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ABSTRACT

Language education is a critical issue for every society, and particularly effective teaching and
learning of the native language significantly impact individuals' communication skills and
intellectual development. Game is an activity that significantly contributes to a child's physical,
cognitive, social, emotional, linguistic, and self-care skill development. In the context of child-
centered programs, play should be considered one of the fundamental principles. Educational
games should be thought of as one of the basic principles within child-centered programs.
Educational games should have sufficient levels of fun and qualities to provide children with an
enjoyable environment and to achieve the goals of the learning program. Meta-analysis is a
statistical technique used to combine the results of various scientific studies that focus on similar
topics. This method allows not only for more reliable but also more comprehensive results to be
obtained. The process involves stages such as data collection, coding, effect size calculation,
weighting, and synthesis of results. This meta-analytical investigation was undertaken to assess the
impact of educational gaming on academic performance within the context of Turkish language
instruction. Totally 68 studies were initially screened, from which 31 thesis were deemed suitable
for inclusion in the meta-analysis. The amalgamation of these 31 studies yielded a comprehensive
sample size of 1741 participants. Utilizing a random-effects model for analysis, the findings
distinctly affirm a statistically significant positive effect of educational games on the academic
achievement of students. Within the scope of moderator variables considered in this study, solely
the publication year and research typology were identified as moderators. The outcomes gleaned
from this analysis underscore the pivotal role of educational games in enhancing student success
in Turkish language education. This scientific research has the potential to contribute to the
development of pedagogical paradigms prevalent in Turkish language education and the creation
of more effective strategies to nurture linguistic competence among students. Gaining deeper
insights into the outcomes of educational games in language teaching can offer educators and
program developers a different perspective, thus facilitating the establishment of an effective
language learning environment

Keywords: Turkish language teaching, Academic achievement, Educational games, Meta-analysis.
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INTRODUCTION

The gamification method has emerged as a result of a child's interest in play and the benefits children gain from
playing. If adults have an occupation, a profession, or a job, and our ability to sustain our basic needs depends
on working, then play serves the same purpose for a child (Karaduman and Aciyan, 2020). In the gamification
method used to solve a problem or clarify a situation, the primary goal is to educate students and enhance their
cognitive, emotional, and behavioral skills, problem-solving abilities, and communication skills, all while

entertaining them and fostering their understanding of empathy (Kara, 2011)

Game can be defined as a purposeful or purposeless activity, governed by rules or without rules, conducted
within a real or simulated environment and time frame, characterized by voluntary participation and enjoyment,
and viewed as a lifestyle rooted in learning. Furthermore, game simultaneously fosters the development of
various social skills such as collaboration and control over stimuli, in addition to productivity, verbal intelligence,
forward-thinking development, language and speech skills. From a holistic perspective, game is an activity that
significantly contributes to a child's physical, cognitive, social, emotional, linguistic, and self-care skill
development (Aral et al. 2000; Nicolopoulou, 2004). In the context of child-centered programs, game should be
considered one of the fundamental principles. It encourages individual interests, desires, and needs by allowing
children to predict interactions with guidance only when necessary (Nicolopoulou, 2004; Kogyigit et al. 2007).
As children engage in game, they not only make their time productive but also lay the foundation for knowledge,
skills, and habits that will help shape their future. Conversely, when adults hold misconceptions about game
methods and fail to provide the necessary interaction and guidance, delays in life experiences can hinder an
individual's maturation process. As Kotan (2022) stated, 'children acquire new knowledge, use existing
knowledge, and restructure and configure their knowledge through game.' Delaying these experiences generally

impacts success in life.

Educational games that provide entertainment and facilitate lasting learning are effective in achieving goals and
developing skills (Prensky, 2001). Educational games can create positive impact and attitudes among students by
offering suitable learning environments for students with different learning and intelligence characteristics
during the teaching process (Usta et al., 2017). Furthermore, educational games have a positive influence on
enhancing the self-confidence of students who are in the process of gaining autonomy and forming their

personalities (Coskun, 2012).

Educational games should possess adequate levels and qualities in providing a fun environment for children and
reaching the learning program's objectives (Gedik and Tekin, 2015). Educational games, characterized by features
such as problem-solving, inquiry, easy concept teaching, concretization, focus, goal setting, and adaptability to
various levels, not only deliver information related to the intended outcomes but also provide reinforcement
during the learning process (Coskun, 2012; Pehlivan, 1997). Educational games also offer opportunities for active
participation, collaboration, instant feedback, and observation (Tan, 2005). Through the use of educational

games in learning environments, topics being taught can become more engaging, incorrect learning can be

2309



I.I E TSAR (International Journal of Education Technology and Scientific Researches) Vol: 8, Issue: 24, 2023
100. Yil Ozel Sayisi

corrected, knowledge can be transferred to long-term memory, and various skills such as attention, creativity,

imagination, sense of humor, synthesis, and different thinking strategies can be developed (Coskun, 2012).

When looking at the literature, various studies examining the impact of games used education on achievement
in various disciplines can be found. Tifekgioglu (2013) investigated the use of computer technology in teaching
grammar to elementary school 4th and 5th graders and designed learning programs gamified with educational
games. Asci (2019) observed that educational digital games led to outcomes such as experiential learning,
inquiry, quick thinking, problem-solving, and motivation for students. Donmus (2012) examined the effects of
educational computer games on English language learning and reported that these games were effective in
enhancing students' achievements. Kotan (2022) conducted research on the impact of educational computer
games on academic achievements in 8th-grade Turkish History and Kemalism courses. Although the study did
not find a significant positive effect on student achievements, it indicated a positive development. Similarly, Can
(2017) found that educational games made the Science course more engaging and led to increased student

participation.

These studies collectively highlight the potential benefits of using educational digital games in education across
various subject areas. They suggest that such games can promote experiential learning, inquiry-based learning,
problem-solving skills, and motivation among students. Although some studies did not find significant differences
in academic achievements, they emphasized the positive impact of these games on the learning process and

student engagement.

The Significance of the Research

This research holds significant importance as it delves deep into the role of educational games in Turkish language
teaching and their impact on student achievement. Language education is a critical matter for every society, and
the effective teaching and learning of the native language, in particular, greatly influence individuals'
communication abilities and intellectual development. In this context, the role of educational games in language
education stands out as a potential tool for not only enhancing student motivation but also for developing
language skills. Educational games provide students with the opportunity to experience the learning process in
a fun and effective way. Such games can make complex concepts more understandable and engaging during
language learning. Through games, students can enhance their knowledge of grammar rules, expand their
vocabulary, and develop their communication skills. Furthermore, educational games can boost students' self-
confidence by reducing their fear of making mistakes and by offering them opportunities to learn through trial

and error.

Meta-analysis constitutes a statistical technique employed to amalgamate the outcomes of diverse scientific
investigations centered on akin subject matters, thereby yielding outcomes that are not only more dependable
but also more all-encompassing in scope. This method encompasses stages such as data collection, coding, effect

size calculation, weighting, and synthesis of results. Meta-analysis allows for obtaining stronger results and
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increasing statistical power by surpassing the limitations of a single study. Additionally, it offers a broader
perspective by amalgamating the results of studies conducted in different locations, at different times, and with
different participant groups, contributing to the advancement of scientific literature (Borenstein et al. 2009).
Therefore, meta-analysis is a crucial method aimed at in-depth evaluation of scientific research and obtaining

results based on more robust foundations (Kulinskaya et al. 2008).

This study endeavors to empirically investigate a series of hypotheses pertaining to the efficacy of educational
games within the domain of Turkish language instruction. Specifically, it endeavors to discern the comparative
effectiveness of distinct genres of educational games in augmenting student academic performance, identify the
language proficiencies that yield the most pronounced improvements, and scrutinize the potential influence of
demographic variables such as age, academic grade, or the genre of published material. This scholarly inquiry
holds the potential to enhance the pedagogical paradigms prevalent in Turkish language education and
contribute to the formulation of more efficacious strategies for nurturing linguistic competencies among
students. The acquisition of deeper insights into the ramifications of educational gaming in the realm of language
instruction may furnish educators and curriculum developers with a more nuanced understanding, thereby
facilitating judicious decision-making and the crafting of a more gratifying and efficacious language learning

milieu.

This study seeks to interrogate the influence of educational games on the scholastic achievements of students
within the domain of Turkish language education. Furthermore, the ongoing inquiry undertakes a meticulous
examination of various hypotheses, conjecturing their prospective impact on the overarching effect size
extracted from the investigation. These hypotheses encompassed the following variables: (i) the dimensions
employed to assess academic achievement, (ii) the educational establishment tier in which the research was
conducted, (iii) the specific classroom milieu within which the research transpired, (iv) the typology of research
publication, and (v) the temporal context of research publication, all of which were posited as moderating
factors. In conjunction with these variables and guided by antecedent scholarly insights, the study endeavored

to empirically test the following hypotheses:

H1 Educational games have a positive effect on student achievement in Turkish language classes.

H2 The abilities measured for achievement are moderators in the positive effect of educational games on student
achievement in Turkish language classes.

H3 School levels are moderator in the positive effect of educational games on student achievement in Turkish
language classes.

