23th INTERNATIONAL EDUCATIONAL
TECHNOLOGY CONFERENCE

7-8 SEPTEMBER, 2023

hosted by Bahgesehir University

Shaping

the Future of
Education:

New Reality,
Artifical Intelligence,
and Metaverse

www.iet-c.net
#IETC2023

THWIMAR  SKODA LI:SE



.
- .
)

.
o e
o "o ‘. . * 0
GahunnSe a-..-.‘.‘-‘-.r o _..- s,
‘. ',,r—o'c-‘or,,,,,,,..-a ?5 . . -'. .
-‘:.' '...:.:' * ,:'
- .." ...'...I. . )‘
-n‘.-‘-.._J_nt...‘. =%
- Cet 40 o B
- e
*
=
>
. . .
= 76°%595%6°%0° ¢
.
%% e o .
3 B o .
o o b .
LIRS MY l'.t..’l" .
. . .
o %0 %% ev %0 0 teeet ."‘.'.l" )
o e
.
.

ISSN: 2146-7366

ietcconferences letcConference <] conferenceietc@gmail.com : .



(Ere ®BAU 25,

Dear Colleagues,

As Bahgesehir University, we were pleased to host the 23rd IETC Conference, which is an
international academic event.

A large number of our participants listened to the papers and panels presented during the two
days, participated in the workshops, discussed and experienced the changing and unchanging
parameters in the process of integrating artificial intelligence applications into teaching
environments.

We would like to thank our distinguished guests, the Vice Rector who gave the opening speech,
the speakers, the workshop organizers, the reviewers for their cooperation and contribution to
the success. We would also like to thank the companies that sponsored our conference.

Thank you all for coming,

Prof. Dr. Feza ORHAN
General Coordinator
Bahgesehir University, Turkey
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Keynotes

Prof. Dr. Ali Simsek/ Bahcesehir University

How Will Education Look Like in the Future? (Gelecekte Egitim Nasul Olacak?)
Technology affects all aspects of life. Education is no exception. Recent technologies have
radically changed how we learn and teach. The role of the school is often questioned in this
context. Some argue that the school is not an indispensable institution anymore. Learners from
all generations prefer emerging technologies to acquire information with the advantages of
generous alternative resources. It appears that the humanity faces a technology-driven paradigm
shift in education. However, the school tries to neglect and even resist to such transformations.
It is skeptical or slow at best in adapting to necessary changes. This ignorance cannot continue
anymore. If it does, there will be very little place for the school in the future landscape of
education. When the school takes a proactive technological stance, however, education will
benefit from omnipotent and omniscient environments which not only mediate learning in
formal settings but let it happen anytime and anywhere. This paper argues that the school should
integrate especially transformative technologies to create a bright future embracing abundant
opportunities to empower all learners. With this in mind, a particular attention should be given
to realm of technologies such as virtual worlds, augmented reality, wearable technologies,
personalization, learning analytics, artificial intelligence, mobile applications, open educational
resources, metaverse, digital objects, connected environments, online collaboration, learning
communities, gamification, and electronic performance support systems. The paper concludes
that intelligent technologies are crucial and critical constituents of contemporary human life;
therefore, they should be considered imperative and integral elements of all educational
practices.

Prof. Dr. Stephen Harmon/ Georgia Tech University

Aha! Augmenting Human Ability. Generative Al in Higher Education

Generative Al is a rapidly developing field of artificial intelligence with the potential to
revolutionize higher education. Generative AI models can be trained to create new and original
content, such as text, code, images, and music. This technology has the potential to augment
human ability and help students to learn more effectively and efficiently. Generative Al has
emerged as a transformative technology in the realm of higher education. As the landscape of
higher education continues to evolve rapidly, characterized by trends such as remote learning,
personalized education pathways, and the demand for lifelong learning, innovative solutions
are imperative. Generative Al, with its remarkable ability to create human-like text, images,
and even other forms of content, holds the potential to revolutionize various aspects of
academia. Whether it be in the creation of tailored learning materials, automated assessment
tools, or the enhancement of virtual learning environments, generative Al offers the promise of
augmenting human abilities and enriching the educational experience for students and educators
alike. In this ever-changing educational landscape, harnessing the power of generative Al may
not only address current challenges but also pave the way for new educational paradigms that
cater to the diverse needs of learners in the 21st century.

9
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Prof. Dr. Charles M. Reigeluth/ Indiana University

Learner-Centered Instructional Design

This presentation began by identifying two paradigms of education: teacher-centered and
learner-centered. Then it briefly described 25 principles of learner-centered education grouped
into six core ideas: (1) competency-based education, (2) learner-centered instruction, (3)
restructured curriculum, (4) new roles, (5) a nurturing culture, and (6) new organizational
structures. Next, it provided more in-depth descriptions of 12 principles in core ideas 1, 2, and
4, which are of greatest interest to instructional designers: (1) competency-based (CB) student
progress, CB student assessment, CB learning targets, and CB student records, (2) learning by
doing, instructional support, personalized learning, and collaborative learning, (4) teacher as
guide, self-directed student, parent as partner, and technology as tool for students. Finally, it
described an ID process model created specifically to design LCI: the Holistic 4D Model,
beginning with its major innovations (a holistic ID process, task and topic expertise addressed,
learner-centered instructional theory added, holistic instructional sequences, just-in-time
analysis, and continuous evaluation) and then its major parts, the four Ds (Define, Design,
Develop, and Deploy).

Dr. Meredith Thompson/ FM Global
Presence and Agency: Understanding Learning and Simulations in Virtual Reality

This talk discussed the role of presence and agency in virtual reality simulations. We reviewed
a series of studies of the game Cellverse as a way to understand how virtual reality can be used
to teach biology. Then we reviewed a strategy for teaching called PEGS: Pretaining, Explore-
oriented, Goal-oriented, Segmentation. Finally, we reviewed presence and agency and applied
those frameworks to existing VR games, and finally we discussed how VR games can be
implemented in classrooms. Virtual reality (VR) is a rapidly developing technology with the
potential to revolutionize the way we learn and interact with the world around us. VR
simulations can transport us to different places and times, allowing us to experience things that
would be impossible or dangerous in the real world. Two key concepts in VR learning are
presence and agency. Presence is the feeling of being in the virtual world, while agency is the
feeling of being able to control our actions and interactions. When we have a high sense of
presence and agency in VR, we are more likely to be engaged and motivated to learn. This field
of inquiry has gained prominence as VR technologies have become more accessible and
sophisticated. Researchers in this domain endeavor to dissect the intricate relationship between
presence and agency within virtual environments and their impact on the realms of education
and simulations. Through rigorous empirical investigations, scholars seek to decipher the
mechanisms by which presence and agency enhance learning outcomes and proficiency in
various domains. This academic pursuit not only contributes to our theoretical understanding
of VR but also holds significant practical implications for educators, trainers, and professionals
seeking to harness the full potential of virtual reality in immersive learning and simulation
contexts. As technology continues to advance, academic endeavors in this area remain pivotal
in shaping the future of education and training through the lens of virtual reality.

10
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Panelists

Yapay Zeka Caginda Ogretimi Yeniden Diisiinmek
Prof. Dr. Feza Orhan, Prof. Dr. Tufan Dr. Elif Kara Dilara Vardar, Hisar
Bahgesehir University Adigiizel, Ozyegin Oztiirk, Kog School ~ School
University

Yapay Zeka Teknolojileri Egitimin Gelecegi mi?
Assoc. Prof. Dr. Aras Assoc. Prof. Dr. M. Betiil Dr. Emre Yilmaz, Turkish
Bozkurt, Anadolu University = Yilmaz, Yildiz Teknik Aerospace Industries, Inc.
University

Bilgisayar Bilimi Egitimi icin Yol Haritas:
Prof. Dr. Serhat Bahadir Prof. Dr. Yasemin Giilbahar, Prof. Dr. Filiz Kalelioglu,
Kert, Y1ldiz Teknik Ankara University Bagkent University
University

Teknoloji Destekli Kurumsal Akademilerin Gelecegi
Assist. Prof. Dr. Fatma Elif ~ Ibrahim Boylu, SKODA Dr. Isil Boy Ergiil, ETZ
Cetin, Bahgesehir University

Selda Ozgalik, Akbank Engin Isik, IBSS

Egitim Teknolojilerinde Zamanin Isareti: Degisen ve Degismeyen Paradigmalar

Prof. Dr. Yavuz Prof. Dr. Sadi Prof. Dr. Ali Prof. Dr. A. Askim
Akpinar, Bogazici Seferoglu, Hacettepe = Baykal, Bah¢esehir ~ Kurt, Anadolu
University University University University
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Workshops
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Assist. Prof. Dr. Meltem Ozmutlu Bahgesehir University Dostum Zeka, Diismanim Yapay
Nilay Abimik Habitat Association Egitimde Dijital Tasarimlar
Assist. Prof. Dr. Aysegiil Liman Cevrimigi Etkilesim: Dijital
Kaban Bahgesehir University Diinyada Baglanti Kurma Sanati
Taha Aydogmus Habitat Association Egitimde VR Gozliik Teknolojisi

Assist. Prof. Dr. Glines Akca Bahgesehir University Yeni Teknolojilerle Stirdiiriilebilir

Assist. Prof. Dr. Zeynep Comert Bahgesehir University O8renme Becerileri

Assistant Students

Adem Ozer

Hakan Parlak

Oya Ozgiin

Emine Oykii Kocaman
Irmak Tunver

Aysegiil Pamukcu
Serhat Kiirsat Piroglu
Cennet Samira Cikmis
Beyza Tasc1

Burcu Ural Saltan
Irem Giin

Ozlem Balkan

Asli Koru

Cansu Serttas Franzini
Bugra Berat Kok
Miinevver Keles
Beyza Tasci

Vesile Derya Cakir
Zeynep Ersoy
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EXPLORING POST-GRADUATE STUDENTS' MOBILE LEARNING PRACTICE IN
HIGHER EDUCATION

Atieq Ul Rehman
atiequlrehman489@gmail.com

“Mobile phones are misnamed. They should be called gateways to human knowledge.”
Ray Kurzweil

Mobile learning is a term associated with mobile. Mobile learning, also known as m-learning,
is the process of learning through portable handheld devices such as smart phones, tablets, and
laptops. The use of mobile technology in education has grown rapidly in recent years, as mobile
devices have become more affordable and widely available. With the invention of technology
and its introduction in the field of education, mobile learning become very easy, handy and up
to the marks in various walks of life. A student or a person travelling from one place to another
but he/she is constantly improving his/her knowledge, expertise and skills in each and every
field of life with the assistance of m-learning. Earlier the term was associated with educational
technology but m-learning is the new coined term in this field. In short mobile learning is
defined as learning across multiple contexts through social and content interaction using
personal electronic device. It is a revolution in e learning. In the present investigation, the
investigator will explore the concept of m-learning in formal educational contexts. M-Learning
integration from the teacher perspective. Challenges of mobile learning especially with
reference to classroom setting. Ways and Means through which m-learning can be promoted
among students and role of teacher in facilitating the m-learning among students. Technical and
logistic support required for promoting m-learning. In the present investigation the investigator
will use m-learning research tool to collect the data from higher education students studying in
Maulana Azad National Urdu University, Hyderabad (A Central University) and its 08
Constituent Colleges of Teacher Education located all over India in different states and union
territories.

