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Abstract:

The use of the game in lessons increases the student's interest and participation in the
course of the child's life as it is a natural process and for this reason, the game has been
used for many years in education. In this study, it is aimed to get the opinions of middle
school 6th grade students in order to process the Countable / Uncountable subject with
gamification approach. The study was conducted according to the case study which is a
dimension of the qualitative research approach. Pre-test/post-test was applied to the
students as a data collection tool. In addition, a student opinion questionnaire consisting
of 4 open-ended questions was applied to get the students' opinions about the game. As
a result of the research, it was seen that a course with “Eat Up” game had a very positive
effect on the students and the students' readiness and motivation were high during all
activities. In addition, it was found out from the pre-test and post-test results of the
students that “Eat Up” game showed a positive increase both in student achievement and
students' perspective on English lesson.
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Ozet:

Oyun ¢ocugun yasaminin dogal bir parcasidir. Oyun deyince ¢ocuk, ¢ocuk deyince oyun
akla gelir. Oyunun derslerde kullamilmasi, ¢ocugun yasantisinin dogal bir siireci
olmasindan dolay1 6grencinin derse ilgisi ve katilimini arttirmaktadir ve bu sebeple oyun
egitimde de wuzun vyillardir kullamilmaktadir. Bu c¢alismada Sayilabilenler /
Sayilamayanlar konusunun oyunlastirma yaklasimu ile islenmesine yonelik ortaokul 6.
sinif 6grenci diisiincelerinin alinmasi amaglanmistir. Aragtirmanin sonucunda “Eat Up”
oyunu ile islenen bir dersin Ogrenciler iizerinde son derece olumlu etkileri oldugu,
ogrencilerin  yapilan tim etkinlikler ~boyunca hazirbulunusluklarinin ve
motivasyonlarimin yiiksek oldugu goriilmiistiir.Ayrica 0grencilerin Ontest ve sontest
sonuglarindan da “Eat Up” oyununun hem Ogrenci basarisinda hem de 6grencilerin
Ingilizce dersine olan bakis acilarinda olumlu yénde biiyiik artis gosterdigi ortaya
cikmustir.

Anahtar Kelimeler: oyunlastirma, 6grenci goriisleri, Ingilizce 6grenme, motivasyon
1. Introduction

The game is a natural part of the child's life. The game comes to mind when you say
children. Because play is as important as the basic physiological needs of children in
terms of their development and is one of the basic needs of the child (Savas, 2014). “Play
is an indispensable activity that has an important place in the life of children, people and even all
living things, is used at different ages for different purposes and has important contributions to
learning and development” (Malta, 2010). A game is a system in which the player is
involved, and the game has a certain environment and rule (Jarvinen, 2008). A person has
learned to communicate, take responsibility, follow the rules, coexistence, share, solve
problems, gain and lose from games he plays in all stages from infancy to childhood,
from childhood to adolescence, from adolescence to adulthood. Bavelier likens learning
with games to “Chocolate Broccoli”. He emphasizes that there should be something in
chocolate flavor that also contains broccoli vitamins and creates the desired effect. “Game
is so nutritious like broccoli but delicious like chocolate” (Bavelier, 2012). In this way, hidden
learning behind the game can be carried out. Game-based learning approach enables
students to learn with fun and to make their gains permanent. Especially in order to keep
the interest and motivation of the children of primary school age alive at all times,
gamification approach is used. “Games meet the basic needs of learning by providing us with
pleasure, passionate participation, structure, motivation, ego satisfaction, adrenaline, creativity,
social interaction and emotion” (Prensky, 2001).

In order to obtain efficient and positive results in teaching and learning from
teaching activities, teaching should be designed and formed accordingly to obtain the
highest efficiency from the student (Say, 2016). The highest level of interest, desire and
motivation of the student is a prerequisite for an efficient course. The use of the game in
lessons increases the student's interest and participation in the course of the child's life as
it is a natural process and therefore the game is used in education for many years. In
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order to increase the motivation and use of the language with the active participation of
the student, game is preferred in English classes. Play is a natural way for children to
understand the world around them, so it must be part of their learning, including
learning foreign languages (Klimova, 2015). While playing the game, the student's
interest is in the message given, not the language, so that the students pay full attention
to the game, so that the students learn the language without realizing it (Saricoban and
Metin, 2000). Phillips (2001:79), “Games in foreign language teaching enable students to learn
English in an enjoyable and rewarding way. Playing games in the classroom improves the ability
to collaborate, compete without being aggressive and be a good loser.” Younger students
discover answers in games; they love to guess, so they eagerly use what is taught (Cakar,
2004).

