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ABSTRACT

Game Based Learning is the approach where digital games are truly included in the classroom. These games
often encourage students to be more involved in the teaching process by stimulating their interest and increasing
their motivation towards a particular subject. Game Based Learning facilitates teaching by using a computer game
to teach a subject. By using these games in education, students are expected to gain courage in their critical thinking
skills and problem solving skills. The main purpose of this research is to examine the effect of the game-based
learning and teaching model on the learning preferences of preschool children, theoretically and practically. Semi-
structured interview form and observation form were applied to the study group of the research. In the analysis of
the data, the Shapiro-Wilks score of the items in the observation form created for the learning preferences of the
children was examined in terms of normality. According to the normality tests, it was observed that the items in
the observation form were not normally distributed. The Mann-Whitney U test was used to compare the scores of
the children in the experimental and control groups, and the Wilcoxon signed-rank test was used to rank the pre-
test and post-test scores of the groups in the prepared learning preferences comparison observation form.
Descriptive and content analysis methods were used in the data obtained from the semi-structured interview
questionnaire. As a result of the research, it is seen that there is a significant difference in favor of the posttest
between the pretest-posttest results regarding the learning paths preferred by the children (z=-6.042, p<0.05). From
this point of view, it can be said that the experimental group in which the game-based learning-teaching model
was applied contributed to the learning paths preferred by the children. There was no significant difference between
the pretest-posttest scores of the children regarding their preferred learning paths (z = -5.854, p > 0.05). In short,
the activities carried out under the current education program did not have any effect on the learning paths preferred
by the children.

Keywords: Game, learning with game, game based learning, pre-school education

OYUN TABANLI OGRENME YAKLASIMININ OKUL ONCESi OGRENCILERININ
OGRENME TERCIHLERINE ETKISI

OZET

Oyun Tabanh Ogrenme dijital oyunlarin sinif igerisine gergekten dahil oldugu yaklasimdir. Bu oyunlar
genellikle belli bir konuyla ilgili 6grencilerin ilgilerini ¢ekerek ve motivasyonlarini arttirarak ders siirecine daha
fazla dahil olmalarma imkan tanirlar. Oyun Tabanli Ogrenme bir konuyu Ogretebilmek igin bir bilgisayar
oyununun kendi avantajlarindan faydalanarak o konunun 6gretilmesinde kolaylik saglar. Bu oyunlar1 egitim
ortaminda kullanarak, &grencilerin kritik diisinme becerilerinde ve problem ¢6zme becerilerinde cesaret
kazanmalar1 beklenir. Bu arastirmanin temel amaci, oyun tabanli 6grenme ve 6gretme modelinin okul dncesi
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¢ocuklarinin 6grenme tercihlerine etkisini teorik ve uygulamali olarak incelemektir. Arastirmanin ¢aligma
grubuna, yar1 yapilandirilmig goriisme formu ve gozlem formu uygulanmistir. Arastirmada verilerin analizinde
¢ocuklarin grenme tercihlerine iliskin hazirlanan gézlem formunda yer alan maddelerin normal dagilim gdsterip
gostermeme durumu igin Shapiro-Wilks degerine bakilmistir. Normallik testleri dogrultusunda gdzlem
formundaki maddelerin normal dagilim gostermedigi goriilmiistiir. Ogrenme tercihleri ile ilgili hazirlanan gézlem
formunda deney ve kontrol grubundaki ¢cocuklarin puanlarini karsilastirmak icin Mann Whitney U-Testi, gruplarin
kendi icindeki n test ve son test puanlarmi karsilastirmak igin ise Wilcoxon Isaretli Siralar Testi uygulanmistir.
Yar1 yapilandirilmig goriisme formundan elde edilen veriler icinde betimsel ve igerik analizi yontemi
kullanilmistir. Arastirmada sonucunda, cocuklarin 6n test-son test tercih ettikleri 6grenme yollarina iliskin puanlari
arasinda anlamli farkliligin son test lehine oldugu goriilmektedir (z=-6.042, p<0.05).Buradan hareketle, oyun
tabanli 6grenme-0gretme modelinin uygulandig1 deney grubu ¢ocuklarin tercih ettikleri 6grenme yollarma katki
sagladigi soylenebilir. Cocuklarin 6n test-son test tercih ettikleri 6grenme yollarina iligkin puanlari arasinda
anlaml farklilk gériilmemistir (z = -5.854, p >0.05). Kisacas1 mevcut egitim programi kapsaminda yiiriitiilen
etkinliklerin ¢ocuklarin tercih ettikleri 6grenme yollar {izerinde herhangi bir etkisi olmamustir.

Anahtar Kelimeler: Oyun, oyun ile 6grenme, oyun tabanl 6grenme, okul 6ncesi egitim

INTRODUCTION

If human life is periodized as infancy, childhood, youth, adulthood and advanced
adulthood, some of it can be viewed as development and preparation for life, some as
productivity-productivity, and some as evaluation period. Humans are the only creatures among
living things who reveal and use their abilities and skills in various ways, and who can express
their thinking and thoughts by organizing them (Bayirtepe and Tiiziin, 2007). From the moment
they are born, children try to make sense of their environment and explore life by interacting
with the environment, observing, touching and even doing research (Akbayrak and Turasl,
2017).

Considering that it is one of the creatures with the most and long-term dependence on the
beings that brought it to the world, it is just as difficult to get used to and adapt to its new
environment. One of the most important skills for survival and adaptation is learning and
applying what has been learned in an appropriate way (Aksoy, 2014). Assuming that knowledge
is infinite, objects, events, situations and facts needed in life may need to be learned throughout
life. Mankind has realized the natural or created different unnatural ways for both learning and
adapting to the living place and transferred them to the next generations (Aral et al., 2001). Play
is an activity that takes place in human life, although it has different forms and scopes
throughout life. In this respect, it can be seen as a natural learning and relaxation method in

adulthood and old age.

Assuming that the game emerged with the existence of humanity, it can be claimed that
it has been shaped by different perspectives in the historical process due to reasons such as
adults' view of children, economic and social conditions, natural disasters, war and similar
disasters. The game, which was considered as important as work in the preparation of young
generations for life, was accepted as an occupation that was integrated with work in the Middle
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Ages, helping both children and adults to gain skills, relax and get to know the world
(Bliytikoztiirk, 2013). From the eighteenth century, and especially in the nineteenth century,
social consciousness developed and childhood and play began to be viewed as an important and
distinct aspect of development. Time will tell how the industrialization and digitalization that
started in all aspects of life in the twenty-first century will affect the child and the game (Cakir
and Akbas, 2013; Gozalan and Kogak, 2014; Ozyiirek and Cavus, 2016). In the first years of
life, activities such as noticing, perceiving, understanding, using, arranging, redesigning and
unfortunately destroying the environment begin to be done in many ways with a framework
that expands starting from one's own body. When infancy and childhood are observed, it can
be understood that one of the natural ways is play based on imitation and recognition
experiences (Cheung, 2018).

