons, the game is used as an educational tool by
monitoring the characteristics of the developments. The contribution of the game is to become aware
of the features that distinguish oneself from others, to provide social development to the child, to
communicate, to share, to cooperate and help, to solve problems, to adapt to social rules, to gain
ethical values, to respect the rights of others, to take responsibility, and to support learning values and
rules. Enabling them to develop their experiences, consolidating what they have learned, supporting
the development of small muscles such as hand-finger as well as muscles such as legsarms, helping to
grow by working the body system (Cirhinlioglu, 2001); It can be listed as gaining sexual identity
through roles such as parent, daughter and son (Anilir, Girmen, Oztiirk and Kocgkar, 2003). Games are
a tool that allows students to move away from passive learning to make choices, explore options, take
on roles, and participate in realistic representations of real-world dilemmas and challenges (Watson,
2010). It is seen that the contributions of the game coincide with most of the values, skills and sub-
disciplines included in the social studies curriculum. Additionally, it contributes to social studies
education in the context of adaptation to society and acculturation, which is one of the main purposes
of social studies. When the literature was examined, studies associating social studies lessons with
games were found. These studies are mostly research on digital games (Bakar, Tiiziin, Cagiltay, 2008;
Dogan and Kog, 2017; Worker and Yesiltas, 2020); It has been observed that some of them are studies
on intelligence games (Adalar and Yiiksel, 2017). In the studies on traditional games in the literature
(Biter and Caligskan, 2019; Torun and Duran, 2014; Savas and Giiliim, 2014; Akkus and Aslan, 2013;
Pehlivan and Demirel, 2022), the focused dimension is only on concept teaching, values education or
some other games. It has been seen that there are studies in the literature where the opinions of social
studies teacher candidates were taken (Uygun, 2023); there are also studies (Ozyiirek, Sahin and
Giindiiz, 2018; Kabapinar and Incegiil, 2016) that focus on the role of games in cultural transmission or

change and continuity, but do not analyze other elements and dimensions of the social studies
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curriculum. In this context, no research has been found that examines the perspectives of over-middle-
aged adults regarding children's games, from past to present, in the context of the social studies
course curriculum. The main purpose of this research is to evaluate the views of middle-aged and
older adults about children's games from past to present in the context of social studies education. For

this main purpose, answers to the following questions were sought:
* What are middle-aged adults’ views on the games they played in their childhood?

¢ What are middle-aged adults’ views on the contribution of the games they played in their

childhood?
* What are middle-aged adults’ views on the change in children's games from past to present?

* What are middle-aged adults” views on the effects of the change in children's games from past to

present on children?

* What are middle-aged adults’ views on the role of the games they played in their childhood in the

transfer of culture?
Method

In this part of the research, the research model, the participants, the data collection and the

data analysis are given.
Research Model

This research, which aims to evaluate children's games from the past to the present in the
context of social studies education through the eyes of middle-aged and older adults, is a
phenomenological research. The main purpose of phenomenological philosophy is to develop a
broader understanding of individuals' experiences through the consciousness of the experiencer
(Giorgi, 2009). The main emphasis of phenomenological research is to describe or interpret human
experience as it is experienced by the experiencer so that it can be used as a source of qualitative
evidence. The primary concern of the researcher is to use qualitative data collection techniques to
obtain examples from daily experiences. Phenomenology is an ideal method for experiential study
within an interpretive paradigm because of its unique strengths in describing or interpreting the
nature of experience (Langridge and Ahern, 2003). The reason why middle-aged and older adults
preferred in this study, which is carried out with a phenomenology design, is that they experienced
games as children, and they also experienced games with their children and even grandchildren in

different time periods and observed the changes in the games.
Participants

The participants of the research are 15 middle-aged and older adults (between 65-75 years old)

residing in the city center of Hatay. The reason for choosing this sample in the study, in which easily
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accessible case sampling was used, is that one of the researchers is residing in Hatay-Dortyol. The

characteristics of the participants are given in Table 1 as follows:

