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Ozet — Bu galismada, 2012 yili itibari ile 6gretim programinda segmeli bir ders olarak yer alan Zeka Oyunlar
dersine yonelik Ogretmenlerin disiincelerinin  belirlenmesi ve bu derse iliskin Onerilerinin sunulmasi
amaclanmistir. Calismanin modeli, nicel ve nitel arastirmanin birlikte yer aldig1 karmasik desendir. Bu arasgtirma
2018-2019 egitim 6gretim yilinda, Balikesir’deki ortaokullarda goérev yapan 52 6gretmen ile yiiriitiilmiistiir.
Aragtirmada oncelikle 6gretmenlere “Se¢meli Zekd Oyunlart Dersine Dair Ogretmen Goriisleri” anketi
uygulanmig, elde edilen veriler SPSS istatistik paket programiyla analiz edilmigtir. Arastirmanin ikinci
bolimiinde ise dersin islenisiyle ilgili sorunlar1 ve &gretmenlerin ¢6zim Onerilerini sunmak amaciyla ile
Ogretmenlerle yart yapilandirilmig goriismeler yapilmigtir. Goriismeler, anketin uygulandigi 6gretmenlerin
arasindan gonilliiliik esasina gore belirlenen, 6 6gretmene uygulanmis, veriler igerik analizi yontemiyle analiz
edilmistir. Sonugta, Ogretmenlerin bu dersin Ogretim programinin kazanimlari, igerigi, silireci Ve
degerlendirilmesiyle alakali goriislerinin mesleki kidem, 6grenim durumu, brans ve cinsiyet degiskenleri
bakimindan hi¢bir durumda farklilagmadigi sonucuna varilmistir. Hem de dersin islenisindeki problemler

belirlenmis, bu problemlere ¢6zliim Onerileri sunulmustur.
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Genis Ozet

Giris

Giliniimlizde degisimin odaginda olmak, bireylerin ¢oziim {iretme ve yenilik
kapasitelerinin gelisme diizeyine oldukca baglidir. Degisime adapte olmanin yani sira,
gliniimiiz diinyasinda siirdiiriilebilir bir rekabet ortami olusturmak i¢in iiretken bir degisimi
tasarlayacak, hayal edecek ve bunu yonetecek zihinsel yeterliliklerin olusturulmasi
gerekmektedir. Giinliik problemlere ya da bilingli olarak tasarlanmis problemlere sira disi,
0zglin ve degisik ¢oziimler iiretebilmek, bir sorunun bir¢ok ¢oziimiiniin olabilecegini gérmek
ve alternatif ¢oziimler iiretmek, giiniimiizde bireyin sadece kendi yagamini degil, toplumun da
degerler iiretmesinin temelini olusturmaktadir. Insanlik igin yasami kolaylastiran, bir zorlugun
iistesinden gelmeyi saglayan her tiirlii bulus ve gelisme, sira disi zihinlerin {iriiniidiir. Farkl
diisiinebilmeyi ve farkli ¢oziimler iiretebilmeyi saglayan aklin, mantigin, akil yiiriitmenin ve
biligsel kapasitenin insan hayati boyunca gelistirilebilir 6zellikler oldugu bilinmektedir. Bu
gelisme ¢ok erken yaslarda daha hizli ve daha kolay gerceklestigi i¢cin bu ders ortaokullarda
se¢meli ders olarak okutulmaktadir (TTKB, 2013).

Zeka Oyunlart dersindeki genel amag¢ “Zeka oyunlari dersinde Ogrencilerin zeka
potansiyellerini tanimas1 ve gelistirmesi, problemler karsisinda farkli ve 6zgiin stratejiler
gelistirmesi, hizli ve dogru karar vermesi, sistematik bir diisiince yapisi1 gelistirmesi, zeka
oyunlart kapsaminda bireysel, takim halinde ve rekabet ortaminda galisma becerileri
gelistirmesi ve problem ¢ozmeye yonelik olumlu bir tutum gelistirmesi amag¢lanmaktadir.”
seklindedir. Ayrica programin uygulanmasina yonelik olarak bu dersi farkli smif
seviyelerinden (5., 6., 7. veya 8.) 6grenciler ayni anda da alabilirler, ayn1 sinif diizeyinde
farkl1 seviyede Ogrenciler de alabilir. Se¢meli zekd oyunlar1 dersinde basamakli 6gretim
programi kullanilir. Basamakli &gretim programi Ogrencilere bilinenden bilinmeyene,
yakindan uzaga, basitten karmasiga, somuttan soyuta, kolaydan zora seklinde 6grenme ortami
sunar (MEB, 2013).

Hizla gelisen diinyamizda, problem ¢6zme, akil yiiriitme ve iletisim gibi becerilerin
onemi artmaktadir. Zeka oyunlari dersi sayesinde bu becerileri gelistirmek daha kolay
olacaktir. Bu nedenle, 6gretmenlerin rehberliginde o6grenciler matematiksel becerilerini,
stratejik diisiinme yeteneklerini ve yaraticiliklarini gelistirme firsatina sahip olacaklardir
(Yilmaz, 2019). Zeka oyunlar1 dersi teoride bu kadar 6nemli bir ders olsa da, bazen pratikte

yasanan problemler nedeniyle istenen sonuclar elde edilemez. Bu nedenle, bu arastirmada,
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ortaokullarda zeka oyunlar1 dersini veren &gretmenlerin goriislerinin  belirlenmesi

amaglanmstir.

Yontem

Arastirma modeli, karma bir modeldir. Bu arastirmada nicel ve nitel arastirma birlikte
uygulanmaktadir. Arastirma, Balikesir’de Milli Egitim Bakanligi’na bagli devlet okullarinda
calisan 52 dgretmen ile gergeklestirilmistir. ilk olarak 6gretmenlere “Seg¢meli Zekd Oyunlar
Dersine Dair Ogretmen Gériisleri” anketi uygulanmistir. Anketten elde edilen veriler Sosyal
Bilimler icin Istatistik Paketi kullamlarak analiz edilmistir. Ikinci olarak tarama modeli
yontemi ile elde edilen nicel verilerin desteklenmesi, dersle ilgili sorunlarin ve 6gretmenlerin
¢Oziim Onerilerinin belirlenmesi amaciyla yar1 yapilandirilmis goriismeler yapilmistir.
Goriismeler, anketin uygulandigi Ogretmenler arasindan istekli olan alti 6gretmene

uygulanmig ve veriler igerik analizi yontemi ile analiz edilmistir.

Sonuc¢

Sonug olarak, dgretmenlerin bu dersin kazanimlari, icerigi, siireci ve degerlendirilmesi
hakkindaki goriislerinin mesleki kidem, cinsiyet, 6grenim durumu ve brans degiskenleri
acisindan farkli olmadigi sonucuna varilmistir. Ayrica derste yasanan sikintilar belirlenmis ve

¢Ozlim Onerileri sunulmustur.

Tartisma

Bu ¢alisma sayesinde zeka oyunlari dersini veren Ogretmenlerin goriis ve Onerileri
aciklanmistir. Arastirmaya katilan Ogretmenler, meslek hayatlar1 boyunca tiim smnif
seviyelerinde zeka oyunlari dersini vermislerdir. Ogretmenler, bu dersin yaratic1 diisiinme
becerilerini gelistirmesi, 6grenciye farkli bir bakis a¢is1 kazandirmasi ve dersin eglenceli
olmasi agisindan gerekli oldugunu belirtmektedirler. Benzer sekilde Giirsoy ve Arslan (2011)
glinliik yasamda Ogrenilenleri, egitsel oyunlar ve aktivitelerle iliskilendirmenin 6nemli
oldugunu vurgulamaktadir. Ancak bazi 6gretmenler, bu dersin smav kaygist olan 8. sif
ogrencileri i¢in gereksiz oldugunu belirtmektedir. Ayrica dgretmenlerin zeka oyunlar: dersi
hakkinda yeterli bilgiye sahip olduklari, fakat uygulamada problemler yasadiklar1 sonucu
ortaya ¢ikmistir. Bunun sebebi ise lisans egitiminde bdyle bir egitim almamis olmalaridir. Bu
nedenle Ogretmenlerin zekd oyunlarimi yeterince kullanamadiklari ve ogretim teknikleri

acisindan yeterli olmadiklar1 sonucuna varilmistir. Bir diger 6nemli sonug, dgretmenlerin zeka
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oyunlar1 dersi hakkinda hizmet i¢i egitim kurslarina veya seminerlere ihtiya¢ duymalaridir.
Benzer sekilde Hazar ve Altun (2018) da ogretmenlerin  zeka oyunlart dersinin
uygulanabilirligi konusunda sorun yasamamalari i¢in bu ders ile ilgili lisans doneminde veya
sonrasinda hizmet i¢i egitim seminerleri almalar1 gerektigini ifade etmislerdir. Ogretmenlerin
bu dersle ilgili olarak karsilastiklar1 zorluklar sunlardir: okullardaki materyal eksikligi,
kalabalik siniflar ve bu dersi aile baskisi ile tercih eden 6grenciler. Benzer sekilde Ulusoy,
Saygi ve Umay’in (2017) yaptiklar1 ¢alismada, Ogretmenlerin sinifta materyal eksikligi,
kalabalik ve heterojen gruplarin olmasi ve zaman problemi gibi sorunlarla karsilastiklari

sonucuna varmislardir.

Oneri

Zeka oyunlari dersi, se¢meli oldugundan, goniilli ogrenciler tarafindan tercih
edilmelidir. Her 6grenci esit sartlarda egitim hakkina sahip oldugu i¢in, zeka oyunlar1 dersi
materyalleri Milli Egitim Bakanlig1 tarafindan tiim okullara verilmelidir. Ayrica, Milli Egitim
Bakanligi’nca her siif seviyesi i¢in hazirlanmig bir ders kitabi, etkinlik kitab1 ve 6gretmen
rehber kitabi bulunmalidir. Ogrencilerin derse aktif olarak katilabilmesi ve zeka oyunlar
dersinin interaktif, verimli bir ders haline gelmesi i¢in siniftaki 6grenci sayist azaltilmahdir.
Zeka oyunlar: dersi i¢in 6gretmenlere hizmet i¢i egitimler verilmeli veya zeka oyunlar: dersi
tniversitenin miifredatina dahil edilmelidir. Bu c¢alismaya dayanarak, farkli siif
seviyelerinden 6grencilerin goriislerinin alindig1 veya performanslarinin incelendigi herhangi

bir zeka oyunun uygulanmasi konusunda da ¢aligsmalar yapmak miimkiindiir.
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Abstract — In study, it is aimed to determine the opinions of teachers about Elective Mental Games course in
curriculum since 2012 and to present suggestions about course. The model of research is a mixed pattern where
qualitative and quantitative research. The study was carried out with 52 teachers working in secondary schools in
Balikesir, 2018-2019 year. Firstly, "Teachers' Thoughts About Elective Mental Games Lecture™ questionnaire
was applied to teachers, data were analyzed by using SPSS. Secondly, semi-structured interviews were
conducted with teachers in order to present problems related to course, solution suggestions of teachers. The
interviews were applied to 6 teachers who volunteered among teachers, data were analyzed with the content
analysis method. Last, it was concluded that the opinions of teachers about gains, process, content, evaluation of
course didn't differ in terms of gender, professional seniority, educational status, branch variables. Additionally

problems connected to course were determined, solution suggestions were presented.
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Introduction

Today, being in the focus of change depends on the level of development of individuals'
solutions and innovation capacities. In addition to adapting to change, minds that produce,
dream and manage are required in today's world. Being able to produce unigue solutions to
the problems we face in daily life or to consciously designed problems, to find alternative
solutions to a problem, constitute the basis for the individual to produce values not only for

himself but also for society. All kinds of inventions and developments that make life easier
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for humanity are thanks to extraordinary minds. Human mind, logic and cognitive capacity
can be improved throughout life. Since this development is faster and easier at an early age,

the lesson of mental games is taught as an elective course (TTKB, 2013).