H4 Grade levels are moderator in the positive effect of educational games on student achievement in Turkish
language classes.

H5 Publication types are moderator in the positive effect of educational games on student achievement in

Turkish language classes.
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H6 Publication years are moderator in the positive effect of educational games on student achievement in Turkish

language classes.

METHOD

Study Design

This study employs the meta-analytic approach to investigate the impact of educational games on student
academic performance within the context of Turkish language instruction. Meta-analysis is a rigorous
methodological procedure employed to synthesize and statistically analyze the outcomes derived from a
multitude of autonomous research endeavors focusing on a designated subject matter (Petitti, 2000; Little et al.

2008).

Exploratory Approach and Criteria for Incorporation and Exclusion

To identify eligible studies for inclusion in the meta-analysis, a comprehensive inquiry was conducted utilizing
the resources provided by the National Thesis Center of the Council of Higher Education (YOK). During this phase,
the search parameters were refined to encompass the realms of title, keywords, and abstracts, employing
terminology pertinent to Turkish language instruction. These terms encompassed aspects of academic
achievement, such as accomplishment, scholastic attainment, and student performance, as well as keywords
related to educational gaming, including game, toy, and gamification. The cutoff date for inclusion in this research
spanned until September 2023, with both doctoral and master's theses forming an integral component of the

analytical framework for this study.

This research employed a multifaceted approach to identify studies suitable for inclusion in the ensuing meta-
analysis. Initially, a comprehensive search was conducted, encompassing all studies related to the intersection
of educational games within the context of Turkish language instruction and academic achievement. This initial
search was confined to the realms of title, keywords, and abstracts, thereby constituting a preliminary pool of
studies, totaling 68 in number. Subsequently, the research abstracts underwent meticulous scrutiny. This
abstract-focused review led to the exclusion of 23 studies based on predefined criteria. In the subsequent phase,
the remaining 45 studies underwent an in-depth evaluation, resulting in the discernment that 31 of these studies
met the requisite criteria for inclusion, while the remaining 14 studies were deemed unsuitable for the present

analysis. The descriptive statistical profiles of these 31 selected studies are thoughtfully elucidated in Table 1.

Table 1: Profile of Studies Encompassed in the Meta-Analytical Examination

1 11
Variables 1 2 3 a 5 6 7 8 9 0 :rt
2012- 2019-
Pub. 2016 20172018 5y 2022 ]
year n 15 2 7 7 o
% 49 7 22 22 100
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Primary Secondary

School School  School
level n 8 23 31
% 26 74 100
7. 8. Grade
1.Grade 3. Grade 5.Grade 6.Grade Grad -
Grade e
level p 3 1 2 14 4 7 31
% 10 3 6 45 13 2 100
Agr . Istanbul . Zonguldk
Ibrahim Klr_sehlr Sebahatt Atatirk Dtz Bilent Amasya  Bahgeshir Anadol In6nl  Hacettepe -
Ahi Evran . . e . u
u Cegen in Zaim Ecevit
™ g 1 2 14 1 1 1 2 3 1 1 31
4 4 6 9 4
0,
% 13 4 6 42 4 100

The inclusion criteria for the research studies in the meta-analysis were delineated as follows:

1. Study designs adhered to either pre-test/post-test or post-test control group experimental or quasi-
experimental paradigms.

2. Enough data were reported to be able to calculate effect sizes (, SD in each group or, t, F, or 2 values
in each group).

Conversely, research studies were excluded from the meta-analysis under the following circumstances:

1. Absence of quantitative data, indicative of qualitative research orientation.

2 Inadequate data reporting, precluding the calculation of effect sizes.

3 Lack of emphasis on student academic achievement.

4, Divergence from the central focus on educational games.

5 In instances where both the experimental and control groups utilized educational games, with the sole

point of comparison being the pedagogical methodologies employed, the study was deemed ineligible for

inclusion.

Coding Process

The coding process constituted an essential data categorization procedure employed to discern the data sets
that possessed the requisite clarity and relevance for incorporation into the study. Within this framework, a
comprehensive coding framework was meticulously devised prior to the initiation of the statistical analysis, with
the coding process meticulously adhering to this established framework. The primary objective was to establish
a meticulously tailored coding system that enabled a holistic assessment of the encompassed research studies,

ensuring the capture of all pertinent attributes unique to each individual research study.

The coding framework, as formulated within the confines of this investigation, comprised the following
dimensions: (i) Bibliographic references for the respective research studies. (ii) Pertinent details concerning the

sampled population. (iii) Attributes of the sample groups under scrutiny. (iv) Classification according to the
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educational institution tier. (v) Typology of research, categorizing it as experimental or quasi-experimental. (vi)
Stratification based on academic grade levels. (vii) Temporal dimension, specifically denoting the year of study

publication. (viii) Assessment of students' aptitude levels.

Statistical Processes

The Comprehensive Meta-Analysis software was harnessed as the instrumental tool for executing the meta-
analytical procedures. In the course of this study, a random-effects model was applied as the methodological
framework for conducting the meta-analysis. Effect size computation was contingent upon the nature of data
available within each study. For studies that provided mean , and standard deviation (SD) metrics, effect size
was ascertained by leveraging the mean difference between the experimental and control groups, measured
both pre-test and post-test, as the numerator, and the pooled standard deviation (PSD) as the denominator, in
accordance with the formula elucidated by Rosenthal (see Rosenthal, 1979). Furthermore, for studies presenting
data in the form of mean , t, F, or 2 statistics for each respective group, effect sizes were computed utilizing the

formulaic methodologies expounded by Lipsey and Wilson (2001).

It is noteworthy that all studies encompassed in this comprehensive review uniformly adhered to either an
experimental design, involving the random selection of participants, or a quasi-experimental design, where
participants were not selected randomly. In each instance, a pre-test and post-test experimental framework was
maintained, thereby enabling the calculation of effect sizes for each study based on a comparative analysis of an
experimental group, employing educational games as a pedagogical tool to facilitate the learning process, against
a control group devoid of such educational gaming interventions. In the analytical treatment of data, each
experimental-control comparison was duly incorporated into the dataset. This inclusion extended to scenarios
wherein multiple control groups were delineated within a single research endeavor, thus yielding, for instance,
one experimental group and two control groups. Furthermore, in cases where diverse linguistic abilities were
compared within experimental and control groups in a given study (e.g., reading proficiency vis-a-vis speaking
proficiency), each of these distinct abilities was categorically treated as a discrete subgroup for analytical

purposes.

Moderator Variables

To ascertain the statistical significance of inter-modulator disparities within the study, sole reliance was placed
upon the Qb values, following the methodology prescribed (Littel, Corcoran & Pillai, 2008). The assessment of
variance amidst moderator variables was executed via the Q statistic technique devised by Hedges and Olkin
(1985). This analytical approach stratifies the Q statistic into two distinct components: Qbetween [Qb] and
Qwithin [Qw], each serving as the foundation for distinct analytical procedures. Specifically, Qw serves as the
arbiter of homogeneity within the purview of individual moderator variables, while Qb serves as the litmus test
for homogeneity across divergent groups (Ay, 2017; Borenstein et al. 2009; Hedges & Olkin, 1985; Bektas et al.,
2015; Kulinskaya et al. 2008).
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Within the confines of this study, five moderator variables were pinpointed as potentially influential contributors
to the average effect size. The initial variable under scrutiny pertained to the educational institution tier, posited
as a moderator affecting the impact of integrating educational games into the pedagogical framework on student
achievement in the context of Turkish language instruction. The second moderator variable in focus pertained to
the academic grade level, hypothesized to wield a discernable influence on the average effect of educational
gaming interventions on student academic attainment. Additionally, the remaining three moderator variables
encompassed the temporal dimension, denoted by the year of study publication, the research typology, and the

specific linguistic abilities under consideration.

Publication Bias

Figure 1 illustrates a funnel plot that elucidates the incorporation of research studies into the comprehensive
meta-analysis. Upon visual inspection of Figure 1, it evokes contemplation of the conceivable impact of
publication bias upon the amalgamation of research studies within the meta-analytical framework. The
conspicuous presence of marked asymmetry within the funnel plot typically raises the specter of susceptibility
to publication bias. Specifically, the pronounced aggregation of data points predominantly on one side of the
median effect size delineation, notably within the lower stratum of the funnel, alludes to the potential existence
of publication bias within the encompassed compendium of research studies (Jones and Davey, 2013; Oztiirk and
Ay, 2015; Hanrahan et al. 2008). Nevertheless, it is of paramount importance to emphasize that the current
investigation revealed no tangible or substantiated indications of publication bias across any of the 31

meticulously scrutinized datasets, thus underscoring the integrity of the meta-analytical analysis.

