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GELENEKSEL COCUK OYUNLARININ MATEMATIK OGRETIMINDE
KULLANILMASI HAKKINDA iLKOGRETiIM MATEMATIK
OGRETMENI ADAYLARININ GORUSLERI

0z

Bu ¢aligmada geleneksel ¢ocuk oyunlarinin matematik 6gretiminde kullanilma-
st hakkinda ilkdgretim matematik 6gretmeni adaylarinin goriislerinin incelenmesi
amaglanmustir. Oyunlarla yapilan 6gretimin pek ¢ok yonden katkilarmin oldugu
yapilan ¢alismalarla ortaya koyulmustur. Kiiltiir ve gecmisle baglanti kurulmasinda
koprii gorevi goren geleneksel cocuk oyunlariin matematik 6gretiminde kullani-
labilirligi, yeri, etkileri gibi farkli boyutlar merak edilmis ve 6gretmen adaylarinin
bu oyunlara yonelik goriisleri arastirilmistir. Bu amag dogrultusunda, mevcut aras-
tirma durum ¢alismasi yontemine gore planlanmistir. Aragtirmanin katilimcilarini,
bir devlet {iniversitesinin ilkogretim matematik 6gretmenligi programinda 6gre-
nim goren 26 dgretmen aday1 olusturmustur. Ogretmen adaylarinin goriisleri al-
mak amaciyla agik u¢lu sorulardan olusan yar1 yapilandirilmis goriisme formu kul-
lanilmistir. Ogretmen adaylarinin goriisleri yazili olarak alinmistir. Formdan elde
edilen verilerin analizinde ierik analizi kullanilmistir. Oncelikle kodlar ¢ikarilmus,
daha sonra temalar olusturulmustur. Elde edilen analiz sonuglarina gére, 6gretmen
adaylarinin geleneksel ¢ocuk oyunlarinin matematik 6gretiminde kullanilabilece-
gine yonelik ortak goriis bildirdikleri goriilmiistiir. Ogretmen adaylari ¢ogunlukla
geleneksel cocuk oyunlarinin matematik 6gretiminde kullanilmasina iliskin olum-
lu yonde goriis bildirirken olumsuz goriislere de rastlanmistir. Genel olarak 6g-
retmen adaylarinin goriisleri 6grenme-6gretme, 6grenci, mesleki gelisim, sosyal
beceri, oyun ve kiiltiir olmak tizere 6 tema altinda toplanmustir. En ¢ok goriis 6gren-
me-6gretme temast altinda toplanirken en az goriis kiiltiir temast altina yerlestiril-
mistir. Calismadan elde edilen sonuglara gore geleneksel cocuk oyunlarinin mate-
matik 6gretiminde farkli 6gretim kademelerinde kullanilabilecegi 6nerilmektedir.

Anahtar Sozciikler: Geleneksel Cocuk Oyunlari, Matematik Ogretimi, Ogret-
men Adaylari, Gortsler.
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PRE-SERVICE MIDDLE SCHOOL MATHEMATICS TEACHERS'
OPINIONS ON THE USE OF TRADITIONAL CHILDREN'S GAMES IN
MATHEMATICS TEACHING

ABSTRACT

In this study, it is aimed to examine the primary school pre-service mathemati-
cs teachers’ opinions about the use of traditional children's games in mathematics
teaching. It has been revealed that the game-based teaching has positive effects in
many ways. Different dimensions such as the usability, place and effects of tradi-
tional children's games, which serve as a bridge in establishing a connection with
culture and the past, in mathematics teaching were wondered and the views of
pre-service teachers on these games were investigated. The current study adopts a
case study method. The participants of the study consisted of 26 pre-service teac-
hers studying in the elementary mathematics teaching programme of a state uni-
versity. A semi-structured interview form consisting of open-ended questions was
used to get the opinions of the pre-service teachers. The opinions of the pre-ser-
vice teachers were taken in writing. Content analysis was used in the analysis of
the data. First, the codes were extracted, then the themes were created. According
to the results of the analysis, it was seen that the pre-service teachers shared a
common opinion that traditional children's games could be used in mathematics
teaching. While the pre-service teachers mostly expressed positive opinions about
the use of traditional children's games in mathematics teaching, negative opinions
were also encountered. In general, the views of pre-service teachers were gathe-
red under 6 themes: learning-teaching, student, professional development, social
skills, game and culture. While the most opinions were gathered under the the-
me of learning-teaching, the least opinion was placed under the theme of culture.
According to the results obtained from the study, it is suggested that traditional
children's games can be used in different teaching levels in mathematics teaching.

Keywords: Traditional Children's Games, Mathematics Teaching, Pre-Service
Teachers, Opinions.
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GIRIS

Cocuklarin kendilerini ifade etmeleri, duygularini disa vurmalari ve yasami
Ogrenmeleri i¢in oyun her zaman en dnemli araglardan biri olmustur. Cocuklar
oyun oynarken kendileri i¢in kullanacaklari bilgi, beceri ve davranislar1 kazanirken
(Girmen, 2012) ayn1 zamanda diinyay1 kesfeder ve bilgilerini olustururlar (Piaget,
2004). Cocuklar oyun oynarken iletisim kurmayi, yardimlagmayi, problem ¢6zme-
yi, paylagmayi, is birligi icinde hareket etmeyi 6grenirken biligsel, duyussal ve psi-
kolojik olarak da gelisim gosterirler (Biiyiikkokutan-Toret & Ozdemir, 2021; Esen,
2008; Kogyigit, Tugluk & Kok, 2007; Ozden-Giirbiiz, 2016; Seving, 2009). Genel
olarak oyunlarin, ¢ocuklar: hayata hazirlama noktasinda biiyiik bir 6neme sahip
oldugu soylenebilir.

Farkli cografyalarda donemsel olarak degisik oyunlarin oynandigi goriil-
mektedir. Bu farklilikta ait olunan kiiltiiriin oldukga biiyiik bir etkisinin oldugu-
nu séylemek miimkiindiir. Toplumsal degerler, giinliik ugraslar, ilgi alanlar1 gibi
kiiltiirel 6zelliklerin oyunlarda yansimalar: goriilmektedir (Baran-Kaya, Arslan &
Hacisalihoglu-Karadeniz, 2022). Toplumlar, yillardir biinyesinde barindirdiklar:
gelenek, gorenek, inang, kiyafet, miizik, kiiltiir ve degerleri nesilden nesle oyun-
lar araciligryla aktarmaktadir (Ozhan, 1997; Turan, Gozler, Turan, Incetiirkmen &
Meydani, 2020). Cocuklar da bu kiiltiirel mirasin sonraki kusaklara aktarilmasini
saglamaktadir (Ozden-Giirbiiz, 2016; Ozyiirek, Sahin & Giindiiz, 2018). Oyunla-
rin farkli olgiitlere gore “miiziksel-ritmik, fiziksel, sportif, bilgisayar ve geleneksel
¢ocuk oyunlar1” seklinde gruplandirilabilecegi belirtilirken (Tural, 2005), kiiltiirel
mirasin aktariminda geleneksel ¢ocuk oyunlarinin 6n plana ¢iktigr dikkat cek-
mektedir. Ayrica bu oyunlarin, ¢ocuklarin gelisimine dogrudan etki ettigi ifade
edilmektedir (Kiigiikibis, Ozkurt, Sirkeci & Oztiirk, 2022). Teknolojinin diinya
genelinde gosterdigi biiyiik degisim ve gelisim etkisi ile sanal oyunlarin 6n plana
¢ikmasi ve ¢ocuklarin oyun anlayislarinin degismis olmas: gelenek, gorenek, kiil-
tiir ve degerleri iceren geleneksel cocuk oyunlarinin unutulmasina neden olmustur
(Hacisalihoglu-Karadeniz, 2017; Ozden-Giirbiiz, 2016;). Bu durum dikkat ¢cekmis
olmali ki “Somut Olmayan Kiiltiirel Mirasin Korunmasi Sozlesmesi” kapsaminda
muhafaza edilmesi gereken somut olmayan kiiltiirel miras igerisine 2003 yilinda
UNESCO tarafindan kiiltiirel cocuk oyunlar: déhil edilmistir (Toksoy, 2010). Kiil-
tiirel 6gelerin ve degerlerin gelecek kusaklara aktarilmasinda bu kadar biiyiik bir
yere sahip olan geleneksel cocuk oyunlarinin yagatilmasinin olduk¢a 6nemli oldu-
gu dikkat cekmektedir. Bu oyunlarin yeniden giin yiiziine ¢ikarilmasi, tanitilmasi
ve oynanmasl i¢in yonlendirmeler yapilmasi gerektigi diistintilmektedir.

Kiiltiirel miras olarak kabul edilen geleneksel ¢ocuk oyunlarinin devamliligi-
nin saglanmast i¢in bu oyunlara egitimde yer verilmesi gerektigi belirtilmektedir
(Hacisalihoglu-Karadeniz, 2017; MEB, 2010; Oguz & Ersoy, 2005). Toksoy (2010),

https://doi.org/10.7822/omuefd. d



WIOF:  Geleneksel Cocuk Oyunlarinin Matematik Ogretiminde Kullanilmasi...

“geleneksel cocuk oyunlarinin tagidiklar: kiiltiirel deger kadar egitim degerlerinin
de oldugunun” daima g6z 6niinde bulundurulmasi gerektigi vurgulamaktadir. Bu
oyunlarla yapilan 6gretimde ¢ocuklara toplumsal degerler, gelenek ve gorenekler
kazandirilirken (Ozdemir, 2006), cocuklarin aktif olarak katilimlarindan &tiirii
daha kalic1 ve hayatin i¢cinde dogal bir sekilde 6grenmeleri saglanmaktadir (Ma-
yer, 2013; Nabie, 2015; Noemi & Maximo, 2014; Ozden-Giirbiiz, 2016). Geleneksel
oyunlarin sundugu bu dogal ortamdaki 6grenme siirecinin ¢ocuklarin bireysel ve
toplumsal gelisimleri kadar bakis acilarini da etkileyecegi diistintilmektedir. Gele-
neksel cocuk oyunlarinin ¢ocuklarin sosyal becerilerini ve kiiltiirel farkindaliklari-
ni1 arttirdig1 yapilan caligmalarla da ortaya koyulmaktadir (Eke, 2021; Ruth, 2014;
Taheri & Chahian, 2015; Temiz, 2015). Bu noktada, beceri ve farkindaliga olumlu
etkileri olan bu oyunlarin egitime entegre edilmesi ve bir ara¢ olarak kullanilmasi
gerekliliginin ortaya ¢iktig1 soylenebilir.

Matematigin soyut semboller igeren bir disiplin olmas: ve hayatla ¢ok kolay
iliskilendirilememesi matematik 6gretiminde oyunlara duyulan ihtiyacin ortaya
koyulduguna dair bir isaret olarak goriilebilir. Her oyun kendi matematigini icerir-
ken oyun-matematik iligkisi “Oyun, matematiksel diisiincenin temellerinin atildig
gergek yasam deneyimleri tizerine kurulmus gelisimsel bir firsattir” seklinde ifade
edilmektedir (Songur, 2006). Matematik, ¢ocugun gozlerini agtig ilk andan itiba-
ren hayatinin her alaninda yer almaktadir. Cocuk, matematigi deneme-yanilma
yontemiyle oyun oynayarak kesfetmektedir. Matematigi etkin bigimde 6gretmek
(Devlin, 2011), ¢ocuklardaki matematik korkusunu azaltarak matematige yone-
lik olumlu tutum gelistirmelerini saglamak (Nesin, 2008) ve matematik 6gretimi-
ni eglenceli héle getirmek (Hacisalihoglu-Karadeniz, 2018) i¢in ¢ocuklara oyun
oynatilmasinin gerekli oldugu vurgulanmaktadir. Oyunlarin genellikle eglenme
amagl kullanildigr algist yaygin olarak yer alsa da oyun kurallari, kullanilan mal-
zemeler, oyunun oynanma sekli gibi farklr 6zelliklerin matematikteki diizen, algo-
ritma, problem ¢6zme ile benzerlik gosterdigi soylenebilir. Bu noktada ¢ocuklarin
keyif alarak aktif bir bi¢cimde var oldugu oyun, ayni zamanda ¢ocuklara soyut ve
korkung gelen matematik i¢in de daha pozitif bir ortam sunabilir. Leibniz 1715’te
De Mountmorta yazdig1 mektupta: “Insanoglu asla oyunlarin icadinda oldugu
kadar zeki olmadi1. Ruh kendini bos zamanlarda oyunlarda bulur. Oyunlarin ma-
tematiksel olarak ele alindig1 kapsamli bir ders yapmak arzu edilebilir bir durum-
dur” ifadelerine yer vermistir (Akt: Ugurel, 2003). Tiim bu bilgiler 15181nda oyun
ve matematigin dogrusal ya da dolayli olarak birbiriyle baglantili oldugu, oyunun
aktif ve somut yaninin matematigin soyut kismini kolaylastirdigi, hayatin akiginda
dogal bir sekilde matematigin var oldugu ve 6grenilebilecegi sdylenebilir. Bu duru-
mun, matematik 6gretiminde oyunlara yer verilmesinin gerekliligine isaret ettigi
dustiniilmektedir.

Kiiltiirle etkilesimden ortaya ¢ikan geleneksel cocuk oyunlariin matematige
yansimast iki farkli sekilde olmustur: Matematik 6gretiminde bu oyunlarin kulla-
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nilmas: ve matematik 6gretiminde bu oyunlardan yararlanirken kiiltiiriin bir de-
gisken olarak ele alinmasi (Ugurel, 2003). Kiiltiir ve matematigin de birbirinden
etkilenmesi g6z Oniine alinirsa matematik 6gretiminde geleneksel ¢ocuk oyunla-
rina yer verilmesi ihtiyacinin ortaya ¢iktigi sdylenebilir. Bunun yani sira, unutul-
maya yliz tutmus geleneksel ¢ocuk oyunlarinin yeninden giin yiiziine ¢ikarilmasi
toplumsal farkindalik kazandirilmasina, ge¢misle gelecek arasindaki baglarin giic-
lendirilmesine, matematigin hayatin her alaninda oldugunun fark edilmesine ve
kiiltiirel mirasin korunmasina da katk: saglayacag: diisiintilmektedir. Giincel egi-
tim metotlariyla birlestirilerek oynanabilecek bu oyunlarin kiltiirel ¢alismalara da
katk: saglayacag: belirtilmektedir (Ruthven, Laborde, Leach & Tiberghien, 2009).
Bu dogrultuda, geleneksel ¢cocuk oyunlarinin matematik 6gretiminde kullanilmasi
hem o6gretimsel hem de kiiltiirel anlamda 6nemli katk: saglayacaktir. Geleneksel
¢ocuk oyunlarinin 6gretimde kullanilmasina yonelik 6gretmenlerde de farkindalik
olusturulmasi gerektiginden (Onal, 2002), bu oyunlardan matematik derslerinde
nasil yararlanilacaginin ortaya koyulmasi1 hem alan yazina hem de uygulayic ola-
rak ogretmenlere 151k tutacaktir.

Yapilan ¢alismalar incelendiginde, 6grencilerin matematige karsi onyargi-
I1 oldugu (Aydin, Delice, Dilma¢ & Ertekin, 2009; Yenilmez & Dereli, 2009) ve
olumsuz tutum gelistirdigi (Gizel, 2004; Ozgﬁn-Koca & Sen, 2006; Reiss, 2004;
Yenilmez & Dereli, 2009) belirtilmektedir. Ogrencilerin matematikten zevk alma-
s1, problem ¢6zmeyi 6grenmesi ve kullanmasi i¢in matematik dersinin ¢esitli et-
kinliklerle desteklenmesi (Kog, 1996), matematige karsi olumlu tutum gelistirmek
i¢in 6grenme ortaminin oyunlastirilmis etkinliklerle daha ilgi ¢ekici hale getiril-
mesi (Akkan, 2005; Nesin, 2008) gerektigi vurgulanmaktadir. Geleneksel ¢ocuk
oyunlarinin 6grencilerin matematige yonelik ilgilerini ve derse katilimlarin: artir-
dig1 (Songur, 2006; Hacisalihoglu-Karadeniz, 2017), kalict ve anlamli 6grenmeyi
sagladig1 (Diindar, 2022; Hacisalihoglu-Karadeniz, 2017), 6gretmen adaylarinin
matematigi derste 6gretebileceklerine iliskin 6zgiivenlerini artirdig1 (Hacisalihog-
lu-Karadeniz, 2017), 6grenci-6gretmen iliskilerine olumlu etki ettigi (Turan vd.,
2020), matematik becerilerinin dgrenilmesine ve gelisimine katk: sagladigi (On-
goren & Giindogdu, 2021) ortaya koyulmustur. Yapilan galismalarin sayica az ol-
mas1, matematik 6gretiminde geleneksel ¢ocuk oyunlarimin kullanimina yonelik
¢alismalarin smnirli oldugunu ortaya koymaktadir. Bu noktada, geleneksel ¢ocuk
oyunlarinin derslerinde kullanabilecek 6gretmen adaylarinin gériislerini ortaya
koymak 6nemli goriilmektedir. Bu ¢alismada “Kiiltiir ve Matematik” dersinde yer
verilen geleneksel ¢ocuk oyunlarinin matematik 6gretiminde kullanilabilirligine
iliskin 6gretmen adaylarinin goriislerini ortaya koymak amaglanmigtir. Bu amaca
ulagmak i¢in “Geleneksel ¢ocuk oyunlariin matematik 6gretiminde kullanilmas:
hakkinda ilkégretim matematik 6gretmeni adaylarinin gorisleri nelerdir?” soru-
suna cevap aranmigtir.
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YONTEM

Arastirma Modeli

Mevcut calismada nitel aragtirma desenlerinden biri olan durum ¢alismasi
kullanilmistir. Bir ya da daha fazla olayin, grubun, ortamin veya sistemin detayli
bir sekilde derinlemesine incelendigi durumlarda kullanilan bir yontemdir (Mc-
Millan, 2000). Calismada durum ¢alismasinin desenlerinden biitiinciil tek durum
deseni kullanilmistir. Tek bir analiz biriminin incelendigi (bir okul, bir kurum gibi)
bu desende (Yildirim & Simsek, 2018), mevcut ¢aligmadaki durum, geleneksel ¢o-
cuk oyunlarinin matematik 6gretiminde kullanilmas: hakkinda ilkogretim mate-
matik 6gretmeni adaylarinin goriislerinin detaylica ortaya koyulmasidur.