In fact, learning through play is a method that has the potential to include all other
methods (Avcr et al., 2009). Teachers should be able to use all approaches in-game or in
structured activities. The interests, wishes and needs of the children who will be educated in
game-based learning are at the center of the learning process, thus ensuring the interaction of
the children in the processes, their enjoyment of learning and the use of all their senses
(Bayirtepe and Tiiziin, 2007).

Sufficient knowledge has been accumulated with the ideas of thinkers such as Aristotle,
Quantilianus, Comenius, Locke, Pestalozzi, Rousseau, Froebel, Montessori, Dewey, Piaget,
Vygotsky, who benefited from their views on the game in the historical process (Roskos and
Christie, 2007; Sasmaz and Erduran, 2004). That is to say, while the necessity and benefits of
the game were tried to be justified before, in the last stage, the cognitive aspect with Piaget and
the social and cognitive aspect with VVygotsky have now indisputably determined the place of
the game in human life. From now on, the role of play in the formation of the mind, the
formation of the self, the definition and reproduction of culture has begun to be discussed
(Mutlu and Aydogdu, 2003).

The first years of life include experiences that develop from addiction to independent
action, where needs are met by an unknown person in an unknown world under normal
circumstances. What is natural in these experiences is that the baby or child makes discoveries,
engages in different configurations and experiments, and uses their senses effectively (Wood
and Atfield, 2003). These conditions are also very important in terms of physical and mental
health. Although it is encountered in different ways in different societies, some adults often
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forget their own childhood and reflect the natural state of children as a negative perception by
labeling them as spoiled and naughty about the children they care about or observe (Pilten and
Pilten, 2003). While the image of the child is questioned in many ways, play, which is the most
important method used by him in perceiving the world, is also taken into consideration. The
fact that many expressions such as children's play as a discourse, like a child, playing a game
changer have been developed can be expressed as the inability to understand children's games
that seem useless from an adult's point of view (Walsh et al., 2017). However, the game is a
process-oriented method rather than result-oriented. The fact that adults think of children in
their own judgment and experience causes the image of the child to be formed as unhealthy as
the meanings they attribute to the game and toy. One of the main reasons for this situation is
that the image of the child and the game in the minds is not formed sufficiently consciously and
healthily (Turgut and Yilmaz, 2010).

The main purpose of this study; to examine the effect of the game-based learning and
teaching model on the learning preferences of preschool children theoretically and practically.
The study mainly consists of 6 chapters. In the second part of the study following the
introduction; game-based learning theoretical framework has been created, in the third part; the
effect of the game-based learning approach on the learning preferences of preschool students
has been examined, in the fourth part; the method part of the research was formed, in this
context, the problem area of the research was determined, the research model was designed, the
study groups were determined, the data collection tools for the application were determined,
then the data analysis was started. The findings obtained as a result of the analysis were included
and interpreted. In the last part, the sixth part, the study was completed with the conclusion and

evaluation parts.

Game-based learning theoretical infrastructure

Today, for individual success and happiness, and considering all social systems, it is
stated that the ideal person should have the skills defined as the lost first century skills. The
influence of the developmental basis laid by the games played in early childhood in the
acquisition of many skills listed as the twenty-first century skill is undeniable (Mann et al.,
2002). Children, who will become productive and effective individuals with these skills, will
become individuals with high personal, social and scientific awareness and sensitivity, thanks

to learning through play from an early age.
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Game experiences also contribute to the development of social skills such as productivity,
verbal intelligence, perspective development, language development and speaking skills, as
well as cooperation and stimulus control. From a holistic perspective, play is an activity that
contributes significantly to the development of the child's physical, mental, social, emotional,
language and self-care skills (Kirriemuir and McFarlane, 2004). Play, which should be one of
the basic principles of child-centered programs, also contributes to the awareness of the
individual's interests, wishes and needs in terms of predicting the interaction of the child with

the guide only when needed.

While children make their time productive by playing games, they lay the foundation of
knowledge, skills and habits that will build their future (Bottino et al., 2006). On the other hand,
the maturation process of the individual is also delayed due to the inaccuracy of adults'
perspectives on the play method and the delay of life experiences in cases where the interaction
and guidance needed is insufficient. Because children acquire new knowledge, use their old
knowledge, and rearrange and structure their knowledge through play. The delay in these
experiences affects success in life in general (Garris et al., 2002).

Learning with play

For children, the game is a fun pastime. It can be said that games are a fun activity not
only for children but also for students of all levels. If the concepts that are wanted to be taught
to children or students are included in these fun activities, they can learn while having fun. It is
known that preschool or primary school children need activities that will spend their energy
when it is thought that their mobility is at a high level. Games allow children to discharge their
energy and develop their muscular system (Mann, et al., 2002). Children's mistakes, mistakes,
omissions or correct actions during the game give them experience. If we give an example of
this situation; children learn to be careful during the game process so as not to make mistakes.
It is stated that students are able to focus their attention in the first fifteen minutes of teaching
and then have difficulty in concentrating. Thanks to games, students can become active by

concentrating their attention on the relevant concept (Tiiziin et al., 2008).

In both cases, it can be said that learning can be easier. Games are environments that
enable the effective realization of social skills. These skills can be learned spontaneously during
the game. Students or children learn skills such as speaking, sharing, helping each other and
human relations by interacting with their environment and friends during the game. For them,

games are a learning and development environment (Avci et al., 2009). Learning with games
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can involve even students with low motivation and apathy towards the lesson. In line with the
achievements, placing games in activities in learning environments is important in terms of
arousing interest and providing attention. In this case, the use of games in learning environments
will motivate students towards the lesson or concept and enable them to take an active role
(Bayirtepe and Tiiziin, 2007).

