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Oz

Arastirmada ilkokul 6grencileri igin hayvanat bahgesinde oyunlagtirma destekli bir 6grenme etkinligi
tasarlayip yiiritmek ve bunun katilimcilar {izerindeki yansimalarini incelemek amaglanmigtir.
Calisma nitel arastirma yontemlerinden durum calismasi ile gergeklestirilmistir. Katilimcilari
belirlemek icin 6l¢iit 6rnekleme kullanilmistir. Okul yonetimi, 6gretmen ve 6grenci velilerinin okul
dis1 geziler konusunda deneyimli ve goniillii olmas: kriteri uygulanmstir. Olgiite gore arastirmanin
katilmeilarimi  Tiirkiye'nin Usak ilinde bulunan 19 ilkokul ikinci simif 6grencisi ve onlarin
ogretmenleri olusturmustur. Ogretmenle yapilandirilmis gériisme formu, dgrencilerle odak grup
goriigme formu kullanilmigtir. Ayrica 6grenmeyi dlgmek icin On test ve son test olarak performans
testi uygulanmistir. Nitel veriler icerik analizi ile, performans puanlari Wilcoxon isaretli siralar testi
ile analiz edilmistir. Bu calismada ortaya c¢ikan Onemli bir sonug, hayvanat bahgesinde
gerceklestirilen oyunlagtirma destekli 6grenme etkinliginin O6grencilerin ilgi ve motivasyonlarimi
yiiksek tutmaya katkisidir.
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entegrasyonu
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Giris
Giliniimiizde insanoglu hizla gelismekte olan teknolojiye ayak uydurmaya ¢aligsmak icin daha
cok bilgi edinmek zorundadir (Pekin ve Bozdogan, 2021). Ivan Illich’in “Okulsuz Toplum”
adli eserinde oOgrencilerin edindikleri bilgilerin ¢ogunun okul disindaki ortamlarda
gergeklestigini One siirmiis ve yasamin en iyi okul disinda 6grenilecegini vurgulamistir
(Illich, 2006). Okul disindaki kisi, alan, kurum ve kaynaklar1 kapsayan egitim faaliyetleri
olarak tanimlanabilen okul dis1 6gretim pek cok ortamda gergeklestirilebilmektedir (Simsek
ve Kaymakci, 2015). Bu baglamda okul dis1 6grenme ortamlari miizeler, bilim merkezleri,
sanayi kurum ve kuruluslari, hayvanat bahgeleri, gok evleri, doga kamplar1 gibi “ger¢ek okul

dis1 6grenme ortamlar1” olabilecegi gibi sosyal medya, egitsel icerikli web, web 2.0 araglari
vb. gibi “dijital/sanal okul dis1 6grenme ortamlar1 da olabilmektedir (Tiirkmen, 2010).

Okul dis1 6grenme ortamlarinda egitim Ogretim, belli bir zamanda &gretim
programlarina gore planl ve programli, yapilandirilmis, 6grenme deneyimlerini igermelidir.
Bu nedenle 6grencilerin bireysel edindikleri deneyimler temel alinirken, hiyerarsik olmayan
bir 6gretmen 6grenci iliskisi ylriitilmelidir (Simsek ve Kaymakei, 2015). Boylelikle okul
dis1 6grenme ortamlarinda yapilan 6grenme etkinlikleri, her &grencinin kendi hizinda
ogrenme ilerlemesine yardimci olarak 6grencileri cesaretlendirmekte (Melber ve Abraham,
1999) ve okul egitimini desteklemektedir (Gerber vd., 2001). Okul dis1 6grenme
ortamlarinin en ¢ok fen ve sosyal bilimler olmak {izere, matematik ve sanat bilgisi gibi pek
cok disiplin alanima katkis1 bulunmaktadir (Durukan vd., 2022; Eren ve Tas¢i, 2016). Okul
dis1 6grenme ortamlarinda yapilan uygulamalar sayesinde 6grencilere okullarda sunulmasi
zor olan gercek yasam durumlarnyla ilgili bilgiler kazandirilir. Bu ortamlarda
gerceklestirilecek uygulamalar 6grenciyi merkeze alacak sekilde 6zgiir segime ve etkilesime
dayal1 bir sekilde gergeklestirilmelidir. (Falk ve Dierking, 2000).

Okul dis1 6grenme, Ogrencilere formal egitimle kazandirilmasi zor olan bilgileri
gozlem yaparak ve yaparak yasayarak 6grenme kapsaminda O6grenme sansi sunmaktadir
(Tatar ve Bagriyanik, 2012; Yavuz ve Balkan Kiyici, 2012). Ayrica okul dis1 6grenme
sayesinde Ogrencilerin i¢sel motivasyonlar1 saglanir ve ilgi duyma, merak etme ve soru
sorma gibi ilgi ve becerileri pekistirilir (Behrendt ve Franklin, 2014). Okul dis1 6grenme
ortamlarinda Ogrenmeler O0grenme istegini artirici, 6grencilerin sosyallesmesine katkida
bulunan motivasyon artirict ortamlar olarak belirtilmistir (Yildirim, 2020).

Okul disinda kalan ortamlar 6grencilerin aragtirma yapma, kesfetme, siniflandirma,
problem ¢ozme, bilimsel metotlar1 kullanma ve elestirel diisiinme becerilerinin
gelistirilmesinde her gecen giin daha fazla 6nem kazanmistir (Bozdogan ve digerleri, 2015).
Aragtirmalar okul dis1 6grenme ortamlar1 sayesinde kazanilan bilgilerin daha uzun siire
hatirlandigin1 ortaya koymaktadir. (Anderson vd., 2006). Bu baglamda ogrencilerin
derinlemesine 6grenmelerine olanak saglayan okul dist 6grenme ortamlarinda yapilan
etkinliklerle kazanimlar iliskilendirildiginde, bilissel ve sosyal kazanglar1 sagladigi, problem
cozme becerisine sahip arastiran ve sorgulayan bireyler yetismesine imkan verdigi
belirtilmektedir (Bakioglu ve Karamustafaoglu, 2020). Buradan hareketle okul dis1
ogrenmenin 6grencinin gelisimini ¢ok yonlii etkiledigini sdylemek miimkiindiir.

Oyunlastirma

Oyunlastirma oyun tasarim unsurlarmmin oyun disi baglamlarda kullanilmas: olarak
tanimlanir (Deterding vd., 2011). Oyunlastirma sadece mekanik bilesen ve dinamiklerin bir
araya gelmesiyle olusan bir uygulama degildir. Iyi bir oyunlastirma uygulamasi farkli
tasarim cerceveleri kullanarak, hedef kitlesine yonelik {iriinler ortaya koyan uygulamalardir.
Dolayisiyla oyunlagtirma tasarim c¢ergevelerinin ve oyunlastirma kullanict tiplerinin
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anlasilmasi daha etkili bir oyunlastirma deneyiminin sunulabilmesi agisindan oldukca
onemli bir yere sahiptir. Dikkat edilmesi gereken en Onemli noktalardan birisi de
oyunlastirmanin ne olmadigidir.

Egitsel oyunlar ve oyunlastirma kavramlari sik¢a karistirilir. Egitsel oyunlar, tahta
oyunlarindan, elektronik oyunlara kadar ger¢ek hayattan 6rnekler kullanilarak, 6grenenlerin
farkli gorevleri yerine getirmeleri icin tasarlanmis, egitsel amaglh kullanilan farkli oyun
tiirlerinden olusmaktadir (Lamb vd., 2018). Oyunlastirmada ise zihnimizde olusan oyun
fikrinin oyun dis1 baglamlarda kullanimi1 s6z konusudur. Bir baska deyisle oyunlastirmada,
oyun unsurlarinin gergek hayata aktarilmasi soz konusuyken, egitsel oyunlarda gergek
hayatin oyuna aktarimi vardir (Senocak, 2019). Sonug olarak egitimde oyunlastirma puan,
rozet, seviye ve deneyim puam seklinde tasarlanan yapinin tamamen 0grenme ortamina
aktarilmasi olarak diisiiniilebilir.

Egitimde Oyunlastirma

Onceki arastirmalar egitimde oyunlastirma kullaniminin grenmeyi ve aktif katilim1 olumlu
etkiledigini gostermektedir (Kapp, 2012). Zsoldos-Marchis (2020) derslerde kullanilan
oyunlastirmanin, oyunlastirma kullanmayan diger derslerden daha aktif ve heyecanli 6grenci
katilim1 sagladig1 sonucuna erigmistir. Ancak egitim ortaminda oyunlastirma tasarimi igin
kullanilacak oyun bilesenlerinin 6nemi ¢ok biiyliktiir. Ciinkii oyun bilesenlerinin egitim
ortamina uygun sekilde secilmesi ve kullanilmasiyla birlikte, sosyo-duygusal becerilerin
yant stra, egitime yonelik dikkat ve ilgi de gelistirilmektedir (Kapp, 2012; Xezonaki, 2022).
Hanus ve Fox (2015), ise bu pozitif etkiyi ortaya g¢ikaran g¢alismalarin aksine simifta
ylriitiilen oyunlastirmanin dezavantajlarini tartigmistir. Onlarin bu ¢alismasinda 6grencilere
zaten ilging gelen bir gorevi ddiillendirmenin bu gérevi yapma motivasyonunu diisiirdigii
sonucuna erisilmistir.

Alanyazinda oyunlastirmay1 okul dis1 6grenme ortamlarina dahil eden ¢alismalarin
sayis1t az olmakla birlikte, Brynildsrud (2022), okul dis1 6§renme ortaminda oyunlastirma
ogelerini iceren bir mobil uygulamanin etkilerini incelemistir. Bu ¢aligma sonucuna gore,
oyunlagtirma destekli bir mobil 6grenmenin etkililigini arastirirken, 6grenme ortaminin
onemli rol oynadigr vurgulanmistir. Ayrica oyunlastirmanin resmi ve resmi olmayan
o0grenme ortamlar1 arasinda bir koprii kurarak, okul dis1 6grenmede oyunlastirmanin motive
edici oldugunu gostermistir.

Egitimde yiiriitiilen okul dis1 6grenme ortamlari lizerine yapilan arastirmalarda miize
gezileri, doga etkinlikleri ve oyun alanlarinda yapilan etkinliklerin daha ¢ok tercih edilirken,
okul dig1 6grenme ortamlarindan akvaryum, botanik bahgeleri ve hayvanat bahgesi daha az
incelenmistir (Lacin Simsek, 2011). Calismalar Ogretmenlerin okul dis1 68renme
ortamlariyla ilgili yapilan gezilerin dersteki konularla nasil iligkilendirilecegi ve
kullanilabilecek yontem tekniklerle ilgili yeterli bilgiye sahip olmadiklarin1 ve
desteklenmeleri gerektigini gdstermektedir (Demir ve Cetin, 2022; Lagin Simsek vd., 2022).
Bu noktada 2023 vizyon belgesinde vurgulanan 21. yiizy1l becerileri hakkinda 6gretmenleri
uygulamal1 olarak destekleyecek sanal ve mobil uygulamalar gelistirmeye ve ayni zamanda
yas seviyesine gore oyunlagtirma temelli uygulamalar tasarlamaya yonelik aragtirmalara
ihtiya¢ duyulmaktadir (Hamarat ve Arkan, 2018). Bu nedenlerle bu ¢alismada hayvanat
bahgesinde oyunlastirma destekli bir 6grenme etkinligi ilkokul 6grencilerine yonelik
tasarlamak, ylriitmek ve katilimcilar {izerindeki yansimalarini incelemek amacglanmistir. Bu
ama¢ dogrultusunda c¢alismanin oyunlastirma etkinliklerinin okul dis1 6grenme ortamlari
baglaminda uygulanmasi konusunda 6gretmen ve 6grencilerde farkindalik yaratacagi ve bu
konuda literatiirde az sayida olan ¢alismalar1 destekleyecegi diistinlilmektedir.