In the mental games lesson, students are able to recognize and develop their own
intelligence potential, develop different, unique strategies in the face of problems, make a
quick and accurate decision, develop a systematic thinking structure, develop skills in
working individually, as a team and in a competitive environment within the context of
mental games, and it is aimed to develop an attitude. In addition, students from different grade
levels can take the course of mental games for the implementation of the program, or students
with different levels in the same grade level can also take it. Using the cascading curriculum
in the mental games lesson, students are provided with a learning environment from the
known to the unknown, from close to far, from simple to complex, from concrete to abstract,
from easy to difficult (MEB, 2013).

The core of the mental games curriculum is the development of creative thinking,
problem solving skill, reasoning and psycho-motor skill. When we look at the skills that the
mental games curriculum targets, it is seen that the mental games lesson and the math lesson
are very similar. Considering the common features of these courses that are so interconnected
to each other, it can be considered that it would be appropriate to give the mental games
course either by taking in-service courses or by mathematics teachers who took this course
during undergraduate education. However, in some of our schools, due to the lack of teachers
or the density of mathematics teachers, mostly science teachers or teachers from other
branches can enter these courses. Therefore, the opinions of teachers are very valuable for
organizing the trainings required for the Mathematics and other branch teachers who will give
this lesson and the training program required for this lesson, which has just started to be

applied (Ulusoy, Saygi, Umay, 2017).

Purpose and Importance of the Research

In our rapidly developing world, the importance of skills such as problem solving,
reasoning and communication is gradually increasing. It will be easier to develop these skills
thanks to the Mental Games lesson. Therefore, under the guidance of teachers, students will
have the opportunity to improve their mathematical skills, strategic thinking skills and
creativity (Yilmaz, 2019). While the Mental Games lesson is such an important lesson in

theory, sometimes the desired results cannot be obtained due to the difficulties in practice. For
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this reason, in this study, it was aimed to determine the opinions of teachers who gave the
Mental Games lesson in secondary schools.

Related Literature and Theoretical Framework
Mental Games

Kirriemur and McFarlane (2004) talked about the importance of games in developing
skills such as strategic thinking, planning, communication, using numbers, discussion, team
spirit, data processing. Bottino and Ott (2006) stated that mental games have a significant
place in the development of features such as tactical ideas and reasoning. Besides the
educational benefits of games, it can be said that it contributes to behaviors such as increasing
motivation, focusing and increasing attention (Garris, Ahlers, Driskell, 2002), developing

positive attitudes in learning (Lou, Abrami, D'Apollonia, 2001).

Mental games can be defined as activities that are prepared for people to make correct
and rapid decisions, to develop their own solutions when they encounter a problem and to
renew themselves. In other words, mental games, not only the development of individuals in
the field of mathematics, but also the games involve that will improve their processing and
strategy power, creativity such as verbal, visual intelligence, reasoning ability, logic,
producing solutions, problem solving, developing a unique approach, thinking three
dimensional, tactical development, shaping shape and developing critical thinking skills
(Devecioglu & Karadag, 2014).

In the mental games curriculum, it was created by considering the game categories
while creating learning areas. These are divided into 6 units: Verbal Games, Reasoning and
Processing Games, Geometric - Mechanical Games, Memory Games, Strategy Games and
Mental Questions. We can list them as follows (TTKB, 2013):

Verbal Games: These are the types of games in which gamers benefit not only from their
logical implications, but from general culture or vocabulary. For example; anagrams,

password games, scrabble, word search (word hunt), word grouping, word placement.

Reasoning and Processing Games: These are generally one-person puzzle games that are
based on hints and only with logical inferences. For example; sudoku, admiral sank,
minefield, yin-yang, fence, logic square, plug, square scratch, kendoku, kakuro, process

square,...
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Geometric-Mechanical Games: Gamers benefit from mental thinking skills, geometric
thinking methods, motor skills or hand-eye coordination. Games such as tangram, cube
counting, labyrinths, rubi cube, knot games, mechanical separation riddles, jenga, puzzles,

mikado, ... are included in this category.

Memory Games: These are the types of games in which long-term or short-term memory is
used. As an example of the games in this category; matching, picture remembering, direction

finding games, recognizing objects given close-up photos can be given.

Strategy Games: These are the types of games played with two or more players, where there

are winner and loser parties. This kind of games is the classic games like go and chess.

Mental Questions: Questions that are not clear at the beginning of the game, evaluate the
player's clues and finally reach a clear result. It is usually played by one person and the result
of the person who prepared the question is expected to be found. Some of the most well-
known questions are: “Determining how it operates the three bulbs in a closed room from the
on-off button outside”, “Passing the wolf, lamb and grass to the opposite shore of the river
with a single boat”, “Measuring a different volume precisely using containers of certain sizes”

Are "liar and righteous problems".

The Mental Games Curriculum

Mental Games Course is one of the elective courses taught in secondary schools since
2013-2014. As stated in the program, students can recognize and develop their mental
potentials with intelligence games, develop unique and new solutions for the problems they
encounter, make fast and correct decisions, develop their working skills by creating a
competitive environment within the games, develop the different perspectives, gain self-
confidence and reasoning. They are expected to use logic effectively and develop a positive
attitude towards problem solving (TTKB, 2013).

Ulusoy, Saygi and Umay (2017) conducted a study to get the opinions of elementary
mathematics teachers about the Mental Games course. This study was carried out with 25
elementary mathematics teachers. The teachers criticized the name of the mental games lesson
with the idea that the word intelligence in the name of the mental games lesson can make
negative connotations and worry the students. Most of the teachers stated that they think that

this course will contribute positively to mathematics education, mathematical attitudes and
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abilities. They also mentioned how difficult it was to implement the program in a classroom
of students from different grade levels. They talked about the lack of material encountered in
the classroom environment during the course, the lack of classroom equipment, the problem

of time, and the crowded class.

Manaz (2018) examined teachers' opinions about elective courses in secondary school.
As a result of the research, it was concluded that some problems were experienced in elective
courses and an efficient course could not be taught in these courses. The main causes of these
problems were found to be similar in private and public schools; it was determined that these
were caused by the lack of materials, lack of space and elective curriculum. It has been
determined that teachers attend elective courses outside of their branches and need in-service
training for these courses. It has been determined that there is a lack of information about

elective courses in students and parents.

Method

Sample

In the study group of the research, there are 52 teachers who give elective mental
games lessons in secondary schools in Karesi and Altieyliil districts in Balikesir. In the

research, random sample was used to obtain quantitative data.

Ethics committee approval document of the study was obtained from the Social and

Humanities Ethics Commission of Balikesir University on 09.06.2020.
Data Collection Tools

In the study, Budak's work (2011) was used that has the internal consistency
coefficient for the whole .95, Cronbach Alpha reliability coefficients of the sub-dimensions of
the scale, .90 for content, .80 for achievements, .87 for teaching process, and .87 for
evaluation. The ”Teachers' Thoughts About Elective Mental Games Lecture" is in Likert type
and has 5 options. Each item in the scale is rated as "fully agree (5)", "agree (4)", "undecided
(3)", "disagree (2)" and "never disagree (1)". In order to reach the qualitative data of the
research, “Elective Mental Games Course Interview Form” was created to be used in semi-

structured interviews with teachers.



Yilmaz, S. & Ikikardes, N.Y. 537

Collection of Data

After obtaining the necessary permissions from the Directorate of National Education,

the teachers were applied a scale and interviewed with 6 volunteer teachers.
Data Analysis

During the analysis of the data, the distribution of the collected data was examined and
parametric tests were preferred. Central tendency and central distribution dimensions for the

average score are given in Table 1.

Table 1 Central tendency and distribution measures for the average score.

The Mental Games Course

Arithmetic mean 3.190
Hydrangea 3.230
Peak value 3.260
Standard deviation .730
Skewness -.201
Kurtosis .245

According to Biiylikoztiirk (2011), as the arithmetic mean, median and peak values get
closer to each other in the distribution of the points, normal distribution can be mentioned and
the parametric tests can be used when the kurtosis and skewness values are between -1 and
+1. When Table 1 is examined, it is seen that the data obtained from the scale is normally

distributed and parametric tests were used in the analyzes.

The records obtained as a result of face-to-face interviews with teachers were
transcribed. The data were analyzed by content analysis method. In content analysis, data are
subjected to a deeper process than descriptive analysis, and concepts and themes that are not
noticeable with a descriptive approach can be discovered as a result of content analysis
(Yildinnm & Simsek, 2008).

Findings and Comments

In this section, the evaluation of the findings and comments obtained as a result of the

analysis of the data collected is included.
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Table 2 Distribution of teachers by gender, educational background, professional seniority and

branch.

Gender f Percent (%)
Female 28 % 53.8
Male 24 % 46.2
Total 52 % 100
Educational background f Percent (%0)
Associate Degree 3 % 5.8
License Degree 44 % 84.6
Master Degree 5 % 9.6
Total 52 %100
Professional seniority f Percent (%0)
Between 1-5 Years 1 % 19
Between 6-10 Years 9 % 17.3
Between 11-15 Years 17 % 32.7
Between 16-20 Years 10 % 19.2
Between 21-25 Years 8 % 15.4
26 Years and over 7 % 13.5
Total 52 %100
Branch f Percent (%0)
Mathematics 30 % 57.7
Science 5 % 9.6
Other 17 % 32.7
Total 52 %100

When we examine the table, female teachers entering this course are more than male teachers.
The education level of teachers is mostly at the undergraduate level. Among the teachers
participating in the research, those working in the between 11-15 years majority are % 32.7. It
is seen that the teachers who give the mental games lesson are mostly in the branch of

Mathematics.
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Evaluation of Findings Regarding the Gains of the Mental Games Curriculum

In this research, "Do the opinions of teachers regarding the gains of the mental games
curriculum differ significantly according to gender, educational status, professional seniority
and branch?" in order to get the answer to the question, the evaluation of the findings obtained
from the analysis of the data obtained from the questionnaire applied to the teachers was

given.

Table 3 Teachers' views on the gains of the mental games curriculum according to their gender.

Gender N X SS sd t p
Female 28 3.190 770 38.790 -.989 329
Male 24 3.470 1.160

In Table 3, it is seen that there is no significant difference between the average scores of men
and women from the scale (tzs.79)=-.989, p>.05). Male and female teachers have a similar

view on gains.

Table 4 Teachers' views on the gains of the mental games curriculum according to their educational

status.
Source of Total of sd Average of = Significant
Variance Squares Squares b Difference
Between groups 074 2 .037 .038 .963 )
In-groups 47.774 49 975
Total 47.848 51

Table 4 shows that there is no statistically significant difference (F-49)=.038, p>.05) among
the average scores of teachers according to their educational status. Accordingly, the

educational status of teachers has no effect on the views of the curriculum regarding the gains.
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Table 5 Teachers' views on the gains of the mental games curriculum according to their professional

seniority.
Source of Total of sd Average of E Significant
Variance Squares Squares P Difference
Between groups 2.743 4 .686 715 .586 i
In-groups 44117 46 .959
Total 46.861 50

* This group was excluded from ANOVA since there was only 1 teacher between 1-5 years.