Keywords: M-Learning, Mobile Technology, Technical and Logistic Support, E-learning,
Constituent College
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INCREASING STUDENT'S ENGAGEMENT IN VOCABULARY LEARNING:
QUIZLET BENEFITS

Denis Liakin
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The use of games in general and gamification in particular has been considered to be one of the
most prominent instructional methods to motivate students and increase their engagement and
motivation during learning processes (Dehghanzadeh et al. 2021). Vocabulary learning has
moved from paper-based to digital flashcards. The elements of gamified learning have brought
more motivation into learning foreign words, which is commonly perceived as repetitive and
tedious. We will investigate in this presentation students’ attitude toward the use of Quizlet, a
digital flashcards platform that allows users to construct their flashcards and study them through
various learning modes. Many previous studies proved that Quizlet could create a motivation
to arouse interest in learning from within students' consciousness. The research results show
that Quizlet was an effective tool for improving vocabulary acquisition (Barr, 2016; Dizon,
2016; Lander, 2016; Nguyen et al., 2020; Sanosi 2018, among others). The learning of
vocabulary is a critical element in enhancing knowledge and reading comprehension of a
second or a foreign language. According to Nation (2001), vocabulary knowledge involves a
productive understanding of its many components, including the form, meaning, and
application of the term. 20 participants of upper-intermediate or B1+ level according to the
CEFRL were recruited for the study in French Vocabulary class, participated in a twelve-week
period of vocabulary practice using Quizlet, and were invited to express their opinion on Quizlet
use. We will report the results of survey analyses and discuss implications for L2 learning.

Keywords: Gamification, Vocabulary Learning, Quizlet, Motivation, Second Language
Acquisition
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THE LEARNING BEHAVIOUR OF STUDENTS USING E-LEARNING UNDER
COVID-19 CONDITION

Hon Keung Yau
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Jia Hui Chao
huichajia2-c@my.cityu.edu.hk

The present study assesses the efficacy of online education in the context of the COVID-19
outbreak, scrutinizes its merits and demerits, pinpoints encountered challenges, and presents
targeted solutions. The findings indicate that learners expect online instruction to entail greater
interactivity, socialization, personalization, and enhanced technology usability. Although online
education provides certain advantages, such as flexibility and cost-effectiveness, it also
engenders certain drawbacks such as inadequate opportunities for face-to-face interaction and
feedback, high technical requirements, susceptibility to cheating, and insufficient monitoring
and feedback. Future investigations could expand the sample size and generalize the findings
to real-world contexts.

Keywords: Online Education, COVID-19 Outbreak, Efficacy, Merits and Demerits,
Challenges and Solutions
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CONSTRUCTION AND ANALYSIS OF A DECISION TREE-BASED PREDICTIVE
MODEL FOR LEARNING INTERVENTION ADVICE

Chenglong Wang
51214108048@stu.ecnu.edu.cn

The rapid development of education informatization has accumulated a large amount of data
for learning analytics, and adopting educational data mining to find new patterns of data,
develop new algorithms and models, and apply known predictive models to the teaching system
to improve learning is the challenge and vision of the education field in the era of big data.
Learning intervention, as a core concept of learning analytics, refers to the purposeful and
planned adoption of direct or indirect strategies or behaviors based on tracking learning
behaviors and integrating information about learners' characteristics to give learners
personalized guidance and assistance in order to help learners break through the status quo of
learning difficulties and improve their learning abilities, so as to achieve tailored teaching. In
this study, data mining was conducted on the performance records of students on math problems
in an online learning system, and a learning intervention suggestion prediction model was
constructed on the basis of decision tree algorithm using Python, with a view to understanding
the effectiveness, willingness, style, and other characteristics of the learners' online learning
through the analysis results, providing personalized guidance to students, and enabling teachers
to intervene with at-risk students and successfully complete the teaching goals. It was found
that the most significant impact of the learning intervention advice provided to learners was the
number of hints they sought during the learning process, and that learners who needed to be
"intervened" or "monitored" could be categorized into two groups: independent inefficient and
dependent inefficient according to the model. Therefore, teachers or adaptive learning systems
should intervene in a timely and appropriate way for different types of learning crisis groups to
solve the problems of poor learning performance, insufficient commitment to learning, poor
learning habits, low participation in learning, low self-efficacy and other problems of learners
in different learning scenarios.

Keywords: Educational Data Mining, Learning Analytics, Decision Tree, Learning
Intervention, Predictive Model
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LEARNER EXPERIENCES OF UNIVERSITY STUDENTS IN A VIRTUAL REALITY
CLASSROOM ENVIRONMENT
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Technological advances in the education area resulted with various technology-integrated
learning environments, such as Virtual Reality (VR) classrooms. Reality Lab at Yildiz Technical
University conducted a project to create a metaverse platform of the university. As a result of
the project, a virtual classroom has been created on the platform. Then, the Packaging Design
course was delivered in the virtual classroom. This paper aims to investigate the learner
experience of VR supported digital learning environments, by focusing on satisfaction, through
the case of Packaging Design course at Yildiz Technical University. The participants were 10
students from the Arts and Design faculty who enrolled in the course. The four weeks of the
course was delivered in the virtual classroom. The research methodology is case study and the
data was collected through interviews which were carried out by the participants at the end of
each week’s lecture. The data was analysed by the content analysis method. Results show that
the students had a high satisfaction especially with 3D instances of course materials such as
printing press, exhibition of their packaging designs, and teleportation to the authentic printing
houses. However, some technical obstacles, such as occasional avatar crushes or lower
uploading speeds of the software, made students uncomfortable in the virtual classroom. These
results contribute to grasp the design features of a virtual classroom for better learner
experience. Indeed, a comprehensive learner experience will be examined by analysing data
from observations and academic success of students in the future work.

Keywords: Technological Advances, Virtual Reality (VR) Classrooms, Learner Experience,
Satisfaction, Packaging Design Course
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THE EFFECT OF A VIRTUAL REALITY (VR) ESCAPE ROOM GAME ON
BIOLOGY LEARNING

Senem Bademci
bademcisenem@gmail.com

Aysegiil Pamuk¢u
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Although virtual and augmented reality (VR and AR) techniques have long been used, they
have recently become more affordable to reach a broader audience. VR and AR might play a
role in biology education. The mixed method study aims at investigating whether a VR game
in a biology tutorial class enhances learning. A tutorial was designed for a biology class on
enzymes for Grade 9 Biology students to investigate whether there was a significance difference
between the pre- and post-test results of their biology knowledge test on enzymes, what they
experienced during the learning activities in a VR escape room environment, and what the
students learning experience psychometric levels were. The analysis of the pre- and post- test
results revealed no statistically significant meaningful difference mostly because in this study
with an intervention through the Virtual Reality Escape Room Game, the students also had some
prior knowledge about Enzymes. This study differs in that the students for whom the application
was made had a good command of the subject and that they interpreted the game for the
purposes of obtaining more information, repetition, and practice, as revealed in the qualitative
results.

Keywords: Virtual Reality (VR), Augmented Reality (AR), Biology Education, VR Game,
Learning Experience
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ARTIRILMIS GERCEKLIiK DESTEKLi SATRANC OGRENIM ETKiNLIiKLERINIiN
OKUL ONCESi OGRENCILER UZERINDEKI ETKIiLERININ iNCELENMESI
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Bu kullanim amaci artirilmis gergeklik kullanilan bilgisayarlarin kullanimlarinin okul 6ncesi
egitim lizerindeki incelemelerin incelenmesidir. Bu nicel ve nitelikle birlikte kullanilan bir
arastirma modeli olan karma arastirma modeli benimsenmistir. Arastirmanin ¢evresini 5 yas
grubu okul dncesi 6grencilerinden 34 6grenci olusturmustur. Deney ve kontrol gruplarinda
bulunanlarda uygulanan 6n test puanlar1 ortalama puanlarina gore en yakin olan iki grup
secilmistir. 17 6grenci deney, 17 si kontrol olacak sekilde iki simifa gidecek. Veri toplama
araglar1 olarak AG uygulamasiyla birlikte Satrang Bilgi Testi On test olarak deney grubu
ogrencilerine gorevlendirin. Kontrol grubu dgrencilerine ise ayni test kagidi iizerine yapilmistir.
4 haftalik tedavi siiresi boyunca caligma grubu Satrang Bilgi Testi son testi olarak tekrar
yiritiiliir. Calismanin sonuncusunda 6n test — son test araciligiyla elde edilen giizel yone dogru
on test sonuglarinda, artirilmis gergeklik uygulamalarinda kullanilan deney grubu ile anlatim,
gosteri yliriitme yontemlerinde kullanilan kontrol grubu arasinda bir tiiketiciye sahip olmayan
bir degiskeni olmayan ama son test sonuglari ¢galigma ortamini kontrol ortamini gére ¢ok daha
basarili oldugu ve etki sinirlamalar1 yoniinde bir belirleme ortaya ¢iktig1 tespit edilmistir. Nitel
yaralanmalara gore deneyler sonucu artirilmis gerceklik uygulamalar kullanilarak egitim gbren
yonlendirmeler genel olarak siireclerden memnun kalip AG uygulamalarinin sonuglarinda
heyecanli ve eglenceli bulunanlar1 tespit edilmistir.

Anahtar Kelimeler: Okul Oncesi Egitim, Satrang, Artirilmis Gergeklik (AR), Karma
Arastirma Modeli
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ARTIRILMIS GERCEKLIiK TEKNOLOJiSi DESTEKLIi INGILiZCE OGRENIM
ETKINLIKLERININ OKUL ONCESI COCUKLAR UZERINDEKI ETKILERININ
INCELENMESI
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Bu ¢alismanin amaci, okul 6ncesi ¢ocuklarin artirilmis gergeklik (AG) teknolojisini kullanarak
Ingilizce 6grenme perspektiflerini kesfetmektir. Bu amaca ulasmak icin, AG uygulamalartyla
okul dncesi ¢ocuklarin Ingilizce renkleri grenmede etkisini degerlendirmek igin tek grup on
test ve son test yari deneysel tasarim kullanilmistir. Bu aragtirmanin Orneklemini 5 yas
grubundaki 22 okul 6ncesi cocuk olusturmustur. On test olarak Renk Degerlendirme Cizelgesi
kullanilmistir. 5 haftalik uygulamadan sonra ayni ¢izelge son test olarak tekrar uygulanmaigtir.
Karma yontem benimsenen c¢aligmada, nicel verilerde 6n test ve son test puanlar1 arasinda
anlamli fark tespit edilmistir. Bu sonu¢ 6grencilerin kelime/kavram 6grenmelerinde 33 puanlik
bir artis oldugunu gostermistir. Nitel sonuglarda, ¢ocuklarin genel olarak AG materyallerini
sevdiklerini ve 6grenmelerine olumlu etkisi oldugunu gostermistir.

Anahtar Kelimeler: Okul Oncesi Egitim, Yabanci Dil, Artirilmis Gergeklik (AG) Teknolojisi,
Ingilizce Ogretimi, Karma Yéntem
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EGITiIMDE SINIRLARI ASMAK: ARTIRILMIS GERCEKLIiK, METAVERSE VE
FEDIiVERSE
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zeynep.comert@bau.edu.tr

Bu arastirma kapsaminda egitimde artirilmig gerceklik teknolojisinin metaverse ve fediverse ile
olan iligkilerini daha derinlemesine incelenerek 6grenme ortamlarina bu teknolojilerin nasil
kullanabilecegine yonelik bir yol haritas1 konmas1 hedeflemektedir. Bu ama¢ kapsaminda su
soruya cevap aranmistir: "Egitimde artirilmis gerceklik teknolojisi, metaverse ve fediverse nasil
bir iligki i¢indedir?". Bu soruya yanit arama amaci dogrultusunda bir temel nitel aragtirma
olarak desenlenen bu arastirmada dokiiman analizi yoluyla veri toplanmistir. Yapilan dokiiman
incelemeleri sonucunda artiritlmis gergeklik teknolojisi, metaverse ve fediverse kavramlarinin
egitimde daha etkili, zengin ve kisisellestirilmis 6grenme deneyimleri saglama potansiyeline
sahip oldugunu sdylemek miimkiindiir.