Calisma Grubu

Bu ¢alismaya Karadeniz Bélgesindeki bir devlet Universitenin Egitim Fakiilte-
si Tlkdgretim Matematik Ogretmenligi programinda 6grenim géren 26 6gretmen
aday1 katilmistir. Orneklem segiminde segkisiz olmayan &rnekleme yontemlerin-
den uygun 6rnekleme yontemi kullanilmistir. Yakin ve ulasilmasi kolay bir grup
olmas1 nedeniyle bu 6rnekleme yontemi tercih edilmistir. Katilime1 6gretmen
adaylari, “Kiiltiir ve Matematik” dersini alma, derse diizenli devam etme, hazirlik
ve uygulama asamalarinda oyunlara aktif olarak katilma kriterlerine gore se¢ilmis-
tir. “Kiiltiir ve Matematik” alan egitimi segmeli dersi oldugundan ikinci, ti¢lincii
ve dordiincii sinifta 6grenim goren 6gretmen adaylar: bu dersi birlikte almaktadir.
Calismaya dahil edilen adaylarin da her sinif kademesinden segilmesine dikkat
edilmigtir. Tkinci sinifta 6grenim goren dokuz, iigiincii sinifta 6grenim goren sekiz
ve dordiincii sinifta 6grenim goren dokuz 6gretmen adayr mevcut ¢alismaya go-
nillii olarak katilmiglardir. Arastirma etigi dikkate alinarak 6gretmen adaylarinin
her birine O1, 02, O3... seklinde kodlar verilmistir.

Veri Toplama Araclari

Aragtirmanin verileri, yar1 yapilandirilmis goriisme formu araciligiyla toplan-
mistir. Arastirmaci tarafindan gelistirilen form, 6gretmen adaylarinin goriislerini
detaylica ortaya koymaya yonelik acik uclu sorulardan olugsmaktadir. Gériisme so-
rular1 hazirlandiktan sonra ti¢ farkli alan uzmanina goénderilmistir. Uzmanlarin
goriisleri dogrultusunda soru koklerinde degisiklikler yapilmus, dil ve anlatiminda
eksiklik olan sorular diizeltilmis ve ayni amaca hizmet eden sorular ¢ikarilmistir.
Bu islemlerin sonunda goriisme formuna son sekli verilmistir. Ornek olarak goriis-
me formunda “Geleneksel cocuk oyunlari ile islenen matematik dersinin 6grenci-
ler tizerindeki etkileri neler olabilir?”, “Geleneksel ¢ocuk oyunlar1 ile matematik
6gretmek matematik dersine bakis aginizi nasil etkiledi?” gibi sorulara yer veril-
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mistir. “Kiltiir ve Matematik” dersi kapsaminda 6gretmen adaylariyla yedi hafta
stiresince geleneksel ¢ocuk oyunlar1 oynanmis, bu stire sonunda adaylarin goris-
leri yazili olarak alinmustir.

Veri Toplama Siireci

“Kiltiir ve Matematik” dersinde, dersi yiiriiten 6gretim iiyesi tarafindan gele-
neksel ¢ocuk oyunlarindan bazilari ortaokul matematik 6gretim programinda yer
alan kazanimlardan secilenlerle iliskilendirilmistir. Bu iliskilendirme yapilirken
agagidaki ilkeler gz 6niine alinmistir:

o Opyunlarin sinif seviyesine uygun olmast,

o Opyunlarin kazanima uygun olmast,

o Ogrencilerin anlayabilecegi ve oynayabilecegi oyunlar olmas,
« Ovyunlardaki yonergelerin agik, net ve anlasilir olmast,

o Fiziksel sartlarin ve 6grencilerin oyuna uygun olmasi (sinif ortamimin di-
zeni, agik havada yaralanmalara imkan vermeyecek mekanlarin se¢imi, 6g-
rencilerin diigme/yaralanma gibi durumlarina sebebiyet vermeyecek igerik-
te olmasi1 vb.),

o Opyunlarin kullanigh (zaman, para, erisim vb.) malzemeler icermesi,
o Oyunlarin tiim sinifin katilimina acik olmasi,

o Opyunlarin eleme/oyundan ¢ikma gibi kurallar: icermemesi (ders kapsamin-
da 6grenciyi derste tutmak amaciyla),

o Opyunlarin 6gretim amacini 6n planda tutmasi

Her bir oyun, ilgili kazanimla iliskilendirilip uyarlandiktan sonra 6gretmen
adaylarina oncelikle uyarlanmis oyunun kurallar: anlatilmis, daha sonra oyuna
iliskin yonergeler detaylica aciklanmistir. Yonergelerin anlasildigina yonelik te-
yit alindiktan sonra 6gretmen adaylarinin gruplara ayrilarak oyunlar: oynamalar
saglanmigtir. Oyun esnasinda kural ihlali yapanlar uyarilmis, rekabete meyleden-
lere 6gretim amaci hatirlatilmistir. Oyun bittikten sonra, 6gretmen adaylarina ilgili
kazanima iliskin bilgi verilmis, 6zellikle dikkat edilmesi gereken noktalar vurgu-
lanmistir. Daha sonra oyunla ilgili adaylardan déniitler alinmis, oyunlarin bagka
hangi sinif seviyelerinde, hangi kazanimlarla nasil iliskilendirilebilecegi iizerinde
tartismalar yirttilmistiir. Bu uygulamalarda hem sinif icinde hem de simif dist
mekanlarda oynanabilecek oyunlara yer verilmistir. Iki hafta boyunca bu sekilde
devam eden uygulamalar sonrasinda 6gretmen adaylarindan karma gruplar olus-
turularak her bir grubun bir geleneksel ¢ocuk oyununu ortaokul matematik 6gre-
tim programinda yer alan bir kazanimla iliskilendirmeleri istenmistir. Her grupta
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her sinif kademesinden 6grenci olmasina dikkat edilmistir. Uyarlama ¢alismalar1
tamamlandiktan sonra gruplarla birebir goriismeler yapilmis, oyunlarin yonerge-
leri ve kazanimlara uygunlugu tizerine tartisilmigtir. Bu tartigmalar esnasinda yu-
karida yer alan ilkeler tizerinde 6zellikle durulmustur. Bazi gruplar rekabete dayali
oyunlar: se¢mis, bu oyunlar ya degistirilmis ya da 6gretime uygun sekilde uyar-
lanmustir. Gerekli diizeltmeler yapildiktan sonra derste tiim 6gretmen adaylarinin
katilimiyla bu oyunlar oynanmistir. Her grubun oyun sonrasi 6z degerlendirmesi
ve akran degerlendirmesi alinmigtir. Oyunlarla ilgili iyilestirmeler ve farkliliklar
tizerine konusulmustur. Ogretmen adaylarinin geleneksel ¢ocuk oyunlarini dene-
yim etmeleri ve uyarlama siirecinde dikkat etmeleri gereken hususlar (yukarida
belirtilen) tizerinde 6zellikle durulmusg, bunun haricinde herhangi bir yonlendir-
me yapilmamistir. Donem sonunda 6gretmen adaylariin goriislerini almak ama-
cyla gortisme formu uygulanmustir. Adaylarin goriisleri yazili olarak alinmuistir.
Gortislerle ilgili anlasilmayan ya da 6rtitk kalan kisimlar1 netlestirmek i¢in bazi
adaylarla tekrar bir araya gelinmis ve goriislerini detaylandirmalar: istenmistir. Bu
stirecte verdikleri cevaplarla iliskili yeni sorular da yonlendirilmistir.

Arastirma kapsaminda oynanan geleneksel gocuk oyunlari, bu oyunlarin iligki-
lendirildigikazanimlar,ilgilisinifseviyesiile6grenmealanlari Tablo 1'desunulmustur.

Tablo 1. Geleneksel cocuk oyunlarinin sinif seviyesi ve kazanim iligkisi

Oyun Sinif Seviyesi  Ogrenme Alani Kazanim
M.5.2.3.2. Uggen ve dortgenlerin evre
Yag satarim bal Geometri ve uzunluklarint hesaplar, verilen bir
5.smuf = . . .
satarim Olgme gevre uzunluguna sahip farkl sekiller
olusturur.

M.7.2.1.1. Cebirsel ifadelerle toplama ve
¢ikarma iglemleri yapar.

Himbil 7.smif Cebir
M.7.2.1.2. Bir dogal say1 ile bir cebirsel
ifadeyi ¢arpar.
Hacivat-Karagdz  5.smif Geometri ve M.5.2.4.3. Verilen bir alana sahip farkli
8 ' Olgme dikdortgenler olusturur.
Sek sek 7 sif Geometri ve M.7.:3.2.}. Dl}zgun gokgenlerin kenar ve
Ol¢me a1 Ozelliklerini agiklar.
M.7.1.5.1. Bir goklugun belirtilen bir
; ylizdesine karsilik gelen miktarini ve
Tombala 7.smif Sayilar ve Islemler belirli bir yiizdesi verilen coklugun
tamamini bulur.
Mendil kapmaca  6.s1nif Sayilar ve Islemler M.6.1.6.8. Ondalik ifadelerle dort islem

yapmay1 gerektiren problemleri ¢ozer.

Tablo 1de yer alan oyunlarin oynanma sekline iliskin bilgiler asagida
sunulmustur:
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Yag Satarim Bal Satarim: Oyun, agik alanda/okul bahgesinde oynanir. Tiim 68-
renciler gember olur. Bir 6grenci ebe secilir. Eline aldig1 bir mendille saat yoniinde/
saat yoniiniin tersinde ¢emberin etrafinda donerek gark: soyler: “Yag satarim, bal
satarim, ustam 6lmis ben satarim. Ustamin kiirkdi saridir, satsam on bes liradir.
Zambak, zumbak, don arkana iyi bak” Sark: bitince elindeki mendili bir arkada-
sinin arkasina birakir ve kagmaya baglar. Mendil kime birakilmigsa o kisi mendili
alir ve ebeyi kovalamaya baglar. Ebe yakalanmadan kalkan kisinin yerine oturursa
elinde mendil olan kisi yeni ebe olur ve sarkiy1 sdyleyerek oyuna devam eder.

Himbal: Kapali alanda oynanir. Oncelikle esit sayida kisilerden olugan gruplar
olusturulur. Daha sonra her gruba gruptaki kisi sayisiyla orantili olarak kiiciik ka-
gitlar verilir. Ornegin, bes kisilik bir gruba herkeste bes kagit olacak sekilde toplam
yirmi bes kagit verilir. Grup {iiyeleri kendi aralarinda bir tema (meyve, sebze, say,
sehir vb.) belirler ve herkes kendi kagitlarina kendi belirledigi seyi yazar. Mey-
ve secen grup liyelerinin her biri kendine ait tiim kéagitlara sectigi meyveyi yazar.
Béylece bu grupta bes farkli meyve secilmis olup her meyveden beser kez yazilmis
olur. Her grup kendi kagitlarini katlar, karistirarak ortaya atar. Herkes bes tane
katl: kagit alarak diger grup iiyelerine gostermeden bu kagitlar1 agar. Amag, bir
kisinin elindeki kagitlarda yazan meyvelerin ayn: olmasidir. Bunu saglamak i¢in
bir kisi elindeki kagitlardan birini yanindaki arkadasina vererek bir dongii baslatir.
Bu sirayla devam eder. Tiim kagitlara ayn1 meyveyi tamamlayan elini ortaya koyar
ve “Himbil” der. Ardindan digerleri hizlica elini bu elin iistiine koymaya calisir.
Himbul yapan kisi o gruptaki en yiiksek puani alirken, sirayla elini istiine koyanla-
ra 10’ar puan diisiirerek puan verilir.

Hacivat-Karagoz: Turk kiiltiiriinde 6nemli bir yeri olan gélge oyunudur. Karsi-
likli konugmalarla ilerleyen ve iki boyutlu tasvirlerle perdede oynatilan bir oyun-
dur. Bu oyunlarda anlatilan konular giinliik yasamdan ve halk hikéayelerinden alin-
mistir. Oyundaki bagroller Hacivat ve Karagoz karakterleridir (Demir & Ozdemir,
2013). Bu karakterler soyle tanitilmaktadir (Golpinarli, 1959):

“Karagoz oyununda baslica iki sahsiyet vardir: Hacivat Celebi, Karagoz. Ha-
civat yar1 bilgindir, bir yar1 aydindir. Soyledigi sozler, “mustalah” tir, zamaninin
miinevver dilidir. Fakat biitin sozleri kulaktan dolmadir. Tam bir eyyam adami
olan Celebi, nabza gore sifa vermesini bilir, kimseyi kirmaz. Candan bagdastig
Karagoz'li bile, yeri gelince karsisindakilere hos gortinmek i¢in yermekten, kina-
maktan ¢ekinmez. Karagoze gelince; O tam bir halk adamidir, halktir. Halk, nasil
“kaziyye”yi “kazayagr” yapmus, “kazin ayag1 6yle degil” soziinii bulmussa, halk na-
sil divan sairlerine acaip, kirik dokiik beyitler séyletmisse, halk nasil “ay mehtab1”
terkibiyle uydurma dili, suur alt1 alay konusu yapmis, “Bab-1 Ali kapis1” diye suur
tistil alay etmisse Karagoz de durmadan Hacivat Celebinin ¢itkirildim sézleriyle
alay eder” Bu karakterlerin atigmasi perde tizerinden izlenir.
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Sek sek: Farkli gizimlerle cesitli sekillerde oynanabilen bir oyundur. Genelde
disarida oynanir. Yere sekiz kareden olusan seksek cizilir. Amag, tasi sirasiyla sayi-
larin oldugu karelerin i¢ bolgesine atmaktir. Tagin atildig kare atlanir. 1,2,3 ve 6 ra-
kamlarinin oldugu kareler tek ayakla sekerek, 4-5 ve 7-8 rakamlarindakiler ise ¢ift
ayakla basilarak ilerler ve geri doniiste tasi alinarak o etap tamamlanir. Bu gekilde
I'den 8¢ kadar sirasiyla giderek seksek tamamlanir. Eger tas, ¢izgilerin tstiine ya
da disina denk gelirse oyuncu bir el bekler. Karelerin iistiine ya da disina basmak
yasaktir. Oyuncu bu yasak bolgelere basarsa yanar ve siradaki kisi oyuna devam
eder. Kendi siras1 gelene kadar bekler ve en son tagi attig1 sayidan devam eder.

Tombala: Oyunda, igerisinde 1den 100 kadar olan sayilarin bulundugu tom-
bala torbasindan sirasiyla birer birer say1 ¢ekilir. Her oyuncunun elinde buluna
tombala kartlarindaki sayilarla torbadan ¢ekilen sayilar eslestirilir. Eslestiren oyun-
cu kartindaki sayrya bir pul ya da kagit koyarak o say1y1 kapatir. Kart tizerindeki bir
satir tamamen kapatilirsa oyuncu ‘1.¢inko’ der. Ikinci sira kapatildiginda 2.¢inko’
ve ligtincti sira da kapatildiginda yiiksek sesle “Tombala’ der ve oyunu kazanir.

Mendil kapmaca: Bir hakem ve bir mendilci belirlenir. Kalan oyuncular 2 gruba
ayrilir. Her iki gruptaki tiyeler art arda dizilir ve bu iki grup karsilikli 2-5 metre
mesafeli olarak yerlestirilir. Mendilci iki grubun tam ortasinda bir yere yerlestirilir
ve etrafina bir cember cizilir. Karsilikli olarak gruplarin bu ¢embere girmeleri ya-
saktir. Hakemin talimatiyla iki grubun ilk kisisi mendilciye dogru kogsmaya baslar.
Cembere girmeden mendili kapan kisi rakip ebelemeden kendi grubuna geri dén-
mek i¢in kosar. Sonra sira gruptaki diger kisilere gecer. Bu oyun, 6.sinif seviyesinde
Sayilar ve Islemler 6grenme alanina ait “M.6.1.6.8. Ondalik ifadelerle dért islem
yapmay1 gerektiren problemleri ¢6zer” kazanimina uyarlanmis olup oyunun uyar-
lanmis hali asagida verilmistir:
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Oyun: Mendil Kapmaca

Uyarlanmis Adr: Balonu Patlat

Sinif Seviyesi: 6.s1nif

Ogrenme Alant: Sayilar ve Islemler

Kazanim: Ondalik ifadelerle dért islem yapmayi gerektiren problemleri ¢ozer.

Arag-Geregler: Balon, ip, kiirdan, fiyat listesi, sorular

Opynanist: Uzerinde sayilarin yazili oldugu balonlar bahgede belirli bir yere
asilir. Asmak igin ip ya da bant kullanilabilir. Sinif dort gruba ayrilir (sinif
mevcudu azsa grup sayist azaltilabilir). Her grup balonlara esit uzakliktaki
mesafelere yerlestirilir. Her gruba birer tane yoresel tirtinlerin yazili oldugu ve
belirli bagliklar1 olan fiyat listesi verilir. Her grup her soru i¢in i¢lerinden bir
kisiyi kosucu olarak seger. Kosucular kenarda bir arada beklerler. Onceden ha-
zirlanan sorular gruplara teker teker yoneltilir. Her sorunun dogru cevabinin
yazili oldugu iki balon bulunmaktadir. Ayrica basamaklarinin yerleri degisti-
rilen yaniltict cevaplar da balonlara asilir. Ornegin, sorunun cevabi 20,07 ise
bazi balonlarda 20,7 cevabi da yazilmustir. Gruplar ayn1 anda sorulari ¢g6zmeye
baslar. Sonucu bulan grup kosucuyu kendi fiyat listesinin basligiyla gruba ¢a-
girarak sonucu kosucuya soyler. Kosucu tellere asili olan balonlarin tizerinde
yazan cevaplardan dogru olani bulup patlatir. Dogru sonucu patlatan ilk grup
10 puan alir. Ikinci dogru cevabi patlatan grup 5 puan alir. Eger kogucu yanlis
balonu patlattiysa gruba -10 puan verilir. Sorularin sonunda en ¢ok puan top-
layan grup oyunu kazanir.
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Verilerin Analizi

Goriisme formundan elde edilen nitel veriler igerik analizi yontemi ile ana-
liz edilmistir. Oncelikle tiim veriler detaylica incelenmis, baglamla ilgisi olmayan
kisimlar elenerek indirgenmistir. Indirgenen verilerden kodlar olugturulmus, bu
kodlarin benzer olanlar1 gruplandirilmistir. Olusan gruplar yeniden incelenmis,
gerekli degisiklikler yapilarak ilgili temalar altinda birlestirilmistir. Her bir kodun
ne siklikta ifade edildigi belirlenerek frekans analizi yapilmis ve tablolastirilarak
sunulmustur. Analiz sonuglarini detaylandirmak amaciyla 6gretmen adaylarinin
cevaplarindan ornek kesitler sunulmugtur.