Orhan Ozen vd. / Pamukkale Universitesi Egitim Fakiiltesi Dergisi, 59, 266-283. 2023 269

Yontem

Calismada yerel bir hayvanat bahgesine 6zgii sekilde oyunlastirma destekli bir okul dis
ogrenme etkinligi gelistirilmistir. Ardindan bu etkinligin kiigiik bir katilime1 grubuyla
uygulanip derinlemesine incelenmesi amaglanmistir. Bu nedenle ¢aligmada nitel arastirma
yontemlerinden durum caligmasi kullanilmistir. Durum ¢alismasi siirl bir durum, sistem,
etkinlik, olay ya da siirecin kii¢lik grup ya da bireylerle uygulanip derinlemesine incelendigi
ve betimlendigi ¢alismalarda yiiriitiilebilmektedir (Merriam, 2013). Yin (2018) bir durum
caligmasinda anahtar rol olarak, arastirilan durumun sinirlarinin tanimlanmasi gerektigini
belirtmektedir. Ornegin bir durum, eger bir okulsa, diger okullar bu durumun bir pargasi
degildir. Bu baglamda mevcut arastirma Usak ili igerisindeki hayvanat bahgesine 6zgii
gelistirilmis oyunlastirma etkinligi ile sinirli bir durumdur. Hayvanat bahgesinde yer alan
hayvanlar iizerinden gelistirilen oyunlastirma destekli 6grenme etkinliginin kiiglik gruplarla
yiiriitiilmesi ve sonuglarin hem veri kaynaklar1 hem de veri tipleri agisindan cesitlendirilerek
derinlemesine incelenmesi nedenleriyle, aragtirmada durum c¢aligmasi kullanilmistir.
Yiiriitiilen arastirmanin tiim siiregleri Usak Universitesi Sosyal ve Beseri Bilimler Bilimsel
Aragtirma ve Yayin etik kurulunun 12.05.2022 tarihli ve 2022-79 sayili karart ile
onaylanmastir.

Katilimcilar

Katilimcilarin belirlenmesinde amacli 6rnekleme yontemlerinden birisi olan 6lgiit 6rnekleme
kullanilmistir. Olgiit drneklem arastirmaci tarafindan etkinlik oncesi belirlenmis bir dizi
oOl¢iitii karsilayan tiim durumlarin ¢alisilmasidir. Bunun yam sira arastirmaci daha dnceden
hazirlanmig oOlgiitlerden de faydalanabilir (Merriam, 2013). Calismanin dogasi geregi
katilimcilarin okul dis1 bir ortamda gezi planimnin uygulanmasi gerekmektedir. Ancak
arastirmalardan edinilen bulgulara gore kisitli okul fonlari, yeterli zamanin olmamasi, yogun
egitim programlari, standart testler, Ogrenci davramislar1 ve giivenlik kaygilar gibi
nedenlerle 6gretmenlerin bu tarz egitim etkinliklerini motive etmek zor olabilmektedir (Ates
ve Lane, 2020). Bu nedenle calismada katilimcilarin belirlenmesi igin okul idaresi, sinif
ogretmeni ve katilim saglayacak ogrencilerin velilerinin okul dis1 6grenme ortami olan
hayvanat bahcesine diizenlenecek okul gezisinde benzer deneyimlerinin ve goniilliigliniin
bulunmasi 6l¢iitii uygulanmustir. Bu dlgiite gore Usak Ili Merkez devlet ilkokullardan
birinde 6grenim gormekte olan ikinci simiflardan (10 kiz ve 9 erkek) 19 6grenci ve sif
ogretmeni c¢alismanin katilimcilarini olusturmaktadir. Ogrencilerden ikisi yabanci uyruklu
olup, Tiirk¢e konusabilmektedir. Simif 6gretmeni ise, ortalama 6 yil okulda gorev almakta
olup, daha 6nce ¢ok sayida okul gezisi deneyimine sahiptir. Okul gezisinin diizenlenmesi ve
arastirmanin yapilabilmesi i¢in hem etik kurul komitesi hem de Milli Egitim Bakanligindan
gerekli izinler alinmis, katilimer 6grencilerin velileri bilgilendirilmis ve onaylar1 alinmistir.

Veri Toplama Araclan

Durum calismalarinda nicel ve nitel olmak iizere farkli tiirlerde veriler farkli veri
kaynaklarindan toplanabilmektedir (Schoch, 2020). Arastirmada 0grenme performanst ve
motivasyona yoOnelik Ogrenciler ile 6gretmenin gorlslerini almak icin nitel veriler
toplanmistir. Nitel veriler i¢cin 0grencilerle odak grup goriismeleri ve 6gretmen ile bireysel
goriisme yapilmistir. Bu gorlismelerde 6grenciler icin odak grup goriisme formu ve
ogretmen icin yapilandirilmis goriisme formu hazirlanmistir.

Yapilandirilmis goriisme formu arastirmacilar tarafindan hazirlanmis ve hayvanat
bahgesinde etkinlik sonrasinda uygulanmistir. Ogrenci ve dgretmen goriisme formu beser
sorudan olugmaktadir. Her iki formdaki sorularin kapsam ve goriinlis gecerligi i¢in
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Bilgisayar ve Ogretim Teknolojileri alaninda doktorasini tamamlamis iki farkli uzmanim
goriigleri alinmustir.

Nitel verileri destekleyici nicel veriler i¢in, 6grencilerin 6grenme etkinligi oncesi ve
sonras1 0grenme performansi arasindaki farki anlamak hazirlanan bir performans kagidi
kullanilmistir. Gruplama teknigi kullanilarak hazirlanan performans kagidinda 6grencilerden
hayvanat bahgesinde etkinlige dahil olan sekiz hayvani beslenme durumlarina gore
gruplamalar1 istenmistir (Sekil 1).

.
Sekil 1
Performans Kagidt
Asagida gorselleri verilen hayvanlardan, Ad ve Soyad:
1. et¢il olanlar kare igine aliniz. Numara:
2. otgul olanlan {iggen igine alimz.
3. hem et¢il hem otgul olanlar: daire igine ahmz.
Islem

Calismada 2021-2022 yili Bahar doneminde Usak ili merkez devlet ilkokullarindan birinde
ogrenim goren ikinci siif 6grencileri ile katilimer smif 6gretmeninin Onerisi tizerine Hayat
Bilgisi dersi Besinler konusunda kapsaminda bir 6grenme etkinligi ylritilmiistiir. Buna
gore, 6grenme etkinliginde "Hayvanlar etgil, otgul ve hem et¢il hem otcul beslenme
ozelliklerine gore gruplar." kazanimi ele alinmistir. Katilimc1 6gretmen ve 6grenciler okul
servisi tutularak, hayvanat bahgesine gotliriilmiistiir.

Tablo 1
Veri Toplama Siireci

Katilimcilar On test Gezi Son test Goriisme
19 ilkokul 6grencisi ~ Performans Oyunlagtirma Performans Odak grup
(10 ki1z, 9 erkek) kagidi Temelli Ogrenme kagidi

) . Etkinligi )
Smif Ogretmeni Bireysel

Tablo 1'de gorildigli gibi gezi Oncesinde Ogrenciler hayvanat bahgesindeki
performans testini 6n test olarak doldurmuslardir. Gezi sonrasinda 6n test, son test olarak
tekrarlanmistir. Ogrenme etkinliginin sonunda takimlarla odak grup goriismeleri yapilirken,
sinif 6gretmeni ile bireysel goriismeler yapilmistir.

Hayvanat Bahcesi Ozellikleri

Hayvanat bahgesi Usak Ili Akse Camlig1 Mesire alani igerisindedir. Hayvanat bahgesi girisi
ve mesire alani arasinda yiiriime mesafesi bulunmaktadir. Ayni1 zamanda mesire alan1 olan
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bolgede oturma ve oyun parklari da mevcuttur. Bu anlamda hayvanat bahgesinin ¢evresi
Ogrencilerin uygulama oncesi ve sonrasinda veri toplama siireglerinin tamamlanmasi igin
yeterli oturma alanma sahiptir. Hayvanat bahgesi biinyesinde 12 ¢esit hayvan iki farkli
bolmede yer alan konumlarda barindirmaktadir. Uygulama sirasinda o6grenci takibini
kolaylastirmak i¢in hayvanat bahgesinin en ¢ok hayvami barindirdigi bir bdlmesi
kullanilmigtir. Bu nedenle uygulamada 8 hayvan tiirii lizerine oyunlastirma temelli bir
ogrenme etkinligi kurgulanmistir.

Oyunlastirma Temelli Ogrenme Etkinliginin Ozellikleri

Calismada o6grenciler okul disi 6grenme ortamlarindan biri olan hayvanat bahgesinde
oyunlastirma 6gelerinden rozet, takimlar ve gorev tamamlamanin kullanildig1 bir 6grenme
etkinligine katilmistir. Bu etkinlikte 6grenciler "Haydi Dostumuzu Bulmaya!" isimli bir
oyun kapsaminda bir gorevi tamamlamaya c¢alismistir. Oyun kurgusunda Ogrenciler
hayvanat bahgesinde yer alan bos kafesin sahibinin kim oldugunu bulmak i¢in, orada
bulunan diger hayvanlarin her birini gezmek durumundadir.

Ogrenciler rastgele olacak sekilde esit sayida dort gruba ayrilmistir. Hayvanat
bahgesi girisinde her takim ilk hangi hayvan ziyaret edeceklerini bulmak i¢in arastirmacilar
tarafindan Word Wall araci kullanilarak olusturulan ilk gezi hayvanmi ¢arkini dondiirmiistiir
(https://wordwall.net/tr/resource/32266144/2242). Ornegin ¢arkta deve hayvam ¢ikan takim,
ilk olarak deveyi ziyaret etmis ve takim olarak kendilerine mavi zarf verilmistir. Boylece
takim isimleri de mavi, sari, kirmizi ve yesil olarak belirlenmistir. Carkin bir diger amact
gezi alaninda takimlarin ayn1 alanlarda bulunmalarini 6nlemektir. Ekipler geziye basladiktan
sonra ziyaret ettikleri kafeste takim renklerine gére QR kodlart okuttular (Sekil 2 ve Sekil
3).

Sekil 2 Sekil 3
OR Kod Okutan Bir Takim Etkilesimli Video Izleyen Bir Takim

Takimlar bir kuklanin o sirada ziyaret edilen hayvanin beslenme tiirii hakkinda bilgi
verdigi bu videoyu izledi. Videoda ayni1 zamanda kuklanin kendilerine bir anahtar harf
verdigi ve grubun ziyaret etmesi gereken bir sonraki hayvan ile ilgili ipuglar1 verilmektedir.
Videolarda seslendirilen kuklanin konusma diyalogundan bir 6rnek asagida verilmektedir:

Merhaba arkadaslar bugiinkii tanisacaginiz ilk arkadasiniz éniiniizde de gordiigiiniiz
tizere deve. Haydi, size deveyi tanitayim. Develerin boynu uzundur ama viicudu
egridir. Sicak yerlerde yasamaya bayilirlar. Viicutlarinda depoladiklart yag
sayesinde sicak yerlerde beslenmeden uzun siire yasayabilirler. Yesil bitkileri yemeyi
severler. Ciinkii onlar otcul beslenirler. Bu arada deve arkadasimin sizlere vermek
istedigi anahtar ses ‘U’ sesi. Bir de size sirada gitmeniz gereken arkadas: hakkinda
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bilgi vermek istiyor. Sizlere diyor ki “sirada gitmeniz gereken arkadasimin
boynuzlart var ve koylerde sik¢a onlardan gorebilirsiniz”. Sanirim bu kadar ipucu
veter, sizinle tanistigima ¢ok memnun oldum. Goriismek iizere!

Arastirmacilar tarafindan ilk olarak hayvanlara 0zgli konusma metinleri
hazirlanmistir. Ardindan kukla gosterisi seklinde diyaloglar seslendirilerek videolar
cekilmigtir. Her bir video HSP dijital aracit kullanilarak etkilesimli video halinde
diizenlenmis ve html dosyalar1 halinde alinan ¢iktilar bir sunucuya atilarak, ilgili baglantilar
icin takim renklerinde QR kodlar olusturulmustur. Toplamda sekiz hayvan ve dort takim i¢in
32 etkilesimli video ve QR kod ¢iktis1 hazirlanmistir. Etkilesimli videolardan birine ait ekran
goriintlilerinden iki 6rnek Sekil 4 ve Sekil 5°te verilmektedir.

