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Wattpad Kitaplarimin Gengligin Dil Kullanimina Olumsuz EtKisi !

Zehranur Yazicioglu > & Yasemin Uzun 3

Ozet: Wattpad, her yastan kullanicimin yazilarini, hikayelerini paylasabildigi ve farkli yazilari okuyabildigi bir
platformdur. Son zamanlarda 6zellikle gencgler arasinda oldukga popiiler hale gelmistir. Ancak, platformda
yayinlanan ve basili hale getirilen kitaplarin editor siireclerinden yeterince gegmemesi, dil agisindan
denetlenmemesi gibi durumlar dilin dogru kullaniminda ciddi problemlere neden olmaktadir. Bu ¢calismanin amact
Wattpad’de yayinlanip daha sonra basili kitap haline getirilen Wattpad kitaplarinin genglerin dil kullanima
olumsuz etkilerini ele almak ve Wattpad kitaplarinin genglerin dil kullanimi, elestirel diisiinme becerisi, dil
becerileri ve edebiyat algisi iizerindeki olumsuz etkilerini ortaya koymaktir. Bu galisma igin, Wattpad
platformunda yaynlanip daha sonra gesitli yaymevleri tarafindan basili kitap haline getirilen ve oldukga genis bir
okur kitlesine ulasan 4N1K, 3391 Kilometre, Yabanci: Sahmeran ve Benimle Yan adl kitaplar 6rneklem olarak
secilmistir. Caligmada nitel aragtirma yontemlerinden biri olan igerik analizi yontemi kullanilmistir. Caligsmadaki
veriler, incelenen dort kitapta yer alan devrik climleler, anlatim bozukluklar1 ve mantik hatalar1 acisindan ele

degerlendirilmistir.

Anahtar Kelimeler: Anlatim, dil, genglik edebiyati, wattpad

Gelis Tarihi: 17.01.2025 — Kabul Tarihi: 19.01.2025 — Yayin Tarihi: 30.03.2025

DOI:

The Negative Impact of Wattpad Books on Youth's Language Use

Abstract: Wattpad is a platform where users of all ages can share their posts, stories and read different posts. It
has recently become quite popular, especially Decently among young people. However, situations such as the fact
that the books published and printed on the platform do not pass through the editorial processes sufficiently and
are not controlled in terms of language cause serious problems in the correct use of language. The aim of this study
is to address the negative effects of Wattpad books published on Wattpad and then turned into printed books on
young people's language use and to reveal the negative effects of Wattpad books on young people's language use,
critical thinking skills, language skills and literary perception. For this study, the books 4N1K, 3391 Kilometers,
Stranger: Sahmeran and Me Yan, which were published on the Wattpad platform and later turned into printed

books by various publishing houses and reached a fairly wide readership, were selected as examples. Content

! Bu calisma “Wattpad Kitaplarimin Igerik Bakimindan incelenmesi ve Genglik Uzerindeki Etkisi” adli tezden iiretilmistir.
2 Zehranur Yazicioglu, Canakkale Onsekiz Mart University, Graduate student, ORCID: 0009-0005-2726-8482.
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% Yasemin Uzun, Canakkale Onsekiz Mart University, Faculty of Education. ORCID: 0000-0001-8995-772X.
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analysis method, which is one of the qualitative research methods, was used in the study. The data in the study

were evaluated in terms of overturned sentences, expression disorders and logic errors in the four books examined.

Keywords: expression, language, youth literature, wattpad

GIRIS

Insan, kendisini ve diinyay1 anlama, aktarma cabasi icindedir. Bu ¢abay1 gdsterirken
edebiyatin kendisine vermis oldugu estetik bakis acgisindan yararlanir. “’Edebiyat, insanin
duygu ve diisiincelerini, konuya ve uyandirmak istedigi etkiye (cosku, hayranlik, inandirma) en
uygun bicimde ifade etmesidir’’ (Ustten, 2018: 33). Edebiyatin en &nemli -belki de en ¢ok ihmal
edilen- alanlarindan biri olan genglik edebiyati da genglerin kendisini anlatma ve anlama firsati
buldugu, okumaktan keyif aldig1 ve onlara yonelik olarak yazilmis eserlerden olusmaktadir.
Cocuk edebiyat1 ile baslayip yetiskin edebiyatina uzanan genglik edebiyatinin birgok farkl
tanim1 bulunmaktadir. En genis tanimiyla genclik edebiyatinin “’Genglerin okumaktan
hoslandig1 konular1 ele alan, genclerin ilgi ve begeni ile okudugu yapitlardan olusan, onlarin
duygu, diislince ve diis diinyasina seslenen edebiyat’’ (Yildirim, 2019: 8) oldugu sdylenebilir.
Bu dénem Tural’a gore 18-25 yas grubu, Owen’e gore 14-21 yas grubu arasindadir (Ustten,
2018).