Considering that competitions or different activities within the games increase
motivation, the disappointment experienced by the students who lost in the competitions can
also lead to the emergence of negative emotions. In this case, the important thing is that the
games suitable for the interests of the students are selected or designed and used in the learning
environment (Bakar et al., 2008). A student who is interested in the game can develop the ability
to focus on the subject while teaching the subject with the game. Then, using the game as a
learning tool can make learning easier. As stated in the study of Saban (2000), emotional
conflicts can be resolved and social structures in society can be internalized through games.
Starting school should not mean that the game is over, it should change its form according to
its developmental characteristics. For students, the concepts of play and learning are not
opposites of each other, even they are directly proportional to each other. Students prefer to
learn by playing games and having fun in learning environments (Dénmez-Usta and Turan-
Giintepe, 2016). In fact, students of the new millennium prefer educational computer games
more with the rapid development of technology. In this context, according to the results
obtained from scientific studies, it is recommended that educators design or use activities based

on game-based learning in learning environments (Garris et al., 2002).

Game based learning

Game-based learning environments are created by placing the previously designed
problem into scenarios. In game-based learning environments, students create problems,
develop solutions to solve this problem, and try to solve the problem with the solution they use
(Melendez et al., 2000). Thanks to game-based learning environments, students have a good
time in learning environments and have the opportunity to reinforce concepts. In fact, game-
based learning can make learning environments fun and attractive by freeing students from the

boringness of the current classroom environment (Celebi-Oncii and Ozbay, 2005).

Considering that new generation students cannot imagine a world without computers,
internet and even computer games, learning environments with computers, internet and even

computer games should be created in order to meet the needs of these students. At this point, it
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is important to use educational computer games in the learning environment. The fact that
educational computer games increase the motivation of students and make them eager for the
lesson requires the effective use of these games in educational environments. This situation has
attracted the attention of educational researchers and studies on educational computer games
and the effectiveness of these games have been among the subjects studied in recent years
(Celebi-Oncii and Ozbay, 2005).

In studies on the use of educational computer games in learning environments, it is stated
that these games make learning environments fun, students try to solve the problems they
encounter during the game process, and contribute to the development of thinking and reasoning
skills (Boyraz and Dolunay, 2014). In addition, it is stated that social communication, thinking
and technology concepts contribute to learning together by creating different worlds thanks to
educational computer games. In this case, the use of educational computer games and therefore

digital game-based learning environments in the education process becomes inevitable.

Princeky (2001) in digital game-based learning environments, students willingly
participate in the learning environment. And also; many different types of educational computer
games such as strategy development or action can contribute to students' latent learning. In this
context, students learn unknowingly by having fun while playing the game. Similarly, latent
learning can happen when designing a game. The use of both games and educational computer
games within the scope of game-based learning in the education process requires a serious
preparation process (Lim et al., 2006). The motivation of the students during the games may
cause anxiety in the other students who play the game. For this reason, it is necessary to know
the characteristics of the sample in which game-based learning will be used, to use games that
will reduce inter-individual differences, and to choose games according to grade level. It is
known that the games are guiding and teaching, making the environment fun by saving it from
boring (Kirriemuir and McFarlane, 2004). The use of game software in learning environments
can improve students' problem-solving skills and make learning easier. For this reason,
integrating digital game-based activities into learning environments is important to make the
process effective. In this context, game programs that can be used during game preparation and

use in learning environments are listed below (Cankaya and Karamete, 2008).

Game based learning environments
According to Shaff et al., (2005), computer games are an excellent learning tool. Because

computer games give students the chance to adjust the difficulty of the game and the user can
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play the game as much as he wants whenever he wants. Game based learning environments
create game based problem-based learning environments embedded in specific problem
scenarios. In game based environments, students create their own problems, collect the
necessary information for the solution, and solve the problem (Ozyiirek and Cavus, 2016). An
additional benefit of learning with games is that they are more suitable for simulating situations
that may be encountered in everyday life than traditional educational tools. With this aspect,
game-based learning environments are a suitable bridge between theory and practice. (Mutlu
and Aydogdu, 2003). Users can fearlessly achieve real-life results with simulations. Therefore,

they are used in critical application areas such as medicine and engineering.

Stating that the use of games in schools will increase, Melendez et al., (2000) show the
real importance of well-designed computer and video games as people re-creating themselves
in virtual worlds within games and having both fun and learning simultaneously. Swindells and
Stagnitti (2006) emphasize that games provide important gains such as strategic thinking,
planning, communication and decision making. Similarly, Landreth et al., (2006) argue that
game-based learning environments create new social and cultural worlds and this helps learning
through combining thinking, social communication and technology. Rapid socio-cultural,
economic and technological developments, new developments and inventions in the field of
science, developments in human rights have led to an increase in expectations from education
and have forced traditional education to change for the benefit of the individual. With the
introduction of computer technology into education, it has been realized that computer games

are one of the entertainment centers of school-age children (G6zalan and Kogak, 2014)

It turns out that these games not only enable children to have fun, but also enable them to
learn something. The materials made to ensure that students both have fun and learn something
while having fun created game based learning environments (Ulkiidiir and Bacanak, 2013). It
is an undeniable point that game-based learning environments arouse students' curiosity
towards learning and motivate them to learn by increasing their motivation. Game based
learning environments have a structure that helps students develop their skills and carries
knowledge patterns specific to the subject area they are prepared for. In addition to the ability
of game-based learning environments to provide students with the opportunity to have a good
time, there is also an instructive and reinforcing feature in the activity that takes place in the
game (Shaffer et al., 2005).
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On the other hand, the use of these educational games in education can make the
education process fun and attractive for children by overcoming the boringness of traditional
classroom environments. Educational games can be used to achieve the goals in the curriculum.
In the light of this information, the problem statement was determined as the effect of game-
based learning environments on student achievement and opinions (Ulkiidiir and Bacanak,

2013).

Game based learning approach

Game Based Learning is the approach where computer games are really included in the
classroom. These games usually allow students to be more involved in the lesson process by
attracting their interest and increasing their motivation on a particular subject (Ozyiirek and
Cavus, 2016). Instead of giving a badge or award, Game Based Learning makes it easier to
teach a subject by taking advantage of a computer game to teach that subject. By using these
games in the educational setting, students are expected to gain courage in their critical thinking
skills and problem solving skills. The game, which is an entertainment tool for children, has an
important effect on the education and training process (Landreth et al., 2006). In the education
of children, the most appropriate method and technique in terms of age and development level

is the game that expresses learning by having fun.