Sekil 4 Sekil 5
Etkilesimli Videoda Soru Etkilesimli Videoda Anahtar Harf

" T | Kumizi kegi ; D
Videoda bahsedilen ince bacakli guzel gozla arkadasimiz R - Baglantiyi ...
kim haydi onu ziyaret edin. |

O Deve

QO Ceylan

@ Kontrol et

3 YouTube

Takimlarm ziyaret ettikleri hayvanlarin sonunda topladiklari harflerle ZURAFA
sifresini bulmalidir. Bu nedenle izledikleri videolarin altisindan anahtar harf alirken,
ikisinden harf almamaistir. Bunun amaci, takimlarin tiim hayvanlar ziyaret ederek beslenme
tiirlerine iligkin bilgi almalarini saglamaktir. Her bir takim i¢in bir kodlama kagidi ve takim
renginde zarf hazirlanmigtir. Takimlar, kodlama kagidinda hangi hayvandan hangi harfin
ciktigini karisik sekilde kaydederek ve sifreli hayvana tahmin etmeye ¢alismistir. Kodlama
kagidi Sekil 6’da verilmektedir.

Sekil 6
Kodlama Kagidi

Geziniz sirasinda size bir anahtar harf veren hayvanin altindaki daire i¢ine, buldugunuz harfi

yaziniz. Yazdiginiz harflerden olusan yeni hayvanin kim oldugunu tahmin ediniz.
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Kodlama kagitlar1 aracilifiyla sifreli hayvani bulan takimlar, takim rengindeki zarfin
icinde tahminlerini bir kutuya atmistir. Tahminlerin dogrulugu ve etkinligin bitirilme
siiresine gore takimlara rozet atanmistir (Sekil 7).

Sekil 7
Takimlara Atanan Rozetler

Ogrenci motivasyonunu artirmak ve rekabet ortamini engellemek amaciyla
Ogrencilerin verdigi cevaplardan en ¢ok tercih edilen hayvanlar kullanilarak bu rozetler
olusturulmustur. Bunun icin okul gezisi Oncesinde Ogrencilere en ¢ok hangi hayvanlar
sevdikleri sorulmustur. Buna gdre birinci bitiren takim ziirafa alirken, diger takimlardan
etkinligi tamamlamak i¢in ¢ok caba sarf eden takim kedi, fiziki olarak giiclii hareket eden
takim aslan, etkinligi bitirmeye kararli ve kurallara sadik kalan takim kdpek rozetini almastir.

Veri Analizi

Ogrencilerden elde edilen odak grup goriisme verileri {izerinden icerik analizi
yiiriitiilmiistiir. Icerik analizinde veri, belirli bir amac icin belirli simgelerle, belirli
kanallarda yer alir ve bilgi kaynag: ile simgesel bigimi arasinda bir kdpriidiir. Bu durumuyla
verilerin gercek diinyay1 simgelerle temsil eden bir 6zelligi vardir (Aziz, 1994: s. 122).
Gorlisme, gozlem ve dokiiman yoluyla toplanan veriler iizerinde yliriitiilen icerik analizinin
temel asamalar1 verileri kodlama; kod, kategori ve temalara erisme; kod, kategori ve
temalar1 diizenleme; bulgular1 tanimlama ve yorumlamadir (Miles ve Huberman, 1994).

Kodlama asamasi Oncesi verinin analize hazirlanmasi i¢in veri analizi Oncesi
katilimcilarla yapilan goriigme esnasinda kaydedilen ses kayitlar1 dinlenmis ve iki farkli
aragtirmaci tarafindan transkript edilmistir. Ses kayitlarinin toplam siiresi 30 dakikadir.
Veriler ayn1 anlama gelen kodlarla ifade edilmistir. Miles ve Huberman (1994) kodlamanin
ti¢ farkl tiir icerdigini belirtmektedir. Buna gore daha dnceden belirlenmis kavramlara gore
yapilan kodlama, verilerden ¢ikarilan kavramlara gore yapilan kodlama ya da arastirma
probleminin genel cergevesine gore yapilan kodlama secilebilmektedir. Bu arastirmada
ikinci tip kodlama yontemine gore transkript edilen verilerden kodlar olusturulmustur.
Ardindan bu kodlar, Microsoft Excel iizerinde ikinci kez tekrar kontrol edilmis ve
kategoriler ile temalarin belirlenmesi saglanmistir. Bu asamada ilk asamada kesfedilen
kodlardan daha genel diizeyde aciklanabilmesi i¢in kategoriler altinda toplanip, tema
olusturulmas: saglanmistir. Kodlama iki farkli aragtirmaci tarafindan yapilirken, temalarin
belirlenmesi agsamalarinda tiim arastirmacilar birlikte hareket etmistir.

Icerik analizi basamaklarinda, hangi katilimcinin hangi alintiyla ilgili tema ve kod
altina girdigini géstermek igin, erisilen kod ve temalar katilimcilarin goriislerinden alinan
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alintilarla Excel ortamina diizenlenmistir. Bu asamada arastirmacilarin temel amaci, kendi
goriis ya da yorumlarindan uzak olacak sekilde ham alintilart okuyucuya sunmaktir (Simsek
ve Yildirim, 2011). Bulgularin sunulmasi asamasi i¢in 6grenci goriisme verilerinden alintilar
TakimNoOgrenciNo (T101) seklinde, 6gretmenden elde edilenler ise (OGRT) kodlanmustir.
Goriisme verilerini desteklemek i¢in toplanan performans kagidindan alinan Ontest sontest
puanlarinin analizinde ise, verinin 30’dan az olmasi nedeniyle non-parametrik testlerden
Wilcoxon isaretli siralar testi uygulanmustir.

Gegerlik ve Giivenirlik

Arastirmada ulasilan temalarin ve kodlarin gegerliligini ve giivenirligini temin etmek
amaciyla farkli yontemlerden yararlanilmistir. Etkinlik sonunda 6grenci ve 6gretmenden
alian veriler ti¢ farkli arastirmaci tarafindan ayri ayri olarak kodlanmis ve kodlar iizerinden
karsilastirma ile ortak temalara karar verilmistir. Bizim ¢aligmamizda ise hem veri kaynagi
hem de veri tiirlinde c¢esitleme yapilarak (Patton, 1990; 1987), birbirlerini destekleyen
bulgular vurgulanmigtir. Farkli arastirmacilar tarafindan siirecin tekrarlanabilirligini artirmak
icin okuyuculara tiim siire¢ detaylariyla aciklanmstir. Inandiriciigin  artirilmasi icin
dogrudan alintilar ve uygulama ortamindan gorseller ile rapor zenginlestirilmistir. Ayrica
kodlar agik ve net bir sekilde belirtilmistir. Bu niteliklerin saglanmasiyla birlikte ¢alismanin
gegerliligi ve giivenilirligi arttirilmaya calisilmigtir.

Bulgular
Ogrenci Goriisme Verilerinden Elde Edilen Bulgular

Arastirma sonucunda Ogrencilerle yapilan odak grup goriisme verilerinden dort temaya
erisilmistir. Buna gore birinci okul dig1 6grenme ortamlar1 kavramina iligkin 6n bilgi, ikinci
tema uygulama sirasindaki duygu/deneyim, iiglincii tema uygulanan 6grenme etkinliginin
siif 6grenmesinden farki ve son tema ise farkli dersler igin gelecekte gidilebilecek farkli
okul dis1 6grenme ortamlaridir.

Tema 1: Kavrama Iliskin On Bilgi: Odak grup goriismeleri sirasinda bu tema kapsaminda
ogrencilere takimlar halinde okul disi 6grenme ortamlart denildiginde akillarma ilk ne
geldigi sorulmustur. Bodylece kavrama iliskin 6n bilgilerinin alinmasi amaglanmistir.
Takimlarin yanitlarindan alt1 kod ¢ikarilmis ve Tablo 2’de kodlara iliskin dogrudan alintilara
yer verilmistir.

Tablo 2
Tema 1 Kodlar ve Alintilar
Kodlar Alintilar
Dershane Benim ablam mesela dershaneye gidiyor [T202].
Okul Teneffiis okulla ilgilidir ya [T301].
Kiitliphane Mesela ¢ars: gibi yerler kiitiiphane [T101]
At ciftligi At ¢iftligi, orman gezisine gidebiliriz [T102]
Orman gezisi Gezme, kiitiiphane, orman gezisine gidebiliriz [T103].

Boyle hani derslerde video konu anlatimi oluyo ya uzaktan

Uzaktan egitim egitim dersleri [T402]

Tablo 2’ye gore Ogrencilerin akillarma okul digt 6grenme ortamlart denildiginde
dershane, okul, kiitiiphane, at ¢iftligi, orman gezisi ve uzaktan egitim ifadelerinin geldigini
belirtmislerdir. Verilen yanitlar incelendiginde o6grencilerin okul disi 6grenme ortamlari
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hakkinda 6n bilgilerinin yiiksek olmadigi goriilmiistiir. Bu nedenle bu calisma sayesinde
ogrencilerin okul dis1 6grenme ortamlar1 hakkindaki farkindaliklar: artmistir.

Tema 2: Duygu ve Deneyim: Odak grup goriismeleri sirasinda bu tema kapsaminda
ogrencilere takimlar halinde bu etkinlik sirasinda neler hissettikleri sorulmustur. Takimlarin
yanitlarindan alti kod c¢ikarilmis ve Tablo 2’de kodlara iliskin dogrudan alintilara yer
verilmistir.

Tablo 3
Tema 2 Kodlar ve Alintilar
Kodlar Alintilar
Eslenme Ogretmenim ben eglendim. Biitiin hayvanlarin ismini
& ogrenmis oldum [T201].
Mutluluk/Heyecan Cok mutlu ve heyecanli hissettim [T402].

Hayir etkinligi birakmak istemedim. Ben hep devam etmek

Devam Etmek istedim [T403].

Evet hayvanlarla ilgili yeni bilgiler ogrendik. Otcullar
ogrendik, etcilleri ogrendik. Hem ot¢ul hem etcilleri

Yeni Bilgi Edinmek serendik. [T201]. )

Ben ordegin et¢il oldugunu bilmiyordum. [T201].
Hirs Hirsli hissettim. Ciinkii ilk biz bitirmek istiyoruz diye [T302].
Korku Bir tane deve kusu vards, yiyecek diye korktum [T302].

Tablo 3’e gore, hayvanat bahgesinde yliriitilen o6grenme etkinligi sirasinda
ogrencilerin eglenme, mutluluk ve heyecan, hirs ve korku gibi ¢esitli duygular1 ayni anda
yasadiklar1 gozlemlenmistir. Bununla birlikte 6grenciler birden ¢ok duyguyu bir arada
deneyimlerken yeni bilgiler edinme deneyimi gerceklestirdiklerini de ifade etmistir. Bu
nedenlerle arastirmada gergeklestirilen 6grenme etkinliginin ¢oklu duygular1 canlandirarak
bilgi edinmeye izin verdigi diigtiniilmektedir.

Tema 3: Sunif Ogrenmesinden Farki: Odak grup goriismeleri sirasinda bu tema kapsaminda
ogrencilere takimlar halinde Hayat Bilgisi dersindeki besinler konusunu hayvanat bahgesi
yerine simif ortaminda isleselerdi ne gibi farklarin olacagi ve nasil hissedecekleri
sorulmustur. Takimlarin yanitlarindan dort kod c¢ikarilmis, Tablo 4’te kod ve alintilar
verilmistir.

Tablo 4
Sumif Ogrenmesinden Farki Altindaki Kodlar ve Alintilar
Kodlar Alintilar

Hayvanlart hem béyle gergek gormeden hem de
dokunamadan olmazdi. Hayvanat bahgesi iyi. [T404]

Gergek deneyimler edinmek Ogretmenim mesela kitaplarda falan hayvanlar: dogru
gercek gostermezler, buraya gelip hayvanlari ger¢ek gordiik
ve nasil beslendiklerini anladik. [T104]

Dogal ortamda goérmek Hayvanat bahcesi iyi, diskilarini gérmezdik mesela. [T402]
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Bu konuyu sinifta isleseydik hayvanlari goremeyecegim igin
tiziiliirdiim. Boyle daha iyi algiladik. Hayvanlari goriince de

Uziilmek telefonlarla da daha iyi algiladik. [T202]
Ben keske hayvanat bahgesinde yapsaydik bunu derdim.
[T203]

Kizginlik hissetmek Bu dersi sinifta isleseydik 6gretmenime kizabilirdim. [T301]

Tablo 4’e gore Ogrenciler hayvanat bahgesi ve smif ortamindaki Ogrenmeyi
karsilagtirdiklarinda hayvanat bahgesinde uygulanan etkinlik sayesinde gercek deneyim
edinme ve hayvanlari dogal ortaminda gdrme gibi firsatlarinin oldugunu belirtmislerdir.
Ayni zamanda Ogrenciler bu 6grenme etkinliginin smif ortaminda islenmesi durumunda
iizlintli ve kizginlik duyacaklarini da ifade etmislerdir. Bu nedenlerle 6grencilerin benzer
ogrenme etkinliklerini sinif yerine hayvanat bahgesinde gergeklestirmeyi tercih ettikleri
gorilmiistiir.