Anahtar Kelimeler: Artirlmis Gergeklik Teknolojisi, Metaverse, Fediverse, Egitim, Ogrenme
Deneyimi
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DAVID CHALMERS’ IN GENISLETILMIS ZIHIiN TEORISININ YAPAY ZEKA VE
ARTIRILMIS GERCEKLiK BAGLAMINDA DEGERLENDIRILMESI

Celale Esra Algan
celalealgan@gmail.com

Ben bu makalede David Chalmers ve Andy Clark’in 1998 yilinda ortaya koydugu genisletilmis
zihin teorisinin nasil temellendirildigini ve hangi kosullarda bedenin disinda yayildigin
icselcilik ve digsalcilik kavramlari baglamindan hareketle agikladim. Teorinin gelistirildigi
1998 yilindan bu yana teknolojinin devinimiyle gegerliligi tartigilan teorinin, akilli cihazlarin
hayatimiza girmesiyle itirazlara yanit verecek sekilde felsefi bilgiyi yakaladigini gdsterdim.
Chalmers’in teorisini 2019 yilinda yeniden degerlendirdiginde teorinin zamanlara gore
indekslenmesi gerektigini belirtirken de kastettigi budur. Nitekim Ned Block, makalenin
yazildig1 1995'te teorinin yanlis oldugunu sdylemis ancak o zamandan beri akilli telefonlarin
ve benzerlerinin ortaya ¢ikmasiyla teori ger¢ek olmustur. Oyleyse hizla degisen ve déniisen
teknoloji, hayatlarimiz {izerinde daha ¢ok s6z sahibi olmaya bagsladik¢a bu yeni teknolojiler
baglaminda teoriyi hep yeniden tartismak gerekmektedir. Chalmers’in kendi teorisi iizerine
yaptig1 bu degerlendirmenin 1s181inda yapay zeka ve gergeklik teknolojilerinin biligsel kaynaklar
olarak ne siklikla kullanildigmi ve teorinin gegerli kosullarin1 nasil tamamladiklarini da
degerlendirdim. Bu baglamda aktif digsalciligin olanagi yapay zekadaki hizli gelismelerle
kesinlikle miimkiindiir ve git gide giiclenmektedir.

Anahtar Kelimeler: Sanal Gergeklik, Genisletilmis Zihin, I¢selcilik, Digsalcilik, Zihin,
Teknoloji
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DAVID CHALMERS’IN SANAL GERCEKCILiK GORUSUNE GORE GERCEGIN
BILINEBILIRLIGI

Celale Esra Algan
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Teknolojide yasanan hizli ve biiyiik gelisimler bugiin felsefi agidan ele alindiginda algilayan,
kavrayan, diisiinen, bilmek i¢in eyleyen 6zne olarak insanin bugiin yapay zekadan gelen
duyulur verileri kullanarak nesnenin 6zneyi bigimledigi, tahakkiim altina aldig1 bir durum fark
edilebilecektir. Bu Oyle bir tahakkiim durumudur ki giiniimiizde artik yapay zeka, gerceklik
teknolojileri ile birlikte sanal bir evren igerisinde yapay araglar aracilig1 ile duyularimizla
algiladigimiz gergekligin disinda bir gergeklik deneyimi sunmaktadir. Bu kapsamda sanal
varliklar ve sanal gergeklikte yasanan deneyimler ontoloji tarihine gore karakterize edildiginde
ideal ve real olan bir araya gelmekte ve adeta yeni bir varlik alani yaratmaktadir. David
Chalmers’in ortaya koydugu sanal gercekeilik goriisiinde sanal gerceklik ic¢inde gergek
kavramimin bilinebilirligine dair yaptig1 degerlendirmeler bu varlik alanimin goriilmesi
bakimindan 6nem tagimaktadir. Bu yeni varlik alan1 bilgisini fenomenlerden almakta, hem de
kisi ile goriintiglerin arasina mesafe koyarak gergekligin iizerini farkli derecelerde drtmektedir.
Gergek, ideal olarak gercek anlamiyla sanal gerceklik iginde bilinebilen yeni bir anlam
kazanmistir.

Anahtar Kelimeler: Gergeklik, Gergek, Sanal, Teknoloji, Deneyim
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Covid-19 salgini, diinya genelinde biiyiik etkilere yol acarak pek cok sektorii derinden
etkilemistir. Bu siireg, otomotiv yan sanayisinde faaliyet gdsteren firmalar1 da yeni ve daha
etkin is uygulamalar1 arayisina yoneltmistir. Ozellikle miisteri toplantilart gibi is siirecleri,
salginin getirdigi seyahat kisitlamalari nedeniyle biiyiik zorluklarla karsilasilmistir. Bu
baglamda, firmalarin miisterileriyle etkili bir iletisim kurabilmek ve {irlinlerini en iyi sekilde
tanitabilmek adina yeni ¢6ziim yollarini arastirdig1 gézlemlenmistir. Salgin doneminde yasanan
bu zorluklara kars1 daha etkin ve verimli bir ¢éziim sunma ihtiyaci, otomotiv yan sanayisi
firmalarin sanal ve artirilmis gerceklik teknolojilerini kullanmaya yoneltmistir. Bu teknolojiler,
miisteri toplantilarin1 uzaktan daha etkili hale getirme ve iirlinleri sanal ortamda gergek zamanl
olarak inceleme imkani1 sunma potansiyeline sahiptir. Ayn1 zamanda, firmalar ¢alisanlarinin
egitim ve beceri gelistirme siireclerini desteklemek amaciyla interaktif simiilasyonlar da
gelistirmektedirler. Bu baglamda, firmalar arasinda yayginlasan sanal gerceklik (VR) ve
artinlmig gerceklik (AR) teknolojileri, is siireclerinin doniisiimiinde 6nemli bir role sahip
olmaya adaydir. VR gozliikleri, katilimcilar1 tamamen sanal bir diinyaya tasiyarak etkilesimli
deneyimler sunmaktadir. Ancak, gercek diinyayla baglantis1 sinirlidir. Diger yandan, AR
gozliikleri gercek diinyayla sanal igerigi birlestirerek daha etkili egitim ve toplant1 deneyimleri
saglamaktadir. Bu sayede, katilimcilar gergek diinya nesnelerini gorebilirken ayni anda sanal
icerigi deneyimleme imkanina sahip olmaktadirlar. Bu makalede, VR ve AR teknolojilerinin
sagladig1 avantajlar1 géz oniinde bulundurarak yeni bir yaklasim benimsemistir. Oncelikle
baslangigta VR teknolojisiyle ¢alismalar gergeklestirilmis, ancak gercek diinya nesnelerine
erisim ve katilimcilarla etkilesim saglama konularinda sinirliliklar yagsanmistir. Bu nedenle, AR
teknolojisinin daha uygun bir secenek olduguna karar verilmistir. Hololens 2 AR gozliikleri,
gercek diinya ile sanal icerigi birlestirme yetenegi ve Ozellestirilebilir yazilim gelistirme
imkaniyla 6ne ¢cikmistir. Hololens 2 gdzliigiine 3D datalar aktarilarak montaj proseslerinin en
hizl1 ve verimli sekilde uygulanmasi ve ¢alisanlarin egitilmesi amaglanmistir. Sonug olarak,
otomotiv yan sanayisi firmalari, Covid-19 salgini sonrasinda is uygulamalarini doniistiirerek
daha etkili bir sekilde miisteri toplantilar1 diizenlemeyi hedeflemistir. Sanal ve artirilmis
gerceklik teknolojileri, uzaktan ¢alisma siireglerini optimize etmek, ¢alisanlarin egitilmesinde
ve igbirligi olanaklarini giiclendirmek adina 6nemli bir adim olarak degerlendirilmektedir. Bu
teknolojilerin getirdigi inovasyonlar, firmalarin daha siirdiiriilebilir ve verimli i uygulamalarini
geligtirmelerine yardimci olmaktadir.
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Metaverse platforms are used in different parts of our lives including education. Since the
beginning of the COVID-19 pandemic, there is a growing interest in educational metaverses.
Kaddoura and Husseiny (2023) reviewed 53 articles on educational metaverses, and they
articulated that the metaverse platforms provide opportunities with supporting student
engagement and active participation. However, many researchers outlined further study
requirements (e.g. Saritas & Topraklikoglu, 2022) and potential risks regarding the integration
of metaverse platforms into the learning environments (e.g. Kaddoura & Al Husseiny, 2023).
As the educational use of metaverses is an emerging topic of research, there is a need to explore
whether the current platforms are suitable for the educational needs of students and instructors
(Saritas & Topraklikoglu, 2022; Wang, Yan, & Zhau, 2021). In this study, several metaverse
applications are reviewed and one of them, namely UniVerse, is selected to be used in a course
session at a public university. The participants were thirteen students from the Department of
Computer Education and Educational Technology. The authors used the platform in their
Practice Teaching course, and the topic of the session was students' reflections on their last
practice teaching experience. After using the platform students filled out System Usability Scale
and they shared their views on the platform via an open-ended survey. Preliminary findings of
the study highlighted students' positive views on the educational use of the selected metaverse
platform. Students stated the positive and negative sides of the environment with a question.
All students stated at least one positive function of the metaverse. The most stated positive
features were being able to share their screen on a big board (4), being in a 3D learning
environment(3), and having an avatar(3). They stated other positive feelings as well; the general
theme was the 3d environment includes useful features for learning and it provides a good
experience to students similar to the classroom. On the other hand, results indicated some
technical and design problems such as sound control was not useful (5), there would be more
space(2), and the avatar would be more customizable(2). They stated some more negative
feelings: the theme is in general related to usability and technical issues, and some extra features
are expected. In addition during the applications, some students had difficulties in connecting
to the environment and using some specific features because of the technical restrictions.
Students also asked if they will use such platforms in their next courses, what other features
they expect and what are their concerns. They stated that they would like to use a VR headset(2),
the environment would be more personal(2) and the character is more customizable(2). They
stated other interesting expectations as well like using Al to control characters with sound. Eight
of thirteen students stated that they have no concerns, on the other hand, some students stated
that they have concerns like technical problems, safety, and usability. Finally, all students filled
out the system usability test (Brooke, 1996), and the usability score was found as 77.9.
According to scale information, this score is above the average (68) but lower than the expected
good score (>80.3). It would be concluded that it is useful but has some usability problems.
Depending on these experiences, it was thought that application of a 3d metaverse environment
to a group of students would create some problems, because of the technical issues. In addition
during the class, students and teachers face some usability issues and lack of features. The
usability scale and student comments indicated that there are minor usability issues. It seems
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the metaverse platforms should include additional features to meet students' learning needs.
However in general students see potential in the environment, by solving the technical problems

and providing features that fit student needs, they would be more beneficial than other online
tools.

Keywords: Metaverse Platforms, Educational Metaverses, Student Engagement, Usability,
Technical Issues
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EGITIMDE URETICi YAPAY ZEKA TEKNOLOJILERINE YONELIK GUNCEL
ARASTIRMA EGILIMLERI

Enes Yiicel
enes.yucel@bau.edu.tr

Glines Akca
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Yapay zeka teknolojilerinin hizla gelistigi son yillarda, egitim sektorii de biiyiik bir degisim ve
doniislim siirecine girmistir. Bu doniisiim, 6grenme deneyiminin yeniden sekillenmesine ve
dgretmen-ogrenci etkilesiminin zenginlesmesine potansiyel sunmaktadir. Ozellikle yapay zeka
destekli Ogrenme c¢oziimleri, Ogrencilere bireysel ihtiyaglarina uygun igerik sunma,
kisisellestirilmis rehberlik saglama ve Ogrenme siireglerini daha etkili bir sekilde izleme
firsatlar1 sunmaktadir (Shafique vd., 2023). Uretici yapay zeka terimi ise, genellikle bir yapay
zeka sisteminin igerik veya metin iiretme yeteneklerini ifade eder. Bu bildiri, ChatGPT nin
egitimde kullaniminin yayginlagsmasi ve bu alandaki akademik arastirmalarin artisi {izerine
odaklanmaktadir. Bu baglamda bu ¢alismanin amaci, egitim alaninda ChatGPT nin kullanimina
yonelik yapilan akademik ¢aligmalarin durumunun incelenmesidir.

Keywords: Yapay Zeka Teknolojileri, Egitim Sektorii, Kisiselestirilmis Ogrenme, Uretici
Yapay Zeka, ChatGPT Kullanimi
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INVESTIGATING THE GENERATIVE ACTIVITY PRINCIPLE THROUGH
NEARPOD WITH TEACHERS
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Yavuz Samur
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This study was conducted to investigate the generative activity principle suggested for effective
instructional videos. For this purpose, a lecture video was created and embedded into Nearpod.
The participants were in-service classroom teachers and pre-service teachers of pre-school
education. The participants were asked to watch the lecture video and then complete a quiz
activity related to the video content in a student-paced Nearpod lesson. The control group
participants were asked to watch the video without taking any notes while the experiment group
participants were asked to take notes for summarizing and self-explaining the content as
generative activities. The results of the study showed no statistically significant difference
between the participants who engaged in generative activities. However, the participants who
joined generative activities while watching video performed slightly better than the ones that
did not take any notes in both pre-service and in-service groups.