Funnel Plot of Standard Error by Std diff in means
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Figure 1.Funnel plot of effect size for publication bias
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In spite of the conspicuous absence of overt indicators signaling publication bias within the funnel plot, a rigorous
evaluation was undertaken employing Duval and Tweedie's trim and fill test. This meticulous assessment aimed
to gauge the potential impact of publication bias on the effect size estimation, adhering to the random-effects
model, as expounded in Table 2. As delineated within Table 2, the findings unequivocally demonstrate a
substantial congruence between the observed effect size and the imputed effect size, strategically derived to
rectify any plausible influence of publication bias. This concordance is chiefly attributed to the overarching
observation that, by and large, the studies manifest a symmetrical distribution around the central reference line.
Any discernible deviations from this symmetry are primarily attributable to the solitary instance of a study

situated below the central reference line on the right-hand side.

Table 2: Outcomes of the Duval and Tweedie's Trim and Fill Test

Excluded Studies P0|.nt Cl (Confidence Interval) Q
Estimate Lower Limit  Upper Limit
Observed values .98 .88 1.09 300.48
Corrected values 0 .98 .88 1.09 300.48

FINDINGS

Table 3 exhibits the outcomes of the meta-analysis conducted on the efficacy of educational games in Turkish
Language instruction, specifically in relation to academic achievement. The findings substantiated Hypothesis
H1, which posited that the integration of educational games within teaching and learning contexts yields a
positive impact on student academic performance. The computed effect size for educational games on Turkish
language achievement amounted to 1.277, indicating a substantial effect size (Ay & Orhan, 2015; Cohen, 1988),
signifying that the utilization of educational games exerts a significant influence on students' academic

achievements in the Turkish language domain.

Conversely, the results of the moderator analysis failed to support Hypothesis H2, which proposed that varying
abilities assume a moderating role in academic achievement. While the moderator analysis indicated that the
disparity between effect sizes among the sampled groups was not statistically significant (Qb=10.43, p>0.05), the
effect of educational games on speaking skills registered as substantial for students [g=2.24], moderate for
grammar skills [g=1.03], and general Turkish language skills [g=1.93]. However, the effect of educational games

on comprehension, listening, reading, and writing was not found to be statistically significant.

Moreover, the study did not provide empirical support for Hypothesis H3, which posited that the school level
plays a moderating role in the effect size of educational games on Turkish academic achievement. Despite the
moderator analysis revealing that the differences in effect sizes across school levels were not statistically
significant (Qb=.59, p>0.05), it was observed that the effect of educational games on Turkish academic

achievement was moderate for primary schools [g=1.05] and secondary schools [g=1.36].
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Similarly, the study failed to substantiate Hypothesis H4, which proposed that grade level acts as a moderator in
the effect size of educational games on Turkish academic achievement. Although the moderator analysis
revealed that the disparities in effect sizes among grade levels were not statistically significant (Qb=8.82, p>0.05),
it was evident that the effect of educational games on Turkish academic achievement was moderate for 6th
grade and large for 7th grade. On the other hand, the moderator analysis lent support to Hypothesis H5, which
posited that publication type assumes a moderating role in the effect size of educational games on Turkish
academic achievement. According to the moderator analysis, differences in effect sizes among publication types
were statistically significant (Qb=3.69, p<0.05). Notably, it was discerned that educational games had a small
effect on students' academic achievement in Master's Thesis publications [g=.86], while in Doctoral Dissertations,

it yielded a moderate effect on students' Turkish academic achievement [g=1.54].

Finally, the moderator analysis supported Hypothesis H6, which suggested that the publication year acts as a
moderator in the effect size of educational games on Turkish academic achievement. As indicated by the
moderator analysis, variations in effect sizes across different publication years were statistically significant
(Qb=166.50, p<0.05). Specifically, it was observed that educational games had a medium effect on students'
academic achievement in 2012, 2019, and 2021 publications [g=1.23; g=1.06], while in 2017 and 2018
publications, it exhibited a large effect on students' Turkish academic achievement [g=12.53; g=5.72]. In contrast,
educational games in 2019 publications yielded a small effect on students' Turkish academic achievement

[g=0.53].

Table 3. Findings of the Educational Games With Teaching and Learning Effect on Student Achievement: Results
of Meta-Analysis

Cl (confidence

Effect interval) Q Q
Variable k N size
Lower Upper
(0) Limit  Limit
Educational Games 31 1741 1.277* .940 1.613 300.487*
Moderator [School Level] .59
Primary School 8 552 1.05* .39 1.71
Secondary School 23 1189 1.36* .96 1.21
Moderator [Publication year of the research] 166.50"
2012 12 700 1.23%* .96 1.43
2016 3 126 .29 -.24 .84
2017 1 60 12.53%* 10.11 14.92
2018 1 101 5.72% 4.59 6.96
2019 4 228 .53%* .09 .98
2021 3 148 1.06* .52 1.60
2022 7 378 .94* .57 1.30
Moderator [Ability] 10.43
Comprehension 1 42 .34 -1.66 2.35
Listening 3 175 1.03 0.20 1.87
Speaking 3 175 2.24%* 1.07 3.41
Reading 4 217 1.07 -0.07 2.23
Writing 5 387 .84 -.30 1.99
Grammar 6 208 1.03* .20 1.87
General Turkish Skill 9 537 1.93%* 1.23 2.62
Moderator [Grade Level] 8.82
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1.Grade 3 126 .29 -.83 1.43
3. Grade 1 63 .78 -1.15 2.72
5. Grade 2 238 .68 -.67 2.03
6. Grade 14 792 1.15* .63 1.67
7. Grade 4 254 2.11% 1.12 3.11
8. Grade 7 263 1.85* 1.06 2.64
Moderator [Publication Type] 3.69*
Master's Thesis 12 671 .86* .33 1.40
Doctoral Dissertation 19 1070 1.54* 1.11 1.97
*p<.05

CONCLUSION and DISCUSSION

The outcomes of the meta-analysis underscore the substantial impact of educational games when incorporated
into the pedagogical processes within Turkish Language instruction, specifically on students' academic
achievement. The findings resoundingly corroborate the initially posited hypothesis, which postulated that the
integration of educational games into the fabric of teaching and learning exerts a favorable influence on student
achievement. The calculated effect size, signifying the influence of educational games on Turkish academic
achievement, unequivocally reinforces the discernible significance of employing educational games as a potent

tool in enhancing students' language learning outcomes in the Turkish context.

Nonetheless, the outcomes of the moderator analysis, contrary to the expectations under Hypothesis, do not
lend empirical support to the notion that varying abilities wield a moderating influence on academic
achievement. It is noteworthy, however, that the moderator analysis did not reveal any statistically significant
differences in effect sizes across the school level and grade level. It is evident from the analysis that educational
games have a pronounced impact on Speaking skills, a moderate influence on Grammar skills, and a substantial
effect on General Turkish language skills. Conversely, their effect was not statistically significant in the domains

of Comprehension, Listening, Reading, and Writing skills.

These outcomes distinctly align with the extant scholarly discourse, which champions the efficacy of educational
games in augmenting language proficiencies (Alemi, 2010; Shuang and Jin-xia, 2015; Betteridge and Buckby,
2006; Blachowicz and Fisher, 2004; Christakis et al. 2007; Rydland, 2009; Wright). Within the specific purview of
Turkish language instruction, the results affirm that the incorporation of educational games constitutes an
effective pedagogical strategy for ameliorating reading, writing, speaking, and listening skills, thereby fostering
enhanced language acquisition (Alparslan, 2019; Arici, 2017; Gedik, 2017; Asci, 2019; Kara, 2018). Consequently,
the utilization of educational games in the context of Turkish language instruction emerges as a highly efficacious
approach for nurturing language skills and bolstering overall student achievements, with a primary emphasis on

fortifying linguistic competencies.

Furthermore, it is imperative to acknowledge that certain variables, notably School Level, Grade Level,
Publication Type, and Publication Year, have been discerned as exerting discernible influences on the effect sizes
observed within the realm of educational games. These findings underscore the critical significance of duly

considering these multifaceted variables when conceiving and implementing educational game-based
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interventions within the context of Turkish language instruction. The prevalence of studies within the literature
substantiating the salutary effects of educational games in Turkish language classes on student achievements
attests to the compelling body of evidence in this domain. These scholarly investigations illuminate the consensus
among educators, students, and parents regarding the multifaceted support that educational games furnish to
students, encompassing cognitive, emotional, and social dimensions. This unanimity among diverse stakeholders
concerning the contributory role of educational games in enhancing student achievements underscores their
tangible benefits for children. It is worth noting that the findings of the present study further underscore the
pivotal role of educational games in augmenting language proficiencies, corroborating existing literature
(Blachowicz and Fisher, 2004; Alemi, 2010; Christakis et al. 2007; Chou, 2014; Rydland, 2009; Shuang and Jin-xia,
2015). Within the specific context of Turkish language classes, the extant literature accentuates the unequivocal
efficacy of educational games in elevating reading, writing, speaking, and listening competencies, thereby
facilitating the learning process (Kara and Akin, 2018; Alparslan, 2019; Asci, 2019; Arici, 2017; Gedik, 2017).
Consequently, the integration of educational games into Turkish language classes emerges as an exceptionally
efficacious methodology, primarily fostering the cultivation of language skills and overarching student

achievements

The results obtained in the research can be summarized under the following headings:

1. Integrating educational games with teaching and learning processes has a positive effect on student
achievement in Turkish language education.