Tema 4: Farkli Okul Disi Ogrenme Ortamlary: Odak grup goriismeleri sirasmda bu tema
kapsaminda 6grencilere takimlar halinde etkinligimizi gerceklestirdigimiz hayvanat bahgesi
gibi bagka hangi O6grenme ortamlarina gitmek istersiniz diye sorulmustur. Takimlarin
yanitlarindan ii¢ kod ¢ikarilmis ve Tablo 5°te kodlar ve alintilar frekanslar verilmistir.

Tablo 5§
Farkli Okul Disi Ogrenme Ortamlar: Temas: Altindaki Kodlar ve Alintilar

Kodlar Alntilar

Kiitiiphane Kiitiiphane, Ben de kiitiiphaneye gitmek isterim [T103].

Kopekbaligi, balik. Mesela akvaryum olabilir. Utangag bir timsah
varmis kocaman ona eti uzatiyorlarmis boyle, atlayinca o suda
yukari ¢ikiyormus, herkesi islatiyormus. Oraya gitmek isterdim

Akvaryum [T202].

Ormanlarda gezerken gorebiliriz. Mesela ceylan yavrusu, ziirafa
yavrusu [T402]. )
Orman Bdécekler, vahsi hayvan ormanina gitmek isteriz [T403].

Tablo 5’e gore 6grencilerin okul dig1 6grenme ortamlaria dahil edebilecegimiz yeni
yerler soruldugunda, 6grencilerden kiitiiphane, akvaryum ve orman yanitlart alinmistir.
Verilen cevaplarin azlig1 dikkate alindiginda 6grencilerin gelecekte hayvanat bahgelerinden
farkli 6grenme ortamlarinda 6grenme istegi oldugu ancak bu konuda uygulamali 6rneklerin
arttirtlmasi gerektigi anlagilmaktadir.

Ogretmen Goriisme Verilerinden Elde Edilen Bulgular

Katilimer 6gretmenin 6grenme etkinligi lizerine goriislerinden elde edilen dort tema, dokuz
kod ve alintilar Tablo 6’da verilmektedir.



Orhan Ozen vd. / Pamukkale Universitesi Egitim Fakiiltesi Dergisi, 59, 266-283. 2023 277

Tablo 6

Osretmen Goriiglerinden Elde Edilen Nitel Bulgular ve Alintilar

Temalar

Kodlar

Alintilar (OGRT)

Onceki
deneyimler

Avantajlar

Sif
Ogrenmesinden
farki

Oneriler

Miize

Tarihi yerler

Yaparak yasayarak
ogrenme

I¢sellestirme

Etkinlik stiresinin
uzunlugu

Keyif almak

Ogretmenlere kilavuz
kitap

Planlamak

Uygulanabilirlik

Daha onceki okul dis1 6grenme ortamlarina
yapmis oldugumuz geziler sadece miize ve
oren yerlerini gezmek oluyordu. Bu da sadece
sosyal bilgiler dersini ve tarihi konular
iceriyordu.

Bizim okulda tahtada ogrettigimiz seyleri
direkt olarak goriiyorlar.

Yaparak yasayarak ogrenme sayesinde konuyu
daha ¢ok igsellestiriyorlar.

Biz bu konuyu sinifta isleseydik sadece daha
hizli bir sekilde islerdik. Okul disi 6grenme
ortamlarinda egitim sinifta 6grenmeye gore
daha uzun vakitler alabilir fakat avantaj

kistmlar: dezavantaj kismindan ¢ok daha
fazladir.

Hayvanat bahgesinde islenen etkinligin sinif
ortamindan en onemli farki 6grenciler bu
etkinlikten keyif aldilar ve okul disinda da bir
sey ogrenebileceklerini gérmiig oldular.

Osretmenler her ise tek baslarina
yetisemezler. Bu sebepten dolayi 6gretmenlere
hangi dersler, hangi konular okul disinda nasil
ogretilebilecegi konusunda etkinliklerle
hazirlanmug bir kilavuz kitap olmalidir.
Ogretmenler de bu kilavuz sayesinde
ogrencilerine giizel icerikler tiretebilir

Okul disi ogrenme ortamlari ¢ok iyi bir sekilde
planlanmalidir.

Ogretmen siireci ¢ok iyi bir sekilde planlamali
ve basina gelebilecek olumsuz olaylari
minimalize etmelidir.

Iyi bir okul disi 6grenme plani sayesinde
etkinlik hem ogrenciler igin hem de
ogretmenler igin uygulanabilir bir hale gelir.

Tablo 6'da goriildigli gibi 6gretmenden elde edilen ilk tema sadece miize ve tarihi
yerlerden olusan geg¢mis yasantilardir. Bu nedenle yapilan caligmanin farkli okul dist
ogrenme ortamlarini dgretmen deneyimine kazandirdigini sdyleyebiliriz. Tkinci tema olarak

etkinligin

faydalarina

bakildiginda

Ogrencilerin yaparak yasayarak bilgiyi

icsellestirdikleri, okulda tahtada anlatilan konular1 kendi yasantilar1 sayesinde 6grendikleri
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ogretmen tarafindan da ifade edilmistir. Sinifta 6grenmeden farkliliklar olarak iiglincii
temada 6gretmen ilgili konunun sinif ortaminda daha kisa siirede anlatilacagini belirtmistir.
Ancak 6grencilerin konuyu hayvanat bahgesinde 6grenirken daha ¢ok eglendiklerini belirtti.

Son tema olan Oneriler'de Ogretmen, diger Ogretmenlerin okul dis1 &grenme
ortamlarinda farkli ders ve konulara yonelik ¢esitli i¢erikler iiretebilecekleri 6rnek bir rehber
kitap olusturulmasi gerektigini vurgulamistir. Ayn1 zamanda &gretmenlerin okul dig1
O0grenme siirecini ¢ok iyl planlamalar1 gerektigini, iyi bir planlamanin beraberinde
uygulanabilir bir ¢alisma ortaya ¢ikaracagini belirtmistir.

Ozetlemek gerekirse, dgretmen goriislerine bakildiginda égrencilerin oyunlastirmali
ogrenme etkinliginden keyif aldiklari, yaparak yasayarak 6grenerek bilgiyi igsellestirdikleri
sOylenebilir. Ayrica 6gretmenler icin bir rehber kitap olusturulmasi ve iyi bir planlama
yapilmasi gerektigi sonucuna varilmistir.

Performans Kagidindan Elde Edilen Bulgular

Arastirmada Ogrenme etkinligi Oncesi ve sonrasi Ogrencilerin besinler konusundaki
performansin1 anlamak adina On test ve son test olarak bir test uygulanmistir. Bu test
iizerinde yapilan Wilcoxon isaretli siralar test sonuglarina gore, 6grencilerin son test puanlari
istatistiksel olarak anlamli bulunmustur. Tablo 7°de sonuglara iliskin degerler verilmistir.

Tablo 7
Wilcoxon Isaretli Siralar Test Sonuclar
Testler n Ortalama Standart sapma V4 p
On test 19 57,236842 22,171909

-3,54 0,00%*
Son test 19 84,210526 13,071721

Tablo 7’ye gore, 0grenme etkinligine katilan 6grencilerin “Besinler” konusunda son
testte uygulanan performans kagidinda gosterdikleri fark daha yiiksektir. Bu anlamda
ogrencilerin uygulanan etkinlik sonunda 6grenme gerceklestirdikleri sdylenebilir. Bu bulgu
ogrencilerden toplanan nitel verileri destekler niteliktedir.

Tartisma

Calismada ortaya ¢ikan 6nemli bir sonug, hayvanat bahgesinde gergeklestirilen oyunlastirma
destekli o6grenme etkinliginin Ogrencilerin ilgi ve motivasyonlarin1 yiliksek tutmaya
katkisidir. Bu noktada katilimc1 68retmenin goriisleri de bu sonucu destekler nitelikte olup,
bu yolla 6grenmenin simif i¢cinde 6grenmeye gore, daha ¢ok icsellestirildigi ve eglenceli
oldugu sonucuna ulasilmistir.

Ogrencilerin oyunlastirma destekli etkinlik sirasindaki duygu ve deneyimleri
incelendiginde genel olarak etkinlik sirasinda eglendikleri, mutlu olduklari, hig
sikilmadiklart ve heyecanlandiklar1 sonucuna ulagilmistir. Ayrica Ogrencilerin §grenme
etkinligi kazanimlarina iliskin yeni bilgiler edindiklerini belirten ifadeleri bulunmaktadir. Bu
ifadeleri destekleyen performans testi etkinlii oncesi ve sonrasi fark testine bakildiginda
ogrencilerin etkinlik sonunda istatistiksel olarak iyi performans gosterdikleri goriilmiistiir.
Ote yandan dgretmen gériisiinden elde edilen verilere gore ayn1 konunun smifta islenmesi
durumunda 6grenmenin daha hizli gerceklesecegi belirtilmistir. Ancak 6gretmen bunu ifade
ederken eglenceli 6grenme tarafinin eksik olacagini da vurgulamistir.
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Beklendigi gibi bu bulgular hem okul dis1 6grenme ortamlarinda yapilan caligmalar
hem de egitimde oyunlastirmaya yonelik aragtirmalar tarafindan desteklenmektedir. Buna
gore Ogretmenlerin okul dis1 6grenme ortamlari Ogrenciler i¢cin motivasyon ve eglence
kaynag1 olarak bulduklarini belirten arastirma sonuglar1 da bu bulgular desteklemektedir
(Donel Akgiil ve Arabaci, 2020). Bagska bir ¢alismada ortaokul 6grencilerinin okul dis1
O0grenme alanina yaptiklar1 gezilerin eglenceli, dgretici, ilgi ¢ekici ve merak uyandiran bir
deneyim sundugu belirtilmektedir (Demirel ve Ozcan, 2020). Oyunlastirma destekli
O0grenme ortamlarinda 6grencilerin derslere daha aktif katildigini (Zsoldos-Marchis, 2020)
ve O0grencileri daha yiiksek motivasyonla derse katilmaya tesvik ettigini (Brynildsrud, 2022)
belirten arastirmalar da bu bulgulart desteklemektedir.

Ogrenciler etkinlik sirasinda bircok duyguyu ayni anda yasadiklarimi belirtmislerdir.
Hayvanlarin dogal ortamlarindaki digkilarin1 gézlemlemek ya da hayvanlarla temas ettiginde
korku duymak, oyunlastirma 6gelerinin etkisi altinda etkinligi tamamlama konusunda hirsl
olmak gibi. Bu baglamda kitaptaki gorseller aracilifiyla elde edemedikleri deneyimleri
O0grenme ortaminda sagladiklart goriilmiistir. Bu sonug, smnifta oyunlastirmanin
dezavantajlarini tartisan Hanus ve Fox'un (2015) calismasiyla uyumludur. Ciinkii onlar
sinifta zaten ilging olan bir 6grenme goérevini ddiillendirmenin motivasyona zarar verdigini
aciklamistir. Destekleyici sekilde Brynildsrud (2022), oyunlastirmanin resmi ve resmi
olmayan ortamlarda 6grenme arasinda bir koprii gérevinde oldugunu, bdylece motivasyonu
artirdigin1 belirtmistir. Bolu (2021) ve Yildirim (2020) ise, fen derslerinin okul dis1 6grenme
ortamlarinda gerceklestirilmesinin 6grencilere yasayarak, yaparak ve yasayarak 0grenme
firsat1 verdigi sonucuna ulagmiglardir.

Kubat (2018), okul disi gezilerin birinci elden deneyim avantajinin yani sira,
zahmetli yasal prosediirler ve planlama acisindan Ogretmenler agisindan dezavantajli
oldugunu belirtmektedir. Bu sonucu destekleyen arastirmamizda ogretmen okul dist
O0grenme siirecinin ¢ok iyi planlama gerektirdigini ve herhangi bir olumsuz durumda olaylar1
minimuma indirebilmenin 6nemli oldugunu vurgulamaistir.