Gecerlik, GlUvenirlik ve Etik

Kodlama giivenirligini saglamak i¢in arastirmadan elde edilen ham veriler,
aragtirmact ve matematik egitimi alaninda bir uzman tarafindan ayri ayr1 kodlan-
mugtir. Kodlama islemi tamamlandiktan sonra elde edilen kodlar karsilagtirilmistir.
Bu karsilagtirmada, Miles ve Huberman’ in (1994) giivenirlik formiili kullanilmig
olup iki aragtirmacinin uyum yiizdesi %89,5 olarak hesaplanmistir. Kodlamalar-
daki farklhiliklar tizerinde iki aragtirmaci bir araya gelerek tartismis ve bu kodlar
yeniden gézden gegirilmistir. Iki aragtirmacinin fikir birligine varmasiyla tema ve
kodlara son sekli verilmistir.

Etik Kurul izin Bilgileri
Yapilan bu ¢alismada “Yitksekogretim Kurumlar: Bilimsel Arastirma ve Yayin
Etigi Yonergesi” kapsaminda uyulmasi belirtilen tiim kurallara uyulmustur.

Etik Degerlendirmeyi Yapan Kurul Adi: Amasya Universitesi Sosyal Bilimler
Etik Kurulu

Etik Degerlendirme Kararinin Tarihi: 03.07.2023
Etik Degerlendirme Belgesi Say1 Numarasi: E-30640013-108.01-140259
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BULGULAR
[lkogretim matematik dgretmen adaylarinin geleneksel ¢ocuk oyunlarinin

matematik 6gretiminde kullanimina iliskin goriisleri temalar dogrultusunda alt
bagliklar halinde sunulmustur.

Ogrenme-Ogretme Temasina iliskin Gériisler

Ogrenme-ogretme temasina iliskin 6gretmen adaylarinin goriisleri Tablo 1'de
sunulmustur.

Tablo 1. Ogrenme-igretme temasina iliskin 6gretmen adaylarinin goriisleri

Ogrenme-Ogretme f
Kalic1 6grenme saglar. 34
Yagant1 yoluyla 6grenmeyi saglar. 24
Matematigi eglenerek 6grenmeyi saglar. 21
Soyut kavramlarin somutlastirilarak daha kolay 6grenilmesini kolaylastirir. 17
Aktif sekilde sikilmadan 6grenirler. 13
Matematigin hayatin her yerinde oldugunu kesfederler. 12
Matematigi diger disiplinlerle iliskilendirmeyi saglar. 5
Kavram yanilgilarina neden olabilir. 4
Derse daha iyi odaklanmalarini saglar. 3
Matematigi tek diize anlatimdan kurtarir. 1
Eski bilgilerini kullanr. 1
Eski bilgilerin tizerine yenilerini insa eder. 1

Tablo 1% gore 6grenme-6gretme temasinda 6gretmen adaylarinin farkli bakis
acilarini yansitan goriislerine rastlanmigstir. Bu tema altinda, geleneksel oyunlarin
matematik 6gretimi ve 6grenimine yonelik 6gelere yer verilmistir. Ogretmen aday-
lar1, geleneksel cocuk oyunlarinin matematik 6gretiminde en ¢ok kalic1 6grenme,
yagant: yoluyla 6grenme ve matematigi eglenerek 6grenmeyi sagladigini bildir-
mislerdir. Bu duruma &rnek olarak O1, “Oyunlarla matematigin daha biiyiileyici
ve zevk veren bir ders olacagimi goriirler. Boylece eglenerek daha iyi dgrenirler ve
dgrenmeleri kalici olur” Seklinde goriislerini ifade ederken O14, “Etkin olan be-
yinler 6grenmeye daha agik hale geldiginden daha etkili ve kalic1 bir 6grenme suna-
biliriz” seklinde belirtmistir. Kalict 6grenmeye vurgu yapan O4, “Sunu kesinlikle
diyebilirim ki ezberlemek gereken konularda bilgiler oyunla 6grenilirken kaliciligi
artmig, bunu gordiim. Ogrencilerin ozellikle zor oldugunu diisiindiigii konularda bu
zorluk algilarimin degistirilebilir oldugunu gormiis oldum.” ayn1 zamanda zor olarak
algilanan matematik dersine iligkin kaliplarin da degistirilmesinin miimkiin oldu-
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gunu belirtmistir. Ogrencilerin oyun oynarken yaparak yagayarak 6grenme siire-
cinde yer almasinin da kalic1 grenmeyi sagladigini diisiinen O5, “Yaparak yasaya-
rak ogrenmeyi sagladigi icin bilginin kalicithgini arttirdigina inaniyorum.” Seklinde
diistincelerini ifade etmistir: Diger taraftan, 6gretmen adaylar1 geleneksel ¢ocuk
oyunlarinin matematikteki soyut kavramlarin 6gretilmesine yardimei oldugunu
ve bu kavramlarin somutlagtirilmasinda 6nemli rol oynadigini belirtmiglerdir. Bu
durumda oyunlarin oldukga etkili oldugunu O3, “Matematikteki soyut konularin,
kavramlarin, kazamimlarin oyunlarla birlikte daha somut, daha kalici 6grenmeler
yasatabilecegini gordiim.” ifadeleriyle ortaya koymustur.

Matematigin hayatin her yerinde oldugunu ve diger disiplinlerle iliskisini or-
taya koyma noktasinda geleneksel cocuk oyunlarinin katkisini belirten 6gretmen
adaylarina rastlanmugtir. Ornegin O13, “Oyunlarla giinliik yasamdaki matematigi
gorebilirler. Boylece her yerde matematigin oldugunu da gostermis oluruz.” ve 024,
‘Aym zamanda matematigin yasaminizda her yerde oldugunu ve bunu kesfetmenin
ve kesfettirmenin de biraz acik vizyon ile kolay hale gelip daha anlamli 6grenmenin
saglanabilecegini diisiiniiyorum.” ifadeleriyle hayattaki matematigin kesfi ile anlam-
l1 6grenmelerin gergeklesebilecegine de isaret etmistir. Benzer sekilde, matematigi
kurallar sinirindan ¢ikaran 026, “Geleneksel oyunlarin matematik dersinde kulla-
nilmasi, matematigin sadece kurallardan sayilardan ibaret olmayip hayatin bir¢ok
alamnda oldugunu da 6grenciye gosterir” seklinde gorislerini ortaya koymustur.

Bazi1 6gretmen adaylari, geleneksel ¢cocuk oyunlarinin 6grencilerde kavram ya-
nilgisina neden olabilecegini belirtmislerdir. Oyun esnasinda kavramlarin dogru
kullanilmas: gerektigine vurgu yapan adaylardan O1, “Sonrasinda égretmenlerin
oyundan bir ¢ikarim yapmamasinin (derslerimizde oyunu oynadiktan sonra eger
matematiksel kazamimla ilgili bir agiklama yapmazlarsa bende ¢ok havada kalir-
di.) kavram yamlgilarina neden olabilecegini diisiiniiyorum.” ve 023, “Burada kav-
ramlar énemli. Mesela geometrik sekil ve geometrik cisim, kenar ve ayrit gibi seyler
hemen karisabiliyor. Biz 6gretmen olarak buna dikkat etmezsek dgrencide kavram
yanilgist olusur” seklindeki agiklamalariyla bu duruma 6rnek olarak gosterilebilir.

Odrenci Temasina iliskin Goriisler

Ogrenci temasinailiskin 6gretmen adaylarinin goriisleri duyusgsal, biligsel ve psi-
komotor olmak tizere ti¢ alt baslik altinda gruplandirilarak Tablo 2'de sunulmustur.
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Tablo 2. Ogrenci temasina iliskin 6gretmen adaylarimn goriisleri

Ogrenci f
Bilgi 23
Biligsel Zeka r
Aragtirma-sorgulama yapmaya yonlendirme 17
Oyunlarin bilissel seviyenin altinda kalmas: 2
Ozgiiven 35
Ilgi 32
Onyargy1 azaltma 32
Sosyallesme 28
fletigim 17
Duyussal Dil b
Yaraticilik 9
Isteksizlik 8
Ozyeterlik eksikligi 6
Beklentiyi karsilayama 2
Birden fazla duyu organina hitap eder. 22
Psikomotor ~ Odaklanmayi saglar. 10
Koordineli olarak katilamayabilirler. 4

Tablo 2 incelendiginde, geleneksel ¢ocuk oyunlarinin 6grenci tizerindeki etki-
lerinin biligsel boyutta bilgi, zeka, arastirma konularina; duyussal boyutta 6zgiiven,
ilgi, sosyallesme, yaraticilik, isteksizlik konularina; psikomotor boyutta ise birden
fazla duyu organina hitap etme ve koordinasyon konularina deginildigi gorillmiis-
tiir. Geleneksel cocuk oyunlarinin 6grenci tizerindeki etkilerine iliskin bilissel bo-
yutta en gok bilgi ve zeka noktasinda goriisler 6n plana ¢ikmustir. Ogrencilerin
oyunlara katilmalari i¢in bilgilerinin yeterli olmasinin yani sira geleneksel oyunla-
rin bilgi seviyesine katki saglayacagi yoniinde de goriis bildirilmistir. Ornek olarak
ogretmen adaylarindan O7, “Ogrencilerin hem bilgi ve zekalarin hem de fiziksel
ve toplumsal gelisimlerini olumlu yonde etkiler” seklinde bu konudaki goriiglerini
ortaya koymustur.

Genel olarak ti¢ boyut ele alindiginda, 6gretmen adaylarinin en ¢ok duyussal
boyutta goriis bildirdigi dikkat cekmistir. Ogrencilerde 6zgiiven, ilgi ve 6nyar-
giy1 azaltma boyutlar1 6gretmen adaylarinin en fazla tizerinde durduklar: nok-
talar olarak belirlenmistir. Ornek olarak 019, “Ogrenciler oyunlar: oynadik¢a
matematik yapabildiklerini goriirler. Bu da onlarin hem oOzgiivenlerini gelistirir
hem de matematige olan ilgilerini arttirir” ve O5, “Cocuk zaten oyun oynamay:
sever. Biz bunu matematikle birlestirince ¢ocuk matematikle ilgili seyleri de yapa-
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bildigi icin kendine giiveni gelir ve derse karsi daha onyargilar: kirilmaya baslar”
seklinde diistincelerini ifade etmistir. Bunun yani sira, 6gretmen adaylar1 gelenek-
sel oyunlarin ¢ocuklarin sosyallesme, iletisim ve dil gelisimine de olumlu yonde
katkilarinin olacagini belirtmislerdir. Olumsuz olarak karsilasilabilecek durumlar
icerisinde de en fazla isteksizlik én plana ¢ikmistir. Ogrencilerin oyunlara katil-
mak istememesi durumunun sz konusu olabilecegi durumlar1 O14, “Ogrencilerin
oyun kiiltiiriiniin internet iizerinden gelisiyor olmasi bazi 6grencilerde ters etki yapip
oyunlara katilmayi istemeyebilirler” seklinde ifade etmistir: Baz1 6gretmen adaylar1
da ders kapsaminda oynanan bu oyunlara ilk agamada katilmak istemediklerini
belirtmislerdir. Kendi 6grencilik durumlarini da dikkate alan bu adaylardan 013,
“Basta biraz ¢ekinmistim, oyunla matematik 6gretmek mantikli gelmemisti ama der-
si aldigim siire icerisinde ¢ok eglendim.” seklinde diisiincelerini belirtmistir.

Geleneksel ¢ocuk oyunlarinin 6grenci tizerindeki etkilerine iligskin psikomo-
tor becerileri boyutunda goriis bildiren 6gretmen adaylar1 ¢ogunlukla oyunlarin
birden fazla duyu organina hitap ettigini vurgulamislardir. Oyun oynarken ayni
anda gorme, duyma ve dokunma gibi farkli duyularin ise kosulmas: gerektigini
belirten O2, “Mesela mendil kapmacada hem soruyu duyacak hem ¢izecek hem de o
mesafeyi en kisa stirede kosacak. Hepsini ayni anda yapmas: lazim.” ve birden fazla
duyu organini isin i¢ine katan O17, “Oyunlar daha fazla duyu organina hitap eder.”
ornek olarak verilebilir.

Mesleki Gelisim Temasina iligkin Gériisler

Mesleki gelisim temasina iligkin 6gretmen adaylarinin goriisleri kigisel ve mes-
leki olmak tizere iki boyut altinda ele alinarak Tablo 3’te sunulmustur.

Tablo 3. Mesleki gelisim temasina iliskin 6gretmen adaylarinin goriisleri

Mesleki Gelisim f
Eglenerek 6grendim. 33

Kigisel Eglendim. 24
Matematige bakis agimi olumlu etkiledi. 15
Ogretmen olarak olumlu duygular hissettim. 4
Meslegimde kullanacagim. 26
Her yerde matematik 6gretebilirim. 31
Kazanimlar1 oyunlara nasil uyarlayabilecegimi gordim. 18

Mesleki Ogretmenlikte neyi nasil kullanacagimi gordiim. 12
Sinif i¢inde ve diginda uygun ortam olusturabilirim. 11
Matematikle oyunlar1 nasil iligkilendirebilecegimi gérdiim. 6
Ogrenci-6gretmen iligkisine olumlu katki saglar. 1
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Tablo 3 incelendiginde, mesleki gelisim temasinda 6gretmen adaylarinin kisisel
boyutta oyunlarin kendilerindeki etkilerine, mesleki boyutta ise 6gretmenlik mes-
leginde kullanma, kazanimlar1 uyarlama, matematik ile oyunlari iligkilendirme ve
ogrenci-ogretmen etkilesimi gibi noktalara degindikleri goriilmiistiir. Ogretmen
adaylar1 kisisel boyutta en ¢ok eglenerek 6grendiklerini ve kendilerinin de eglen-
diklerini belirtmislerdir. Ornegin O13, “Dersi aldigim siire ierisinde ¢ok eglendim.
Cok anlamh ve giizel 6grenmeler gerceklestirdim.” ve O21, “Uygulamada cesitli ma-
tematik konularin geleneksel cocuk oyunlarina uyarladik ve uyguladik. Ozellikle uy-
gulama kismu tiniversite hayatim boyunca en ¢ok eglendigim ve 6grendigim kisimds.”
seklinde ifade ettigi goriislerinde geleneksel ¢ocuk oyunlari ile eglenerek ilgili ka-
zanimlarin oyunlarla nasil 6gretilebilecegini 6grendiklerini ortaya koymuslardur.
Bunun yani sira, matematige yonelik kendi bakis acilarinin da olumlu anlamda
etkilendigini ortaya koyan 6gretmen adaylarindan O17, “Uygularken égrencilerin
eglenerek dgrendigini gormek bende de olumlu duygular uyandirdi” ve 012, “Oyun
oynayarak matematik 6grenmek benim matematige karsi olan pozitif bakisimin art-
masini sagladi” iftadeleriyle kisisel anlamda kendi duygularin: belirtmislerdir.

Tablo 3’te yer alan mesleki boyutta 6gretmen adaylarinin ilerideki meslek ha-
yatlarina iligkin kazanimlarina yer verilmistir. Ogretmen adaylarinin tamami mes-
lek hayatinda geleneksel ¢ocuk oyunlarindan yararlanacaklarin: ifade etmislerdir.
Ornek olarak O9, “Ogretmenlige basladigimda bu oyunlar: dersimde kullanaca-
gim. Ciinkii geleneksel egitim anlayisimdan vazgecilmesi gerektigini diistiniiyorum.
Ogrencilerimin matematik dersi icin onyargilarini kirip eglenerek égrenmeleri igin
bu oyunlar: uygulamay: diisiiniiyorum.” seklinde ortaya koydugu ifadesinde ma-
tematik 6gretiminde geleneksel oyunlar1 kullanacagini acik¢a belirtmistir. Derse
kars1 olumlu tutum ve ilginin artacagina vurgu yapan O7, “Mutlaka kullanacagim.
Ctinkii bu oyunlar sayesinde ogrenciler derse karsi olumlu tutum gelistirmektedir ve
ogrencilerin derse olan ilgileri ve dikkat siireleri artmaktadir” seklinde goriislerini
ifade etmistir. O7 bu cevabinda, Ogretmenlik Uygulamas: dersi kapsaminda gitti-
¢i ortaokuldaki 6grencileri ile oynadig1 oyunlardan elde ettigi deneyimlerden de
bahsetmistir. Bunun yaninda, kazanimlarla oyunlarin iliskilendirilmesi noktasina
vurgu yapan 8gretmen adaylarindan O2, “Tek diize ders islemek, tahtay: doldurmak
ve dgrencilerin sadece anlamasini beklemenin sagma oldugunu diistiniiyorum. Bu
oyunlarla benim bile matematik kazammlarima olan tutumum degisti. Bunu nasil
ogretebilirim, diye diistiniip korktugum kazanumlar: bile eglenceli bir sekilde sinif-
¢a ogrenebiliriz, diye diisiinmeye basladim.” ciimleleriyle kazanimlara ve bunlar1
nasil 6gretecegine iligkin bakis acisinin degistigini ifade etmistir. Benzer sekilde,
matematikteki konular1 nasil $gretebileceklerine yonelik goriislerini O1, “Baz ko-
nularda ben bu konuyu nasil 6gretecegim ya da kesin bazi konularda mantigini verme-
digimiz bilgiler oluyor ve ogrencilerin bu konular: nasil 6grenecegini diistiniiyorum.
Iste bu noktada oyun kullanmanin énemini gérdiim.” seklinde ifade etmistir. Baz1
6gretmen adaylar1 da matematik ile oyunlarin nasil iliskilendirilecegini ve bu oyun-
larin 6grenci-6gretmen iligkisine olumlu yonde katk: saglayacagini belirtmislerdir.
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Oyun Temasina iliskin Gorisler

Oyun temasina iligkin 6gretmen adaylarinin goriisleri oyunun planlanmas ve
uygulanmasi olmak tizere iki boyutta ele alinarak Tablo 4’te sunulmustur.