2. Students' speaking skills, grammar skills, and overall Turkish achievements play a moderating role in the
academic success of educational games in Turkish language classes, while comprehension, listening,
reading, and writing skills do not play a moderating role.

3. The school level did not play a moderating role in the effect of educational games on Turkish academic
achievement.

4. The grade level did not play a moderating role in the effect of educational games on Turkish academic
achievement.

5. The publication type played a moderating role in the effect of educational games on Turkish academic
achievement.

6. The publication year played a moderating role in the effect of educational games on Turkish academic

achievement.

SUGGESTIONS

Based on the results of this meta-analysis, several recommendations can be made:
1. Integration of Educational Games: Educators and curriculum developers should consider integrating
educational games into Turkish language instruction to enhance student achievement. The substantial

effect size observed in this study supports the effectiveness of this approach.
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2. Skill-Specific Focus: While educational games were found to have a positive impact on overall Turkish
language skills, educators should pay special attention to areas such as Speaking and Grammar skills
when designing game-based interventions.

3. \Variable Consideration: When implementing educational games, it is essential to consider variables like
School Level, Grade Level, Publication Type, and Publication Year. Tailoring game-based interventions
to the specific context and audience can lead to more effective outcomes.

4. Continuous Research: Given the evolving nature of technology and educational methods, ongoing
research into the effectiveness of educational games in Turkish language instruction is recommended.
Staying updated with the latest findings can inform evidence-based practices.

5. Teacher Training: Teachers should receive training and professional development opportunities to
effectively integrate educational games into their teaching methods. This can ensure that games are

used optimally to enhance student learning.
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TURKCE OGRETiIMINDE EGITSEL OYUN KULLANIMININ AKADEMIiK BASARIYA ETKiSi: BiR
META-ANALIZ CALISMASI

0z

Dil egitimi her toplum igin kritik bir konudur ve 6zellikle ana dilin etkili bir sekilde 6gretilmesi ve
Ogrenilmesi, bireylerin iletisim yeteneklerini ve entelektiiel gelisimlerini buytk o&lgide
etkilemektedir. Oyun; cocugun fiziksel, bilissel, sosyal, duygusal, dilsel ve 6z bakim becerisi
gelisimine 6nemli 6lglide katkida bulunan bir etkinliktir. Cocuk merkezli programlar baglaminda,
oyun temel ilkelerden biri olarak dislnulmelidir. Egitici oyunlar, ¢ocuklara eglenceli bir ortam
saglamada ve 6grenme programinin hedeflerine ulasmada yeterli diizeyde ve niteliklere sahip
olmalidir.  Meta-analiz yontemi benzer konulara odaklanan cesitli bilimsel arastirmalarin
sonuglarini birlestirmek icin kullanilan istatistiksel bir tekniktir, bu yontemle sadece daha givenilir
degil, ayni zamanda daha kapsamli sonuclar elde etmek mumkindir. Bu yontem, veri toplama,
kodlama, etki boyutu hesaplama, agirliklandirma ve sonuglarin sentezi gibi asamalari kapsar. Bu
meta-analitik arastirma, Tirkce 6gretimi baglaminda egitsel oyunlarin akademik performans
Uzerindeki etkisini degerlendirmek amaciyla yapilmistir. Baslangigta toplam 68 ¢alisma taranmis ve
bunlardan 31 tez meta-analize dahil edilmeye uygun gorilmustir. Bu 31 ¢alismanin birlesimi, 1741
katilimcinin kapsaml bir 6rneklem buylkligini ortaya koymustur. Analiz igin rastgele etkiler
modeli kullanan bulgular, egitici oyunlarin 6grencilerin akademik basarisi tizerindeki istatistiksel
olarak anlamli bir olumlu etkisini agikca dogrulamaktadir. Bu ¢alismada ele alinan moderator
degiskenleri kapsaminda moderator olarak sadece yayin yili ve arastirma tipolojisi belirlenmistir.
Bu analizden elde edilen sonuglar, Tirkge egitiminde 6grenci basarisini artirmada egitici oyunlarin
onemli rollini vurgulamaktadir. Arastirma, Tiirkce egitiminde yaygin olan pedagojik paradigmalari
gelistirme ve 6grenciler arasinda dilbilimsel yeterlilikleri beslemek igin daha etkili stratejilerin
olusturulmasina katkida bulunma potansiyeline sahiptir. Dil 6gretimi alaninda egitsel oyunlarin
sonuglarina dair daha derin i¢gérilerin edinilmesi, egitimcilere ve program gelistiricilere daha farkl
bir anlayis sunabilir, boylece etkili bir dil 6grenme ortaminin olusturulmasini kolaylastirabilir.

Anahtar kelimeler: Tirkce 6gretimi, Akademik basari, Egitsel oyunlar, Meta-analiz.
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GiRiS

Oyunlastirma ydntemi, cocugun oyuna olan ilgisi ve ¢ocuklarin oyundan elde ettigi faydalarin bir sonucu olarak
ortaya gikmistir. Yetiskinlerin bir meslegi veya isi varsa ve temel ihtiyacglari karsilama yetenegi calismaya bagliysa,
oyun bir cocuk icin ayni amaca hizmet eder (Karaduman ve Aciyan, 2020). Bir problemi ¢6zmek veya bir durumu
acikliga kavusturmak icin kullanilan oyunlastirma yonteminde ilk amag; 6grencileri egitmek ve bilissel, duygusal
ve davranigsal becerilerini, problem ¢6zme yeteneklerini ve iletisim becerilerini gelistirmek, ayni zamanda onlari

eglendirmek ve empati anlayislarini gelistirmektir (Kara, 2011).

Oyun; kurallarla yonetilen, gergek veya simiile edilmis bir ortam ve zaman dilimi icinde yurutilen, gonalli katihm
ve zevk ile karakterize edilen ve 6grenmeye dayanan bir yasam tarzi olarak goriilen, amagl veya amagsiz bir
etkinlik olarak tanimlanabilir. Oyun Uretkenlik, sozel zeka, ileri goruslu gelisim, dil ve konusma becerilerine ek
olarak, uyaranlar lzerinde isbirligi ve kontrol gibi ¢esitli sosyal becerilerin gelisimini tesvik eder. Butiinsel bir bakis
acistyla oyun; ¢ocugun fiziksel, bilissel, sosyal, duygusal, dilsel ve 6z bakim becerisi gelisimine 6nemli 6lglide
katkida bulunan bir etkinliktir (Aral, Baran, Bulut and Cimen, 2000; Nicolopoulou, 2004). GCocuk merkezli
programlar baglaminda, oyun temel ilkelerden biri olarak dusUndlmelidir. Cocuklarin yalnizca gerektiginde
rehberlikle bireysel ilgi alanlarini, arzulari ve ihtiyaglar tesvik eder (Nicolopoulou, 2004; Kogyigit vd. 2007).
Cocuklar oyuna katildik¢a, sadece zamanlarini Uretken hale getirmekle kalmaz, ayni zamanda geleceklerini
sekillendirmeye yardimci olacak bilgi, beceri ve aliskanliklarin temelini atarlar. Yetiskinlerin oyun yéntemleri
hakkinda yanls algilara sahip olmalarindan dolayi gerekli etkilesim ve rehberligi saglayamadiklarinda, yasam
deneyimlerindeki gecikmeler g¢ocuklarin olgunlasma sirecini engelleyebilir. Kotan'in (2022) belirttigi gibi,
‘cocuklar yeni bilgiler edinir, mevcut bilgileri kullanir ve bu bilgilerini oyun yoluyla yeniden yapilandirir." Bu

deneyimleri geciktirmek genellikle yasamdaki basariyi etkiler.

Eglence saglayan ve kalict 6grenmeyi kolaylastiran egitici oyunlar, hedeflere ulasmada ve becerilerin
gelistirilmesinde etkilidir (Prensky, 2001). Egitici oyunlar, 6gretim strecinde farkli 6grenme ve zeka 6zelliklerine
sahip Ogrencilere uygun Ogrenme ortamlari sunarak Ogrenciler arasinda olumlu etki ve tutumlar
yaratabilmektedir (Usta ve ark., 2017). Ayrica egitici oyunlar, 6zerklik kazanma sirecinde olan 6grencilerin

Ozguvenlerini arttirmada ve kisiliklerini olusturmada olumlu etkiye sahiptir (Coskun, 2012).