Keywords: Generative Activities, Instructional Videos, Nearpod, In-service Teachers, Pre-
service Teachers
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TEACHERS’ SATISFACTION LEVELS AND MOTIVATION TO USE ONLINE
PROFESSIONAL DEVELOPMENT PLATFORM

Dila Siizan
dilaoraal@gmail.com

Yavuz Samur
yavuz.samur@es.bau.edu.tr

This study aims to investigate the satisfaction levels of teachers who participated in an online
professional development program. Additionally, it seeks to explore the motivational factors
behind their participation in online professional development programs, focusing on six
subdomains: personal interest, occupational promotion, external expectations, practical
enhancement, social contact, and social stimulation. Furthermore, the study examines whether
teachers' satisfaction levels and motivational factors vary based on age, gender, education level,
and years of teaching experience. The research was conducted on TeacherX, an online
professional development platform. A quantitative research methodology was employed, and
data were collected using the Motivation Towards Online Professional Development Scale
(MWPD) and the In-service Education Technology Program Satisfaction Scale. The study
included a sample of 172 Turkish K-12 teachers. The findings indicate that the participants
exhibited a high level of overall satisfaction with the platform and its content. Moreover, the
subdomains of occupational promotion and practical enhancement were identified as the most
influential factors motivating teachers to utilize the platform. Additionally, positive correlations
were observed between participants' satisfaction levels and their motivation toward online
professional development, suggesting that higher satisfaction levels are associated with
increased motivation.

Keywords: Satisfaction, Teachers, Online Professional Development, Motivation, TeacherX

https://iet-c.net/



(Ere ®BAU 25,

TAMAMEN CEVRIMICi DONUSTURULMUS OGRENME (FULLY ONLINE
FLIPPED LEARNING) AVANTAJLAR VE ZORLUKLAR

Abdullah Yasin Giindiiz
abdullah.gunduz@usak.edu.tr

Déniistiiriilmiis Ogrenme (Flipped Learning), geleneksel simf ortaminda, dgrencilerin derse
gelmeden once konulari 6grendikleri ve simnifta akranlar ve 6gretmenleriyle etkilesime girip
uygulama yaptiklar1 bir 6grenme yaklagimidir. Tamamen Cevrimigi Doniistiiriilmiis Ogrenme
(Fully Online Flipped Learning) ise doniistiiriilmiis 6grenmenin ¢evrimigi bir versiyonudur. Bu
yaklagimda, Ogrenciler dersi cevrimici olarak videolar, makaleler ve diger kaynaklar
araciligiyla 6grenirler. Ders saatleri ise, ogrencilerin kii¢lik grup tartismalarima katilmas,
uygulama yapmast ve projeler iizerinde calismasi i¢in yine g¢evrim i¢i ortam iizerinden
siirdiiriilii. Tamamen Cevrimigi Déniistiiriilmiis Ogrenme yaklasimi, 6grencileri 6grenme
stirecinin merkezine yerlestirdigi, aktif katilimi tesvik ettigi ve kisinin egitimini sahiplenme
duygusunu besledigi i¢in 6grenci merkezli egitim ilkeleriyle uyumludur. Ancak yaklagimin
basaris1 baglama, konuya ve mevcut teknolojik olanaklara gore degisebilir. Genel olarak,
Déniistiiriilmiis Ogrenme ve Tamamen Cevrimici Déniistiiriilmiis Ogrenme, dgrencilerin daha
etkili bir sekilde 6grenmesine yardimcei olabilecek 6grenme yaklagimlaridir. Bunula birlikte her
yaklagimin kendine 6zgii avantajlar1 ve dezavantajlar1 vardir. Bu calisma ile 6grencilerin
Tamamen Cevrimici Déniistiiriilmiis Ogrenme yaklasimma yonelik gériisleri incelenmis, bu
dogrultuda elde edilen ¢ikarimlar ile alanyazina katki saglanmasi hedeflenmistir. Arastirma
Usak Universitesi Uzaktan Egitim Meslek Yiiksekokulu’nda gerceklestirilmistir. Calismanin
verileri Bilgisayar Programciligi 6grencilerinden toplanmistir. Arastirma grubunu olusturan
ogrencilere, ¢evrimi¢i Ogrenme siireglerinin temelini olusturan Tamamen Cevrimici
Déniistiiriilmiis Ogrenme yaklasimu ile ilgili sorular yoneltilerek nitel veriler elde edilmistir.
Ogrenci goriisleri kavramlara gore kodlanarak icerik analizi yapilmistir. Veri ¢oziimlemesi
sonucunda dgrencilerin bu yeni yaklagima yonelik olumlu ve olumsuz goriisleri tablolastirilarak
sunulmustur.

Anahtar Kelimeler: Doniistiiriilmiis Ogrenme (Flipped Learning), Tamamen Cevrimici
Déniistiiriilmiis Ogrenme (Fully Online Flipped Learning), Ogrenci Merkezli Egitim, Cevrimigi
Ogrenme, Gorlisler
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CEVRIMICi OGRENME ORTAMLARINDAKI KiSiISELLESTIRILMIS GERi
BiLDiRiM GOSTERGELERI HAKKINDA OGRENCI GORUSLERI

Burcu Ural Saltan
burcu.uralsaltan@bahcesehir.edu.tr

Nihal Yurtseven
nihal.yurtseven@es.bahcesehir.edu.tr

Cevrimi¢i 6grenme ortamlariin gelisimi, bu ortamlarda 6grenenlerden toplanan bilgiler ile
ogrenme ortamlarindan elde edilen verilerin birlikte analiz yapilabilmesini elverisli hale
getirmektedir. Bu arastirmada yiiz yiize ve c¢evrimi¢i ortamlardan elde edilen veriler ile
ogrenenlere sunulan gorsel kisisellestirilmis geri bildirimlerin 6grenenler {izerindeki etkilerinin
incelenmesi amaglanmistir. Arastirma nitel arastirma desenlerinden durum ¢alismasi deseniyle
ylriitiilmiistiir. Arastirmanin katilimcilarini ¢evrimigi bir 6grenme ortamini bir yili agkin siire
boyunca haftalik ortalama 1-7 saat arasinda aktif kullanmayi deneyimlemis o6grenenler
arasindan uygun Ornekleme yontemiyle belirlenmis dort 12. sinif dgrencisi olusturmaktadir.
Aragtirmanin  verileri bire bir goriismeler araciligiyla toplanmistir. Goriismelerden
aragtirmacilar tarafindan Onceden hazirlanmis yar1 yapilandirilmis goriisme sorulari
kullanilmistir. Toplanan veriler icerik analizi teknigi ile analiz edilmistir. Arastirmadan elde
edilen bulgular 6grenenlerin ¢cevrimic¢i 6grenme ortamini farkli yogunluklarda kullandiklari igin
farkl1 boyutlarda etki altinda kaldiklarin1 ve bu ortamlardan daha ¢ok olumlu ydnde
etkilendiklerini ortaya koymustur. Ogrencilere sunulan geri bildirimlerin 6ngériilemeyen
etkilerinin oldugu, oOgrenenlerin sistemi ilgi ve merakla kullanmaya baslayip farkli
uygulamalardan aldiklar1 geribildirimler ile bu ortamdan aldiklart geri bildirimler
ortiismediginde ortama giliven sorunu yasayabildigi, sistemde yasanan teknik sorunlarin
ogrencilerin bu ortami kullanmay1 birakmalarina yol agabildigi belirlenmistir. Ayrica geri
bildirim gostergelerine ek sunulan tavsiye ve rehberlik mesajlarinin uzman goriisii icermesi
sebebiyle geri bildirimlerin daha iyi yorumlanmasini sagladigi sonucuna ulagilmistir.
Ogrenenler kendileri hakkinda daha kapsamli bilgiye ulasilip daha gergekei geri bildirimler
beklediklerini, geri bildirime ek olarak, sistemin Oneriler sunabilecegini ve gorsellerin daha iyi
tasarlanabilecegini diistindiiklerini belirtmiglerdir.

Anahtar Kelimeler: Cevrimici Ogrenme, Geribildirim, Gosterge Panolari, Veri analizi,
Ogrenci Deneyimi
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ILKOKUL OGRENCILERI iCiN CEVRIMIiCi ORTAMDA P4C ATOLYELERININ
GELISTIiRILMESI

Duygu Karagoz
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Bu calisma, ilkokul dordiincii sinif 6grencileri i¢in ¢evrimigi ortamda Cocuklar i¢in Felsefe
(P4C - Philosophy for Children) atdlyelerinin gelistirilmesini amag¢lamaktadir. Cocuklar i¢in
Felsefe yontemi, ¢ocuklarda elestirel diistinme becerisini gelistirmek i¢in kullanilabilecek
yontemlerden biridir. Bu yontem 1960’1 yillarda Amerikali felsefe profesorii Matthew
Lipman’in ¢aligmalar1 sonucu ortaya ¢ikmis sokratik diyalog yontemine dayali bir alandir. Bu
yontemde bir sorusturma toplulugu olusturulur ve siire¢ odaklidir. Cocuklar bu felsefe
oturumlarinda felsefe tarihini 6grenmez, felsefe yapmay1 6grenirler. Yalnizca felsefe degil,
diger alanlarda da disiplinleraras1 olarak uygulanabilir. Cocuklar i¢in Felsefe yonteminin
uygulandigi atolyeler uzun yillardir, ¢ogunlukla ¢gemberde ve yiiz yiize yapilmaktadir. Covid-
19 salgin1 nedeniyle g¢evrimici egitimin yayginlagsmasiyla, ¢evrimici Cocuklar i¢in Felsefe
atolyeleri de yayginlagmaya baslamistir. Cevrimi¢i atolyeler biiyiik sehirlerde zaman, mekan ya
da trafik gibi konularda tasarruf saglarken, bu atdlyelerin ¢ok fazla a¢ilmadig kiigiik sehirler
icin de bir firsat olabilmektedir. Egitmenin, ¢ocugun atdlyeye katildig1 ortama etkisinin kisitlt
olmasi, baglanti problemleri gibi durumlar ise ¢evrimigi atdlyelerin dezavantajlari arasinda
diisiiniilebilir. Ulkemizde bes yastan itibaren hem yiiz yiize hem ¢evrim ici ¢ocuklarla felsefe
atolyeleri yapilmaktadir. Pandemi siirecinde uzaktan Ogrenme ortamlarini deneyimleyen
dordiincii sinif 6grencileri ¢evrim i¢i ortamda gerek video konferans uygulamalarini gerek web
2.0 araglarini aktif bir sekilde kullanabilmektedirler. Dolayisiyla bu yastaki &grencilerin
cevrimi¢i Cocuklar i¢in Felsefe atolyelerinden nasil yararlanacaklar arastirilmasi gereken bir
konudur. Bu ¢alismanin amaci yiiz ylize uygulanan ¢ocuklar i¢in felsefe atdlyelerinin ¢evrim
ici ortama etkili bir sekilde taginmasidir. Calisma eylem arastirmast modeli kullanilarak
gerceklestirilmistir ancak bildiriye konu edilen kisimda sadece ortamin nasil gelistirildigine
odaklamlmistir. Arastirmanin c¢alisma grubunu Umraniye TOKI Madenler Mevlana
[lkokulu'nda devam eden 15 dérdiincii simif 6grencisi olusturmaktadir. Cocuklarla yapilan ilk
bulusmada, ¢evrimigi egitim i¢in kullanilan Zoom platformu ve web 2.0 araglar1 tanitilmistir.
Pilot bir ¢evrimi¢i ¢ocuklar i¢in felsefe atdlyesi diizenlenerek, ¢ocuklarin ¢evrimici ortama
adaptasyonu gozlemlenmistir. Sonrasinda sekiz adet ¢evrimic¢i ¢ocuklar i¢in felsefe atolyesi
gerceklestirilmistir. Atolyelerde degerlendirme ve destekleme amagli ¢cocuklara Padlet, Miro,
Canva, Google Forms, Popplet, Mindmeister, Mentimeter olmak {izere yedi adet web 2.0 araci
kullanilarak ¢esitli uygulamalar yapilmistir. Calisma sonuglari, ¢evrimigi ¢ocuklar i¢in felsefe
atolyelerinin etkili bir sekilde uygulanabilecegini ve ¢ocuklar arasinda olumlu karsilandigini
gostermektedir. Ev ortaminda ya da bagka bir yere gittiklerinde, ya da egitmen baska bir sehire
gittiginde atdlyelere katilabiliyor olmaktan mutlu olduklarmi hem tartismaktan hem yeni
araglar 6grenmekten keyif aldiklarin1 belirten ¢ocuklar olmustur. Sonug olarak ¢evrimi¢i P4C
atolyeleri, yliz yiize atdlyelere etkili ve olumlu bir alternatiftir. Yiiz yilize yapilan atdlyelerin
cevrimi¢i ortama basartyla tasiabilecegi ve Ogrencilerin bir kag atdlyeden sonra ¢evrimigi
egitim araclarii kolaylikla kullanabilecegi goriilmiistiir.