The game that makes learning fun increases students' motivation and creates a
positive learning environment for the student in the classroom. It is one of the aims of the
Ministry of National Education's English curriculum to ensure that students engage in
listening and speaking activities in real life, like people in countries that speak that
language (MEB, 2019). Students should understand and use the language first. It is
important for the child to listen to the rules correctly in order to understand the language
in order to play the game. The student uses English during the game as he will be in
contact with his team mates or opponents in the game. The game, which has an important
place in the child's life, makes English lessons more fun and meaningful. In this study;, it
is aimed to get the thoughts of 6th grade students in order to process the Countable /
Uncountable subject with the gamification approach. Accordingly, the following
questions were sought. What are the thoughts of the students towards the game? What
are the views of teachers about play and student behavior? What are the students' views
on the positive aspects of learning with games?

2. Methodology of Research

In this study, case study which is a dimension of qualitative research approach is used.
“Case study is a research pattern used in cases where a situation or a case is not clearly defined in
its own field of life, where the boundaries between the case and the life frame are not clearly defined
and there are many evidence or data sources” (Yildirim & Simsek, 2016, s. 289). In this study,
the opinions of middle school 6th grade students were taken to deal with the subject of
Countable / Uncountable with a gamification approach. The study was carried out with
a total of 25 students (12 girls, 13 boys) studying at Konya-Selguklu Erenkdy Zeki
Altindag Secondary School in 2019-2020 academic year. Students participated in the
study voluntarily. In the study, expressions (S1, S2, S3,... 525) were used instead of the
students' names. In order to learn the effect of “Eat Up” game on the teaching English, a
pretest and posttest of words to be used in the game were applied to the students. The
pretest consisted of food, drinks and picture-word matching questions to measure
students' prior knowledge of countable-uncountable names. The same pretest was used
as posttest after the application. After the game, four open-ended questions were asked
to get the students' thoughts about the game.
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1) Did you like “Eat Up” game? Explain the reasons.
2) Did the course of play change your learning? Please explain.
3) How did you feel during the course of the game? Please explain.
4) Would you like the next lessons to be taught by playin game? Why?
The teacher was also asked about their thoughts about the game and the attitudes
of the students after the game.

2.1 Required Materials
Cardboard boxes, crayons, colored cartons, glue, scissors, food and drink images,
laminating tool, timer.

Team _L

- =8>l g

Figure 2: Pre-game board arrangement
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Figure 4: Legends Group game playing process

3. Results of Research

3.1 Pre-test and Post-test Results
The results of the evaluation tests before and after the game are as follows.
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Table 1: Pre-test and Post-test results

Descriptive Statistics

n Minimum Maximum Mean Std. Deviation
Pre-test 25 35 90 65,80 17,893
Post-test 25 65 100 85,40 11,449

As shown in Table 1, there is a significant difference between the pre-test and the post-
test. According to the pre-test results, the average grade achievement score was 65,80,
whereas the average post-test results after the game was 85,40. This shows that “Eat Up”
greatly increases students' achievement level.

3.2 Students’ Attitudes Towards Game
At the end of the game, students were asked to answer four open-ended questions. These
questions are as follows;

1) Did you like “Eat Up” game? Explain the reasons.

2) Did the course of play change your learning? Please explain.

3) How did you feel during the course of the game? Please explain.

4) Would you like the next lessons to be taught by playing game? Why?

Table 2: Results from Open-ended Questions
Question 1: Did you like “Eat Up” game? Explain the reasons.

f %
I liked it. Because it was fun. S1, S3, S6, S10, S12, S14,517, S18, S19, S22, S23 11 34,37
Because it was a nice game. S6, S9, S10, S19, S22, S23 6 18,75
Because it was excited. S1, S6, S7, S23 4 12,50
It was an enjoyable game. S8, 515, S18 3 9,37
I learned new words S13, S16, S21 3 9,37
It gave happiness. S7, S8 2 6,25
We prepared the characters S2, S5 2 6,25
in the game ourselves.
I love playing games. S2 1 3,12
Total 32 100

At the end of the game, the students asked the question “Did you like the Eat Up game”?
and all students answered, “I like it”. For “Please explain the reasons” statement 11
students answered, “Because it was fun”. The students expressed their opinion in this
way for example “S1: Yes, I like. Because I had so much fun and was so excited. We
wanted to win, but we didn't, but I had fun. I wish there were always such events.”. 6
students said, “It was a nice game” (S22: Yes, I like it because it was a nice game. I had a
lot of fun feeding the characters.). 4 students said, “It was excited” (S6: Yes. Because it
was so beautiful, fun and exciting. I understood the subject better.). 3 students said, “It
was an enjoyable game.” (S15: Yeah, I like it. Because it was a very enjoyable and
informative game.). 3 students said, “I learned new words.” (516: Yes. Because I learned
new words and it was a good lesson because I learned the game.). 2 students answered,
“It was cheerful.” (S8: Yeah, I like it. I enjoyed playing and I was happy.). 2 students said,
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“We prepared the characters in the game ourselves.” (S5: Yes, I liked the game because
we prepared the characters ourselves.). 1 student said, “I love playing games.” (Yes.
Because I love to play games, I love the game because we designed the characters
ourselves. I want to play again later.).