Genglik edebiyatinin yillar 6nceki hali ile simdiki hali arasinda birgok fark bulunmakta;
bilim, sanat ve teknolojide goriilen degisimin genclik edebiyatini da etkiledigi goriilmektedir.
Yillar 6ncesinde ¢ocuklar da gengler de ayn1 kaynaklardan faydalanmis, genclere kendi yas
gruplari i¢in farkli eserler sunulmamistir. ’Bu durum, uzun bir donem tipki ¢ocuklar gibi
genglerin de ilgi ve ihtiyacina uygun eserlerin verilememesine neden olmustur’’ (Kara, 2017:
999). Baslangicta yazilan genclik edebiyati alanindaki eserlerde okuyucuyu egitmek,
diisiindiirmek ya da milli duygu ve degerleri kazandirmak hedeflenmis, genglerin hayal diinyas1

geri planda birakilmistir.

Gegen zaman igerisinde gencligin ¢ogu egitici ya da diisiindiiriicii kitaplardansa macera
kitaplarini tercih etmeye baslamis, fantastik ve gercek unsurlarin i¢ ige bulundugu kitaplar
okumaya yonelmislerdir. Bunun yani sira gengler icerisinde genglik sorunlarini igeren ve tek
bir konudansa c¢esitli konu barindiran kitaplari, degisen zamana ve kendilerinin beklentilerine
gore yazilan kitaplari okumaya ilgi duymaya baslamislar; teknolojinin onlara sundugu firsattan
yararlanarak kendi beklentilerini karsilayacak bigimde anlatilar yazmaya bagslamiglardir.

Yazilan anlatilarin edebi degeri tartisilsa da genglerin ilgi ve ihtiyaclarina uygun, bulunduklari
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psikolojik ve sosyokiiltiirel ortamlar1 igerisinde bulunduran bu anlatilar gliniimiiz genglik
edebiyatinin igerigini de gostermektedir. Bu sebeple “genglerin yazdiklar: eserleri de genclik
edebiyatina dahil etmek gerekir ¢iinkii bir eserin edebi degerini ve gencler i¢in uygunlugunu
belirleyen Olgiitler yetiskinler tarafindan gelistirilse de kitaplarin kendilerine ne derece hitap

ettigine karar veren genglerdir’> (Ustten, 2018: 33).

Kaliplara sigdirilamayan ve birgok tartismaya yol agan genclik edebiyatini net olarak
aciklamak miimkiin olmayabilir. Ciinkii gliniimiizde gencglik edebiyatinin sinirlar1 hala
cizilememistir. Bununla birlikte, genclik edebiyat1 adi1 altinda yazilmis eserlerin 6zelliklerine
bakilarak genclik edebiyati hakkinda bir yorum yapilabilir. Tiirkyilmaz (2012: 59-60) genclik
romanlarinda yer alan karakterlerin ergen grubun psikolojik, fiziksel ve sosyal degisimlerini
isledigini, basarili genglik romanlarinin genglerin yasadiklar1 ¢cevreye ve onlarin yasamlarina
dokunabildiklerini belirtmistir. Genglik romanlarinda goriilen ¢atismalar genglerin yasadiklar
ya da anlayabildikleri catismalardan olugmaktadir. Bu 6zelliklere gore genclik edebiyati eserleri
yetiskin olma ve kendini gergeklestirme yolunda olan gencgler i¢in daha fazla segenek
sunabilmektedir. Bir okuyucu olarak hikayelerde kendi yasantisindan bir seyler bulabilmek,

yasina uygun durumlarla karsilasmak beceri ve kisilik gelisimi i¢in 6nemli unsurlardir.