Anahtar Kelimeler: Cocuklarla Felsefe, Elestirel Diisiinme, Cevrimi¢i Ogrenme, Cevrimici
Atolyeler, Cocuklar i¢in Felsefe (P4C)
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COCUKLARDA SIBER GUVENLIK BILINCINi ARTIRMAK iCiN KULLANILAN
YAKLASIMLARIN BELIRLENMESI
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Yasi ne olursa olsun tiim kullanicilar internette dnemli zaman gegirirken gesitli glivenlik
risklerine maruz kalmaktadir. Cogu sistem teknik olarak giivenli olsa da siber suglarin biiyiik
bir kism1 "insan hatasindan" kaynaklanmaktadir. Son kullanicilar arasindan en tecriibesiz ve
tehlikelere en agik olan grup ¢ocuklar oldugundan, ¢cocuklar i¢in siber diinyada bir dizi siber
risk ve tehdit vardir. Giinlimiizde ¢ocuklarin ¢esitli sosyal ag sitelerini kullanarak, ¢evrimigi
bilgisayar oyunlart oynayarak, evde egitim yazilimlarim1 ve diger ¢evrimici uygulamalari
kullanarak bagkalariyla iletisim kurmasi yayginlagmistir. Bu sayede diinyaya iligkin
anlayislarini internet ortaminda gelistirebilir ancak kisisel verilerin yaymlanmasiyla baglantilt
riskleri belirleyecek ve zararlarin sonuglarimi degerlendirecek dijital okuryazarliga sahip
olmayabilirler. Nitekim ¢ocuklarin farkinda olmadan internette ¢cok zaman gegirdikleri, cinsel
icerik olusturma ve paylasma gibi davraniglar sergiledikleri, uygunsuz dil kullanma, taciz ve
siber zorbaliga maruz kaldiklar1 bilinmektedir. Cocuklarin yaslar1 géz oniine alindiginda,
internet ve dijital sistemleri kullanma firsatlarin1 ve risklerini degerlendirmeleri zordur, hatta
hayatlarmin giderek daha fazla kismi dijital olarak kaydedildiginden bu durum onlarin
mahremiyetleri ve giivenlikleri izerinde uzun vadeli etkiler yaratabilir. Bu ¢alisma, ¢ocuklar ve
siber glivenlik farkindaliklari ile ilgili yapilan aragtirmalara ilisgkin mevcut bulgular1 6zetlemeyi
ve gelecekteki calismalara rehberlik etmeyi amaglamaktadir. Bu amag kapsaminda gesitli siber
giivenlik riskleri ve bilin¢glendirme yaklasimlari hakkinda derinlemesine rapor veren 62 hakemli
calismay1 analiz ederek, ¢ocuklar icin siber giivenlik farkindaligina iliskin sistematik bir
literatiir taramasi gerceklestirilmistir. Arastirmada, “Cocuklara yonelik mevcut arastirmalarda
hangi siber giivenlik riskleri ele alinmaktadir?” ve “Cocuklarda siber giivenlik farkindaligini
artirmada kullanilan yaklasimlar/coziim onerileri nelerdir?” sorularina cevap aranmistir.
Calisma Web of Science veri tabaninda yer alan makalelerle sinirlidir. Calismalarin gilincelligi
acisindan son on yilt (2014-2023) kapsayan calismalar incelenmistir. Makalelerin belirlenme
asamasinda PRISMA kullanilmigtir. Dahil etme ve hari¢ tutma kriterlerine gore makaleler
belirlenmis ve makaleler yazarlar tarafindan olusturulan kontrol listesine kaydedilmistir. Bu
incelemenin sonuglari, ¢ocuklar i¢in siber giivenlik risklerinin bir listesini ve ¢ocuklarin siber
giivenlik bilincini artirmak i¢in yaygin olarak kullanilan yaklagimlarin/¢oziimlerin bir listesini
sunmaktadir.

Keywords: Siber Giivenlik Bilinci, Farkindalik, Siber Giivenlik, Siber Riskler, Dijital
Okuryazarlik
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OKUL ONCESI EGITIMDE DIiJITAL EGITSEL OYUNLARIN ERKEN
MATEMATIK BECERILERINE ETKIiSi
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Bilgi ve iletisim teknolojilerinin 6grenme ve 6gretmeye entegre edilmesine yonelik artan ilgiyle
birlikte dijital oyunlarin kullanimi geleneksel 6gretim yontemlerine bir alternatif sunmustur.
Yaygin bir eglence araci olarak kabul edilen dijital oyunlar, 6grencileri 6grenme etkinliklerine
dahil etmek icin etkili bir ara¢ olarak goriilmektedir. Okul 6ncesi egitimde erken matematik
becerilerinden sayilar arasindaki iligkileri inceleyen caligmalar, bu becerilerin ilkokul ve
ortaokul matematik bagarisinda etkili oldugunu gostermektedir. Bu baglamda arastirmada; okul
oncesi donemde erken matematik becerilerinden sayr sayma ve sayi-nesne eslestirme
becerilerinin gelistirilmesinde geleneksel 6gretim yontemlerine kiyasla dijital egitsel oyunlarin
etkisini ortaya koymak amaglanmistir. Yar1 deneysel yontemle yiiriitiilen arastirmada 6n test-
son test kontrol ve deney gruplu tasarim kullanilmistir. Katilimeilar arastirmacinin imkanlari
cercevesinde kolay ulasilip uygulanabilirligi agisindan olasilikli 6rnekleme yontemlerinden
tesadiifi tabakali 6rnekleme yontemi ile belirlenmistir. Bu dogrultuda benzer 6zellikler gosteren
100 okul 6ncesi 5 yas 6grencileri ile 6n test yapilmis ve On test bagar1 degiskenine gore deney
ve kontrol grubu olmak {izere iki ayr1 grup olusturulmustur. Katilimcilar Tiirkiye’de 2022-2023
egitim ve ogretim yilinda Milli Egitim Bakanligina bagl bir 6zel okulda 6grenim goren olan
59 5 yas okul 6ncesi 6grencisinden olusmaktadir. On test ve son testte kullanilan veri toplama
araci arastirmacilar tarafindan hazirlanmis, 1’den 10’a kadar sayilar1 tanima, sayma ve sayi-
nesne eslestirme calismalarindan olusmaktadir. Uygulama siirecinde deney grubundaki
ogrenciler dijital oyun oynarken kontrol grubundaki 6grenciler dijital oyundaki gorseller
kullanilarak hazirlanan calisma sayfalar1 yapmistir. Siire, sayi-nesne eslestirme oyunlart ve
caligma sayfalari i¢in 10 dk olarak belirlenmis ve 3 giiniin sonunda deney ve kontrol grubuyla
toplamda 30 dk uygulama yapilmistir. Veri toplama araglarinin kapsam ve goriiniis gegerliligi
icin uzman goriisii alinmistir. Normallik testi sonucunda verilerin normal dagilim gostermedigi
tespit edilmis ve parametrik olmayan analiz teknikleri kullanilarak deney ve kontrol gruplarinin
puanlari karsilastirilmistir. Verilerin analizinde; deney ve kontrol gruplarinin kendi i¢lerinde 6n
test ve son test puanlarini karsilastirmak icin Wilcoxon isaretli siralar testi uygulanmistir.
Gruplar aras1 6n test ve son test puanlarini karsilastirmak i¢in ise Mann-Whitney U testi
kullanilmistir. Yapilan analizler sonucunda, dijital oyun oynayan deney grubu 6grencilerinin ve
etkinlik sayfas1 yapan kontrol grubu 6grencilerinin 6n test ve son test basarilar1 arasinda anlaml
bir farklilik goriilmiistiir. Dijital oyun oynayan deney grubu dgrencilerinin say1 eslestirme son
test ortalamasi, etkinlik sayfasi yapan kontrol grubu 6grencilerinin ortalamasindan anlamli
olarak daha yiiksek oldugu tespit edilmistir. Bu sonug, deney grubunda oynanan dijital oyunun,
kontrol grubunda uygulanan etkinlik sayfalarina gére 6grencilerin say1 eslestirme becerilerini
gelistirmede daha etkili oldugunu gostermektedir.

Anahtar Kelimeler: Dijital Oyunlar, Ogrenme, Ogretme, Okul Oncesi Egitim, Say1 Eslestirme
Becerileri
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EGITSEL DIJITAL MATEMATIK OYUNLARININ iILKOKUL iKiNCi SINIF
OGRENCILERININ AKADEMIK BASARISINA ETKIiSi

Kevser Yilmaz
simsekkevser@hotmail.com

Zeynep Ersoy
zeynepersoy92@gmail.com

Bu calismanin amaci, egitsel dijital oyunlariin ilkokul 6grencilerinin matematik bagarisina
etkisini incelemektir. Aragtirmanin modeli, nicel arastirma metodolojisinin desenlerinden biri
olan “6n test-son test kontrol gruplu deneysel desen” olarak belirlenmistir. Nicel veriler, dijital
oyun kullanimi 6ncesi ve sonrasinda basarty1 6lgmek amaciyla hazirlanan “Matematik Dort
Islem Testi” test-paralel test yontemi ile toplanmistir. Arastirmanin ¢alisma grubunu 66 ilkokul
ikinci sinif 6grencisi olusturmaktadir. Veri analizine her iki testten birine katilmamis ve kontrol
grubunda olmasina ragmen oyunu oynamis olan 6grenciler dahil edilmemistir. Arastirmada
deney grubundan “Toon Math” adli matematik oyununu bir hafta boyunca her giin 30 dakika
stireyle oynamalar1 istenmistir. Kontrol grubu ise bir hafta boyunca miifredata dayali olarak
planlanan smif i¢ci matematik etkinliklerini ger¢eklestirmislerdir. Aragtirmanin alt sorularini test
etmek amaciyla dlgme araci olarak 20 soruluk bir dort islem testi kullanilmistir. Ogrencilere
uygulanan 6n test ve son test sonuglarini degerlendirmek iizere, bagimli ve bagimsiz gruplar t-
testi analizleri yapilmigtir. Aragtirma sonucunda 6grencilerin matematik dort islem konusundaki
basarilarinin artirilmasinda dijital oyun temelli tekrar faaliyetlerini yapan deney grubu
ogrencilerinin On test ve son testlerinin sonuglarmin geleneksel olarak miifredata dayali simif
ici tekrar etkinlikleri yapan kontrol grubunun 6n test ve son test sonuglarina kiyasla olumlu
yonde anlamli bir farklilik oldugu sonucuna ulasilmistir. Bu bulgular 151ginda dijital oyun
temelli etkinliklerin ilkokul matematik programlarina dahil edilmesi, oyun etkinliklerinin
yayginlastirilmasi ve farkl tiirde arastirmalarin yapilmasi gibi fikirler onerilmistir.