Table 1. The features of the participants

N %
Gender Woman 8 53
Man 7 47
Total 15 100
Age 65-69 8 53
70-75 7 46
Education status Illiterate 2 13
Elementary graduate 4 26
Secondary graduate 2 13
High School 2 13
graduate
University graduate 5 33

Data Collection

The data of this research were collected through face-to-face interviews. Interviewing is a
technique that includes open-ended questions and provides qualitative data (Johnson and
Christensen, 2014). In the research, an interview form consisting of eight open-ended questions
developed by the researchers was used as a data collection tool. Literature review in the development
of the interview form and taken expert opinion from three field experts (working in the field of social
studies education); pilot interviews were conducted with three middle-aged and older adults, and the
stages of checking the intelligibility of the questions were followed. Necessary changes were reflected
in the interview form and the form was given its final form. The data were carried out between

January and March 2022, and each interview lasted approximately 10-15 minutes.
Data Analysis

Interview recordings were recorded and analyzed by content analysis. The data obtained in
order to determine the percentage of agreement were analyzed independently by the researchers, and
items with “Agreement” and “Disagreement” were determined. The formula stated by Miles and
Huberman (1994) was used for the percentage of agreement of the study, and the value of P =90 was

obtained as a result of the calculation.
Ethical Permits of Research

In this study, all the rules specified to be followed within the scope of the "Higher Education
Institutions Scientific Research and Publication Ethics Directive" were complied with. None of the
actions specified under the heading "Actions Contrary to Scientific Research and Publication Ethics",

which is the second part of the directive, have been taken.
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Name of the committee that made the ethical evaluation: (Afyon Kocatepe Universitesi Sosyal ve
Beseri Bilimleri Bilimsel Arastirma ve Yayin Etigi Kurulu) Afyon Kocatepe University Social and

Human Sciences Scientific Research and Publication Ethics Board
Date of ethical review decision:13.05.2022
Ethics assessment certificate issue number: 2022/177

Findings

The findings were presented in tables and supported by direct quotations from the views of

the participants. The themes obtained from the interviews are given in Figure 1 as follows:
Games they played in their childhood
The materials they used in the games they played as children

The role of children's games in the transfer of culture

Change in children's games from past to present

Skills they think they have acquired through games

Values they think they have acquired through games

Games they play with their families

Game play frequencies and venues

Figure 1. Themes obtained as a result of the interviews

As can be seen in Figure 1, a total of nine themes were reached as a result of the interviews with the
participants. These themes are: the games they played in their childhood, the frequency and place of
play, the games they played with their families, the skills they gained through the games they played
as children, the values they gained through the games they played as children, the change in
children's games from the past to the present, the characteristics of today's children who grow up far
from traditional children's games, their role in cultural transmission and the materials they used in the
games they played as children. The views of the participants about the games they played in their

childhood are given in Figure 2 as follows:
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Struggle

Played with

material Strategy Location
Analysis

Duck duck
Goose
Dodgeball
Safety Kick
Hopscotch
Line

Relay race
Hes

Volleyball
Football
Birdirbir

Pigeon
Somersault
Swimming

Playing house
Tipcat Blind mans buff
Skipping rope Hide and seek
Peg top Kiteflying
Marbles
Card games
Ring Storage

Knuckleballs
Merrills

Figure 2. Games played by the participants in their childhood
As seen in Figure 2, the games played by the participants in their childhood were grouped under five
sub-themes: struggle, location analysis, strategy, played with material and sports. The most frequently
expressed sub-theme are the themes of struggle and games played with material. When the games are
examined, it is seen that almost all of the games are played in groups and played outside as a venue.
Although the most frequently expressed sports types are volleyball and football, it is seen that games
such as pigeon somersault and leapfrog, which can form the basis of sports such as gymnastics, are
also expressed. A participant named Zehra, who stated that she played cartoon and relay race games

in her childhood, expressed her opinion as follows:

“We used to play the line; we would play to relay race. It would allow us to learn to compete, our competitive

spirit.”