Son yillarda genglerin igerisinde kendisini bulabildigi {irlinler ortaya sunan Wattpad,
genclik edebiyatinin popiiler hale gelmesinde ve gelisiminde 6nemli bir rol oynamistir.
Kullanicilarin kendi hikayelerini yazip paylasabildigi ve farkli hikayeleri okuyabildigi bu
platform hem genglere okuma alan1 sunmakta hem de geng¢ yazarlarin 6nilinii agmaktadir.
Genglerin hem okuma hem de yazma aligkanliklarinda destek saglayan bu platform edebiyat
icin yeni bir alan acarken olumsuz 6zellikleriyle de elestirilere maruz kalmaktadir. Bu nedenle
de platformun kullanimi giinlimiizde kisitlanmistir: “wattpad.com, 12/07/2024 tarihli ve
2024/6507 D.Is say1li Ankara 10. Sulh Ceza Hakimligi karariyla erisime engellenmistir.” (URL
1). Ancak, bu platforma su an erisimin olmamasi wattpad iirtinlerinin okunmadig1 anlamina
gelmemektedir. Ciinkii bu platform vasitasiyla kesfedilip basilan eserlerin satis1 hala devam

etmektedir.

Platformun -kullanimi kisitlanmadan Once- kolay erisilebilir olmasi, 6zgilir ortam
saglamas1 genclerin yazma becerileri ve yaraticiliklart agisindan olumlu olsa da platformda
yayinlanan yazilarin herhangi bir denetime tabi tutulmamasi bazi risklere yol a¢maktadir.
Ozellikle yazilarin editr siirecinden gegmemesi, dil agisindan herhangi bir kontroliin olmamasi

geng okurlarin dil ve edebiyat algisint olumsuz etkileme potansiyelindedir. Her yas grubuna
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yazma ve okuma firsat1 veren bu platformda dil bilgisi, yazim kurallar1 gibi bir¢cok agidan yeterli
bilgiye sahip olmayan yazarlar ¢ogunlukla hata dolu metinler yaymlamaktadir. Bu sebeple
amatOr yazarlar tarafindan ortaya konan eserler dil kullanimi, anlati igerigi gibi konularda
nitelik olarak klasik edebiyat iirlinlerinden diisiik bir nitelige sahip olmaktadir. Popiiler olanin
basilt hale getirildigi yaymevlerinde de bu durum herhangi bir sorun olarak goriilmemekte ve

bir¢ok hatanin bulundugu Wattpad iiriinleri basili olarak da okura sunulmaktadir.

Oldukga genis bir kitleye hitap eden bu iirlinler genglerin okumaya karsi tutumlarini
etkileme potansiyeline sahiptir. Ancak bu potansiyelin olumlu kullanilmasi, dil ve edebiyat
anlaminda olumsuz etkilere neden olmamas i¢in dikkate alinmasi gerekmektedir. Genglerin
okuma aliskanlifi kazanmasinda etkili olan bu iirlinlerin ortaya ¢ikardigi sorunlar bireyi
etkiledigi kadar toplumu da etkileyecek; toplumda dil kullaniminda sorunlar yaratacaktir.
Amator yazarlarin ortaya ¢ikardigi ve gerekli denetimlerden gegmeden basilan bu kitaplarda
karsilagilan anlatim bozukluklari, yazim hatalar1 ve dil bilgisi kurallarina aykir1 yapilar, okurun
dogru dil kullanimin1 grenme durumunu olumsuz etkilemektedir. Ozellikle edebi eserlerin dil
acisindan zenginligi, kazandirdig: estetik bakis acis1 diisiliniildiigiinde bu hatalar geng okurun

dil bilincini zayiflatabilmektedir.

Ayn1 zamanda kitaplarda goriilen tekrarlanan anlatim kaliplari, kliseye donmiis ifadeler
genglerin kelime hazinelerini kisitlamakta, dilin zenginliginden yararlanmalarina engel
olmaktadir. Bu da genclerin anlatiminda ifade giicilinii zayiflatarak hem yazmada hem de giinliik
hayatlarindaki iletisimlerinde yetersiz dil kullanimi riskini ortaya koymaktadir. Edebiyatin
estetik bir iletisim arac1 oldugu disiiniiliirse, genclerin siklikla okumayi tercih ettigi Wattpad
tirtinlerinin bu konularda yeterli katkiy1 saglayamadigi, genclerin edebi ve dilsel bilingleri i¢in
yetersiz bir temel sundugu goriilmektedir. Bu durum dil becerileri ve edebi algilar agisindan

yanlis bir kullanimi normallestirmektedir.