Tablo 4. Oyun temasina iliskin 6gretmen adaylarmm goriisleri

Oyun f
Zaman iyi planlanmalidir. 32
Planlama Yénergeler eksiksiz verilmelidir. 18
Konu igerigiyle uyumlu sekilde uyarlanmas1 6nemlidir. 2
Ogrenci seviyesine uygun olarak uyarlanmalidir. 2
Kalabalik siniflarda oyun oynamak zor olabilir. 29
Kazanim dis1 amaglara hizmet edebilir. 16
Kalabalik siniflarda tiim 6grenciler katilabilir. 10
Uygulama Oyun oynarken 6grenciler fiziksel olarak zarar gorebilirler. 11
Teknolojiden otiirii dikkat gekmeyebilir. 7
Kullanilacak materyaller dikkatli se¢ilmelidir. 5
Ogrenciye hitap etmeyebilir. 3

Tablo 4 incelendiginde, oyun temasina iliskin planlama boyutunda zaman, y6-
nerge, konu ve seviyeye uygunluk ile ilgili planlamalardan bahsedilirken uygulama
boyutunda ise smnuiftaki 6grenci sayisi, kazanima uygunluk, teknoloji, materyaller
gibi durumlar 6n plana gtkmistir. Oyunun planlanmasina iliskin 6gretmen aday-
lar1 en ¢ok zamanin iyi kullanilmasi gerektigine vurgu yapmiglardir. Her zaman
oyunlarin kullanilamayacagini ifade eden O3, “Geleneksel ¢ocuk oyunlarini her
zaman kullanmak miimkiin degildir. Bunun sebebi ise hem zaman hem ortam agi-
sindan kullamsl olmayabilir. Eger her dersimizi bu sekilde islemeye ¢calisirsak zama-
nimiz diger konulara yetismeyebilir” ve zamanlamanin énemine vurgu yapan 025,
“Oyunun zamanlamast iyi ayarlanmadiginda gereginden fazla siire alabilir” seklin-
de belirttikleri goriisleri oyunlarin planlanmasinda zamanin énemine dikkat ¢cek-
mistir. Bu oyunlar1 6gretmenlik uygulamas: dersi kapsaminda gittigi ortaokulda
uygulayan 09, “Uyguladigim her simifta olumlu doniit alamadim. Ornegin kalabalik
siniflarda sinif hakimiyetini saglamak oldukga zor oldu. Bazi 6grenciler hirslanarak
diger arkadaslarma saldirmaya baslad:” ifadeleriyle kalabalik siniflarda uygulama-
nin zorluguna isaret etmistir. Oyunlar uyarlanirken iyi bir plan dahilinde uyarla-
nan oyunlarin énemine dikkat ceken O6, “Matematik icerigi bakimindan yogun bir
derstir. Eger oyun oynatilacaksa ders plaminin ¢ok iyi hazirlanmas: gerekir. Oyun-
larin konuya uygunlugu da diisiiniilmelidir” ifadeleriyle ayn1 zamanda oyunlarin
konuya uygunluguna da deginmistir. Yonergelerin iyi verilmis olmasina dikkat ce-
ken O7, “Bu uygulamalar sayesinde bazi oyunlarin simrliliklarini da gérmiis olduk
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ve diizeltmeler yaptik. Bu sinirlara uygun olarak tiim kurallar agik¢a verilmeliymis.”
seklinde goriislerini belirtmistir.

Oyun temasina iliskin uygulama boyutunda en ¢ok kalabalik siniflarda oyun
oynamanin gigcliigiine vurgu yapilmistir. Pek cok 6gretmen aday: kalabalik sinif-
larda oyun oynatirken sinif yonetiminin zor olabilecegine deginmistir. Ornegin
010, “Cok kalabalik siniflarda uygulanmasi oldukga gii¢ oluyor.” ve 022, “Sinif yone-
timi agisindan 6gretmene zorluk ¢ikarabilir” seklinde ifade ederken, sinif ortaminin
kalabalik gruplar icin uygun olmayabilecegine vurgu yapan O5, “Oyun i¢in sinif
ortami miisait olmayabilir. Sinif kalabaliksa sinifta oynatilmaz.” diyerek goriislerini
bildirmistir. Bununla birlikte bazi 6gretmen adaylar: da kalabalig: avantaj olarak
ele almig ve geleneksel oyunlarin dogasina uygun olarak kalabalik siniflarda oyna-
nabilecegini ifade etmislerdir. Ornek olarak O4, “Kalabalik gruplarla ogretim ya-
parken ogrencilerin tamamim etkinlige katabilir olmamiz. Ciinkii geleneksel oyunlar
incelendiginde genellikle mahallede oynandiginda ¢ok kisiyle bile oynanabilir oyunlar
oldugunu goriiriiz” seklinde goriis bildirmistir. Farkli olarak oyun oynarken 6gren-
cilerin oyunlarin kullanim amacinin digina ¢ikabileceginin altini gizen 6gretmen
adaylar1 da sayica oldukga fazladir. Ornegin 023, “Ogrenciler konuyu 6grenmekten
ziyade daha ¢ok oyun gibi goriip sadece o oyunu, yarismay: vs. kazanmak icin ¢aba
gosterir. Bu da geleneksel oyunun asil amaci olan konuyu 6gretme siirecini olumsuz
etkiler” ve 021, “Gereken onlemler alinmazsa oyun farkli amaglara hizmet edebilir”
seklinde goriis bildiren 6gretmen adaylarina rastlanmigtir.

Ovyunlarin uygulama boyutunda, oyunlarin etkisiz ya da zarar verici yonleri-
ne deginen 6gretmen adaylar1 dikkat cekmigtir. Ozellikle teknoloji ile oyunlarin
gevrimigi ortama taginmasi neticesinde dgrencilerin geleneksel oyunlara ilgisinin
azalabileceginden bahsetmislerdir. Ogrencilerin ilgisini ¢ekmeyebilecegini diisii-
nen 06, “Yeni nesil bir oyun olmadigindan dgrenci oyuna ayak uyduramayabilir ya
da oyunu sagma, gereksiz bulabilir. Bu da oyundan bekledigimiz verimi ve kazanci
diisiirebilir”, O18, “21.yiizyilda teknoloji bu kadar gelismisken ¢ocuklarin beklentile-
rini karsilamayabilir” ve O12, “Bazi durumlarda ¢ocuklar kazanmaya odaklanabilir
ve oradaki 6grenmesi amaglanan konuyu kagirabilir” seklinde goriis bildirmiglerdir.
Ovyunlarda kullanilan materyallerden kaynaklanabilecek kazalara kars1 dikkatli
olunmas: gerektigine dikkat ¢eken bazi 6gretmen adaylarinin da goriislerine rast-
lanmistir. Bunlardan birisi olan 025, “Makas vb. kesici aletlerin kullanildigi oyun-
larda ogrencilerin zarar gorme ihtimali olabilir” seklinde gorslerini ifade etmistir.

Sosyal Beceriler Temasina iligkin Gériisler

Sosyal beceriler temasina iliskin 6gretmen adaylarinin goriisleri Tablo 5’te su-
nulmustur.
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Tablo 5. Sosyal beceriler temasina iliskin 6gretmen adaylarmm goriisleri

Sosyal beceriler f
Grup ¢aligmasina yonlendirir. 36
Akran iletisimini artirir. 27
Ozgiiveni artirir. 22
Olumlu tutum kazandirir. 5
Ozyeterlik kaygist olugabilir. 1
Bireysel galiganlar olumsuz etkilenebilir. 1

Tablo 5%e gore geleneksel ¢ocuk oyunlarinin sosyal beceriler tizerinde olumlu
ve olumsuz etkilerinin olduguna iliskin goriisler dikkat ¢ekmistir. Ogretmen aday-
lar1 oyunlarin en ¢ok 6grencileri grup ¢alismasina yonlendirecegi yoniine vurgu
yapmuslardir. Hacivat-Karagdz oyununu matematik 6gretimine uyarlayan grupta
yer alan 6gretmen adaylarindan O16, “Grup ¢alismast ile yapmak keyifliydi. Haci-
vat-Karagoz konusmalarimin cogunu ben yazdim ve onlarm dilinden yazmak beni
eglendirdi. Hatta grup¢a daha ¢ok siiremiz olmasini ve metni uzatmay istedik. Ha-
civat-Karagoz oyunu kiiltiiriimiiziin 6nemli bir parcasi ve bu gosteriyi benden sonra-
ki nesillere ogretecek olmak sanki bir bayrag: bir takim arkadasimdan alip digerine
veriyormusum gibi hissettirdi” ve O11, “Ilk basta endiselerle doluydum. Hem Kkiiltii-
rii hem matematigi harmanlayacagimiz bir oyun iiretmemiz ve bu oyun icin iyi bir
yonerge hazirlamamz gerekiyordu. Grupga fikirler ortaya atild: ve iizerine diisiin-
diikge farkli ve giizel fikirler ortaya ¢ikti. Cok zevk aldigimiz ve sinifta oynatirken ¢ok
mutlu oldugumuz bir siire¢ oldu. Ayrica farkli simflardan arkadaslarla ayni grupta
olmak da ¢ok giizeldi” ciimleleriyle grup c¢alismasi yapmanin altini ¢izmislerdir.
Bunun yaninda, oyunun uyarlama asamasinda grup iginde, uygulama yaparken de
siniftaki 6grencilerin birbirleriyle iletisimlerinin artiracag yoniinde goriis bildiren
pek cok gretmen aday1 olmustur. Ornegin O17, “Bu sene stajimda birkag tanesini
kullanma firsatim oldu ve Ogrenciler arasinda akran iletisimi sagladigini gordiim.
Konugmayan égrenciler bile arkadaglaryla iletisim kurmaya basladi.” ve 022, “Co-
cuklar akranlari ile eglenceli bir ortamda 6grenebilir. Oyun geregi is birligi yapabilir.
Boylece kendi aralarindaki iletisimleri de giiglenir” ifadeleri bu duruma 6rnek gos-
terilebilir.

Geleneksel ¢ocuk oyunlarinin oynandigi matematik derslerinde 6grencilerin
Ozgiiveninin artacagl ve olumlu tutum gelistirecekleri yoniinde goriis bildiren
Ogretmen adaylarina rastlanmistir. Buradaki tutum derse kars: degil daha ¢ok
arkadaslarina ve oyunlara yonelik tutum olarak ele alinmistir. Ornek olarak O5,
“Ogrencilerin duygusal ve sosyal yonden gelisimine katk: saglar, dil ve iletisim be-
cerilerini de gelistirir” ve O19, “Ogrenciler oyun oynamay: ¢ok seviyor. Hem kendi
aralarinda hem de 6gretmenlerine karsi olumlu tutum gelistiriyorlar. Bu da simiftaki
ortami olumlu etkiliyor. Bir de oyunu oynayabildikce kendilerine olan dzgiivenleri
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de artiyor. Bu durum derse karsi bakis agilarini da etkiliyor” seklinde ifade ettikleri
goriiglerinde bu durumu agik¢a ortaya koymuslardir. Bazi 6gretmen adaylar1 da
ogrencilerin bireysel olarak oyuna katilmayi tercih etmeyecegini ya da yetersizlik
hissinden 6tiirii katilmayacaklarini ifade etmislerdir. Bu durum O11, “Oyunlarda
yetersiz olan dgrencilerde dzyeterlik kaygisina sebep olabilir” ve 023, “Arkadasla-
riyla oynamaktan hoslanmayan Ogrenciler oyunlara katilmayabilirler” tarafindan
belirtilen ifadelerle ortaya koyulmustur.

Kiltiir Temasina iliskin Goriisler
Kiltiir temasina iliskin 6gretmen adaylarinin goriisleri Tablo 6da sunulmustur.

Tablo 6. Kiiltiir temasina iliskin 6gretmen adaylarinin goriisleri

Kiiltiir f
Kiiltiirti tanima-tanitma 34
Kiiltiirel oyunlardaki matematigi kesfetme 21
Geleneksel oyunlara karsi ilginin artmasi 6
Onceki nesillerle képrii kurma 4

Tablo 6° ya gore 6gretmen adaylari, geleneksel cocuk oyunlarinin kiiltiirle ilis-
kisinde bu oyunlarin en ¢ok kiiltiirii tanima ve tanitma noktasinda 6nemli oldu-
gunu belirtmislerdir. Ornegin 026, “Ogrenci iilkesinin kiiltiiriinii dgrenerek kendi
kiiltiir olusumunda da kék olusturur” ve O8, “Geleneksel oyunlarimizi grenmele-
rine katkist oldu.” seklinde ifade ettikleri goriisleriyle bu oyunlarin tanitilmasinin
onemine dikkat ¢cekmislerdir. Kiiltiir temas: altinda geleneksel ¢ocuk oyunlarinda-
ki matematigi kesfetmeye yonelik goriis bildiren 6gretmen adaylar: da sayica ol-
dukga fazladir. Bu oyunlardaki matematigi gorebilen 6gretmen adaylarindan 024,
“Ginliik hayatta ¢ocuklarim oynadigi oyunlarda matematik oldugunu fark ettim.” ve
ogrencilerin bunu gérmesine vurgu yapan O16, “Geleneksel oyunlarin matematik
dersinde kullamilmasi, matematigin sadece kurallardan, sayilardan ibaret olmayip
hayatin bircok yerinde hatta ¢ocuk oyunlarinda bile oldugunu égrenciye gosterir.”
ifadelerinde kiiltiir ile matematik arasindaki iligkiyi ortaya koymuslardir. Bu kesifle
birlikte 6grencilerin geleneksel cocuk oyunlarina olan ilgilerinin artacagi yoniinde
de baz1 6gretmen adaylar goriis bildirmislerdir. 015, “Ogrencilere matematigi sev-
dirmek igin kiiltiirel oyunlarin 6gretmenlere yardimci olabilecegini gordiim. Aymi za-
manda 6¢rencilerin kiiltiirel oyunlara ilgisinin arttigini da fark ettim.” seklinde ifade
ettigi goriisiinde bu durumu agik¢a ortaya koymustur. Bazi 6gretmen adaylar: da
geleneksel oyunlarin eski ve yeni nesiller arasinda koprii gorevi gorecegine dikkat
cekmis ve 6rnek olarak O18, “Geleneksel cocuk oyunlar: da ders igerisinde kulla-
nilirken eski jenerasyonlarla koprii olusturur. Yani 6grenci annesiyle veya dedesiyle
oyun hakkinda konugsabilir” seklinde bu durumu ifade etmistir.

https://doi.org/10.7822/omuefd. d



Wle,  Geleneksel Cocuk Oyunlarinin Matematik Ogretiminde Kullanilmasi...

TARTISMA, SONUC VE ONERILER

Mevcut ¢alismada, geleneksel ¢cocuk oyunlarinin matematik 6gretiminde kul-
lanilmasi hakkinda ilkogretim matematik 6gretmeni adaylarinin goriisleri incelen-
migtir. Ogretmen adaylarinin goriislerinden elde edilen bulgular, geleneksel cocuk
oyunlarinin matematik 6gretiminde kullanilabilecegini gostermektedir. Ogretmen
adaylarinin goriisleri 6grenme-6gretme, 6grenci, mesleki gelisim, oyun, sosyal be-
ceriler ve killtiir olmak tizere alt1 tema altinda toplanmstir. En fazla goriis 6gren-
me-6gretme temast altinda yer almistir. Benzer sekilde Baran-Kaya ve digerlerinin
(2022) ¢aligmasinda da en gok goriis 6grenme ve dgretme ile ilgili baglik altinda
bildirilmistir. Oyunlarin 6grenme-6gretme yontemi ve araci olarak algilanmasi ile
bireylere bu oyunlar1 inceleme ve oynama deneyimlerinin yasatilmasinin olumlu
sonuglar verdigi belirtilmektedir (Ugurel & Morali, 2008). Geleneksel ¢ocuk oyun-
lar1 6grencilerin mevcut potansiyellerini agiga ¢ikarirken ayni zamanda verimli
bir 6grenme ortami da sunmaktadir (Sari, Sayuti, & Pardjono, 2018). Boyle bir
ortamda matematik 6grenen 6grencilerin basari ve tutumlarinin da olumlu yonde
etkilenecegi diistintilmektedir. Yapilan ¢alismalarda, oyunlarla etkilesimli dersler-
de 6grencilerin matematik basar1 (Aksoy & Kaleli Yilmaz, 2011; Bastin & Dogan,
2020; Erkin-Kavasoglu, 2010; Gokbulut & Yiicel-Yumusak, 2014; Giin, Isik & $a-
hin, 2021; Savas & Giiliim, 2014) ve tutumlarinin olumlu yénde gelisme gosterdi-
gi (Agar, Ercan & Altun, 2019; Ozder, 2008) ortaya koyulmaktadir. Hacisalihog-
lu-Karadeniz (2017) de okul 6ncesinden lise seviyesine kadar yapilan 6gretimde,
tiim matematik kazanimlarini gelistirecek oyunlara yer verilmesini 6nermektedir.
Oyun oynamanin yastan ve egitim diizeyinden bagimsiz oldugu (Ugurel & Moral,
2008) da goz oniine alinirsa, farkli egitim kademelerinde yapilan matematik 6gre-
timinde oyunlarin 6nemli bir yeri oldugu soylenebilir.