A participant named Selim, who stated that he played football in his childhood, expressed his opinion

as follows:

“We used to play football. We used to play such games. Even in choosing the sport we will play in the future, 1

think the games played in childhood are effective.”

A participant named Funda, who stated that she played tipcat and house in her childhood, expressed

her opinion as follows:

“We played tipcat or playing house. We did not have many toys, a stick could be a horse, a tipcat could be

played. We used it for different purposes. We were creative kids.”

The participants' views on the frequency of playing games and the places they play games are given in

Figure 3 as follows:
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Figure 3. The frequency of playing game and game places of the participants’

As seen in Figure 3, the participants stated that they play games every day or once a week. When the
places where they play games are examined, it is seen that they usually play outdoors. When the
spaces were examined according to their characteristics, no official space was found outside the
school. Most of the spaces mentioned are social spaces. Oguz expressed his opinion about the places

where he played games in his childhood as follows:

"When we want. We used to play in the neighbourhood, we played at school. We took it out whenever we
wanted. There was such a thing as neighbourhood friendship. Even games between neighbourhoods were

played.”
A participant named Hakan expressed his views on the place of playing in his childhood as follows:

“We mostly gathered in the village square. It was a big area, there was no traffic or anything, all the children of

the village were together. That was so fun.”

Expressing the frequency and place of playing games in his childhood, a participant named Ata

expressed his views as follows:

"Continually. We had areas to play games in our neighbourhood. Almost half of our day was spent

there. We would stop by for dinner at home and return home at the time of the evening prayer.”

When the participants were asked about the games they played with their families in their childhood,
most of the participants (f=12) stated that they did not play games with their families. The opinions of

the participants who stated that they played games with their families are given in Figure 4 as follows:
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Figure 4. Games that the participants played with their families in their childhood

As seen in Figure 4, when the games played by the participants with their families are examined, it is
seen that they generally prefer games that can be played with paper, pencil or a material at home, and
they play games based on physical movement in the open air less often with their families. A
participant named Kerem, who stated that he played bingo with his family, expressed his opinion as

follows:

We used to play games to be played at home with our family. We played hide and seek, we played bingo. But not

always, on holidays like feasts or something...”

A participant named Oguz, who stated that he played riddle games with his family, expressed his

opinion as follows:

“We did not usually play games with our family. But we rarely played. We used to play these games as pottery.

We usually liked to play in the courtyard and garden. Besides, we used to play folk dances socially.”
A participant named Serkan, who stated that he played mad libs expressed his opinion as follows:

“We used to play mad libs with my brothers. For example, write cities that start with t. Here are the cities that
start with k. Who writes faster, who knows more practically immediately? In this way, we were both having fun

and learning about all the cities in Turkey and in different countries of the world.”

The views of the participants on the skills they gained from the games they played in their childhood

are shown in Figure 5 as follows.

Personal Social Professional

*Self-control *Using Turkish language *Cooperation

* Creativity correctly, fluently and *Entrepreneurship

«Empathy effectively *Motor skills

*Obey the rules *Socializing »Problem solving

« Agility * Communication *Decision making
* Observing

Figure 5. Views on the skills acquired by the participants through the games they played as children
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As seen in Figure 5, the participants stated that the games they played in their childhood contributed
to them in many areas. It is seen that these contributions fall under three themes: personal, social and
professional. When the skills expressed by the participants, especially in recent years, expressed under
the name of 21st Century skills, are examined in the context of the skills that each individual is
expected to have in business and daily life, it can be said that children's games played in the past
contributed to gaining 21st Century skills. A participant named Akin expressed the contribution of the

games he played as a child to gaining personal skills as follows:

“And 1 have developed more practice in these things, accounts and stuff. At the same time, it allowed me to be

prone to sports in my adulthood, as it allowed me to swing on a tree, develop my body, and be more active.”