Wattpad kitaplarinda rastlanan bir diger problem ise {iriinlerin igerik agisindan derinlige
sahip olmamasidir. Kitaplarda goriilen benzer olay orgiileri, popiiler tiplemeler {izerinden
anlatim gibi durumlar genclerin karmasik metinlere karsi diisiinme becerilerini gelistirmeye
yararli olmamaktadir. Onlar1 belli kaliplar iginde hapsetmekte ve metinleri anlamlandirmalarini
zorlastirmaktadir. Bu durum, dilsel gelisimi sinirlamanin yani sira genglerin edebiyata olan
bakis ac¢isim1 degistirerek edebiyatin diisiince ve ifade alanit olarak kullanimimi da
smirlandirmaktadir. Insanlarin hayal giiciinii, yaraticthgm ve elestirel diisiinme becerilerini

gelistiren edebiyat gibi bir alanin bu tiirde bir sinirlamayla kargilasmasi hem gengler hem de
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toplum acgisindan daha biiyiik bir problemler yaratabilmektedir. Wattpad kitaplarinda goriilen
bu problemler yanlis dil kullanim1 nedeniyle genclerin dil bilincinin zayiflatmasinin yani sira

toplumsal dil yozlagmasinin da oniinii agmaktadir.

Bu caligmanin amaci Wattpad kitaplarindaki dil kullanimimin gencler iizerinde
birakabilecegi olumsuz etkileri tespit etmektir. Bu nedenle Wattpad’de okunma sayis1 oldukca
yiiksek olan ve daha sonra basili kitap haline getirilen 4N1K (Y1lmaz, 2020), 3391 Kilometre
(Alkog, 2020), Yabanct: Sahmeran (Yildirim, 2016) ve Benimle Yan (Ozaydin, 2020) adli

kitaplar incelenmistir.
YONTEM

Bu calismada nitel arastirma ydntemlerinden biri olan igerik analizi yontemi
kullanilmistir. igerik analizinde yapilan islem, birbirine benzeyen verileri belirli kavramlar ve
temalar cercevesinde bir araya getirmek ve bunlart okuyucunun anlayabilecegi bicimde
diizenleyerek yorumlamaktir (Karatas, 2017:79). Calismada 6rneklem olarak 4N 1K (Yilmaz,
2020), 3391 Kilometre (Alkog, 2020), Yabanci: Sahmeran (Yildirim, 2016) ve Benimle Yan
(Ozayd, 2020) adl kitaplar segilmistir. Wattpad iizerinde yayinlanip daha sonra basil kitap
haline getirilmis olan farkli yazarlar tarafindan yazilmigs bu kitaplar icerik olarak

incelendiginden icerik analizi yontemi se¢ilmistir.
BULGULAR

4AN1K (Yilmaz, 2020), 3391 Kilometre (Alkog, 2020), Yabanci: Sahmeran (Yildirim,
2016) ve Benimle Yan (Ozaydin, 2020) adl kitaplarda dil kullanimina ve anlatim bozukluguna
dair tespit edilen bulgular su sekildedir:

Devrik Ciimle Kullanimi

“Her kiigiik ki1z, hayatinda bir kere prenses olmanin hayalini kurmustur gece yatmadan
once.”” (Yi1lmaz, 2020:7)

“On yedi yillik hayatimda her sabaha, annemin ismimi tekrarlayarak beni ¢ileden
cikarmasiyla baglardim bir Yaprak gelenegi olarak. Ancak hafta sonlar1 genelde ¢ok ilismezdi

bana, 6glen olana kadar.”” (Yilmaz, 2020:19)