Arastirmalara gore hayvanat bahgeleri ve planetaryumlarin en az tercih edilen okul
dis1 6grenme ortamlart oldugu bilinmektedir (Kubat, 2018). Ayrica alanyazinda video
destekli okul dis1 6grenme (Aslan ve Arslan, 2021) etkinlikleri ile karsilagilsa da QR
destekli etkilesimli video kullanimmna ve oyunlastirma O6gelerinin okul dis1 &grenme
ortamlarina entegrasyonu ile yiirlitilen uygulamali caligmalara rastlanilmamistir. Bu
arastirma sonuclarinda 6grencilerin okul dis1 6grenmeye iliskin 6n bilgilerinin yetersiz
oldugu ve 6gretmenin tecriibesinin az oldugu goriilmiistiir. Bu nedenlerle bu arastirma, okul
dis1 6grenme ortamlarinda daha az tercih edilen hayvanat bahgelerinde oyunlastirma destekli
ogrenme etkinliklerinin nasil tasarlanabilecegini gostermesi bakimindan etkilidir. Ayrica bu
aragtirma, Ogrenciler tarafindan ¢ok az bilinen okul dis1 6grenme ortamlar1 konusunda
ogrencileri bilin¢glendirmektedir.

Sonug¢

Calismada okul dis1 6grenme ortamlarindan biri olan hayvanat bahgesinde ilkokul ikinci
siif 6grencilerinin Hayat Bilgisi dersi kapsaminda “Besinler” konusunu 6grenmeleri igin
oyunlastirma destekli bir 6grenme etkinligi yiiriitilmistiir. Calisma 6gretmenler tarafindan
az bilinen hayvanat bahgesinde oyunlastirma etkinlikleri diizenlenmesi bakimindan hem
ulusal hem de uluslararas1 baglamda yenilik ve 6zgilinliikk igermektedir. Ayrica caligmanin
okul dis1 6grenme ortamlarinda teknoloji entegrasyonu ile nitelikli 6grenme tasariminin
nasil yapilabilecegi konusunda bir ornek teskil ettigi diisiiniilmektedir. Ogretmenler bu
caligmaya benzer bir siire¢ ve 6grenme etkinligi tasarlayarak farkli konularda ve ortamlarda
kalict ve eglenceli 6grenme etkinlikleri gerceklestirebilir. Bu arastirmanin alanyazinda
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Ogretmenlerin yani sira, politika yapicilar ve Ogretim tasarimcilari i¢in de ¢agin
gereksinimlerine ayak uyduran yenilik¢i 6gretim metotlar1 kullanilmasi agisindan bir rehber
olarak onemli oldugu diisiiniilmektedir.

Gelecek Calismalar icin Oneriler

Calismada tasarlanan Ogrenme etkinliginin yerel bir hayvanat bahgesi disinda da
uygulanabilmesine imkan verecek mobil temelli uygulamalar gelistirilebilir. Boylece farkli
hayvanat bahgeleri i¢in benzer bir 6grenme ortami olusturan mobil uygulama iizerinden
calisma yayginlagtirilabilir. Calismadaki etkilesimli videolarla verilen o6gretici bilgiler
benzer uygulamalarda yapay zeka, arttirllmis gergeklik gibi ileri diizey teknolojiler ile
sunularak ¢alisma gesitlendirilebilir.

Ogrencilere hayvanat bahgesinden farkli olarak baska hangi okul dis1 6grenme
ortamlarina gitmek istersiniz sorusu soruldugunda kiitiiphane, akvaryum ve orman yanitlari
alimmistir. Bu anlamda gelecek caligsmalarda yerel ve ulusal diizeyde bu ortamlara doniik
ogrenci dgrenme etkinlikleri artirilabilir. Ogretmen goriisme verilerinden elde edilen verilere
gore, 6gretmenlere okul disinda 6grenme ortamlarina yonelik ¢esitli ders ve konular iizerine
kilavuz kitaplar hazirlanmas1 gerektigi belirtilmistir. Ogretmenlerin bu sayede ¢esitli
icerikler iiretebilecegi dngodriilmektedir.

Alanyazin incelendiginde okul diginda 6grenme ortaminda oyunlastirmaya yonelik
uygulamali ¢caligmalarin yetersiz ve az oldugu sdylenebilir. Okul dis1 6grenme ortamlarinda
oyunlagtirma alanindaki 6grenme etkinliklerinin farkli yas gruplart i¢in ¢esitlendirilmesi
faydali olacaktir. Video tabanli 68renme materyallerinin okul dis1 ortamlarda daha
etkilesimli olmast 6grenme agisindan daha faydali ve motive edici olacaktir. Ayrica ileride
yapilacak calismalarda farkli hedef gruplar {izerinde benzer araglarin kullaniminin deneysel
olarak arastirilmasi literatiire katki saglayacaktir.

Etik Kurul izin Bilgisi: Bu arastirma, Usak Universitesi Sosyal ve Beseri Bilimler Bilimsel
Arastirma ve Yayin etik kurulunun 12.05.2022 tarihli ve 2022-79 sayili karart ile alinan
izinle yiiriitiilmiistiir.

Yazar Cikar Catismasi Bilgisi: Yazarlar arasinda ¢ikar ¢atismasi bulunmamaktadir.
Yazar Katkisi: Yazarlarin katkisi esit diizeydedir.

Tesekkiir: Arastirmanmin ortaya ¢ikarilmasi asamasinda 6grencilerin uygulama alanina
getirilmesi ve veli izinlerinin saglanmasinda katkida bulunan katihmcr ogretmen Ilker
Akgiil’e ve ¢alismanin 2242 Universite Ogrencileri Arastirma Projeleri Yarismast
kapsaminda hazirlanmasi nedeniyle ¢alismaya vesile olan TUBITAK 'a tesekkiir ederiz.
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Abstract

The aim of the study is to design and conduct a gamification-supported learning activity at the zoo for
primary school students and to examine its reflections on the participants. The study was conducted
with a case study. In order to determine the participants, criterion sampling was used. The criterion
was that the school administration, teachers, and parents of students were experienced in out-of-school
trips and volunteered to participate in the study. According to the criterion, the participants of the study
consisted of 19 second-grade primary school students and their teachers in Usak province of Tiirkiye.
Our data were collected through a structured interview form with the teacher and a focus group
interview form with the students. In addition, a performance test was applied as pre-test and post-test
to measure learning. Qualitative data were analyzed by content analysis and performance scores were
analyzed by Wilcoxon signed-rank test. A significant result of this study is the contribution of
gamification-supported learning activity in the zoo to keep the interest and motivation of the students
high.
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Introduction

Today, human beings need to acquire more knowledge in order to keep up with the rapidly
developing technology (Pekin & Bozdogan, 2021). In his work "Deschooling Society", Ivan
Illich argued that most of the knowledge acquired by students takes place in environments
outside of school and emphasized that life is best learned outside of school (Illich, 2006). Out-
of-school education, which can be defined as educational activities involving people, fields,
institutions, and resources outside the school, can be carried out in many environments
(Simsek & Kaymakci, 2015). In this context, out-of-school learning environments can be “real
out-of-school learning environments” such as museums, science centers, industrial institutions
and organizations, zoos, sky houses, and nature camps, as well as "digital/virtual out-of-school
learning environments" such as social media, web with educational content, web 2.0 tools,
etc. (Tirkmen, 2010).

Education and training in out-of-school learning environments should include
structured learning experiences that are planned and programmed according to the curriculum
at a certain time. For this reason, a non-hierarchical teacher-student relationship should be
carried out while taking students' individual experiences as a basis (Simsek & Kaymakei,
2015). Thus, learning activities in out-of-school learning environments encourage students by
helping each student progress in learning at his/her own pace (Melber & Abraham, 1999) and
support school education (Gerber et al., 2001). Out-of-school learning environments
contribute primarily to science and social sciences, but also to many other disciplines such as
mathematics and art (Durukan et al., 2022; Eren & Tas¢i, 2016). Thanks to the practices in
out-of-school learning environments, students gain knowledge about real life situations that
are difficult to present in schools. The practices to be carried out in these environments should
be based on free choice and interaction in a way that puts the student at the center (Falk &
Dierking, 2000).

Out-of-school learning offers students the chance to learn information that is difficult
to acquire through formal education, by observing and learning by doing (Tatar & Bagriyanik,
2012; Yavuz & Balkan Kiyici, 2012). In addition, out-of-school learning provides students
with intrinsic motivation and reinforces their interests and skills such as being interested,
curious and asking questions (Behrendt & Franklin, 2014). Learning in out-of-school learning
environments is stated as motivation-enhancing environments that increase the desire to learn
and contribute to the socialization of students (Yildirim, 2020).

Out-of-school environments have gained more and more importance in developing
students' research, discovery, classification, problem solving, using scientific methods and
critical thinking skills (Bozdogan et al., 2015). Research shows that the information gained
through out-of-school learning environments is remembered for a longer period of time
(Anderson et al., 2006). In this context, it is stated that when the achievements are associated
with the activities carried out in out-of-school learning environments that allow students to
learn in-depth, they provide cognitive and social gains, and enable the development of
individuals who have problem-solving skills, research and questioning (Bakioglu &
Karamustafaoglu, 2020). From this point of view, it is possible to say that out-of-school
learning affects the development of the student in multiple ways.

Gamification

Gamification is defined as the use of game design elements in non-game contexts (Deterding
et al., 2011). Gamification is not just a combination of mechanical components and dynamics.
A good gamification practice is one that creates products for its target audience by using
different design frameworks. Therefore, understanding gamification design frameworks and
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gamification user types has a very important place in terms of providing a more effective
gamification experience. One of the most important points to be considered is what
gamification is not.

The concepts of educational games and gamification are often confused. Educational
games consist of different types of games used for educational purposes, from board games
to electronic games, using real-life examples, designed for learners to perform different tasks
(Lamb et al., 2018). Gamification, on the other hand, is the use of the game idea in our minds
in non-game contexts. In other words, while gamification involves the transfer of game
elements to real life, educational games involve the transfer of real life to the game (Senocak,
2019). As a result, gamification in education can be considered as the transfer of the structure
designed in the forms of points, badges, levels, and experience points to the learning
environment.

Gamification in Education

Previous research shows that the use of gamification in education positively affects learning
and active engagement (Kapp; 2012). Zsoldos-Marchis (2020) concluded that gamification
used in courses provides more active and exciting student engagement than other courses that
do not use gamification. However, the importance of game components to be used for
gamification design in the educational environment is very important. Because with the
selection and use of game components in accordance with the educational environment, socio-
emotional skills, as well as attention and interest in education are developed (Kapp, 2012;
Xezonaki, 2022). Hanus and Fox (2015) discussed the disadvantages of gamification in the
classroom in contrast to the studies revealing this positive effect. In their study, it was
concluded that rewarding a task that is already interesting to students decreases their
motivation to do this task.

Although there are few studies in the literature that incorporate gamification into out-
of-school learning environments, Brynildsrud (2022) examined the effects of a mobile
application that includes gamification elements in an out-of-school learning environment.
According to the results of this study, it was emphasized that the learning environment plays
an important role when investigating the effectiveness of gamification-supported mobile
learning. It also showed that gamification is motivating out-of-school learning by bridging the
gap between formal and informal learning environments.

In studies on out-of-school learning environments conducted in education, museum
trips, nature activities and activities in playgrounds are more preferred, while aquariums,
botanical gardens and zoos have been examined less (Lagin Simsek, 2011). Studies show that
teachers do not have sufficient knowledge about how to associate field trips related to out-of-
school learning environments with the subjects in the course and the methods and techniques
that can be used and that they need to be supported (Demir & Cetin, 2022; Lacin Simsek &
Oztuna Kaplan, 2022). At this point, there is a need for research to develop virtual and mobile
applications that will practically support teachers about the 21st century skills emphasized in
the 2023 vision document and also to design gamification-based applications according to age
level (Hamarat & Arkan, 2018). For these reasons, this study aimed to design and conduct a
gamification-supported learning activity for primary school students at the zoo and to examine
its reflections on the participants. In line with this purpose, it is thought that the study will
raise awareness among teachers and students about the application of gamification activities
in the context of out-of-school learning environments and support the few studies in the
literature on this subject.
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Method

In the study, a gamification-supported out-of-school learning activity specific to a local zoo
was developed. Afterward, it was aimed to implement this activity with a small group of
participants and examine it in depth. For this reason, the case study, one of the qualitative
research methods, was used in the study. Case studies can be conducted in studies in which a
limited situation, system, activity, event or process is applied with small groups or individuals
and examined and described in-depth (Merriam, 2013). Yin (2018) states that the key role of
a case study is to define the boundaries of the situation under investigation. For example, if a
situation is a school, other schools are not part of this situation. In this context, the current
research is limited to the gamification activity developed specifically for the zoo in Usak
province. Due to the fact that the gamification-supported learning activity developed through
the animals in the zoo was carried out with small groups and the results were diversified and
examined in depth in terms of both data sources and data types, a case study was used in the
research. All processes of the research conducted were approved by the decision of Usak
University Social and Human Sciences Scientific Research and Publication Ethics Committee
dated 12.05.2022 and numbered 2022-79.