Egitici oyunlar, cocuklara eglenceli bir ortam saglamada ve 6grenme programinin hedeflerine ulasmada yeterli
diizeyde ve niteliklere sahip olmahdir (Gedik ve Tekin, 2015). Problem ¢6zme, sorgulama, kolay kavram 6gretimi
gibi ozellikleri ile karakterize egitici oyunlar, somutlastirma, odaklanma, hedef belirleme ve gesitli diizeylere
uyum saglama, sadece amaglanan ciktilarla ilgili bilgi vermekle kalmaz, ayni zamanda 6grenme sirecinde
pekistirme saglar (Coskun, 2012; Pehlivan, 1997). Egitici oyunlar ayrica aktif katilm, isbirligi, aninda geri bildirim
ve gozlem icin firsatlar sunar (Tan, 2005). Egitici oyunlarin 6grenme ortamlarinda kullaniimasiyla, 6gretilen
konular daha ilgi gekici hale gelebilir, yanlis 6grenme dizeltilebilir, bilgi uzun siireli bellege aktarilabilir, dikkat,
yaraticilik, hayal glicli, mizah duygusu, sentez ve farkh disiinme stratejileri gibi gesitli beceriler gelistirilebilir

(Coskun, 2012).
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Literatlre bakildiginda gesitli disiplinlerde kullanilan oyun egitiminin basari izerindeki etkisini inceleyen gesitli
¢alismalar bulunmustur. Tifekgioglu (2013) ilkokul 4. ve 5. sinif 6grencilerine dil bilgisi 6gretiminde bilgisayar
teknolojisinin kullanimini arastirmis ve egitici oyunlarla oyunlastirilmis 6grenme programlari tasarlamistir. Asci
(2019), egitsel oyunlarin 6grenciler igin 6grenme, sorgulama, hizli diisiinme, problem ¢ézme ve motivasyon gibi
ciktilara yol actigini gdzlemlemistir. Donmus (2012) egitici bilgisayar oyunlarinin ingilizce dil 6grenimi Gizerindeki
etkilerini incelemis ve bu oyunlarin 6grencilerin basarilarini artirmada etkili oldugunu bildirmistir. Kotan (2022),
8. sinif Turk Tarihi ve Atatirkgilik dersinde egitici oyunlarinin akademik basarilara etkisi izerine arastirmalar
yapmistir. Benzer sekilde, Can (2017), egitici oyunlarin Fen Bilimleri dersini daha ilgi ¢ekici hale getirdigini ve

ogrenci katiliminin artmasina yol agtigini bulmustur.

Bu calismalar, cesitli konu alanlarinda egitimde egitsel oyunlarin kullanilmasinin potansiyel faydalarini toplu
olarak vurgulamaktadir. Bu tiir oyunlarin deneyimsel 6grenmeyi, sorgulamaya dayali 6grenmeyi, problem ¢ézme
becerilerini ve 6grenciler arasinda motivasyonu tesvik edebilecegini 6ne surlyorlar. Bazi ¢alismalar akademik
basarilarda anlamh farkhhklar bulamamis olsa da, bu oyunlarin 6grenme siireci ve 6grenci katilimi Gzerindeki

olumlu etkisini vurgulamislardir.

Aragtirmanin Onemi

Bu arastirma, egitici oyunlarin Tiirkce 6gretimindeki rollinli ve 6grenci basarisi tizerindeki etkilerini derinlemesine
incelemesi bakimindan biyik 6nem tasimaktadir. Dil egitimi her toplum igin kritik bir konudur ve 6zellikle ana
dilin etkili bir sekilde 6gretilmesi ve 6grenilmesi, bireylerin iletisim yeteneklerini ve entelektiiel gelisimlerini
blyik 6l¢lide etkilemektedir. Bu baglamda egitici oyunlarin dil egitimindeki roll, sadece 6grenci motivasyonunu
arttirmak icin degil, ayni zamanda dil becerilerini gelistirmek icin de potansiyel bir ara¢ olarak 6ne ¢ikmaktadir.
Egitici oyunlar, 6grencilere 6g§renme sirecini eglenceli ve etkili bir sekilde deneyimleme firsati sunar. Bu tir
oyunlar, dil 6grenimi sirasinda karmasik kavramlari daha anlasilir ve ilgi gekici hale getirebilir. Oyunlar araciligiyla,
ogrenciler dilbilgisi kurallari hakkindaki bilgilerini gelistirebilir, kelime dagarciklarini genisletebilir ve iletisim
becerilerini gelistirebilirler. Ayrica, egitici oyunlar, hata yapma korkularini azaltarak ve onlara deneme yanilma

yoluyla 6grenme firsatlari sunarak 6grencilerin 6zglivenlerini artirabilir.

Meta-analiz, benzer konulara odaklanan gesitli bilimsel arastirmalarin sonuglarini birlestirmek igin kullanilan
istatistiksel bir teknik olusturur, boylece sadece daha glivenilir degil, ayni zamanda kapsam olarak daha kapsamli
sonuglar verir. Bu yontem, veri toplama, kodlama, etki boyutu hesaplama, agirliklandirma ve sonuglarin sentezi
gibi asamalari kapsar. Meta-analiz, tek bir calismanin sinirlarini asarak daha gliclii sonuglar elde etmeyi ve
istatistiksel glici arttirmayi saglar. Ek olarak, farkh yerlerde, farkli zamanlarda ve farkh katilimci gruplariyla
yapilan galismalarin sonuglarini birlestirerek daha genis bir bakis agisi sunarak, bilimsel literatiiriin ilerlemesine
katkida bulunur (Borenstein vd. 2009). Bu nedenle meta-analiz, bilimsel arastirmalarin derinlemesine
degerlendirilmesini ve daha saglam temellere dayal sonuglar elde edilmesini amaglayan ¢ok 6nemli bir

yontemdir (Kulinskaya, vd. 2008).
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Arastirma egitici oyunlarin Tiirkce 6gretimi Gizerindeki etkisine iliskin bir dizi hipotezi ele almaktadir. Ozellikle dil
yeterliliklerini belirlemeye ve yas, akademik basari veya yayinlanmis materyalin tiri gibi demografik
degiskenlerin potansiyel etkisini incelemeye ¢alismaktadir. Bu bilimsel arastirma, Tiirk dili egitiminde yaygin olan
pedagojik paradigmalari gelistirme ve 6grenciler arasinda dilbilimsel yeterlilikleri beslemek icin daha etkili
stratejilerin olusturulmasina katkida bulunma potansiyeline sahiptir. Dil 6gretimi alaninda egitsel oyunlarin
sonuglarina dair daha derin iggérilerin edinilmesi, egitimcilere ve program gelistiricilere daha farkli bir anlayis

sunabilir, boylece etkili bir dil 6grenme ortaminin olusturulmasini kolaylastirabilir

Bu calisma, egitici oyunlarin Tirkge egitimi alanindaki 6grencilerin akademik kazanimlari tzerindeki etkisini
belirlemeyi amacglamaktadir. Bu amagla belirlenen arastirmada (i) akademik basariy1 degerlendirmek belirlene
beceri (ii) arastirmanin yapildigi egitim kademesi (iii) arastirmanin gerceklestigi sinif seviyesi, (iv) arastirma
yayininin trd ve (v) arastirma yayininin yi moderator olarak belirlenmistir. Bu degiskenlerle baglantili olarak

asagidaki hipotezler test edilmistir:

H1 Egitsel oyunlar Tlrkge derslerinde 6grenci basarisini olumlu yonde etkilemektedir.

H2 Tirkge derslerinde egitici oyunlarin 6grenci basarisi tGzerindeki etkisinde ele alinan beceri moderator rol
oynamaktadir.

H3 Okul seviyeleri, egitici oyunlarin Tlrkge derslerinde 6grenci basarisina etkisinde moderator rol oynamaktadir.
H4 Sinif seviyeleri, egitici oyunlarin Turkce derslerinde 6grenci basarisina etkisinde moderatér rol oynamaktadir.
H5 Egitici oyunlarin Tirkge derslerinde 6grenci basarisina etkisinde yayin tiirleri moderator rol oynamaktadir.

H6 Yayin yillari, egitici oyunlarin Tlrkge derslerinde 6grenci basarisina etkisinde moderator rol oynamaktadir.

YONTEM

Calisma Tasarimi

Bu calismada, Tirkce Ogretimi baglaminda egitici oyunlarin 6grenci akademik basarisi Gzerindeki etkisini
arastirmak igin meta-analitik yaklagim kullanilmistir. Meta-analiz; belirlenmis bir konuya odaklanan ¢ok sayida
bagimsiz arastirmadan elde edilen sonuglari sentezlemek ve istatistiksel olarak analiz etmek icin kullanilan bir

analizdir (Petitti, 2000; Littel, et all. 2008).

Tarama Stratejisi ve Dahil Etme/Hari¢ Tutma Kriterleri

Meta-analize dahil edilmeye uygun galismalarin belirlenmesi amaciyla Yiuksekdgretim Kurulu Ulusal Tez Merkezi
(YOK) tarafindan saglanan kaynaklar kullanilarak kapsamli bir arastirma yapimistir. Bu asamada, arama
parametreleri, Tiirkge G6gretimi ile ilgili anahtar kelime kullanilarak, baslk, anahtar kelime ve 6zet alanlarini
kapsayacak sekilde dahil edilmistir. Bu terimler, akademik basari ve oyun, oyuncak ve oyunlastirma dahil olmak
lzere egitsel oyunlarla ilgili anahtar kelimeleri kapsamaktadir. Bu arastirmaya dahil edilmek i¢in son tarih Eylil

2023 olarak belirlenmis ve hem doktora hem de yliksek lisans tezleri bu calismanin evrenini olusturmustur.
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Bu arastirmada, takip eden meta-analize dahil edilmeye uygun galismalari tanimlamak igin cok yonli bir yaklagim
kullanilmistir. Baslangigta, Tlrkce 6gretimi ve akademik basari baglaminda egitici oyunlarin kesisimi ile ilgili tim
¢alismalari kapsayan kapsamli bir arastirma yapilmistir. Bu ilk arastirma, baslik, anahtar kelimeler ve ozetler
alanlariyla toplam 68 tezden olusan ¢alisma havuzu olusturmustur. Daha sonra, arastirma Ozetleri titiz bir
incelemeye tabi tutulmustur. Bu 6zet odakl derleme, énceden tanimlanmig kriterlere dayanan 23 galismanin
arastirma kapsami disinda kalmasina yol agmistir. Sonraki asamada, kalan 45 calisma derinlemesine bir
degerlendirmeye tabi tutulmus ve bu ¢alismalarin 31'inin dahil edilmek igin gerekli kriterleri karsiladigi, kalan 14
¢alismanin ise mevcut analiz i¢in uygun olmadigi sonucuna varilmistir. Segilen bu 31 ¢alismanin tanimlayici

istatistiksel profilleri Tablo 1'de ayrintili bir sekilde agiklanmustir.

