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Abstract

Problem Statement: Moving schooling age to an earlier time as a result of the transition to
the practice of 12-year non-continuous compulsory education in 2012-2013 academic year has
brought the discussions on whether students’ readiness is sufficient or not. However, the teachers’
readiness is also an issue as important as a student’s readiness and has to be questioned.
Considering the children’s developmental characteristics, personal differences, their interests and
needs, the first 12 weeks of the first grade in primary school are spared for adaptation and
preparation practices. These game-based practices are supportive in all areas for the students who
start to school at an earlier age and they ease the adaptation process for them. Nevertheless, it has
not been considered in detail what primary school teachers, who are responsible for designing,
implementing and carrying out these game-based practices, think about game-based education,
and how they feel about it.

Purpose of Study: The purpose of this study is to identify the teachers’ opinions on
configuring primary school first grade practices with games as proposed in the new program after
reorganization of Turkish Education System as “4+4+4”.

Methods: This is a descriptive survey model study aiming to find out the attitudes of 157
(106 female, 51 male) primary school teachers towards the construction of primary school first
grade practices with games in terms of various variables. These teachers are working at schools
connected to Isparta Provincial Directorate of National Education. According to the reliability
analysis on the data obtained by personal information form and teacher questionnaire, Cronbach'’s
Alpha coefficient is found out as .81.

Findings and Results: The data obtained from this research were analyzed with SPSS 15.0
Windows package program. In the analysis of data, independent t test, One Way ANOVA,
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frequency analysis and descriptive statistics were used. The predetermined level of (p<0,05) was
taken as basis for significance. Research findings show that there is a significant difference between
the participants’ level of attitudes towards teaching first reading and writing with games according
to their gender. Moreover, no significant difference found between teachers’ attitude levels towards
game-based education according to their professional seniority, the schools’ socio-economic levels,
their students’ pre-schooling backgrounds and the number of students in the classroom.

Conclusions and Recommendations: The results show that the attitudes of primary
school teachers towards game-based education in teaching first reading and writing are lower than
the average. The reason for this can be interpreted as the teachers’ lack of experience on game-
based education, since the research findings show that teachers, in fact, believe in the importance
of game-based teaching and need games in all phases of first reading and writing. Therefore, books
that enrich the first reading and writing process, show guidance and have sample applications can
be suggested to the primary school teachers. Especially, hands-on trainings to enhance knowledge
and skills on game-based education can also be very fruitful.

Keywords: 4+4+4 education system; teaching first reading and writing; game-based
education; teaching profession.

Introduction

The most natural and active learning environment is the game time that supports child’s
emotional and physical development (Keskinkilic & Keskinkilic, 2005, p.79). Children gain
experience with the help of actions they join and like personally (Durmus, Isillak & Gokgegoz
Karatekin, 2005, p.7). Words are also as important as actions in games (Itir & Seyran, 2004, p.8).
Therefore, it has been emphasized by many researchers (Demirci, 2006; Memis, 2006; Ozcan,
2001; Ozdogan, 2000; Ozeng, 2007; Seving, 2004; Tan, 2001) that games contribute to child’s
linguistic, mental, social, emotional and physical development. Researchers point out the various
benefits of using games in teaching Turkish (Ozcan, 2001) and especially using them in the process
of teaching first reading and writing (Ozeng, 2007; Tan, 2001).

Games are used as a technique in order to attract students’ attention to the topic that is being
learned, to dynamize them and to enable students to learn in a comfortable environment with joy
(Giines, 2013, p.302). The most common view in the literature is that games are supportive in
students’ development in all areas (Calp, 2003; Camliyer, 2001; Keskinkili¢ & Keskinkili¢, 2005;
Seving, 2004). The positive effect of games on learning, success and attitude has been pointed out
by many researchers (Demirci 2006; Doganay, 2002; Ozcan 2001; Tasli, 2003; Yildiran 2004;
Yildiz 2001). It can be stated that first reading and writing process based on games will be more
fruitful for teacher, student and family when the advantages of using games in teaching different
subject areas is taken into consideration.