Participants

Criterion sampling, one of the purposive sampling methods, was used to determine the
participants. The criterion sample is the study of all situations that meet a set of criteria
determined by the researcher before the activity. In addition, the researchers can also benefit
from previously prepared criteria (Merriam, 2013). Due to the nature of the study, the
participants were required to implement the excursion plan in an out-of-school environment.
However, according to the findings obtained from the studies, it can be difficult to motivate
teachers for such educational activities due to limited school funds, insufficient time, intensive
education programs, standardized tests, student behavior, and safety concerns (Ates & Lane,
2020). For this reason, in order to determine the participants in the study, the criterion that the
school administration, the classroom teacher, and the parents of the participating students have
similar experiences and volunteerism in the school trip to the zoo, which is an out-of-school
learning environment, was applied. 19 students (10 girls and 9 boys) from the second grade
studying in one of the state primary schools in the center of Usak province and the classroom
teacher constituted the participants of the study. Two of the students were foreign nationals
and could speak Turkish. The classroom teacher, on the other hand, has been working at the
school for an average of 6 years and has many previous field trip experiences. In order to
organize the field trip and conduct the study, the necessary permissions were obtained from
both the ethics committee and the Ministry of National Education, and the parents of the
participating students were informed and their consent was obtained.

Data Collection Tools

In a case study, different types of data, quantitative and qualitative, can be collected from
different data sources (Schoch, 2020). In the study, qualitative data were collected to obtain
students' and teachers' views on learning performance and motivation. For qualitative data,
focus group interviews with students and individual interviews with the teacher were
conducted. In these interviews, a focus group interview form was prepared for the students
and a structured interview form was prepared for the teacher.

The structured interview form was prepared by the researchers and applied after the
learning activity at the zoo. Both the student and teacher interview forms consisted of five
questions each. For the content and face validity of the questions in both forms, the opinions
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of two different experts who completed their doctorate degrees in the field of Computer and
Instructional Technologies were obtained.

For the quantitative data supporting the qualitative data, a performance sheet was used
to understand the difference between students' learning performance before and after the
learning activity. In the performance sheet prepared using the grouping technique, the students
were asked to group the eight animals in the zoo according to their nutritional status (Figure

1.

Figure 1
Performance Test

Asagida gorselleri verilen hayvanlardan, Ad ve Soyad:
1. etcil olanlari kare icine alimz. Numara:

2. otgul olanlan iiggen icine aliniz.

3. hem etgil hem otgul olanlar daire igine almiz.

Procedure

In the study, a learning activity was carried out with second-grade students studying in one of
the state primary schools in the center of Usak province in the spring semester of 2021-2022
within the scope of the Life Science course on the subject of Foods upon the recommendation
of the participating classroom teacher. The researchers organized a school trip to the Zoo in
the Akse Camlig1 recreation area of Usak for participants. In the activity, participants learned
about the dietary characteristics of animals, "Groups animals according to carnivorous,
herbivorous and both carnivorous and herbivorous nutritional characteristics", as learning
outcomes in Zoo. Participating teachers and students were taken to the zoo by the school bus.
The data collection process carried out is given in Table 1.

Table 1

Data Collection Process

Participants Pretest Trip to the Zoo Posttest Interview
19 primary school Performance Learning Activity Performance  Focus
second grade Test Based on Gamification Test groups

(10 girls, 9 boys)

Teacher Individual

As can be seen in Table 1, before the trip, the students filled out the performance test
in the Zoo for a pre-test. After the trip, the pre-test was repeated as a post-test. At the end of
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the learning activity, focus group interviews were conducted with the teams, and individual
interviews were conducted with the classroom teacher.

Environmental Features of the Zoo

The zoo is located in Usak Province Akse Camligi Recreation Area. There is a walking
distance between the zoo entrance and the recreation area. There are also seating and
playgrounds in the area. In this sense, the surroundings of the zoo have sufficient seating areas
for the students to complete the data collection processes before and after the application. The
700 houses 12 different kinds of animals in two different compartments. To facilitate student
follow-up during the application, the section that houses the most animals in the zoo was used.
For this reason, a gamification-based learning activity was designed on 8 animal species in
the application.

Learning Activity Features Based On Gamification

In the study, students participated in a learning activity in the zoo, which is one of the out-of-
school learning environments, using badges, teams and task completion as gamification
elements. In this activity, students tried to complete a task in a game called "Let's Find Our
Friend!". In the game setup, students had to visit each of the other animals in the zoo to find
out who owns the empty cage.

Students are randomly divided into four equal groups. At the entrance of the zoo, each
team rotated the first sightseeing animal wheel created by the researchers using the Word Wall
tool to find out which animal they would visit first
(https://wordwall.net/tr/resource/32266144/2242). For example, the team that hit a camel
animal on the turning wheel first visited the camel and they were given a blue envelope as a
team. Thus, team names were determined as blue, yellow, red, and green. Another purpose of
the wheel is to prevent teams from being in the same areas in the field trip. After the teams
started the trip, they scanned QR codes according to their team colors in the cages they visited
(Figure 2 and Figure 3).

Figure 2 Figure 3
Reading OR Code Watching the Interactive Video

The teams watched a video in which a puppet provides some information on the type
of diet of the animal currently being visited. The video also shows the puppet giving them a
key letter and hints about the next animal the group should visit. Here is an example of the
puppet's spoken dialog dubbed in the videos:


https://wordwall.net/tr/resource/32266144/2242

272 Orhan Ozen et al. / Pamukkale University Journal of Education, 59, 266-283. 2023

Hello friends, the first friend you will meet today is a camel, as you can see in front of you. Come on,
let me introduce you to the camel. Camels have a long neck, but their body is curved. They love to live
in warm places. Thanks to the fat they store in their bodies, they can live in hot places for a long time
without feeding. They like to eat green plants. Because they're herbivores. By the way, the key sound
my camel friend would like to give you is the ‘U sound’. He also wants to give you information about
his friend to whom you should go next. He tells you that “my friend you should visit next has horns and
you can often see them in the villages”. I think that's enough hints. Nice to meet you. See you later!

First, animal-specific speech texts were prepared by the researchers. Then, the
dialogues were vocalized in the form of a puppet show and videos were shot. Each video was
edited as an interactive video by using the H5P digital tool, the outputs received as html files
were uploaded to a server, and QR codes in team colors were created for the relevant links.
In total, 32 interactive videos and QR code outputs were prepared for eight animals and four
teams. Two examples of screenshots of one of the interactive videos are given in Figure 4 and
Figure 5.

Figure 4 Figure 5
The question in the Interactive Video Key Letter in the Interactive Video

T | Kirmizi kegi

Videoda bahsedilen ince bacakll gtzel gozlu arkadasimiz
kim haydi onu ziyaret edin.

Baglantiyi ...

Hau HARF! RAYDET!

O Deve

O Ceylan

& Kontrol et

y | 3 YouTube

The teams must find the code of GIRAFFE with the key letters they collect at the end
of the visit of the animals. For this reason, while teams received key letters from some animals
through videos, they did not receive any key letters from others. For this reason, they received
key letters from six of the videos they watched, but not from two. The purpose of this is to ensure that
the teams visit all the animals and get information about their feeding types. A coding sheet and a
team-colored envelope were prepared for each team. Teams recorded which letter came from which
animal on the coding sheet in a scrambled manner and tried to guess the coded animal. The coding
sheet is given in Figure 6.

Figure 6
Coding Paper

Geziniz sirasinda size bir anahtar harf veren hayvanin altindaki daire i¢ine, buldugunuz harfi

yazinz. Yazdiginiz harflerden olusan yeni hayvanin kim oldugunu tahmin ediniz.
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Teams that found the coded animal through the coding sheets put their guesses in a
box in a team-colored envelope. Teams were assigned badges according to the accuracy of
their guesses and the time taken to complete the activity (Figure 7).

Figure 7
Assigned Badges

In order to increase student motivation and prevent competition, these badges were
created using the most preferred animals from the answers given by the students. For that, the
students were asked which animals they liked the most before the school trip. Accordingly,
the team that finished first received the giraffe badge, while the team that made a lot of effort
to complete the activity received the cat badge, the team that acted physically strong received
the lion badge, and the team that was determined to complete the activity and was loyal to the
rules received the dog badge.

Data Analysis

Content analysis was carried out on the focus group interview data obtained from the students.
In content analysis, data take place in specific symbols and through specific channels for a
specific purpose and is a bridge between the source of information and its symbolic form. In
that sense, data has a feature that represents the real world with symbols (Aziz, 1994:122).
The main stages of content analysis conducted on data collected through interviews,
observations and documents are coding; accessing codes, categories and themes; organizing
codes, categories and themes; defining and interpreting findings (Miles & Huberman, 1994).

In order to prepare the data for analysis before the coding phase, the audio recordings
recorded during the interviews with the participants were listened to and transcribed by two
different researchers. The total duration of the audio recordings was 30 minutes. The data
were expressed with codes that have the same meaning. Miles and Huberman (1994) state that
coding involves three different types. Accordingly, coding according to predetermined
concepts, coding according to concepts extracted from the data, or coding according to the
general framework of the research problem can be selected. In this study, codes were created
from the transcribed data according to the second type of coding method. Then, these codes
were checked a second time on Microsoft Excel and categories and themes were determined.
At this stage, in order to explain the codes discovered in the first stage at a more general level,
they were grouped under categories and themes were formed. Although coding was carried
out by two different researchers, all researchers acted together in the stages of determining the
themes.
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In the content analysis steps, in order to show which participant was under the theme
and code related to which quote, the codes and themes accessed were organized in Excel
environment with quotations from the participants' opinions. At this stage, the main purpose
of the researchers is to present the raw quotations to the reader, away from their opinions or
interpretations (Simsek & Yildirim, 2011). For the presentation of the findings, the quotations
from the student interview data were coded as TeamNoStudentNo (T1ST1), and those
obtained from the teacher were coded as (TEACH).

Finally, for the analysis of the pre-test and post-test scores obtained from the
performance sheet collected to support the interview data, the Wilcoxon signed-rank test, one
of the non-parametric tests, was applied since the data were less than 30.

Validity and Reliability

To ensure the validity and reliability of the themes and codes reached in the research, various
methods were utilized. At the end of the activity, the data collected from the students and
teachers were coded separately by three different researchers, and common themes were
decided by comparing the codes. In the present study, both data source and data type were
varied (Patton, 1990; 1987), and findings that supported each other were emphasized. In order
to increase the reproducibility of the process by different researchers, the whole process was
explained to the readers in detail. The report was enriched with direct quotations and visuals
from the implementation environment to increase credibility. In addition, the codes were
clearly and unambiguously stated. By providing these qualities, the validity and reliability of
the study were tried to be increased.

Findings
Findings Obtained from Focus Group Interviews

As aresult of the research, four themes were reached from the focus group interview data with
the students. The first theme is pre-knowledge of “environments of out-of-school learning”,
the second theme is feelings/experiences during the learning activity, the third theme is the
differences between learning in the class and the zoo, and finally, the last theme is out of
school learning places except for the zoo.

The First Theme: Pre-Knowledge of "Environments of Out-Of-School Learning'': During
the focus group interviews, within the scope of this theme, students were asked in teams what
comes to their mind first when they think of out-of-school learning environments. Thus, it was
aimed to obtain their prior knowledge about the concept. Six codes were extracted from the
responses of the teams and direct quotations related to the codes are given in Table 2.

Table 2
Codes and Quotations in the Theme 1

Codes Quotations

Tutoring For example, my older sister goes to tutoring [T2 2].
School Recess is about school [T3 1].