Anahtar Kelimeler: Egitsel Dijital Oyunlar, Akademik Basar1, {lkokul Ogrencileri, Matematik
Oyunlar1
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CIiHAZSIZ BiR KODLAMA EGIiTiM MATERYALI GELiSTIRILMESI CALISMASI:
TOSPAA

Necmettin Alp Ar
nalpar@hotmail.com

Son yillarda kodlama ve bilgi-islemsel diisiinme diinyadaki egitsel yonelimleri degistirdigi gibi
iilkemiz egitim teknolojileri giindeminin de 6nemli konularindan biri halini almigtir. Miifredatin
degismesi ile birlikte bu konular ilkogretim 2.kademede kendine uygulama alani bulmustur.
Bununla birlikte iilkemiz kosullar1 geregi okullarin sahip olduklar1 teknolojik olanaklarin
farklilagmasi bu dersin iglenmesinde ¢esitli zorluklar ortaya ¢ikarmaktadir. Diinyada ilgili yas
gruplari i¢in kodlama egitimi yaygin olarak 3 farkli yontemle sunulmaktadir. Bu yontemler ise
bilgisayar {izerinde oyun tabanli grafiksel arayiizlerin, baz1 elektronik robot ve diizeneklerin,
ayrica cihazsiz-bilgisayarsiz (unplugged) olarak ifade edilen gesitli fiziksel aktivite ve kagit
bulmacalarinin kullanimi olarak siralanabilir. Tasarim tabanli olarak yiiriitillen bu c¢aligma
iilkemizde wuygun laboratuvar imkanina sahip olmayan okullarda kodlama egitimi
kazanimlarinin sunulabilmesi i¢in bir masaiistii kart ve kutu oyunu gelistirilmesini
amaglammustir. Bildiride tasarim tabanli ¢alismanin hangi asamalardan gectigi ve ikinci tasarim
analizi dongiisliniin sonuglar1 paylasilacaktir. Calismada sunulan veriler 2016-2020 yillari
arasinda toplanmistir. 2016 yilinda hazirlanan ilk egitsel materyal tasariminda Oncelikle
materyalin Ogretiminde kullanilacagi kodlama ve algoritma kavramlart belirlenmistir.
Sonrasinda alanyazindaki ge¢mis c¢aligmalar ve halihazirda kullanilan dijital platformlar
incelenerek {irlinlin tagimasi gereken ozellikler ortaya konmugstur. Bu 6zelliklerden oncelikle
hazirlanan materyalin oyun tabanli olmasi, programlama ve algoritma kavramlarindan
yonergeler, dongiiler ve kosullar1 icermesi, birlikte ya da bireysel oynanabilmesi dnem
kazanmigtir. Ayrica materyalin online uygulamalarda bulunan kendine 6zgii blok kodlama
benzeri diline sahip olmasmin dijital uygulamalara gecisi kolaylastiracag: diisiiniilmiistiir. ilk
tasarim pilot bir okulda denenmis, 6gretmen uygulamasi gorsel verileri ve materyale yonelik
ogretmen goriisleri toplanmustir. ikinci tasarim déngiisii 2017 Temmuz ayinda yiiriitiilmiis ilk
dongiiden toplanan veriler 1s181nda tii¢ kisilik bir uzman grubunun odak c¢aligsmasi ile materyal
tasarimi giincellenmis ve 2017 Eyliil ayinda yaymlanmigtir. Materyale eslik edecek sekilde bir
ogretmen kilavuzu ve 4 adet video da tospaa.org web sitesine eklenmistir. 2018 yilina dair MEB
Kodlama Haftas1 raporuna gore Tospaa en ¢ok kullanilan 3. Oyun tabanli kodlama materyali
haline gelmistir. Bu bildiride 2. tasarim dongiisiine yonelik internet {izerinden toplanmis olan
Ogretmen goriisleri ve bagimsiz arastirmacilarin kendi arastirmalarinda Tospaa kullanarak elde
ettikleri sonuclar da sunulmaktadir. Tospaa Bilgisayarsiz Kodlama Oyunu tasarim ¢aligmasinin
ongoriilen amaglara ulastigi, yeni ¢alismalar i¢in bir model sundugu soylenebilir.

Anahtar Kelimeler: Bilgisayarsiz Kodlama, Algoritmik Diigiinme, Bilgi-islemsel Diisiinme,
Insaacilik, Programlama Ogretimi
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SEFFAF TAHTA KULLANIMI iLE DINAMIK CiZiM ILKESININ FiZiK DERSI
BASARISINA ETKIiSI

Senem Bademci
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Ayse Giil Celenk
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Deneysel desende gerceklestirilmis olan bu ¢alismada 6zel bir okulda 6grenim gérmekte olan
seksen alt1 10.simf Ogrencisi (41 kiz, 45 erkek Ogrenci) uygun Ornekleme ydntemiyle
secilmistir. Coklu ortam tasarim ilkelerine gore hazirlanan fizik dersinde akiskan basinci
konusuna ait Bernoulli Ilkesi islenmistir. Derste seffaf tahta kullamminin dinamik ¢izim
ilkesinin fizik dersi basarisina etkisinin incelenmesi amaclanmistir. Konu ile ilgili 6n bilgisi
bulunmayan ¢oklu ortam sunumu ile miidahalede bulunulan 43 6grenciden olusan 1. grup
(deney grubu) ve 43 dgrenciden olusan 2. gruba (kontrol grubu) katilimcilar rastgele atanmustur.
Iki gruba éntest uygulanarak, gruplarmn test basarilari arasinda anlamli farklilik bulunmadigt
tespit edilmistir. Katilimer iki gruba miidahaleden sonra sontest uygulanmistir. Ayrica sontestle
birlikte iki gruba da bilissel yiik 6l¢egi ve fizik dersine olan ilgilerini derecelendirdikleri 9’lu
likert tipi anket uygulanmistir. Calismada bagimsiz degisken olan dinamik ¢izim ilkesinin
bagimli degisken olan fizik dersi basarisina etkisi incelenmistir. Gruplarin sontest basari
ortalamalari, Ontest basar1 ortalamalarindan yliksek ¢ikmis; Grup 1 ve Grup 2’nin sontest ve
Ontest ortalama puan farklar1 arasinda istatistiksel olarak anlamli bir fark bulunamamustir.

Anahtar Kelimeler: Deneysel Calisma, Fizik Dersi, Bernoulli ilkesi, Dinamik Cizim Ilkesi,
Ogrenci Basarisi
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INTEGRATION OF MOBILE ASSISTED LANGUAGE LEARNING (MALL) IN
LANGUAGE LEARNING ENVIRONMENT: A SYSTEMATIC LITERATURE
REVIEW

Oya Ozgiin
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Feza Orhan
sefikafeza.orhan@es.bau.edu.tr

Mobile learning is a type of distance education that utilizes digital tools for instruction. Mobile
Assisted Language Learning (MALL), considered an amalgamation of mobile learning and
computer-assisted language learning (CALL), involves using portable devices to enable
innovative teaching techniques and provide access to the language in various contexts at any
time. MALL research has drawn attention to interactive and learner-centered designs in
language learning. The present systematic literature review aimed to investigate the learning
outcomes, student motivation, and autonomy level in the context of MALL research studies in
the last five years in the language learning environment. A final selection of 18 research articles
was included in this study. The contextual findings of this study indicated that vocabulary was
the most frequently studied language skill, and mobile phones were primarily used in MALL
research studies. Regarding improving language skills, it was found that MALL intervention
led to academic achievement in language skills such as grammar, vocabulary, reading, listening,
and writing. Regarding the affective variables, it was found that using MALL increased the
learners’ intrinsic motivation, decreased their anxiety level, and encouraged them to have a high
autonomy level and collaborate with their peers. Regarding user experiences, the current study
found that users preferred MALL in terms of its easiness, convenience, and practicality. It also
provided rich, creative, and practical content for the students.

Keywords: Mobile Learning, Mobile Assisted Language Learning (MALL), Language
Learning, Learning Outcomes, Student Motivation
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THE INFLUENCE OF USING MULTIMEDIA PRESENTATION ON PROMOTING
ENGLISH VOCABULARY DEVELOPMENT AMONG 4TH GRADE TURKISH EFL
LEARNERS IN ONLINE SPEAKING LESSONS

Asli Ding
adinc1987@gmail.com

This both qualitative and quantitative study was designed to examine the influence of
Multimedia presentation integrated speaking activities on EFL learners’ vocabulary
development. The study was conducted with 4th-grade EFL learners in a private primary school
in Istanbul, Turkey. The harmony of multicultural and multilingual digital learners of English
demands to explore of new teaching approaches that consolidate better retention and
understanding. Learners need to be cognitively active referring to the main principles of how
learning works that are taken from dual channels (Mayer, 2003). The present study examines
the potential influence of the Multimedia Principle in the development of English vocabulary
retention in fourth-grade speaking lessons. However, the complexity of assessing vocabulary
retention through speaking lessons and finding the assessment tools based on valid and reliable
data is challenging and requires specialization due to the Covid-19 Pandemic. For this reason,
both quantitative and qualitative methods of research were employed in order to provide data
for effective analysis and interpretation of the study results. The qualitative instruments
included EFL teachers’ observations based on Multimedia presentations (texts and visuals)
integrated with Speaking lessons on the other hand, the quantitative part of the study was based
on pre/test and post/t (vocabulary retention test scores 1-2) and Multimedia Engagement
questionnaire which was based on the revised and refined descriptors of CEFR (Common
European Framework of Reference for Languages) descriptors. The findings of the study
indicate the effectiveness of multimedia presentation over Turkish EFL learners’ vocabulary
retention as well as its sustainable outcome in oral production skills.

Keywords: Multimedia Presentation, EFL Learners, Vocabulary Development, Speaking
Activities, Education Research
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SALGIN SIRASINDA YAPILAN ONLINE iNGIiLiZCE DERSLERINDE EGIiTSEL
DIJITAL KACIS ODASI OYUNLARININ BASARI VE MOTiVASYON UZERINDEKI
ETKIiLERI

Merve Kara
karamerveO@gmail.com

Yavuz Samur
yavuzsamur@gmail.com

Bu aragtirmanin amaci, pandemi doneminde egitsel dijital kagis oyunlarmin, ortaokul
seviyesindeki 6grencilerin akademik performanslar1 ve motivasyonlari iizerindeki etkilerinin
incelenmesidir. Aragtirmanin katilimcilari, 2020-2021 akademik yilinin birinci doneminde,
Istanbul'da bir 6zel okulda okuyan ve Covid-19 nedeniyle sadece uzaktan egitim alan 25 altinct
siif Ogrencisininden olusmaktadir. Tamamen online olarak gergeklestirilen bu calismada,
deney grubu dgrencileri Ingilizce ders kazanimlarma yonelik, toplam dért hafta siiren, her biri
bir saatten 8 farkli adet egitsel dijital kagis oyunu oynarken, kontrol grubu dgrencileri ise ayni
siiregte interaktif test ve online ¢aligma kagitlar1 ile konuyu pekistirmislerdir. Arastirmada
katilimcilardan veri toplamak amaciyla bir akademik basar1 testi, 0gretim materyalleri
motivasyon anketi kullanilmig ve yari-yapilandirilmig goriismeler yapilmistir. Nicel veriler igin
SPSS 25.0 istatistik paket programi kullanilarak bagimsiz ve bagimli t-testlerinden
yararlanilmistir ve nitel veriler i¢in ise kategori-tema metodundan yararlanilmistir. Uygulama
sonunda elde edilen nicel bulgular incelendiginde deney grubu ve kontrol grubu 6grencileri
arasinda akademik basar1 ve motivasyon ag¢isindan anlamli bir farklilik bulunamamistir. Ancak
dil basar1 testinde 6n ve son test karsilastirma sonuglari deney grubunda anlamli bulunurken,
kontrol grubunda anlamli bulunmamistir. Motivasyon agisindan ise deney grubu dgrencilerinin
motivasyon puanlar1 kontrol grubu dgrencilerine gére anlamli olmasa da daha fazla artmistir.
Bunlara gore hem nicel hem de nitel veriler dikkate alindiginda egitsel dijital ka¢is oyunlarinin
ogrenciler lizerinde hem akademik basar1 hem de motivasyon agisindan olumlu etkileri oldugu
sOylenebilir.