Play is often preferred as a teaching method by families and educators, as it contributes
to the child's physical, emotional, social and cognitive development (Roskos and Christie,
2007). Although it is known that play is effective in helping young children gain behavior, play
provides significant advantages to all age groups when designed and applied in accordance with
the purpose. Play has been defined as activities that develop individuals' physical and mental
abilities, make life enjoyable, and develop artistic and aesthetic qualities and skills. Games that
are especially aimed at learning and used in the classroom for a specific purpose are called
educational games (Sasmaz and Erduran, 2004). Educational games, games that reinforce the
learned information and develop mental abilities, ensure that what is learned is repeated in a
cheerful and comfortable environment and bring a change to classroom work. Learning
environments dominated by educational games are called game-based learning environments
(Walsh et al., 2017).

Game-based learning environments are similar to game-based problem-based learning
environments embedded in specific problem scenarios. Games bring to the learning

environment features such as unknown result, different solutions to a goal, cooperation, race
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and luck, which are important elements of problem solving (Turgut and Yilmaz, 2010). Game-
based learning environments offer significant advantages to both instructors and learners.
Instructors can use the instinct to play, which is dominant in individuals of all age groups,
especially in children, as a tool to achieve educational goals. This type of learning environment
allows students to have a good time while improving their skills. Research shows that when
used effectively, game-based learning environments increase learning, motivation and self-
efficacy; reveals that it reduces the level of stress and anxiety (Avci et al., 2009). It is seen that
there are similar studies examining the effects of game-based learning environments in various
disciplines in the literature. For example, it is noteworthy that studies on game-based learning
environments are carried out in foreign language, mathematics, computer, science and
technology and social studies teaching. Studies that differ in terms of discipline areas converge
on important variables of the learning teaching process such as academic achievement, attitude,
self-efficacy, motivation and anxiety. It is seen that academic success, as the main variable that
the education process aims to develop, has an important place in studies examining the effect
of game-based learning environments (Garris et al., 2002).

While some studies have revealed that game-based learning environments have a
significant effect on success, others have found the opposite. At this point, the findings of a
single study are insufficient to reach a definite judgment on the subject. Based on the findings
of the studies on the subject, meta-analysis studies conducted on a larger sample are considered
important in terms of generalization. Play, which is the lifestyle of all individuals born from the
first people, can be positioned as a baby or child's profession by using it instead of professions,
which is one of the most important occupations of adults in daily life (Shaffer et al., 2005).
Because the game, which is used while meeting all of his physical and spiritual needs apart
from sleep, is the first natural learning method of every person. At all stages of the day; the
game that the child uses while he is in bed, feeding, cleaning, exploring his body, messing

around, getting to know people, and falling asleep becomes the child's profession (Tiiziin et al.,
2008).

Although it is very broad when viewed holistically, the materials and toys used by
children can be defined as occupational tools. Every child can learn, albeit in different ways
and at different rates. Children are born with unique learning abilities and capacities. In the
education to be given to children, teaching methods and learning processes that will make
learning effective and efficient should be made functional (Avci et al., 2009). As accepted in
many parts of the world, the most appropriate learning method for early childhood children in
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Turkey is play. For this reason, all activities, whether informal or formal, should be game-based.
This situation is stated in this way in the basic principles of preschool education specified in

the current preschool education program, as in previous programs (Yigit, 2007).

Play is a method that can be defined from different perspectives within different
disciplines, even within the same discipline. It is quite difficult to make a holistic definition
when considering early childhood education (Yesilyaprak, 2003). It is difficult to fit all aspects
of such a concept, which can be used both informally and formally in the life of the target
audience and supports all development areas, in one definition. Despite all the difficulties,
especially in terms of early childhood, play: Contributing directly or indirectly to all
developmental areas of the child; it can be defined as a life style based on learning that can be
realized with or without purpose, with or without rules, with real or model materials, with a free
or structured environment and time, in which there is voluntary participation and entertainment
in all conditions (Melendez et al., 2000).

Play is the child's specialty. Play is an opportunity to solve problems. Play is a childhood
and human right. Play is health; nourishes the body, mind and spirit (Shaffer et al., 2005). The
game is an environment of peace where freedoms are experienced. Play is a universal,
individual and contextual process. Play is a chance for children to benefit from each other and
their environment. Play is the child's self-discovery and development process and action. Play
is the source of creativity and the concrete expression of the child's choices and decisions.
(Sezer and Sahin, 2016). Game development itself is also a supporter of development. Play is
serious business and action that occurs in natural and structured environments to make life safe,
meaningful and enjoyable. In addition to many definitions in the literature, common expressions

within these definitions can be given as follows:

v All development areas of babies or children are supported directly or indirectly through
play.

v There may be a logical purpose in the game as well as a situation that only the player
can express.

v’ Play consists of activities that focus more on the process than the outcome.

v’ Babies or children are involved in the game with an internal rather than an external
motivation or they play.

v’ Babies or children set up or participate in the game according to their wishes and

continue.
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v" All objects, situations, feelings, events and perceptions used in the game are personal;

they can be real or surreal, unrestricted (Melendez et al., 2000).

Pleasure and satisfaction are essential in every situation in the game, but the game where
both fun and learning takes place is very important in terms of education. In order for an activity
to be defined as a game from another perspective; it was stated that it should have characteristics
such as intrinsic motivation, free choice, fun and positive affect, inaccuracy and process rather
than product (Swindells and Stagnitti, 2006). It can be said that the relationship between
children and play is idealized here. However, it can be said that the poor quality of the
environments offered to children always differentiates the level of play's contribution to
pleasure and development. For example, the quality time the family spends with the child can
increase the child's satisfaction through play and the level of contribution to development areas
(Shaffer et al., 2005).

The effect of game based learning approach on preschool students' learning
preferences

The strongest language in communication with the child is the language of play. Since
children express their feelings and thoughts more easily in games, games can be used as an
educational tool for them. Children spend most of their energy and time playing. The need for
play is a need like food, love and shelter. For some adults, play is nothing more than carefree
and fun. It is the opposite of work, which is a serious aspect of life (Ozbey, 2004). It provides
his mental, physical, emotional and social development. In addition, it is suggested that there is
a relationship between the level of development of game behaviors and intelligence. Since
intelligence is equivalent to adapting to the environment, game activities are so important
(Shaffer et al., 2005). Every child plays and loves to play. Through play, children have the
opportunity to spend their accumulated energies in a socially acceptable way, and they become
better able to express themselves. In this respect, the game is an entertainment process where
the child can throw off his energy and get rid of negativity in his thoughts and actions. Play is
a natural state of the child (Biiyilikoztiirk, 2013). While playing, the child can explain himself,
feel comfortable and enjoy life. Most importantly, the game is the undeniable fact of the child's
educational developmental process (Cakir and Akbas, 2013).