Library For example, libraries or places such as bazaars [T1 1]
Horse farm We can go to a horse farm, or forest [T1 2]

Forest We can go on a tour, library, or forest trip [T1 3].

Distance Education You know, there are video lectures in lessons like this [T4_2]
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According to Table 2, when the students think about out-of-school learning
environments, According to Table 2, when students think of out-of-school learning
environments, they stated that the following expressions come to mind: classroom, school,
library, horse farm, forest trip and distance education. When the responses were analyzed, it
was seen that the students' pre-knowledge about out-of-school learning environments was not
high. Therefore, thanks to this study, students' awareness of out-of-school learning
environments increased.

Theme 2: Emotions/Experiences: During the focus group interviews, within the scope of the
second theme, students were asked in teams what they felt during this activity. Six codes were
extracted from the responses of the teams and direct quotations related to the codes are given
in Table 3.

Table 3
Codes and Quotations in the Theme 2

Codes Quotations

Enjoying 1 enjoyed it. I learned the names of all animals [T2 1].
Happiness/Excitement [ felt very happy and excited [T4 2].

Keep going No, I didn't want to leave the event. I always wanted to keep going

[T403].

Yes, we learned new information about animals. We learned about
Getting new herbivores, and we learned about carnivores. We learned about both
information herbivores and carnivores [T2 _1].

1 didn't know duck was carnivorous [T2 1].
Ambition I felt ambitious. Because we wanted to finish at first [T302].
Fear There was one ostrich, and I was afraid it would food me [T32].

According to Table 3, it was observed that students experienced various emotions such
as fun, happiness and excitement, ambition and fear at the same time during the learning
activity conducted in the zoo. In addition, students also stated that they experience gaining
new information while experiencing multiple emotions together. For these reasons, it is
thought that the learning activity carried out in the research allows one to acquire knowledge
by stimulating multiple emotions.

Theme 3: Differences from Learning in the Class: During the focus group interviews, within
the scope of this theme, the students were asked what would differ if they had studied the topic
of foods in the Life Sciences lesson in the class instead of in the zoo. Four codes were extracted
from the responses of the teams, and direct quotations from the codes are given in Table 4.

Table 4
Codes and Quotations in the Theme 3

Codes Quotations

1t would not be possible for both seeing and touching

Getting real experiences animals to be so real. The zoo is fine [T4_4]
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For example, they don't show animals as true in books, we
came here and saw animals real and understood how they
were fed. [T1 4]

Seeing in the natural place  The zoo is good, we wouldn't see their droppings [T4_2]

If we had covered this topic in class, I would have been upset

because I wouldn't have been able to see the animals. That's
Getting upset how we perceived it better. When we saw animals, we

perceived them better with phones. [T2 2]

1 wish we had done it at the zoo [T2 3]

If we had learned this lesson in class, [ would have been

Feeling angry angry with my teacher [T3 1]

According to Table 4, when the students compared the learning in the zoo and the
classroom, they stated that they had the opportunity to gain real experience and see the animals
in their natural environment thanks to the activity applied in the zoo. At the same time, the
students also stated that they would feel sadness and anger if this learning activity was carried
out in the class. For these reasons, it was seen that the students preferred to carry out similar
learning activities in the zoo instead of in the classroom.

Theme 4: Different Qut-of-School Places: During the focus group interviews, students were
asked within the scope of this theme, what other learning environments they would like to go
to, such as the zoo where we held the activity. Three codes were extracted from the responses
and the codes with quotations are given in Table 5.

Table 5
Codes and Quotations in Theme 4

Codes Quotations

Library Library, I would like to go to the library too [T1 3].

For example, it could be an aquarium. There was a shy crocodile, they
were handing the meat to him like this, when he jumped, he would go
Aquarium up in the water and wet everyone. I would like to go there [T2 2].

We can see it while walking in the forests. For example, gazelle baby,
and giraffe baby [T4 2].
Forest Insects, we would like to go to the wild animal forest [T4 3].

According to Table 5, when the students were asked about new places that could be
included in their out-of-school learning environments, the answers were library, aquarium,
and forest. Considering the small number of responses, it is understood that students have the
desire to learn in learning environments other than zoos in the future, but practical examples
should be increased in this regard.

Findings Obtained from Teacher Interview

The four themes and nine codes with quotations obtained from the teacher's views on learning
activity are given in Table 6.
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Table 6
Themes, Codes, and Quotations Obtained from the Teacher
Themes Codes Quotations [TEACH]

. Museums Our previous excursions to out-of-school learning
Previous . . o
experiences environments were only visiting museums and historical

p Historical places sites. This included only the social studies course and

historical subjects.
Learning by doing  They see directly what we teach on the board at school.
Advantages Internalize They internalize the subject more through learning by
doing.
If we had covered this issue in class, we would only have
Length of learning been able to get it dQne faster. Education in out-of-

. activit school learning environments may take longer than
Difference Y learning in the classroom, but the advantages are much
from more than the disadvantages
learning in
class The most important difference between the activity in the

Enjoying from it zoo and the classroom environment was that the students
enjoyed this activity and saw that they could learn
something outside of school.

Teachers cannot do everything alone. For this reason, it

Guidebooks for shoiuld create guldebogks prepared with activities abgut

teachers which lessons and which subjects can be taught outside
of school for teachers. Teachers can also produce good
content for their students with this guide.
Suggestions Out-of-school learning environments should be planned

Be planning very w.el.l‘ T he teacher Sﬁould plan the process very well
and minimize the negative events that may happen to
him.

Applicable Thanks to a good out-of-school learning plan, the

activity becomes feasible for both students and teachers.

As seen in Table 6, the first theme obtained from the teacher is past experiences
consisting only of museums and historical places. Therefore, it can be said that the study
brought different out-of-school learning environments to the teacher’s experience. When the
advantages of the activity as the second theme were taken into consideration, it was also stated
by the teacher that the students internalized the information through learning by doing and
that they gained the subjects explained on the board at school through their own experiences.
In the third theme as differences from classroom learning, the teacher mentioned that the
relevant subject would be explained in a shorter time in the classroom environment. However,
he stated that the students had more fun while learning the subject in the zoo.

In the last theme suggestion, the teacher emphasized the need to create an exemplary
guidebook in which other teachers can produce a variety of content for different courses and
subjects in out-of-school learning environments. The teacher also stated that teachers should
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plan the out-of-school learning process very well and that good planning would lead to
feasible work.

To summarize, when teacher opinions are considered, it can be said that students
enjoyed the gamified learning activity and internalized the information by learning by doing
and experiencing. It was also concluded that a guidebook should be created for teachers and
good planning should be made.

Findings from the Performance Sheet

In the study, a test was applied as a pre-test and post-test in order to understand the students'
performance on nutrients before and after the learning activity. According to the results of the
Wilcoxon signed-rank test on this test, the post-test scores of the students were found
statistically significant. Table 7 shows the values related to the results.

Table 7
Wilcoxon Signed Ranks Test Results
Tests n Mean Sd V4 p
Pre-test 19 57.2368 22.171

-3.54 0.00*
Post-test 19 84.2105 13.071

According to Table 7, the students who participated in the learning activity showed a
higher difference in the post-test performance sheet on the subject of "Nutrients". In this sense,
it can be said that the students realized learning at the end of the activity. This finding supports
the qualitative data collected from the students.

Discussion

An mmportant result that emerged in this study is the contribution of the gamification-
supported learning activity in the zoo to keep students' interest and motivation high. At this
point, the opinions of the participant teacher also support this result, and it was concluded that
learning in this way is more internalized and entertaining than learning in the classroom.

When the emotions and experiences of the students during the gamification-supported
activity were examined, it was concluded that they generally had fun, were happy, never bored
and nervous during the activity. In addition, there are statements indicating that the students
acquired new knowledge about the learning activity outcomes. Looking at the performance
test scores before and after the activity supporting these statements, it was seen that the
students performed statistically well at the end of the activity. On the other hand, according
to the data obtained from the teacher's opinion, it was stated that learning would take place
faster if the same subject was taught in the classroom. However, while expressing this, the
teacher also underlined that the fun learning aspect would be missing.

As expected, these findings are supported both by studies conducted in out-of-school
learning environments and by research on gamification in education. Accordingly, research
results indicating that teachers find out-of-school learning environments as a source of
motivation and entertainment for students also support these findings (Donel Akgiil &
Arabaci, 2020). In another study, it is stated that secondary school students' trips to the out-
of-school learning area offer a fun, instructive, engaging and intriguing experience (Demirel
& Ozcan, 2020). These findings are also supported by studies indicating that in gamification-
supported learning environments, students participate more actively in lessons (Zsoldos-
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Marchis, 2020) and encourage students to participate with higher motivation (Brynildsrud,
2022).

The students stated that during the activity they experienced many emotions at the
same time such as observing the animal droppings in their natural habitat or feeling fear when
in contact with animals, being ambitious to complete the activity under the influence of
gamification elements. In this context, it was observed that they provided experiences in the
learning environment that they could not obtain through visuals in the book. This result is in
line with the study of Hanus and Fox (2015) who discuss the disadvantages of gamification
in the classroom. Because they explained that rewarding an already interesting learning task
in the classroom harms motivation. Supportingly, Brynildsrud (2022) stated that gamification
acts as a bridge between learning in formal and informal settings, thus increasing motivation.
On the other hand, Bolu (2021) and Yildirim (2020) concluded that the realization of science
lessons in out-of-school learning environments gives students the opportunity to learn by
living, doing and experiencing.

Kubat (2018) notes that out-of-school trips are not only advantageous in terms of first-
hand experience but also disadvantageous for teachers in terms of laborious legal procedures
and planning. Supporting this conclusion, in our study, the teacher emphasized that the out-
of-school learning process requires very good planning and that it is important to minimize
incidents in any negative situation.

According to research, it is known that zoos and planetariums are the least preferred
out-of-school learning environments (Kubat, 2018). In addition, although video-assisted out-
of-school learning activities (Aslan & Arslan, 2021) are encountered in the literature here are
no applied studies conducted with the use of QR-supported interactive videos and the
integration of gamification elements into out-of-school learning environments. In the results
of this research, it was seen that the student's prior knowledge about out-of-school learning
was insufficient and the teacher's experience was low. For these reasons, this research is
effective in terms of showing how gamification-supported learning activities can be designed
in zoos, which are less preferred in out-of-school learning environments. In addition, this
research raises students' awareness about out-of-school learning environments that are little
known by students.

Conclusion

The study includes innovation and originality in both national and international contexts in
terms of organizing gamification activities in the zoo, which is little known by the teachers.
In addition, it is thought that the study sets an example of how to design quality learning with
technology integration in out-of-school learning environments. By designing a process and
learning activity similar to this study, teachers can carry out permanent and enjoyable learning
activities in different subjects and environments. It is thought that this research is important
in the literature as a guide for policymakers and instructional designers, as well as teachers, in
terms of using innovative teaching methods that keep up with the needs of the age.

In the study, a gamification-supported learning activity was carried out in the zoo,
which is one of the out-of-school learning environments, for primary school second-grade
students to learn the subject of "Nutrients" within the scope of the Life Science course. The
study contains innovation and originality both nationally and internationally in terms of
organizing gamification activities in the zoo, which is little known by teachers. In addition, it
is thought that the study is an example of how qualified learning design can be done with
technology integration in out-of-school learning environments. Teachers can design a process
and learning activity similar to this study and realize permanent and fun learning activities in
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different subjects and environments. It is thought that this research is important as a guide for
policymakers and instructional designers as well as teachers in terms of using innovative
teaching methods that keep up with the needs of the age.

Suggestions for Future Studies

Mobile-based applications can be developed that will allow the learning activity designed in
the study to be implemented outside of a local zoo. Thus, the study can be expanded through
the mobile application, which creates a similar learning environment for different zoos. The
study can be diversified by presenting the instructive information given with the interactive
videos in the study with advanced technologies such as artificial intelligence and augmented
reality in similar applications.

When the students were asked which other out-of-school learning environments they
would like to visit other than the zoo, the responses were library, aquarium and forest. In this
sense, student learning activities for these environments at local and national level can be
increased in future studies. According to the data obtained from the teacher interview data, it
was stated that teachers should prepare guidebooks on various courses and subjects for out-
of-school learning environments. It is foreseen that teachers can produce various contents in
this way.

