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The aim of this research is to compare favourite childhood plays of adults aged 60
plus and favourite plays of children between 6 to 10 years old. The research is
structured in basic qualitative research methods. Participants of the research, living
in Istanbul Province, are composed of 99 adults aged 60 plus and 99 children aged
between 6 and 10. In this study, demographic information form and structured
interview form for participants were used. Data were analysed through content
analysis method. In the wake of findings, while 85.86% of the adults have stated
that when they were children, they loved outdoor plays, it is seen that 36.37% of
today’s children love outdoor plays. Additionally, 91.92% of adults loved group
plays, 75.76% of them loved plays with vehicles and 63.64% loved plays that
require movement whereas 56.57% of children prefer plays that do not require
movement, 49.50% of them prefer individual plays and 31.32% prefer plays with
vehicles. Besides, it has been detected that 34.34% of today’s children primarily
love and prefer plays related with technology.
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Bu arastirmanin amaci, 60 yas ve lizeri yetiskinlerin ¢ocuklukta oynamay1 en sevdigi
oyunlar ile 6-10 yas arasindaki g¢ocuklarin oynamayr en sevdigi oyunlarin
karsilagtirilmasidir.  Arastirma temel nitel aragtirma modeli ile tasarlanmistir.
Arastirmanin katilimeilarini, Istanbul ilinde yasayan 60 yas ve iizeri 99 yetiskin ve 6-
10 yas aras1 99 cocuk olusturmaktadir. Calismada katilimcilara ait demografik bilgi
formu ve yari yapilandirilmig goriisme formu kullanilmistir. Ham veriler igerik analizi
ile analiz edilmistir. Bulgular sonucunda, yetiskinlerin %85,86’s1 cocukken dis alanda
oynanan oyunlar1 sevdiklerini belirtirken, giinlimiiz ¢ocuklarinin ise %36,37’sinin dis
alanda oynanan oyunlari sevdigi sonucuna ulagilmistir. Ayrica yetiskinlerin %91,92’si
grup oyunlarmi, %75,76’smin aragh oyunlari ve %63,64 {iniin ise hareketli oyunlar
sevdiklerini belirtirken; ¢ocuklarin %56,57’sinin hareket gerektirmeyen oyunlari,
%49,50’sinin bireysel oyunlar1 ve %31,32’sinin aragl oyunlar tercih ettigi sonucuna
ulasilmistir. Ayrica giinliimiiz ¢ocuklarinin %34,34’{iniin en ¢ok teknoloji ile ilgili
oyunlari sevdigi ve tercih ettigi tespit edilmistir.
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Changing Face of Plays

Introduction

Each child, as of his birth, wonders about the real world and begins exploring and discovering his social
environment. In accordance with this effort of exploration and discovery, one of the most frequently used methods
is play. Children recognise and make sense of the objects around them thanks to their plays; further, they reflect
their thoughts and feelings through plays (Hirsh-Pasek, Golinkoff, Berk and Singer, 2009; Jones and Cooper,
2006). According to Piaget (1962), there is no need for spoken language in plays. Children convey their feelings
by means of their body language during plays without needing for spoken language. However, Vygostky (1967),
while describing the play as a social activity, specified that children utilize plays not only as an instrument of
entertainment, they also prefer them as a means to fulfil their needs (As cited in. Metin-Aslan, 2013). For that
reason, it is generally possible to describe play as an indispensable pastime of children.

Play is a learning environment which supports all developmental stages of a child. By means of play, the child’s
psychomotor, language, cognitive, social-emotional skills and self-care abilities are promoted. In the experimental
research of Kuru and Koéksalan (2012) in which they examined the effects of plays over children’s basic motor
skills and their developments, it has been concluded that plays which lasted for 14 weeks enhanced children’s
motor skills such as running, throwing and catching the ball, leaping forward and upward. In the study where play
and exercise program developed by Kerkez (2006) was examined in terms of its effects over children’s physical
and motor development levels, it has been found out that the play and exercise program is efficient in normalising
physical and motor capabilities of disadvantageous children who are affected by negative environmental
conditions. And in the study of Gdzalan and Kogak (2014) which examines the effects of play over language
development, it has been detected that the play-based attention training program has an effective role in enhancing
vocabulary of 60 to 72-month-old children. In the research in which Tiirkoglu and Uslu (2016) examined the
effects of play-based cognitive development program over cognitive development of 60 to 72-month-old children,
it has been revealed in the wake of the program carried out for 12 weeks that there has been a significant increase
in cognitive development points of experimental group children who practised the program and the effects are
permanent. Additionally, Kaya (2010) has applied play intervention program to the children with special needs
and it has been found out as a result of the program that cognitive skills points of experimental group children with
special needs are significantly higher compared to those of the control group children. In the same research, it has
also been detected that performances of experimental group children with special needs differed positively before
and after intervention. There are studies, as well, on the fact that play affects social and emotional development of
children. For instance; it has been determined that play-based social skills training which was developed by
Durualp and Aral (2010) and applied for eight weeks has significantly increased children’s points of social skills.
Thereby, it is seen that play contribute to holistic development of children.

However, it has been frequently observed nowadays that children, rather than interactive plays with their peers,
play console games on the virtual ground of computer and smart phones within technology, pc games and online
games. As a result of the research conducted by Akcay and Ozcebe (2012) with the purpose of assessing preschool
children and their families’ habits of playing computer games, it has been detected that 44.1% of preschool children
play computer games. And in the descriptive study Giindogdu et al. (2016) carried out regarding media usage of
preschool children, it has been reported that each child constituting the sample of the research spend one or more
hours during the day with one or more technological device. It has been particularly concluded that the period of
time when children deal with a technological device is mostly mealtime. Besides, upon examining children’s
traditional plays in the past, it has been observed that children generally used to play with their peers whereas
children of today play individually in general. In the study where Kocyigit and Baydilek-Bagara (2015) examined
preschool children’s perceptions of play, they reported that children usually play alone at home. As a result of the
study conducted by Toran and Dilek (2017), it has been seen that plays are not included in the books of children,
as well. It has been detected that out of 200 illustrated story books, only 18 of them include plays. Basal (2007)
stated that plays, which are extremely important in the life of a child, have changed with the influence of
technology. Similar results have been obtained as a consequence of a research carried out in England. It has been
seen that 26% of children between 12 and 15 years old and 18% of children between 8 and 11 years old have their
own tablet computers; and the rate of tablet computer possession in the households has increased from 20% to
50% (Given et al., 2015). While new toys are being introduced with the advance of technology, traditional plays
and toys, on the other hand, are falling into oblivion.
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The aim of this research is to compare characteristics of the plays that adults, aged 60 plus primarily, loved
playing when they were 6 to 10 years old and the plays today’s children between 6 to 10 years old love playing.
In accordance with main purpose, answers for the following research questions have been sought:

a. What are the characteristics of the plays that adults play when they were 6 to 10 years old? (The environment
of the play, the way it is played, usage of vehicles, play group, etc.)

b. What are the characteristics of the plays that today’s children aged between 6 and 10 primarily love? (The
environment of the play, the way it is played, usage of vehicles, play group, etc.)

¢. What kind of similarities and differences are there in the characteristics of plays of adults and the plays of
today’s children?

The main headings should be in Times New Roman, 11pt. The text should be in Times New Roman, 10pt,
single line spacing and justified on both sides. The main topic of the research, brief information about the sections
of the study, its place in the literature, the significance of the study, research problem(s) and purpose(s) should be
included in this part. If needed, subheadings can be used in this section.

Method
Research Design

This research has been structured in ‘Basic Qualitative Research’. Basic Qualitative Researches are studies
which ensure to reveal a situation or incident in their natural environment in a holistic and realistic way. Data in
basic qualitative researches is collected through qualitative data collection methods such as interview, observation
and document analysis (Karatas, 2015). In order to determine favourite plays of adults and children and compare
them, semi-structured interview technique has been used by utilizing semi-structured interview forms.

Participants

Among purposeful sampling methods, criterion sampling has been used in this research. In criterion sampling
method, a series of criteria are prepared by the researcher in accordance with the purpose of the research Yildirim
and Simsek, 2005). Age scale has been used as a criterion in this research. In determining children’s favourite
plays, children between the ages of 6 and 10, and determining favourite childhood plays of adults, people aged 60
and above have been designated as a criterion. Additionally, from the family of each adult aged 60 and above,
within sampling group, a child between the ages of 6 and 10 has been included in the research. This practice which
has been implemented in order to eliminate the differences resulting from family structure has constituted a
criterion in the specification of the participants.

In order to ensure the plays and characteristics of the plays within the research to encompass regional and
cultural differences, Istanbul Mobility Report (2016) was used as a base. In line with Istanbul Mobility Report
(2016), since Maltepe district is the county which has received the highest number of immigrants in the Anatolian
Side of Istanbul, the research has been conducted in Maltepe district, Istanbul province. Within the body of
Ministry of National Education, 3 independent preschool and 3 primary schools with high-medium and low socio-
economic levels have been designated in Maltepe district. From the designated schools, 99 children between the
ages of 6 and 10 and 99 adults aged 60 and above from the families of the same children, 198 people in total, have
been included in the research. Demographic information of the participants included in the research is presented
on Table 1.
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Table 1. Demographic Information of the Participants

Information on Adults Information on Children
n % n %
Man 52 52,53 Boy 51 51,52
Gender Woman 47 47,47 Gender Girl 48 48,48
Total 99 100 Total 99 100
Unschooled 20 20,20 State of Preschool 22 22,22
Educational Primary School 54 54,55 Education  Primary School 77 77,78
Background Secondary School 8 8,08 Total 99 100
High School 11 1111
University 6 6,06
Total 99 100

On examining Table 1; it is detected that 52.53% of the adults participating in the research are men, 47.47%
of them are women, 54.55% of them are primary school graduates, 11.11% of them are graduates of high school,
8.08% of them are graduates of secondary school and 6.06% of them are graduated from university whereas
20.20% of the participants have received no education. Upon examining the percentages of children who constitute
the other division of the research, it is seen that 51.52% of the children participating in the research are boys,
48.48% of them are girls and 77.78% of them are attending primary school and 22.22% of them are in preschool.
Furthermore, it is detected that age average of the adults participating in the research is 68.1 and children’s age
average is 7.98.In accordance with the content of the study, please choose one of the above (Population and Sample
/ Study Group / Participants). Quantitative research should include explicit information about the population and
sampling methods. In qualitative research, study groups should be used included rather than sampling since the
study group method is conducted by the participation of multiple individuals or units. The individuals or the units
constituting the target group should be introduced. The information related to the context of the target group should
be stated here.