Tablo 1: Meta-analitik incelemede yer alan ¢alismalarin profili

Degisken 1 2 3 4 5 6 7 8 9 10 11 Top
lam
2012-
2016 2017-2018 2019-2021 2022- -
saytyil =g 2 7 7 31
% 49 7 22 22 100
Okul Ilkokul  Orta okul -
seviyes n 8 23 31
i % 26 74 100
Sinif 1.Sinif  3.Sinif 5. Sinif 6.Sinif 7. Sinif 8. Sinif -
ni
seviyes n 3 1 2 14 4 7 31
i % 10 3 6 45 13 23 100
Agr Kirsehir Ahi Istanbul Zonguld
ibrahim Evr§an Sebahattin  Atatlrk Dizce kBilent Amasya Bahgesir Anadolu Inéni  Hacettepe -
o Cecen Zaim Ecevit
nv. n 4 1 2 14 1 1 1 31
4 4 6 9 4 4
[
% 13 4 6 42 4 100
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Arastirma calismalarinin meta-analize dahil edilme kriterleri su sekilde tanimlanmistir:
1. Calisma tasarimlar, 6n test / son test veya son test kontrol grubu deneysel veya yari deneysel
paradigmalarina baglh kalmistir.

2. Etki boyutlarini hesaplayabilmek igin yeterli veri bildirilmistir (her grupta l[:f}, SD veya her grupta t, F

veya 2 deger).
Ayrica, arastirma ¢alismalari asagidaki kosullar altinda meta-analizden ¢ikariimistir:
3. Nitel arastirma yoneliminin gdstergesi olan nicel verilerin yoklugu.
4. Yetersiz veri raporlamasi, etki boyutlarinin hesaplanmasini engellemektedir.
5. Ogrencinin akademik basarisina vurgu yapilmamasi.
6. Egitici oyunlara odaklanan merkezden uzaklasma.
7. Hem deney hem de kontrol gruplarinin egitici oyunlar kullandigi durumlarda, karsilastirmanin tek

noktasi kullanilan pedagojik metodolojiler olmak lizere, galisma dahil edilmek igin uygun gorilmemistir.

Kodlama Siireci

Kodlama siireci, ¢alismaya dahil edilmek igin gerekli netlige ve alaka diizeyine sahip veri kiimelerini ayirt etmek
icin kullanilan temel bir veri kategorizasyon prosediiriini olusturmustur. Bu ¢ergevede, istatistiksel analize
baslamadan 6nce titizlikle kapsamli bir kodlama cergevesi tasarlanmis, kodlama siireci bu yerlesik cerceveye
titizlikle bagh kalmistir. Birincil amag, belirlenen arastirma ¢alismalarinin bitinsel bir degerlendirmesini saglayan
bir kodlama sistemi olusturmak ve her bir arastirma calismasina 6zgii tim ilgili 6zelliklerin yakalanmasini

saglamaktir.

Kodlama cercevesi, asagidaki boyutlardan olusmaktadir: (i) ilgili arastirma ¢alismalari icin bibliyografik referanslar
(ii) Orneklenen popiilasyonla ilgili ilgili ayrintilar. (iii) incelenen &rnek gruplarinin ézellikleri (iv) Egitim kurumu
kademesine goére siniflandirma. (v) Arastirma tipolojisi, deneysel veya yari-deneysel olarak kategorize edilmesi.
(vi) Akademik sinif seviyelerine dayali tabakalasma (vii) Zamansal boyut, 6zellikle ¢alismanin yayin yilini ele

alinmstir (viii) Ogrencilerin arastirilan beceri tiirleri.
istatistiksel Siiregler

CMA Meta-Analiz yazilmi, meta-analitik prosedirleri ylirGtmek igin bir ara¢ olarak kullaniimistir. Bu ¢alisma

sirasinda, meta-analizin yiritiilmesinde metodolojik ¢cerceve olarak rastgele etkiler modeli uygulanmistir.

Ortalama ) ve standart sapma (SD) metrikleri saglayan ¢alismalar igin, Rosenthal (1979) tarafindan aciklanan
formile uygun olarak, etki biyikligi, hem 6n test hem de son test ya da sadece son test olarak dl¢lilen deney
ve kontrol gruplari arasindaki ortalama farktan yararlanilarak tespit edilmistir. Ayrica, her bir ilgili grup icin
ortalama, t, F veya X2 istatistikleri seklinde veri sunan calismalar icin, etki buyuklikleri Lipsey ve Wilson (2001)

tarafindan agiklanan formil metodolojileri kullanilarak hesaplanmistir.
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Bu kapsamli derlemede yer alan tim galismalarin, katilimcilarin rastgele segilmesini iceren deneysel bir tasarima
veya katilimcilarin rastgele secilmedigi yari deneysel bir tasarima esit olarak bagli kalmasi 6nemlidir. Her 6rnekte,
bir 6n test ve son test ya da sadece 6n test esitlenmis son test deneysel ¢ergevesi korunmus, bdylece bir deney
grubunun karsilastirmali bir analizine dayanan her ¢alisma igin etki biylkliklerinin hesaplanmasi saglanmis,
O0grenme sirecini kolaylastirmak i¢in pedagojik bir arag olarak egitim oyunlari kullanilarak, bu tir egitici oyun
midahalelerinden yoksun bir kontrol grubuna karsi veriler elde edilmistir. Verilerin analizinde her deneysel-
kontrol karsilastirmasi veri setine usulline uygun olarak dahil edilmistir. Bu dahil etme durumuna, tek bir
arastirma iginde birden fazla kontrol grubunun tanimlandigi arastirmalar da eklendi ve bdylece bir deney grubu
ve iki kontrol grubu ortaya ¢ikmasi durumundaki ¢alismalar analiz kapsamina alindi. Ayrica, belirli bir calismada
deney ve kontrol gruplari iginde farkli dil yeteneklerinin karsilastirildigi durumlarda (6rnegin, konusma becerisi,

okuma becerisi), bu farkl yeteneklerin her biri kategorik olarak ayri bir alt grup olarak ele alinmstir.

Moderatér Degiskenleri

Calismadaki modiilatorlerin istatistiksel anlamliligini belirlemek icin Qb degerlerine bakilmistir (Littel, Corcoran
&; Pillai, 2008). Moderator degiskenler arasindaki varyansin degerlendirilmesi, Hedges ve Olkin (1985) tarafindan
tasarlanan Q istatistik teknigi ile gergeklestirilmistir. Bu analitik yaklagim, Q istatistigini iki ayri bilesene ayirir:
Qbetween [Qb] ve Qwithin [Qw], her biri farkli analitik prosedirlerin temelini olusturur. Spesifik olarak, Qw,
bireysel moderator degiskenlerinin kapsamiicinde homojenligin hakemi olarak hizmet ederken, Qb, farkli gruplar
arasinda homojenlik igin turnusol testi gorevi gorur (Ay, 2017; Borenstein, Hedges, Higgins ve Rothstein, 2009;

Citler ve Olkin, 1985; Bektas ve ark., 2015; Kulinskaya, Morgenthaler ve Staudte, 2008).

Bu calismanin sinirlari dahilinde, bes moderator degiskeni, ortalama etki biytkligiine potansiyel olarak etkili
katki ihtimali yiiksek olarak belirlenmistir. incelenen ilk moderatér, Tirkge 6gretimi baglaminda egitsel oyunlarin
pedagojik cerceveye dahil edilmesinin 6grenci basarisi Uzerindeki etkisini belirleyen moderator olarak
konumlandirilan okul kademesidir. Odak noktasindaki ikinci moderator degisken, sinif seviyesidir. Ayrica

moderator degisken olarak, calismanin yayinlandigi yil, arastirma tipolojisi ve incelenen belirli dilsel becerilerdir.