When the average scores of teachers from the scale are examined in Table 5 (F-46=.715,
p>.05), there is no statistically significant difference according to professional seniority. It can

be said that professional experience has no effect on the opinions regarding the gains.

Table 6 Teachers' views on the gains of the mental games curriculum according to their branch.

Source of Total of sd Average of E Significant
Variance Squares Squares P Difference
Between groups 2.757 2 1.379 1.498 234 i
In-groups 45.091 49 920

Total 47.848 51

In Table 6, when the average scores of teachers from the scale are examined (F(2-49=1.498,
p>.05), it is seen that there is no statistically significant difference according to the branch. It
can be concluded that the teacher' branch who taught the Mental Games course has no effect

on the views regarding the gains.

Evaluation of Findings on the Content of the Mental Games Curriculum

In this research, "Do the opinions of teachers regarding the content of the mental
games curriculum differ significantly according to gender, educational status, professional
seniority and branch?" in order to get the answer to the question, the evaluation of the
findings obtained from the analysis of the data obtained from the questionnaire applied to the

teachers was given.
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Table 7 Teachers' views on the content of the mental games curriculum according to their gender.

Gender N X SS sd t p
Female 28 3.220 .680 39.210 -.383 704
Male 24 3.310 1.020

In the table, there is no statistically significant difference between the average scores of men
and women by gender (t(9.21)=-.383, p>.05). It can be said that male and female teachers have

a similar view on the content.

Table 8 Teachers' views on the content of the mental games curriculum according to their educational

status.
Source of Significant
Variance Total of Squares sd Average of Squares F Difference
Between groups .254 2 127 A71 .843 )
In-groups 36.410 49 743
Total 36.664 51

In Table 8, there is no statistically significant difference (F-49=.171, p>.05) between the
average scores of teachers according to their educational status. Accordingly, it can be said
that the educational status of teachers does not affect the views of the curriculum on the

content.

Table 9 Teachers' views on the content of the mental games curriculum according to their professional

seniority.
Source of Total of sd Average of = Significant
Variance Squares Squares P Difference
Between groups 3.495 4 874 1.288 .289 i
In-groups 31.207 46 .678
Total 34.703 50

* This group was excluded from ANOVA since there was only 1 teacher between 1-5 years.

When the average scores of teachers are examined in Table 9 (Fu-46=1.288, p>.05), it is seen

that there is no statistically significant difference according to professional seniority.
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Therefore, professional seniority has no effect on the opinions of the teachers about the

content.

Table 10 Teachers' views on the content of the mental games curriculum according to the branch.

Source of Total of sd Average of = Significant
Variance Squares Squares P Difference
Between groups 4114 2 2.057 3.096 .054 )
In-groups 32.550 49 .664

Total 36.664 51

When the average scores of the teachers are examined in the table, it is seen that there is no
statistically significant difference (F-49)=3.096, p>.05). It can be said that the branch of the
teacher who teach the Mental Games course did not affect their views on the content.

Evaluation of Findings on the Process of the Mental Games Curriculum

In this research, "Do the opinions of teachers regarding the process of the mental
games curriculum differ significantly according to gender, educational status, professional
seniority and branch?" in order to get the answer to the question, the evaluation of the
findings obtained from the analysis of the data obtained from the questionnaire applied to the

teachers was given.

Table 11 Teachers' views on the process of the mental games curriculum according to the gender.

Gender N X SS sd t p
Female 28 3.290 .680 50 1.610 114
Male 24 2.990 .680

In Table 11, there is no statistically significant difference (ts0)=1.610, p>.05) between the
average scores of men and women by gender. In other words, it can be said that male and

female teachers have a similar view about the process.
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Table 12 Teachers' views on the process of the mental games curriculum according to their

educational status.

Source of Total of sd Average of = Significant
Variance Squares Squares b Difference
Between groups 1.236 2 .618 1.320 276 )
In-groups 22.941 49 468

Total 24.177 51

In Table 12, it is seen that there is no statistically significant difference (F-49=1.320, p>.05)
among the average scores of teachers according to their educational status. Accordingly, the
educational status of teachers has no effect on the views of the curriculum regarding the

process.

Table 13 Teachers' views on the process of the mental games curriculum according to their
professional seniority.

Source of Total of sd Average of = Significant
Variance Squares Squares b Difference
Between groups 3.541 4 .885 2.163 .088 )
In-groups 18.822 46 409

Total 22.363 50

* This group was excluded from ANOVA since there was only 1 teacher between 1-5 years.

When the average scores of teachers are examined in Table 13, there is no statistically
significant difference (F-46)=2.163, p>.05) according to professional seniority. Therefore, it
can be stated that professional seniority has no effect on the views of teachers regarding the

process.

Table 14 Teachers' views on the process of the mental games curriculum according to the branch.

Source of Total of sd Average of = Significant
Variance Squares Squares P Difference
Between groups 1.714 2 .857 1.870 .165 i
In-groups 22.463 49 458

Total 24177 51
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When the average scores of teachers from the scale are analyzed in Table 14, it is seen that
there is no statistically significant difference (F(-49=1.870, p>.05). In other words, the branch
of the teacher who teach the Mental Games lesson does not affect the views regarding the

process.

Evaluation of Findings on the Evaluation of the Mental Games Curriculum

In this research, "Do the opinions of teachers regarding the evaluation of the mental
games curriculum differ significantly according to gender, educational status, professional
seniority and branch?" in order to get the answer to the question, the evaluation of the
findings obtained from the analysis of the data obtained from the questionnaire applied to the

teachers was given.

Table 15 Teachers' views on the evaluation of the mental games curriculum according to gender.

Gender N X SS sd t p
Female 28 3.090 .730 50 .353 126
Male 24 3.010 .810

Table 15 shows that there is no statistically significant difference between the average scores
of male and female teachers by gender (ts0)=.353, p>.05). It can be said that male and female

teachers have a similar view in stage of the evaluation of the curriculum.

Table 16 Teachers' views on the evaluation of the mental games curriculum according to their

educational status.

Source of Total of sd Average of = Significant
Variance Squares Squares P Difference
Between groups .041 2 .021 .034 .966 i
In-groups 29.499 49 .602

Total 29.540 51

In Table 16, it is seen that there is no statistically significant difference (F-49=.034, p>.05)
among the average scores of teachers according to their educational status. Accordingly, the

educational status of teachers has no effect on their views on the evaluation of the curriculum.
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Table 17 Teachers' views on the evaluation of the mental games curriculum according to their

professional seniority.

Source of Total of sd Average of = Significant
Variance Squares Squares P Difference
Between groups 3.774 4 .943 1.790 147 i
In-groups 24.246 46 527

Total 28.020 50

* This group was excluded from ANOVA since there was only 1 teacher between 1-5 years.

When the average scores of teachers are examined in Table 17, it is seen that there is no
statistically significant difference (Fu-46=1.790, p>.05). It can be said that vocational

seniority has no effect when it comes to the evaluation stage of the curriculum.

Table 18 Teachers' views on the evaluation of the mental games curriculum according to their branch.

Source of Total of sd Average of = Significant
Variance Squares Squares P Difference
Between groups 1.706 2 .853 1.502 .233 i
In-groups 27.834 49 .568

Total 29.540 51

When the average scores of teachers are examined in Table 18, it is seen that there is no
statistically significant difference (F(-49=1.502, p>.05) according to the branch. It can be
stated that the branch of the teacher has no effect on the evaluation of the mental games

curriculum.

Evaluation of Findings Obtained from Teachers' Opinions About Weak and Strong Aspects of

the Mental Games Curriculum

In order to determine the teachers' views on the weaknesses and strengths of the
Mental Games curriculum, the questions in the interviews and the evaluation of the findings

obtained from the analysis of the interviews is given below.
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Table 19 Teacher interview form question category table.

546

“In what classes do you teach the lesson of mental games?” Teachers
5th grade 01,02,06
6th grade 01,02,03,06
7th grade 01,04,05
8th grade 01,03,04,05
"What do you think about the Mental Games lesson?"'

Teachers
Necessary to develop creative thinking skills 01,02,04,06
Necessary because it gives a different perspective 03,05
Required in terms of ability to establish a cause-effect relationship 01,02,05
Required because it is fun 01,02,065,06
Unnecessary due to material shortage 01,02,03,06
Unnecessary for classes that they have test anxiety 01,03,04,05
""How do you evaluate yourself as a teacher of the course in Mental Games?" Teachers
I received in-service training 02
I had such a lesson when | was a university student 01
I have not received any training or lessons related to the mental games. 03,04,05,06
"In your opinion, why do students choose the lesson of mental games?" Teachers
The students are guided by their parents 01,02
To upgrade a grade 03,04,05,06
"Are there any problems you have with this lesson?" Teachers

Lack of material in the schools

01,02,03,04,05,06

Classes are crowded 02,03,05,06
Students choose this course with family pressure 02,03

No source books 03,04
"What are your suggestions for solutions to the problems you encounter?" Teachers
Class population reduction 02,03,04,05
Providing mental games to schools by MEB 01,03,05,06
Ensuring willing students to come to this course 03,04,06
Distributing guide to mental games course books to teachers 03,04
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Teachers state that this course is necessary in terms of its positive effects such as creative
thinking skills, ability to establish cause and effect relation about events. In addition, they
think that 8th grade students are reluctant to take this lesson due to exam anxiety. There are
also teachers who think that the lesson is unnecessary due to the lack of material in schools.
Some teachers' thoughts are as follows:

“The mental games lesson is actually a very fun lesson when the necessary materials
are provided. A fun lesson that can give our students the ability to look at events that develop
their creative thinking skills from different angles. (02)”

“I think this lesson is actually very important, but 5th, 6th. and in the 7th grades.
Because our 8th grade students are struggling a lot due to the difficulty of the new changing
exam system. Therefore, they may be reluctant even though they choose this course
themselves. But in our small classes, this lesson is much more fun. We observe the positive
contributions of this course in particular in the mathematics lesson. (03)”

Only 1 teacher received in-service training for mental games lesson, and 1 teacher
took such a lesson at university. Others have not received any training or lessons.

“While at the university, we had a lesson on mental games. But in order to teach
lessons in accordance with the gains in the current intelligence games curriculum, 1 wish
every teacher who attended the lesson was given in-service training. Thus, this lesson
becomes more efficient and more fun. (O1)”

“I received in-service training related to this course. But of course there are
difficulties we encounter in terms of applying what we know. (02)”

The teachers stated that the students preferred the lesson of mental games either for
their family wanted or for raise their grades.

“Students experience anxiety because they are going to take the exam, and the
parents also experience this problem, so many parents pressurize their children to choose this

course for this reason. (02)”

Evaluation of Findings Obtained from Teachers' Opinions About the Solution of Problems

Encountered During the Application of the Mental Games Curriculum

The difficulties that teachers have about this lesson: Lack of material in schools,
crowded classrooms, lack of a resource book and students choice of this course with the

family pressure.
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“Our biggest problem with this course is the lack of material. For this reason, we
couldn't the activities we want. While we would have material, the density of our classes
sometimes does not allow this, we can stay halfway, and we find it difficult to reach every
student. Also, because the students who attend the classes choose this lesson not because they
like it, but because of family pressure. So it is not very efficient. Also, the problem is that we
do not have a resource book. If we would have been our resource book, it is processed in the
same way in all schools and guides the teacher. (03)”

“Unfortunately, this lesson is a big problem in crowded classrooms, and the lack of
games makes it difficult to do the lesson. (05)”

Teachers were asked to make suggestions for the solution of the problems they
encountered in the mental games course.