Ogrenme-6gretme temasi altinda gretmen adaylarinin en ¢ok kalict égren-
me, yasanti yoluyla 6grenme ve matematigi severek 6grenme boyutlarina vurgu
yaptig1 goriilmektedir. Oyun oynayarak 6grenme siirecinin aktif birer iiyesi olan
ogrenciler yasant: yoluyla 6grenme imkani bulmaktadir. Oyunlara katildiklarin-
da hem oyunun kurallarina uymalar1 hem de bu kurallar dogrultusunda hareket
etmeleri gerektiginden farkinda olmadan 6grenciler 6grenmenin merkezinde yer-
lesmektedir. Bu durumda, matematiksel bilgileri 6grenmenin yaninda bu bilgileri
kullanmalarinin 6grenmeyi pekistirirken kaliciliga da katk: saglayacag: diistiniil-
mektedir. Yapilan ¢aligmalarda da oyunlarla yapilan 6gretim 6grencilerin yapa-
rak yagayarak 6grenmesini ve bilgilerinin kalic1 olmasini saglamaktadir (Altunay,
2004; Basiin & Dogan, 2020; Demir, 2012; Gokbulut & Yiicel Yumusak, 2014;
Kebritchi & Hirumi, 2008; Rieber, Smith & Noah, 1998; Savas & Giiliim, 2014;
Yiicel Yumusak, 2014). Ogrencinin pasif durumda kaldig1 ve eglenceli olmayan
bir 6grenme ortami kalicilig1 azaltacagindan (Basiin & Dogan, 2020), 6grencilerin
etkili ve anlamli 6grenmelerini saglamak i¢in en ideal yol oyun oynatmaktir (Ak-
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pinar, 1999). Kalic1 ve anlamli 6grenmenin ger¢eklesmesinde matematigin giinlitk
yagamla iligkilendirilmesinin de 6nemli oldugu diisiiniilmektedir. Bu iliskilendir-
menin, 6grencilerin matematigin hayatin her alaninda oldugunu fark etmeleri ve
soyut olan matematiksel kavramlar1 somutlagtirmalarini saglayacagi 6gretmen
adaylar1 tarafindan belirtilmektedir. Ilkokul ve ortaokul seviyesindeki 6grenciler,
somut islem doneminde ya da soyut islem donemine ge¢is asamasinda olduklarin-
dan kavramlarin somutlagtirilmasina ihtiya¢ duymaktadir. Bu anlamda geleneksel
oyunlar 6grencilerin matematiksel kavramlar: somutlastirmalarina ve oyunlardaki
matematigi kesfetmelerini saglayacagi sdylenebilir. Oyunun kavramlari somutlas-
tiran bir tiir etkinlik oldugu ve oyunlarla yapilan 6gretimin 6grencilerin matema-
tigi daha iyi anlamalarina katki sundugu yapilan ¢aligmalarla ortaya koyulmustur
(Hacisalihoglu-Karadeniz, 2017; Soylu, 2001).

Ogrencilerin matematik ile ilgili becerileri kazanmada yasadiklar1 giigliikler,
matematige karsi korku ve 6nyargilarindan kaynaklanmaktadir (Sengiil & Eki-
nozi, 2004). Bu noktada, stkilmadan ve eglenerek matematik 6gretimi yapmanin
6nemi 6gretmen adaylarinin cevaplarinda 6n plana gikmaktadir. Oyunlardaki
sarkilarda matematiksel kavramlari kullanma, oyunu kazanmak i¢in gegilme-
si gereken asamalar1 matematik yaparak gegme gibi islemlerin ¢ocuklarin egle-
nerek matematik 6grenmelerine katki saglayacagi disiiniilmektedir. Oyunlarda
kullanilan tekerlemelerde gegen ifadelerin matematiksel terimlere gore uyarlan-
masinin, 6grencilerin ilgisini ¢cekebilecegi ve matematigi eglenerek 6grenmelerini
saglayabilecegi belirtilmektedir (Hacisalihoglu-Karadeniz, 2017). Oyun siirecinde
¢ocuklar eglenirken ayni zamanda ortitk ya da acgik olarak bir 6grenme de ger-
ceklestirmektedir. Bu noktada, bu tiir ¢alismalarla oyunlarin sadece eglence araci
olmadigina yonelik algilarin 6grencilerde olusmas: da saglanmaktadir (Ugurel &
Morali, 2008). Bununla birlikte, geleneksel ¢ocuk oyunlarinin kavram yanilgilarina
neden olabilecegine yonelik bazi 6gretmen adaylarinin olumsuz goriisleri dikkat
¢ekmektedir. Kavramlarin dogru sekilde kullanilmadig1 durumlarda yanilgiya yol
acabilecegine vurgu yapan adaylarin goriislerine benzer sonuglara Baran-Kaya ve
digerlerinin (2022) ¢aligmasinda da ulagilmistir.

Geleneksel ¢ocuk oyunlarinin 6grenci tizerindeki etkilerinin biligsel, duyussal
ve psikomotor beceriler olmak iizere ii¢ boyutta ele alindig1 goriilmiistiir. Ogretmen
adaylarinin bilissel boyutta bilgi, zek4, arastirma konularina; duyussal boyutta 6z-
giiven, ilgi, sosyallesme, yaraticilik, isteksizlik konularina; psikomotor becerilerde
ise birden fazla duyu organina hitap etme ve koordinasyon konularina degindikleri
sonucuna ulagilmistir. Yapilan ¢aligmalarda da geleneksel ¢ocuk oyunlarinin 6g-
rencilerin biligsel, duyugsal ve psikomotor gelisimine olumlu yonde katki sagladig
ortaya koyulmaktadir (Esen, 2008; Iwandana, Sugiyanto & Hidayatullah, 2018; Ka-
vas, 2016; Maden, 2010; Ozden-Giirbiiz, 2016). Bu ii¢ boyut igerisinde 6gretmen
adaylarinin, oyunlarin 6grenciler tizerindeki etkilerini en ¢ok duyussal boyutta ele
aldiklar1 goriilmiistiir. Ogrencilerde ozgiiven, ilgi ve dnyargiy1 azaltma boyutlar:
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Ogretmen adaylarinin en fazla tizerinde durduklar: noktalar olarak belirlenmistir.
Ogrencilerin matematige kars ilgili olmasi, matematik yaparken ézgiiveninin yiik-
sek olmasi gibi olumlu duygularinin matematigi 6grenme ve akademik basariya
da etki edecegi soylenebilir. Aksoy (2010), oyunla yapilan 6gretimin 6grencilerin
matematige yonelik tutumunu iyilestirecegini ve matematik bagarisinin artmasina
katki saglayacagini belirtmektedir. Geleneksel oyunlarla yapilan matematik 6greti-
minde, 6grencilerin matematige yonelik ilgilerinin arttig1 ve anlamli 6grenmelerin
gerceklestigi sonucuna ulagilmistir (Hacisalihoglu-Karadeniz, 2017). Ogrenciler
matematige yonelik tutum, ilgi, motivasyon gibi duyussal 6zellikleri olumlu yonde
etkilendiginde, akademik basar: gibi biligsel boyutta da ilerleme kaydettikleri s6y-
lenebilir. Matematige yonelik olumsuz tutumun giderilmesinde 6nemli rolii olan
oyunlar (Ugurel & Morali, 2008), ayn1 zamanda matematigin 6grenilmesine yone-
lik 6grencilerin 6zgiiven duymasina ve eglenceli bir sekilde matematik 6grenmesi-
ne de katki saglayabilmektedir (MEB, 2013). Bununla birlikte, olumsuz olarak kar-
silagilabilecek durumlar igerisinde geleneksel cocuk oyunlarini oynamaya yonelik
ogrencilerin isteksiz olmasi durumu belirtilmektedir. Bu isteksizlik, teknolojinin
gelismesiyle oyunlarin ¢evrimici ortamda yayginlasmasi, ¢ok fazla uyarani olan
oyunlarin 6n planda olmasi gibi durumlardan kaynaklaniyor olabilir. Teknoloji-
de yasanan gelismelerle cocuklarin pek ¢ok ortamda teknolojik alet kullaniminin
arttig1 belirtilmektedir (Horzum, Ayas & Cakir-Balta, 2008; Kaya, 2013). Boylece
¢ocuklarin fiziksel katilim gerektiren ve daha sade bir sekilde oynanan geleneksel
¢ocuk oyunlarina karsi isteksiz olmasinin beklenen bir sonug¢ oldugu séylenebi-
lir. Mevcut ¢alismada da ilk etapta oyunlara katilmak istemeyen 6gretmen aday-
lar1 olmus, zamanla bu adaylarin siirece adapte olarak ilgi ve motivasyonlarinin
arttigr gortlmistiir. Teknolojik ortamlarda siirekli olarak zihinsel bilgiye maruz
kalan 6grencilerin fiziksel olarak aktif oldugu geleneksel oyun siirecinde, birden
¢ok duyu organini ayni anda ise kogmalarinin psikomotor becerilerin gelisimine
katki saglayacag1 adaylar tarafindan belirtilmistir. Bu oyunlarin, ¢ocuklarin fiziksel
gelisimlerinin yani sira viicut koordinasyonunu saglamada da olumlu etkilerinin
oldugu goriilmektedir (Esen, 2008). Oyun oynarken ¢ocuklarin dikkatinin artti-
&1, psikomotor becerilerinin gelistigi (Baran-Kaya vd., 2022; Cirhinlioglu, 2001;
Giir & Kobak-Demir, 2016) ve el-g6z koordinasyonunda olumlu gelismeler oldugu
(Baran-Kaya vd., 2022) ortaya koyulmustur. Geleneksel ¢ocuk oyunlarinda kulla-
nilan bu koordinasyonlarin sonucunda ¢ocuklarin ritim yeteneklerinin gelistigi de
ifade edilmektedir (Budak, 2016). Oyunun ¢ocuklarin gelisimindeki yeri diistintil-
diigtinde, bilissel, duyussal, sosyal, devinimsel gibi pek ¢ok boyutta olumlu etkile-
rinin oldugundan hareketle geleneksel ¢ocuk oyunlarinin 6gretimde kullanilma-
styla 6grencilerin farkli yonlerden gelisimine katk: saglayacag: diisiniilmektedir.

Ogretmen adaylarinin geleneksel ¢ocuk oyunlarina iligkin goriis bildirdikle-
ri bir diger tema mesleki gelisimdir. Bu tema altinda, 6gretmen adaylarinin ki-
sisel boyutta oyun oynarken eglendikleri, eglenerek 6grendikleri ve matematige
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yonelik kendi bakis agilarinin iyilestigi gibi bireysel etkilere, mesleki boyutta ise
ogretmenlik mesleginde kullanma, kazanimlar1 uyarlama, matematik ile oyunlari
iliskilendirme ve 6grenci-6gretmen etkilesimi gibi noktalara degindikleri goriil-
miistiir. Hacisalihoglu-Karadeniz (2017), geleneksel ¢ocuk oyunlarinin 6gretmen
adaylarinin matematigi 6gretmeye yonelik 6zgiiven ve inanglarmin artirdigini
belirtmektedir. Béylece oyunlarin matematik kazanimlariyla iligkilendirilmesi
ve derslerde uygulanmasina yonelik 6gretmenlerin adim atmasmin kolaylagaca-
g1 sdylenebilir. Tlkokuldan lise seviyesinde kadar pek gok matematik kazaniminin
oyunlastirilabilecegi (Koroglu & Yesildere, 2002) goz Oniine alinirsa, 6gretmen
adaylarinin meslege basladiklarinda bu uygulamalara yer vermesinin de miimkiin
olacag1 dusiinillmektedir. Bazi 6gretmen adaylarinin 6grenci-6gretmen iliskisine
vurgu yaptiklar1 gorillmustiir. Bu durum, sinif ortamini teorik bilgi ile sinirlama-
dan 6grencinin de rahat¢a eyleme gecebilecegi dinamik bir ortama doniismesiyle
iligkili olabilecegi diisiiniilmektedir. Geleneksel oyunlar araciligiyla 6grencilerle
iletisimin ve etkilesimin olumlu yoénde etkilendigini ortaya koyan 6gretmen go-
riglerine rastlanmaktadir (Turan vd., 2020). Bu 6gretmenler ayrica 6grencilerin
oyun kurallarina uyarak daha duyarli ve sosyal becerileri gelismis bireyler olma
yolunda ilerlediklerini de belirtmiglerdir. Mevcut ¢aligmada, 6gretmen adaylarinin
gorigleri dogrultusunda oyunlarin sosyal beceriler iizerinde olumlu ve olumsuz
etkilerinin olduguna iliskin goriislerine rastlanmistir. En ¢ok 6grencilerin grup
caligmasina yonlendirilecegi yoniine vurgu yapan adaylar bunun yaninda 6grenci-
lerin birbirleriyle iletisiminin artacagi, olumlu tutum gelistirecegine de deginirken
yetersizlik hissi ya da bireysel olarak oyuna katilmay: tercih etmeyebileceklerini
de isaret etmislerdir. Ayrica son siniftaki 6gretmen adaylarinin bu oyunlar1 uygu-
lama okulundaki 6grencilerine oynatmasi ve oradaki etkilerini gérmelerinin de
geleneksel ¢ocuk oyunlarinin sosyal beceriler tizerindeki etkisine yonelik goriis-
lerine yansidig1 goriilmiistiir. Geleneksel cocuk oyunlar1 grup¢a oynanan ve etki-
lesim gerektiren oyunlar oldugundan sosyal becerilere dogrudan etki edebilecegi
soylenebilir. Oyunlarin ¢ocuklarin grup ici iletisim, tartisma, kendini ifade etme,
arkadaglarini dinleme, gruba uyum saglama gibi pek ¢ok beceriyi gelistirdigi or-
taya koyulmugtur (Baran-Kaya vd., 2022; Chen & Raley, 2013; Durualp & Aral,
2010; Esen, 2008; Turan vd., 2020). Bunun yani sira, 6grencilerin yaratici diistin-
me, iligskilendirme, 6zelestiride bulunma gibi farkli becerilerinin gelismesine de
katki sagladig1 sonucuna ulagilmistir (Iwandana vd., 2018; Ozden-Giirbiiz, 2016).
Sosyal becerilerin gelisiminin 6grencilerin matematik 6grenme ve anlama siireci-
ne de olumlu yonde etki edecegi diistiniilmektedir. Burada grup bilinci kazanmis
ogrenciler icin akran 6gretiminin de miimkiin olacag: soylenebilir. Matematik ko-
nularinin 6gretiminde kullanilan grup oyunlarinin grup icindeki gorevleri yerine
getirmek, grupta var olabilmek i¢in ¢abalamak ve etkinliklerde aktif rol almak i¢in
ogrencilerin matematik 6grenmeye yonelik ihtiyaci hissedecekleri belirtilmektedir
(Altunay, 2004). Bu ihtiyacin da anlamli 6grenmelerin ve akademik bagarinin yo-
lunu agacag1 soylenebilir.
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Geleneksel ¢ocuk oyunlar: matematik 6gretiminde kullanilirken oyunlara ilis-
kin bazi noktalar 6n plana gikmistir. Ogretmen adaylariin oyun temasini oyu-
nun planlanmasi ve uygulanmasi olmak tizere iki boyutta ele aldiklari gorilmis-
tiir. Oyunun planlanmasinda zaman, yonerge, konu ve seviyeye uygunluk ile ilgili
planlamalardan bahsedilirken uygulama asamasinda ise siiftaki 6grenci sayisi,
kazanima uygunluk, materyaller gibi durumlar vurgulanmuistir. Her oyun her konu
ile iligkili olamayabileceginden hareketle oyun-kazanim eglemesinin ve bu siirecin
saglikli sekilde planlanmasimin olduk¢a 6nemli oldugu diigiiniilmektedir. Nite-
kim iyi bir planlama sonraki stiregleri de etkileyecektir. Hacisalihoglu-Karadeniz
(2017), uyarlanan geleneksel oyunlarin matematikteki ilgili konuyu 6gretmeye uy-
gun olmasina dikkat gekmektedir. lyi tasarlanmig oyunlarin 6grenme, basari, mo-
tivasyon ve ilgi gibi pek ¢ok degiskene olumlu yonde katki sagladigini ortaya koyan
caligmalar bulunmaktadir (Gokbulut & Yiicel-Yumusak, 2014; Kebritchi & Hiru-
mi, 2008; Yondemli & Tas, 2018). Geleneksel oyunlarin uygulanmasinda 6gretmen
adaylar1 en ¢ok kalabalik siniflarda oyun oynamanin giigligiine deginmislerdir.
Bununla birlikte, tiim 6grencilerin oyuna déhil olabilecegini g6z oniine alarak bu
kalabalig1 firsat olarak goren Ogretmen adaylarina rastlanmistir. Benzer sekilde,
siniftaki 6grenci sayisinin fazla olmasinda kaynakli olarak sinif yonetiminde ve si-
nif mevcuduna bagl olarak uygun oyun alaninin bulunamamasinda yasanan zor-
luklarin oldugu ortaya koyulmaktadir (Hacisalihoglu-Karadeniz, 2017; Turan vd.,
2020). Bunun yaninda, 6grencilerin oyun oynarken rekabeti 6ne ¢ikarip birbirle-
rine fiziksel olarak zarar verebilecekleri, materyal kullanimindan kaynaklanabile-
cek kazalar ve oyunun 6gretimsel amacinin geri planda kalabilecegi goriislerine de
rastlanmigtir. Yapilan ¢aligmalarda yaralanma riski ve oyun alanlarinin yetersizligi
(Celayir, 2015; Turan vd., 2020) ile kazanimla hedeflenen 6grenmelerin gergekle-
semeyebilecegi (Baran-Kaya vd., 2022) yoniinde goriis bildirildigi goriilmektedir.