Data Collection Tools

So as to specify favourite plays of adults and children, ‘Interview Forms for Determining Plays’ prepared both
for adults and children separately have been used in the research. While interview forms prepared for adults include
such demographic information as gender, age, educational background, in the form prepared for children,
demographic information questions on children’s age and the level of schools they are attending are included. In
Children’s Interview Form for Determining Plays, there are two open-ended questions in order to determine
favourite plays of children. These questions are; ‘What is your favourite play?” and ‘Could you tell us about this
play?’. In Adults’ Interview Form for Determining Plays, questions are ‘What was your favourite play when you
were between 6 to 10 years old?” and ‘Could you tell us about this play?’

Before beginning to data collection process, ‘Adults’ and Children’s Interview Forms for Determining Plays’,
S0 as to be expertised, have been presented to 2 academic members who are the authority in the field of education
and plays. In accordance with the expert opinions, the forms have taken their final shape. Additionally, a pilot pre-
study in compliance with the characteristics of research group has been carried out. The pilot pre-study, which
aimed to find out whether or not semantic and structural clarity are ensured, has been carried out with 5 children
between 6 and 10 years old and 5 adults aged 60 and above.

Data Collection

The research was carried out between November, 2015 and February 2016. Within the context of the research,
face to face interviews have been performed with 60 and above-year-old adults and 6 to 10-year-old children who
are living in Maltepe district. Interviews with children have been carried out in their own schools, yet in another
place apart from their classrooms so as not to cause them to be influenced by anyone else. Before the interviews
to be done with children’s parents aged 60 and above, it was made an appointment through telephone. Specifying
the date and hour of the appointment, individual interviews have been carried out with the adults in children’s
schools. Averagely 5 minutes of interview has been performed with each participant. The researcher has directed
the questions in semi-structured interview form to the participant during the interviews. And the answers given by
the participants have been noted down on the spaces previously designated on the interview form. If the plays
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stated by children and adults are not known by the researcher, the characteristics of the plays have been revealed
through asking probe questions.

Data Analysis

The answers given by the adults and children included in the research have been analyzed through content
analysis technique. With the purpose of revealing common properties of numerous text contents, content analysis
is a technique which enables generalization from qualitative to quantitative towards structuring significant contents
(Gokee, 2006).

With the intention of keeping the confidentiality of adults and children participating in the research,
codification system has been utilized. Adults have been coded with ‘A’ and children with ‘C’. And the number
available next to the code is the order number given to the form during the interview.

In an attempt to ensure data credibility in the research, ‘inter-coder agreement’ principle has been employed.
During the process of data analysis, answers given by adults and children have been evaluated independently by
two researchers and categories are formed with the codes arisen. Following this, researchers, leaguing together,
have figured inter-observer consistency. Inter-observer consistency is obtained through dividing the number of
consistent items by total number of the items and multiplying the result with 100 (Creswell, 2013). Inter-observer
consistency in the research has been calculated to be 93.11%.

Findings

The plays stated by adults and children and analysed as part of the research have been examined in terms of
the environment the play is performed (outdoors, indoors), the way it is played (active plays, stationary plays),
using instruments within the play ( the plays with instruments, the plays with technological instruments and the
plays without instruments), the play group (individual plays, group plays), creativity (structured instruments,
unstructured instruments, the plays without instruments), availability of tagging ( the plays with tagging, the plays
without tagging) and availability of tongue twisters (the plays with tongue twisters, the plays without tongue
twisters).

What are the characteristics of the plays that adults play when they were 6 to 10 years old?

The questions; “What was your favourite play when you were between 6 to 10 years old?” and ‘Could you tell
us about this play?’, which were asked as part of the research to the adults aged 60 and above, have been analysed.
Content analysis results of the answers given by the adults are presented on Table 2.

Table 2. The Characteristics of the Favourite Play Adults Aged 60 and Above Loved Playing When They Were
Between 6 and 10 Years Old.

n %

The environment the play is performed Outdoors 85 85,86
Indoors 14 14,14

Total 99 100

The way it is played Active Play 63 63,64
Stationary Play 36 36,36

Total 99 100

Using instruments within the play Plays with instruments 75 75,76
Technological instruments - -

Plays without instruments 24 24,24

Total 99 100

Structuring the instruments used Structured Instruments 11 1111
Unstructured Instruments 64 64,65

Without instruments 24 24,24

Total 99 100

Play group Individual Plays 8 8,08
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Group Plays 91 91,92
Total 99 100
Availability of tagging Plays with Tagging 34 34,34
Plays without Tagging 65 65,66
Total 99 100
Availability of tongue twisters Plays with tongue twisters 19 19,19
Plays without tongue twisters 80 80,81
Total 99 100

Upon examining Table 2, it has been concluded that 85.86% of the plays adults aged 60 and above loved
playing when they were between 6 and 10 years old are outdoor plays, 14.14% of them are indoor plays. It is
detected that 63.64% of the plays of adults were active plays while 36.36% of them were stationary plays.
Furthermore, it is seen that instruments were used in 75.76% of the plays and 11.11% of those instruments were
structured while 64.65% of them were unstructured instruments. When the table is examined based on play groups,
it is understood that 91.92% of the plays were played in a group and 8.08% of them were played individually. In
terms of availability of tagging within the plays, tagging was available in 65.66% of the plays while it was not
available in 34.34% of the plays. It is seen that whereas tongue twisters were not available in 80.81% of the plays,

they were available in 19.19% of the plays.

What are the characteristics of the plays that today’s children aged between 6 and 10 primarily love?

The questions; “What is your favourite play?’ and ‘Could you tell us about this play?’, which were asked to the
children aged 6 to 10 as part of Children’s Interview Forms for Determining Plays, have been analysed. Content

AT71- “My favourite play was leapfrogging. We used to play it with 5 or more friends. We used
to select a friend as ‘pillow’ before we began playing. This friend used to lean against the wall.
Three friends used to bend over and form a row putting their head between legs of each other
beginning with the ‘pillow’. The fifth friend used to come running from a distance and jump over
the row to reach on the first friend.” (Age 77, Man)

A22- “My favourite play was forming a cow out of earthenware water jug. We used to break
earthenware water jug into pieces and give the pieces the shape of a cow. When we put water in it,
it used to look as if we are milking the cow. ” (Age 78, Woman)

A90- “Tused to like ‘my hand, my hand a butterfly’ play a lot. We used to sit and form a circle
with our friends and everybody used to open their hands place them on the ground. There used to be
a tagged person and she or he used to start counting the fingers on the ground. While counting, she
used to say the tongue twister ‘My hand, my hand a butterfly/ Came from a tree nearby / Baa Baa
says the black sheep/ Before it falls asleep/ Take this out, leave it out’ Whoever’s finger she was on
when the tongue twister ended, that person used to bend that finger into her palm. Then the play
continues in this way and those whose all fingers are bent used to be eliminated. And the last person
remained would be the winner.” (Age 80, Woman)

A10- “The play of ankle bone on the ice. We used to collect ankle bones of sheep. Approximately
20-25 pieces. We used to draw a circle on the ice, line up all the ankle bones within that circle. Then,
we would get 10 steps away from the circle. Five friends, in turns, would try to strike the ankle bones
on the circle with the one they had in their hands. Whoever hits the highest number of ankle bones
used to win.” (Age 73, Men)

analysis results of the answers given by the children are presented on Table 3.
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Table 3. Characteristics of the Favourite Play Children Aged 6 to 10 Love Playing

n %

The environment the play is performed Outdoors 36 36,37
Indoors 63 63,63

Total 99 100

The way it is played Active Play 43 43,43
Stationary Play 56 56,57

Total 99 100

Using instruments within the play Plays with instruments 31 31,32
Technological instruments 34 34,34

Plays without instruments 34 34,34

Total 99 100

Structuring the instruments used Structured Instruments 60 60,61
Unstructured Instruments 5 5,05

Without instruments 34 34,34

Total 99 100

Play group Individual Plays 49 49,49
Group Plays 50 50,51

Total 99 100

Availability of tagging Plays with Tagging 32 32,32
Plays without Tagging 67 67,68

Total 99 100

Availability of tongue twisters Plays with tongue twisters 11 11,11
Plays without tongue twisters 88 88,89

Total 99 100

Upon examining Table 3, it has been concluded that based on the environment of the favourite plays of today’s
children, 63.63% of them are played indoors and 36.37% of them are played outdoors; based on the way it is
played, 56.57% of them are stationary plays and 43.43% of them are active plays; based on play group, 50.51% of
them are played in a group and 49.49% of them are played individually; based on the availability of tagging,
67.68% of the play do not include tagging and 32.32% of them include tagging; and based on the availability of
tongue twisters, there aren’t tongue twisters in 88.89% of the plays while there are tongue twisters in 11.11% of
them. On examining usage of instruments in the plays stated by children, It has been detected that instruments are
used in 65.66% of the plays and 34.34% of the instruments used are technological instruments.

C44. “My favourite game Winx. can be played through tablet computer. After choosing a
character and dressing her initially, you create the others. But you need to earn money so as to
complete the levels and if the person you created doesn 't like it, you start it over.” (Age 7, Girl)

C69. “My favourite game is Subway Surf. You run away from the police without crashing the
trains. Then you collect gold coins. You can buy characters or items by saving gold coins. After that
you collect boxes and receive gifts. Through the boxes you can have skateboards, money, hats and
ability of flying.” (Age 6, Boy)

C9. “I love the play of Police. It is played in a group. Half of the group are policemen and the
other half are thieves. Policemen have their guns in their hands; they catch the thieves and kill them.
The one who kills the highest number of thieves are awarded at the end of the play.” (Age 9, Boy).

C56. “ My favourite play is dressing my Barbie doll and going out to park with her.” (Age 6,
Girl)

CI91. “ My favourite play is ‘the telephone’ Children line up in a row. The child at the beginning
of the row is told a word. He tells the word to the child next to him. And that one to the other child
next to him. The child at the end of the row tries to tell the correct word.” (Age 6, Girl)
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(C99. “the play of Doctor. The play is performed with 10 children. One of the children is selected,
the one who is selected becomes the doctor, the others sit down. Doctor stands up. Doctor thinks of
a number up to 10. Then he asks everyone to tell a number. The child who knows the number doctor
thought goes near him. They both think of a number each, and ask to the 8 children remaining. The
play goes on until there is only one child left.” (Age 10, Boy)

What kind of similarities and differences are there in the characteristics of plays of adults and the plays
of today’s children?

The characteristics of the favourite plays of adults aged 60 and above loved playing when they were between
6 and 10 years old and the favourite plays of the children love playing today are comparatively presented in Table
4.