“Aglarsam benimle on yil dalga gegeceklerini bildigimden, teras girisinde kontrol

ettigim gozyaslarimi, tekrar salmamak i¢in siktim kendimi bir siire.”’ (Y1lmaz, 2020:24)
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“O giin, Oguzlarda altin giinii oldugu i¢in, her ay yaptigimiz gibi giinden kalanlar1

somiirmek iizere Oguzlara gittik okul ¢ikist.”” (Y1lmaz, 2020:101)
“Geriye yaslandi giilerek.”’ (Y1lmaz, 2020:173)

“Aynanin karsisinda annem ve Tuna’nin eserine bakiyordum aglamaktan sismis

gozlerimle.”” (Yilmaz, 2020:272)

“Ellerimi yikayip, iiflemeli kurutma makineleriyle oynadiktan sonra, disari ¢iktim

biiytik bir huzurla.”” (Yilmaz, 2020:278)

“Bade’nin ¢ikista Ali ile bulusacak olmasi sinirlerimi biraz bozsa da, ¢aktirmamaya

calistim giin boyu.”’ (Yilmaz, 2020:293)
“Cikmyordu agzimdan kelimeler aglamaktan.”” (Yilmaz, 2020:309)

“Gokhan, tek elinde telefon, diger elinde montu hizli hizli yiiriiyordu kaldirimda.”’

(Y1lmaz, 2020:359)

0 gilin, Oguzlarda altin gilinii oldugu i¢in, her ay yaptigimiz gibi giinden kalanlar1

somiirmek iizere Oguzlara gittik okul ¢ikist.”” (Y1ilmaz, 2020:101)

“Hayatimda ilk defa biriyle konusmak 6zglivenimi diisiirmek yerine mutlu etmisti

beni.”” (Alkog, 2020:59)

“Igten ige korkuyorum, yepyeni bir hayatin olacak ve ben bu hayatin disinda kalacagim

diye.”” (Alkog, 2020:141)
“Giilustiikleri sirada kaslarimi ¢atarak baktim enerji igecegine.”” (Alkog, 2020:143)

“Ciinkii 0yle bir duruma geldik ki ger¢ekten bir an onu odamizda tek basina birakip
partiye inmisim gibi hissetmistim ve simdi de yanina gelmis de onu odada bulamamisim gibi.”’

(Alkog, 2020:151)

“Ve yavasca ormana bakti, golgelerin saklandig1 agaglarin ardina.”” (Yildirim, 2016:
17)

“Sanki gozlerimi ac¢tigim an silah patlayacakmis gibi hissettigim i¢in istegim disinda
tirkek davraniyordum ve bu da en az aglamam kadar gii¢siiz hissettirmisti beni.”” (Yildirim,

2016: 75)

“Dolabin kapagini agarken ¢ok sakin goriiniiyordu ve igimdeki bir ses, firtina dncesi

sessizlik diye tanimlamisti bu halini.”” (Yildirim, 2016: 181)
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“Derin uykuda oldugu belliydi, yoksa sarildigi seyin ben oldugumu fark etse beni
yataktan atardi herhalde.”” (Yildirim, 2016: 251)

“Hafta sonu her sabah tepsisiyle dolasan cayci yerine ben gotiiriirdiim cayini.”’

(Yildirim, 2016: 277)

“Kalabalik ortamlardan nefret ediyordum, hele bir de gecenin odak noktasi ben

olacagim i¢in hepten kabus gibi geliyordu bana.’” (Yildirim, 2016: 295)

“Eger gidersem Atalay’1 dldiiriirdii Ediz, ama kalirsam hapis cezasiyla kurtarabilirdi
pacayt.”’ (Yildirim, 2016: 425)

“Git buradan, dedim aglamakli sesimle.”” (Y1ildirim, 2016: 303)
“Higbir sey sdylemeden anahtar1 aldi elimden.”’ (Yildirim, 2016: 319)

“Bu kadar paranin nereden geldigi agiklanmis oluyordu bdylece.”” (Yildirim, 2016:
331)

“Hos, kagma lafi yanhs bir ifadeydi. Ediz Cagiran kagmazdi, direkt indirirdi ikisini
de.”” (Yildirim, 2016: 377)

“Sandiginin aksine otobiis duraginin olmadigi bir yerde gece vakti ortada birakmayacak

kadar adamligim var hig degilse.”” (Ozaydin, 2020:88)
Yazim ve Noktalama Yanhslar