Students take the new information without getting bored in game-based learning
(Kurudayioglu, 2003). Games contribute to permanency of knowledge and skills that students gain
(Ulutas, 2011). After all, students have to investigate, try and explore in order to gain knowledge
and skills. Therefore, games can help students to find answers to the questions related to the world,
to test new ideas and notions, and to develop their problem solving and reasoning skills (Akman,
2002; Ulutas, 2011; Karakaya, 2007; Sisman & Ozyavuz, 2010).

Games are widely used in pre-school education (Karamustafaoglu & Kandaz, 2006).
Similarly, game-based educational practices should be included in first reading and writing
activities in primary schools. Playing games will develop children’s cognitive skills and creativity as
well as their physical skills (Esen, 2008). Thus, primary education should be reinforced with
games. Children will improve better in social, emotional and physical aspects with the curriculum
enriched by games.

First reading and writing education has a wider content than just teaching students reading
and writing skills. In this process not only teaching reading and writing but also developing basic
skills like using Turkish in a correct, effective and good way, communication, problem solving,
decision making are anticipated (Akyol, 2011, p.87). In other words, with teaching reading and
writing, teaching mental skills like reasoning, understanding, questioning is aimed as well as
teaching basic reading and writing skills and other learning domains of the language (Sahin, 2011,
p.122). For this reason, game-based learning activities will also contribute to children’s gain of
mental skills (Walsh et al, 2006).
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First reading and writing education has been implemented by using running italic letters and
with sound based sentence technique since 2005-2006 academic years. The most important phase
of first reading and writing education with this technique is producing syllables, words from
syllables and forming sentences from words (Yildiz, Okur, Ar1 & Yilmaz, 2010, p.109). A more
fruitful first reading and writing process can be provided for teacher and student especially with
the help of games. At this point, it is highly important for the teacher to use his/her creativity,
professional competence, knowledge and skills.

Educators have considerably important duties in merging education with games that support
children’s development in all areas. At this point, identifying teachers’ opinions and their attitudes
towards game-based learning is very significant. Studies based on teachers’ views on game-based
learning (Demirci 2006; Ozeng 2007) show that teachers do not have enough knowledge on game-
based learning and they need training and sources in order to improve themselves. Concordantly, it
can be said that in order for educational applications to be more functional, the amount of research
conducted to find out the existing needs in the perspective of the implementers should be
increased.

In 2012-2013 academic years the schooling age has been moved to an earlier time with the
transition to the practice of 12-year non-continuous compulsory education. Of course, the child’s
adaptation to school depends on child’s personal traits, the family’s attitude towards raising a
child, child’'s general health condition, the qualification of child and the family’s social
environment, if any, the child’s previous school life and child’s readiness academically (Inal, 2013,
p.85). At the same time, children’s developmental traits, personal differences, interests and needs
are very important in this process. Taking all these features into consideration, the first 12 weeks of
primary school first grade practices have been spared to adaptation and preparation. These game-
based practices support students that start going to school at an early age and ease the adaptation
process for them. However, no study has been conducted on the readiness of teachers who will
carry out these game-based practices. In other words, the level of readiness of primary school
teachers, who will design, implement and manage an educational process according to the
developmental characteristics, personal differences, interests and needs of their students starting
school at an early age, have not been studied before. However, teachers’ readiness being as
important as students’ readiness should be questioned. Besides, in order to make the process
successful, investigation of teachers’ efficacy on configuring education with game is obligatory.

First reading and writing education, including life-long experiences, forms the first and main
transition process of a child’s education life. This period has critical importance on gaining basic
knowledge, skills, attitudes and habits. The teacher has the most important duty in making the
process successful. After the changes of laws and regulations in Turkish Education System in 2013,
mostly the sufficiency of children’s readiness has been discussed. However, the teachers’ readiness
is important at least as students’ importance and should be examined.

This study aims to investigate the teachers’ opinions on game-based learning proposed to be
applied in all phases of first reading and writing process after the transition to 4+4+4 non-
continued compulsory education system in 2012-2013 academic years. In this context, the attitudes
and views of primary school teachers on adaptation, preparation and using games in first reading
and writing activities were examined in relation with different variables. It is considered necessary
to find out the opinions of primary school teachers on constructing first reading and writing
process with games along with adaptation and preparation practices as stated in the new
curriculum. Furthermore, identifying teacher views on game-based education is significant for
finding out what is needed in the transition process and what kind of enhancements should be
done. Also, evaluation of innovations in education from the implementers’ point of view will be a
guide for the new studies.

