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Abstract

With the use of education in technology, many applications in the field of education are among these teaching methods
and techniques in gamification. Gamification provides many skill acquisitions. In this study, it is aimed to examine the
opinions of teachers about the social skills gains of gamification for the application of gamification in preschool education.
The qualitative method was used in the research. The study was conducted using the case study design, one of the
qualitative research methods. Interviews were conducted with 35 preschool teachers working in independent
kindergartens. The data obtained, as a result of the research, were analysed in detail using the content analysis method. As
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a result of the research, it was concluded that gamification education is especially effective in the preschool period and is
effective in gaining skills for children. In the same way, it is seen that there are some problems in the implementation of
gamification training. These problems can be eliminated with in-service training. It can be solved by providing technological
support tools at school.

Keywords: Gamification, acquisition, preschool, teacher, education;

1. Introduction

People, by nature, communicate by communicating with each other. At the beginning of healthy
communication between people, basic human values should take place. In addition to human values,
people also have values in their societies, and in order for each society to know its own value and
transfer it to future generations, information about values must be transferred to people. This is the
beginning of existence, and the reference point begins to gain importance in early childhood (Uzun
& Kose, 2017).

It is the responsibility of families and caregivers to ensure the healthy development of children's
personality, cognitive skills, language development, social characteristics, emotional characteristics
and physical characteristics (Daglhoglu, 2012; Oktay, 2007; Uzunboylu & Ozcan, 2019). People's skills
at an early age, i.e., in childhood, are very open to cognitive, physical, emotional and social
development, which is why the first years are so important (Oktay, 2007; Sahin, 2000). Full and
correct assimilation of values in preschool education is of great importance. Schools fulfil this
important task through teachers (Uyanik Balat & Balaban Dagal, 2011). Since the teacher is the
implementer of the curriculum and has the greatest influence on students in schools, it is also the
teacher who plays the most important role in teaching values (Salama et al.,, 2020; Sen, 2011)
because the upbringing given to children during this period leaves indelible marks on them (Ozkubat,
2013; Uzun & Kose, 2017).

Today's children are under the siege of mobile devices connected to the Internet, especially
smartphones, and they waste their valuable time, which should be spent on their development, by
using these devices for other purposes. Interactive e-books offer opportunities that can increase
children's reading activities and therefore their intellectual development, mainly through mobile
devices. Providing children with an opportunity that they cannot refuse on mobile is very important
in terms of directing their development in the right direction. Akcil et al. (2021) argued that the use
of technology is effective in learning in their study. Although interactive e-books are not used in
practice in educational institutions and libraries (Uzunboylu et al., 2022), there are successful
examples in the world of developing children's cognitive and intellectual abilities (Genc, 2014;
Plowman et al., 2012; Wang et al., 2019).

One of the methods that can be used in tools designed for preschool children is gamification. A
learning environment that uses gamification elements will help ensure children's participation as it
will include play activities that children enjoy. The integration of gamification dynamics into
educational activities can be expressed as ‘gamification in education’. Yildirm (2017) explained
gamification in education as ‘increasing student motivation by incorporating the game development
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process into education in order to take advantage of its strengths, increase success and increase
positive attitude towards the lesson’. In this explanation, expressions of increasing motivation and
creating a positive attitude are important in terms of forming a positive opinion of preschool
children about school and education. Creating a more enjoyable learning environment for children
will also improve their attitudes towards future educational activities in a positive way to do the
operation.

Regarding effective environmental education, teachers and new educators are responsible for
‘being a role model’, ‘organising environmental trips’, ‘playing environmental problems’, ‘reading
environmental books’, ‘organising teacher training’ and ‘teaching the arts and about nature’. When
children participate in environmental education, especially through play, knowledge becomes much
more permanent. Children can be educated about the environment and environmental issues, which
can make them more concerned about the environment so they can be easily motivated to engage
in pro-environmental behaviour (Kim et al., 2017; Palmberg et al., 2015).

Preschool education covers the whole life of a child from the age of 0-6. From the moment the
child is born, the foundations of the characteristics that will affect him are laid. This is the period of
time that includes their lives until they go to primary school (Papadopoulos, 2020; Yildiz, 2008).
Preschool education, which develops the child's self-esteem, is rich in content. A self-confident
personality trait that develops self-control by creating an educational environment, increases their
productivity, must be of a quality that meets their imagination, individual interest and needs and
provides children with basic academic skills (Elmira et al., 2022; Hautakangas et al., 2022; Kelemen,
2020).

Research has shown that children learn better in unstructured play. As a result, they are healthier,
happier and get along better with those around them, as well as with plants and nature (Balint-
Svella, 2021; Burdette & Whitaker, 2005; Hari & Zsoldos-Marchis, 2020). Children who spend a lot of
time outside are more successful in social situations (Ewert et al., 2005). It is important to create an
environment that enriches education with hands-on activities and allows children to spend more and
more time in nature (Discutido & Especi, 2022; Giilay & Ekici, 2010; Olgan & Oztiirk, 2011; Ozcinar et
al., 2021). At this point, the importance of teachers' knowledge about environmental activities
comes to the fore.