A participant named Suna expressed the contribution of the games she played as a child to gain social

skills as follows:

“It brought socialization because the games were not individual. They were group games. A newcomer to the
neighbourhood or village would not hesitate. Those who lived there would take it in immediately. We would not
experience situations such as peer bullying. We would not hesitate. If we were thirsty while playing games, we
would knock on a door in the neighbourhood and ask for water. It was safer. For example, if we need toilet, we

would go there without hesitation, whose house is close to where we play.

A participant named Yigit expressed the contribution of the games he played as a child to gaining

professional skills as follows:

“Collaboration has brought us the ability to work together. First of all, you know that this is even more
important for people who are tradesmen like us. Gained me the ability to work collaboratively with my

colleagues.”
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The views of the participants on which values playing games bring can be seen in Figure 6 as follows:

...?\’..f.

Figure 6. Views of the participants about the values they gained from the games they played in their
childhood

As seen in Figure 6, when the values acquired by the participants through the games they played as
children are examined, it is seen that many values are included in the personal and social context.
When the values are examined, it is seen that almost all of them are the values included in the social
studies course curriculum. In this context, it can be said that traditional children's games can be used
as a tool in values education. A participant named Arzu expressed the values she gained through the

games she played as a child as follows:

“We learned about love and respect. For example, it taught us to be honest with each other. Those who do not
follow the rules in the game are punished socially, for example, they are called whistleblowers. We learned to be
honest. We learned to support my teammates and to achieve solidarity together. Our friends would go to us to
play games and our mothers would make treats. We learned to host guests. Even if our toys were limited, we

shared. We valued it a lot and played it carefully.”

A participant named Nil expressed the values she gained through the games she played as a child as

follows:

“We learned about love and respect. We used to play with those younger than ourselves and with those of our
own age. We used to call the parents of our friends uncle and aunt. There were large families. Grandparents,

grandmothers... We used to chat with them. They also made us feel welcome.”

A participant named Biilent expressed the values he gained through the games he played as a child as

follows:
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“The mutual love and respect for each other, that is, sharing, taught everyone to play when it is their turn and to
be more respectful to each other. We would also take our disabled friends to the games, for example, when it was
a very active game, if he had a physical disability, he would be the referee. But he would definitely be in the

game.”

The views of the participants on the change in children's games from past to present are given in

Figure 7 as allows:

TRADITIONAL CHILDREN GAMES

SINVO NIHATIHD S,AVAOL

Figure 7. Views of the participants on the change in children's games from past to present

As seen in Figure 7, the participants expressed the change in children's games by evaluating old
games and new games in the context of their different features and opportunities. They talked about
the values and skills that old children's games bring, both personally and socially. They stated that
today's children's games are indoor games, played individually, with rules, away from socialization,
solidarity and physical movement, and they drew attention to the effect of this on health and weight
control. Additionally, it was emphasized that most of the children did not know how to play and
today's games gave bad habits. It has been stated that the materials used have shifted from natural
materials to fabricated materials. They stated that this situation leads to deficiencies in terms of

intelligence, psychomotor and personality development of children. They stated that especially
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today's games, which negatively affect creativity and communication skills, increase the tendency to
violence. The statements of a participant named Orkun about the change in children's games from

past to present are as follows:

“Today, our children do not make their own toys, toys are bought with money. Since we made our own toys, we
would not be a burden to our family economically and it would be more enjoyable. The current generation is
jealous, a little more hyperactive individually, a generation that does not know the value of anything. Parents
buy everything their children want, which causes them to be insatiable when they grow up. Children need to
learn to be patient, to strive, to have a purpose in life. Otherwise, when they become adults, they become
impatient individuals who do not want to get tired or take responsibility, but want to live well and become

unhappy.”

The statements of a participant named Serkan about the change in children's games from past to

present are as follows:

“There used to be traditional games that required movement and skill. Now, because digital games are popular,
computer games and mobile games are generally preferred by children. Digital games can also be played
individually. But we used to play the old games as a group. Besides, it was better for us to get together. We used
to make friends and trust each other. But now that we cannot see each other in individual games, we are exposed

to bad habits and all kinds of dangers with virtual friendships that are not suitable for us and their guidance.