Method

Research Design: This is a descriptive survey model study aiming to find out primary
school teachers’ opinions on first grade practices constructed with games after the reorganization
of Turkish Education System as “4+4+4” with respect to different variables (Karasar 2005, p. 77).

Sample: The study was conducted in 2012-2013 academic year on 157 (106 female, 51 male)
primary school teachers working at schools connected to Isparta Provincial Directorate of National
Education.

Characteristics of Participants
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Percentage Distribution of participants according to their genders

Gender f %
Male 51 32,5
Female 106 67,5
Total 157 100,0

Most of the participants are female (67,5%). 32,5% of the participants are male.

Percentage Distribution of participants according to their age groups

Age groups f %
21-30 12 7,6
31-40 33 21,0
41-50 112 71,3
Total 157 100,0

Most participation came from the age group between 41-50 (71,3%). The least participation came

from the age group 21-30 (7,6%).

Percentage Distribution of participants according to their Professional seniority

Professional seniority f %
0-5 6 3,8
6-10 13 8,3
11-15 10 6,4
16-20 or more 128 81,5
Total 157 100,0

Most of the participants have spent more than 16-20 years in the profession.

Percentage Distribution of participants according to their schools

Schools f %
Training Institute 14 8,9
Fgculty of Science and 7 45
Literature

Faculty of Education

Primary School Teaching 95 60,5
Faculty of Education Other 19 12.1
Departments

Other Faculties 22 14,0
Total 157 100,0

More than half of the participants were graduated from Faculty of Education (60,5%). The
percentage of participants graduated from other departments in Faculty of Education is 12,1% and
the percentage of participants graduated from Training Institute is 8,9%. Generally participants
were graduated from departments related with education.

Percentage Distribution of participants according to their
post-graduate educational status

Post-graduate

. f %
educational status
Post-graduate or still in 10 6.4
progress
Not a post-graduate 147 93,6
Total 157 100,0
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Participants who are post-graduate or still in progress are relatively few (6,4%). Most of the
participants do not have an MA degree (93,6).

Percentage Distribution of participants according to number of first
grade students they recently had

Number of students f %

20 and less 45 28,7
21-30 76 48,4
31-40 36 22,9
Total 157 100,0

Almost half of the participants had 21-30 first grade students recently (48,4%).

Percentage Distribution of participants according to their students
taking pre-school education

Number of Students f %
None of them 8 5,1

A few of them 33 21,0
Most of them 116 73,9
Total 157 100,0

While most of the participants have students who had pre-school education (73,4%), very few
participants have no students who did not have pre-school education.

Percentage Distribution of participants according to their schools’
socio-economic levels

Number of Students f %
Lower 53 33,8
Middle 91 58,0
Upper 13 8,3
Total 157 100,0

While 33,8% of the participants work in schools with lower socio-economic levels, 58,0% of
participants work in middle socio-economic level schools and 8,3% work in schools with upper
socio-economic status.

Research Instruments: Teacher questionnaire and personal information form developed
by Ozeng (2007) were used in this study.

Personal Information Form: This form consists of 11 questions aiming to find out
teachers’ personal characteristics.

Teacher Questionnaire: This questionnaire is a 5 point likert scale consisting of 36 items
that aim to identify teachers’ attitudes towards game-based first reading and writing education.
The highest grade one can have in this scale is 105 and the lowest grade one can get is 21.

The validity and reliability of research instruments: According to the reliability
analysis on the data obtained from this research, Cronbach’s Alpha coefficient is found out as .81.
This scale can be accepted to have high level reliability since the reliability coefficient is higher than
0.80 (Tavsancil, 2002, p.29; Alpar, 2001, p.284).

