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Abstract 
 
The importance of gamification in education is supported by the studies conducted. It is very important to teach our students 
to use technology effectively during the trainings. Technology is just as important in teaching one to use it in the right 
direction. This study aimed to determine the current situation in the research process and the opinions of teachers and 
students in its implementation. The main purpose of the research is to determine the importance of game technology in 
primary schools affiliated to the state institution. In order to achieve the purpose of this study, interviews were conducted 
with 32 students and 4 teachers. The universe was selected on a voluntary basis. Research questions were created by taking 
the expert opinions from the researcher. The findings obtained from the research were explained using the content analysis 
method by thematisation. It has been concluded that students and teachers have positive opinions about game technology. 
It has been concluded that they want to use game technology in all courses. They noted that students and teachers sometimes 
have problems caused by a lack of information in a negative way. In this case, it can be corrected with in-service trainings 
being given. 
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1. Introduction 

Towards the end of the 19th century, researchers asked, ‘How do we learn?’ They brought the 
answer to the question. This question has given us the opportunity of new approaches and new ideas 
in teaching. Providing learning and realising learning are very important concepts. ‘The concepts of 
learning and teaching are different processes. Students today learn in different ways than in the past. 
The most important criteria for them are that they find the applied learning method meaningful and 
worth allocating time, and their use of technology’ (Bakar, 2020; Prensky, 2010). 

Gaining and perpetuating the teaching and learning process is effective with technology. In recent 
years, the Internet and technological concepts have been effective in the field of education as in every 
field. We are in a digitalising age and the impact of digital tools on the speed of learning and teaching 
in education is increasing day by day (Tonbuloğlu & Tonbuloğlu, 2021). 

Şahin (2009), in his study, explained the concept of ‘new generation students of the millennium’ and 
explored the characteristics of today's students. Students who use new millennium digital tools are 
those who need to learn by experimenting, by discovering their varieties, who keep their attention 
span short, who are impatient in communication, relationships and waiting for immediate feedback, 
who are game-learner-centred and have developed imagination worlds by digitally developed social 
environments. Students who prefer digital tools instead of paper-based tools have high expectations 
from education (Pedro, 2006, as cited in Şahin, 2009). 

When looking at the results of studies conducted in recent years, it has been revealed that studies 
conducted in these areas have information deficiencies with the rapid introduction of a computer into 
our daily lives. It is very important that the purposes of using the computer in education be made 
appropriate. Therefore, educators have decided that computer and information technology education 
should start at an early age, and the way to access technology will be further shortened. Internet 
technology has made significant improvements in the information transfer and social entertainment 
environment since its inception. Undoubtedly, computer games, which are the most popular of these 
developments and are used to make leisure enjoyable, have an important place in the lives of their 
users. The development of games, along with the competitive environment, has allowed visual designs 
to become more professional and the number of expressive materials to increase. Games are designed 
in three-dimension and close to reality, along with motivators such as levelling systems, scripting, 
badges and star systems, making individuals want to play more. This situation is negatively evaluated 
by educational institutions and educators. In such a way, individuals’ fondness for computer games is 
considered to be a direct addiction by ignoring the criteria for addiction. Based on this, instead of 
examining addictions by considering computer games to be harmful, it becomes important to be able 
to use games loved by individuals of all age groups for useful purposes (Gökalp & Deniz, 2014). 

There are a lot of games in the development and education of children. Adiguzel (2010) argued that 
the game is used as a means of entertainment not only for children, but also for their learning. Games 
are internal behaviours that help children develop creative skills. Sometimes the size and the result 
are important in games, but the most important feature is the fun fact. According to Vygotsky, the 
game contributes to both emotional and cognitive developments of the child; it develops self-
confidence and a sense of skill. According to Dewey, games provide a learning environment by doing 
and living instead of memorising information (Kaya, & Elgün, 2015; Koçyiğit, Tuğluk, & Kök, 2007). 