Geleneksel ¢ocuk oyunlarinin kiiltiirle dogrudan iliskisi olmasina ragmen en
az goriis kiiltiir temasi altinda bildirilmistir. Ogretmen adaylari, geleneksel ¢ocuk
oyunlarinin kiltirle iliskisinde bu oyunlarin en ¢ok kiiltiirii tanima, tanitma ve
gelecek nesillere aktarma noktasinda 6nemli oldugunu belirtmislerdir. Yapilan ca-
ligmalarla da geleneksel cocuk oyunlarinin kiiltiirel degerlerin tanitilmasi, korun-
masi ve yeniden canlandirilmasi noktalarinda olduk¢a 6nemli olduguna vurgu ya-
pilmaktadir (Akin, Kiztanr: & Edip, 2021; Celik & Sahin, 2013; Esen, 2008; Toksoy,
2010; Turan vd., 2020). Geleneksel gocuk oyunlarinin eski ve yeni nesiller arasinda
kopri gorevi gorecegine dikkat geken 6gretmen adaylari da vardir. Oguz-Hagat ve
Topal (2021) da oyunlarin képrii gorevinin altini gizerken gelecek kugsaklara akta-
rimin 6nemi de vurgulanmaktadir (Baran-Kaya vd., 2022; Esen, 2008; Turan vd.,
2020). Kiiltiirel aktarim noktasinda bu kadar 6nemli olan geleneksel cocuk oyun-
lariin matematik 6gretiminde kullanilmasi, kiiltiir ve matematik etkilesiminin de
yolunu agaca@1 s6ylenebilir. Boylece 6grencilerin matematigi giinliik yagama ve za-
manlar arasi yolcuga tagryarak “Matematigi nerede kullanacagiz?” sorusuna cevap
bulmalarina da yardimei olacaktir.
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Mevcut ¢alismadan elde edilen sonuglar 15181nda, geleneksel ¢ocuk oyunlari-
nin matematik 6gretiminde kullanilmasi onerilmektedir. Uygulamalarin boylam-
sal calismalarla yiirtitiilmesi, siireclerin izlenmesi ve farkli kademelerde yasanan
gelismelerin yakindan takip edilmesiyle geleneksel cocuk oyunlarinin matematik
ogretimindeki etkilerinin daha detaylica incelenmesi miimkiin olabilir.
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PRE-SERVICE MIDDLE SCHOOL MATHEMATICS TEACHERS'
OPINIONS ON THE USE OF TRADITIONAL CHILDREN'S GAMES IN
MATHEMATICS TEACHING

ABSTRACT

In this study, it is aimed to examine the primary school pre-service mathemati-
cs teachers’ opinions about the use of traditional children's games in mathematics
teaching. It has been revealed that the game-based teaching has positive effects in
many ways. Different dimensions such as the usability, place and effects of tradi-
tional children's games, which serve as a bridge in establishing a connection with
culture and the past, in mathematics teaching were wondered and the views of
pre-service teachers on these games were investigated. The current study adopts a
case study method. The participants of the study consisted of 26 pre-service teac-
hers studying in the elementary mathematics teaching programme of a state uni-
versity. A semi-structured interview form consisting of open-ended questions was
used to get the opinions of the pre-service teachers. The opinions of the pre-ser-
vice teachers were taken in writing. Content analysis was used in the analysis of
the data. First, the codes were extracted, then the themes were created. According
to the results of the analysis, it was seen that the pre-service teachers shared a
common opinion that traditional children's games could be used in mathematics
teaching. While the pre-service teachers mostly expressed positive opinions about
the use of traditional children's games in mathematics teaching, negative opinions
were also encountered. In general, the views of pre-service teachers were gathe-
red under 6 themes: learning-teaching, student, professional development, social
skills, game and culture. While the most opinions were gathered under the the-
me of learning-teaching, the least opinion was placed under the theme of culture.
According to the results obtained from the study, it is suggested that traditional
children's games can be used in different teaching levels in mathematics teaching.

Keywords: Traditional Children's Games, Mathematics Teaching, Pre-Service
Teachers, Opinions.
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GELENEKSEL COCUK OYUNLARININ MATEMATIK OGRETIMINDE
KULLANILMASI HAKKINDA iLKOGRETiIM MATEMATIK OGRETME-
Ni ADAYLARININ GORUSLERI

0z

Bu ¢aligmada geleneksel ¢ocuk oyunlarinin matematik 6gretiminde kullanilma-
st hakkinda ilkdgretim matematik 6gretmeni adaylarinin goriislerinin incelenmesi
amaglanmustir. Oyunlarla yapilan 6gretimin pek ¢ok yonden katkilarmin oldugu
yapilan ¢alismalarla ortaya koyulmustur. Kiiltiir ve gecmisle baglanti kurulmasinda
koprii gorevi goren geleneksel cocuk oyunlariin matematik 6gretiminde kullani-
labilirligi, yeri, etkileri gibi farkli boyutlar merak edilmis ve 6gretmen adaylarinin
bu oyunlara yonelik goriisleri arastirilmistir. Bu amag dogrultusunda, mevcut aras-
tirma durum ¢alismasi yontemine gore planlanmistir. Aragtirmanin katilimcilarini,
bir devlet {iniversitesinin ilkogretim matematik 6gretmenligi programinda 6gre-
nim goren 26 dgretmen aday1 olusturmustur. Ogretmen adaylarinin goriisleri al-
mak amaciyla agik u¢lu sorulardan olusan yar1 yapilandirilmis goriisme formu kul-
lanilmistir. Ogretmen adaylarinin goriisleri yazili olarak alinmistir. Formdan elde
edilen verilerin analizinde ierik analizi kullanilmistir. Oncelikle kodlar ¢ikarilmus,
daha sonra temalar olusturulmustur. Elde edilen analiz sonuglarina gére, 6gretmen
adaylarinin geleneksel ¢ocuk oyunlarinin matematik 6gretiminde kullanilabilece-
gine yonelik ortak goriis bildirdikleri goriilmiistiir. Ogretmen adaylari ¢ogunlukla
geleneksel cocuk oyunlarinin matematik 6gretiminde kullanilmasina iliskin olum-
lu yonde goriis bildirirken olumsuz goriislere de rastlanmistir. Genel olarak 6g-
retmen adaylarinin goriisleri 6grenme-6gretme, 6grenci, mesleki gelisim, sosyal
beceri, oyun ve kiiltiir olmak tizere 6 tema altinda toplanmustir. En ¢ok goriis 6gren-
me-6gretme temast altinda toplanirken en az goriis kiiltiir temast altina yerlestiril-
mistir. Calismadan elde edilen sonuglara gore geleneksel cocuk oyunlarinin mate-
matik 6gretiminde farkli 6gretim kademelerinde kullanilabilecegi 6nerilmektedir.

Anahtar Sozciikler: Geleneksel Cocuk Oyunlari, Matematik Ogretimi, Ogret-
men Adaylari, Gortsler.
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INTRODUCTION

Games have always been one of the most important tools for children to ex-
press themselves, externalize their emotions, and learn about life. While children
acquire knowledge, skills, and behaviors that they will use for themselves while
playing games (Girmen, 2012), they also explore the world and construct their
knowledge (Piaget, 2004). Children also develop cognitive, emotional, and psycho-
logical aspects whilst they learn to communicate, cooperate, problem solve, share,
and act in cooperation during game time (Biiyiiokutan-Toret & Ozdemir, 2021;
Esen, 2008; Kogyigit, Tugluk, & Kok, 2007; Ozden-Giirbiiz, 2016; Seving, 2009).
In general, it can be said that games are significant in preparing children for life.

Various kinds of games have been played periodically in different geogra-
phies. It is possible to say that culture greatly influences this difference. Cultur-
al characteristics such as social values, daily activities, and interests are reflected
in games (Baran-Kaya, Arslan, & Hacisalihoglu-Karadeniz, 2022). For centuries,
games served as cultural vehicles to pass down traditions, customs, beliefs, cloth-
ing, music, culture, and values in societies to generations (Ozhan, 1997; Turan,
Gozler, Turan, Incetiirkmen, & Meydani, 2020) and children ensure that this cul-
tural heritage is passed on to the next generation (Ozden-Giirbiiz, 2016; Ozyiirek,
Sahin, & Giindiiz, 2018). While it is indicated that games can be grouped as “mu-
sical-rhythmic, physical, sportive, computer and traditional children’s games”
according to divergent criteria (Tural, 2005, 82), it is noteworthy that traditional
children’s games (TCGs) come to the fore in the transfer of cultural heritage. In
addition, the research found that these games directly affect the development of
children (Kiigiikibis, Ozkurt, Sirkeci, & Oztiirk, 2022). With the great change and
development effect of technology worldwide, virtual games have become prom-
inent, and children’s sense of play has been transformed. Therefore, these games
that include traditions, customs, culture, and values have been forgotten (Hacisali-
hoglu-Karadeniz, 2017; Ozden-Giirbiiz, 2016). This situation has drawn attention,
and as a result, TCGs were included in the intangible cultural heritage that was to
be preserved by UNESCO in 2003 (Toksoy, 2010). Therefore, it is considered to be
essential to keep TCGs alive, as they have a significant place in transferring culture
and values to future generations. It is contemplated that they should be brought to
light, introduced and directed to be played again.

To ensure the continuity of the TCGs, which are recognized as a cultural her-
itage, studies mention that TCGs should be placed in educational environments
(Hacisalihoglu-Karadeniz, 2017; MoNE, 2010; Oguz & Ersoy, 2005). Toksoy (2010,
219) highlights that “Traditional children’s games have educational and cultur-
al values,” which should always be considered. In instruction with these games,
children acquire social values, traditions, and customs (Ozdemir, 2006) and learn
more permanently and naturally in life due to their active participation (Mayer,
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2013; Nabie, 2015; Noemi & Maximo, 2014; Ozden-Giirbiiz, 2016). It is considered
that the learning process in this natural environment offered by TCGs will affect
children’s individual and social development and worldview. The literature pres-
ents that the TCGs have enhanced children’s social skills and cultural awareness
(Eke, 2021; Ruth, 2014; Taheri & Chahian, 2015; Temiz, 2015). It is clear from the
literature that TCGs, which positively affect skills and awareness, need to be inte-
grated into instruction as a learning tool.

Mathematics involves abstract symbols and cannot always be easily associated
with real life. For this reason, games are needed in mathematics learning. The rela-
tionship between mathematics and games is “a developmental opportunity based
on real-life experiences where the foundations of mathematical thinking are laid”
(Songur, 2006, 38). Mathematics is everywhere in a child’s life, and she/he dis-
covers it by playing games. The studies state that children should be directed to
play games to teach mathematics effectively (Devlin, 2011), to ensure enhancing
positive attitude towards mathematics (Nesin, 2008), and to make mathematics
teaching fun (Hacisalihoglu-Karadeniz, 2018). Although there is a general percep-
tion that games are often played for fun, it can be said that various features of
games, such as rules, materials, and how to play, are similar to algorithms, order,
and problem-solving in mathematics. At this point, the games children play and
enjoy can provide a favorable environment for mathematics, which can be per-
ceived as abstract and terrifying. Leibniz wrote to De Mountmort in 1715: “Hu-
mans have never been so clever as in the invention of games. The soul finds itself in
leisure time in games. Making a comprehensive course in which games are treated
mathematically” (as cited in Ugurel, 2003, 50) would be desirable. In light of all
this information, one can assume that mathematics and games are related to each
other; the practicality of the game facilitates the abstract part of mathematics, and
mathematics exists naturally in life. Overall, the existing literature points out the
necessity of integrating games into mathematics teaching.

TCGs are reflected in mathematics in two ways: Using these games in mathe-
matics teaching and considering culture as a variable while using TCGs in math-
ematics teaching (Ugurel, 2003). Considering that culture and mathematics are
influenced by each other, there is a need to include TCGs in mathematics teach-
ing. Besides, these games can support recognizing that mathematics is everywhere,
raising social awareness, strengthening the ties between the past and the future,
and promoting cultural heritage. When these games are combined with the peda-
gogical considerations of current educational methods, they will also contribute to
cultural studies (Ruthven, Laborde, Leach, & Tiberghien, 2009). Thus, it is believed
that TCGs will contribute to cultural and educational aspects. From this point
of view, it is necessary to raise awareness among teachers about the use of these
games in mathematics teaching (Onal, 2002). Identifying how to use these games
in mathematics teaching will shed light on literature and teachers.
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The existing literature indicates that students are prejudiced against mathe-
matics (Aydin, Delice, Dilmag, & Ertekin, 2009; Yenilmez & Dereli, 2009), and
they have negative attitudes towards mathematics (Giizel, 2004; Ozgiin-Koca &
Sen, 2006; Reiss, 2004; Yenilmez & Dereli, 2009). As a recommendation to this
point, Ko¢ (1996) highlights that the lessons should be supported with various
activities for students to enjoy mathematics, learn, and use problem-solving.
Also, the studies emphasize that the learning environment is to be made more
attractive with games to develop positive attitudes toward mathematics (Akkan,
2005; Nesin, 2008). On the other hand, the literature reveals that TCGs develop
students’ interest and participation in mathematics (Songur, 2006; Hacisalihog-
lu-Karadeniz, 2017), support permanent and meaningful learning (Diindar, 2022;
Hacisalihoglu-Karadeniz, 2017) and contribute to the learning of mathematical
skills (Ongéren & Giindogdu, 2021). Moreover, these games enhanced pre-service
mathematics teachers’ (PMTs) self-confidence in their ability to teach mathematics
(Hacisalihoglu-Karadeniz, 2017) and have a positive effect on teacher-student rela-
tionships (Turan et al., 2020). However, there is a dearth of studies examining the
integration of TCGs into mathematics teaching. Thus, it is deemed valuable to put
forward PMTS opinions on who can use TCGs in lessons. This study aims to inves-
tigate the opinions of PMTs about the use of TCGs in mathematics teaching. The
research problem is defined as “What are the PMTs’ opinions regarding the use of
TCGs in mathematics teaching?” The following section details the methodological
considerations taken to answer this research question.

METHOD
Design

The current study adopts a case study method. It is a method used when one or
more events, groups, environments, or systems are examined in detail and in depth
(McMillan, 2000). In this study, a holistic single case descriptive study approach is
used in order to allow an examination of a single unit of analysis (such as a school,
an institution etc.) (Yildirim & S$imsek, 2018). This method is particularly useful in
studying and examining the middle school PMTs opinions about the use of TCGs
in mathematics teaching.

Participants

This study used a convenience sample of 26 PMTs studying in a state univer-
sity’s middle school mathematics teaching program. A major advantage of conve-
nience sampling is that it is a close and easy-to-reach group. This study uses three
criteria to recruit participants, which are listed here. First, the students should
be taking the elective “Culture and Mathematics” course. Briefly, the aim of this
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course is to reveal the relationship between culture and mathematics and to use
cultural elements in mathematics teaching. The syllabus includes the relationship
between mathematics and culture, mathematical thoughts in Turkish culture and
different cultures, associating cultural elements with mathematics, and designing
and implementing mathematics activities with cultural elements. The second crite-
rion is regular attendance to the course, and the third is active participation in the
games during the preparation and implementation stages. Participants across mid-
dle school mathematics teaching program have been recruited from 3 grade levels,
covering sophomore, junior, and senior. Of the cohort of 26 PMTs who voluntarily
participated in the study, the years of study are distributed as nine sophomores and
seniors each and eight juniors. To ensure participant confidentiality, the partici-
pants have been allocated pseudonyms such as T1, T2, and T3.

Data Collection Tool

Data were collected through a written semi-structured interview form devel-
oped by the researcher. The second step in this process is to gather expert opinions
on the form from three experts who are professionals in mathematics education.
The interview form was revised based on the suggestions from the field experts.
The semi-structured written interview includes questions such as “How did teach-
ing mathematics with TCGs affect your opinion on mathematics teaching?” “What
are the effects of mathematics teaching with TCGs on students?” (Appendix 1). The
researcher and PMTs played TCGs for seven weeks in the Culture and Mathemat-
ics course. At the end of this period, PMTs were required to write their opinions.

Data Collection

In this subsection, the data collection process was described. Firstly, TCGs
which used in the Culture and Mathematics course with the learning outcomes in
the middle school mathematics curriculum were associated. The process of associ-
ating with games and outcomes had several criteria:

o TCGs are suitable for grade levels,

o TCGs are appropriate to the learning outcomes,

o PMTs could understand and play TCGs,

o TCGs rules are clear and understandable,

» condition of the learning environment is suitable for playing TCGs,
o TCGs require useful materials (time, money;, etc.),

o the whole class can participate,

o TCGs do not include elimination rules,

o teaching is to be prioritized in the TCGs.
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Firstly, each game was associated with one or more learning outcomes. Then,
the game rules were explained to the PMTs in detail, and they played TCGs in
groups. During the games, the researcher reminded PMTs to follow the rules. Af-
ter the game was over, she informed them about the relevant outcomes and tricks
of the game. Afterward, she received feedback and carried out a whole class dis-
cussion regarding how to design for different grades and outcomes. The imple-
mentation process included both indoor and outdoor games for two weeks. After
the implementation, heterogeneous groups were formed, and each group was re-
sponsible for a game adaptation associated with an outcome in the middle school
mathematics curriculum. When the preparation of each group was completed, she
conducted one-to-one interviews to evaluate the games according to the criteria.
After the evaluation, these games were played with the participation of the whole
class. Each group conducted self-evaluation and peer evaluation after the games
on the improvements and differences related to the games. The three criteria men-
tioned above were especially emphasized, and no other intervention was made.
At the end of the semester, the interview form was applied to the PMTs in written
form. After the data collection, some of the PMTs were asked to clarify any unclear
parts in their answers.

This study used six TCGs. Relevant grade levels and learning outcomes in the
middle school mathematics curriculum are shown in Table 1.

Table 1. The relationship between TCGs and grade levels and learning outcomes

Game Grade Learning Area Outcome
Level
I sell Oil, Isell M.5.2.3.2. Calcul h . lenaths of
honey Geometry and 4.5. .3.2. Calcu ate.st e perimeter engtis 0!
. 5th Measurement triangles and quadrilaterals and creates different

(Tr: Yag Satarim, v shapes with a given perimeter length.

Bal Satarim)
M.7.2.1.1. Performs addition and subtraction
operations with algebraic expressions.

Himbil 7th Algebra

M.7.2.1.2. Multiplies an algebraic expression by
a natural number.

Geometry and M.5.2.4.3. Create different rectangles with a

Hacivat-Karagéz  5th -
Measurement given area.

Geometry and M.7.3.2.1. Explain the properties of sides and

Hopscotch 7th Measurement angles of regular polygons.

M.7.1.5.1. Finds the quantity corresponding to a
. Numbers and . e
Bingo 7th Operations given percentage of a multiplicity and the whole
P multiplicity given a given percentage.
Handkerchief Numbers and M.6.1.6.8. Solves problems that require four

6th i . . :
grab Operations operations with decimal numbers.

Information on the way the games in Table 1 are played is presented below:
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I Sell Oil, I Sell Honey: The game is played in an open area/school garden. All
students form a circle. One student is chosen as the midwife. With a handkerchief
in his/her hand, he/she turns around the circle clockwise/counterclockwise and
sings a song: “I sell Oil, I sell honey, my master is dead, I sell it. My master’s fur coat
is yellow, fifteen liras if I sell it. Lily, lily, turn around and take a good look” When
the song ends, he leaves the handkerchief in his hand behind a friend and starts to
run away. The person to whom the handkerchief was left picks up the handkerchief
and starts chasing the midwife. If the midwife sits in the place of the person who
got up without being caught, the person with the handkerchief becomes the new
midwife and continues the game by singing the song.

Himbul: This game is played indoors. First, groups of equal numbers of players
are formed. Then, each group is given small cards in proportion to the number of
people in the group. For example, a group of five people is given a total of twen-
ty-five papers, five papers for each person. Group members decide on a theme
(fruit, vegetable, number, city, etc.), and everyone writes what they have chosen on
their own paper. Each member of the group who chooses a fruit writes the fruit
he/she has chosen on all the papers. Thus, five different fruits are chosen for this
group, and each fruit is written five times. Each group folds their own papers, shuf-
fles them, and throws them in the middle. Everyone opens five folded papers with-
out showing them to the other group members. The aim is that the fruits written
on the papers in one person’s hand are the same. To achieve this, one person starts
a cycle by giving one of the papers to the person next to him/her. This continues in
turn. The person who completes the same fruit on all the papers puts his/her hand
in the middle and says, “Slouch.” Then, the others quickly try to put their hand on
top of this hand. The person who does the slouching gets the highest score in that
group, while those who put their hand on top of it in order are awarded points by
deducting 10 points each.