“Bence sen ¢ok tatlisin ama kokuyorsun...”” derken yine kendime olan 6zsaygimi
kaybetme riskini goze alarak, omzuma bir elin dokunmasiyla {ic adim Gteye sigradim, uzun

atlamaci bir atlet misali.”” (Y1lmaz, 2020:235)

“Gozlerim aynadaki gozlerimle bulustu. “Acaba bir giin beni sevecek mi? diye
diistindiim gozlerim gozlerimde. Kendimi bir deprem ardinda darmadaginik olmus bir odaya
benzetiyordum, bu daginiklii sever miydi bir giin? Oylesine dzgiivensizdim ki aynaya her

baktigimda moralim bozularak ayriliyordum aynanin karsisindan.”” (Alkog, 2020:56)

“Al benden de o kadar. Bizim i¢in sen ona asik olmadigin siirece o ‘yampirik’ olarak

kalacak o sirik.”” (Yilmaz, 2020:231)

“Gereginden fazla meniiyle oyalanirken ¢imen yesili gozleri hala iizerimde

hissedebiliyordum.’” (Yildirim, 2016: 31)
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“Karanlik hakim olmadan 6nce hatirladigim son sey ise kollarinin arasinda yi1gildigim

oldu. “Artik benimsin giizelim.”” > (Yildirim, 2016:39)

“Ben her zamanki gibi umursamaz cekistirmeye devam eder sanmistim ama Ayaz

Barkin’1in nerede pislik yapacagi belli olmuyordu.’” (Ozaydin, 2020:74)

Ellerimi yikayip, tiflemeli kurutma makineleriyle oynadiktan sonra, disar1 ¢iktim biiyiik
bir huzurla.”” (Yilmaz, 2020:278)

“Bade’nin ¢ikista Ali ile bulusacak olmasi sinirlerimi biraz bozsa da, ¢aktirmamaya

calistim giin boyu.”” (Y1ilmaz, 2020:293)

“O benim yeni renkli 15181md1. O var oldugu siirece ne karanlikta kalacak, ne de onu

karanlikta birakacaktim.”’ (Alkog, 2020:467)
Gereksiz Sozciik Kullanimi
“Hoca gozliigiiniin ardindan bana bir bakt1.”” (Ozaydin, 2020:201)
“Bugiin daha fazla ne kadar sasirabilirdim acaba?’’ (Yildirim, 2016: 291)

“Teneffiis bitmeden hep beraber yukari sinifa, sirik oglanin yanina ¢iktik.”” (Yilmaz,

2020:71)

“Dostlukta en oOnemli sey giiven olmaliydi. Dostluk, din gibi olmaliydi.

Dogmatik...Goérmeden bazi seyleri, kosulsuz inanmak lazimdi.”’ (Yilmaz, 2020:284)

“IIk basta ne dedigini anlamayarak ona baksam da gectigimiz caddenin 15181 bir an i¢in

arabanin i¢ine vurunca dehsetin metalik 0 tad1 agzimi doldurdu.”” (Yildirim, 2016: 237)

“Ege’nin Oylesine tathi bir ailesi var ki aksama kadar sohbet ettik ve bir kez olsun
sikilmadim, bir kez olsun giicenmedim, bir kez olsun kendimi geri ¢ekmedim.” (Alkog,
2020:311)

“Normalde de gozleri hi¢bir ayrintiyr kagirmak istemez gibi dikkatli mi bakiyordu
acaba?’’ (Yildirim, 2016: 29)

Sozciiklerin Yanhs Yerde Kullanim

“Gereginden fazla meniliyle oyalanirken ¢imen yesili gozleri hala iizerimde
hissedebiliyordum.”” (Yildirim, 2016: 31)

“’Oguz’un ikinci aski oldugu i¢in pizza, iceri girdigimizde birden hasta ¢ocuk canlandi
ve sagma sapan seving danslar1 yapmaya basladi.”” (Yilmaz, 2020:203)

8



Akdeniz Egitim Arastirmalari Dergisi, Say1 51, Y1l 2025
Mediterranean Journal of Educational Research, Issue 51, Year 2025

“Kaslarimi gozlerimi agik tutabilmek adina iyice yukari kaldirip, banyoya dogru
yiiriimeye basladim.”” (Y1lmaz, 2020:77)