Games that are of great importance in the period from childhood to adulthood have been defined 
in different ways by conducting various studies. Lazorov defined it as ‘an activity that does not have a 
spontaneous goal and brings happiness’, while Freud defined it as ‘loving and playing’ and argued that 
it is beneficial for children's mental health. Piaget also said that the game is a fun activity for children, 
while Ericson argued that the child more easily copes with the events in which he experiences anxiety 
by playing the game (Tarhan & Nurmedov, 2017; Topşar, 2015). Parents have a great responsibility in 
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making games useful for child development. Children should be monitored while playing games and 
learning should be provided with age-appropriate games. But in doing so, parents also need to respect 
children’s games and toys. 

With the advancement in technology, the emerging concept of the gaming industry in 1971, the first 
commercial game, started with the release of Computer Space, in conjunction with more than a billion 
users around the world and is a billion dollar industry; the 24.75 billion is a part of the media 
(Entertainment Software Association, n.d.). By industrialising game technology, games have become 
independent by increasing and diversifying more and more. It has affected individuals of all ages. These 
effects are divided into positive and negative (Gökalp, 2021). For this reason, supporting classroom 
applications used in educational processes in primary education together with educational games will 
help the persistence of learning (Altunay, 2004). Educational games help to increase interest in the 
subject and better understand the concepts, especially when they are associated with real life 
(Pratama & Setyaningrum, 2018). 

In recent years, a number of new technologies for educational purposes have appeared. An example 
is mobile learning, where learning can be carried out anytime and anywhere, thanks to the support of 
smartphones, netbooks and other mobile technologies (Rideout, Foehr, & Roberts, 2010). In addition, 
there is a learning process that uses game applications called game-based learning (Balakrishnan, 
2017). Game–content integration is a fun learning environment without neglecting the subject that 
students need to learn. Given that fun learning approaches have a positive impact on learning 
(Dabbagh et al., 2016), it seems logical to use a game application as a learning facility. In October, 
children aged 11–14 began to spend time playing games on mobile devices (Rideout et al., 2010). 

1.1. Purpose of the study 

The purpose of this research is to examine the views of primary school students and teachers on 
game technology. In order to achieve this general purpose, answers to the following questions were 
sought. Separate interviews were conducted with the students and separate interviews were 
conducted with the teachers: 

1. What are the positive and negative aspects of using technological tools in your classroom? 

2. What advantages does game technology have in the educational process? 

3. Are there any difficulties when using game technology in classes? What are they, if any? 

1.2. Importance of the research 

Along with the fact that technological tools affect every aspect of life day by day, the variety of 
technological tools used in educational processes has increased. The concept of the game ensures the 
realisation of effective skills from an early age. Along with the digitalising age, technological tools used 
in education have been added to game technology. It is very important to determine the opinions of 
primary school students about game technology. Determining the views of teachers on game 
technology that ensure the realisation of education is very important for determining the necessary 
regulations and needs in educational processes. 

2. Methods 

In order to achieve the purpose of this study, a qualitative research method was applied. The 
qualitative research method has been used – case study research method. The reason why 
phenomenology is preferred is because research of facts, events, experiences or attitudes are 
examined in depth by collecting accurate and detailed information from the participants (Creswell, 
2014). In case studies, data are usually obtained through face-to-face interviews (Creswell & Poth, 
2018). 

2.1. Universe and sampling 
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The universe of this research is composed of classroom teachers and students working in primary 
education. The sample of the study was selected from the purposeful sampling method chosen by the 
researcher in order to provide data about an event or phenomenon (Ary, Jacobs, Irvine, & Walker, 
2014; Babbie, 2017). The criteria were determined by the sampling method. Criteria can be prepared 
by the researcher or a previously prepared list of criteria can be used (Yıldırım & Şimşek, 2016). The 
criterion determined for sampling in this study is that the teachers participating in the study should 
use game technology in their classrooms. In this context, 32 teachers and 32 students working in 
primary education constituted the sample of the study. The demographic information about the 
sample is shown in Table 1. 