Most teachers used the expression block and drama game centre as the most preferred learning
centre for children; some teachers used the art centre and books as the most preferred learning
centre for children; and few teachers used the expression children's science and nature centre. The
teacher listed the music centre among the centres preferred by the children. Similar to these
findings, in studies conducted by various researchers, it has been determined that the most
preferred centres of children during play are blocks and drama play centres (Altay, 2018; Aysu &
Aral, 2016; DiCarlo & Vagianos, 2009; Lloyd & Howe, 2003; Ozyiirek & Aydogan, 2011; Tas, 2018).

Regarding gamification, it is a process aimed at providing external and internal motivation and

involving people in a task with recreational activity (Kim & Castelli, 2021). A great task falls to the
trainers in gamification. These are tools that allow people to effectively participate in cooperation
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with each other when developing gamification strategies. Content selection is very important when
preparing gamification processes (Kim & Castelli, 2021).

1.1. Purpose of the research

Along with the changing technology, which is effective in all areas of life, diversity has also occurred
in the teaching process. Gamification is among the technology-supported teaching methods and
techniques used in education. Gamification provides many skill acquisitions. In this study, it aims to
examine the opinions of teachers about the social skills gains of gamification for the application of
gamification in preschool education.

1. What are the advantages of using technology in the preschool period?

2. What are the benefits of gamification education in the preschool period?
3. What are the difficulties experienced while applying gamification training?
4. What are the social skills gains in gamification education?

2. Method

This research aims to examine the views of kindergarten teachers on the application of
gamification in education on the acquisition of social skills through gamification. The case study
design, which is one of the qualitative research approaches, was adopted to determine the views of
illiterate students on the social skills of gamified education in the preschool age. The case study is an
exploratory and investigative research method. It is used to examine the existing situation in real life
in a real environment (Alwattar, 2022; Ferdosipour & Mirzaei, 2021; Hawkins et al., 2021; Yin, 2009).
For this purpose, the single-case holistic design, which is one of the case study designs, is adopted to
test a theory or concept, to test the effectiveness of the application, to investigate a unique case, or
to explore questions that have not been researched or sufficiently researched before (Cronin, 2014).

2.1. Working group

The qualitative method was used in the research. The study was conducted using the case study
design, one of the qualitative research methods. Interviews were conducted with 35 preschool
teachers working in independent kindergartens. In the sample selection of the teachers, the
selection was made on a voluntary basis. 25 female and 10 male teachers were included in the
study. While selecting the research group, they used gamification training during their classes as a
prerequisite. Within the scope of this prerequisite, a study was conducted with 35 teachers.

2.2. Data collection
In this study, semi-structured interview questions developed by the researcher were prepared as a
data collection tool. The questions were prepared by the researcher and the questions were

finalised by three experts in their fields. Voice recordings were taken with a voice recorder during
the interview session. After the findings obtained from the research were documented, they were
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presented to the students for confirmation. The accuracy of the data obtained in this way has been
determined.

2.3. Analysis of data

The content analysis method was used in the analysis process of the data obtained from the
teachers working in the kindergarten. While performing content analysis, data is gathered around
similar concepts and themes. Themes are interpreted in a way that the reader can understand. In
this research, the process of coding the raw data obtained from the interviews, and then collecting
and interpreting the coded data under themes was followed.

3. Findings
3.1. Findings on the advantages of technology use in the preschool period

Table 1. Advantages of technology in preschool

Theme f
Fun learning 20
Attracting attention 12
Creativity 10
Reinforcement 10

When the findings of preschool teachers regarding the advantages of using technology in
education are examined, there are 20 teachers stated that it offers a fun learning opportunity. 12
teachers stated that they attracted attention, 10 teachers stated that it developed their creativity
and 10 teachers stated that it provided reinforcement.

The opinions of some teachers are as follows:

‘The use of technology in education is very effective, especially in the preschool period.
Illiterate students are allowed to make their education fun with technology’.

‘Technology is very important in education. There are many advantages. We are in the age of
technology. Technological tools are effective in the education of adult individuals, as well as very
advantageous for children who are in the preschool period. It is effective in developing children's
creativity’.

3.2. Findings on the benefits of gamification education in the preschool period
Table 2. Benefits of gamification

Theme f
Making learning fun 31
Developing skills for solving real-life problems 12
Increases their motivation to learn 12
Increases attention and focus times 8
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In their findings on the impact of gamified learning environments used by teachers working in
the preschool period in educational processes on children in their lessons, most teachers stated that
it was an advantage to offer entertaining learning content. Again, they stated that gamification
provides their skills with gamification environments against the problems they encounter in life.
They stated that gamification provides motivation for students and enables them to learn more
permanently in this way. It is also very effective in the attention span of students.