The problem of case study: The general purpose of this study is to identify the opinions
of primary school teachers on the construction of primary school first grade classroom practices
with games as proposed after the reorganization of Turkish Education System as “4+4+4”. In
accordance with this purpose the answers of these questions are tried to be found: What are the
opinions of primary school teachers on the method of teaching first reading and writing with
games? Is there a significant difference among primary school teachers’ views on the method of
teaching first reading and writing with games according to their gender, professional seniority,
schools’ socio-economic levels, students’ pre-schooling background and classroom size?
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Data Analyses: If data do not fit in normal distribution, parametric tests are not used, and
instead non-parametric tests are used (Yilmaz & Yilmaz, 2005). Therefore, before determining the
statistical analysis to be used in the research, data were checked whether they fit in normal
distribution or not by using One-Sample Kolmogorov-Smirnov test. Since the data obtained from
this research fit in normal distribution (p=0,101), in order to compare two independent variables
Independent t test and to compare more than three independent variables One Way ANOVA were
used. The results were interpreted according to average values while the general views of
participants on teaching reading and writing with games were being evaluated. Approximately, it is
interpreted as none between 1-1,79; as a little between 1,80-2,59; as average between 2,60-3,39; as
high level between 3,40-4,19; and as very high level between 4,20-5,0.

Findings and Results

The first question in this research was asked to find out the teachers’ opinions on
game-based education method in teaching first reading and writing. In teacher questionnaire,
participants were allowed to select more than one item. The percentage distributions stated in the
tables below are estimated by involving all the answers.

The percentage distribution of participants using games to teach
first reading and writing

Using games f %

No 23 14,6
Partially 46 29,3
Yes 88 56,1
Total 157 100,0

While very few participants do not use games to teach first reading and writing (14,6%),
most of the participants use games (Partially=29,3%; Always=56,1%).

General attitudes of participants towards using games to teach
first reading and writing

Variables n X Ss

I use materials for the games in teaching first reading and writing 134 1,74 765
If there are any students who had pre-school education, I am

having difficulty in motivating them for the lesson, since they are 134 3,37 1,044
accustomed to games

I believe that by using games in teaching first reading and writing |

attract the attention of some students who have difficulty in 134 1,93 ,864
comprehension

I need different sources related with games in teaching first reading
and writing

When | implement the games outdoors while teaching first reading
and writing, students will be more motivated

I have difficulty in communicating with my students when I am
teaching first reading and writing with games

I am having difficulty in evaluating students when | benefit from
games in teaching first reading and writing

Students’ interests to the lesson increase after the games in
teaching first reading and writing

134 1,72 719

97 2,09 ,843

134 4,01 813

134 3,99 766

134 1,79 ,786

Generally, participants have medium level difficulty in motivating their students who had
pre-school education. In addition, participants have high level difficulty in teaching first reading
and writing with games and evaluating their students at the same time.
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The percentage distribution of participants’ answers to the question “when do you
need most game-based education while teaching first reading and writing?”

Variables f %
Preparation 91 25,3%
Feeling and recognizing the a8 24.4%
sound

All of them 66 18,3%
Forming syllables, words 50 13.9%
and sentences from sounds

Reading and writing sounds 47 13,1%
Forming texts 18 5,0%
Total 360 100,0%

Most of the participants think that they need game-based teaching at the stages of
preparation, feeling and recognizing the sound.

The percentage distribution of participants’ answers to the question “how do you
define the behaviors of your students who come to first grade already knowing
reading and writing?”

Variables f %
Willing 61 35,3%
Interested 59 34,1%
Unwilling 27 15,6%
Uninterested 26 15,0%
Total 173 100,0%

Most of the participants think that students coming to the class already knowing how to
read and write are willing (35,5%) and interested (34,1%).

The percentage distribution of participants’ answers to the question “while teaching
first reading and writing, for which skills do you use games to develop them?”

Variables f %

All of them 70 23,4%
Speaking 57 19,1%
Reading 56 18,7%
Visual presentation 43 14,4%
Writing 38 12,7%
Listening 35 11,7%
Total 299 100,0%

While 23,4% of the participants use games in order to enhance all skills during first reading
and writing, 19,1% of the participants use them for development of speaking skill, and 18,7% of the
participants use games to develop reading skill.

The percentage distribution of participants’ answers to the question “what are the
reasons for not using games in teaching first reading and writing?”

Variables f %
Lack of materials or sources 23 25,6%
Anxiety _for keeping up with 21 23.3%
the curriculum

Lack of time 18 20,0%
Difficulty of the program 14 15,6%
Lack of knowledge on 11 12,2%
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teaching with games
Other 3 3,3%
Total 90 100,0%

The most important reasons for participants for not using games are lack of materials and source
(25,6%), anxiety for keeping up with the curriculum (23,3%) and lack of time (20,0%).