Table 1. Demographic characteristics of the study group 

Variable Properties N 

Student  32 
Gender   
 Woman 21 
 Man 11 
Class   
 1. Class 8 
 2. Class 8 
 3. Class 8 
 4. Class 8 

Teacher  4 

Gender   
 Female 3 
 Male 1 

 

2.2. Collection and analysis of data 

Semi-structured interviews were conducted with the students and teachers in the study group. In 
the interview forms, two questions were asked to the students and one question to the teacher 
regarding the demographic information of the participants. After the demographic information, three 
open-ended questions were asked. For the validity and reliability of the open-ended questions in the 
interview forms, the opinions of three academicians from the field of measurement and evaluation 
and computer science were taken, and the clarity of the questions was reviewed by making a 
preliminary application with two students. As a result of the experts’ opinions and preliminary practice, 
necessary arrangements were made on the questions and the interview forms were made ready for 
application. The questions in the interview form are as follows: 

1. What are the positive and negative aspects of using technological tools in your classroom? 

2. What advantages does game technology have in the educational process? 

3. Do you have any difficulties when using game technology in lessons? If so, what are they? 

The open-ended questions asked in the context of the research questions were analysed with the 
content analysis method, one of the qualitative data analysis methods. Audio recordings of face-to-
face interviews with teachers and students were transcribed. After the transfer to the paper, the 
consent of the students and teachers was obtained. In terms of the credibility of the research, 
participants’ confirmation was applied (Yıldırım & Şimşek, 2016, p. 277). Then, the data related to each 
other was determined and coding was performed. The data were also analysed by an independent 
field expert and the reliability calculation was made on the codes obtained by using the formula 
suggested by Miles and Huberman (1994, p. 64). 

3. Result 

3.1. Positive and negative aspects of using technological tools in your classroom 

Table 2. Positive and negative aspects of using technological tools in the classroom 
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 N  f 
Student    

 
 
Posıtıve 

 
 
 
32 
 

  

Kişiselleştirilmiş öğrenme 
imkanı 

10 

 
Eğlenceli içerik  

 
10 

 
Çoklu öğretim yöntemi 

 
8 

Etkileşim 4 

 
Negatıve 

 
 
2 

 
Elektronik olması 

 
3 

Teacher    

 
 
Posıtıve 

 
 
 
4 
 

  

Öğrencileri ölçme imkanı 4 

 
Öğretimi sağlama 

 
3 

 
Of the findings on the relationship between classroom teachers and their students regarding the 

positive and negative aspects of technology use in educational processes, most teachers and many of 
the students stated that it was advantageous. It has been found that 10 students presented a 
personalised learning environment as a positive aspect of using technology in their courses and that it 
provides individual learning. Also, the opinions of students (8) and their interactions (4) on providing 
learning by multiple methods with multiple teaching methods as a positive aspect of the use of 
technology in education emerged. There were three students who stated that the negative aspect of 
the findings obtained from the students was due to the fact that they were electrotechnical. In the 
findings obtained from four teachers, it was stated that all teachers provide the opportunity to 
measure students from the positive aspects of technology. Three teachers indicated that it was easy 
to provide education. As a negative aspect, no teacher expressed an opinion. 

Examples of the opinions of the student candidates are as follows: 

‘It is very enjoyable to use technological tools in classes. We learn while having fun’. 

‘Sometimes our teacher can't tell us exactly how to apply the technological tool. We are lacking in 
us, we find it difficult to understand’. 

‘We all processed our lessons together from computers in a fun way. It is very fun to do activities 
with my friends’. 
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Examples of the opinions of the teacher candidates are as follows: 

‘Students’ interest in courses increases with technology-based applications and their learning 
becomes permanent’. 

3.2. Advantages of game technology in the educational process 

Table 3. Advantages of game technology in the educational process 

Theme Student (f) Teacher (f) 

Interest and relevance to the lesson 28 4 
Permanent learning 12 3 
Instant feedback 11 3 

 
The findings of the teachers and their students on the advantages of using game technology in 

education are common themes. There were 28 students who stated that game technology increased 
their interest and motivation in the lesson. While all 4 teachers gave the same answer, 12 students 
and 3 teachers stated that their learning was permanent. There were 11 students who indicated the 
parts where there was a lack of learning with the instant feedback system, while 3 teachers gave the 
same answer. 

Examples of the opinions of the student candidates are as follows: 

‘My friends and I do competitions. Prizes are awarded to the winner of the game. We both learn 
and have fun’. 