Table 4. Comparison of the Characteristics of the Plays Adults and Children Love Playing

Adult Child
n % n %
The environment the play is performed Outdoors 85 8586 36 36,37
Indoors 14 1414 63 63,63
Total 99 100 99 100
The way it is played Active Play 63 63,64 43 4343
Stationary Play 36 3636 56 56,57
Total 99 100 99 100
Using instruments within the play Plays with instruments 75 75,76 31 31,32
Technological instruments - - 34 3434
Plays without instruments 24 2424 34 3434
Total 99 100 99 100
Structuring the instruments used Structured Instruments 11 11,11 60 60,61
Unstructured Instruments 64 64,65 5 5,05
Without instruments 24 2424 34 3434
Total 99 100 99 100
Play group Individual Plays 8 8,08 49 49,49
Group Plays 91 9192 50 50,51
Total 99 100 99 100
Availability of tagging Plays with Tagging 34 3434 32 32,32
Plays without Tagging 65 6566 67 67,68
Total 99 100 99 100
Availability of tongue twisters Plays with tongue twisters 19 19,19 11 11,11
Plays without tongue twisters 80 80,81 838 88,89
Total 99 100 99 100

On examining Table 4, it has been concluded that considering the plays adults, included in the study group,
loved playing when they were children; 85.86% of them are played outdoors, 14.14% of them are played indoors.
On the other hand, only 36.37% of the plays of today’s children are played outdoors whereas 63.63% of them are
played indoors. In another words, it has been determined that adults state that they performed their favourite plays
mostly outdoors when they were children while most of the favourite plays of today’s children are played indoors.
It is established that more than half of the favourite plays of adults are active plays (%63.64). However, it has been
concluded that more than half of the favourite plays of children in the study group are stationary plays (%56.57).

One of the biggest differences between the characteristics of the plays of adults loved playing when they were
children and the plays of today’s children is the selection of the instrument used in the play. It is detected that
34.34% of the favourite plays of today’s children are performed through technological instruments. It has been
concluded that in 75.76% of childhood plays of adults, instruments were used and none of those instruments were
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technological. Besides, upon examining the instruments adult used in their childhood plays, it is seen that 64.65%
of them are unstructured instruments. In other words, while adults could use a piece of wood, a stone, a piece of
bone or a crown cap as an instrument in their childhood plays, majority of today’s children use instruments created
within a purpose.

As a result of the interviews carried out with adults, it has been understood that whereas nearly all the plays
they stated are played in a group (91.92%), only 50.51% of the favourite plays of today’s children are played in a
group. In other words, it is detected that nearly half of the favourite plays of today’s children are played
individually. Likewise, upon examining the availability of tagging and tongue twisters within the plays, similar
percentages are seen to exist between the characteristics of the favourite childhood plays of adults and the favourite
plays of today’s children. While tagging is available in 34.34% of the plays stated by adults, tagging is detected to
be available in 32.32% of the plays of children. Based on the availability of tongue twisters, it is seen that tongue
twisters were available in 19.19% of adult’s plays and in 11.11% of the plays of children.

Discussion and Conclusion

In this research conducted with the purpose of examining the similarities and differences between the
characteristics of the favourite plays of adults aged 60 and above loved playing when they were between 6 and 10
years old and the characteristics of the favourite plays of the children between 6 and 10 years old love playing
today, one of the results obtained is that the environment the plays are performed has differentiated. It has been
concluded at the end of the research that most of the favourite childhood plays of adults were played outdoors; yet,
more than half of the plays of today’s children are played indoors. In Fleer’s research (2014) conducted with
teachers and in Clement’s research (2004) conducted with mothers, both teachers and mothers stated that they
played outdoors more in their childhood years compared to today’s children.

It can be assumed that the reason why today’s children play outdoors less may be owing to the parents’ concerns
over outdoors. In their study carried out with the aim of determining the opportunities of playing outdoors for
children who attend preschool institutions in Denizli province and the parents’ opinions over this issue, Cevher-
Kalburan (2014) concluded that parents have concerns about children’s playing outdoors. Parents have stated their
concerns particularly over the possibility of incidents such as traffic, ill-intentioned strangers, kidnapping and
injuries. Similar results have also been reported in Veitch, Bagley, Ball and Salmon’s research, which was carried
out to specify the perceptions of parents with low, medium and high socio-economic levels in Australia over where
their children play and why. In line with the opinions of 78 parents participating in the research, it is concluded
that 94% of the parents are concerned about the security of playgrounds. They expressed the reasons of their
concerns as foreigners, teenagers and proximity to vehicle traffic.

In the research of Deretarla-Gil (2012), in which materials in the playgrounds and the specifications of the
playgrounds are assessed by parents, among the reasons of why parents prefer going playgrounds with their
children, playgounds’ being located in a safe environment has been the second reason with 36.6%. Also in the
study conducted by Fleer (2014), teachers are asked their opinions about their childhood plays. Teachers stated
that their parents didn’t feel much concern while they were playing, yet; parents today feel much more concern.
Clements (2004), in his research, has suggested the fact that children of today play outdoors less compared to the
children of previous generation is owing to addiction to TV and digital media, and concerns over security and
crime.

Another reason for today’s children’s performing more than half of their plays indoors may be considered to
be because of the fact that outdoor playing activities are not sufficiently included in formal education programs.
As a result of the study of Alat, Akgiimiis and Caval1 (2012), carried out so as to reveal the attitudes, opinions and
practices of preschool teachers on outdoor activities, it has been detected that teachers have positive attitude and
opinions towards outdoor activities. However, with regard to the practices of outdoor activities, it is concluded
that they are not performed due to such reasons as insufficiency of physical conditions, inadequacy of safety
measures in school gardens, teachers’ concerns over children’s possibility of getting ill due to weather conditions
and negative reactions from parents. Preschools institutions in Kocaeli have been analysed by Celik (2012) in
terms of quality of their playgrounds and 9 preschool institutions in total have been examined. In the wake of the
study, it is reported that outdoor areas within the body of preschool institutions are not utilized effectively,
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available outdoor areas are not appropriate for the plays of children and there are deficiencies in terms of physical
arrangements.

Another reason for the outcome that more than half of the plays of children are performed indoors may be the
point of view towards preschool training and expectations from preschool training. Fleer (2013; 2010) determined
that families are more satisfied with academic-oriented activities in preschool training. Hence, it can be presumed
that teachers have to focus mostly on academic activities in preschool training and this is influential in reducing
playing habits of children. Miller and Almon (2009) reported that in many preschool institutions in the USA,
children spend more time on literacy and mathematics rather than learning through plays and discovery and use
their bodies and imaginations; and thus many children are obliged to struggle to comply with the academic
standards which are inappropriate in terms of development. The same situation is valid in our country, as well.
Based on Tedmem’s report published in 2016 with the title of ‘Have Preschool Institutions Turned into Primary
School First Grade?’, preschool are increasingly diverging from play-oriented practices and they gradually focus
on academic skills. In his article, Nicolopoulou (2010) stated that preschools are moving away from play day by
day.

On the other hand, not planning play-oriented activities and causing children be stationary for a long time may
affect children’s behaviours of play. In their study Dale et al. (2000) stated that children who sit still for a long
time in the school tend not to move at home, as well. Getting used to this immobility has been detected as a strong
factor in detaining children from playing outdoors and urging them to play with technological devices and to watch
them TV. This view is also supported by the finding, another result of the research, that more than half of the
childhood plays of adults were active plays while more than half of the plays of today’s children are stationary
plays. Clement (2004) stated that compared to the previous generation, children in the USA perform plays which
require less activity. The reason of this situation can be associated with children’s inactive lifestyles. As a result
of the study of Kudas, Ulkar, Erdogan ve Cir¢1 (2005), where they examined the physical activities and dietary
habits of 11 and 12-year-old children living in Ankara province, it has been detected that there is a remarkable
amount of decrease in the physical activity levels of children particularly during school hours. Based on the results
of Turkish Nutrition and Health Survey (2010), it has been concluded that 58.4% of children between the ages of
6 and 11 in Turkey do not do exercise for 30 or more minutes a day, a regular exercise in other words. The rate of
those who don’t do exercise is detected to be 65.8% in 6-8 age group and 52.7% in 9-11 age group. Bodrova and
Leong, (2003) and Pica (2003), in their studies, drew attention to the fact that children are more inactive compared
to the previous generation and they highlighted increasing childhood obesity.

Another reason for the fact that more than half of the plays of today’s children are performed indoors may be
the scarcity of playground to play outdoors. In a research conducted by Sener (2001), usability of playgrounds and
school gardens are examined. A survey study has been carried out in three districts in Istanbul with different
income status; and as a consequence of the survey, it has been concluded that children need playgrounds and
school gardens are not utilised out of school hours. Génen and Saranli (2014) have conducted a research so as to
examine the sufficiency of indoor and outdoor activity areas of preschool institutions. Upon examining the results
of the research, it has been concluded that almost in all preschool institutions included in the sampling own an area
allocated for the activity of children, yet this areas are not efficiently structured. Additionally, it has been seen that
ground material of the areas are not convenient for healthy movements of children. In Kogan’s (2012) study
conducted over the adequacy of children’s playgrounds, while 10 square metres of playground and green area
should be allocated per child, it is seen that 2 square metres of playground is available per child considering the
present size.

Another result obtained from the research is that while nearly all of the adult plays are group plays (91.92%),
only 51.51% of the favourite plays of today’s children are group plays. In another word, nearly half of today’s
children love individual plays more. This may result from various factors. First of the reason is that nuclear families
are more common and accordingly children play in a group only if they have brothers or sisters. On the other hand,
being the only child in the family can be a factor. In a research carried out by Tayli (2007), upon examining social
play preferences of single child and children with siblings, it is determined that children with siblings prefer shared
and cooperative plays more than a single child. In other words, single children prefer individual play more
frequently. Additionally, such factors as the lack of neighbourhood culture as in the past, oblivion of good
neighbourhood relations and unawareness of the neighbouring children at the same age from the existence of each
other can be a significant factor in children’s preferring individual plays.
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Increase in the level of technology usage, substitution of such devices as televisions, tablet computers and
mobile phones for their friends can be seen as a factor in children’s preferring individual plays instead of group
plays. In a research carried out by Akcay and Ozcebe (2012), it is reported that the habits of playing computer
games are available even in preschool age group and the duration of playing games, particularly at the ages between
4 and 6, is too long for this age group. Likewise, in the researches of Giindogdu et al. (2016), it has been reported
that each child constituting the sample of the research spend one or more hours during the day with one or more
technological device. In the study of Erbay and Durmusoglu (2012), where they examined the role of play in the
routine activities of children during their daily lives, it has been concluded that nearly all of the children played
games most of the time and majority of them watched TV, along with their performing artistic activities, helping
daily chorus, spending time with computer and going for a walk. In the study, the concern over the substitution of
watching TV for playing has specifically been expressed.