With the game, the child will be more comfortable in knowing himself and revealing
himself. The cooperation of many sense organs in the child's perception and learning process
of the world will cause him to grasp the outside world more quickly and increase his adaptation

to the outside world (Bayirtepe and Tiiziin, 2007). The game is not only for individuals to be
74



ROL Spor Bilimleri Dergisi / Journal of ROL Sports Sciences 2022; 3(2): 63-91
Alper EYINC, Ali Osman ENGIN

happy and to create a fun environment, but also an environment where everyone can interact.
This environment allows students to develop not only personality, but also social skills,
cooperation, friendship, self-confidence and responsibility. Play contributes to many different
developmental characteristics (physical, social, mental, psychological and emotional). Many
information, concepts or rules that are taught by force to the child can be overcome more easily
during the game (Aral et al., 2001). Children unconsciously learn, adopt and practice many
definitions and concepts such as learning, decision making, cooperation, problem solving,
sequencing, organizing, sharing, respecting the rights of others, social communication, and
helping each other (Akbayrak and Turasl, 2017).

The game, which is discussed in game-based learning, is a sportive action between two
teams or individuals based on certain rules. According to Piaget, play is harmony. The game is
the most beautiful and fun way to apply movement and skills together. Games can be divided
into movement and sports. Chess, ball games, dance can be given as examples of movement
games. Thinking games and depiction games can be given as examples of sportive games (Cakir
and Akbas, 2013). Games are a fun activity not only for children but for individuals of all levels.
If the concept that should be taught to children or students is adapted to their games, students
can learn this concept with fun (Landreth et al., 2006). Games are a tool for children to correct
their mistakes and deficiencies (Gozalan and Kocgak, 2014). For example, children will try to
play a game so as not to make mistakes. This will help children focus their attention for a long
time. In addition, students will enable them to adopt the soft information they have acquired in
a concrete way. In addition, games are a fun activity that can increase a student's interest and
motivation towards the lesson. (Sasmaz and Erduran, 2004). Children interact with other
children through games. As a result of this interaction, children engage in social activities such
as speaking well, expressing their thoughts in a healthier way, empathy, helping each other, and
sharing. Considering all these, games can be used as a learning tool, and children can be
internalized in a healthier way. It is created with certain problem scenarios in game-based
learning environments (Mutlu and Aydogdu, 2003).

In game-based learning environments, students create their own problems and do research
on these problems, communicate with their peers and eventually solve the related problem. One
of the greatest skills that students acquire in game-based learning environments is to critically
evaluate the problems they frequently encounter in daily life. In this respect, gamification acts

as a bridge between learning environments and learning (Avci et al., 2009).
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Landreth et al., (2006) state that educational games have some contributions to students.
They highlight as important acquisitions such as decision making, planning, communication
and strategic thinking. On the other hand, Walsh et al., (2017) argue that game-based learning
environments create new social and cultural worlds and this helps learning through combining
thinking, social communication and technology. Some of the features of game-based learning
are: It is motivating and interesting. It allows learners to focus longer. In game-based learning,
the student is always active. They are directly involved in the experience and benefit from it
(Avci et al., 2009).

Giving feedback is very important in game-based learning. Thus, students do not waste
time due to their mistakes and take action to correct their mistakes immediately. Game based
learning keeps students motivated, engaging, and fun, allowing students to stay focused longer
(Bayirtepe and Tiiziin, 2007). With game-based learning, it helps students remember complex
events and concepts more easily and facilitates their learning. Garris et al., (2002), computer
games are an excellent learning tool. Some of the tools we can use to design a game-based
learning environment are as follows (Garris et al., 2002):

v" Armored Penguin: Various puzzle games can be prepared with this application.

v' Big Hug Labs: It contains many features such as making posters, editing photos,
making puzzles.

v' Classcraft: It is a platform where in-class discussions can be conducted and students
can be rewarded and punished.

v Jigsaw Planet: It is a platform where we can turn pictures into puzzles.

v LearningApps: It is a 2.0 Web application that we can develop interactive items and
use them easily in education and training processes (Garris et al., 2002).

Many studies in the field of playgrounds have revealed that teaching the lesson with
games attracts the attention of the students, they get the information more quickly, and they are
more willing to the lesson. It is accepted that the game is a learning environment. When the
students are in the game, they are more interested in the subject and provide a permanent
learning by focusing their attention on the subject better (Bottino et al., 2006). It is thought that
what you learn in this way will stay in the memory longer. Critical thinking and decision making
skills are developed, and it is stated that there is a positive development in behaviors. Children
learn unconsciously in the play environment, communicate with other children, develop the

concept of cooperation, use their creativity and have a structure that develops over time (Garris
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et al., 2002). Children think and gain experience through play. They grasp the limits of their
abilities and the properties of the objects around them through trial and error. At school age,
especially in the first years of primary education, many psychomotor skills are learned through
play. Play at school is a very useful tool for the child's mental, psychomotor, spiritual, emotional

and social development (Mann et al., 2002).

In general, the game has four missions. Since students cannot throw their energies in the
classroom and they need to be active in the classroom, they relax by throwing their energy away
thanks to the games (Garris et al., 2002). The fact that students are usually running, jumping,
jostling and always moving is due to the need to discharge this energy. Students acquire
different knowledge and skills through the game. It is easier and more fun to learn a knowledge
and skill with such games and activities rather than learning it in the classroom. In addition, by
involving each student in the process in a comfortable learning environment, it is ensured that
they make sense of the information. Some games are games that students can understand and

empathize with. In these games, students take on some roles (Tiiziin et al., 2008).

In the games, it is seen that the students try to be like them or act like them by putting
themselves in someone else's shoes. Thus, in the psychodrama activities held in the classroom,
students have the opportunity to play various roles and prepare themselves for their future lives.
Some games, on the other hand, are therapeutic games that are performed in order for students
to overcome this emotional tension when they are nervous or afraid (Yesilyaprak, 2003).
Thanks to these games, students act as a tool that helps them get rid of these tensions by
minimizing their fear and uneasiness. It is especially recommended that the game be used as a
method or activity while the objectives and indicators are discussed in the program. Learning
through play is seen as an integral part of this program and pre-school education (Avci et al.,
2009).

Similarly, studies show that learning, skills and performances increase significantly in the
learning process of the game. In the preschool period, the form of the children's lesson is play.
There are different studies offered to children through different activities they do at school
(Avcietal., 2009). Learning takes place through play activities (Garris et al., 2002). As Cakmak
(2000) mentioned, thanks to the game, students will improve themselves by focusing more on
the subject, to develop their skills, to approach the lesson more carefully and more interested,
to offer solutions to questions and problems. In this way, the student becomes an individual

who is able to concentrate comfortably and willing to learn. Students in the game age internalize
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information more easily with games. In addition to these, the selection of important tools and
the place where the game will be played is very important (Donmez-Usta and Turan-Giintepe,
2016).