Hacivat-Karagoz: It is a shadow play that has an important place in Turkish
culture. It is a play that progresses with mutual conversations and is played on the
screen with two-dimensional depictions. The subjects told in these plays are taken
from daily life and folk tales. The leading roles in the play are Hacivat and Karagoz
characters (Demir & Ozdemir, 2013). These characters are introduced as follows
(Golpinarly, 1959):

“There are two main personalities in the Karagoz play: Hacivat Celebi and
Karagéz. Hacivat is a half-scholar, a half-intellectual. His words are “mustalah’, the
language of the intellectuals of his time. But all his words are hearsay. A man of the
times, Celebi knows how to heal according to the pulse; he never offends anyone.
He does not hesitate to criticize and condemn even Karagéz, with whom he has
a cordial relationship, to appear pleasant to others. As for Karagoz, he is a man
of the people; he is the people. Just as the people made “kaziyye” into “kazayag:”
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and coined the phrase “the goose’s foot is not like that,” just as the people made
the divan poets say strange, broken couplets, just as the people made the invented
language a subject of subconscious ridicule with the phrase “moon moon,” and
made superconscious ridicule with the phrase “Bab-1 Ali gate,” Karagéz is con-
stantly mocking Hacivat Celebi>s blunt words” The quarrel of these characters is
watched on the screen.

Hopscotch: This is a game that can be played in various ways with different
drawings on the ground. It is usually played outside. A hopscotch of eight squares
is drawn on the ground. The aim is to throw the stone into the inner area of the
squares with numbers respectively. The square where the stone is thrown is skipped.
The squares with the numbers 1,2, 3 and 6 are advanced by hopping with one foot;
the squares with the numbers 4-5 and 7-8 are advanced by stepping on them with
two feet, and that stage is completed by picking up the stone on the way back. This
way, the hopscotch is completed by going from 1 to 8 in order. The player waits for
a hand if a piece lands on or outside the lines. It is forbidden to step on or outside
the squares. If a player steps into these forbidden areas, he/she is fired, and the next
person continues the game. The player waits until his/her turn and continues from
the last number of tiles.

Bingo: In this game, a number is drawn one by one from a bingo bag containing
numbers from 1 to 100. Each player matches the numbers on the bingo cards with
the numbers drawn from the bag. The player who matches the number on his/her
card closes that number by putting a stamp or a piece of paper on it. If a row on
the card is completely covered, the player says, First zinc When the second row
is covered, the player says, ‘second zinc; when the third row is covered, the player
says ‘Bingo’ out loud and wins the game.

Handkerchief snatching: A referee and a handkerchief man are appointed in this
game. The remaining players are divided into two groups. The members of both
groups are placed one after the other, and these two groups are placed 2-5 meters
apart. The handkerchief player is placed in the middle of the two groups, and a cir-
cle is drawn around him/her. Opposing groups are not allowed to enter this circle.
On the instructions of the referee, the first person from each group starts running
towards the handkerchief holder. The person who grabs the handkerchief without
entering the circle returns to his/her group without being tagged by the opponent.
Then, it is the turn of the others in the group. This game was adapted to the 6th-
grade learning outcome “M.6.1.6.8. Solves problems that require four operations
with decimal expressions” the adapted version of the game is given below:
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Game: Handkerchief Grab b0
Adapted Title: Pop the Balloon 22
Class Level: Grade 6 2

Learning Area: Numbers and Operations

Outcome: Solves problems that require four ; : )
operations with decimal expressions. ‘

Tools and Materials: Balloon, string, toothpick,

price list, questions.

How to play with balloons with numbers written on them that are hung in a certain place in the
garden. String or tape can be used for hanging. The class is divided into four groups (the number
of groups can be reduced if the class size is small). Each group is placed at equal distances from
the balloons. Each group is given a price list of local products with specific titles. Each group
chooses one person as a runner for each question. Runners wait together at the edge. The
questions prepared beforehand are asked to the groups one by one. There are two balloons with
the correct answer to each question. In addition, misleading answers with the digits moved are
also hung on the balloons. For example, if the answer to the question is 20.07, some balloons also
have the answer 20.7 written on them. The groups start solving the questions at the same time.
The group that finds the result calls the runner to the group with the title of their price list and
tells the runner the result. The runner finds the correct answer on the balloons hanging on the
wires and pops them. The first group to pop the correct answer gets 10 points. The second group
to pop the correct answer gets 5 points. If the runner pops the wrong balloon, the group gets -10
points. The group with the most points at the end of the questions wins the game.

Data Analysis

To analyze the data, qualitative content analysis was used. Firstly, all interviews
were read over and over again and had examined them in detail. Then, the parts
that were not relevant to the context were eliminated and reduced themed. Codes
from the reduced data were created and grouped similar codes. The groups were
re-examined, made necessary changes and combined under the relevant themes.
Then, frequency analysis were performed by determining how often each code is
expressed and presented in tables. Sample excerpts are provided for each theme in
the following section.

Validity, Reliability and Ethics

To ensure coding reliability, the researcher and an expert in mathematics ed-
ucation coded the raw data obtained from the study separately. After they com-
pleted the coding process, they compared their codes. In this comparison, Miles
and Huberman’s (1994) reliability formula was used and calculated the agreement
percentage of the two researchers as 89.5%. They came together to discuss the dif-
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ferences in the coding and revised these codes. After they reached a consensus, the
themes and codes were finalized.

Ethics Committee Approval

(There is no requirement of Ethics Committee Approval for review articles)

In this study, all the rules specified under the “Directive for Scientific Research
and Publication Ethics of Higher Education Institutions” were adhered to.

The Title of The Ethics Committee: Amasya University Social Sciences Ethics
Committee

Approval Date: July 3, 2023
Ethics Document’s Number: E-30640013-108.01-140259

FINDINGS

The opinions of PMTs on the use of TCGs in mathematics teaching are presen-
ted as subheadings in line with the themes.

Theme 1: Learning-Teaching
The opinions of PMTs on the learning-teaching theme are presented in Table 2.

Table 2. PMTs’ opinions on the theme of learning-teaching

Learning-teaching f
Provides permanent learning. 34
Provides learning through experience. 24
Provides learning mathematics by having fun. 21
Facilitates easier learning of abstract concepts by concretizing. 17
They learn actively without getting bored. 13
They discover that mathematics is everywhere in life. 12
It enables them to associate mathematics with other disciplines. 5
May cause misconceptions. 4
It helps them focus better on the lesson. 3
It saves mathematics from monotonous expression. 1
Uses their previous knowledge. 1
Create new ones based on previous knowledge. 1
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The learning-teaching theme, which includes codes related to teaching and le-
arning TCGs in mathematics, revealed PMTS opinions reflecting different perspe-
ctives. PMTs reported that TCGs mostly provided permanent learning, learning
through experience and learning mathematics by having fun. For example, T1 sta-
ted, “They see that mathematics will be a more fascinating and enjoyable lesson with
games. Thus, they learn better by having fun, and their learning becomes permanent.”
Meanwhile, T14 said, “We can offer more effective and permanent learning as active
brains become more open to learning.” Emphasizing permanent learning, T4 said,

“I can definitely say that I have seen that the permanence of the information in
the subjects that need to be memorized has increased while learning with the game.
I have seen that these perceptions of difficulty can be changed, especially in subjects
that students think are difficult”

Also stated that it is possible to change the patterns related to the mathematics
course that are perceived as difficult. T5, who thought that students taking part in
learning by doing and experiencing while playing games provided permanent lear-
ning, expressed his thoughts as follows: “T believe that it increases the permanence
of knowledge because it provides learning by doing and experiencing” On the other
hand, PMTs stated that TCGs helped to teach abstract concepts in mathematics and
had an important role in concretizing these concepts. In this case, T3 revealed that
TCGs were very effective as he “sees that abstract subjects, concepts and outcomes in
mathematics can provide more concrete and more permanent learning with games.”

Some PMTs stated that mathematics was everywhere in life and the contribu-
tion of TCGs in revealing its relationship with other disciplines. For example, T13
stated that learners ‘can see mathematics in daily life through games. Thus, we can
show that mathematics is everywhere,” and T24 thought that “mathematics is ever-
ywhere in our lives, and I think that discovering and making them discover it can be
made easier with a little open vision and more meaningful learning can be achieved.”
With his statements, he also pointed out that meaningful learning could be realized
with the discovery of mathematics in life. Similarly, T26, who took mathematics
out of the limit of rules, expressed his views as follows: “The use of traditional games
in mathematics lessons shows the students that mathematics is not only about rules
and numbers but also about many areas of life.”

Some PMTs stated that TCGs might cause misconceptions in students. Among
the PMTs, T1 said she “thinks that the teachers’ not making any inferences from the
game afterward could cause misconceptions (after playing the game in our lessons,
if they did not make an explanation about the mathematical outcome, it would be
meaningless for me).” Furthermore, T23 said, “Concepts are important here. For
example, things like geometric shapes and geometric objects, edges and distinction
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can be confused immediately. If we do not pay attention to this, misconceptions may
occur in students.”

Theme 2: Perceived effects on the learners
The opinions of PMTs on the “perceived effects on the learners” theme are
grouped under three dimensions: Affective, cognitive and psychomotor and pre-

sented in Table 3.

Table 3. PMTS’ opinions on the theme of perceived effects on the learners

Perceived effects on the learners f
Information 23
Intelligence 19
Cognitive
Directing to research and inquiry 17
Games below the cognitive level 2
Self-confidence 35
Interest 32
Reducing prejudice 32
Socialization 28
Affective Communication 17
Language 12
Creativity 9
Reluctance 8
Lack of self-efficacy 6
Failure to meet expectation 2
Appeals to more than one sense organ. 22
Psychomotor  Provides focus. 10
They may not participate in a coordinated way. 4

The theme includes the cognitive dimension of knowledge, intelligence, and
research; the affective dimension of self-confidence, interest, socialization, crea-
tivity, and reluctance; and the psychomotor dimension of appealing to more than
one sense organ and coordination. In the cognitive dimension, the most preferred
codes are knowledge and intelligence. In addition to their knowledge being suffi-
cient for students to participate in games, PMTs stated that TCGs would contribute
to the level of mathematical knowledge. For example, T7 expressed his views as
“Integrating traditional games into mathematics education positively affects both the
knowledge and intelligence of the students and their physical and social development”
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Considering the three dimensions in general, it is noteworthy that PMTs exp-
ressed their opinions mostly in the affective dimension. The most emphasized co-
des are self-confidence, interest, and reducing prejudice in students. For example,
the statements of T19 and T5 were as follows: “As students play the games, they
see that they can do math. This both improves their self-confidence and interest in
mathematics” (T19). “Children already like to play games. When we associate these
with mathematics, the child becomes self-confident because they can do things related
to mathematics, and their prejudices against the lesson begin to decrease” (T15). In
addition, they stated that TCGs contributed positively to children’s socialization,
communication, and language development. Among the situations that could be
encountered negatively, reluctance came to the fore the most. T14 expressed the
situations in which students might not want to participate in games as follows: “The
fact that the game culture of the students is developing over the internet may have the
opposite effect on some students, and they may not want to participate in the games”
Some PMTs also stated that they did not want to participate in these games played
within the scope of the course at the first stage. Considering their own student sta-
tus, T13 expressed as follows: “I was a little hesitant at first; it did not make sense to
teach mathematics with games, but I had a lot of fun during the course.”

The PMTS opinions on the dimension of psychomotor skills mostly empha-
sized that TCGs appealed to more than one sense organ. This statement stated
that different senses, such as sight, hearing, and touch, should be put to work at
the same time while playing games. The following opinions could be given as an
example: “For example, in handkerchief snatching, he will both hear and solve the
question and run that distance in the shortest time. He has to do all of them at the
same time” (T2) and “Games appeal to more sensory organs” (T17).

Theme 3: Professional Development

The opinions of PMTs on the theme of professional development are presented
in Table 4 under two dimensions: Personal and professional.

Table 4. PMT5’ opinions on the theme of professional development

Professional development f
I learned by having fun. 33
I had fun. 24
Personal
It positively affected my perspective on mathematics. 15
I felt positive emotions as a teacher. 4
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I will use it in my profession. 26
I can teach math everywhere. 31
I saw how I could adapt the outcomes to the games. 18
Professional I saw what and how to use it in teaching. 12
I can create a suitable environment inside and outside the classroom. 11
I saw how I could associate mathematics with games. 6
It contributes positively to the student-teacher relationship. 1

There are four codes in the personal development theme, while there are seven
in the professional one. In the personal dimension, they reported mostly learning
by having fun, and they also had fun. For example, T13 said that she “has a lot of
fun during the course. I had very meaningful and beautiful learning” Similarly, T21
stated, “In practice, we adapted and applied various mathematics topics to traditi-
onal children’s games. Especially the practice was the part where I had the most fun
and learned the most throughout my university life” In their opinions, they revealed
that they had fun with TCGs and learned how to teach the relevant learning out-
comes with games. In addition, the PMTs revealed that their perspectives towards
mathematics were positively affected. For instance, it was possible to see their per-
sonal feelings as expressed by T17, “Seeing that the students learned by having fun
while applying it aroused positive feelings in me” as well as T12, who said, “Learning
mathematics by playing games increased my positive view towards mathematics.”

In the professional dimension, there are reported gains of PMTs regarding their
future professional lives. All of them stated that they would benefit from TCGs in
their professional life. For example, T9 clearly stated her chance in pedagogical
belief when saying,

“When I start teaching, I will use these games in my lesson because I think that
the traditional education approach should be abandoned. I think that I will break
my students’ prejudices for mathematics and play these games so they can learn by
having fun?

Emphasizing that a positive attitude and interest towards the lesson would inc-
rease, T7 expressed his views as he “will definitely use these games because thanks to
these games, students develop positive attitudes towards the lesson and their interest
and attention span in the lesson increases.” In this answer, T7 also mentioned his
experiences from practicum. In addition, T2, one of the PMTs who emphasized the
point of associating games with learning outcomes, said,

“I think it is absurd to teach a lesson in a monotonous way, to fill the board and
expect students to just understand. Even my attitude towards mathematics outcomes
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has changed with these games. I started to think that even the objectives that I was
afraid of were how I could teach this; we could learn them as a class in a fun way.”

He stated that his perspective on the objectives and how to teach them chan-
ged. Similarly, T1 expressed her views on how to teach the topics in mathematics
as follows:

“In some subjects, how will I teach this subject? In some subjects, there is infor-
mation that we do not give logic to, and I think about how students will learn these
subjects. At this point, I saw the importance of using games.”

Some also stated how to associate mathematics with games and that these ga-
mes would contribute positively to the student-teacher relationship.

Theme 4: Pedagogical Considerations for Integrating TCGs

The opinions of the PMTs on the theme of pedagogical considerations for in-
tegrating TCGs are presented in Table 5 by considering two dimensions: Planning
and implementation of the game.

Table 5. PMT5 opinions on the theme of pedagogical considerations for integra-
ting the TCGs

Pedagogical considerations for integrating TCGs f
Time should be well planned. 32
Planning Instructions should be given precisely. 18
It is important to adapt it to the subject content. 2
It should be adapted according to student level. 2
It may be difficult to play games in crowded classes. 29
It may serve non-achievement purposes. 16
All students can participate in crowded classes. 10
Practice Students may be physically harmed while playing the game. 11
It may not attract attention due to technology. 7
The materials to be used should be chosen carefully. 5
It may not appeal to the student. 3

In pedagogical considerations for integrating TCGs, the planning dimension is
related to time, instructions, subject and level appropriateness, while the practice
dimension is linked to the number of students in the class, appropriateness to the
learning outcome, technology and materials. Regarding the planning of the game,
they mostly emphasized that they should use time well. Stating that games could
not always be used, T3 maintained,
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“It is not always possible to use traditional children’s games. This is because it may
not be useful in terms of both time and environment. If we try to teach every lesson in
this way, our time may not be enough for other subjects.”

and T25 said, “When the timing of the game is not well adjusted, it may take
more time than necessary.” Their opinions drew attention to the importance of time
in the planning. T9, who played these games in the middle school she attended
within the scope of the teaching practice course, said that she ‘did not get positive
feedback in every class I used. For example, ensuring classroom dominance in crow-
ded classes was very difficult. Some students got ambitious and started attacking their
friends.” pointed out the difficulty of the application in crowded classes. Referring
to the importance of games adapted within a good plan while adapting games,
T6 said, “Mathematics has a rich content. If games are to be played, the lesson plan
should be prepared very well. The appropriateness of the games to the subject should
also be considered.” T7, who drew attention to the fact that the instructions were
given well, said, “Thanks to these practices, we also saw the limitations of some games
and made corrections. All rules should have been given clearly by these limits.”

In the practice dimension, the most emphasized code is the difficulty of admi-
nistering games in crowded classrooms. Many PMTs mentioned that classroom
management could be difficult when playing TCGs in these classes. For example,
T10 stated, “Tt is very difficult to implement in very crowded classes.” Similarly, T22
stated, “It may cause difficulties for the teacher in terms of classroom management.”
While T5 emphasized that the classroom environment might not be suitable for
crowded groups and said, “The classroom environment may not be suitable for the
game. If the class is crowded, it cannot be played in the classroom.” On the other
hand, some of them considered the crowd an advantage and stated that they could
play TCGs in crowded classes according to their nature. For example, T4 said,
“When teaching with crowded groups, we can involve all students in the game. Beca-
use when traditional games are examined, we generally see that games can be played
even with many people when played in the neighborhood.” In addition, the number
of PMTs who emphasized that students might go beyond the purpose of the games
while playing games was quite high. “Rather than learning the subject, students see
it more like a game and strive to win that game, competition, etc. only. This negatively
affects the process of teaching the subject, which is the main purpose of the traditional
game” (T23), and “If necessary precautions are not taken, the game can serve diffe-
rent purposes.” (T21).

In the practice dimension, PMTs who mentioned ineffective or harmful aspects
of games drew attention. They said that students’ interest in TCGs might decrease,
especially as a result of moving games to an online environment with technology.
T6, who thought that students might not be interested in TCGs, said,
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“Since it is not a new generation game, the student may not be able to keep up
with the game or may find the game absurd and unnecessary. This may reduce the
efficiency and gain we expect from the game.”