‘We are not bored at lessons. Our interest in the lesson is growing. It would be very nice to use game 
technology in this way in every lesson’. 

Examples of the opinions of the teacher candidates are as follows: 

‘The game has always been attractive for children anyway. Enabling students to learn using the 
game method in lessons creates positive results for students’. 

3.3. Disadvantages of game technology in the educational process 

Table 4. Disadvantages of game technology in the educational process 

Theme Student (f) Teacher (f) 

Difficulty applying in crowded classrooms - 4 
Lack of knowledge in the use of game technology 12 3 
Error in application 10 3 

 
The opinions of students and teachers regarding the problems experienced in the process of using 

the game technology method were taken. Only teachers expressed their opinion as a disadvantage of 
the students’ game technology method. They noted that they had problems practicing in the presence 
of a crowded classroom; they could not maintain control. Students and teachers stated that they had 
problems due to lack of information during use and application as a common response to the 
disadvantage, and that they had difficulty finding solutions when they did wrong in practice. 10 
students did not indicate any problems as a disadvantage. 

Examples of the opinions of the student candidates are as follows: 

‘When we had problems with the system while using the gamification application, our students had 
difficulty figuring out what to do’. 

‘The biggest problem we had during the application was that we had difficulty learning how to use 
the application. The classroom was crowded and we had difficulty controlling all the students’. 

4. Discussion and conclusion  
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The importance of gamification in education is supported by the studies conducted. It is very 
important to teach our students to use technology effectively during the trainings. Technology is just 
as important in teaching one to use it in the right direction. It is aimed to determine the current 
situation in the research process and the opinions of teachers and students in its implementation. In 
general, it has been concluded that teachers and students who ensure the use of technology in 
education exhibit positive attitudes towards game technologies. 

When we look at the results of the relationships of classroom teachers and students regarding the 
positive and negative aspects of technology use in educational processes, it is seen that the positive 
opinions are majority. It has been concluded that students present a personified learning environment 
as a positive aspect of using technology in their lessons, and that it is effective because it enables 
learning on an individual basis. It has been concluded that the positive aspect of using technology in 
education is that it enables students to learn by multi-teaching method because the lessons are not 
explained by a single method. There are three students who stated that the negative aspect of the 
findings obtained from the students was due to the fact that they were electrotechnical. In the findings 
obtained from four teachers, it was stated that all teachers provide the opportunity to measure 
students from the positive aspects of technology. Three teachers indicated that it was easy to provide 
education. As a negative aspect, no teacher expressed an opinion. This situation is quite pleasing. It 
can be interpreted that they will use this technology in educational processes. 

The findings of the teachers and their students on the advantages of using game technology in 
education are common themes. There were 28 students who stated that game technology increased 
their interest and motivation in the lesson. While all 4 teachers gave the same answer, 12 students 
and 3 teachers stated that their learning was permanent. There were 11 students who indicated the 
parts where there was a lack of learning with the instant feedback system, while 3 teachers gave the 
same answer. This result is quite pleasing. It is supported by other research conducted that there are 
advantages of gaming technology over technological tools. 

When considering the results of the opinions of students and teachers on the problems experienced 
in the process of using the game technology method. Only teachers expressed their opinion as a 
disadvantage of the students’ game technology method. They noted that they had problems practicing 
in the presence of a crowded classroom; they could not maintain control. Students and teachers stated 
that they had problems due to lack of information during use and application as a common response 
to the disadvantage, and that they had difficulty finding solutions when they did wrong in practice. 10 
students did not indicate any problems as a disadvantage. As an advantage, many students and 
teachers expressed their opinions, while 10 students stated that they have no problems, it can be 
concluded that students like this technique. Hebebci and Usta (2018) mentioned that gamification can 
cause some negative effects. Yapıcı and Karakoyun (2017) found in their research that some pre-
service teachers who gave wrong answers after the gamification application were demoralising. As a 
matter of fact, the emerging competition can cause communication problems among students. 
Technical problems and situations that the classroom control does not provide from time to time can 
be specified as disadvantages.  
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