The second question in this research was asked in order to find out whether primary
school teachers’ views on game-based education method in teaching first reading and writing show
significant difference according to gender, professional seniority, their schools’ socio-economic
levels, their students’ pre-schooling backgrounds and size of their classes. The tables below show
the results in relation with the answers to the second question.

Comparison of average scores of participants’ attitudes towards game-based
education in teaching first reading and writing

n Lowest Highest X Ss

157 21 77 42,12 9,052

The average score of participants’ attitudes towards game-based education in teaching first reading
and writing is found as 42,12+9,05. Participants show lower than middle level attitude towards
game-based education in teaching first reading and writing.

Total score

Comparison of average scores of participants’ attitudes towards game-based
education in teaching first reading and writing according to gender

Gender n X Ss t b
Male 51 40,02 7,336
Female 106 43,13 9,640 -2,038 ,043

The average attitude score of male participants is 40,02+7,33, while female participants’ score is
estimated as 43,1319,64. Statistically female participants’ average attitude score is significantly
higher than male participants’ average score (p<0,05).

Comparison of average scores of participants’ attitudes towards game-based
education in teaching first reading and writing according
to their professional seniorities

Professional

Lo X Ss F P
seniority

0-5 6 41,33 7,367

6-10 13 40,69 8,179

11-15 10 39,30 6,977 ,526 665
16-20 or more 128 42,52 9,366

The participants who spent 0-5 years, 6-10 years, 11-15 years and 16-20 or more years in the
profession have average attitude scores respectively 41,33+7,36; 40,69+8,17; 39,30+6,97 and
42,52+9,36. Participants who spent 16-20 or more years in the profession have the highest attitude
score. There is a difference between participants’ attitudes towards teaching first reading and
writing with games according to their professional seniority, but statistically this difference is not
significant (p>0,005).
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Comparison of average scores of participants’ attitudes towards game-based
education in teaching first reading and writing according to the number of first grade
students in their recent classes

Number of

students X Ss F P
20 and less 45 41,38 8,046

21-30 76 41,70 9,357 ,965 ,383
31-40 36 43,94 9,577

The average attitude score of participants who recently had 20 and less first grade students is
41,38+8,04; who had 21-30 students is 41,70+9,35; and who had 31-40 students is 43,94+9,57. As
the number of students that participants recently had increase, the participants’ level of attitudes
towards game-based education in teaching first reading and writing increase as well. However,
statistically this increase is not significant (p>0,05).

Comparison of average scores of participants’ attitudes towards game-based
education in teaching first reading and writing according to their students’ pre-
schooling backgrounds

Having pre-

schooling n X Ss F p
backgroound

None of them 8 39,38 7,708

A fewof them 33 42,06 10,900 ,396 ,674
Most of them 116 42,33 8,597

The average attitude score of participants none of whose students had pre-school education is
39,38+7,70, whose a few students had pre-school education is 42,06+10,90 and whose most of the
students had pre-school education is 42,33+8,59. While the participants none of whose students
had pre-school education have the lowest attitude score, the participants whose a few or most of
the students had pre-school education have close attitude scores. However, statistically there is no
significant difference between average attitude scores of the participants according to students’
pre-schooling backgrounds (p>0,05).

Comparison of average scores of participants’ attitudes towards game-based
education in teaching first reading and writing according to their schools’
socio-economic status

Socio-

economic n X Ss F p
status

Low 53 43,34 8,199

Middle 91 41,88 9,475 1,370 ,257
High 13 38,85 9,054

The average attitude score of the participants who work in lower level socio-economic schools
is 43,34+8,19; who work in middle level socio-economic schools is 41,88+9,47 and who work in
higher level socio-economic schools is 38,85+9,05. As the socio-economic level of the school
increase, the attitudes of participants towards teaching first reading and writing with games
decrease. Although there are differences among the attitude scores of participants according to
socio-economic status of the schools, statistically these differences are not significant (p>0,05).
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Conclusions and Recommendations

The results show that the attitudes of primary school teachers towards game-based education
in teaching first reading and writing are lower than the average. The reason for this can be
interpreted as the teachers’ lack of experience on game-based education, since research findings
show that teachers, in fact, believe in the importance of game-based teaching and need games in all
phases of first reading and writing. Therefore, books that enrich the first reading and writing
process, show guidance and have sample applications (Akyol, 2012; Durmus, Isilak ve Gokgegoz
Karatekin, 2005; Itir & Seyran, 2004) can be suggested to the primary school teachers. Moreover,
hands-on trainings to enhance knowledge and skills on game-based education can also be very
fruitful.