“Zavallim fizik calisirken agzindan sular aka aka uyuyakalmis; uyandirdigimda beyni

eriyip akti kitaba zannedip korkmus...”” (Y1ilmaz, 2020:197)

“Tamam, dedim elimle yana kivrilan dudaklarimi asagi indirirken.”” (Yilmaz,

2020:399)

“Yine kendi aralarinda diinyanin en sagma muhabbetlerini dondiiriiyorlardi. Araya icip
icip, sagma sapan karakterlerle olusturdugu yeni lugatiyla sal¢a olan G6khan’1 saymazsak, her

sey normaldi.”” (Yilmaz, 2020:45)

“Anlatirsiniz teneffiiste.”” Berk’in climlesiyle birlikte giilerek telefonuyla ilgilenen
Koray’a baktim.”” (Alkog, 2020:167)

“Dostlukta en oOnemli sey gliven olmaliydi. Dostluk, din gibi olmaliydi.

Dogmatik...Gérmeden bazi seyleri, kosulsuz inanmak lazimdi.”” (Yilmaz, 2020:284)

“Bu hareketi beni saskina ¢evirirken tekrar kendimi koltuga biraktim.”” (Yildirim,
2016: 179)

“Kiz yiiziime saskinlikla bakmaya devam ederken sinirle agzima dolan biitiin nefesi

bosalttim.”” (Alkog, 2020:413)
Mantik Hatasindan Kaynaklanan Anlatim Bozuklugu

“Annen ve babanin 6liimiinden sonra ne hale geldigini bana anlattigin ilk giin bagladim
vicdan azabi ¢cekmeye. Bir siirli sey diistindliim, kendimi 61diirmeyi dahi diisiindiim. Ciinkii icim

icime sigmiyordu.’’ (Alkog, 2020:183)
Eklerle flgili Yanhshklardan Kaynaklanan Anlatim Bozuklugu

“O hafta sonu birka¢ kez ders caligmaya niyetlensek de her niyetin sonu hos olmayan
yerlere ¢iktig1 i¢in bir siire sonra pes edip yine her seyi siavdan bir giin oncelere biraktik.
Cilinkii 0grenci olmanin ana kurali, yumurta en hassas yerlerimize dayanmadan c¢alismak

yasak!”’ (Yilmaz, 2020:180)

“Annem kahvaltiya gelmem i¢in biraz diirtse de, misafirlikte oldugumuz i¢in her

sabahki uyandirma servisi gorevinin tath versiyonu olan hafif giilimseme ve diirtmenin beni



Akdeniz Egitim Arastirmalari Dergisi, Say1 51, Y1l 2025
Mediterranean Journal of Educational Research, Issue 51, Year 2025

uyandirmaya yetmeyecegini anlayip diger annelerle oday1 terk ettiginde kafamdaki yorgani

indirip derin bir nefes doldurdugum cigerlerime.”’ (Y1lmaz, 2020:223)

“Salonlarmin goriinen bir duvar1 komple bir kitaphklar kaplanmisti, evleri tamamen

kahverengi ve altin sarisiyla dosenmisti.”” (Alkog, 2020:265)

“Miifettisler okula geldiginde herkesin gantasi1 aramayi istemisti.”” (Ozaydn,
2020:20).

“Bana dogru hizlaninca arkami donmeden geriye dogru kagayim dedim ama
beceriksizlik sag olsun yere yapisirken biraz uzagimda kalan Ayaz hizlandi ve belimi son anda

tuttu.”” (Ozaydim, 2020:31).

“Gozlerim irilesirken, “Ne yapiyorsun?’’ dedigimde engel olamayacagim bir hizla

dudagim kenarma egildi.”’ (Ozaydin, 2020:48).