Anahtar Kelimeler: Egitsel Dijital Kacis Oyunlar, Ortaokul Ogrencileri, Akademik
Performans, Motivasyon, Pandemi Donemi
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OYUN DOSTU OKUL: OLCEK GELISTIRME GECERLIK & GUVENIRLIK
CALISMASI

Lara Ozer
lara.ozer@yegam.bau.edu.tr

Bu calisma, Milli Egitim Bakanligi'na (MEB) bagl ilkokul ve ortaokul diizeyindeki okullarin
"Oyun Dostu Okul" kriterlerini 6lgmek amaciyla gegerli ve giivenilir bir 6l¢ek gelistirmeyi
hedeflemektedir. Arastirmanin temel amaci, okullarin oyun odakli yaklasimlarimi ve bu
kriterlere uygunlugunu degerlendirmektir. Calisma, dlgek gelistirme yontemiyle tasarlanmistir.
Bu kapsamda, alan yazin taramasi, oyun odakli maddelerin yazilmasi, uzman goriislerinin
alinmasi, deneme formunun hazirlanmasi, giivenirlik analizi ve uzmanlar arasi uyum analizi
adimlar1 izlenmistir. Aragtirmanin amaci, giiniimiiz 6grencilerinin oyun dostu alanlarda 6zgiirce
oyun oynamalarmi saglayarak fiziksel ve psiko-sosyal gereksinimlerini desteklemektir.
Calismada, 248 okul miidiirtinden olusan bir 6rneklem kullanilmigtir. Bu okul miidiirleri,
dlcegin deneme formunu doldurarak arastirmaya veri saglamislardir. Orneklem, ilkokul ve
ortaokul diizeyindeki okullardan se¢ilen miidiirlerden olusmaktadir. Bu calismanin 6nemi,
okullarin oyun tabanli yaklagimlarini 6l¢ebilme kapasitesine sahip giivenilir bir 6lgegin
varligiyla ortaya ¢ikmaktadir. Ozellikle giiniimiizde oyunun gocuklarin gelisimindeki roliiniin
daha fazla vurgulandigi bir donemde, okullarin bu alandaki etkilerini degerlendirebilmek
onemlidir. Ayrica, 6l¢egin okullarin "Oyun Dostu Okul" akreditasyon siire¢lerinde kullanilmast,
bu yaklasimlarin daha fazla benimsenmesine olanak saglayabilir. Arastirma sonucunda, "Okul
Bahgesi," "Okul Binast," "Derslikler," "Okulun Oyun Politikasi," ve "Go6zlem Listesi" bagliklart
altinda 74 maddeden olusan bir lgek gelistirilmistir. Olgegin giivenirlik analizi sonucunda 2'li
yapist i¢in KR-20 katsayist 0,91, 5'li yapist i¢cin Cronbach Alpha katsayisi ise 0,74 olarak
bulunmugtur. Uzmanlar arasindaki uyum da yiiksek seviyededir (Alfa=0,82>0,80). Bu temel
bulgular, gelistirilen 6l¢egin gecerliligini ve giivenilirligini kanitlarken, Milli Egitim
Bakanligi'na bagli okullarin  "Oyun Dostu Okul" kriterlerini degerlendirmede
kullanilabilecegini gostermektedir. Bu ¢alisma, egitim alaninda oyun tabanli yaklasimlarin
gelecekteki gelisimine katki saglayacak onemli bir adimdir. Aragtirmacilar, bu calismanin
temelinde bulunan kriterlere referans vererek "Oyun Dostu Ogretmen," "Oyun Dostu Belediye"
gibi farkli dlcekler icin yeni gelistirmeler yapabilirler. Ayn1 zamanda, oyun dostu mekanlarin
artisin1 desteklemek i¢in kriterleri gelistirme ve yayginlastirma potansiyeli de bulunmaktadir.
Ozellikle, bu ¢alisma 6rneklemi gesitli iilke 6rnekleriyle genisleterek ve kiiltiirel farkliliklara
gore Ozgiin kriterler olusturarak, uluslararasi1 diizeyde uygulanabilirlik saglama hedefini
tasimaktadir. Bu olusturulan dlgiitler {izerine atif yaparak "Game Friendly School" ¢alismalarini
hayata gecirebilirler. Ornegin, calismanin ortaya koydugu 5 yildizli derecelendirme tablosu,
farkli derecelere sahip okullarin basari diizeylerini ve 6grenci memnuniyetini karsilagtirarak
degerlendirilmesi gereken ilging bir arastirma konusu sunmaktadir. Benzer sekilde, "Oyun
Dostu Okul" kriterleri belirli bir okul 6rneginde uygulanarak 6gretmenlerin basar1 diizeylerini
analiz etmekle kalmayip, 6gretmenlerin motivasyon diizeyleri gibi psiko-sosyal unsurlarin da
incelenmesini tesvik edebilir. Ogrencilerin "Oyun Dostu Okul" ortamlarinda egitim
gormelerinin  mutluluk diizeyleri arasindaki iligkiyi inceleyen bir arastirma da
gerceklestirilebilir. Benzer sekilde, 6gretmenlerin oyun dostu okul ortamlarindaki mekan
diizenlemelerine iliskin memnuniyetleri ile mutluluklar1 arasindaki iliskiyi anlamak 6nemlidir.
Tiim bu bulgular, gelecekteki arastirmalara yon vererek egitimde oyun tabanli yaklagimlarin
gelisimine ve yayginlastirilmasina 6nemli bir katki saglayabilir.

Anahtar Kelimeler: Oyun Dostu Okul, Olgek Gelistirme, Milli Egitim Bakanligi (MEB), Okul
Politikasi, Egitimde Oyun Tabanli Yaklagimlar
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VERI GAZETECILIiGINDE INFOGRAFININ OGRETIMSEL YONU: ANADOLU
AJANSI ORNEGI

Asiye Ata
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Dijjital diinyanin getirdigi yeniliklerle birlikte yeni bir gazetecilik pratigi olarak goriilen veri
gazeteciligi, giiniimiizde yeni bir haber formiilii olarak kullanilmaktadir. Infografik haberler de
veri gazeteciliginde kullanilan en yaygin bigimlerdendir. Gegmisten giiniimiize cesitli 6rnekler
olsa da dijitallesme ile birlikte infografiler daha ¢ok 6n plana ¢ikmakta ve kuruluglar tarafindan
da daha ¢ok tercih edilmektedir. infografilerle, ilgili haberin veri analizi yapilmakta ve
gorsellestirme teknigi kullanilarak da hedef kitleye aktarilan goérsellerle farkli karmasik bilgiler
icerdigi agiklanabilmektedir. Haber gorsellestirmesi yapilirken birgok dgretimsel kaynaktan da
yararlanilmaktadir. Bu giinlerde 6zellikle internet gazeteciligi ile birlikte gelen haber
infografileri 6gretim yoniiyle bakis. Nitel aragtirma yontemlerinden olan analizinin kullanilan
analizinin degerlendirilmesini Anadolu Ajansi'nin 17-24 Temmuz 2023 listeleri arasinda
bulunan infografiler olusturmaktadir. Calismada Ajansin incelenen tarih merkezinde bulunan
44 infografikte kullanilan infografik dgeler olan gorsel unsurlar, haritalar, grafikler, fotograflar,
piktogram, ¢izim, diyagram ve semboller 6gretim ilkelerine bagl olarak yorumlama. Yapilan
incelemelerde daha Once yayinlanan infografiler konularina gdre ayrilmig ve politika, spor,
sanat, tarihsellik ve medya gibi basliklar ortaya konulmustur. Sonraki 6gretim noktalarindan
hedefe gorelik, bireye gorelik, yakinlik ilkesi, bilinenden goriinmeyene ilke, somuttan soyuta
ilke, diizenleme ilkesi, yasama yakinlik ilkesi, kolaydan zora basitten karmasiga ilke, giincellik
ilkesi, biitiinliik ilkesini kapsayan gorsel 6geler gergekei, benzesik ve semasitik olarak; Yazili
unsurlar yaz tipi, stil sayisi, harf biiylikliigii, renk ve boyut olarak; cekicilik katan unsurlar
olarak da dikkat cekicilik ve etkilesimlilik olarak algilama. Bigimsel yap1 ile ilgili unsurlar
olarak hizalama, renk diizeni ve denge; diizenleme olarak zamansal ve uzaysal yakinlik,
yaklagmalik, yonlendirme (anahtar kelime, ok gibi), kullanilan alan ve bosaltmay1 durdurma.
Incelemeler yapilirken gazetecilerde de dnemli yere sahip olan tasarim ogelerinden sayfa
diizeni, tipografi, imge ve renk de 6n plan1 alinmistir. Calisma organlar1 arasinda infografik
tirlerinden en cok kontrol, islevsel, kronolojik (takvimsel) ve kartografik infografilerin
kullanildig1 goriilmektedir. En sik kullanilan infografik 6geler ise makarna ve grafik grafikler,
tablo ve diyagramdir. fotograf olarak resimler ve fotograflar da cokca kullanilan fotograflardir.
Anahtar, kelime hazinesi ok gibi dikkat ¢ekici unsurlarn da tercih edildii goriilmektedir.
Kullanilan yazi ve zemin renklerinde de yorumlamak icin zit renkler kullanilmigtir. Sonuclar
ok gibi dikkat cekici unsurlarn da tercih edildigi gorulmektedir. Kullanilan yazi ve zemin
renklerinde de yorumlamak i¢in zit renkler kullanilmigtir. Sonuglar ok gibi dikkat ¢ekici
unsurlarn da tercih edildigi goriilmektedir. Kullanilan yazi ve zemin renklerinde de
yorumlamak i¢in zit renkler kullanilmistir.

Anahtar Kelimeler: Veri Gazeteciligi, Infografik Haberler, Gorsellestirme, Analiz, Tasarim
Ogeleri
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DUZEYINDEKi OGRENCILERIN AKADEMIK BASARISI VE MOTiVASYONU
UZERINDEKI ETKISi: SISTEMATIK DERLEME (2017-2022)