“It should be ensured that students who are dealing with these kinds of games at home
should attend these lessons. Class' population should be a little less so that we can reach
every student comfortably and join every student to the activities. Apart from that, | think lack
of the material should be solved. | also think that a guide book should be distributed to the
teachers by the MEB. Thus, teachers can carry out the lessons in the same way in all schools
at the same time. (03)”

Conclusion and Discussion

With this study, the opinions and suggestions of the teachers giving the mental games
lesson were revealed. Teachers' ideas about the gains, content, process and evaluation stages
of the curriculum of the mental games lesson; It is concluded that there is no difference in
terms of professional seniority, educational background, gender and branch variables. The
teachers participating in the research have experience in mental games at all grade levels. The
teachers think that the mental games lesson is a lesson that contributes to the students. Four of
the teachers interviewed stated that this course is necessary in terms of developing creative
thinking skills, two of them providing different perspectives, three of them are necessary in
terms of ability to establish cause and effect relation, and four of them are fun. Similarly,
Giirsoy and Arslan (2011) emphasized that it is important to relate what has been learned with
educational activities to daily life and to use the game. However, four of the teachers
interviewed in this study stated that this lesson was unnecessary for the 8th grade students
with anxiety of examination. According to the research, teachers generally have enough

literature knowledge about mental games, but they have difficulties in practice. Because they



Yilmaz, S. & Ikikardes, N.Y. 549

have not received such education in undergraduate education, teachers could not use mental
games sufficiently during the lesson. Also, teachers need courses or seminars on intelligence
games lesson. Similarly, in their study, Hazar and Altun (2018) found that teachers need to
see mental games lessons or in-service training seminars in the undergraduate education
process in order not to have problems about the applicability of the lesson. The teachers stated
that they often encounter family pressure when choosing the mental games lesson, and that
the parents chose this lesson because they think that this lesson will contribute to other
lessons, especially to the math lesson. The students and their families have anxiety due to the
exam system in their country. It was concluded that they choose this course because they
think that students and their families can get higher grades more easily. Teachers listed
difficulties with this lesson: the lack of materials in schools, crowded classes and students
coming with family pressure. The fact that the games mentioned in the mental games
curriculum are not in schools is stated by every teacher participating in the interview that this
course is causing trouble. Apart from this, it is concluded that the crowded classes affect the
mental games lesson negatively. Similarly, Ulusoy, Saygi and Umay (2017) found that
teachers encountered problems such as lack of equipment in the classroom environment,
crowded and heterogeneous groups and time. Since the resources such as magazines and
books sold under the name of mental games do not meet the content of the course, they talked
about the importance of developing these course materials and sending these resources to all

schools.

Suggestions

Parents are directing their children to this lesson because they think this course will
contribute to mathematics achievement. However, an efficient lesson cannot be taught with
the students who come unintentionally. For this reason, school administrations must warn
parents to take their children's opinions in elective course selection. The absence of fixed
games in schools, playing different games in each school and even having no games in some
schools have negative results. Therefore, games should be provided to schools by MEB at the
beginning of the semester, since every student should be educated on equal terms. Again,
physical conditions of schools should be improved in order to be able to work more
effectively during the lesson. There should be an activity book, a textbook and a teacher guide
book prepared for each grade level with different activities for the course gains. The excess of
class population is a negative situation for each course. Since the students are heterogeneous

especially in elective courses, the lesson is more difficult to handle in crowded classrooms.



Yilmaz, S. & Ikikardes, N.Y. 550

For this reason, the class population should be reduced in order for the lesson to be processed
comfortably, to actively participate in the lesson, and to be an interactive and efficient lesson.
Even if the teachers have theoretical knowledge about the mental games lesson, they have
difficulty in the applicability of the lesson. In order to overcome these difficulties, teachers
should be given in-service trainings within the scope of the mental games lesson or the mental
games lesson should be included in the curriculum of the university. Based on this study,
other studies could be done related to the implementation of any intelligence game, where
students' opinions from different grade levels are received or their performances are

examined.
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Abstract — In study, it is aimed to determine the opinions of teachers about Elective Mental Games course in
curriculum since 2012 and to present suggestions about course. The model of research is a mixed pattern where
qualitative and quantitative research. The study was carried out with 52 teachers working in secondary schools in
Balikesir, 2018-2019 year. Firstly, "Teachers' Thoughts About Elective Mental Games Lecture™ questionnaire
was applied to teachers, data were analyzed by using SPSS. Secondly, semi-structured interviews were
conducted with teachers in order to present problems related to course, solution suggestions of teachers. The
interviews were applied to 6 teachers who volunteered among teachers, data were analyzed with the content
analysis method. Last, it was concluded that the opinions of teachers about gains, process, content, evaluation of
course didn't differ in terms of gender, professional seniority, educational status, branch variables. Additionally

problems connected to course were determined, solution suggestions were presented.

Key words: Elective courses, mental games course, teachers views.

Summary

Introduction

Today, being at the center of change depends on the level of development of individuals'
capacity to produce solutions and innovations. In addition to adapting to change, mental
competencies and capacity to design, imagine and lead a productive change need to be
established to create a competitive environment in today's world. To be able to produce
extraordinary, original and different solutions to daily problems or consciously designed
problems, to see that there can be many solutions to a problem and to produce alternative
solutions constitute the basis of not only the life of the individual but also the society. All
kinds of discoveries and developments that make life easier for humanity and overcome a
challenge are the products of extraordinary minds. It is a known fact that rationale, cognitive

capacity and reasoning which enable us to think differently and produce other solutions, can
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be developed throughout human life. Since this development occurs faster and easier at a very
early age, mental games are taught as an elective course in secondary schools (TTKB, 2013).
In our rapidly developing world, the importance of skills such as problem solving, reasoning
and communication is increasing. It will be easier to develop these skills thanks to the mental
games lesson. Therefore, under the guidance of teachers, students will have the opportunity to
develop their mathematical skills, strategic thinking abilities and creativity (Yilmaz, 2019).
While the mental games is such an important lesson in theory, sometimes the desired results
cannot be obtained due to the problems experienced in practice. Therefore, in this search, it is
aimed to detect the opinions of teachers teaching mental games course in secondary schools.
Methodology

The research model is a complex pattern. Quantitative and qualitative research is applied
together in this research. The study was fulfilled with 52 teachers working in Balikesir. Firstly
”Teachers' Thoughts About Elective Mental Games Course” questionnaire was applied to
teachers. The data attained from the questionnaire were analyzed using Statistical Package for
the Social Sciences. Secondly semi structured meetings were conducted for support
quantitative data obtained by scanning model method and to determine the problems related to
the course and the solution suggestions of the teachers. The talks were applied to six teachers
who were determined on a willing among the teachers to whom the questionnaire was
administered, and the data were analyzed by content analysis method.
Results

As a result, it was concluded that the opinions of teachers about the achievements,
content, process and evaluation of this course did not unlike in terms of professional seniority,
gender, educational status and branch variables. Besides, troubles connected to the lesson
were determined and solution suggestions were presented.
Conclusion and Discussion

Thanks to this study, the opinions and advices of the teachers who teach mental games
lesson are revealed. The teachers who participated in the research has experience of mental
games course at all grade levels. The teachers state that this course is necessary in terms of
developing creative thinking skills, gaining a different point of view, increasing the ability of
establishing a relationship of results and having fun. Similarly, Giirsoy and Arslan (2011)
emphasize that it is important to associate what is learned with daily life with educational
games and activities. However, some teachers state that this lesson is unnecessary for the 8th
grade students who have exam anxiety. In addition, it was revealed that the teachers had

enough information about mental games but they had problems in practice. The reason is that
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they did not receive such training in undergraduate education. Therefore, it was concluded
that the teachers could not use the mental games sufficiently them and they were not sufficient
in terms of teaching techniques. Another important result is that teachers need in-service
training courses or seminars about mental games. Similarly, Hazar and Altun (2018) express
that teachers needed to take mental games course or in-service training seminars during their
undergraduate education in order not to have problems about the applicability of the course.
The difficulties that teachers face in dealing with this course are: lack of material and
materials in schools, crowded classrooms and students preferring this course with family
pressure. Similarly, Ulusoy, Saygi and Umay (2017) found that teachers faced problems such
as lack of equipment in the classroom, crowded and heterogeneous groups, time problems,
and lack of classroom equipment.
Suggestions

Since mental games is an elective course, volunteer students should be preferred. Since
every student has the right to education under equal conditions, the materials of mental games
should be provided to all schools by the Ministry of National Education. In addition, there
should be an activity book, textbook and teacher's guide book prepared by MEB for each
grade level. Number of students in class should be reduced in order for the students to
participate actively to lesson and mental games course become an interactive, efficient lesson.
Teachers should be provided with in-service trainings for the mental games course or the
mental games lesson should be included in the curriculum of the university. Based on this
study, it is possible to conduct studies on the application of any mental games in which the
opinions of students from different grade levels are taken or their performances are examined.
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Ozet — Bu galismada, 2012 yil1 itibari ile dgretim programinda segmeli bir ders olarak yer alan Zeka Oyunlar
dersine yonelik Ogretmenlerin distincelerinin belirlenmesi ve bu derse iliskin onerilerinin  sunulmasi
amaglanmistir. Calismanin modeli, nicel ve nitel arastirmanin birlikte yer aldigi karmasik desendir. Bu arastirma
2018-2019 egitim 6gretim yilinda, Balikesir’deki ortaokullarda goérev yapan 52 6gretmen ile yiiriitiilmiistiir.
Aragtirmada oncelikle ogretmenlere “Secmeli Zekd Oyunlar1 Dersine Dair Ogretmen Goriisleri” anketi
uygulanmis, elde edilen veriler SPSS istatistik paket programiyla analiz edilmistir. Aragtirmanin ikinci
boliimiinde ise dersin islenisiyle ilgili sorunlar1 ve &gretmenlerin ¢6ziim Onerilerini sunmak amaciyla ile
Ogretmenlerle yart yapilandirilmig goriismeler yapilmigtir. Goriismeler, anketin uygulandigi 6gretmenlerin
arasindan goniilliiliik esasia gore belirlenen, 6 6gretmene uygulanmig, veriler igerik analizi yontemiyle analiz
edilmistir. Sonugta, Ogretmenlerin bu dersin O6gretim programinin kazanimlarina, igerigine, siirecine ve
degerlendirilmesiyle alakali goriislerinin mesleki kidem, 6grenim durumu, brang ve cinsiyet degiskenleri
bakimindan hi¢bir durumda farklilagmadigi sonucuna varilmistir. Hem de dersin islenisindeki problemler

belirlenmis, bu problemlere ¢éziim 6nerileri sunulmustur.

Anahtar kelimeler: Se¢meli dersler, zeka oyunlari dersi, 6gretmen goriisleri.

+Sorumlu yazar: Nazli Yildiz IKIKARDES, Balikesir Universitesi, Necatibey Egitim Fakiiltesi, Matematik Egitimi Anabilim
Dali, Balikesir, Tiirkiye
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Not: Bu galisma Sule YILMAZ 1 yiiksek lisans tezinin bir béliimiidir.
Giris

Giliniimiizde degisimin odaginda olmak, bireylerin ¢oziim {iiretme ve yenilik
kapasitelerinin gelisme diizeyine baghdir. Degisime adapte olmanin yani sira, gliniimiiz
diinyasinda {ireten, hayal eden ve yoneten zihinler gerekmektedir. Giindelik yasamda
karsilastigimiz sorunlara veya bilingli olarak tasarlanmis problemlere 06zgiin ¢oziimler

iretebilmek, bir soruna alternatif ¢6ziimler bulmak, giiniimiizde bireyin sadece kendisi igin
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degil toplum icin de degerler iiretmesinin temelini olusturmaktadir. insanlik igin yasami
kolaylastiran her tiirlii bulus ve gelisme, sira dis1 zihinlerin sayesindedir. Insan akli, mantig1
ve bilissel kapasitesi hayat boyunca gelistirilebilir. Bu gelisme ¢ok erken yaslarda daha hizli
ve kolay gerceklestigi icin zekd oyunlar1 dersi, se¢meli bir ders olarak okutulmaktadir
(TTKB, 2013).