Based upon the data of the research, parents can be informed that children should be encouraged to play social
games with their peers, parents should attach importance to playing outdoors and create opportunities for this and
restrict their children’s time period spent over technological games. Within this context, it is of a great importance
that parents teach their childhood plays to their children, create opportunities for playing with them and supports
them. They should prepare plays that can be performed as a family and thus promote their children’s acquiring
social skills by enhancing domestic communication. Parents with their children can make toys out of surplus
materials and create plays using these toys.

On the other hand, importance of play-oriented activities in preschool institutions should not be forgotten.
Accordingly, significant missions are waiting for teachers. It is crucial that teachers structure their activities play-
oriented, encourage their students in playmaking and support them in planning their plays. Teachers should raise
awareness in the families about play and the importance of them for children, inform the parents about training
objectives of preschool education, promote families so as to set up an environment to play with their children and
recommend them the plays they can perform together.
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Oyunun Degisen Yiizii: Yetiskinlerin Cocukluk Oyunlari ile Giiniimiiz
Cocuklarinin Oyunlarimin Karsilastirmah Olarak Incelenmesi

Giris

Her c¢ocuk, dogumuyla birlikte gergek diinyay1 merak eder ve sosyal ¢evresini kesfetmeye ve aragtirmaya
baslar. Bu kesfetme ve arastirma ¢abasi dogrultusunda en sik kullandig1 yontemlerden birisi de oyundur. Cocuklar
oyunlar1 sayesinde ¢evresindeki nesneleri tanir, anlamlandirir hatta duygu ve diisiincelerini oyun yoluyla disa
aktarir (Hirsh-Pasek, Golinkoff, Berk ve Singer, 2009; Jones ve Cooper, 2006). Piaget’e (1962) goére oyunda
konugma dili olmasima gerek yoktur. Cocuklar oyunlarinda konugma diline gerek duymadan da duygularini beden
dillerini kullanarak aktarirlar. Vygostky (1967) ise oyunu toplumsal bir etkinlik olarak tanimlarken, ¢ocuklarin
oyunu sadece zevk veren bir eglence araci olarak kullanmadigini, ayn1 zamanda ihtiyaglarini gidermek igin bir yol
olarak sectiklerini de belirtmistir (Akt. Metin-Aslan, 2013). Bu nedenle genel olarak oyunu ¢ocugun vazgecilmez
bir ugrasisi olarak tanimlamak miimkiindiir.

Oyun, ¢ocugun tim gelisim asamalarini destekleyen bir 6grenme ortamidir. Oyun sayesinde g¢ocugun
psikomotor, dil, biligsel, sosyal-duygusal gelisimleri ve 6zbakim becerileri desteklenir. Kuru ve Koksalan’in
(2012) oyunlarin gocuklarin temel motor becerilerine ve gelisimlerine etkisini arastirdiklar1 deneysel ¢aligmasinda,
14 hafta siiresince ¢ocuklarla gergeklestirilen oyunlarin ¢ocuklarin kosma, top atma, top tutma, ileri sigrama,
yukart sigrama gibi motor becerilerinde artig oldugu sonucuna ulasilmistir. Kerkez’in (2006) gelistirdigi oyun ve
egzersiz programinin ¢ocuklarin fiziksel ve motor gelisim diizeylerine etkisinin incelendigi ¢alismada da, oyun ve
egzersiz programimin olumsuz ¢evre kosullarindan etkilenen dezavantajli ¢ocuklarin fiziksel ve motor
ozelliklerinin normal standartlara ulagtirmada etkili oldugu saptanmistir. Oyunun dil gelisimi {izerine etkilerini
arastiran Gozalan ve Kogak’in (2014) calismasinda ise, gelistirilen oyun temelli dikkat egitimi programinin 60-72
aylik ¢ocuklarin kelime bilgi diizeylerini arttirmakta etkin bir rol oynadigi tespit edilmistir. Tiirkoglu ve Uslu’nun
(2016) oyun temelli biligsel gelisim programinin 60-72 aylik ¢ocuklarin biligsel gelisimlerine etkisini inceledikleri
aragtirmada, 12 hafta boyunca uygulanan program sonucunda programin uygulandigi deney grubu ¢ocuklarimnin
biligsel gelisim puanlarinda anlamli bir artis oldugu ve etkisinin de kalici oldugu sonucuna ulasilmigtir. Ayrica
Kaya (2010) 6zel gereksinimli ¢ocuklara oyun miidahale programi uygulamis ve program sonucunda deney grubu
0zel gereksinimli gocuklarin biligsel beceri puanlarinin kontrol grubu gocuklarina gére anlamli derecede yiiksek
oldugu bulunmustur. Ayni ¢alismada, deney grubunun 6zel gereksinimli ¢ocuklarin miidahale oncesinde ve
miidahale sonrasinda performanslarinin da pozitif yonde farklilastig1 tespit edilmistir. Oyunun ¢ocugun sosyal ve
duygusal gelisimini etkiledigi iizerine yapilmis ¢aligmalar da bulunmaktadir. Ornegin, Durualp ve Aral (2010)
tarafindan gelistirilen ve sekiz hafta uygulanan oyun temelli sosyal beceri egitiminin ¢ocuklarin sosyal beceri
puanlarim1 anlamli oranda arttirdifi saptanmistir. Dolayist ile oyunun g¢ocuklarin biitiinsel gelisimine katki
sagladig1 goriilmektedir.

Fakat giinlimiizde ¢ocuklarn akranlariyla birlikte etkilesimli oyunlardan daha g¢ok teknoloji kapsamindaki
bilgisayar ya da akilli telefonlardaki sanal uzamda konsol oyunlari, pc oyunlari ve gevirim igi oyunlarla oynadigi
siklikla gdzlemlenmektedir. Akgay ve Ozcebe (2012) tarafindan yiiriitiilen okul &ncesi egitim alan ¢ocuklarm ve
ailelerinin bilgisayar oyunu oynama aligkanliklarinin degerlendirilmesini amaglayan g¢aligma sonucunda, okul
oncesi donem ¢ocuklarmin %44,1’inin bilgisayar oyunu oynadigi tespit edilmistir. Giindogdu ve arkadaslarinin
(2016) okul oncesi ¢ocuklarinda medya kullanimi iizerine gergeklestirdikleri tanimlayici arastirmalarinda ise,
calismanin 6rneklemini olusturan her gocugun en az bir ya da daha fazla teknolojik aletle, giin i¢inde 1 saat ya da
1 saatten fazla zaman gegirdikleri tespit edilmistir. Ozellikle gocuklarin teknolojik aletlerle ugrastiklari zaman
diliminin ise ¢ogunlukla yemek saatleri oldugu sonucuna ulasilmistir. Ayrica ge¢mis zamanlarda oynanan
geleneksel cocuk oyunlari incelendiginde ise, genellikle ¢cocuklarm akranlari ile oyunlar oynadiklari, gliniimiiz
cocuklarinin ise genellikle tek baslarma bireysel oyunlar oynadiklari gézlenmektedir. Kogyigit ve Baydilek-
Bagara’nin (2015) okul oncesi donem g¢ocuklarmin oyun algilarinin incelenmesi iizerine yapmis olduklari
calismada, c¢ocuklar oyunlarmi genelde evde yalniz baglarina oynadiklarini belirtmislerdir. Toran ve Dilek
(2017)’in yapmis olduklar1 ¢alisma sonucunda da g¢ocuklarin kitaplarinda da oyuna yer verilmedigi
gbzlemlenmistir. incelenen 200 resimli hikaye kitaplarmin sadece 18’inde oyun oldugu tespit edilmistir. Basal
(2007) gocugun yasaminda son derece Oonemli olan oyunun giiniimiizde teknolojinin etkisi ile degistigini
belirtmistir. Ingiltere’de yapilan arastirma sonucunda da benzer sonuglara ulasilmistir. 12-15 yas arasindaki
cocuklarin %26’sinin, 8-11 yas arasi gocuklarin %18’inin kendi tablet bilgisayarlar1 oldugu, hanehalkinin tablet
bilgisayara sahip olma durumlarinin ise %20’den %50’e ¢ikt181 tespit edilmistir (Given ve ark., 2015).Teknolojinin
gelismesi sonucunda bir yandan yeni oyuncaklar gelistirilirken 6te yandan eski geleneksel oyuncaklar ve oyunlar
giiniimiiz ¢ocuklari tarafindan unutulmaya yiiz tutmustur.

Bu arastirmanin amaci, 60 yas ve iizeri yetiskinlerin 6-10 yaslar1 arasinda oynamay1 en sevdigi oyun dzellikleri
ile 6-10 yas arasindaki ¢ocuklarin giinimiizde oynamay1 en sevdigi oyunlarin dzelliklerini kargilagtirmaktir. Ana
amag climlesi dogrultusunda asagida belirtilen arastirma sorularina yanit aranmustir:
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a. 60 yas ve lizeri yetigkinlerin 6-10 yaslar1 arasinda oynamay1 en sevdigi oyunun 6zellikleri (oyunun oynandigi
alan, oyun oynama sekli, ara¢ kullanimi, oyun grubu gb.) nelerdir?

b. 6-10 yas arasindaki ¢ocuklarin giiniimiizde oynamay1 en sevdigi oyunlarin dzellikleri (oyunun oynandigi
alan, oyun oynama sekli, ara¢ kullanimi, oyun grubu gb.) nelerdir?

c. 60 yas ve lizeri yetiskinlerin 6-10 yaslar1 arasinda oynamay1 en sevdigi oyunun 6zellikleri ile 6-10 yas
arasindaki ¢ocuklarin giiniimiizde oynamay1 en sevdigi oyunlarin &zellikleri arasinda ne gibi benzerlikler veya
farkliliklar vardir?

Yontem
Arastirma Modeli

Bu arastirma, “temel nitel arastirma” yontemi ile desenlenmistir. Temel nitel aragtirmalar, bir durum ya da
olayin dogal ortaminda biitlinciil ve gergekei bir bicimde ortaya konmasini saglayan arastirmalardir. Temel nitel
aragtirmalarda veriler; goriisme, gézlem ve dokiiman analizi gibi nitel veri toplama yontemleri kullanilarak toplanir
(Karatas, 2015). Yetiskinlerin ve ¢cocuklarin en ¢ok sevdigi oyunlarin tespitinin ve karsilastirilmasinin yapilmasi
icin yart yapilandirilmig goriigme formlar1 hazirlanarak yar1 yapilandirilmis gortigme teknigi kullanilmustir.