Research findings show that there is a significant difference among the participants’ level of
attitudes towards teaching first reading and writing with games according to their gender. In other
words, female participants show higher attitude level in benefitting from games in reading and
writing practices than male participants. Similarly, Ozen¢ (2007) also found out that female
teachers show higher aptitude levels in using games in the lessons than male teachers. On the other
hand, Akc¢adag (2010) did not find any significant difference between the attitude levels of teachers
and gender. Therefore, the effect of gender on selecting methods and techniques in education
applications are suggested to be researched. If gender has a leading effect on teachers’ selection of
the best technique for themselves, this situation should be questioned with its reasons.

The efficiency of educational processes depends mostly on the methods and materials used in
education (Kagar & Dogan, 2007). Research show that no method used in lessons is perfect and the
important thing is the way how a teacher teaches (Duffy & Hoffman, 1999). It is quite significant
for teachers to analyze materials and methods suitable for the lesson and find out the best method
according to their students’ needs (Senel, 2004). Therefore, using games in the lessons can change
not just according to teachers’ genders, but also according to their professional seniority, classroom
size, etc. For this reason, when the effect of variables that are thought to have an impact on views of
teachers on game-based learning was examined, these results were found:

In the end of this study no significant difference was seen among teachers’ attitudes towards
using games with reading and writing practices according to their professional seniorities.
Moreover, it was found out that teachers who have spent 16-20 years in profession have the highest
attitude score. In similar studies, also no significant difference has been found between game-
based education and teachers’ professional seniorities. The main reason for these results is that
some teachers have the traditional way of teaching and they cannot see themselves as game players
(Akcadag, 2010). In a similar study conducted on teachers teaching in different subject areas, also
found out no significant difference between teachers’ professional seniority and the educational
methods they use in the classroom (Onen et al. 2009). Today, it is known that schools are places
that prepare children for the real life and games play a crucial role for children to learn the life
(Sisman & Ozyavuz, 2010). In this sense, it is an important necessity for teachers to tend towards
game-based education in their own subject areas.

It was found out that the more primary school first grade students that teachers have in their
recent classrooms, the higher attitude levels they show towards using games in teaching first
reading and writing. However, this raise is not seen statistically significant. Attracting many
students attention for the lesson at the same time is the main reason why teachers have this view,
because while playing games, skills like speaking, thinking, sharing, interaction with the
environment and problem solving can be easily developed (Darwish et al, 2001; McFarlane et al.
2002). For this reason, in order to both enhance student attendance in the lessons and convey
information in a more efficient way, it is quite important to increase game-based educational
practices as the number of students increase. Also, Mounsurd (2006) emphasized the necessity of
games in the education system.

In this study, there is no significant difference found among teachers’ level of attitudes
towards using games in reading and writing activities in terms of students’ pre-schooling
background. In other words, it can be asserted that there is no significant difference between the
number of students who had pre-school education and teachers’ attitudes towards game-based
education. It is known that games are used in pre-school education in teaching mathematics
(Akman, 2002) and foreign language (Ilter & Er, 2007), in their social development (Giilay, 2009),
and in many other areas (Kurudayioglu, 2003). Considering that children learn better with games
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and games play a significant role in their personal development (Keles et al, 2006; Pivec, 2007),
games should be used in first reading and writing activities without paying attention to whether or
not children had pre-school education.