If they feel comfortable with games, they can express themselves more easily. In addition,
understandable expressions should be used in the rules of the game, and the students should be
informed by the teacher, with careful attention to detail. The games designed and edited should
be suitable for the subject areas (Kirriemuir and McFarlane, 2004). Thus, the lessons become
more instructive, reinforcing, interesting and entertaining. Based on the studies on games, the
game has a key role in every aspect of the child's life. Play enables the development of the child.
It is clear that it will be effective to use this concept, which is so important for the child, in
education and training by playing games or developing games. According to Ersoy (1999), play
is an important tool that teaches the child life twenty-eight. Children have fun and learn while
playing. It is a fact that has been accepted for years by educators that children learn by having

fun and willingly.

Avedan (1971) emphasizes that it is difficult for children to keep their attention for a long
time during education and training. Children's attention spans range from fifteen to twenty
minutes on average. Children get bored very quickly and get distracted. Children may become
reluctant to learn, as their attention will be distracted quickly. This negatively affects learning.
The attention span of children, especially in primary and secondary education, is quite short.
Games provide more attention than other learning techniques, as they enable students to

participate actively in the learning process.

Swindells and Stagnitti (2006), games have an important place in the education of the
child. Recognizing this, educators have taken into account children's interest in the game.
Instead of explaining the subjects theoretically, they have developed methods that embody and
dramatize them. The information taught in this way is more understandable and permanent. In
addition, children are interested in the lesson and learning. Play is one of the techniques used
for effective teaching. The student both has fun and learns through play, and most of the time
the student is not even aware that he is learning while playing (Ulkiidiir and Bacanak, 2013).
Princeky (2001) argues that the development of children's abilities, the increase in their
understanding and perception power, as well as the ability to express their emotions is the basis

of play, and emphasizes that the lessons will be more productive and the education and training
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process will be more comfortable for the student, if the educational activities are carried out in

the form of games.

Shaffer et al., (2005) argue that play is the main factor in raising children in a healthy and
strong manner, developing their personalities, perception and comprehension skills, preparing
them for real life, gaining desired behaviors, and therefore everything should be taught through
play. He lists the benefits of teaching as follows. The game attracts the attention of the child
and increases his interest in the lessons. Play is a good motivation tool that increases the child's
motivation to the lesson. Since the child will be actively in the process of playing, he feels
happy and belongs to the place where he is. The game saves the lessons from boringness, adds
excitement to the lessons and makes the lesson interesting. The most important feature of the
game is that students can be directed to unlimited creative and exploratory learning with the
game (Aveci et al., 2009). A lesson that students do not like can become very enjoyable with a

game.

In the game, children are much more free as they learn new information well through their
own assessment and in their own way. Learning in the game is fun and carefree. Students learn
and enjoy every minute of the game as the game draws students' attention. At first glance,
children's games may seem simple, but play is directly related to every aspect of development
and learning (Garris et al., 2002). It is possible to list the effects of play on education and
training as follows: Play provides opportunities for children to develop new cognitive, social,
emotional and physical skills. In addition to learning these skills well, they can also use them
in various situations and transfer their learning to real life. Play allows children to think and use
real experiences. Through play, the child can see how new experiences relate to previous
learning. Can learn from their own learning (Kirriemuir and McFarlane, 2004).

Much of what the child knows was not taught to him, but was settled by his own
experience. When children play, they can develop a playful attitude that can think of many
ideas, new ways to do things and solve problems, and can think very creatively in problem
solving, adding innovations to their learning. The value of art develops through play
(Yesilyaprak, 2003). When the child makes pottery from clay, he becomes a potter, playing
with words, develops his sense of rhythm and sound in prose and poetry (Mann et al., 2002).
Play allows the child to learn to learn, to be motivated to learn in the form of curiosity,
invention, fulfillment and many more. The child's attention span is as much as the entertainment

time that interests them. For example, when the child is doing an experiment, he waits for the
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result with curiosity and does not let it go until the result, or when he sees his shadow for the

first time, he starts to create shadows in different ways with excitement and curiosity (Aver et
al., 2009).

When the child learns through play, he becomes interested in learning. When a child
learns through play, he learns to love learning. Thanks to the game, the child uses his excess
energy in a good way and easily learns and applies many rules that he has difficulty in learning
(Bakar et al., 2008). The child learns to be free and self-directed in the game. Often, play
increases the tension that comes with having to achieve or needing to learn. In the game, the
child relaxes, challenges, but is not punished for his mistakes. Topics with the help of game
technique; it becomes more motivating, more meaningful, more interesting, gains quality more
easily, correcting the wrong study habits, prolonging the retention rate and duration (Bayirtepe
and Tiziin, 2007). With the implementation of this, it is ensured that skills are developed,
knowledge is structured in the mind and the bonds between concepts are strengthened. When
the child adds academic skills and content to his games, the good feelings he feels during the
game are also reflected in the academic field. Imagination in play makes academic activities
meaningful and important. While playing, the child's attention is focused on the activity itself
rather than on the goals or results of the activity (Kogyigit et al., 2007). This feature of the game
provides a low-risk environment when children are asked to try something or do something new
and difficult (Demirel et al., 2003).

Play-based learning activities offer children the opportunity to learn different skills and
ideas. In addition, the game provides many ways for children to acquire these skills. Engaged
in play, the child can allow his own actions to form with his own little habits and patterns of
behavior (D6nmez-Usta and Turan-Giintepe, 2016). Because these are his own habits. He can
reveal them at any moment and move in entirely new directions at will. The game provides a
stimulating environment for mental and emotional creativity (Cankaya and Karamete, 2008).
Potentially every child's play is the perfect expression of himself as a developing individual.
Play helps the child get to know himself, others, and things around him better. Basically, it
gives the child the opportunity to learn to learn. In short, depending on the quality of the game,
the child's mind, physical ability and personality develop. The game is a very powerful
motivation tool in the learning process. It helps students get used to the classroom environment.