The statements of a participant named Levent about the change in children's games from past to

present are as follows:

“Children’s games in the past were a little more creative than today's games. People were trying to create games
or toys by making something with their own hands. When they returned home in the evening after spending all

their energies on the game, we emerged as a more relaxed, calmer person whose energy was drained.”
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In Figure 8, the views of the participants on the characteristics of today's children who grew up far

from traditional children's games are given as follows:

Values Skills Personality traits
Helpfulness Thinking
\ skills Combative

e Respect Communication Selfish
Responsibili P _
Love Cooperation Insatiable
Social . .
participation Dissatisfied
Giving
importance to Probl i Not
family unity ol solving contributing to
society

Figure 8. Opinions of the participants on the characteristics of today's children who grew up far from
traditional children's games

As seen in Figure 8, the participants expressed their views on the effects of growing up away from
traditional children's games on children, under three themes: values, skills and personality traits. In
terms of the values of benevolence, responsibility, love, respect and family unity of today's children,
they stated that they were negatively affected in terms of thinking, communication, cooperation, social
participation, and problem-solving skills. They emphasized that this situation causes today's children
to become combative, selfish, insatiable, dissatisfied and not contributing to society. The views of a

participant named Siireyya regarding the values that today's children cannot gain are as follows:

“Children lack values such as a neighbourhood culture, mutual trust, respect, love, being sensitive to each other,
helping each other... When we took a break with the elders, communication was established, for example,
communicating with respect to elders and families. Now both the games have changed and the world has
changed. Since we do not find it safe, we want them not to talk to anyone. There is a more antisocial generation.
The one who does not leave her/his room to welcome even the guest who comes to the house. There is a generation

that does not take their eyes off their tablets and phones.”

The views of a participant named Gokhan regarding the skills that today's children cannot gain are as

follows:

“There are inadequacies such as entrepreneurship and social participation, and children go back and forth
between schools, courses and classes. They also use Turkish strangely. For example, their notebooks are empty.
They do not like to write or read. They like to watch. They use the language among themselves with strange
expressions such as asssddffh. That meant laughing a lot. I learned from my grandson. They even watch a video
by rewinding it at high speed. Life is very fast for them, but unfortunately not as full as ours, much more

empty.”
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The views of a participant named Biilent regarding the personality traits of today's children are as

follows:

“As I just mentioned, we had group games in our childhood. Today's children are always alone in the apartment
and at school because there is no group play. What is this, withdrawing into their shell, not sharing their feelings
and thoughts with others, makes them grow up in a selfish way all the time. This is the gradual weakening of the
society, the decrease in its contribution to the country, the decrease in the efficiency in the society. It is necessary

to be a part of the society in order to be productive.

The views of the participants on the effect of children's games in the transfer of culture are given in

Figure 9 as follows:

» Traditions

Social Effect *Unity and togetherness
*Historical bond
«Parental roles

*Local dishes

Cognitive Effect *Cities
*Occupations

*Cooking

Motor Skills Effect * Tool-equipment design
*Sewing

Figure 9. Views of the participants on the effect of children's games on the transfer of culture

As seen in Figure 9, the views of the participants on the effect of children's games on the transfer of
culture were grouped under the sub-themes of social influence, cognitive influence, and motor skills.
Participants expressing the effect of children's games on gaining customs, unity, historical bond and
parental roles in cultural transfer, gaining information about local dishes, cities, occupations in the
cognitive effect dimension; In the motor skills sub-theme, they included cooking, designing and
making tools and equipment, and sewing. The views of a participant named Bugra on the social

impact of children's games in the transfer of culture are as follows:

“As a culture, the games in the past were different, as children, they were a means to transfer our customs,
traditions and customs of that day from generation to generation, from that day to the present. But most of the
fun is doomed to oblivion, since children today do not know the games of the past. In fact, numbers, riddles,
nursery rhymes and many children’s games convey our culture. There is a story even in folk dances, for
example, there was the Black Sea game, the action performed while playing there shows the fishermen throwing

their nets. In other words, it is possible to learn that there is fishing in the Black Sea with a folk dance.”