Zeka oyunlart dersinde, O6grencilerin kendi zeka potansiyellerini tanimasi ve
gelistirmesi, problemler karsisinda farkli, 6zgiin stratejiler gelistirmesi, hizli ve dogru karar
vermesi, sistematik bir diislince yapis1 gelistirmesi, zeka oyunlar1 kapsaminda bireysel, takim
halinde ve rekabet ortaminda ¢alisma becerileri gelistirmesi ve problem ¢6zmeye yoOnelik
olumlu bir tutum gelistirmesi amaglanmaktadir. Buna ek olarak programin uygulanmasina
yonelik olarak zeka oyunlar1 dersini farkli simif seviyelerinden G6grenciler ayni anda da
alabilirler veya ayni sinif seviyesinde farkli diizeyde olan 6grenciler de alabilir. Zeka oyunlari
dersinde basamakli Ogretim programi kullanilarak &grencilere bilinenden bilinmeyene,
yakindan uzaga, basitten karmasiga, somuttan soyuta, kolaydan zora seklinde 6grenme ortami

sunulur (MEB, 2013).

Zeka Oyunlar1 dersi 6gretim programinin temelinde yaratict diisiinme, problem ¢dzme
becerisi, muhakeme yapma ve psiko-motor becerisinin gelistirilmesi vardir. Zeka Oyunlari
dersi Ogretim programinin hedefledigi becerilere baktigimizda Zeka Oyunlar dersi ile
matematik dersinin ¢ok benzedikleri goriiliir. Birbirlerine bu derece bagli olan bu derslerin
ortak 6zellikleri disiiniildiigiinde Zeka Oyunlar1 dersinin, ya hizmet-i¢i kurslar alarak ya da
lisans egitimi sirasinda bu dersi almis olan matematik 6gretmenleri tarafindan verilmesinin
uygun olacagi diisiintilebilir. Ama bazi okullarimizda 6gretmen eksikliginden dolay1 ya da
matematik Ogretmenlerinin  yogunlugundan dolay1 bu derslere g¢ogunlukla fen bilgisi
Ogretmenleri ya da diger branslardan 6gretmenler girebilmektedir. Dolayisiyla heniiz yeni
uygulanmaya baslanmis Zeka Oyunlar1 dersinin, bu dersin 6gretim programinin diizenlenmesi
ve bu dersi verecek olan matematik veya diger brans 6gretmenleri igin gerekli olan egitimlerin
diizenlenmesi ve eksiklerinin giderilmesi i¢in 6gretmen goriisleri son derece kiymetlidir

(Ulusoy, Saygt & Umay, 2017).

Arastirmanin Amaci ve Onemi

Hizla gelisen diinyamizda problem ¢ozme, akil yiiriitme ve iletisim gibi becerilerin
onemi giderek artmaktadir. Zekd Oyunlar1 dersi sayesinde bu becerileri gelistirmek daha
kolay olacaktir. Dolayisiyla 6gretmenlerin rehberliginde 6grenciler matematiksel becerilerini,

stratejik diistinme kabiliyetlerini ve yaraticiliklarini gelistirme olanagina sahip olacaklardir
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(Yi1lmaz, 2019). Zeka Oyunlart dersi teoride bu kadar 6nemli bir ders iken uygulamada
yasanilan sikintilar nedeniyle bazen istenilen sonuglar elde edilememektedir. Bundan dolay1
bu c¢alismada ortaokullardaki Zekd Oyunlar1 dersini veren Ogretmenlerin bu derse iliskin

goriislerinin belirlenmesi amaglanmaistir.

Ilgili Literatiir ve Kuramsal Cerceve
Zeka Oyunlart

Kirriemur ve McFarlane (2004) stratejik diisiinme, plan yapma, iletisim, sayilari
kullanabilme, tartisma, ekip ruhu olusturma, veri isleme gibi yeteneklerin gelistirilmesinde
oyunlarin 6neminden bahsetmiglerdir. Bottino ve Ott (2006) ise mental oyunlarin taktiksel
fikir ve akil yiiritme gibi 6zelliklerin gelistirilmesinde kayda deger bir yer tuttugunu ifade
etmislerdir. Oyunlarin egitimle alakali faydalarinin yaninda motivasyon arttirma, odaklanma
ve dikkati yiikseltme (Garris, Ahlers & Driskell, 2002), 6grenmende pozitif tavir gelistirme
(Lou, Abrami & D'Apollonia, 2001) gibi davranislara katki sagladig1 da bahsedilebilir.

Zeka oyunlari, insanlarin  dogru, hizli Kkarar verebilmeleri, bir problemle
karsilastiklarinda kendilerine has ¢6ziim Onerileri  gelistirebilmeleri ve kendilerini
yenileyebilmeleri i¢in hazirlanan aktiviteler olarak tanimlanabilir. Yani zekd oyunlar
bireylerin sadece matematik alanindaki gelisimlerini degil, islem ve strateji giiclinii
gelistirecek oyunlar sayesinde sozel, gorsel zeka, muhakeme yetenegi, mantik, ¢6ziim yollari
iiretme, problem ¢ozme, kendine has yaklasim gelistirme, {i¢ boyutlu diisiinme, taktik
gelistirme, sekil olusturma gibi yaraticilik ve elestirel diisiinme yeteneklerini gelistirecek

oyunlari da igermektedir (Devecioglu & Karadag, 2014).

Zeka oyunlart dersi O0gretim programinda, 6grenme alanlari olusturulurken oyun
kategorileri dikkate alimarak olusturulmustur. Bunlar Sézel Oyunlar, Akil Yiiriitme ve Islem
Oyunlari, Geometrik — Mekanik Oyunlar, Hafiza Oyunlari, Strateji Oyunlar1 ve Zeka Sorulari
olmak iizere 6 liniteye ayrilmistir. Bunlar su sekilde siralayabiliriz (TTKB, 2013):

Sozel Oyunlar : Oyun oynayanlarin sadece mantiksal ¢ikarimlarindan degil, genel kiiltiir veya
kelime dagarciklarindan yararlandiklari oyun tiirleridir. Bunlara; anagramlar, sifre oyunlari,
scrabble (dilmece), sozciikk arama (kelime avi), sozciik gruplama, sozciik yerlestirme gibi

oyunlar 6rnek olarak verilebilir.

Alal Yiiriitme ve Islem Oyunlart: Ipuglarindan yola ¢ikarak ve sadece mantiksal ¢ikarimlarla

sonug elde edilen, genel olarak tek kisilik bulmaca seklindeki oyunlardir. Ornegin; sudoku,
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amiral batti, mayin tarlasi, yin-yang, ¢it, mantik karesi, tapa, kare karalamaca, kendoku,

kakuro, islem karesi, ...

Geometrik — Mekanik Oyunlar: Oyun oynayanlar zihinsel diisiinme becerisinden, geometrik
diistinme yontemlerinden, motor becerilerinden veya el goz koordinasyonundan faydalanir.
Tangram, kiip sayma, labirentler, rubi kiipli, diiglim oyunlari, mekanik ayirma bilmeceleri,

jenga, yap-bozlar, mikado,... gibi oyunlar bu kategoride yer alir.

Hafiza Oyunlari: Uzun siireli veya kisa siireli bellegin kullanildigr oyun tiirleridir. Bu
kategorideki oyunlara 6rnek olarak; eslestirme, resim hatirlama, yon bulma oyunlari, yakin

plan fotograflar1 verilmis cisimleri tanima oyunu verilebilir.

Strateji Oyunlari: 1ki veya daha fazla oyuncuyla oynanan, kazanan ve kaybeden taraflarin

bulundugu oyun tiirleridir. Bu tarz oyunlar; go ve satrang gibi klasik oyunlardandir.

Zekd Sorulari: Oyunun basinda ¢oziim yontemi belli olmayan, oyuncunun ipuglarin
degerlendirip sonunda net bir sonuca ulastig1 sorulardir. Genelde tek kisi tarafindan oynanir
ve soruyu hazirlayan kisinin aradigi sonucun bulunmasi beklenir. Cok bilinen sorulardan
bazilari: “disarida bulunan agma-kapama diigmesinden kapali bir odadaki {ic ampulii nasil
calistirdiginin tespit edilmesi”, “tek sandalla kurt, kuzu ve otun nehrin karsi kiyisina
gecirilmesi”, “belli olgiilere sahip kaplar kullanarak farkli bir hacmi tam olarak 6lgme”,

“yalanci-dogrucu problemleri” seklindedir.
Zekd Oyunlar: Ogretim Programi

Zeka Oyunlar1 Dersi ortaokullarda 2013-2014 yilindan itibaren okutulan se¢meli
derslerden biridir. Programda belirtildigi gibi zekd oyunlari ile 6grencilerin sahip olduklari
zeka potansiyellerini tanimasi ve gelistirmesi, karsilastiklar1 problemler karsisinda 6zgiin ve
yeni ¢oziim yollar1 gelistirmeleri, hizli ve dogru kararlar vermeleri, oyunlar kapsaminda
rekabet ortami olusturularak c¢alisma becerilerini gelistirmeleri, farkli bakis agilari
olusturabilmeleri, 06zgliven kazanmalari, akil yiirlitme ve mantig1 etkili bir sekilde
kullanmalar1 ve problem ¢oziimiine yonelik olumlu tutum gelistirmeleri beklenmektedir

(TTKB, 2013).

Ulusoy, Saygi ve Umay (2017), ilkogretim matematik 6gretmenlerinin Zeka Oyunlari
dersi ile ilgili goriislerini almak amaciyla bir galisma yapmislardir. Bu ¢aligsma, 25 ilkdgretim
matematik 6gretmeni ile gergeklestirilmistir. Ogretmenler, zekd oyunlari dersinin ismindeki
zeka kelimesinin  6grencilerde olumsuz ¢agrisimlar yapabilecegi ve Ogrencileri

kaygilandirabilecegi  diisiincesiyle zekd oyunlari dersinin ismini elestirmislerdir.
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Ogretmenlerin ¢ogu bu dersin matematik egitimine, matematiksel tutum ve yeteneklere pozitif
katkilariin olacagini diisiindiiklerini belirtmislerdir. Ayrica  farkli smif seviyelerinden
Ogrencilerden olusan bir smifta programin uygulanmasinin ne kadar zor oldugundan
bahsetmislerdir. Ders islenirken sinif ortaminda karsilasilan malzeme-materyal eksikliginden,
siif donanimindaki eksikliklerden, zaman sorunundan, sinif mevcutlarinin fazlaligindan sz

etmiglerdir.