Table 3: Results from Open-ended Questions
Question 2: Did the course of play change your learning? Please explain.

f %
I understood the subject better. S3,54, S6, S8, S9, S12, S13, S16, 518,519, S24 11 42,30
What I learned was more permanent. S1,S2, 59, S13, S14, S17, S20 7 2692
I learned the words I mixed. 510, S15 2 7,69
I learned new words. S7,S21 2 7,69
I learned faster. S3 1 3,84
I listened to course more carefully. S5 1 3,84
It made me overcome my excitement S3 1 3,84
I attended the course more willingly. S17 1 384
Total 26 100

When Table 3 is examined, the question “Did the course of play lead to a change in your
learning?” all of the students answered “Yes, provided.” and explained as follows; 11 of
the students used the phrase “I understood the subject better.”(S12: Yes, I didn't know
that rice and bread were uncountable names before I played the game. That way I learned
better.). 7 students said, “What I learned was more permanent.” (59: Yes, it made me learn
better and be permanent.). 2 students said, “I learned the words I mixed.”. (S10: Yes, it
did. Because I was confusing countable and uncountable names, but thanks to this game
I don't.). 2 students said, “I learned new words.” (S7: Yes, he did. I learned countable &
uncountable words and new words in English.). 1 student replied, “I learned faster.” (53:
Yes, he did. I learned faster and made me overcome my excitement.). 1 student answered,
“I listened to course more carefully.” (S5: Yes, it is provided. For example, some of my
friends do not listen to the course while we are explaining the normal course, but we
listen more carefully when done with activity.). 1 student said, “It made me overcome
my excitement.” (S3: Yes, it did. I learned more quickly and it helped me to overcome my
excitement.). 1 student answered, “ I attended the course more willingly.” (S17: Sure, it
did. We were more eager to attend this course because everyone had so much fun.).

Table 4: Results from Open-ended Questions
Question 3: How did you feel during the course of the game? Please explain.

f %
I was very happy. S2,53,57,S8, S9, 510, S11, S15, S16, S17, 518, S19,524 13 34,21
I was excited. S2,S3, S5, S6, S7, S12, S13, S14, 8 21,05
I felt better. S4, S8, 520, S21, S22, S24 6 15,78
I had fun. S9, S10, S12, S17, S21 5 13,15
I wondered who would win. S6, S13, S14 3 7,89
I was never bored in the lesson. S3, S15 2 5,26
I felt anxious. S7 1 2,63
Total 38 100
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"As can be seen in Table 4, the question “How did you feel when you were studying with
the game?”; 13 students answered, “I was very happy.”( S3: I was very happy while
playing and felt excited. Sometimes I had bored before, but I never got bored in this
lesson.). 8 students said, “I was excited.” (52: I was very excited but I was very happy
when our team won the game.). 6 students said, “I felt better.” (S4: I felt better. Thanks to
the course I understood better.). 5 students said, “I had fun” (S17: I felt very happy and
had fun with my friends.). 3 students said, “I wondered who would win.” (S13: I felt
excited. I was wondering which team would win.). 2 students said, “I was never bored in
the lesson.” (S15: I felt very happy, sometimes I had bored in class before but I was never
bored and learned very well.). 1 student said, “I felt anxious.” (I was happy, excited and
a bit anxious. Because we had a chance of losing the game.). When we examined the
answers in detail, it was seen that the students experienced many positive emotions at
the same time during the game and only a few students were worried about not being
able to win.