Katilimcilar

Bu ¢alismada amach drnekleme yonteminden 6lgiit rnekleme kullanilmistir. Olgiit 6rnekleme yonteminde,
arastirmanin amact dogrultusunda arastirmaci tarafindan 6nceden bir dizi 6l¢iitler hazirlanir (Yildirim ve Simsek,
2005). Bu aragtirmada yas baremi 6l¢iit olarak kullanilmigtir. Cocuklarin sevdigi oyunlarin belirlenmesinde 6-10
yas arasi ¢ocuklar, yetigkinlerin ¢cocukken oynamayi sevdigi oyunlarin tespitinde ise 60 yas ve iizeri 6l¢iit olarak
belirlenmistir. Ayrica 6rnekleme dahil edilen her 60 yas ve {izeri bir yetigkinin ailesinden, 6-10 yag arasi bir gocuk
arastirmaya alimmustir. Aile yapisinin 6zelliklerinden kaynakli farkin ortadan kaldirilmasi i¢in gergeklesen bu
durumda katilimer se¢iminde bir 6l¢iit olusturmustur.

Arastirmada ortaya ¢ikacak oyunlarin ve oyun 6zelliklerinin bolgesel ve kiiltiirel farkliliklart da kapsamasi i¢in
Istanbul Tagmma Hareketliligi Raporu (2016) baz almnustir. Istanbul Tasmnma Hareketliligi Raporu (2016)
dogrultusunda Istanbul Anadolu Yakasi’nda en fazla gog alan ilce Maltepe oldugundan dolay: arastirma, Istanbul
ili Maltepe ilgesinde gergeklestirilmistir. Milli Egitim Bakanligi’na bagl Maltepe ilgesindeki alt-orta ve (st sosyo-
ekonomik diizeye sahip 3 bagimsiz anaokulu ve 3 ilkokul belirlenmistir. Belirlenen okullardan 6-10 yas arasi 99
¢ocuk ve ayni ¢ocuklarin ailelerinden 60 ve iizeri yasa sahip 99 yetigskin olmak {izere toplam 198 kisi ¢alismaya
dahil edilmigtir. Aragtirma kapsamina alinan katilimeilarin demografik bilgileri Tablo 1°de verilmistir.

Tablo 1. Katilimcilara Ait Demografik Bilgiler

Yetiskine Ait Bilgiler Cocuklara Ait Bilgiler
n % n %
Erkek 52 52,53 Erkek 51 51,52
Cinsiyet Kadmn 47 47,47 Cinsiyet Kiz 48 48,48
Toplam 99 100 Toplam 99 100
Ogrenimi Yok 20 20,20 Ogrenim Okuldncesi 22 22,22
Ogrenim  ilkokul 54 5455 Gordigi Ilkokul 77 77,78
Duzeyi  Ortaokul 8 8,08 Duzey Toplam 99 100
Lise 11 11,11
Universite 6 6,06
Toplam 99 100

Tablo 1 incelendiginde, arastirmaya katilan yetiskinlerin %52,53 tiniin erkek, %47,47sinin kadin oldugu,
%54,55’inin ilkokul, %11,11’inin lise, %8,08’inin ortaokul ve %6,06’sinin iiniversite mezunu oldugu ve ote
yandan %20,20’sinin ise bir 6grenim almadifi tespit edilmistir. Arastirmanin bir diger basamagim olusturan
cocuklarin yiizde frekanslari incelendiginde ise, arastirmaya katilan gocuklarin %51,52’sinin erkek, %48,48’inin
kiz oldugu ve %77,78’1 ilkokula, %22,22’sinin ise okuldncesi egitim kurumuna devam ettigi saptanmigtir. Ayrica
aragtirmaya katilan yetiskinlerin yas ortalamasimin 68,01 yil, ¢ocuklarin yas ortalamasinin ise 7,98 yil oldugu
belirlenmistir.
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Veri Toplama Araglari

Arastirmada, yetiskinlerin ve ¢ocuklarin en sevdigi oyunlarin belirlenmesi amaciyla hem ¢ocuklar i¢in hem de
yetiskinler i¢in ayr1 ayri hazirlanmis “Oyun Belirleme Goériisme Formlar1” kullanilmistir. Yetiskinlere dair
hazirlanmig goriisme formunda, cinsiyet, yas ve 6grenim durumu gibi demografik bilgiler yer alirken, cocuklara
dair hazirlanan formda ise g¢ocugun yasi ve Ogrenim gordiigii okul diizeyi demografik bilgi sorularina yer
verilmistir. Oyun Belirleme Cocuk Goriisme Formu’nda g¢ocuklarin en sevdigi oyunlarin belirlenmesi amaciyla 2
acik uglu soru bulunmaktadir. Bu sorular: “En sevdigin oyun hangisidir?” ve “Bize bu oyunu anlatir misin?”dur.
Oyun Belirleme Yetiskin Goriigme Formu’nda ise “6-10 yaslar1 arasinda en sevdiginiz oyun hangisiydi?” ve “Bize
bu oyunu anlatir misiniz?” sorular1 bulunmaktadir.

Veri toplama siirecine baslamadan Once arastirmacilar tarafindan hazirlanan Oyun Belirleme Yetiskin ve
Cocuk Goriisme Formlart egitim ve oyun alanlarinda uzman 2 6gretim iiyesine uzman goriisii almak iizere
sunulmugtur. Uzman gortsleri dogrultusunda formlar son halini almistir. Ayrica ¢alisma grubunun 6zelliklerine
uygun On pilot calisma gergeklestirilmistir. Anlamsal ve yapisal anlagilirhigin saglanip saglanmadigina dair
gerceklestirilen on pilot ¢alisma, 6-10 yas arasinda 5 ¢cocuk ve 60 yas ve iistli 5 yetigkinle gerceklestirilmistir.

Verilerin Toplanmasi

Arastirma Kasim 2015-Subat 2016 tarihleri arasinda gergeklestirilmistir. Arastirma kapsaminda Maltepe
ilgesinde yasayan 60 yas ve iizeri yetiskinler ve 6-10 yas arasi ¢ocuklar ile yiiz yiize goriismeler gergeklestirmistir.
Cocuklarla yapilan goériismeler, cocuklarin kendi okullarinda ve kimseden etkilenmemesi i¢in siniflarindan ayri
bir yerinde gergeklestirilmistir. Cocuklarin 60 ve iizeri yasa sahip ebeveynleri ile ilgili yapilacak goriigmelerden
once, telefonla randevular alinmigtir. Randevu tarih ve saatleri belirlenerek ¢ocuklarin okullarinda yetiskinlerle
bireysel goriismeler gergeklestirilmistir. Ortalama olarak her bir katilimer ile 5 dakikalik goriismeler yapilmustir.
Arastirmaci, goriismelerde yar1 yapilandirilmis goriisme formu igerisindeki sorulari katilimcilara yoneltilmistir.
Katilimeilarin  vermis oldugu yanitlar ise goriisme formunun iizerindeki dnceden belirlenen bos alanlara
yazilmistir. Cocuklardan ve yetiskinlerden alinan oyunlar goriismeyi gergeklestiren arastirmaci tarafindan
bilinmiyor ise sondaj sorular1 sorularak oyunun 6zellikleri ayrintilariyla ortaya ¢ikartilmistir.

Verilerin Analizi

Arasgtirma kapsamina dahil edilen yetigkinlerin ve ¢ocuklarin vermis olduklar: yanitlar igerik analizi teknigi
kullanmilarak ¢dziimlenmistir. Icerik analizinde gok sayida metin iceriginin ortak dzelliklerini ortaya ¢ikartmak
amactyla, 6nemli olan anlamlarin yapilandirilmasina yonelik, nitelden nicele dogru genellestirmeye imkan veren
bir tekniktir (Gokge, 2006).

Arastirmaya katilan yetiskin ve ¢ocuklarin kimlikleri gizli tutulmas1 amaciyla kodlama sistemine gidilmistir.
Yetiskinler “Y”, ¢ocuklar ise “C” olarak kodlanmistir. Kodun yaninda bulunan say1 ise goriisme sirasinda forma
verilen sira numarasidir.

=9

Aragtirmada veri inanirhigimin saglanmasi amaciyla “kodlayici arast goriis birligi” ilkesi kullanilmigtir. Veri
analizi siirecinde yetiskinlerin ve ¢ocuklarin vermis oldugu cevaplar 2 arastirmaci tarafindan, birbirinden bagimsiz
olarak degerlendirilmistir ve ortaya ¢ikartilan kodlarla kategoriler olusturulmusgtur. Ardindan arastirmacilar bir
araya gelerek gozlemciler arasi tutarlilik hesaplanmistir. G6zlemciler arasi tutarlilik, tutarli olan maddelerin
sayisinin toplam madde sayisina boliniip, 100 ile carpimiyla elde edilmektedir (Creswell, 2013). Calisma
kapsaminda gézlemciler arasi tutarlilik %93,11 olarak hesaplanmustir.

Bulgular

Arastirma kapsaminda analiz gerceklestirilirken yetiskinler ve ¢cocuklar tarafindan belirtilen oyunlar; oyunun
oynandigi alan (dis alan, i¢ alan), oyunun oynanma sekli (hareketli oyun, hareket gerektirmeyen oyun), oyun iginde
ara¢ kullanimi (aragh oyun, teknolojik aragl oyun, aragsiz oyun), oyun grubu (bireysel oyun, grup oyunlari),
yaraticilik (yapilandirilmis araclar, yapilandirilmamis arag, aragsiz oyun), ebe bulunma durumu (ebe bulunan
oyunlar, ebe bulunmayan oyunlar) ve tekerleme bulunma durumu (tekerlemeli oyunlar, tekerleme bulunmayan
oyunlar) agisindan incelenmistir.

60 Yas ve Uzeri Yetiskinlerin 6-10 Yaslar1 Arasinda Oynamayi En Sevdigi Oyun Ozellikleri Nelerdir?
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Aragtirmanin ¢aligma grubuna dahil edilen 60 yas ve iistli yetiskinlere Oyun Belirleme Yetiskin Goriigme
Formu kapsamindaki “6-10 yaslar1 arasinda en sevdiginiz oyun hangisiydi?” ve “Bize bu oyunu anlatir misiniz?”
sorular1 analiz edilmistir. Yetigkinlerin vermis oldugu yanitlarin icerik analiz sonuglar1 Tablo 2’de verigmistir.