Some teachers' views on the importance of gamification in education are as follows:
‘Gamification | can say that game applications in education increase the motivation of
students, especially in the preschool period, where they provide attention. It is an effective

educational teaching technique’.

‘With gamification, students can be prepared in advance for problems encountered in real life.
Problem solving skills improve and motivation for learning increases’.

3.3. Findings regarding the difficulties encountered in the implementation of gamification education

Table 3. Difficulties encountered in the implementation of gamification education

Theme f
Crowded classrooms 20
Lack of tools 18
Lack of knowledge in story creation 12

The problems faced by preschool teachers while applying gamified education in their classrooms
were examined. The findings obtained from the teachers were that most teachers had difficulties in
applying in crowded classrooms. They also stated that they had difficulties in gamification training
due to the lack of equipment, namely materials. 12 teachers stated that they had difficulty in
creating and designing stories for gamification education.

The opinions of some teachers are as follows:

‘Gamification education is a very effective technique in the illiterate preschool period.
However, the lack of sufficient equipment creates a problem in terms of applicability. Internet
outage is an example of this’.

‘While designing the gamification training, it is necessary to design the story-making
application programmes. For this reason, | sometimes have difficulties in finding or designing a
suitable story. In-service training can be provided on this subject’.

3.4. Findings on social skills acquisitions in gamification education

Table 4. Gamification education gains in social skills
Theme f
Communication skills 25
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Confidence 21
Decency 12
Problem-solving skill 10

Most of the findings related to the gains of preschool teachers in social skills in children with
gamification education stated that they improved their communication skills; provides self-
confidence in children; and provides the characteristics of understanding. In the same way, they
stated that by developing problem-solving skills, they gained experience regarding the problems
they would encounter in the outside social environment and prepare them for social life.

The opinions of some teachers are as follows:

‘Many skills of children are developed through gamification. It develops communication skills
and gives effective communication skills’.

‘With gamification, students both learn and have fun because they learn by playing games.
Gaining problem solving skills is an important skill in education. This skill is provided by gamification,
and they become ready for the problems they will encounter in daily life’.

4. Conclusion, discussion and suggestions

The aim of this study is to determine the opinions of students about the effectiveness of
gamification used in the education of illiterate children in the preschool period. Especially, when the
results obtained from the teachers are examined, it is concluded that gamification provides fun
learning for children. In the results obtained from the findings of preschool teachers on the
advantages of using technology in education, it was concluded that gamification provides a fun
learning opportunity, provides learning by increasing motivation towards learning, develops
children's creativity and is effective in reinforcing the taught subjects. Similar results have emerged
in studies conducted within the scope of contributions to education on gamification. It has been
found that gamified education models affect motivation positively and enable learning (Alsancak-
Sirakaya, 2015; Chao et al., 2015; Turan, 2015). There are studies that increase students' interest in
the lesson and their motivation to learn through gamification (Arkiin-Kocadere & Caglar, 2015;
Hanus & Fox, 2015; Su & Cheng, 2015; Yildirim & Demir, 2016).

Most of the teachers stated that presenting fun learning content is an advantage in their findings
regarding the effect of the gamified learning environments used by the preschool teachers in their
education processes with the children in their lessons. It has been concluded that gamification
environments and gamification against the problems they encounter in life provide motivation to
students and thus enable them to learn more permanently. It is also very effective on the attention
span of students. It can be said that the attention span of the students increases with the gamified
educational content. Arkiin-Kocadere and Caglar (2015) concluded in their research that students'
gamification is fun. In studies where the flipped classroom model is applied, students have a fun
learning experience (Touchton, 2015) and feel better (Findlay-Thompson & Mombourquette, 2014;
Urh et al., 2022).
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When we look at the results of the findings, regarding the problems that preschool teachers
encounter while applying gamified education in their classrooms, it is seen that they have difficulty
in practicing in crowded classrooms. It can be concluded that while the gamification training is
applied in crowded classrooms, each child has difficulty in providing control one by one. The lack of
sufficient hardware and software systems also emerges as a problem. Again, most of the teachers
stated that they had problems in the editing part of the gamified learning environment and that they
could not find enough stories. As a result, the equipment in the schools should be adjusted. In-
service training can be given to increase the competence of teachers from technology-supported
education to gamification.

The results of preschool teachers on social skill acquisition in children receiving gamification
training are quite positive. They stated that children improved their communication skills. Taking a
voice and showing respect skills are among the skills they use in social life. It can be concluded that
these skills are provided by gamification. They stated that it provides self-confidence and
understanding features in children. Likewise, it can be concluded that by developing their problem-
solving skills, they gain experience with the problems they will encounter in the external social
environment and prepare them for social life. Maloney et al. (2008), within the scope of the
activities they carried out, designed a game with Scratch as an out-of-school activity for a year with
participants ranging from 8 to 18 years old and examined its effects on coding education. This
programme, which is under the gamification programme, was shown to have a social impact on
students.
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