Through play, the child learns to create, reconstruct, destroy, and explore materials (Tiizlin et
al., 2008).
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Play experiences allow the child to mingle with other children, discover what their friends
are doing, and observe their friends' behavior and reactions. When the game is set up for
learning, it allows students to test their skills in many ways without fear of failure (Kirriemuir
and McFarlane, 2004). This, in turn, improves their self-esteem and self-esteem. The child goes
beyond the stereotypical rules in the game and brings different solutions to the events. Since
play develops motivation, the child actively participates in the learning environment and learns
by having fun and pleasure. Teaching becomes more enjoyable as the game attracts children's
attention. Teaching supported with games is both more fun and more effective and permanent.
Games create an important link between the knowledge acquired in the learning process and
the application of this knowledge. This connection becomes very important in concretizing and

exemplifying soft information and concepts (Avci et al., 2009).

The game realizes better quality and more effective learning by making abstract concepts
that are difficult to understand and make sense of the students understandable (Walsh et al.,
2017). The child can send the information that passes from the abstract to the concrete to the
right address in his mind and can make sense of the information. Another important aspect of
educational games is students' understanding of information correctly. Educational games also
allow the reinforcement of the learned knowledge and the repetition of it in a fun way. In this
way, it can be ensured that students who are shy or bored with the lesson actively participate in
the lesson. However, the feature sought in games is not only fun. In addition, it is important to
prepare and plan the games in advance in order to be oriented towards the purpose and course
objectives of the course and to establish a relationship between learning and learning (Landreth
et al., 2006). Every game that helps teaching activities and is planned in accordance with the
objectives of the lesson is an educational game. Educational games are activities that aim at the
physical, mental, emotional and social development of students, are seen as an integral and
complementary part of education, make education fun and are carried out in a planned manner
(Kogyigit et al., 2007).

METHOD
Ethics committee decision was not taken as this research is a compilation. In addition,

necessary ethical rules were complied with during the writing process of the article.
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Problem statement and sub-problems
What are the effects of game-based learning environments on Preschool Students'
Learning Preferences? and what is the effect of game-based learning environments on the

achievement of Preschool Students?

v What is the effect of the teaching method used on learning preferences?

v What is the effect of gender and teaching method interaction on learning preferences?

v Is there a significant difference between the pretest-posttest scores of the experimental
group regarding their preferred learning paths?

v Isthere a significant difference between the pretest-posttest scores of the control group
regarding their preferred learning paths?

v' Is there a significant difference between the experimental and control group's post-

test, preferred learning path scores?

Model of the research

In the research, dominant-less dominant mixed method design was used. The dominant
less dominant mixed method design was defined by using one of the qualitative or quantitative
research methods and using the other research design in a small dimension of the research
(Tashakkori et al.,1998).

Working group

Criterion sampling method, one of the purposive sampling methods, was used in the
research. The criterion was sought for the children included in the scope of the research to be
children aged 4-6 who attend kindergarten and this school. The experimental group in the study
group was determined as the group in which the researcher conducted the education process,

and a different kindergarten was determined as the control group.

In the study, game-based learning, game-based learning-teaching practices were applied
to the experimental group children and activities in line with the current education program
were applied to the control group. While the activities were carried out in the experimental
group, the names of the children's favorite out-of-class and indoor games were created as a list,

in addition to the activities included in the education program.

The children then freely chose the game they wanted from the activities determined
individually and as a group from this list and played them. Children are given the right to choose
more than one game on the list. In addition, some techniques and tools were supported while

playing the games. In game-based learning activities, games based on real-life scenarios, in
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which children will use their imagination, were played. The activities were completed in eight

weeks.

Data collection tools of the research

A semi-structured interview and observation form was used as a data collection tool in
the research. In the interview form used in the research, children's perceptions of the concept
of game and the games they prefer with the game-based learning model were asked. For the
questions in the interview form, firstly, the opinions of three preschool teachers, two experts in
the field of education programs and teaching, an expert in the field of measurement and
evaluation, and a Turkish teacher were consulted. Each child was given 10 minutes for the
questions in the interview form prepared for the experimental group children. Interviews were

held in the classroom and the children voluntarily participated in the interviews.

In the semi-structured observation form, it was tried to determine the learning paths
preferred by the children with the game-based learning-teaching model. While developing the
observation form, first of all, a literature review was conducted on the game-based learning
model and the learning paths preferred by children. After the literature review, the items in the
observation form were written and a four-way rating was used for these items as never, rarely,
often, always. In addition, quotations were made from the activities determined by the various
game-based learning model in the research through document analysis.

Analysis of data

Semi-structured interview form and observation form were applied to the study group of
the research. While the observation form and interview form were applied to the experimental
group; the observation form was applied to the control group. A video recording tool was used
to observe the practices of the children in the classroom and the researchers checked whether
the skills in the observation form were performed by the children. Afterwards, these videos
were shown to three preschool teachers working in different schools, and the teachers' opinions
were asked about whether the skills in the observation form were done by the children. In the
analysis of the data, the Shapiro-Wilks value was checked for the normal distribution of the

items in the observation form prepared for learning preferences.

According to Biiyiikoztiirk (2014), when examining the normal distribution, Shapiro-
Wilks tests are used if the number of groups is less than 50, and Kolmogorov-Smirnov tests are
used if the number is greater than 50 (Biiyiikoztiirk, 2013). According to the normality tests, it

was observed that the items in the observation form did not show a normal distribution. The
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Mann Whitney U-Test was used to compare the scores of the children in the experimental and
control groups, and the Wilcoxon Signed Rank Test was used to compare the pre-test and post-

test scores of the groups in the observation form prepared about learning preferences.

In the semi-structured interview form, descriptive and content analysis methods were
used for the data obtained. While determining the codes, the literature was scanned and it was
examined whether there were previously developed categories related to the subject. After the
codes suitable for the research were determined, the answers of the children were classified and
the source and coding densities were determined. Then, comments were made by making direct
quotations about the views of the children. Various codes were used for children while
transferring directly. In addition, for the reliability of qualitative data, the data obtained were
digitized, frequency and percentage were calculated, and the data were tested according to the

0.05 significance level.

RESULTS AND COMMENT
The findings regarding what the concept of play means according to preschool children

are given in Table 1.

Table 1. Descriptive analysis results of children's opinions on the games they prefer in the game-based
learning model

Category Source Coding Density
Frequency Percent (%) Frequency Percent (%)
What games do children Fun Games 15 37.5 18 45.0
prefer in game-based Cooperative Games 12 30.0 12 30.0
learning? Individual Games 13 32.5 10 25.0
Total 40 100.0 40 100.0

As seen in Table 1, in the descriptive analysis results of the interviews with 40 children,
the games preferred by the children in game-based learning were categorized as fun,
cooperative and individual. In the category of fun games, | like, make me laugh, look forward
to, and want to play at home; in the category of cooperative games, it can be said that they
prefer the games that | play with my friend and my teacher, and that | do not share my toys with
anyone in individual games and that | do not play with a group. From this point of view, it is
seen that children prefer games that they like, that are played with their friends and that they do

not share their toys with anyone.