Manaz (2018), ¢alismasinda ortaokuldaki se¢meli derslere yonelik 6gretmen goriisleri
incelenmistir. Arastirma sonucunda, se¢meli derslerde bazi sorunlarin yasandigi ve bu
derslerde verimli bir ders islenemedigi sonucuna ulasilmistir. Bu sorunlarin temel
nedenlerinin 6zel okullarda ve devlet okullarinda benzer oldugu goriilmiis; bunlarin okullarin
materyal eksikligi, mekan sikintis1 ve giincellenmeyen se¢meli ders programindan
kaynaklandig1 belirlenmistir. Ogretmenlerin kendi branglar1 disinda segmeli derslere girdigi
ve bu derslere yonelik hizmet i¢i egitim almaya ihtiya¢ duyduklar tespit edilmistir. Segmeli

derslerle ilgili 6grencilerde ve velilerde bilgi eksigi oldugu belirlenmistir.

Yontem

Orneklem

Arastirmanin ¢aligma grubunda, Balikesir’deki Karesi ve Altieyliil il¢elerinde egitim
Ogretim yapan ortaokullarda segmeli zeka oyunlar1 dersini veren 52 dgretmen yer almaktadir.

Aragtirmada nicel verilerin elde edilmesinde tesadiifi 6rneklem kullanilmistir.

Aragtirmanin etik kurul onay belgesi, Balikesir Universitesi Sosyal ve Beseri Bilimler

Etik komisyonundan 09.06.2020 tarihinde alinmistir.

Veri Toplama Araglart

Aragtirmada Budak'in (2011), biitiiniine dair i¢ tutarlilik katsayis1 .95, 6lcegin alt
boyutlarinin Cronbach Alpha giivenirlik katsayilar1 ise igerik i¢in .90, kazanimlar i¢in .80,
Ogretim siireci i¢in .87 ve degerlendirme i¢in .87 olarak hesaplanmis olan 6l¢ek kullanilmistir.
“Segmeli Zeka Oyunlar1 Dersi Programina Iligskin Ogretmen Goriisleri Anketi” Likert tipinde
ve 5 seceneklidir. Olgekteki her bir madde “tamamen katiliyorum (5)”, “katiliyorum (4)”,
“kararsizzim  (3)”, “katilmiyorum (2)” ve “hi¢ katilmiyorum (1)’ bi¢ciminde

derecelendirilmistir. Arasgtirmanin nitel verilerine ulasmak i¢in Ogretmenlerle yari
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yapilandirilmig goriismelerde kullanilmak {izere “Se¢meli Zekd Oyunlari Dersi Goriisme
Formu” olusturulmustur.
Verilerin Toplanmas:

Milli Egitim Mudiirliigii’nden gerekli izinler alindiktan sonra ogretmenlere Glgek
uygulanmis ve goniillii olan 6 6gretmen ile goriisme yapilmustir.
Verilerin Analizi

Verilerin analizi asamasinda, toplanan verilerin dagilimina bakilmis ve parametrik

testler tercih edilmistir. Ortalama puana dair merkezi egilim ve merkezi dagilim Olgiileri

Tablo 1°de verilmistir.

Tablo 1 Ortalama puana dair merkezi egilim ve dagilim olgiileri.

Zekd Oyunlart Dersi

Aritmetik Ortalama 3.190
Ortanca 3.230
Tepe deger 3.260
Standart Sapma 730
Carpiklik -.201
Basikiik .245

Biiyiikoztiirk’e gore (2011) puanlarin dagiliminda aritmetik ortalama, ortanca ve tepe
deger birbirine yaklastikca, basiklik ile carpiklik degerleri -1 ile +1 degerleri arasinda
oldugunda normal dagilimdan s6z edilebilir ve parametrik testler kullanilabilir. Tablo 1
incelendiginde Olgekten elde edilen verilerin normal dagildigi goriilmektedir ve analizlerde

parametrik testler kullanilmigtir.

Ogretmenlerle yiiz yiize yapilan goriismeler sonucunda elde edilen kayitlar yaziya
aktarilmistir. Veriler, icerik analizi ydntemiyle analiz edilmistir. igerik analizinde veriler,
betimsel analize gore, daha derin bir isleme tabi tutulurlar ve betimsel bir yaklasimla fark

edilemeyen kavram ve temalar icerik analizi sonucu kesfedilebilir (Yildirim ve Simsek,
2008).

Bulgular ve Yorumlar

Bu bolimde toplanan verilerin analizi sonucunda elde edilen bulgular ve yorumlarin

degerlendirilmesine yer verilmistir.
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Tablo 2 Ogretmenlerin cinsiyet, grenim durumu, mesleki kidem ve bransa gore dagilima.

Cinsiyet f Yiizde (%)
Kadin 28 % 53.8
Erkek 24 % 46.2
Toplam 52 % 100
Ogrenim Durumu f Yiizde (%)
On Lisans 3 % 5.8
Lisans 44 % 84.6
Yiiksek Lisans 5 % 9.6
Toplam 52 %100
Mesleki Kidem f Yiizde (%)
1-5 il 1 % 1.9
6-10 Y1l 9 % 17.3
11-15 7il 17 % 32.7
16-20 il 10 % 19.2
21-25 il 8 % 15.4
26 Yil ve iizeri 7 % 13.5
Toplam 52 %100
Brans f Yiizde (%)
Matematik 30 % 57.7
Fen Bilimleri 5 % 9.6
Diger 17 % 32.7
Toplam 52 %100

Tabloyu inceledigimizde bu derse giren kadin Ogretmenler, erkek ogretmenlerden daha
fazladir. Ogretmenlerin dgrenim durumlart cogunlukla lisans diizeyindedir. Arastirmaya

katilan 6gretmenlerden 11-15 yil araliginda ¢aligmakta olanlar % 32.7 ile cogunluktadir. Zeka
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Oyunlar1 dersini veren Ogretmenlerin  ¢ogunlukla Matematik bransinda olduklar

goriilmektedir.
Zeka Oyunlari Dersi Ogretim Programinin Kazanimlarina Dair Bulgularin Degerlendirmesi

Arastirmada “Zeka Oyunlart dersi O6gretim programinin kazanimlarina iliskin
Ogretmen goriisleri cinsiyet, 6grenim durumlari, mesleki kidem ve bransa gére anlamli olarak
farklilik gostermekte midir?”” sorusuna yanit almak i¢in 6gretmenlere uygulanan anketten elde

edilen verilerin analizinden ortaya ¢ikan bulgularin degerlendirilmesine yer verilmistir.

Tablo 3 Ogretmenlerin cinsiyetlerine gore zeka oyunlari dersi 6gretim programimin

kazanimlarina yonelik goriisleri.

Cinsiyet N X SS sd t p
Kadin 28 3.190 770 38.790 -.989 329
Erkek 24 3.470 1.160

Tablo 3’te erkek ve kadinlarin Slgekten aldiklart ortalama puanlar arasinda cinsiyete gore
anlamli bir fark olmadigi (tzs.79)=-.989, p>.05) goriilmektedir. Kadin ve erkek ogretmenler,

kazanimlara dair benzer goriise sahiptirler.

Tablo 4 Ogretmenlerin dgrenim durumlarina gére zeka oyunlari dersi 6gretim programinin

kazanimlarina yonelik gorisleri.

Varyansin Kareler sd Kareler E Anlamh
Kaynagi Toplam Ortalamasi b Fark
Gruplar arasi 074 2 .037 .038 .963 i
Gruplar igi 47.774 49 975

Toplam 47.848 51

Tablo 4’te O6gretmenlerin ortalama puanlar1 arasinda 6grenim durumuna gore istatistiksel
olarak anlamli bir fark olmadig1 (F(2-49=.038, p>.05) yer almaktadir. Buna gore dgretmenlerin
o6grenim durumlarinin, 6gretim programinin kazanim boyutuna yonelik goriislerine bir etkisi

yoktur.
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Tablo 5 Ogretmenlerin mesleki kidemlerine gére zeka oyunlar1 dersi 6gretim programinin

kazanimlarina yonelik goriisleri.

Varyansin Kareler sd Kareler E Anlamh
Kaynagi Toplami Ortalamasi P Fark
Gruplar arasi 2.743 4 .686 715 .586 i
Gruplar igi 44,117 46 .959

Toplam 46.861 50

*1-5 yil arasinda yalniz 1 6gretmen bulundugundan bu grup ANOVA dis1 birakilmistir.

Tablo 5’te 6gretmenlerin Olgekten aldiklari ortalama puanlar incelendiginde (Fs-46)=.715,
p>.05) mesleki kideme gore istatistiksel olarak anlamli farklilik yoktur. Kazanim boyutuna

yonelik goriislerde mesleki kidemin bir etkisi olmadig1 sdylenebilir.

Tablo 6 Ogretmenlerin brangia goére zeka oyunlari dersi 6gretim programinin kazanimlarma yénelik

goriigleri.
Varyansin Kareler sd Kareler = Anlamh
Kaynagi Toplam Ortalamasi P Fark
Gruplar arasi 2.757 2 1.379 1.498 234 )
Gruplar igi 45.091 49 920

Toplam 47.848 51

Tablo 6’da 6gretmenlerin 6lgekten aldiklari ortalama puanlar incelendiginde (F(2-49)=1.498,
p>.05) bransa gore istatistiksel olarak anlamli farklilik olmadigi goriilmektedir. Zeka Oyunlari
dersine giren Ogretmenin bransinin, kazanim boyutuna yodnelik goriislere etkisi yoktur

sonucuna varilabilir.

Zekd Oyunlari Dersi Ogretim Programimn Icerigine Dair Bulgularin Degerlendirilmesi

Arastirmada “Zeka Oyunlar1 dersi 0gretim programinin icerigine iliskin Ogretmen
goriisleri cinsiyet, 6grenim durumlari, mesleki kidem ve bransa gore anlamli olarak farklilik
gostermekte midir?” sorusuna yanit almak i¢in dgretmenlere uygulanan anketten elde edilen

verilerin analizinden ortaya ¢ikan bulgularin degerlendirilmesine yer verilmistir.
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Tablo 7 Ogretmenlerin cinsiyetlerine gore zeka oyunlar1 dersi dgretim programinin igerigine yonelik

goriigleri.
Cinsiyet N X SS sd t p
Kadin 28 3.920 680 39.210 -.383 704
Erkek 24 3.310 1.020

Tabloda erkek ve kadinlarin ortalama puanlari arasinda cinsiyete gore istatistiksel olarak
anlamli bir fark olmadig1 (tge.21)=-.383, p>.05) goriilmektedir. Erkek ve kadin 6gretmenlerin

igerige iligkin benzer goriise sahip oldugu sdylenebilir.

Tablo 8 Ogretmenlerin dgrenim durumlarina gére zeka oyunlari dersi dgretim programinin igerigine

yonelik gortisleri.

Varyallsm Kareler Toplami sd Kareler Ortalamasi F p Anlamh
Kaynag Fark
Gruplar arasi .254 2 27 A71 .843 )
Gruplar igi 36.410 49 743

Toplam 36.664 51

Tablo 8’de 6gretmenlerin ortalama puanlari arasinda dgrenim durumuna gore istatistiksel
olarak anlamli bir fark (F(49=.171, p>.05) yoktur. Buna gore Ogretmenlerin dgrenim
durumlarinin, 6gretim programinin igerik boyutuna yonelik goriislerine etkisinin olmadigi

sOylenebilir.

Tablo 9 Ogretmenlerin mesleki kidemlerine gore zeka oyunlari dersi dgretim programinin igerigine

yonelik gortsleri.