The study results reveal that with the increase in socio-economic level of schools the attitudes
towards game-based education decrease, but this decline is not found to be statistically significant.
In a similar study, contrary to the results of this research, it is identified that compared to lower
socio-economic level schools higher socio-economic level schools use more game-based
educational materials (Ozeng, 2007). Games should be significant part of the curriculum (Basal,
2007), since children love playing games (Cevik, 2007), games are as important as studying for the
child (Karakaya, 2007), and main learning skills in children develop though life experiences.
Therefore, it appears as an important situation that there should be more game-based learning
activities in higher level socio-economic schools and government should support schools with
lower socio-economic level with game-based education materials.

In conclusion, it was found out that there is a significant difference among participant
teachers’ attitude levels towards game-based education studies in terms of gender. Furthermore,
no significant difference found between teachers’ attitude levels towards game-based education
according to their professional seniority, the schools’ socio-economic levels, their students’ pre-
schooling backgrounds and the number of students in the classroom. The results of this study are
thought guide new studies. In this context, academicians are suggested to carry out theoretical and
applied studies aiming to support teachers in teaching first reading and writing process. In the
main step of primary education that involves first four years, studies related with construction of
education system with games will contribute to teachers’ experiences in the implementation of this
new method.
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AnHoTtamusa. [TocranoBka mpobsiembl: CMelleHre IIKOJIBHOTO BO3pacTa B CTOPOHY OoJiee
PaHHETO B pe3yJIbTaTre Mepexojia K MpaKTHKe 12-JIETHETO TPEPBAHHOTO 00s13aTETLHOTO O0yU€eHHs B
2012-2013 akafileMU4YeCKOM IOy BBI3BAJIO CIOPBI O TOTOBHOCTH ydaiquxcdA. Tem He MeHee,
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TOTOBHOCTh yUHTesel ABJAETCA TAaKUM »Ke BaKHBIM BOIIPOCOM, KaK M T'OTOBHOCTb y4YalllUXCA U
TpebyeT paccMoTpeHUs. PaccmaTpuBas ypoBeHb Pa3BUTHA YUAIIUXCS, JMYHOCTHBIE 0COOEHHOCTH,
UX MHTEPECHI U IOTPEOHOCTH, IEPBBIE 12 HEZIeTh IEPBOT0 KJIacca HAYaJIbHOU IITKOJIBI OTBOZATCSA Ha
aZlafiTaliiio ¥ MOATOTOBKY. DTU UTPOBble MPAKTHKHU ABJIAIOTCA OCHOBHBIMU BO Bcex cdepax s
yJaluxcs, HaYMHAIMUX ob0ydyeHre B 60jiee paHHEM BO3pacTe U OOJIETUAIOT IIPOIECC aIaIlTaI[UH.
Tem He MeHee, He U3y4YeH BOIPOC O TOM, YTO YUUTeJs HAYIBHON IIKOJIBI, OTBETCTBEHHBIE 3a
MOJIEJTUPOBAHNE, BHEJAPDEHHE W INPETBOPEHWE B JKU3Hb 3THX WUTPOBBIX MPAKTHK, AYMAIOT 00
00pa30BaHNU HA OCHOBE UTPOBOTO METOZ[a M KAKOBO X MHEHHE Ha STOT CUET.

enpb uccnemopanus: 1{eqp10 JAHHOTO UCCIIEIOBAHUSA ABJISIETCSA U3yUeHNE MHEHUS YUUTEIeN
006 00y4eHUH UTPOBBIM METOJIOM B IIEPBOM KJIAaCCe HAYAIBHOU IIKOJIBI, KaK MPEIJIOKEHO B HOBOU
IporpaMMe IT0CJIe PEOPTaHU3aIUH TYPEIKOH CUCTEMBI 00pa3oBaHus “4+4+4",

Mertonsl: JlaHHOe WCCIeIOBaHUE SBJISAETCS OIKCATEbHBIM, €ro IeJib — BBIICHHUTH
OTHoIlleHHe 157 (106 >KeHIIWH, 51 MYXKUWH) yIuUTeJeld HaYaJbHOW IMKOJIBI K UTPOBOU CHCTEME
o0yueHHs B IEPBOM KJjlacCe HAYaJbHOM IIKOJIBI B KOHTEKCTE PA3JIMUHBIX IlepeMeHHbIX. /laHHbIe
yuutesnss paboTalOT B IIKOJAX, OTHocAmuxcsa K IIpoBuHInuaspHON pAupeknuu Vcemaptsl
HallMoOHAJIbHOTO 0Opa3oBaHuA. CoIVIaCHO aHaIW3y JAHHBIX, IOJIyYeHHBIX C IOMOIIbI0 OJIaHKa
JIMYHOUM MHGPOPMALNU U aHKETHI /I yauTesen, koagdunuent HagexxHocTu Kponbaxa cocrasiser
.81