Yayim Yanlhhgi

Yayim yanliligi temelde, bir konu hakkindaki arastirmalarin tiimiiniin yayimlanmamis olabilme varsayimina
dayanir. Ozellikle istatistiksel olarak anlamli iliskiler tespit edilemeyen veya diisiik diizeyde iliskilerin tespit
edildigi arastirmalar yayimlanmaya deger gorilmediginden, bu durum toplam etki diizeyini olumsuz yénde
etkiler ve ortalama etki biiyikliigiinii yanli olarak arttirir (Jones ve Davey, 2013; Oztiirk ve Ay, 2015; Hanrahan,
Field, Kulinskaya, Morgenthaler ve Staudte, 2008). Sekil 1’de meta-analize dahil edilen arastirmalarda yayim
yanliligina bagh bir etkinin olabilecegine dair kanit gézlemlenmedi. Yayim yanliliginda funnel plot’un ciddi
anlamda asimetrik olmasi beklenir. Ozellikle huninin sag kisimlarinda yer alan sagilimin yayim yanlihginin var olma

ihtimalini akla getirebilir. Bununla birlikte, mevcut arastirmanin, titizlikle incelenen 31 veri kiimesinin hicbirinde
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yayin yanhhginin somut veya kanitlanmis bir gostergesini ortaya koymadigini, boylece meta-analitik analizin

batinlugiuni vurguladigini belirtmek bliyiik 6nem tasimaktadir.

Funnel Plot of Standard Error by Std diff in means
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Sekil 1.Yayin yanhhgi icin etki boyutunun huni grafigi

Huni grafigi icinde yayin yanliligina isaret eden acik gostergelerin gbze carpan yokluguna ragmen, Duval,
Tweedie’s trim ve fill testi kullanilarak titiz bir degerlendirme yapildi. Bu titiz degerlendirme, Tablo 2'de agiklandigi
gibi, Rastgele Etkiler Modeline bagl kalarak, yayin yanliliginin etki blyUkligu tahmini Gzerindeki potansiyel
etkisini 6lcmeyi amaclamistir. Tablo 2’de gorildugi tzere gozlenen etki buyiklugi degeri ile yayim yanliligindan
kaynaklanan etkiyi diizeltmeye yonelik olusturulan sanal etki buytklGgu arasinda farklilik yoktur. Higbir farkhihgin
olmamasinin nedeni merkez ¢izginin (center line) her iki tarafinda yogunlasan arastirmalarin genel olarak simetrik

olmasi ve simetrigi bozan iki arastirmanin merkez gizginin sol altinda bulunmasidir.

Tablo 2: Duval ve Tweedie'nin Trim ve Fill Testinin Sonuglari

Harig Tutulan Puan Cl (Giiven Araligi) Q
Calismalar Tahmini Alt Limit Ust Sinir
Gozlemlenen degerler .98 .88 1.09 300.48
Duzeltilmis degerler 0 .98 .88 1.09 300.48

BULGULAR

Tablo 3'te, egitici oyunlarin Tirkce ogretimindeki etkinligine iliskin yapilan meta-analizin akademik basari
acisindan giktilari gérilmektedir. Bulgular, egitici oyunlarin 6gretme ve 6grenme baglamlarina entegrasyonunun
o6grenci akademik performansi tizerinde olumlu bir etki yarattigini 6ne stiren H1 Hipotezini dogrulamistir. Egitsel

oyunlarin Tirkge dil basarisi Gizerindeki hesaplanmis etki biyukligi 1.277 olarak gergeklesmis olup, bu da Yiiksek
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Derecede Etki Bliyiikliigiine isaret etmektedir (Ay & Orhan, 2015; Cohen, 1988), egitici oyunlarin kullaniimasinin

ogrencilerin Turk dili alanindaki akademik basarilari Gzerinde 6nemli bir etkiye sahip oldugunu belirtmektedir.

Bununla birlikte, moderatér analizinin sonuglari, Dil Becerilerinin akademik basarida moderator bir rol
Ustlendigini 6ne sliren H2 Hipotezini desteklememistir. Moderator analizi, 6rneklem alinan gruplar arasindaki
etki buytklikleri arasindaki farkliligin istatistiksel olarak anlamli olmadigini (Qb=10.43, p>0.05), egitsel oyunlarin
konusma becerileri Uzerindeki etkisinin 6grenciler icin anlamh [g=2.24], dilbilgisi becerileri [g=1.03] ve genel
Tiirkge Ogretimi icin orta [g=1.93] olarak belirtmistir. Ancak egitsel oyunlarin Anlama, Dinleme, Okuma ve Yazma

becerileri lGzerine etkisi istatistiksel olarak anlamli bulunmamigtir.

Ayrica calismada, egitsel oyunlarin Tirkce Ogretiminde akademik basari Uzerindeki etki boyutunda Okul
Diizeyinin moderator bir rol oynadigini 6ne siren H3 Hipotezi desteklenmemistir. Moderatér analizi Okul
Diizeyleri arasindaki etki bliytklUklerindeki farkliliklarin istatistiksel olarak anlaml olmadigini ortaya koymasina
ragmen (Qb=.59, p>0.05), egitsel oyunlarin Tiirkce akademik basarisi izerindeki etkisinin ilkokullar [g=1.05] ve

Ortaokullar [g=1.36] icin orta diizeyde oldugu gozlenmistir.

Benzer sekilde, ¢alisma, Sinif Diizeyinin egitsel oyunlarin Tirkce akademik basarisi Gzerindeki etki boyutunda
moderator olarak gorev aldiginiileri H4 Hipotezini desteklememistir. Moderator analizi, sinif dlizeyleri arasindaki
etki buyukliklerindeki esitsizliklerin istatistiksel olarak anlamli olmadigini (Qb=8.82, p>0.05) ortaya koysa da,
egitsel oyunlarin Tlrk¢e akademik basarisi lizerindeki etkisinin 6. sinif icin orta, 7. sinif icin genis oldugunu ortaya
koymustur. Ote yandan, moderatér analizi, Yayin Tiiriiniin egitsel oyunlarin Tirkge dgretiminde akademik basari
Uzerindeki etki boyutunda moderatér bir rol lstlendigini 6ne siiren H5 Hipotezini desteklemistir. Moderator
analizine gore Yayin Tiirleri arasindaki etki biytkliklerindeki farkhhklar istatistiksel olarak anlamlidir (Qb=3.69,
p<0.05). Yiiksek Lisans Tezi yayinlarinda egitici oyunlarin 6grencilerin akademik basarilari Uzerinde disiik bir
etkiye sahip oldugu [g=.86], Doktora Tezlerinde ise 6grencilerin Tiirkgce akademik basarilari (izerinde orta diizeyde

bir etki yarattigi goéralmustar [g=1.54].

Son olarak, moderator analizi, yayin yilinin egitici oyunlarin Tiirkce akademik basarisi Gizerindeki etki boyutunda
moderator olarak gorev aldigini 6ne siren H6 Hipotezini desteklemistir. Moderatdr analizinde belirtildigi gibi,
farkh yayin yillarindaki etki boyutlarindaki farkliliklar istatistiksel olarak anlamlidir (Qb=166.50, p<0.05). Ozellikle
2012 ve 2021 yayinlarinda egitici oyunlarin 6grencilerin akademik basarilari (izerinde orta diizeyde bir etkiye
sahip oldugu [g=1.23; g=1.06], 2017 ve 2018 yayinlarinda ise 6grencilerin Tirkce akademik basarilari Gzerinde
genis bir etki gosterdigi gozlenmistir [g=12.53; g=5.72]. Buna karsilik, 2019 yayinlarindaki egitici oyunlar,

ogrencilerin Tlrkiye'deki akademik basarilari lizerinde diisiik diizeyde bir etki yaratmistir [g=0.53].
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Tablo 3. Ogretme Ve Ogrenme Etkisi Olan Egitici Oyunlarin Ogrenci Basarisina Etkisiyle Elde Edilen Bulgular:
Meta-Analiz Sonuglari

Etki Cl (gliven araligi) Q Qb
Degisken k N boyutu Alt Ust
(9) Sinir Sinir
Egitici Oyunlar 31 1741 1.277%* .940 1.613 300.487*
Moderatér [Okul Seviyesi] .59
IIkokul 8 552 1.05* .39 1.71
Lise 23 1189 1.36* .96 1.21
Moderatér [Arastirmanin yayin yili] 166,50"
2012 12 700 1.23* .96 1.43
2016 3 126 .29 -.24 .84
2017 1 60 12,53* 10.11 14.92
2018 1 101 5,72%* 4.59 6.96
2019 4 228 .53* .09 .98
2021 3 148 1,06* .52 1.60
2022 7 378 .94* .57 1.30
Moderatér [Yetenek] 10.43
Anlayis 1 42 .34 -1.66 2.35
Dinleme 3 175 1.03 0.20 1.87
Konusma 3 175 2,24* 1.07 3.41
Okuma 4 217 1.07 -0.07 2.23
Yazi 5 387 .84 -.30 1.99
Gramer 6 208 1.03* .20 1.87
Genel Tiirkge Becerisi 9 537 1,93%* 1.23 2.62
Moderator [Sinif Seviyesi] 8.82
1. Sinif 3 126 .29
-.83 1.43
3. Sinif 1 63 .78 -1.15 2.72
5. Sinif 2 238 .68 -.67 2.03
6. Sinif 14 792 1.15% .63 1.67
7. Sinif 4 254 2.11% 1.12 3.11
8. Sinif 7 263 1.85* 1.06 2.64
Moderator [Yayin Turi] 3.69*
Yiiksek Lisans Tezi 12 671 .86* .33 1.40
Doktora Tezi 19 1070 1.54* 1.11 1.97
*p<.05
TARTISMA ve SONUC

Meta-analizin sonuglari, Tirkce 6gretimindeki pedagojik stireglere dahil edildiginde egitsel oyunlarin, 6zellikle
ogrencilerin akademik basarilari Gizerindeki 6nemli etkisinin altini gizmektedir. Bulgular, egitici oyunlarin 6gretme
ve Ogrenme dokusuna entegrasyonunun Ogrenci basarisi Ulzerinde olumlu bir etki yarattigini 6ne siiren
baslangicta ortaya atilan hipotezi test ederek dogrulamaktadir. Egitsel oyunlarin Tirkce akademik basarisi
Uzerindeki etkisini gésteren hesaplanan etki buyiklugi, 6grencilerin Tirkge baglamda dil 6grenme giktilarini
gelistirmede glg¢li bir ara¢ olarak egitici oyunlarin kullanilmasinin  6nemini tartismasiz bir sekilde

pekistirmektedir.