Tablo 2. 60 Yas ve Uzeri Yetiskinlerin 6-10 Yaslar1 Arasinda Oynamay1 En Sevdigi Oyunun Ozellikleri

n %

Oyunun Oynandigi Alan Dis Alan 85 85,86
1@ Alan 14 14,14

Toplam 99 100

Oyunun Oynanig Sekli Hareketli Oyun 63 63,64
Hareket Gerektirmeyen Oyun 36 36,36

Toplam 99 100

Oyun Iginde Ara¢ Kullanimi Arag Kullanilan Oyunlar 75 75,76
Teknolojik Araclar - -

Aragsiz Oyunlar 24 24,24

Toplam 99 100

Kullanilan Aracin Yapilandirilist  Yapilandirilmis Araglar 11 1111
Yapilandirilmamig Araglar 64 64,65

Ara¢ Bulunmamakta 24 24,24

Toplam 99 100

Oyun Grubu Bireysel Oyunlar 8 8,08
Grup Oyunlart 91 91,92

Toplam 99 100

Ebe Bulunma Durumu Ebe Bulunmakta 34 34,34
Ebe Bulunmamakta 65 65,66

Toplam 99 100

Tekerleme Bulunma Durumu Tekerleme Bulunmakta 19 19,19
Tekerleme Bulunmamakta 80 80,81

Toplam 99 100

Tablo 2 incelendiginde, 60 yas ve lizerindeki yetigkinlerin 6-10 yas arasinda oynamay1 en sevdigi oyunlarin
%85,86’sinin dis alanda, %14,14’{inlin i¢ alanda oynanan oyunlar oldugu sonucuna ulagilmigtir. Yetigkinlerin
cocukken oynadiklar1 oyunlarin %63,64’iinlin hareketli, %36,36’sinin hareket gerektirmeyen ozellikte oldugu
saptanmistir. Ayrica oyunlarin, %75,76’sinda ara¢ kullanildig1 ve bu araglarin %11,11’inin yapilandirilmus,
%64,65’inin ise yapilandirilmamis 6zellikte ara¢ oldugu tespit edilmistir. Oyun grubu ozelligine gore
incelendiginde ise, oyunlarin %91,92’sinin grup ile oynanma, %8,08’inin bireysel oynanma o6zelligine sahip
oldugu sonucuna ulasilmigtir. Oyunlarin iceriginde ebe bulunma durumuna gore, oyunlarin %65,66’sinda ebe
bulunurken, %34,34’inde ebe bulunmamaktadir. Oyunlarin %80,81’inde tekerleme bulunmamaktayken,
%19,19’unda tekerleme bulundugu gorillmiistiir.

Y 71— “En sevdigim oyun uzunesekti. Bes ya da daha ¢ok arkadasla bu oyunu oynuyorduk. Oyun
baslamadan once bir arkadasi yastik segiyorduk. Bu arkadas sirtimi duvara yashyordu. Ug arkadas
esek gibi egilerek yastik olan arkadasin ayaklarimin arasina kafasimi sokarak siralaniyorduk.
Beginci arkadas ilk siradaki tizerine atlayabilmek i¢in uzaktan kosarak geliyor ve ziplayarak 1.
arkadagin iizerine ulagmaya ¢alistyordu.” (77 yas, Erkek)

Y22- “En sevdigim oyun kirik testiden inek yapmakti. Testiyi parcalara aywip inek modeli
veriyorduk. Igine su koyunca inekten siit sagarmig gibi gériintii olusurdu.” (78 yas, Kadin)

Y90- “ Elim Elim Opiilek oyununu cok severdim. Arkadaslarimla yuvarlak olacak sekilde
otururduk ve herkes ellerini agip yere koyardi. Bir ebe secilirdi ve o yerdeki ellerin parmaklarini
tek tek saymaya bagslardi. Sayarken; “Elim elim épiilek/Elden ¢ikan topiilek/Tépiildegin yarisi/Kara
koyun derisi/Al bunu, ¢tkar bunu” derdik. Sonra kimin parmaginda kalmissak o parmagini kivirip
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elin altina alimir. Daha sonra bu sekilde devam edilir ve parmaklari biten kisiler tek tek oyundan
¢tkardi. En son kalan kisi oyunu kazanirdi.” (80 yas, Kadin)

Y10- “Buz Ustinde asitk oyunu. Koyunlarin bacaklarmmdan ¢ikarilan asiklari biriktirirdik.
Yaklagik 20-25 tane. Buzun ortasina yuvarlak ¢izip, toplanilan asiklar o yuvarlagin igine dizilir.
Sonra yuvarlaktan 10 adim geriye gidilir. Bes arkadas swrayla elindeki asiklarla yuvarlak igindeki
astklart vurmaya ¢alisirdi. Kim daha ¢ok agik vurduysa oyunu o kazamirdi.” (73 yas, Erkek)

6-10 Yas Arasindaki Cocuklarin Giiniimiizde Oynamay1 En Sevdigi Oyun Ozellikleri Nelerdir?

6-10 yas arasindaki ¢ocuklarin Oyun Belirleme Cocuk Goriisme Formu kapsamindaki “En sevdigin oyun
hangisidir?” ve “Bize bu oyunu anlatir misin?” sorulari analiz edilmistir. Cocuklarin vermis oldugu yanitlarin
igerik analiz sonuglar1 Tablo 3’te verismistir.

Tablo 3. 6-10 Yas Arasindaki Cocuklarin Oynamay1 En Sevdigi Oyunun Ozellikleri

n %

Oyunun Oynandig1 Alan Dis Alan 36 36,37
Ic Alan 63 63,63

Toplam 99 100

Oyunun Oynanis Sekli Hareketli Oyun 43 43,43
Hareket Gerektirmeyen Oyun 56 56,57

Toplam 99 100

Oyun Iginde Ara¢ Kullanimi Arag¢ Kullanilan Oyunlar 31 31,32
Teknolojik Araglar 34 34,34

Aragsiz Oyunlar 34 34,34

Toplam 99 100

Kullanilan Aracin Yapilandirthist ~ Yapilandirilmig Araglar 60 60,61
Yapilandirilmamig Araglar 5 5,05

Ara¢ Bulunmamakta 34 34,34

Toplam 99 100

Oyun Grubu Bireysel Oyunlar 49 49,49
Grup Oyunlart 50 50,51

Toplam 99 100

Ebe Bulunma Durumu Ebe Bulunmakta 32 32,32
Ebe Bulunmamakta 67 67,68

Toplam 99 100

Tekerleme Bulunma Durumu Tekerleme Bulunmakta 11 11,11
Tekerleme Bulunmamakta 88 88,89

Toplam 99 100

Tablo 3 incelendiginde, ¢ocuklarin giiniimiizde en sevdigi oyunlarin oynanma alanina gore %63,63 {iniin i¢
alanda, %36,37’sinin dig alanda oynandigi, oyunun oynanig sekline gore %56,57’sinin hareket gerektirmeyen
oyun, %43,43’liniin hareketli oyun 6zelliginde oldugu, oyun grubu 6zelligine gore %50,51’inin grupla oynandigi,
%49,49 unun bireysel oynandig1, ebe bulunma durumuna gore %67,68’ininde ebenin bulunmadigi, %32,32’sinde
ebenin bulundugu ve tekerleme bulunma durumuna gore ise oyunlarin %88,89’unda tekerlemenin bulunmadigi,
%11,11’inde tekerlemenin bulundugu sonucuna ulasilmistir. Cocuklarin belirttigi oyunlarin igeriginde arag
kullanim durumlar1 incelendiginde ise, tiim oyunlarin %65,66’sinda ara¢ kullandig1 ve kullanilan araglarin ise
%34,34’1intin teknolojik araglar oldugu tespit edilmistir.

C44. “En sevdigim oyun Winx.Tabletten oynaniyor. Once bir kisi secip onu giydirdikten sonra
baskalarini yaratiyorsun. Ama béliimleri atlamak icin para kazanman gerekiyor ve yarattigin kigi
eger begenmezse iistiinii bastan yaratiyorsun.” (7 yas, Kiz)
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C69. “ En sevdigim oyun Subway Surf. Trenlere ¢carpmadan polisten kagiyorsun. Sonra altinlari
topluyorsun. Altinlari biriktirip insan veya esya alabiliyorsun. Ondan sonra kutular toplayip hediye
kazaniyorsun. Kutularin icinden kaykay, para, sapka ve u¢gma hakki ¢ikryor.” (6 yas, Erkek)

C9. “Poliscilik oynamayt seviyorum. Grup halinde oynanir. Grubun yarist polis yarist hirsiz
olur. Polislerin ellerinde silah olur ve hirsizlart yakalayip onlari oldiiriirler. En ¢ok dldiiren kigiye
oyun sonunda 6dul verilir.” (9 yas, Erkek).

C56. ““ En sevdigim oyun Barbi bebegimi giydirip, onunla parka gitmek.” (6 yas, Kiz)

CI91. “ En sevdigim oyun kulaktan kulaga. Cocuklar yan yana geger. En bastakine bir kelime
soylenir. Soylenen kelimeyi arkasindakine soyler. O da onun arkasindakine. En sondaki kigi kelimeyi
dogru séylemeye ¢alisir.” (6 yas, Ki1z)

C99. “Doktor oyunu. Oyun 10 kisi ile oynamir. Kisiler arasinda segim yapilir, segilen kisi doktor
olur geriye kalanlar otururlar. Doktor ayakta kalir. Doktor iginden bir sayi tutar 10 a kadar. Sonra
herkesten bir sayi soylemesini ister, doktorun tuttugu sayw bilen kigi onun yanina gider ve beraber
sayi tutup geriye kalan 8 kisiye sorarlar. Aymi sekilde son bir kisi kalana kadar oyun devam eder.”
(10 yas, Erkek)

60 Yas ve Uzeri Yetiskinlerin 6-10 Yaslar1 Arasinda Oynamay1 En Sevdigi Oyunun Ozellikleri fle 6-10
Yas Arasindaki Cocuklarin Giiniimiizde Oynamay1 En Sevdigi Oyunlarin Ozellikleri Arasinda Ne Gibi
Benzerlikler veya Farkhhiklar Vardir?

60 yas ve lizeri yetiskinlerin ¢ocukluk déneminde oynamay1 sevdigi oyunlar ile giiniimiizdeki ¢ocuklarin
oynamay1 sevdigi oyunlarin 6zellikleri karsilastirilmali olarak Tablo 4’te verilmistir.