Varyansin Kareler sd Kareler = Anlamh
Kaynagi Toplami Ortalamasi P Fark
Gruplar arasi 3.495 4 874 1.288 .289 i
Gruplar igi 31.207 46 .678

Toplam 34.703 50

*1-5 yil arasinda yalniz 1 6gretmen bulundugundan bu grup ANOVA dis1 birakilmigtir.
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Tablo 9°da &gretmenlerin ortalama puanlari incelendiginde (F-46)=1.288, p>.05) mesleki
kideme gore istatistiksel olarak anlamli farklilik olmadigi goriilmektedir. Dolayistyla icerik

boyutuna yo6nelik 6gretmen goriislerine, mesleki kidemin bir etkisi yoktur.

Tablo 10 Ogretmenlerin bransia gére zeka oyunlari dersi dgretim programinin igerigine yonelik

goriigleri.
Varyansin Kareler sd Kareler = Anlamh
Kaynagi Toplami Ortalamasi b Fark
Gruplar arasi 4114 2 2.057 3.096 .054 i
Gruplar igi 32.550 49 .664

Toplam 36.664 51

Tabloda Ogretmenlerin ortalama puanlari incelendiginde branga gore istatistiksel olarak
anlamli farklilik olmadig1 (F2-495=3.096, p>.05) goriilmektedir. Zeka Oyunlar1 dersine giren

Ogretmenin branginin, igerik boyutuna yonelik goriislerine etki etmedigi sdylenebilir.

Zekd Oyunlar: Dersi Ogretim Programinin Siirecine Dair Bulgularin Degerlendirilmesi

Arastirmada “Zeka Oyunlart dersi 6gretim programinin szrecine iligkin dgretmen
gortsleri cinsiyet, 6grenim durumlari, mesleki kidem ve bransa gore anlamli olarak farklilik
gostermekte midir?” sorusuna yanit almak icin 6gretmenlere uygulanan anketten elde edilen

verilerin analizinden ortaya ¢ikan bulgularin degerlendirilmesine yer verilmistir.

Tablo 11 Ogretmenlerin cinsiyetine gére zeka oyunlar1 dersi dgretim programinin siirecine yonelik

goriisleri.
Cinsiyet N X SS sd t p
Kadin 28 3.290 .680 50 1.610 114
Erkek 24 2.990 .680

Tablo 11°de erkek ve kadinlarin ortalama puanlar arasinda cinsiyete gore istatistiksel olarak
anlaml bir fark (ts0=1.610, p>.05) yoktur. Yani erkek ve kadin 6gretmenlerin siirece iligskin

benzer goriise sahip oldugu sdylenebilir.
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Tablo 12 Ogretmenlerin 6grenim durumuna gore zeka oyunlari dersi dgretim programinin siirecine

yonelik gorisleri.

Varyansin Kareler sd Kareler = Anlamh
Kaynagi Toplami Ortalamasi b Fark
Gruplar arasi 1.236 2 .618 1.320 276 i
Gruplar igi 22.941 49 .468

Toplam 24.177 51

Tablo 12°de 6gretmenlerin ortalama puanlar1 arasinda 6grenim durumuna gore istatistiksel
olarak anlamli bir fark olmadig1 (F-49=1.320, p>.05) goriilmektedir. Buna gore
Ogretmenlerin  6grenim durumlarinin, Ogretim programinin siire¢ boyutuna yonelik

goriislerine bir etkisi yoktur.

Tablo 13 Ogretmenlerin mesleki kidemine gore zeka oyunlar dersi 6gretim programinin siirecine

yonelik gortisleri.

Varyansin Kareler sd Kareler = Anlamh
Kaynagi Toplam Ortalamasi P Fark
Gruplar arasi 3.541 4 .885 2.163 .088 )
Gruplar igi 18.822 46 409

Toplam 22.363 50

* 1-5 yil arasinda yalniz 1 6gretmen bulundugundan bu grup ANOVA dis1 birakilmistir.

Tablo 13’te 6gretmenlerin ortalama puanlar1 incelendiginde mesleki kideme gore istatistiksel
olarak anlamli farklilik (F-46)=2.163, p>.05) yoktur. Dolayisiyla Siire¢ boyutuna yonelik

ogretmen goriislerine, mesleki kidemin bir etkisi olmadig: ifade edilebilir.

Tablo 14 Ogretmenlerin bransia gére zeka oyunlar1 dersi dgretim programinin siirecine yonelik

gorisleri.
Varyansin Kareler sd Kareler E Anlamh
Kaynagi Toplami Ortalamasi P Fark
Gruplar arasi 1.714 2 .857 1.870 165 i
Gruplar igi 22.463 49 458

Toplam 24.177 51

Tablo 14’te 6gretmenlerin olgekten aldiklart ortalama puanlar incelendiginde bransa gore

istatistiksel olarak anlamli farklilik olmadigi (F(2-29)=1.870, p>.05) goriilmektedir. Yani zeka
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Oyunlar1 dersine giren Ogretmenin bransi, siire¢ boyutuna yonelik goriislere etki

etmemektedir.

Zeka Oyunlari Dersi Ogretim Programinin Degerlendirme Asamasina Dair Bulgularmn

Degerlendirilmesi

Arastirmada “Zeka Oyunlar1 dersi 0gretim programinin degerlendirme asamasina
iligkin 6gretmen goriisleri cinsiyet, 6grenim durumlari, mesleki kidem ve bransa gore anlaml
olarak farklilik gostermekte midir?” sorusuna yanit almak ig¢in 6gretmenlere uygulanan
anketten elde edilen verilerin analizinden ortaya ¢ikan bulgularin degerlendirilmesine yer

verilmistir.

Tablo 15 Ogretmenlerin cinsiyetine gére zeka oyunlar1 dersi dgretim programinin degerlendirmesine

yonelik gortisleri.

Cinsiyet N X SS sd t p
Kadin 28 3.090 .730 50 .353 126
Erkek 24 3.010 .810

Tablo 15°te erkek ve kadin Ogretmenlerin ortalama puanlari arasinda cinsiyete gore
istatistiksel olarak anlamli bir fark olmadig1 (t0=.353, p>.05) goriilmektedir. Erkek ve kadin
Ogretmenlerin  0gretim programini degerlendirmede benzer goriise sahip olduklar

sOylenebilir.

Tablo 16 Ogretmenlerin 6grenim durumlarina gore zeka oyunlar1 dersi dgretim programinin

degerlendirmesine yonelik goriisleri.

Varyansin Kareler sd Kareler E Anlamh
Kaynag Toplami Ortalamasi P Fark
Gruplar arasi 041 2 .021 .034 .966 i
Gruplar igi 29.499 49 .602

Toplam 29.540 51

Tablo 16°da 6gretmenlerin ortalama puanlar1 arasinda dgrenim durumuna gore istatistiksel

olarak anlamli bir fark olmadig1 (F(2-49y=.034, p>.05) goriilmektedir. Buna gore 6gretmenlerin
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O0grenim durumlarinin, 6gretim programini degerlendirme boyutuna yonelik goriislerine bir
etkisi yoktur.
Tablo 17 Ogretmenlerin mesleki kidemine gore zeka oyunlar dersi dgretim programimnin

degerlendirmesine yonelik goriisleri.

Varyansin Kareler sd Kareler = Anlamh
Kaynag Toplami Ortalamasi P Fark
Gruplar arast 3.774 4 943 1.790 147 i
Gruplar igi 24.246 46 527

Toplam 28.020 50

*1-5 yil arasinda yalniz 1 6gretmen bulundugundan bu grup ANOVA dis1 birakilmastir.

Tablo 17°de 6gretmenlerin ortalama puanlari incelendiginde mesleki kideme gore istatistiksel
olarak anlamli farklilik olmadigi (F@446=1.790, p>.05) goriilmektedir. Programin

degerlendirme boyutu s6z konusu oldugunda mesleki kidemin bir etkisi olmadig1 sdylenebilir.

Tablo 18 Ogretmenlerin bransina gore zeka oyunlar1 dersi dgretim programinin degerlendirmesine

yonelik goriisleri.

Varyansin Kareler sd Kareler = Anlamh
Kaynagi Toplami Ortalamasi P Fark
Gruplar arasi 1.706 2 .853 1.502 .233 i
Gruplar igi 27.834 49 .568

Toplam 29.540 51

Tablo 18’de 6gretmenlerin ortalama puanlari incelendiginde bransa gore istatistiksel olarak
anlamli farklilik olmadigi (F2-49)=1.502, p>.05) goriilmektedir. Zekd Oyunlart dersi 6gretim

programinin degerlendirmesinde, 6gretmenin bransinin etkisinin olmadigi ifade edilebilir.

Zeka Oyunlari Dersi Ogretim Programinin Zayif ve Giiclii Yonlerine Dair Ogretmen

Gortislerinden Elde Edilen Bulgularin Degerlendirilmesi

Zeka Oyunlar1 dersi 6gretim programinin zayif ve gii¢lii yonlerine iliskin 6gretmen
goriislerini tespit etmek i¢in 6gretmenlerle yapilan goriismelerdeki sorular ve analizinden elde

edilen bulgularin degerlendirilmesine asagida yer verilmistir.
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Tablo 19 Ogretmen goriisme formu soru kategori tablosu.

570

“Kacinci simiflarda zeka oyunlar: dersine giriyorsunuz?” Ogretmenler
5. simif 01,02,06
6. sinif 01,02,03,06
7.sinif 01,04,05
8.simif 01,03,04,05
P : prar— pyn -

Zeka Oyunlar: dersi hakkinda ne diisiiniiyorsunuz? Ogretmenler
Yaratici diisiinme becerisini gelistirmesi agisindan gerekli 01,02,04,06
Farkly bakis agist kazandirdigi icin gerekli 03,05
Neden sonug iliskisi kurabilme becerisi agisindan gerekli 01,02,05
Eglenceli olmasi bakimindan gerekli 01,02,065,06
Materyal sikintis1 nedeniyle gereksiz 01,02,03,06
Stnav kaygist yasayan siniflar igin gereksiz 01,03,04,05
“Dersin 6gretmeni olarak Zeka Oyunlar: dersinde kendinizi nasil
degerlendiriyorsunuz?” Ogretmenler
Hizmet i¢i egitim aldim 02
Universitede béyle bir ders aldim 01
Hicbir egitim veya ders almadim 03,04,05,06
“Sizce zeka oyunlar: dersini 6grenciler neden tercih ediyor?” Ogretmenler
Aile yonlendiriyor 01,02
Not yiikseltmek igin 03,04,05,06
“Bu ders ile ilgili karsilastigimiz sorunlar var mi?” Ogretmenler

Okullardaki materyal eksikligi

01,02,03,04,05,06

Siniflarin kalabalik olmasi 02,03,05,06
Osrencilerin aile baskisiyla bu dersi secmesi 02,03
Kaynak kitap olmamasi 03,04
“Karsilastigimiz sorunlara yonelik ¢6ziim onerileriniz nelerdir?” Ogretmenler
Sinif mevcutlarinmin azaltiimast 02,03,04,05
Okullara oyunlarin MEB tarafindan temin edilmesi 01,03,05,06
Bu derse istekli 6grencilerin gelmesinin saglanmasi 03,04,06
Ogretmenlere kilavuz kitap dagitilmas: 03,04
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Ogretmenler, bu dersin 6grencilere kazandiracag: yaratici diisiinme becerisi, olaylar hakkinda
neden sonug iligkisi kurabilme becerisi gibi olumlu etkileri bakimindan gerekli oldugunu
ifade etmektedirler. Ayrica 8. Smif Ogrencilerinin sinav kaygisi nedeniyle bu derse karsi
isteksiz olduklar1 goriisiindedirler. Okullardaki materyal-malzeme sikintilari nedeniyle dersin
verimli iglenememesi bakimindan gereksiz oldugunu diisiinen 0gretmenler de vardir. Bazi
ogretmenlerin diisiinceleri su sekildedir:

“Zekd oyunlari dersi gerekli materyaller temin edildiginde aslinda ¢ok eglenceli olan
bir ders. Ogrencilerimizin yaratict diigiinme becerilerini gelistiren olaylara farkl acilardan
bakmalarini saglayabilecek yetileri kazandirabilecek eglenceli bir ders.( 02)”

“Ben bu dersin aslinda ¢ok énemli oldugunu diisiiniiyorum, ama 5. ,6. ve 7. siniflarda.
Ctinkii 8.sinif ogrencilerimiz yeni degisen sinav sisteminin zorlugundan dolayr ¢ok fazla
ugrasmaktalar. O yiizden bu derste kendileri segmelerine ragmen isteksiz olabilmekteler. Ama
kiiciik siniflarimizda bu ders ¢ok daha eglenceli gegiyor. Bu dersin olumlu katkilarin ézellikle
matematik dersinde bizzat gozlemlemekteyiz.(05)”

Yalnizca 1 6gretmen zeka oyunlari dersine dair hizmet i¢i egitim almig, 1 6gretmen de
tiniversitede boyle bir ders almistir. Digerleri ise higbir egitim veya ders almamastir.