T18 stated, “In the 21st century, when technology is so advanced, it may not meet
the expectations of children,” and T12 argued, “In some cases, children may focus on
winning and miss the subject they are intended to learn there” The opinions of some
PMTs who drew attention to the need to be careful against accidents that might
arise from the materials used in the games are also encountered. One of them, T25,
expressed his views as follows: “In games where cutting tools such as scissors etc. are
used, there may be a possibility that students may be harmed.”

Theme 5: Social Skills
The opinions of PMTs on the theme of social skills are presented in Table 6.

Table 6. PMT5’ opinions on the theme of social skills

Social skills f
Directs to group work. 36
Increases peer communication. 27
Increases self-confidence. 22
Gives a positive attitude. 5
Self-efficacy anxiety may occur. 1
Individual employees may be negatively affected. 1

There are positive and negative effects of TCGs on social skills. The most em-
phasized code is that the games require students to work in groups. T16, one of
the PMTs in the group that adapted the Hacivat-Karagoz game to mathematics
teaching, said,

“It was fun to do it with group work. I wrote most of the speeches of Hacivat-Ka-
ragoz, and I enjoyed writing in their language. The Hacivat-Karagoz play is an im-
portant part of our culture, and teaching this show to the next generations made me
feel as if  was taking a flag from one teammate and giving it to another.”

and T11 claimed,

” At first, I was full of worries. We needed to produce a game that would blend
culture and mathematics and prepare a good directive for this game. The group came
up with ideas, and as we thought about them, different and beautiful ideas emerged.
We enjoyed it a process, and we were very happy to play it in the classroom. It was
also very nice to be in the same group with friends from different grade levels.”
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In addition, many PMTs mentioned that the communication between the stu-
dents in the group during the adaptation of the game and in the classroom during
the practice would increase. The following expressions were examples: ‘T had the
opportunity to use a few of them in my internship this year, and I saw that they pro-
vided peer communication among students. Even students who do not speak start
communicating with their friends” (T17). “Children can learn in a fun environment
with their peers. They can cooperate due to the game. Thus, their communication
among themselves is also strengthened” (T22).

Some PMTs stated that learners’ self-confidence would increase, and they
would develop positive attitudes toward mathematics. The attitude here was not
toward the lesson but rather toward their friends and the games. For example, T5
said, “It contributes to the emotional and social development of students and enhan-
ces their language and communication skills.” and T19 said,

“Students enjoy playing games. They develop positive attitudes both among them-
selves and towards their teachers. This positively affects the environment in the class-
room. Also, their self-confidence increases as they can play the game. This also affects
their perspectives on the lesson”

Some also stated that students would prefer not to participate in the game in-
dividually or that they would not participate due to a feeling of inadequacy. This
situation was revealed as “It may cause self-efficacy anxiety in students who are in-
adequate in games” (T11) and “Students who do not like to play with their friends
may not participate in gams.” (T23).

Theme 6: Cultural Affordances of TCGs

The opinions of PMTs on the theme of cultural affordances of TCGs are pre-
sented in Table 7.

Table 7. PMTS’ opinions on the theme of cultural affordances of TCGs

Cultural affordances of TCGs f
Recognizing and promoting culture 34
Exploring mathematics in cultural games 21
Increased interest in TCGs 6
Building bridges with previous generations 4

In the cultural affordances of TCGs theme, PMTs stated that in the relationship
between TCGs and culture, these games were most important at the point of rec-
ognizing and introducing culture. For example, T26 said, “By learning the culture
of the student’s country, it forms a root in the formation of their own culture] and
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T8 “It contributed to learning our traditional games” They drew attention to the
importance of introducing TCGs. Under this theme, the number of PMTs who
expressed opinions about discovering mathematics in TCGs was quite high. The
relationship between culture and mathematics were revealed in the statements of
T24: “I realized that there is mathematics in the games played by children in daily
life” and T16, “The use of traditional games in mathematics lessons shows the stu-
dents that mathematics is not only about rules and numbers but also in many parts
of life, even in children’s games” Some of them also stated that with this discovery,
students’ interest in TCGs would increase. This was clearly seen in the opinion of
T15, who stated that he “saw that cultural games can help teachers to make students
enjoy mathematics. At the same time, it was also noticed that students’ interest in
cultural games increased.” Some PMTs also pointed out that TCGs would serve as a
bridge between the old and new generations. For example, T18 stated that “Tradi-
tional children’s games also create a bridge with the old generations while being used
in the course. In other words, the student can talk to his/her mother or grandfather
about the game.”

RESULT AND DISCUSSION

In the present study, the opinions of middle school PMTs about the use of TCGs
in mathematics teaching were examined. The findings have shown that TCGs can
be used in mathematics teaching. Using thematic analysis, the opinions have been
categorized under six themes: learning-teaching, perceived effects on the learners,
professional development, pedagogical considerations for integrating TCGs, social
skills, and cultural affordances of TCGs. Most of the opinions are under the lear-
ning-teaching theme. Similarly, Baran-Kaya et al. (2022) reported the most opini-
ons under the title of learning and teaching. One study states that perceiving games
as a learning-teaching method and a tool providing individuals with the experien-
ce of examining and playing these games could yield positive results (Ugurel &
Morali, 2008). While these games revealed the existing potential of students, they
also provided an efficient learning environment (Sari, Sayuti, & Pardjono, 2018).
In this study, it has been suggested that the achievement and attitudes of students
learning mathematics in such an environment could also be positively affected. Se-
veral studies show that PMTs” mathematics achievement (Aksoy & Kaleli Yilmaz,
2011; Basiin & Dogan, 2020; Erkin-Kavasoglu, 2010; Gokbulut & Yiicel-Yumusak,
2014; Gin, Isik, & Sahin, 2021; Savas & Giiliim, 2014) and attitudes (Agar, Ercan,
& Altun, 2019; Ozder, 2008) improved positively in interactive lessons with ga-
mes. Hacisalihoglu-Karadeniz (2017) also recommended that games that would
improve all mathematics learning outcomes should be included in teaching from
pre-school to high school level. Since playing games was independent of age and
grade level (Ugurel & Morali, 2008), it can be said that games could have an impor-
tant role in mathematics teaching at different grade levels.
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The overarching theme of learning-teaching has occasionally included PMTs’
emphasis on the dimensions of permanent learning, learning through experience
and learning mathematics with joy. PMTs, who were active members of the lear-
ning process by playing games, had the opportunity to learn through hands-on
experience. When they participated in games, they needed both to follow the rules
of the game and act according to them, so they were unwittingly placed at the cen-
ter of learning. In this case, in addition to learning mathematical knowledge, it is
discussed that putting this knowledge into practice would contribute to retention
while reinforcing learning. Studies show that teaching with games enables students
to learn by doing and experiencing and makes their knowledge permanent (Altu-
nay, 2004; Basiin & Dogan, 2020; Demir, 2012; Gokbulut & Yiicel-Yumusak, 2014;
Kebritchi & Hirumi, 2008; Rieber, Smith, & Noah, 1998; Savas & Giilim, 2014;
Yiicel-Yumusak, 2014). Since a learning environment in which the student remains
passive and is not fun would reduce retention (Basiin & Dogan, 2020), the most
ideal way to ensure effective and meaningful learning of students seems to be to
engage in TCGs (Akpinar, 1999). The findings conclude that associating mathema-
tics with daily life is also important for permanent and meaningful learning. The
PMTs state that this association would enable students to realize that mathematics
is everywhere in their lives and to concretize abstract mathematical concepts. Stu-
dents at the primary and middle school levels need the concretization of concepts
as they were in the concrete operational period or in the transition phase to the
abstract operational period. In this sense, it could be mentioned that traditional
games would enable learners to concretize mathematical concepts and discover
mathematics in games. Other studies showed that games were a type of activity that
concretizes concepts and that teaching with games contributed to learners’ bet-
ter understanding of mathematics (Hacisalihoglu-Karadeniz, 2017; Soylu, 2001).

Learners’ difficulties in acquiring mathematics-related skills may sometimes
stem from their fear and prejudices against mathematics (Sengiil & Ekinézii,
2004). At this point, most participants in this study emphasize the need for the
‘fun’ element in teaching mathematics, which also covers TCGs. Therefore, it is
safe to argue that processes such as using mathematical concepts in the songs in
the games and passing the stages that need to be passed to win the game by doing
mathematics would contribute to children’s learning mathematics by having fun.
Hacisalihoglu-Karadeniz (2017) mentions that adapting the expressions in the rh-
ymes used in the games according to mathematical terms could attract students’
attention and enable them to learn mathematics with fun. While children had fun
during the game process, they were also exposed to mathematics content implicitly
or explicitly. It is known from the literature that students developed the perception
that games were not only a means of entertainment; there should be an educatio-
nal element as well (Ugurel & Morali, 2008). However, some PMTs also suggested
negative views regarding causing misconceptions about TCGs, which Baran-Kaya
et al. (2022) also found.
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The analysis has also shown that the effects of TCGs on learners are discussed
in three dimensions: cognitive, affective, and psychomotor skills. PMTs mention
knowledge, intelligence, research in the cognitive dimension, self-confidence, inte-
rest, socialization, creativity, reluctance in the affective dimension, and addressing
more than one sense organ and coordination in psychomotor skills. Studies reveal
that these games contribute positively to students’ cognitive, affective and psycho-
motor development (Esen, 2008; Iwandana, Sugiyanto & Hidayatullah, 2018; Ka-
vas, 2016; Maden, 2010; Ozden-Giirbiiz, 2016). Among these three dimensions,
the PMTs address the effects of games on learners mostly in the affective dimensi-
on. The dimensions of self-confidence, interest and reducing prejudice in students
seem to be determined as the points that PMTs emphasize the most. It is possible to
assume that students” positive emotions, such as being interested in mathematics
and having high self-confidence while doing mathematics, would also affect lear-
ning mathematics and academic success. This is also supported by Aksoy (2010),
who argues that teaching with games improves students’ attitudes toward mathe-
matics and increases mathematics achievement. In mathematics teaching with
TCGs, she concludes that students’ interest in mathematics increased, and meanin-
gful learning occurred in his study (Hacisalihoglu-Karadeniz, 2017). When stu-
dents’ affective characteristics such as attitude towards mathematics, interest, and
motivation are positively affected, it could be mentioned that they also reported
making progress in cognitive dimensions such as academic achievement. Games,
which have an important role in eliminating negative attitudes towards mathe-
matics (Ugurel & Morali, 2008), could also contribute to students’ self-confidence
in learning mathematics and learning mathematics in a fun way (MoNE, 2013).
However, PMTs have also mentioned negative views regarding students’ reluctance
to play TCGs. This reluctance could be due to situations such as the proliferation
of games online with the development of technology and the prominence of games
with too many stimuli. They state that with technological developments, children’s
use of technological devices — as opposed to traditional game and play habits - inc-
reased in many environments (Horzum, Ayas, & Cakir-Balta, 2008; Kaya, 2013).
Thus, it is a foreseeable consequence that children are reluctant to TCGs becau-
se they require physical participation and are played more simply. In the current
study, it has been also observed that there are prospective teachers who did not
want to participate in the games at first, but over time, they adapted to the pro-
cess, and their interest and motivation increased. PMTs mention that students who
are constantly exposed to theoretical information in technological environments
would contribute to the development of psychomotor skills by engaging multiple
sensory organs at the same time in the TCGs. It has been found that these games
had positive effects on children’s kinesthetic coordination as well as their physical
development (Esen, 2008). The literature also demonstrates that children’s attenti-
on increased while playing games, their psychomotor skills improved (Baran-Kaya
et al.,, 2022; Cirhinlioglu, 2001; Giir & Kobak-Demir, 2016), and there were positi-
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ve developments in hand-eye coordination (Baran-Kaya et al., 2022). Additionally,
Budak (2016) discusses that children’s rhythm skills developed due to the coor-
dination used in TCGs. Considering the place of the game in the development of
children’s abilities, it is assumed that the use of TCGs in teaching could contribute
to the development of students, considering that it has been stated to have positi-
ve effects in many dimensions such as cognitive, affective, social and kinesthetic.

Another theme that PMTs have expressed regarding TCGs is professional de-
velopment. Under this theme, the analysis has shown that PMTs mention indivi-
dual effects, such as having fun while playing games, learning by having fun, and
improving their own perspectives on mathematics, and professional effects, such
as using in the teaching profession, adapting the outcomes, integrating TCGs into
mathematics education, and student-teacher interaction. Hacisalihoglu-Karadeniz
(2017) states that TCGs increased PMTS self-confidence and beliefs towards tea-
ching mathematics. Thus, it was argued that it would be easier for teachers to take
steps towards associating games with mathematics outcomes and implementing
them in lessons. Considering that many mathematics objectives could be gamified
from primary to high school level (Kéroglu & Yesildere, 2002), it would be possible
for PMTs to include these practices when they started their profession. The findin-
gs have also shown that some PMTs emphasized the student-teacher relationship.
This situation could be related to transforming the classroom environment into a
dynamic environment where the student can easily take action without reducing
the classroom environment with theoretical knowledge. Teachers who are in com-
munication and interact with students’ report being positively affected by tradi-
tional games (Turan et al., 2020). These teachers also stated that by following the
game’s rules, students progressed towards becoming more sensitive and socially
skilled individuals. In the current study, in line with the opinions of PMTs, it was
found that games had positive as well as negative effects on social skills.

PMTs who emphasize the aspect that students would be directed to group work
the most also mention that students would increase their communication with
each other and develop positive attitudes. Also, they point out that they could feel
inadequate or could not prefer to participate in the game individually. In addition,
it is noted that senior-year PMTs playing these games with their students in prac-
ticum and seeing the effects of these games are also reflected in their views on the
effect of TCGs on social skills. Since PMTs played TCGs in groups, it could be said
that they can directly affect their social skills. Various studies reveal that TCGs
improve several interpersonal skills such as in-group communication, discussion,
self-expression, listening to friends, and adapting to the group (Baran-Kaya et al.,
2022; Chen & Raley, 2013; Durualp & Aral, 2010; Esen, 2008; Turan et al., 2020).
In addition, they conclude that games contribute to developing students’ different
skills, such as creative thinking, association, and self-criticism (Iwandana et al.,
2018; Ozden-Giirbiiz, 2016).
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Based on the findings, one can infer that the development of social skills would
have a positive effect on students’ learning and understanding of mathematics.
Here, it is argued that peer teaching would also be possible for students who have
gained group consciousness. Altunay (2004) states that students need to learn mat-
hematics in order to fulfil the tasks within the group, strive to be in the group and
take an active role in the group games used in mathematics teaching. The PMTs
in this study also said that this need would pave the way for deep learning and
achievement.

While using TCGs in mathematics teaching, some games-related points have
come to the fore. The analysis has shown that PMTs address the theme of pedagogi-
cal considerations for integrating TCGs in two dimensions: Planning and practice.
They mention time, instructions, subject, and level appropriateness in the planning
of the game, while they express the number of students in the class, appropriate-
ness to the outcome, and materials in the practice one. Since not every game could
be related to every subject, it should be noted that game-gain matching and effecti-
ve planning are essential in this process. As a matter of fact, good planning would
also affect the subsequent processes of the subject. Hacisalihoglu-Karadeniz (2017)
draws attention to the fact that the adapted TCGs should be suitable for teaching
the relevant subject in mathematics. A handful of studies show that well-designed
games could contribute positively to many variables such as learning, achievement,
motivation, and interest (Gokbulut & Yiicel-Yumusak, 2014; Kebritchi & Hirumi,
2008; Yondemli & Tas, 2018). Regarding practice, PMTs in this study mostly men-
tion the difficulty of playing games in crowded classes. However, some of them see
this crowd as an opportunity, considering that all students could be involved in the
game. This is also reflected in the literature that there were difficulties in classroom
management due to the large number of students in the class and the inability to
find a suitable playground depending on the class size (Hacisalihoglu-Karadeniz,
2017; Turan et al., 2020). In addition, it is pointed out in the analysis that students
could physically harm each other by emphasizing competition, accidents that may
arise from the use of materials, and the instructional purpose of the game may
remain in the background; in line with this, studies also draw attention to the risk
of injury and inadequacy of playgrounds (Celayir, 2015; Turan et al., 2020) and
therefore learning outcomes could not be realized (Baran-Kaya et al., 2022).

Although TCGs have a direct relationship with culture, the least number of
opinions have been reported under the theme of cultural affordances of TCGs. In
the relationship between TCGs and culture, PMTs state that these games are the
most important in recognizing, introducing, and transferring culture to future ge-
nerations. Several studies emphasize that TCGs are very important for the promo-
tion, protection and revitalization of cultural values (Akin, Kiztanr1 & Edip, 2021;
Celik & Sahin, 2013; Esen, 2008; Toksoy, 2010; Turan et al., 2020). Additionally,
PMTs specify that TCGs would serve as a bridge between old and new generations,
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which is also emphasized by Oguz-Hagat and Topal (2021) with regards to the
importance of transferring to future generations while underlining the bridge task
of games (Baran-Kaya et al., 2022; Esen, 2008; Turan et al., 2020). Here, it is argued
that the use of TCGs in mathematics teaching, which play a significant role in cul-
tural transmission, will pave the way for the interaction of culture and mathemati-
cs. Thus, it will also help students find answers to the century-old question “Where
will we use mathematics in real life?” by attaching real-life use to mathematics.

In light of the current study results, using TCGs in mathematics education is
recommended for several purposes. It may be possible to examine the effects of
TCGs in mathematics teaching in more detail by conducting longitudinal studies,
monitoring the learners in situ, and closely tracking the cultural, social, cognitive,
and affective development at different grade levels.
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APPENDIX 1: Semi-Structured Interview Form

1. Do you think traditional children’s games can be used in mathematics teac-
hing? Justify your answer.

2. What are the advantages of using traditional children’s games in mathema-
tics teaching?

3. What are the disadvantages of using traditional children’s games in mathe-
matics teaching?

4. What are the effects of mathematics lessons taught with traditional child-
ren’s games on students?

5. You used traditional children’s games while teaching mathematics in the
Culture and Mathematics course. What are your experiences in this process?

6. Would you consider using these games in your own lessons when you beco-
me a teacher? Explain.

7. How do teaching mathematics with traditional children’s games affect your
perspective on mathematics?

e
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