The views of a participant named Nil on the effect of children's games on cultural transfer are as

follows:
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“Let me give an example. They used to call our bread yufka and bread chard. We used to call theirs kombe. There
are many beautiful words that change even from region to region. How are they spreading? With folk songs,
games, riddles, fairy tales. So games are actually part of our culture. There are games suitable for them in other

countries as well, which show their culture, for example, they paint eggs.”

The views of a participant named Feride on the continuity of the dexterity of children's games in the

transfer of culture are as follows:

“We used to learn to cook. So we would cook. Since we made the toys ourselves, we knew how to use hammers,
nails, needles and thread. Now we never even give such tools to children. Just in case something happens. Then

we say that this new generation is very incompetent.”

In Figure 10, the views of the participants on the toys and materials they used in their childhood

games are shown as follows.

Mud Rag doll

Watermelon peel Tumbrel

Stone Cannonball

Clay Statue

Wood Dish

Fiber Car

Pinebark (il) Tractor cr)
Orange peel < Spinner 6
Reed % Wheel =
Fabric :: Tipcat

Water = Clothes

Sewingneedle Hula hoop

Stick Box

Tin box

Gib

Dough

Figure 10. Views of the participants about the materials they used in their childhood games

As seen in Figure 10, the tools and equipment that the participants used while playing games in their
childhood were grouped under two sub-themes: materials and toys. It is seen that natural and waste
materials are generally specified under the materials sub-theme. This situation can be interpreted as
the limited opportunities in the current period push the participants to be creative. The views of a
participant named Aycan regarding the material they used in the games in their childhood are as

follows:

“What would we do with the orange peel? I used to stick skirts on the princess pictures I made. I would dry it

and make squares like scales, it would be a pawn in the game.”
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The views of a participant named Ozan about the toys he played in his childhood are as follows:

“For example, we were making various animal figures, human figures or tools such as pickaxes and axes made of

clay or wood with our own hands.”

The views of the participant named Ramazan regarding the materials they used in the games in his

childhood are as follows:

“Pine bark, wood, wire, clay, stick, anything could become toys for us. We used to do something together. We

used to teach each other. We would have done it together.”
Conclusion, Discussion, and Recommendations

The games that the participants played in their childhood were grouped under five sub-
themes: struggle, location analysis, strategy, played with material and sports. The most frequently
expressed sub-themes are the themes of struggle and games played with material. When the games
are examined, it is seen that almost all of the games are played in groups and played outside as a
venue. Although the most frequently expressed sports types are volleyball and football, it is seen that
games such as pigeon somersault and leapfrog, which can form the basis of sports such as gymnastics,

are also expressed.

Participants stated that they play games every day or once a week. When the places where
they play games are examined, it is seen that they usually play outdoors. When the spaces were
examined according to their characteristics, no official space was found outside the school. Arslan and
Dilci (2018) stated that children's games played in the past were mostly played outside and in groups
and adds that there are many studies (Artar, Demir and Cok, 1998; Ceremony, 2011) revealing that
today's children's games are played individually with indoor and digital opportunities. In their study,
Arslan and Dilci (2018) stated that while children's games played in the past supported the
development of children in an informal sense, they are now used more formally and consciously, and
children's games played in the past are mostly played outside and as a group. Today, it is pointed that
children's games are generally played indoors, through technological toys and individually (Artar,
Demir and Cok, 1998; Ceremony, 2011). In the past, games were often played in non-closed places
(playgrounds, streets, and so on) in interaction with their friends, but nowadays, with the
development of technology, especially with computers and the internet, they are now played with

virtual friends in closed and virtual environments (Horzum, Ayas, and Cakir-Balta, 2008).