“Universitedeyken zekd oyunlariyla ilgili bir ders gormiistiik. Ama su an ki zekd
oyunlari 6gretim programindaki kazanimlara uygun ders isleyebilmek igin keske derse giren
her 6gretmene hizmet ici egitim verilse. Hem béylece daha verimli daha eglenceli olur bu
ders.(0O1)”

“Bu ders ile alakali hizmet-i¢i egitim aldim. Ama bildiklerimizi uygulayabilme
acisindan karsilastigimiz stkintilar oluyor tabi ki.(02)”

Ogretmenler, dgrencilerin ya aile istedigi i¢in ya da not yiikseltmek icin zeka
oyunlart dersini tercih ettiklerini belirtmislerdir.

“Ogrenciler sinava girecekleri icin not kaygisi yasamakta, ayni sekilde velilerde tabi
bu sikintiyr yasamakta, bu yiizden de bir¢ok velimiz bu sebeple ¢cocuklarina bu dersi segmeleri

konusunda baski yapiyor.(02)”

Zekd Oyunlart Dersi Ogretim Programimn Uygulanmast Sirasinda Karsilasilan Sorunlarin

Coziimiine Iliskin Ogretmen Gériislerinden Elde Edilen Bulgularin Degerlendirilmesi

Ogretmenlerin bu dersin islenisiyle ilgili yasadiklar1 zorluklar; okullardaki materyal
eksikligi, siniflarin kalabalik olmasi ve 6grencilerin aile baskisi ile bu dersi tercih etmesi ve

kaynak kitabin olmamasi seklinde siralanabilir.
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“Bu ders ile ilgili karsilastigimiz en biiyiik sorunumuz materyal malzeme eksikligimiz
var, bu sebeple de istedigimiz etkinlikleri yapamiyoruz. Oldugu zamanda siniflarimizin
yogunlugu buna bazen pek miisaade etmiyor, yarim kalabiliyor, hani her 6grenciye ulasmakta
zorlanwyoruz, bir de derse katilan 6grencilerin bu dersle sevdikleri icin ilgilendikleri icin
degil aile baskist ile sectikleri i¢in hani ¢ok verimli olmadigi zamanda olabiliyor. Bir de
elimizde kaynak kitap olmamast da sikinti aslinda, kaynak kitabimiz olsa hem tiim okullarda
aym sekilde islenir hem de ogretmene kilavuzluk eder. (03)”

“Kalabalik simiflarda bu dersi yiiriitmek maalesef ¢ok biiyiik bir sorun, bir de
oyunlarin yeterli sayida olmamas: dersin islenigini zora sokmaktadir.(03)”

Ogretmenlere se¢meli zekd oyunlart dersinde karsilastiklar1 sorunlarin ¢oziimiine
iliskin Onerilerde bulunmalar1 istenmistir.

“Bu derslere gergekten ilgili bu tarz oyunlarla evde bile ugrasan ogrencilerin gelmesi
saglanmali ve sinif mevcutlart biraz daha az olmali ki her 6grenciye rahatca ulagabilelim, her
ogrenciyi etkinliklere katabilelim. Bunun disinda malzeme sorununun ¢oziilmesi gerektigini
diigtiniiyorum. Bir de Milli Egitim Bakanlig: tarafindan ogretmenlere kilavuz kitap dagitilmali

bence, béylece ogretmenler ayni anda tiim okullarda aym sekilde dersi yiiriitebilirler.(03)”

Sonug ve Tartisma

Bu calisma ile zeka oyunlar1 dersini veren dgretmenlerin ders hakkindaki goriis ve
onerileri ortaya cikarilmistir. Ogretmenlerin zeka oyunlar1 dersinin 6gretim programimin
kazanim, igerik, siire¢, degerlendirme asamalara dair fikirlerinin; mesleki kidem, 6grenim
durumu, cinsiyet ve brans degiskenleri bakimindan farklilik gostermedigi sonucuna
ulagilmistir. Aragtirmaya katilan 6gretmenlerin tiim siif seviyelerinde zeka oyunlar1 dersi
tecrilbesi vardir. Ogretmenler zekd oyunlari dersinin Ogrencilere katkist olan bir ders
oldugunu diisiinmektedirler. Goriisme yapilan Ogretmenlerden dordii yaratict diistinme
becerisini gelistirme agisindan, ikisi farkli bakis agist kazandirmasindan, {i¢ii neden sonug
iligkisi kurabilme becerisi bakimindan, dordii eglenceli olmasi agisindan gerekli oldugunu
ifade etmislerdir. Benzer sekilde Giirsoy ve Arslan (2011) da ¢alismalarinda egitsel oyunlar
ve etkinliklerle 6grenilenlerin giinliik hayatla iliskilendirip oyunun kullanilmasinin 6nemli
oldugunu vurgulamislardir. Fakat bu aragtirmada goriisme yapilan 6gretmenlerin dordii sinav
kaygis1 olan 8. smiflar icin bu dersin gereksiz oldugunu belirtmistir. Arastirmaya gore
Ogretmenlerin zeka oyunlar1 konusunda genel olarak yeterince literatiir bilgisine sahip
olduklar fakat uygulamada sikint1 yasadiklar1 ve bunun sebebinin ise lisans egitiminde bdyle

bir egitim almamig olmalarindan kaynaklandigi, bu sebeple de ders esnasinda 6gretmenlerin
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zeka oyunlarini yeteri kadar kullanmadiklari hatta kullanamadiklar1 ve Ogretim teknigi
acisindan bu konuda yeterli olmadiklar1 sonucuna ulagilmistir. Dolayisiyla 6gretmenler zeka
oyunlar1 dersine dair kurs veya seminerlere ihtiya¢ duymaktadirlar. Benzer sekilde Hazar ve
Altun (2018) yaptiklar1 ¢alismada 6gretmenlerin dersin uygulanabilirligi konusunda sikinti
yasamamalari i¢in lisans egitimi siirecinde zeka oyunlar1 dersi gérmeye veya hizmet ici egitim
seminerlerine ihtiya¢ duyduklarini tespit etmislerdir. Ogretmenler dgrencilerin zekd oyunlar
dersini tercih ederken genelde aile baskisiyla karsilastiklarini, ailelerin bu dersin diger
derslere ozellikle de matematik dersine katkisi olacagini ve iilkemizde uygulanmakta olan
smav sisteminden dolay1 not kaygist yasayan 6grenci ve ailelerinin daha kolay yiiksek not
alabileceklerini diisiindiikleri i¢in bu dersi ¢ocuklarina zorla sectirdiklerini belirtmislerdir.
Ogretmenler bu dersin islenisiyle ilgili yasadiklar zorluklari; okullardaki malzeme-materyal
eksikligi, siniflarin kalabalik olmasi ve 6grencilerin aile baskisiyla gelmesi seklinde
siralamiglardir. Zeka oyunlar1 6gretim programinda bahsedilen oyunlarin okullarda olmamast
bu dersin islenisini sikintitya sokmakta oldugu goriismeye katilan her gretmen tarafindan
belirtilmistir. Bunun disinda siniflarin kalabalik olmasinin dersin islenisini olumsuz etkiledigi
sonucu ortaya c¢ikmaktadir. Benzer sekilde Ulusoy, Saygi ve Umay (2017) ¢aligmalarinda
ogretmenlerin dersin islenisi sirasinda sinif ortaminda ara¢ gere¢ eksikligi, kalabalik ve
heterojen gruplar, zaman sorunu, smif donanimindaki eksiklikler gibi sikintilarla
karsilagtiklarini tespit etmislerdir. Zeka oyunlar1 ismiyle satilan dergi, kitap gibi kaynaklarin
dersin icerigini karsilamamasindan dolay1 derse kaynak olusturacak giivenilir ve yeterli
icerige sahip ders arag gereclerine ihtiyag duyuldugundan bu ders arag gerecglerinin
gelistirilmesi ve tiim okullara bu kaynaklarin gonderilmesinin ne derece 6nemli oldugundan

bahsetmislerdir.

Oneriler

Ebeveynler bu dersin matematik basarisina katkist olacagini diisiindiikleri igin
cocuklarin1 bu derse yonlendiriyorlar. Ama derse istemeden gelen Ogrencilerle verimli bir
ders islenememektedir. Bu sebeple okul idareleri, velileri se¢meli ders seg¢imlerinde
cocuklarmin goriislerini almalart konusunda mutlaka uyarmalidir. Okullarda sabit oyunlarin
olmamas1 her okulda farkli oyunlarin oynanmasi, hatta bazi okullarda hi¢ oyun olmamasi
negatif sonuglar dogurmaktadir. Bu sebeple her Ogrencinin esit sartlarda egitim-6gretim
gormesi gerektiginden okullara oyunlar Milli Egitim Bakanlig1 tarafindan sene basinda temin
edilmelidir. Yine ders islenisi sirasinda daha etkili ¢alismalar yapabilmek i¢in okullarin

fiziksel sartlar1 iyilestirilmelidir. Dersin kazanimlarina yonelik degisik etkinliklerin
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bulundugu, her sinif seviyesi i¢in ayr1 hazirlanmis etkinlik kitabi, ders kitab1 ve 6gretmen
kilavuz kitab1 olmalidir. Smif mevcutlarinin fazlaligi her ders i¢in olumsuz bir durumdur.
Ozellikle se¢meli derslerde dgrencilerin heterojen olmasi sebebiyle kalabalik siniflarda dersin
islenisi daha da sikintili olmaktadir. Bu sebeple dersin rahatga islenebilmesi, 6grencilerin aktif
olarak derse katilabilmesi, etkilesimli ve verimli bir ders olabilmesi i¢in sinif mevcutlar
azaltilmalidir. Ogretmenler zeka oyunlart dersi hakkinda teorik bilgiye sahip olsalar bile
dersin uygulanabilirligi noktasinda sikinti yasamaktadirlar. Bu sikintilar1 gidermek adina
Ogretmenlere zeka oyunlar1 dersi kapsaminda hizmet i¢i egitimler verilmelidir veya zeka
oyunlar1 dersi tliniversitede 6gretim programlart igerigine alinmalidir. Bu ¢alismadan yola
cikarak herhangi bir zeka oyununun uygulanmasma iliskin, farkli sinif seviyelerinden

Ogrencilerin goriislerinin alindig1 ya da performanslarinin incelendigi ¢alismalar yapilabilir.
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