Tablo 4. Yetiskinlerin ve Cocuklarin Oynamay1 Sevdigi Oyun Ozelliklerinin Karsilastiriimasi

Yetiskin Cocuk
n % n %
Oyunun Oynandig1 Alan Dis Alan 85 858 36 36,37
Ic Alan 14 1414 63 63,63
Toplam 99 100 99 100
Oyunun Oynanig Sekli Hareketli Oyun 63 63,64 43 4343
Hareket Gerektirmeyen Oyun 36 3636 56 56,57
Toplam 99 100 99 100
Oyun Iginde Ara¢ Kullanimi Arag Kullanilan Oyunlar 75 7576 31 31,32
Teknolojik Araglar - - 34 3434
Aragsiz Oyunlar 24 24,24 34 34,34
Toplam 99 100 99 100
Kullanilan Aracin Yapilandirilist  Yapilandirilmig Araglar 11 1111 60 60,61
Yapilandirilmamig Araglar 64 64,65 5 5,05
Ara¢ Bulunmamakta 24 2424 34 34,34
Toplam 99 100 99 100
Oyun Grubu Bireysel Oyunlar 8 8,08 49 4949
Grup Oyunlari 91 9192 50 50,51
Toplam 99 100 99 100
Ebe Bulunma Durumu Ebe Bulunmakta 34 3434 32 3232
Ebe Bulunmamakta 65 6566 67 67,68
Toplam 99 100 99 100
Tekerleme Bulunma Durumu Tekerleme Bulunmakta 19 1919 11 1111
Tekerleme Bulunmamakta 80 80,81 83 88,89
Toplam 99 100 99 100
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Tablo 4 incelendiginde, ¢alisma grubuna dahil edilen yetiskinlerin ¢ocukken oynamayi sevdigi oyunlarin
%85,86’sinin dis alanda, %14,14’linlin i¢ alanda oynanma Ozelligine sahip oldugu saptanirken, giinlimiiz
¢ocuklarinin en sevdigi oyunlarin sadece %36,37’sinin dis alanda, %63,63 {inlin ise i¢ alanda oynanma 6zelligine
sahip oldugu sonucuna ulagilmistir. Bir diger ifade ile, yetiskinler 6-10 yaslarinda iken en sevdikleri oyunlarin
cogunlukla agik alanda gergeklestigini belirtirken, giiniimiiz ¢ocuklarin ise en sevdigi oyunlarin gogunlugunun i¢
alanda oldugu saptanmistir. Yetiskinlerin ¢ocukken en ¢ok sevdigi oyunlarin yarisindan fazlasinin (%63,64)
hareketli oyunlar oldugu tespit edilmistir. Fakat ¢alisma grubundaki ¢ocuklarin en sevdigi oyunlarin yarisindan
fazlasinin (%56,57) hareket gerektirmeyen dzellikte oldugu sonucuna ulasilmistir.

Yetigkinlerin ¢ocukken oynamis oldugu oyun ozellikleri ile giiniimiiz ¢ocuklarinin oynamayi sevdigi oyun
Ozellikleri arasindaki en biiyiikk farkliliklardan birisi de oyun iginde kullanilan ara¢ secgimidir. Gunimuz
cocuklarinin %34,34’{iniin en sevdigi oyunlarin teknolojik araglar vasitasi ile gerceklestirildigi tespit edilmistir.
Yetiskinlerin ¢ocukluk oyunlarinda %75,76’sinda ara¢ kullanildigi ve bu oyunlarin hicbirinde teknolojik arag
olmadig1 sonucuna ulasilmistir. Ayrica yetigkinlerin ¢ocukken oynadigt oyunlarda kullandig1 araclar
incelendiginde, %64,65’inin yapilandirilmamis araglar oldugu gorillmiistiir. Bir diger ifade ile yetigkinler
¢ocukken oynamayi en sevdigi oyunlarda bir tahta pargasini, tasi, kemik pargasini veya gazoz kapaklarini bir oyun
araci olarak kullanirken, glinliimiiz gocuklarinin ise biiyiik bir oraninin bir amag ¢ergevesinde olusturulmus araglari
oyunlarinda kullanmaktadir.

Yetigkinler ile yapilan goériisme sonucunda belirttikleri oyunlarin tamamina yakininda (%91,92) grupla
oynanma 6zelligi varken, giiniimiiz ¢ocuklarinin en sevdigi oyunlarin sadece %50,51’inin grupla oynanan oyunlar
oldugu sonucuna ulasilmistir. Bir diger ifade ile giiniimiiz ¢ocuklarmin en sevdigi oyunlarda yarisina yakinin
bireysel oynanan oyunlar oldugu tespit edilmistir. Ayrica oyunlarin igeriginde ebe bulunma durumlari ve tekerleme
bulunma durumlari incelendiginde ise, yetigskinlerin cocukken oynadiklart oyun 6zellikleri ile giiniimiiz ¢ocuklarin
oynamay1 sevdigi oyun ozellikleri arasinda benzer oranlarin ¢iktig1 goriilmiistiir. Yetigkinlerin belirtmis oldugu
oyunlarin %34,34’linde ebe bulunurken, g¢ocuklarinkinde ise %32,32°sinde ebe bulundugu saptanmistir.
Tekerleme bulunma durumuna gore ise, yetiskinlerin oyunlarmin %19,19’unda, ¢ocuklarin oyunlarinin ise
%11,11’inde tekerleme igerdigi sonucuna ulasilmistir.

Tartisma ve Sonu¢

60 yas ve tlizeri yetiskinlerin 6-10 yaslar1 arasinda oynamay1 en sevdigi oyun 6zellikleri ile 6-10 yas arasindaki
cocuklarin giiniimiizde oynamay1 en sevdigi oyun 6zelliklerini karsilagtirmali olarak incelemek amaciyla yapilan
bu arastirmada, ortaya ¢ikan sonuglardan birisi oyunun oynandigi alanin farklilastifidir. Calisma sonucunda
yetigkinlerin ¢cocukken en sevdigi oyunlarin ¢ogunun dis alanda oynandigi, giiniimiiz ¢ocuklarinin oyunlarinin ise
yarisindan fazlasinin i¢ alanda oynandigi sonucuna ulasilmistir. Fleer (2014)’in 6gretmenlerle ve Clements
(2004)’in anneler ile yaptigi c¢alismada, hem Ogretmenler hem de anneler giiniimiizdeki c¢ocuklarla
karsilastirildiginda kendi ¢ocukluklarinda agik alanlarda daha fazla oyun oynadiklarini belirtmislerdir.

Giliniimiiz ¢ocuklarmin dis alanda daha az oyun oynamasimin nedeninin ebeveynlerin dis alan ile ilgili
kaygilarindan kaynakl olabilecegi diigiiniilebilir. Cevher-Kalburan (2014) Denizli ilindeki okul 6ncesi egitim
kurumlarina devam eden g¢ocuklarin dis mekanda oyun oynama firsatlarinin ve ebeveynlerin bu konudaki
goriislerini belirlemek amaciyla yaptiklar ¢alisma sonucunda, ebeveynlerin dig mekanda ¢ocuklarin oyun oynama
konusunda kaygilar1 oldugu sonucuna ulasmuslardir. Ozellikle ebeveynler trafik, kotii niyetli yabancilar, kagirilma
ve yaralanma gibi durumlarin olabilecegine dair kaygilarini dile getirmislerdir. Veitch, Bagley, Ball ve Salmon’un
(2006) Avusturalya’daki diisiik, orta ve yliksek sosyo-ekonomik duruma sahip ebeveynlerin ¢ocuklarinin nerede
ve neden oynadiklarina dair algilarini belirlemeye caligtiklar1 arastirmasinda da benzer sonuglara rastlanmstir.
Calismaya katilan 78 ebeveynin goriisleri dogrultusunda, ebeveynlerin %94’liniin oyun alanlarinin giivenirliligi
acisindan endiseleri olduklar1 sonucuna ulagilmistir. Endiselerine sebep olan nedenleri ise, yabanci kisiler, gengler
ve ara¢ trafiine yakin olma olarak siralamiglardir. Deretarla-Giil’iin (2012) oyun bahgelerinde yer alan
materyallerin ve oyun alan &zelliklerinin ebeveynler tarafindan degerlendirmesine yonelik ¢aligmasinda da,
ebeveynlerin ¢ocuklart ile gittikleri oyun parklarini tercih etme nedenleri arasinda ikinci sirada %36,6 oraninda
oyun parklarmin giivenli bir yerde olmasi yer almaktadir. Fleer (2014) tarafindan gergeklestirilen ¢alismada da,
ogretmenlerin kendi ¢ocukluklarinda oynadiklart oyunlar hakkinda gériisleri alinmistir. Ogretmenler kendi
ebeveynlerinin onlar oyun oynarken ¢ok fazla giivenlik kaygis1 duymadiklarini ancak giiniimiizde ebeveynlerin
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daha fazla kaygi duyduklarii ifade etmiglerdir. Clements (2004) de calismasinda giliniimiiz ¢ocuklarinin bir
onceki nesile gore daha az dig mekan oyunu oynamasini televizyon ve dijital medyaya bagimlilik, sug ve glivenlik
ile ilgili endiseler olarak 6ne siirmiistiir.

Glintimiiz ¢ocuklarinin oyunlarinin yarisindan fazlasinin i¢ alanda oynandig1 sonucunun bir baska nedeni ise
formal egitim programlarinda dis alanda oyun etkinliklerine ¢ok fazla yer verilmemesi oldugu diisiinllebilir. Alat,
Akgiimiis ve Cavali’nin (2012) okul dncesi 6gretmenlerinin agik alan etkinlikleri hakkindaki tutum, diisiince ve
uygulamalarini ortaya ¢ikarmak amaciyla yapmis olduklari c¢alisma sonucunda, 6gretmenlerin agik hava
etkinliklerine kars1 olumlu diigiince ve tutumlara sahip oldugu belirlenmistir. Fakat uygulama kismina gelindiginde
dis alanin fiziki sartlarmin yetersizligi, okul bahgesindeki giivenlik tedbirlerinin azlig1, siniflardaki ¢ocuk sayisinin
fazlalig1, ¢ocuklarin hava kosullarindan dolay1 hasta olacaklarina dair kaygilar1 ve ebeveynlerin olumsuz tepkileri
gibi sebeplerden dolay1 acik hava etkinliklerine yer verilmedigi sonucuna ulagilmistir. Celik (2012) tarafindan
Kocaeli’ndeki okul 6ncesi egitim kurumlari, gocuk oyun alanlarinin niteligi a¢isindan arastirilmis ve 9 okul dncesi
egitim kurumu incelenmistir. Arastirma sonucunda okul 6ncesi egitim kurumlarinda bulunan agik alanlarin etkin
olarak kullanilmadigi, mevcut acik alanlarin ¢ocuklarin oyunlarina uygun olmadigr ve fiziksel diizenleme
konularinda eksikliklerin oldugu tespit edilmistir.