When most of the participants stated that they do not play games with their families, when
the games they play with their families are examined, it is seen that they generally prefer games that
can be played at home and with paper, pencil or material, and they play games based on physical
activity in the open air less often with their families. Hazar Tekkursun and Dalkiran (2017) state the

necessity of play in the family in their study. Play is an excellent tool for the child's emotion
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regulation. This regulation function is evident even in infants through social play behaviour that
affects the relationship between parent and child (Aksoy and Dere Ciftci, 2014). Regarding today's
children, the participants stated that they are more interested in digital games. Giircan, Ozhan, and
Uslu (2008) stated that the age of starting digital games at a very early age is related to the fact that
children use virtual playgrounds more easily than real playgrounds, and at the same time, parents
offer digital games to their children instead of playing games in the real space. In this context, it can be
said that this situation can be prevented by families playing more games with their children in real

playgrounds.

Participants stated that the games they played in their childhood contributed to them in many
areas. It is seen that these contributions fall under three themes: personal, social and professional.
Akin, Kiztanr1 and Edip (2021) also concluded that children's games contribute to their physical, and
mental development and language skills. Hazar et. al. (2017) also stated that creativity, interpersonal
communication and playmaking are at the forefront on traditional games, and with these aspects,
traditional games make significant contributions to the physical, mental, social and affective
development of children. Especially in recent years, when the skills expressed by the participants in
the context of the skills that each individual is expected to have in their business and daily life, which
are expressed under the name of 21st Century skills, it can be said that children's games played in the
past contributed to gaining 21st Century skills. Karsli (2016) also stated that while playing games,
children gain many skills such as observation, questioning, developing different perspectives,
problem solving, and flexible and creative thinking. While playing, the child unconsciously exhibits
some skills, and at the same time tries to perceive the world correctly by constantly interacting with
his environment. He tries to prepare himself for the situations he will encounter in the future (Ulutas,
2011). This makes it easier for the child to socialize and adapt to the society in which he lives. Anilan,
Girmen, Oztiirk, and Kogkar (2003) also determined that traditional children's games contributed
positively to cognitive and social development as a result of their research. As a result of the research
carried out by Celik (2020), 56 traditional children's games were analyzed and it was determined that
these games could be used in the teaching of communication, cooperation, decision-making, correct,
fluent and effective use of Turkish, self-control, and problem-solving skills in the social studies

curriculum.

When the values gained by the participants through the games they played as children are
examined, it is seen that many values are included in the personal and social context. When the values
are examined, it is seen that almost all of them are the values included in the social studies course
curriculum. In this context, it can be said that traditional children's games can be used as a tool in
values education. Following the rules and not cheating is one of the values learned in the game
(Stimbiilli and Altimisik, 2016). In this research, honesty was expressed as a value gained through

games. Koyuncu and Bulut (2022) In addition to cultural transmission, traditional children's games
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provide students with the values of love, respect, cooperation, sharing, patience, love of friends;
socialization, mental development, communication and language, social and emotional dimensions.
Turan, Gozler, Turan, Incetiirkmen, Meydani (2020) also stated that by giving more place to
traditional children's games at every grade level, teaching social values, promoting Turkish culture
and geography, and transferring owned social traditions, customs and cultural values to future

generations can be ensured.

Participants expressed the change in children's games by evaluating old games and new
games in the context of their different features and opportunities. They talked about the values and
skills that old children's games bring, both personally and socially. They stated that today's children's
games are indoor games, played individually, with rules, away from socialization, solidarity and
physical movement, and they drew attention to the effect of this on health and weight control.
Additionally, it was emphasized that most of the children did not know how to play and today's
games gave bad habits. It has been stated that the materials used have shifted from natural materials
to fabricated materials. They stated that this situation leads to deficiencies in terms of intelligence,
psychomotor and personality development of children. They stated that especially today's games,
which negatively affect creativity and communication skills, increase the tendency to violence.
Lindberg (2012) also stated that the biggest difference between generations when games are compared
is the decrease in outdoor games and the shift of games to indoor areas and many research (Clements,
2004; Cleland, Crawford, Baur, Hume, Timperio, Salmon, 2008) ; Wen, Kite, Merom, Rissel, 2009).
results supports this idea too. When the literature is examined, it is seen that there are studies
(Carnagey and Anderson, 2005; Salceanu, 2014) that digital games increase the tendency of today's
children to violence. Although the participants in this study stated that digitalized games and the use
of fabricated toys have negative effects on creativity, there are also studies in the literature that digital
games make a significant difference in creativity (Checa-Romero and Pascual Gomez, 2018; Moffat,
Crombie and Shabalina, 2017). The emphasis of this research is the conclusion that the games
contribute to motor skills. When the literature is examined; it is seen that there are studies (Esen, 2008;
Goksen, 2014) that determine that children games contributes with its dimensions such as holding,
grasping, pulling, carrying, and body coordination, and plays a role in socialization and cultural