Bununla birlikte, moderator analizinin sonuglari, Hipotez altindaki beklentilerin aksine, degisen becerilerin
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akademik basari Gzerinde moderatér bir etkiye sahip oldugu fikrine destek vermemektedir. Bununla birlikte,
moderator analizinin, okul tiirii ve sinif seviyesi arasinda etki boyutlarinda istatistiksel olarak anlamli bir farklilhk
ortaya koymamasi dikkat gekicidir. Analizden, egitici oyunlarin Konusma becerileri ve Dilbilgisi becerileri Gizerinde
moderator bir rol oynamasi ve Genel Turkge becerileri izerinde genis diizeyde oderator rol oynamasi 6nemlidir.

Tersine, etkileri Anlama, Dinleme, Okuma ve Yazma becerileri alanlarinda istatistiksel olarak anlaml degildi.

Bu sonuglar, egitici oyunlarin dil yeterliliklerini arttirmadaki etkinligini savunan mevcut bilimsel arastirmalarla
uyumludur (Alemi, 2010; Shuang ve lJin-xia, 2015; Betteridge ve Buckby, 2006; Blachowicz ve Fisher, 2004;
Christakis, Zimmerman ve Garnizon, 2007; Rydland, 2009; Wright). Sonuglar, Tirkce 6gretiminin 6zgil kapsami
icinde, egitici oyunlarin dahil edilmesinin, okuma, yazma, konugsma ve dinleme becerilerini gelistirmek igin etkili
bir pedagojik strateji olusturdugunu ve boylece gelismis dil edinimini tesvik ettigini dogrulamaktadir (Alparslan,
2019; Arici, 2017; Gedik, 2017; Asci, 2019; Kara, 2018). Sonug olarak, Tiirkge 6gretimi baglaminda egitici oyunlarin
kullanilmasi, dil becerilerinin gelistiriimesi ve genel 6grenci basarilarinin desteklenmesi icin son derece etkili bir

yaklasim olarak ortaya ¢ikmakta ve dncelikli olarak bazi dil becerilerinin giiglendirilmesine vurgu yapilmaktadir.

Ayrica, bazi degiskenlerin, 6zellikle Okul Seviyesi, Sinif Seviyesi, Yayin Tiirti ve Yayin Yili'nin, egitici oyunlar alaninda
gozlemlenen etki bayuklikleri Gzerinde fark edilebilir etkiler yarattigi kabul edilmelidir. Bu bulgular, Tirkce
O0gretimi baglaminda egitsel oyun temelli midahaleleri tasarlarken ve uygularken bu ¢ok yonli degiskenlerin
dogasina uygun olarak etkinliklerin planlanmasinin kritik 6nemini vurgulamaktadir. Tirkge derslerinde egitici
oyunlarin 6grenci basarilari Uzerindeki yararh etkilerini kanitlayan calismalarin literatirdeki yayginligi, bu
alandaki ikna edici kanitlarin varligini gostermektedir. Bu bilimsel arastirmalar, egitimciler, 6grenciler ve veliler
arasinda, egitici oyunlarin 6grencilere sagladig bilissel, duygusal ve sosyal boyutlari kapsayan ¢ok yonli destek
konusundaki fikir birligini gerekli kilmaktadir. Bu arastirma egitici oyunlarin 6grenci basarilarini artirmadaki
roline egitim programlarinin gelistiriimesi gerektigine yonelik akademik ciktilarini vurgulamaktadir. Bu
¢alismanin bulgularinin, mevcut literatlrl dogrulayarak, dil yeterliliklerini arttirmada egitici oyunlarin merkezi
rollini daha da 6n plana gikardigini belirtmek gerekir (Blachowicz ve Fisher, 2004; Alemi, 2010; Christakis,
Zimmerman ve Garnizon, 2007; Chou, 2014; Rydland, 2009; Shuang ve Jin-xia, 2015). Tlrkge derslerinin 6zgiil
baglaminda, mevcut literatir, egitici oyunlarin okuma, yazma, konusma ve dinleme yeterliliklerini yikseltmedeki
etkinligini vurgulamakta ve boylece 6grenme sirecini kolaylastirmaktadir (Kara ve Akin, 2018; Alparslan, 2019;
Ascl, 2019; Arici, 2017; Gedik, 2017). Sonug olarak, egitici oyunlarin Tirkge derslerine dahil edilmesi, dncelikle dil
becerilerinin gelistiriimesini saglayan ve genel olarak derste 6grenci basarisini gelistiren son derece etkili bir

metodoloji olarak ortaya ¢ikmaktadir.

Arastirmada elde edilen sonuglar su basliklar altinda 6zetlenebilir:

1. Egitisel oyunlarin 6gretme ve 6grenme siregleriyle bltinlestirilmesi, Turkce 6gretiminde 6grenci
basarisini olumlu yonde etkilemektedir.
2. Tirkce derslerinde egitici oyunlar 6grencilerin konusma becerileri, dilbilgisi becerileri ve genel Tiirkce

basarilari Gzerinde moderatér bir rol oynarken, anlama, dinleme, okuma ve yazma becerilerinde
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moderator bir rol oynamamaktadir.

3. Okul dizeyi, egitici oyunlarin Tirkiye'nin akademik basarisi Gzerindeki etkisinde moderator bir rol
oynamamistir.

4. Sinif dizeyi, egitici oyunlarin Tirkiye'nin akademik basarisi Uzerindeki etkisinde moderator bir rol
oynamamistir.

5. Yayin tdrd, egitici oyunlarin Turkiye'nin akademik basarisi Gzerindeki etkisinde moderator bir rol
oynamistir.

6. Yayin yili, egitici oyunlarin Tirkiye'nin akademik basarisi Uzerindeki etkisinde moderator bir rol
oynamistir.

ONERILER

Bu meta-analizin sonuglarina dayanarak, birkag 6neride bulunulabilir:

1. Egitsel Oyunlarin Entegrasyonu: Egitimciler ve program gelistiricileri, 6grenci basarisini artirmak igin
egitsel oyunlar Tirkce Ogretimine entegre etmeyi distinmelidir. Bu ¢alismada gozlenen 6nemli etki
blylklGgi bu yaklasimin etkinligini desteklemektedir.

2. Beceriye Ozel Odak: Egitsel oyunlarin genel Tiirkce dil becerileri tizerinde olumlu bir etkisi oldugu tespit
edilirken, egitimciler oyun tabanli miidahaleler tasarlarken Konusma ve Dilbilgisi becerileri gibi alanlara
Ozel dikkat gostermelidir.

3. Degiskenler Agisindan: Egitici oyunlari uygularken, Okul Seviyesi, Sinif Seviyesi, Yayin Tir{ ve Yayin Yili
gibi degiskenleri dikkate almak énemlidir. Oyun tabanh mudahaleleri belirli baglam ile seviyeye ve
ogrencilerdeki kritik dénemlere vurgu yaparak uyarlamak daha etkili sonugclara yol agabilir.

4. Slirekli Arastirma: Teknolojinin ve egitim yontemlerinin gelisen dogasi géz oniline alindiginda, egitici
oyunlarin Tirkce 6gretimindeki etkinligine yonelik aragtirmalarin devam etmesi 6nerilmektedir.

5. Ogretmen Editimi: Ogretmenler, egitici oyunlari égretim yéntemlerine etkili bir sekilde entegre etmek
icin hizmet 6ncesi ve hizmet ici egitim almaldir.

Etik Metni

Bu makale, dergi yazim kurallarina, yayin ilkelerine, arastirma ve yayin etigi kurallarina ve dergi etik standartlarina

uygundur. Makale ile ilgili herhangi bir ihlal durumunda sorumluluk yazar tarafindan tasinmaktadir. Arastirmanin

uygulama alaninda insan veya hayvan katilimcilara/deneklere yer verilmedigi icin etik kurul incelemesi

gerekmemistir.

Yazarin Katki Orani Beyani: Yazarin katki orani %100’d{ir.
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