When the literature is examined, it can be said that applied studies on gamification in
out-of-school learning environments are insufficient and few. It would be useful to diversify
the learning activities in the field of gamification in out-of-school learning environments for
different age groups. Video-based learning materials that are more interactive in out-of-school
environments will be more useful and motivating for learning. In addition, experimental
research on the use of similar tools on different target groups in future studies will contribute
to the literature.

Ethics Committee Approval: This research was conducted with the permission of the
Scientific Research and Publication Ethics Committee of Usak University ethics committee
dated 12.05.2022 the issue number is2022-79.

Conflict of Interest: There is no conflict of interest in the study.

Contributions of Authors: The authors contributed equally to all parts of the study.

References

Anderson, D., Kisiel, J. & Storksdieck, M. (2006). Understanding teachers' perspectives on
field trips: Discovering common ground in three countries. Curator: The Museum
Journal, 49(3), 365-386. https://doi.org/10.1111/].2151-6952.2006.tb00229.x

Aslan, A. & Arslan, S. (2021). Video destekli okul dis1 6grenme etkinlikleri: “fiziksel ve
kimyasal degisimler” konusu 6rnegi. Egitim ve Bilim, 3(1), 283-302.

Ates, A. & Lane, J. F. (2020). Analysing school-museum relations to improve partnerships
for learning: A case study. Education and Science, 45(201), 231-246.
https://doi.org/10.15390/EB.2019.8017

Aziz, A. (2010). Sosyal bilimlerde arastirma yéntemleri ve teknikleri. Ankara: Nobel
Yayinlar.

Bakioglu, B. & Karamustafaoglu, O. (2020). Okul dis1 6grenme ortamlarinin 6gretim
siirecinde kullanimma yénelik 6grenci goriisleri. Informal Ortamlarda Arastirmalar
Dergisi, 5(1), 80-94. https://dergipark.org.tr/en/download/article-file/1207527



https://doi.org/10.1111/j.2151-6952.2006.tb00229.x
https://doi.org/10.15390/EB.2019.8017
https://dergipark.org.tr/en/download/article-file/1207527

Orhan Ozen et al. / Pamukkale University Journal of Education, 59, 266-283. 2023 281

Behrendt, M. & Franklin, T. (2014). A review of research on school field trips and their value
in education. International Journal of Environmental and Science Education, 9(3),
235-245. https://doi.org/10.12973/ijese.2014.213a

Bolu, A. (2021). Okul disi 6grenme ortamlarimin fen egitimine katkisina yonelik yonetici ve
ogretmen goriisleri. (Doktora Tezi). Pamukkale Universitesi.

Bozdogan, A. E., Okur, A. & Kasap, G. (2015). Planl bir alan gezisi i¢in 6rnek uygulama:
Bir fabrika gezisi. Karadeniz  Sosyal Bilimler Dergisi, 7(02), 1-12.
https://dergipark.org.tr/en/download/article-file/149860

Brynildsrud, H. (2022). Using gamification elements in an app to motivate children to learn
science in an informal setting (Master's thesis, NTNU).

Demir, E. & Cetin, F. (2022). Teachers’ self-efficacy beliefs regarding out-of-school learning
activities. International Journal of Curriculum and Instructional Studies, 12(1), 147-
166. https://doi.org/10.31704/ijocis.2022.007

Demirel, R. & Ozcan, H. (2020). Ortaokul 6grencileri ile bir okul dis1 6grenme ortamina alan
gezisi: Tropikal kelebek bahgesi drnegi. Informal Ortamlarda Arastirmalar Dergisi,
5(2), 120-144. https://dergipark.org.tr/en/download/article-file/1027195

Deterding, S., Dixon, D., Khaled, R., & Nacke, L. (2011, September). From game design
elements to gamefulness: defining" gamification". In Proceedings of the 15th
international academic MindTrek conference: Envisioning future media environments
(pp. 9-15).

Donel Akgiil, G. & Arabaci, S. (2020). Okul dis1 6grenme ortamlarina yonelik fen bilgisi
ogretmenlerinin gorisleri. Uluslararasi Egitim Arastirmacilart Dergisi, 3(2),276-291.
https://dergipark.org.tr/en/download/article-file/1097386

Durukan, U. G., Aslan, A. & Bozdogan, A. E. (2022). Reflections from an out-of-school
learning course: the development of pre-service science teachers. Participatory
Educational Research, 9(4), 422-444. https://doi.org/10.17275/per.22.98.9.4

Erten, Z. & Tasci, G. (2016). Fen bilgisi dersine yonelik okul dis1 6grenme ortamlari
etkinliklerinin gelistirilmesi ve Ogrencilerin bilimsel silire¢ becerilerine etkisinin
degerlendirilmesi. Erzincan Universitesi Egitim Fakiiltesi Dergisi, 18(2), 638-657.
https://doi.org/10.17556/jef.41328

Falk, J. H. & Dierking, L.D. (2000). Learning from museums: Visitor experiences and the
making of meaning. Walnut Creek, CA: AltaMira Press.

Gerber, B. L., Cavallo, A. M. & Marek, E. A. (2001). Relationships among informal learning
environments, teaching procedures, and scientific reasoning ability. International
Journal of Science Education, 23(5), 535-549.
https://doi.org/10.1080/09500690116971

Hamarat, E. & Arkan, A. (2018). 2023 Egitim Vizyon Belgesi’nde gelecek becerileri. Seta
Perspektif, 222, 1-7. https://setav.org/assets/uploads/2018/12/222.pdf

Hanus, M. D., & Fox, J. (2015). Assessing the effects of gamification in the classroom: A
longitudinal study on intrinsic motivation, social comparison, satisfaction, effort, and
academic  performance. Computers &  Education, 80, 152-161.
https://doi.org/10.1016/j.compedu.2014.08.019

Ilich, 1. (2006). Okulsuz toplum. C. Oner (Cev.). Istanbul: Oda Yayinlar:.

Kapp, K. M. (2012). The gamification of learning and instruction: game-based methods and
strategies  for  training  and  education. John  Wiley &  Sons.
https://doi.org/10.1145/2207270.2211316

Kubat, U. (2018). Okul dis1 6grenme ortamlar1 hakkinda fen bilgisi 6gretmen adaylarinin
goriisleri. Mehmet Akif Ersoy Universitesi Egitim Fakiiltesi Dergisi, (48), 111-135.
https://doi.org/10.21764/maeuefd.429575



https://doi.org/10.12973/ijese.2014.213a
https://dergipark.org.tr/en/download/article-file/149860
https://doi.org/10.31704/ijocis.2022.007
https://dergipark.org.tr/en/download/article-file/1027195
https://dergipark.org.tr/en/download/article-file/1097386
https://doi.org/10.17275/per.22.98.9.4
https://doi.org/10.17556/jef.41328
https://doi.org/10.1080/09500690116971
https://setav.org/assets/uploads/2018/12/222.pdf
https://doi.org/10.1016/j.compedu.2014.08.019
https://doi.org/10.1145/2207270.2211316
https://doi.org/10.21764/maeuefd.429575

282 Orhan Ozen et al. / Pamukkale University Journal of Education, 59, 266-283. 2023

Kiiciik, A. & Yildirim, N. (2021). Okul dis1 6grenme ortamlarinda islenen insan ve gevre
{initesinin akademik basari {izerindeki etkisi. Fen Bilimleri Ogretimi Dergisi, 9(2),
205-264 .https://dergipark.org.tr/en/download/article-file/258 1399

Lagin Simsek, C. (2011). Fen ve teknoloji dersi 6gretim programi ve ders kitaplarindaki ¢evre
konularmin etik ve estetik degerler acisindan incelenmesi. Kuram ve Uygulamada
Egitim Bilimleri, 11(4),2239-2257. https://hdl.handle.net/20.500.12619/73240

Lagin Simsek, C. & Oztuna Kaplan, A. (2022). A study on improving the awareness of science
teachers about out-of-school learning. Participatory Educational Research, 9(4), 250-
269. https://doi.org/10.17275/per.22.89.9.4

Lamb, R. L., Annetta, L., Firestone, J., & Etopio, E. (2018). A meta-analysis with examination
of moderators of student cognition, affect, and learning outcomes while using serious
educational games, serious games, and simulations. Computers in Human Behavior,
80, 158-167. https://doi.org/10.1016/].chb.2017.10.040

Melber, L. M. & Abraham, L. M. (1999). Beyond the classroom: Linking with informal

education. Science Activities, 36(1), 3.
https://www.tandfonline.com/doi/pdf/10.1080/00368129909601027 ?need A ccess=tru
e

Merriam, S. B. (2013). Nitel arastirma: Desen ve uygulama igin bir rehber (3. Basim).
Cevirmen: Turan, S.). Ankara: Nobel akademik yayincilik.

Miles, M. B. & Huberman, A. M. (1994). Qualitative data analysis: An expanded sourcebook.
New York: Sage Publications, Inc.

Patton, Q. M. (1987). How to use qualitative methods in evaluation, London: Sage
Publication.

Patton, Q. M. (1990). Qualitative evaluation and research methods (2nd ed.), London: Sage
Publication.

Pekin, M. & Bozdogan, A. E. (2021). Ortaokul 6gretmenlerinin okul dis1 ¢evrelere gezi
diizenlemeye iliskin 6z yeterliklerinin farkli degiskenler agisindan incelenmesi: Tokat
ili ornegi. Uluslararas: Tiirk Egitim Bilimleri Dergisi, 2021(17), 114-133.
https://doi.org/10.46778/goputeb.956719

Schoch, K. (2020). Case study research. Research design and methods: An applied guide for
the scholar-practitioner. 245-258. SAGE Publications.

Senocak, D. (2020). Oyunlastirma, oyuncu tiirleri ve oyunlastirma tasarim gergeveleri.
Agikégretim  Uygulamalar:t ve Arastirmalart Dergisi (AUAd), 6 (1), 78-96.
https://dergipark.org.tr/en/download/article-file/1179743

Simsek, A. & Kaymakei, S. (2015). Okul dis1 sosyal bilgiler 6gretiminin amaci ve kapsama.
A. Simsek ve S. Kaymakci (Eds.). Okul Dis1 Sosyal Bilgiler Ogretimi i¢inde. Ankara:
Pegem A Yaymcilik.

Simsek, H. & Yildirim, A. (2011). Sosyal bilimlerde nitel arastirma yontemleri. Ankara:
Seckin Yaymecilik.

Tatar, N. & Bagniyanik, K. E. (2012). Fen ve teknoloji dersi 6gretmenlerinin okul dis1 egitime
yonelik goriisleri. Ilkégretim Online, 11(4), 883-896.
https://dergipark.org.tr/en/download/article-file/90533

Tiirkmen, H. (2010). Informal (smif-dis1) fen bilgisi egitimine tarihsel bakis ve egitimimize
entegrasyonu. Cukurova Universitesi Egitim Fakiiltesi Dergisi, 3(39), 46-59.

Xezonaki, A. (2022). Gamification in preschool science education. Advances in Mobile
Learning Educational Research, 2(2), 308-320.

Yavuz, M. & Balkan Kiyici, F. (2012). Hayvanat bahgelerinin fen 6gretiminde kullanimina
iliskin 6grenci goriisleri. Sakarya Universitesi Egitim Fakiiltesi Dergisi, 24(24), 134-
156. https://dergipark.org.tr/en/download/article-file/115659



https://hdl.handle.net/20.500.12619/73240
https://doi.org/10.17275/per.22.89.9.4
https://doi.org/10.1016/j.chb.2017.10.040
https://www.tandfonline.com/doi/pdf/10.1080/00368129909601027?needAccess=true
https://www.tandfonline.com/doi/pdf/10.1080/00368129909601027?needAccess=true
https://doi.org/10.46778/goputeb.956719
https://dergipark.org.tr/en/download/article-file/1179743
https://dergipark.org.tr/en/download/article-file/90533
https://dergipark.org.tr/en/download/article-file/115659

Orhan Ozen et al. / Pamukkale University Journal of Education, 59, 266-283. 2023 283

Yildirim, H. 1. (2020). The effect of using out-of-school learning environments in science
teaching on motivation for learning science. Participatory Educational Research, 7(1),
143-161. https://doi.org/10.17275/per.20.9.7.1

Zsoldos-Marchis, 1. (2020). Gamification of the mathematics course for pre-service preschool
and primary school teachers. In Proceedings of 12th International Conference on
Education and New Learning Technologies (pp. 6787-6794).



https://doi.org/10.17275/per.20.9.7.1