[Tosy4yeHHBIe AAaHHBIE U pe3yJIbTaThl: J[aHHbBIE, TIOJIyUeHHbIe B Pe3yJIbTaTe HCCJIeIOBAHUSA,
OBUIN MPOAHAJU3UPOBAHBI ¢ MOMOIIBI0 [TakeTra mporpaMM 0OpabOTKU CTAaTUCTUYECKHUX JTAHHBIX
0OIIIeCTBEHHBIX HAyK 15.0 mporpaMMHoro komiuvriekra Windows. /Iy aHaim3a AaHHBIX ObLIH
HCII0JIb30BAaHbl HE3aBUCUMBIH t-KpUTEPUM, 0THOMAKTOPHBIN JUCIIEPCUOHHBIN aHAJIN3, YaCTOTHBIN
aQHAJIN3 U OTHUCATEIbHASA CTATHCTHKA. 3apaHee YCTAaHOBJIIEHHBIN YpPOBeHb (P<0,05) ObLI IPUMEHEH
KaK OCHOBHOM /I CTaTHCTUUYECKOM 3HAaUYMMOCTU. Pe3yspTaThl HCCI€I0BaHUA II0Ka3aIu
CYILIECTBEHHOE Pa3JInyre MeX/y YPOBHEM OTHOIIEHUS YIACTHUKOB K 00YyIEHUIO YTEHUIO U ITUCHMY
UTPOBBIM €IIOCOOOM IIO IOJIOBOMY IpU3HAKY. Bosiee Toro, 6puta oOHapy:KeHa HecyllecTBEHHAs
pa3HHIla MeK/ly YPOBHEM OTHOIIEHUSA yUUTesled K 00y4eHUIO0 UTPOBBIM METOZOM B 3aBUCHUMOCTU
OT BBICJIYTH JIET, COLIUAJIBHO-3KOHOMUYECKOTO YPOBHSA IIKOJI, IOIIKOJIBHOTO OIBITA UX YYEHUKOB U
KOJINUECTBA yJalluXcs B Kjacce.

BeIBOZIBI U pekOMeHanuu: Pe3ybTaThl MOKa3aiv, YTO OTHOIIEHUE YJYUTeJIed HavaJbHOU
IIKOJIBI K OOYyYEeHHIO0 YTEHHWI0O U MHUChMY HUTPOBBIM METOJIOM HIUIKe cpeaHero. IlpuumHa 3TOTO
KPOETCS B HEJOCTAaTKE OIbITA YUYUTEJeH, TaK KaK pe3yJIbTaThl HUCCIAEJOBAHUA IIOKA3aJIM, UTO,
dakTyecku, yuuTens BepAT B BAXKHOCTh OOyYEHHs WUTPOBBIM METOJOM U B HEOOXOMMOCTD
BHEJIDEHUsI UTPOBOTO METO/Ia BO Bce (a3bl 00yueHUsI YTEHUs U nucbMy. Takum o6pa3oM, KHUTH,
KOTOpPbIE O0OTAaIAI0T IpoIecc OOyYeHUs YTEHWIO U IMHChMY, COJIepKAT YKa3aHUSA, U IPUMEPHI
MIPUMEHEHUs MOTYT OBITh IPE/JIOKEHBI YUUTEISIM HAaYaIbHOU IIKOJIbI. OCOOEHHO MPAKTHYECKUE
3aHATHA JJIS YJIydIIeHUs] 3HAHUU U HABBIKOB OOYYEHUs WUTPOBBIM METOJIOM MOTYT OBITH OYEHB
pe3yJIbTaTUBHBIMHU.

KialoueBble cjoBa: o0Opa3oBaTesbHasA CHCTeMa 4+4+4; oOyueHUe UYTEHUIO U IHCHMY;
o0OyueHHe UTPOBBIM METOZI0OM; TPOdeCcCus yUUTeI.
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