Cocuklarm oyunlarinin yarisindan fazlasinin i¢ alanda oynandig1 sonucunun bir baska nedeni ise okul dncesi
egitime bakis agis1 ve okul dncesi egitimden beklentiler olabilir. Fleer (2013; 2010) ailelerin okul dncesi egitimde
akademik agirlikl etkinliklerden daha ok memun olduklarini belirlemistir. Dolayisi ile 6gretmenlerin okul 6ncesi
egitimde daha ¢ok akademik etkinliklere agirlik vermekte olduklari ve bununda ¢ocuklarin oyun davranislarini
azaltmada etkili oldugu diisiiniilebilir. Miller ve Almon (2009), Amerika’daki pek ¢ok okul Oncesi egitim
kurumunda ¢ocuklarin artik oyun ve kesif yoluyla 6grenmekten, bedenlerini ve hayal gii¢lerini kullanmaktan ¢ok
okuryazarlik ve matematige daha fazla zaman harcadiklarini belirtmistir ve birgok cocuk, gelisim agisindan
uygunsuz olan akademik standartlara uymak i¢in miicadele etmek zorunda kalmaktadir. Ayni1 durum iilkemizde
de s6z konusudur. Tedmem’in 2016 yilinda yayinladig1 “Anaokullari Ilkokul Birinci Smiflara m1 Déniistii?”
basglikli raporuna gore, anaokullar1 giderek oyun odakli uygulamalardan uzaklagmakta ve gittikge akademik
becerilere yogunlagmaktadir. Nicolopoulou (2010)’ da makalesinde anaokullarinin oyundan gittik¢e uzaklastigini
belirtmistir.

Ote yandan, etkinlikleri oyun temelli planlamamak ve ¢ocuklar1 uzun siireler hareketsiz olmaya sevk etme de
¢ocuklarin oyun davranislarini etkileyebilmektedir. Dale ve arkadaglar1 (2000) yapmis olduklari ¢alismada, okulda
uzun siire hareketsiz oturan ¢ocuklarin evde de hareket etmeme egilimde olduklarini belirtmislerdir. Bu
hareketsizlige aligmak, ¢ocuklari dis mekanda oyun oynamaktan alikoyup teknolojik aletler ile oynamak ve
televizyon izlemeye itmede giiclii bir etken olarak belirlenmistir. Arastirmanin bir diger sonucu olan, yetiskinlerin
cocuklukta oynadiklar1 oyunlarin yarisindan fazlasinin hareketli oldugu, giiniimiiz ¢ocuklarin oyunlarinin ise
yarisindan fazlasmin hareket getirmeyen 6zellikte oldugu bulgusu da bu goriisii desteklemektedir. Clements
(2004), Amerika’daki ¢ocuklarin bir dnceki nesile gore daha az hareket igeren oyunlar oynadiklarini belirtmistir.
Bu durumun nedeni ¢ocuklarm hareketsiz yasam tarz ile iliskilendirilebilir. Kudas, Ulkar, Erdogan ve Cir¢r’nin
(2005) Ankara ilinde yasayan 11-12 yas ¢ocuklarindaki fiziksel aktivitelerini ve beslenme aligkanliklarini
inceledikleri ¢alisma sonucunda, 6zellikle ¢ocuklarin okul saatlerinde fiziksel aktivite diizeylerinde énemli bir
disiisiin oldugu saptanmustir. Tirkiye Beslenme ve Saglik Arastirmasi (2010) sonuglarina gore de, Tirkiye
genelinde 6-11 yas grubu ¢ocuklarin %58,4’1i diizenli olarak yani giinde 30 dakika ve daha fazla siire ile herhangi
bir egzersiz yapmadigi sonucuna ulasilmigtir. Egzersiz yapmayanlarin orani 6-8 yas grubunda %65,8, 9-11 yas
grubunda ise %52,7 oldugu belirlenmistir. Bodrova ve Leong, (2003) ve Pica (2003) ¢aligmalarinda ¢ocuklarin
bir onceki nesile gore daha hareketsiz olduklarini ve artan bir sekilde c¢ocukluk cagi obezitesine dikkat
cekmislerdir.

Giliniimiiz ¢ocuklarinin sevdigi oyunlarin yarisindan fazlasinin i¢ alanda oynanma 6zelligine sahip olmasindaki
bir baska nedende dis alanda oyun oynanacak alanlarin azlig1 olabilir. Sener’in (2001) yapmis oldugu ¢alismada,
oyun alanlarmin ve okul bahgelerinin kullanilabilirligi arastirilmistir. Istanbul ilinde farkli gelir durumuna sahip
iic semtte anket caligmasi yapilmis ve anket sonuglarina gére ¢cocuklarin oyun alanina ihtiyaclart oldugu ve okul
bahgelerinin okul dis1 zamanlarinda kullanilmadigi sonucu ortaya ¢ikmustir. Gonen ve Saranli (2014) okul 6ncesi
egitim kurumlarmin kapali ve agik hareket alanlarmin yeterlili§ini arastirmak iizere bir arastirma
gerceklestirmislerdir. Aragtirma sonuglar incelendiginde 6rnekleme aldiklart okul 6ncesi kurumlarinin neredeyse
hepsinde c¢ocuklarin hareket gelisimi i¢in ayrilmig bir alanin oldugu fakat bu alanlarin etkin olarak
yapilandirilamadig1 sonucuna ulagilmistir. Ayrica agik alanlarin zemin malzemesinin ¢ocuklarin saglikli hareket
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etmelerine elverisli olmadig1 da tespit edilmistir. Kogan’in (2012) ¢ocuk oyun alanlarinin yeterliligi {izerine
gergeklestirildigi arastirmada, gocuk oyun alani ve agik yesil alanda gocuk basma 10 m? alan diigmesi gerekirken,
mevcut alanlarda ¢ocuk basina 2 m? alan diistiigii sonucuna ulagilmustir.

Arastirmada elde edilen bir bagka sonug ise, yetiskin oyunlarinin tamamina yakini (%91,92) grup oyunu iken;
giiniimiiz ¢ocuklarinin en sevdigi oyunlarin sadece %50,51’inin grupla oynanan oyunlar oldugu sonucudur. Bir
diger ifade ile giinlimiiz ¢ocuklarinin yarisina yakini bireysel oynanan oyunlari daha ¢ok sevmektedirler. Bunun
pek ¢ok nedeni olabilir. Nedenlerden ilki, ¢cekirdek aile yapisinin yayginlasmasi ve buna bagl olarak ¢ocuklarin
evde ancak kardesleri varsa onlar ile grup oyunu kurmasidir. Ote yandan, evde tek ¢ocuk olmakta bir etken
sayilabilir. Tayli (2007) tarafindan yapilan arastirmada kardesli ve tek cocuklarin sosyal oyun tercihleri
incelendiginde, kardesli cocuklarin tek cocuklara gore daha fazla birlikte ve isbirlik¢i oyunu tercih ettikleri
belirlenmistir. Bir bagka deyisle, tek cocuklar yalniz oyunu daha fazla tercih etmektedirler. Ayrica, mahalle
kiiltiirtintin eskisi kadar yogun yasanmayisi, komsuluk gibi degerlerin unutulmasi, birbirlerine yasit komsu
cocuklarinin birbirlerinin varligindan bile haberdar olmayis1 gibi etkenler de ¢ocuklarin bireysel oyunlar: tercih
etmelerinde 6nemli bir faktor olabilir.

Cocuklarin grup oyunlari yerine bireysel oyunlari tercih etmelerinde teknoloji kullanim diizeyinin artmasi,
televizyon, tablet, cep telefonu gibi aletlerin arkadaslarin yerini almasi da bir bagka etken olarak goriilebilir. Akgay
ve Ozcebe (2012) tarafindan yapilan bir calismada, bilgisayar oyunu oynama aliskanliklarmin okul dncesi donem
yas grubuna kadar diistiigii ve 6zellikle 4-6 yasta oyun oynama siirelerinin, bu yas grubu ¢ocuklari i¢in fazla oldugu
belirlenmistir. Yine, Giindogdu ve arkadaglarinin (2016) arastirmalarinda ise, ¢alismanin 6rneklemini olusturan
her ¢ocugun en az bir ya da daha fazla teknolojik aletle, giin iginde 1 saat ya da 1 saatten fazla zaman gegirdikleri
tespit edilmistir. Erbay ve Durmusoglu Saltali (2012) cocuklarin giinlik yasantilarinda yaptiklar1 rutin
etkinliklerde oyunun yerini arastirdiklart ¢aligmalarinda g¢ocuklarin sanatsal etkinlik yapma, ev iglerine yardim
etme, bilgisayarla zaman gegirme ve gezmeye gitmelerinin yaninda hemen hemen tamaminin en fazla oyun
oynadig1 ve yine biiyiik bir cogunlugunun televizyon izledigi sonucu ortaya ¢ikmistir. Calismada oyun oynama ile
televizyon izleme durumlarinin birbirinin yerini almalar1 endisesi 6zellikle dile getirilmistir.

Calismanin verilerinden yola ¢ikilarak ailelere, ¢ocuklarin akranlar ile birlikte sosyal oyunlar oynamalarini
tesvik etmeleri, agik alan oyunlarina dnem vermeleri, firsat yaratmalar1 ve teknolojik oyunlarla gegirdikleri
zamanin kisitlanmasi gerektigi sOylenebilir. Bu kapsamda, ebeveynlerin ya da aile biyiiklerinin kendi
cocukluklarinda oynadiklart oyunlar1 ¢ocuklara 6gretmeleri, onlarla oynamak igin firsat yaratmalar1 ve destek
olmalar1 6nemlidir. Ailece oynayabilecekleri oyunlar kurmalari ve boylelikle aile i¢i iletisimi giiglendirerek
cocugun sosyal beceriler kazanmasi desteklenmelidir. Ebeveynler ¢ocuklart ile birlikte artitk malzemelerden
oyuncaklar yapip bu oyuncagi kullanarak oyunlar tiretebilirler.

Ote yandan, okul &ncesi egitim kurumlarinda oyun temelli etkinliklerin énemi de unutulmamahdir. Bu
dogrultuda 6gretmenlere biiyiik gorevler diismektedir. Ogretmenlerin etkinliklerini oyun temelli yapilandirmalari,
cocuklar1 oyun kurma konusunda cesaretlendirmeleri ve ¢ocuklarin oyunlarini planlamalarina yardimer olmalari
oldukca énemlidir. Ogretmenlerin oyun ve oyunun ¢ocuk icin énemi konusunda aileleri bilinglendirmeleri, okul
Oncesi egitimin amaglari konusunda bilgi vermeleri, aileleri ¢ocuklari igin oyun ortami kurma, birlikte oyun
oynamalar1 i¢in tesvik etmeleri ve birlikte oynanabilecekleri oyunlar 6nermeleri de yapilabilecekler arasinda
sayilabilir.
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