Table 5: Results from Open-ended Questions
Question 4: Would you like the next lessons to be taught by playing game? Why?

f %
I would because I had so much fun. S1,54,S57,S8, 59, 510, S11,513,517,522 10 35,71
I would. I understood the subject better. S3, 54, S6, S8, S9, S16, 518, S24 8 28,57
I would. What I learned was more permanent S6, 514,515, S17, S21 5 17,85
I would. The lesson was more exciting. S16, S17 2 7,14
I would because I love playing games. 521 1 3,57
I would because I never felt bored in that lesson.  S23 1 3,57
I would. We had good memories with my friends. S1 1 3,57
Total 28 100

When we look at Table 5, it was seen that all of the students answered, “I would” to the
question “Would you like the next lessons to be taught by playing game?” When asked
why, it was seen that 10 students answered, “Because I had so much fun.”( S1: Yes. I
would love to. I've had so much fun that I've never had so much fun in a lesson. I wish
lessons were always like this, I had a lot of good memories with my friends.). 8 students
answered “I would. I understood the subject better.”( S4: Yes, I would like all lessons to
be taught through games because I understood the subject better and have more fun.). 5
students said, “ I would. What I learned was more permanent.”( S17: Yes, I would like to,
because we both have fun and learn so that subject becomes more memorable.). 2
students said “I would. The lesson was more exciting.”(516: Yes, I would love to. The
lessons are more enjoyable and I learn better.). 1 student said, “I would because I love
playing games.”( 521: Yes, I would, because I love to play games and the subject is better
in my mind through games.). 1 student answered, “I would because I never felt bored in
that lesson.” (Yeah, I do, because I'm never bored.). 1 student said “I would. We had good
memories with my friends.” (Yes. I had so much fun that I had never had so much fun in
any class. I wish the lessons were always like this because we had good memories with
my friends.). When the four open-ended questions asked at the end of the game were
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evaluated in general, it was observed that the course carried out using the gamification
approach had markedly positive results in terms of both academic achievement and
motivation and attitudes towards the course.

3.3. Teacher Opinions about Game and Student Attitudes

I observed that all students were very enthusiastic, happy and excited during the two
class hours planned for character design. In addition, the fact that they brought all the
materials required for character design in full was an indication of their high readiness.
In this activity, which we divided the class into two groups, students experienced the
importance of teamwork and the happiness of accomplishing a job together, which
increased the interest and motivation of the students to the lesson and the subject. At the
end of the two lesson hours allocated for character design, all students were proud and
happy to be able to fulfill the assigned task. I also observed that the topic was more
memorable because they found the names they prepared together.

All students were in communication and interaction with each other constantly as
they worked and competed in groups. In the first part of the game, in which they
classified the cards as countable / uncountable, I observed that both team members
grouped each other by helping, discussing and sharing information, and even explaining
why they were countable or uncountable. In this way, I have also observed how effective
peer teaching is. In the second part of the game, which the characters were fed with these
foods and beverages, as the students competed as a group, all students actively
participated in the course. Since the groups went on the board and played the game, the
other group students watched the game curiously.

The aim of the game was to feed the characters with food and drink images that
can be countable and uncountable as soon as possible and in the most accurate way.
Therefore, students were constantly active and excited throughout the course. At the end
of the game, all the students in the winning and losing group were very happy and said
they wanted to play the game again. Sometimes there was a lot of noise during the game,
but this was an indication of the students' interest and willingness to win.

As aresult,  have observed that a course with a gamification approach has a very
positive effect on the students and that students have high readiness and motivation
during all activities. I also found that the subject taught by this approach was more
memorable and that even the students who were less interested in the course had a clear
perception. From the results of the pre-test and post-test that I applied before and after
the game, and the student attitudes at the end of the game, I observed “Eat Up” game
showed a positive increase both in student achievement and in the perspectives of the
English course.

4. Discussion and Conclusions
According to the results of the study, it was seen that the course was enjoyed by the

students with “Eat Up” game, it was effective in understanding the subject better, the
students were happy and excited during the game and they had fun. It was determined
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that gamification approach is important in terms of increasing interest of students
towards the lesson and developing positive attitude towards participation in the lesson.
In addition to this, it has emerged from student opinions that “Eat Up “creates a
competitive environment and this increases the motivation of the students. In his study,
Polat (2014) found that students exhibited a positive attitude towards gamification.

We can say that “Eat Up ”affects students' competence, problem solving, group
working skills development. “Gamification enabled students to interact with each other and
share their mutual ideas, while problem solving, critical thinking and cooperative working skills
were positively affected.” (Cézar-Gutierrez ve Sdez-Lopez, 2016; Pesare ve dig., 2016).
According to Pesare, Roselli, Corriero and Nossano (2016), it was concluded that the
continuity of the performances of the students was ensured for a longer time when they
worked in groups during play with learning.

It is seen that the adaptation of the play, which is a natural part of the child's life
and which has a big place in life, to the students, creates a positive and fun lesson
environment by motivating the lesson, thus making learning natural and permanent.
Based on the students' opinions about “Eat Up” game, it was concluded that the teaching
of the game was liked by the students and had an effect on the learning increase.
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