Cansu Serttas Franzini
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Sefika Feza Orhan
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Oyunlastirma kavraminin tarihgesi literatiirde ¢ok eskiye dayanmamaktadir. ilk olarak Nick
Peeling tarafindan 2002 yilinda kullanilan bu kavram, Zicherman ve Cunningham (2011)
tarafindan literatiire kazandirilmis ve oyunsal diistinme ve oyun mekaniklerinin kullanicilarin
ilgisini ¢cekmek ve problem ¢ézme davranisi kazandirmak ig¢in kullanilan bir kavram olarak
tanimlanmistir.  Oyunlastirma kavrami, yaygin kullanimi ile popiiler hale gelmis, 6grenme
ortamlarinin tasarim siireglerinde ve 6grenme siirecine etkisi ile egitim disiplinine yonelik
arastirmalarda da ilgi ¢ekici bir konu olmustur. Oyun elementlerinin (mekanikler, dinamikler
ve bilesenler) 6gretim amagli kullanilmasi ve oyunlagtirmanin benimsenmesi, 6grenme ¢iktilari
ve Ogrenenlerin katilimi {izerinde olumlu yonde etkiye sahip oldugu goriilmektedir.
Oyunlastirma araglar ile eksik olan eglence unsuru dahil edilerek, katilim1 ve motivasyonu
artirmak ve 6grenme deneyimini gelistirmek i¢in uygun ortam saglanmaktadir. Motivasyon,
ogrencilerin akademik basarisini etkileyen énemli bir unsurdur. Ogrencilerin motivasyonu ile
akademik basarilar1 arasindaki iligki hakkinda ¢ok sayida aragtirma yapilmistir. Motivasyon
okul basarisin1 dogrudan etkilemektedir ve okul basarisini arttirmak i¢in énemli bir faktordiir.
Bu baglamda oyunlagtirma, egitimde ve hayatin her alaninda entegre edilmesini anlamaya
calisan ¢ok sayida aragtirmay1 tesvik etmistir. Bu arastirmada, Tiirkiye ve Diinya’da 2017-2022
tarihleri arasinda yapilmis oyunlagtirma stratejilerinin entegre edildigi yiiksekdgretim
diizeyindeki 6gretim ortamlariin, 6grencilerin akademik bagarisina ve motivasyonuna yonelik
etkisini sistematik derleme yontemiyle incelemek amaglanmigtir. Sistematik derleme
yontemiyle yapilan bu ¢alismada Eric ve ScienceDirect veri tabaninda “gamification” and
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“education”, “gamification and higher education” ve “gamification in education”; Dergipark
veri tabaninda ise “oyunlastirma”, “egitim” ve “yliksekdgretim” anahtar kelimeleri kullanilarak
2017-2022 yillar1 arasinda yapilan arastirmalar belirlenmistir. Calisma siiresince 223
arastirmaya ulasilmig, bu aragtirmalar arasinda PICOS tasarimi kriterleri g6z Oniinde
bulundurularak yapilan eliminasyon sonrasi 15 arastirma bu c¢alismaya dahil edilmistir. Bu
kriterler; katilimcilarint (Population) arastirmanin yapildig1 yilda yiiksekdgretim diizeyinde
ortamlar1 (Intervention) ile geleneksel 6gretim ortamlarinin karsilagtirildigi (Comparison) ve
akademik basar1 ve motivasyonun ¢iktilar olarak incelendigi (Outcomes), deneysel ve yari
deneysel arastirma deseni (Study design) kullanilan arastirmalar olarak belirlenmistir.
Incelenen ¢aligmalarda, veri analiz yontemi olarak icerik analizi yontemi tercih edilmis,
caligmalar derinlemesine incelenmis ve PRISMA kriterleri gz oniinde bulundurulmustur.
Incelemeler sonucunda calismalarin en ¢ok 2021 yilinda yayinlandigi, en ¢ok yari deneysel
desen kullanildigi, veri toplama araci olarak en ¢ok anketlerin ve 6lg¢eklerin tercih edildigi,
orneklem boyutunun genellikle 100°den az oldugu goriilmiistiir. Caligmalarda en sik yer verilen
oyunlagtirma elementinin “liderlik tablosu” ve en yiiksek frekansa sahip olan anahtar
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kelimelerin sirasiyla oyunlastirma (%21,53), motivasyon (%10,76) ve akademik basar1 (%4,61)
oldugu tespit edilmistir. Bulgularin degerlendirilmesinde calismalarin biiyiik ¢cogunlugunun
(n=14) motivasyon ve akademik basar1 degiskenlerine yonelik istatistiksel olarak anlamli
farklilik bulundugu tespit edilmekle birlikte bazi1 calismalarda bu iki degiskenden birine yonelik
az etkiye sahip, anlaml farklilig1 bulunmayan veya olumsuz etkiye sahip bulgular da tespit
edilmigtir. Caligmalara iliskin sonuglarin incelenmesi ile birlikte caligma Onerileri ve
aragtirmacilarin onerileri ile birlikte gelecekteki ¢aligmalara ve arastirmacilara, uygulayicilara,
tasarim ve gelistiricilere da 6neriler sunulmustur.

Anahtar Kelimeler: Oyunlastirma, Yiiksekogretim, Akademik Basari, Motivasyon, Sistematik
Derleme
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THE EFFECT OF SIGNALED SUBTITLED VIDEO ON GRAMMAR RETENTION
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This study explored the effect of signaled subtitled video on grammar learning in a pre-
intermediate level EFL classroom at a private K-12 school in Istanbul, Turkey. Participants
included 5Sth-grade students (n=120) randomly divided into experimental and control groups.
The input used in this study was a short story video, presented with animation, narration, and
text (subtitle) in the target language (L2), which contains instances of simple past tense. Pre-
intermediate students of the L2 were given the input in one of two conditions: for the control
group; the subtitles were presented as unformatted text. For the experimental group, the
subtitles were enhanced via bold and textual highlighting to draw the learner’s attention to the
structure. Each group received a pre-test, a short video, and a post-test. The data were analyzed
via an SPSS package version 26. An independent t-test was applied to test whether the
dependent variable had a significant difference. A paired samples t-test was used to test the
significance of the difference between the arithmetic means of both groups. The ANCOVA test
was also conducted to test whether there is a significant difference between the posttest
measurements of both groups in the pretest-posttest control group designs. The results of the
current study indicated that watching an L2 video with subtitles has no effect on grammar
retention while watching an L2 video with signaled subtitles has a statistically significant
impact on grammar retention.

Keywords: Subtitled Video, Grammar Learning, EFL Classroom, Primary Education

https://iet-c.net/



(Ere ®BAU 25,

DEMOGRAFIK FARKLILIKLARIN DIiJITAL ESITSIZLiK UZERINDEKI
ETKILERINININ DiJiTAL ANTROPOLOJi BAGLAMINDA INCELENMESI
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Dijital esitsizlik, bireylerin dijital teknolojilere erisimindeki, kullanimindaki yarar
saglamasindaki farkliliklar1 ifade etmek i¢in kullanilmaktadir. Bu c¢alisma, demografik
farkliliklarin dijital kiiltiire dahil olma ya da disinda kalma iizerindeki etkilerini aragtirmay1
amaclamaktadir. Bu baglamda dijital esitsizlik ve dijital kiiltiir arasindaki iligki dijital
antropolojik bir bakis agisiyla ele alinmaya c¢alisilmistir. Calismada ardisik karma model
kullanilmaktadir. Arastirmanin evrenini Tiirkiye'nin Sakarya ilinde yagayan 18 yas iistii bireyler
olusturmustur. Evrenden rastgele 6rnekleme yontemiyle segilen 504 katilimcidan veri toplamak
icin anket kullanilmigtir. Konuyla ilgili ayrintili bilgi verebilecegi diisliniilen 8 katilimet ile yar1
yapilandirilmis goriisme yapilmistir. Anket formu, katilimcilarin erisim ve yarar diizeylerini
olgmeye yonelik ifadeler icermektedir. Kullanim boyutu ise Mike Ribble’ nin gelistirdigi dijital
vatandaslik alt boyutlarima gore arastirmaci tarafindan hazirlanan Likert teknigine uygun
sorularla ele alinmistir. Elde edilen sonuglara gore katilimeilarin dijital teknolojilere erigimi
oldukga yiiksektir. Dijital teknoloji kullaniminda ise 6zellikle yas faktorii agisindan farkliliklar
tespit edilmistir. Yarar diizeyine bakildiginda, egitim diizeyi arttik¢a ve yas kiiclildiikce
memnuniyet diizeyi artmaktadir. Yari-yapilandirilmig goriismelerde ise dijital kiiltlire iliskin
bulgular elde edilmistir. Sonuglara gore dijital teknolojileri kullanmak bu kiiltiire dahil olanlar1
aktiflestirmekte, yasamlarmmi kolaylastirmakta ve popiiler konulara dahil olmalarini
saglamaktadir. Son olarak katilimcilarin yeni medyada yer alan etkinlikleri kendilerinin de
yapmak zorunda oldugu bir eylem gibi diisiindiikleri ve dijital teknoloji kullanmadiklarinda
haber alma konusunda kendilerini eksik hissettikleri sonucuna varilmstir.

Keywords: Dijital Esitsizlik, Dijital Ugurum, Dijital Teknolojiler, Dijital Antropoloji
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BASED ON BIBLIOMETRIC ANALYSIS
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Metaverse is a technology that allows users to “experience” a digital universe and includes
several components such as virtual reality and augmented reality. Researchers who wish to
research the field may not know where to start or the key features of the field. Thus, the present
study aims to discuss the general and conceptual, social, and intellectual structures of the field
for future researchers on the metaverse. For this purpose, the general structure, scientific maps,
and socio-intellectual structure of the field were investigated. Then, recommendations are
presented for future researchers based on bibliometric analysis results. In the study, the abstracts
and keywords in publications indexed in the Web of Science and Scopus databases were
reviewed. After the data collected from 439 publications were cleaned and combined, 328
documents were analyzed using R. The performance analysis revealed that the most productive
writer in the field was Ayiter E., the most influential writer was Bourlakis M., the journal with
the most publications was The Journal of the Association for Information Systems, and the most
cited study was “Avatars, People, and Virtual Worlds: Foundations for Research in Metaverses”
published in that journal. The analysis of the conceptual, social, and intellectual structure of the
field revealed that mostly the second life, virtual, virtual world, avatar, augmented reality, and
virtual reality keywords were associated with metaverse. The most frequent collaborations were
between Korea, Japan, and the United States on second life and e-learning.

Keywords: Metaverse, Research, Digital Universe, Virtual Reality, Augmented Reality
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VISIBLE LEARNING: A SOLUTION FOR ACADEMIC PROCRASTINATION
AMONG ENGLISH LANGUAGE LEARNERS
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Academic procrastination poses a significant challenge for students, particularly for English
language learners who strive to enhance their language skills while adhering to effective time
management. English language learners often encounter difficulties in maintaining motivation
and frequently succumb to the cycle of procrastination. In response to this issue, visible learning
as an instructional approach emphasizes establishing clear learning goals, offering constructive
feedback on student progress, and actively involving students in their own learning process.
This study represents a pioneering endeavor in the field, aiming to investigate the potential of
visible learning techniques in mitigating and addressing procrastination among English
language learners while enhancing their learning outcomes. Employing a quasi-experimental
design, the study examines the impact of visible learning techniques on English language
learners' motivation to overcome procrastination and engage in more dedicated practice. The
findings of this study reveal that visible learning techniques positively influence English
language learners, increasing their motivation to regulate procrastination tendencies and
fostering a greater commitment to practice. These results highlight the efficacy of visible
learning as an effective approach for English language learners in managing procrastination and
optimizing their language learning experience.

Keywords: Academic Procrastination, English Language Learners, Visible Learning
Techniques, Motivation, Language learning
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BLOCKCHAIN-BASED ARTIFICIAL INTELLIGENCE MODELS IN HIGHER
EDUCATION / YUKSEKOGRETIMDE BLOKZINCIR TABANLI YAPAY ZEKA
MODELLERI
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This study examines blockchain-based artificial intelligence models and their application in
higher education. The blockchain-based artificial intelligence model refers to the
multidimensional combination between blockchain technology and artificial intelligence.
Blockchain, with its decentralized, distributed, and secure data storage and sharing feature,
ensures that data is encrypted and transferred to a digital environment in a safe, transparent, and
unalterable manner, providing speed and security in accessing and using data, and ensuring that
it is stored and shared. Artificial intelligence, on the other hand, is the use of machines that
imitate human intelligence in performing tasks such as learning and problem-solving. The
blockchain-based artificial intelligence model aims to combine these two technologies to
benefit from each other's advantages and eliminate disadvantages in data business and
transactions. Industry 4.0, which represents the fourth stage of the industry, accelerates
digitalization, which includes the use of digital technologies; By combining human-business-
technology processes with blockchain-based artificial intelligence models, it enables the
development of international cooperation and systemic structure. Blockchain models in higher
education allow students' academic achievements, certificates, diplomas, and other documents
to be stored and shared digitally. They also contribute to higher education institutions to
improve their research activities, collaborations, resource management, and quality assurance.
Thus, Blockchain technology contributes to the speed and security of transactions by
connecting the internal and external stakeholders of the system, while also enabling the
development of various blockchain-based artificial intelligence models. Artificial intelligence
technology, which is used in education in general and in higher education in particular,
contributes to the strengthening of digital transformation and the development of new
international business models, integration with the labor market, and education processes with
different blockchain-based innovative business models. This study focuses on the development
of innovative business models that include the application of blockchain-based artificial
intelligence in higher education, the connection of graduates with the job market, and
university-industry cooperation. In this context, in the first part of the study, blockchain-based
artificial intelligence technology is examined, and in the second part, blockchain-based artificial
intelligence models and applications in higher education are evaluated.

Keywords: Blockchain-based, Artificial Intelligence, Higher Education, Innovation, Models
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