transfer.

Participants expressed their views on the effects of growing up away from traditional
children's games on children under three themes: values, skills and personality traits. In terms of the
values of benevolence, responsibility, love, respect and family unity of today's children, they stated
that they were negatively affected in terms of thinking, communication, cooperation, social
participation, and problem-solving skills. They emphasized that this situation causes today's children
to become combative, selfish, insatiable, dissatisfied and not contributing to society. TUIK (2013)

found that the changes in the daily lives of children aged 6-15 who play games on the internet
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computer or mobile phone are related to less study, less sleep, doing less sports in every age, less
meeting with friends, less playing games. (Kiigiikali, 2015). The views of the participants on the effect
of children's games in the transfer of culture were gathered under the sub-themes of social influence,
cognitive influence and motor skills. Participants expressed the effect of children's games on gaining
customs, unity, historical bond and parental roles in cultural transfer, gaining information about local
dishes, cities, and professions in the cognitive effect dimension. In the motor skills sub-theme, they
included cooking, designing and making tools and equipment, and sewing. According to Stimbiillii
and Altimisik (2016), traditional children's games contain the national and spiritual culture of the
society. The materials used in the games mostly do not change. While many developmental areas of
the child are supported, the values of the society are learned through traditional games and
transferred to generations. According to Ozdemir (2006), play is both the creator and carrier of
tradition. In the same direction, games are the cultural reflection of communication. Due to the fact
that the game has a carrier role in the cultural structure of societies, it also has a feature that changes
over time. In this case, it can be said that the games contribute to the transfer of cultural heritage in the

process.

The tools and equipment that the participants used while playing games in their childhood
were grouped under two sub-themes: materials and toys. It is seen that natural and waste materials
are generally specified under the materials sub-theme. This situation can be interpreted as the limited
opportunities in the current period push the participants to be creative. Talking about natural
materials in their own childhood and in their children, the participants stated that in the period of
their grandchildren, digital games and fabricated toys are ahead of natural materials. It is seen in the
literature that there are studies supporting this result (Artar, Onur and Celen, 2002; Tugrul, Ertiirk
and Altinkaynak, 2014). In the light of the results obtained, the following recommendations can be
made:
¢ Children's games can be used as an educational tool in values education practices in social studies

course.
¢ Children's games can be used as an educational tool in gaining skills in the social studies course.

¢ Courses for game-based social studies teaching can be designed. In this regard, training can be given

to teachers and teacher candidates through pre-service and in-service training.

* By systematically handling traditional children's games in social studies lessons, it can be ensured
that children gain most of the dimensions of social studies lessons through traditional children's

games.

¢ Teachers and families can try to create more opportunities for children to play outdoors and with

their peers in and out of school.
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* In order to be careful in the selection of digital games and to keep children away from games that
will make them prone to violence, field experts can periodically review popular games and create

family and teacher guides.

¢ By creating playgrounds in the neighbourhoods, security can be provided by the security guards to

be assigned.

* Guiding guides on children's games that will serve the basic dimensions of social studies and that

families can play with their children in the open air can be prepared by experts.

¢ “Toy making and play” workshops can be organized with family participation in order to develop

children's creativity and enable them to play games with their families.

* Various research can be carried out with different methods regarding the use of traditional

children's games in the social studies course.
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