V' “There is a game, I liked it very much, I chose it....I remembered the game with

glasses”

V' “My favorite thing is games played by everyone”
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“I don't want to play games that I don't like. i love car racing game”
“I love the dough cake game, I really, really like it”
“I don't like to play alone”
“I play more when I have someone by my side”
“I don't give my toy to anyone else. [ want to play alone”

“Why should I play with someone else it's better to play alone”

D U N N N N RN

“I like to play as a group”
V' “Idon't like to play with anyone”

The findings of the scores regarding the learning paths preferred by the experimental

group in the pretest-posttest are given in Table 2.

Table 2. Pre-test-post-test, preferred learning paths test results of the experimental group

Post-Test - Pre-Test Number of Persons  Rank Average Rank Sum z p
Positive Ranks 26 17.00 24.42
Negative Rows 10 1.54 2.36 -6.042 0.031*
Indifferent 4 6.00 8.00
Total 40

*p<0.05

As seen in Table 2, it is seen that there is a significant difference in favor of the posttest
between the scores of the children regarding the learning paths they prefer in the pretest and
posttest (z = -6.042, p < 0.05). From this point of view, it can be said that the experimental
group children in which the game-based learning and teaching model is applied contribute to
the learning paths they prefer. The findings of the scores regarding the learning paths preferred

by the control group in the pretest-posttest are given in Table 3.

Table 3. Test results of the control group on pre-test-post-test, preferred learning paths

Post-Test - Pre-Test Number of Persons Rank Average Rank Sum z P
Positive Ranks 32 29.00 31.85
Negative Rows 6 2.11 3.60 -5.854  0.031*
Indifferent 2 4.09 6.49
Total 40
*p<0.05

As can be seen in Table 3, no significant difference was observed between the scores of
the children regarding the learning paths they preferred in the pretest-posttest (z = -5.854, p
>0.05). From this point of view, it can be said that the activities carried out in line with the

current education program do not contribute to the learning paths preferred by the children. The
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findings of the post-test preferred learning paths of the experimental and control groups are

given in Table 4.

Table 4. The mann whitney u-test results of the experimental and control groups on post-test, preferred
learning paths

Groups Number of Persons Rank Average Rank Sum U p
Experimental group 25 32.174 698.69
412,00 0.001*
Control Group 15 11.96 352.08
Total 40

*p<0.05

As can be seen in Table 4, it is seen that there is a significant difference between the
scores of the children regarding the learning paths they preferred in the posttest (U=412.00
p<0.05). When the mean rank is examined, it is seen that the scores regarding the learning paths
preferred by the children in the experimental group are higher than the children in the control
group. From this point of view, it can be said that the game-based learning model contributes

to the learning paths preferred by the children in the experimental group.

CONCLUSION AND EVALUATION

With the applications made in the game-based learning model, it was seen that the
children defined the game as reflecting the inner world of the individual, obeying the rules set
by others or himself, showing his power like superheroes and meeting different events.
Especially preschool children communicate through games, attach meanings to the events and
objects around them like a scientist, and internalize certain positive or negative behaviors in an
autonomous period. Then, by putting forward his own rules, he expects the people around him

to follow these rules.

In the world we live in, there are games wherever there are children, and children learn
about the world through games. For some children, play is a bridge between reality and
imagination. For some, the game is a form of self-expression of the individual. As a matter of
fact, in the study, it was seen that children explained the game by associating the game with
superheroes with the game-based learning model. Children who model their superheroes by
using their imaginations also learn good, right and wrong by reflecting their inner world to the
outside. Landreth et al., (2006) see games as a reflection of the scenarios in the imagination of
preschool children to the real world and state that these scenarios will be associated with real-

world events by children over time.
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Here, the game-based learning model emphasizes that there are certain rules for everyone
and that everyone should follow these rules during the game, taking into account the self-
centeredness of children. Thus, with game-based learning activities, children can act
independently and freely to cooperate with their friends, help each other, etc. learns the rules
and tries to reflect this in his life. Children are confronted with real-life problems/scenarios in
the activities and applications made with the game-based learning model. With these scenarios,
children explore their environment. In the study, it was observed that children defined the game
as an explanation of the objects and events encountered with a sense of curiosity. As can be
understood from these definitions, play is a source of motivation for children. The child with
increased motivation will want to know more about the game and will be open to learning new
knowledge and skills. In short, the game-based learning model is seen as an important process
in the structuring of thinking in children, as it enables children to think about real-world events.

Then these processes are critical thinking, creative thinking, problem solving, etc.

There was no significant difference between the pretest-posttest scores of the control
group regarding their preferred learning paths. In other words, it was concluded that with the
activities and practices carried out in line with the current education program, they listened
more and followed the rules to be followed with the activities, they had problems in expressing
themselves, they had one-way communication and they could not use their body movements.
However, preschool children are very active physically. They always want to play and explore
the world. This sense of discovery and curiosity should be supported by schools and educational
programs. Games are tools that reflect the inner world of children. Children express themselves
freely and clearly through play. There was a difference in favor of the experimental group
between the scores of the experimental and control groups regarding the learning paths they
preferred in the posttest. With the game-based learning model applications applied in the
experimental group, it was concluded that the children preferred learning ways suitable for
them. It was observed that some of the experimental group children listened carefully to their
friends and teachers with game-based learning applications and asked the subjects they did not
understand or were curious about. Some children played games using gestures, while some

children preferred only individual games.

Children feel real world events with games. They find solutions to these events they
encounter with games. When they encounter similar events in their later life, they use the
experiences they have gained here. Not only are they limited to these skills, the game also
contributes to children's language skills. In fact, this purpose is emphasized in the game-based
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learning model. In other words, one of the reasons for giving scenarios to children with the
game-based learning-teaching model is to develop children's language skills such as speaking,
listening, reading and writing. Each child uses his language skills according to his preferred
learning path. Now, according to this learning path, the child defines the game according to

himself.

It has been observed that children prefer fun, cooperative and individual games in game-
based learning model applications. Based on individual differences, each child chooses the most
suitable game for them. The child, who determines his own game by considering his learning
preference, sometimes internalizes the spirit of the character in the game with a sense of
empathy and behaves like him. Such a mood allows the child to enjoy the game, and the game

becomes fun.
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