“Iki parmag cenemi tuttu ve yiiziimii kendi yiiziine hizalayarak beni ona bakmaya

zorladr.”” (Yildirim, 2016: 323)

“Eminim ana hatlari1  biliyorsunuzdur ama O6nemli olan oradaki duyguyu

yansitabilmek. Sanirim duygu yansitmasinda sorun yagamayacaksiniz.”” (Yildirim, 2016: 423)
TARTISMA VE SONUC

Son yillarda oldukga popiiler hale gelmis olan Wattpad platformu ve platform sayesinde
ortaya ¢ikan Wattpad kitaplarinin dil, edebiyat ve ozellikle de genclik acgisindan olumlu-
olumsuz birgok etkisi bulunmaktadir. Bu etkilere dil agisindan bakildiginda Wattpad
kitaplarinin mantik hatalari, anlatim bozukluklari, devrik ciimleler igerdigi ve eserlerin
basiminda bu durumun goz ardi edildigi goriilmektedir. Amator yazarlar tarafindan dil alaninda
yeterli bilgiye sahip olmadan yazilan bu kitaplarin yanlis dil kullanimini normallestirmesiyle
genglere de olumsuz 6rnek olacagi ve genglerin dil becerilerinin gelisiminin zedelenmesine

neden olacagi kesindir.

Wattpad’de yayinlanip oldukca fazla okunma sayisina ulasan ve daha sonra basili kitap
haline getirilen 4N1K (Yilmaz, 2020), 3391 Kilometre (Alkog, 2020), Yabanci: Sahmeran
(Yildirim, 2016) ve Benimle Yan (Ozaydmn, 2020) adli kitaplarm incelemesi sonucunda

kitaplarda goriilen dil kullanimina dair elde edilen veriler su sekildedir:

Biisra Yilmaz’in 4N1K adl eseri dil ve anlatim acisindan geng okurlara hitap edecek,

samimi bir islupla yazilmistir. Genglerin giinliik yasantisinda kullandig: dile yakin bir tarz
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benimsenerek, onlarla bir bag kurmak amaglanmistir. Ancak kullanilan dilin 6zellikleri edebi
yonden kusurlarin ortaya c¢ikmasina neden olmaktadir. Kitapta sikg¢a karsilagilan devrik
climleler ve anlatim bozukluklar1 kitabin anlatiminin akiciligini olumsuz olarak etkilemektedir.
Ote yandan dilde gériilen mantik hatalar1 da dil biitiinliigiine zarar vermekte, okurun dikkatini
dagitmaktadir. Yazar, samimi bir dil kullanarak gen¢ okurlarla bag kurma konusunda basarili
olsa da eserde dilbilgisi agisindan ¢ok fazla hata bulunmakta, yanlis dil kullaniminin

normallestirildigi goriilmektedir.

Beyza Alkog tarafindan yazilan 3391 Kilometre adli kitap dil ve anlatim agisindan geng
okuyucu kitlesini hedefleyen siirlikleyici bir dile sahiptir. Kitapta yer alan betimlemeler,
duygusal ifadeler okurun karakterlerle bag kurmasini saglamaktadir. Diyaloglar ise giindelik
dili yansitacak sekilde verilmis, boylece kolay bir okuma yolu saglanmigtir. Ancak kitapta
goriilen devrik ciimleler, mantik hatalari, anlatim bozukluklar1 metnin akiciligint olumsuz
etkilemektedir. Bu durum edebi eserlerde olmasi gereken anlam biitiinliigii, yalin dil, baglag

kullanimi gibi 6zelliklerin g6z ard1 edildigini gostermektedir.

Oznur Yildirim tarafindan yazilan Yabanci: Sahmeran kitab: dil ve anlatim ydniinden
degerlendirildiginde diger Wattpad kitaplarina oranla Yabanci: Sahmeran kitabinin dilinin daha
agir oldugu, sik¢a uzun betimlemelere yer verildigi ve karakterlerin duygu ve diisiincelerini
ifade etme konusunda basarili bir anlatim dili kullanildig1 goriilmektedir. Ancak tipki diger
kitaplardaki gibi bu kitapta da devrik ciimlelere, anlatim bozukluklarina ve mantik hatalarina

rastlanmistir.

Beyza Ozaydin tarafindan yazilan Benimle Yan adli kitabin dil ve anlatimi ise oldukga
basit, edebi kaygi giitmeden yazilmistir. Kitapta rastlanan devrik climleler ve anlatim
bozukluklar1 hikayenin genel yapisini bozmakta, kimi zaman da kitab1 okumay1
zorlastirmaktadir. Bu tiir hatalar okuru hikayeye baglamak yerine hikdyeden uzaklastirabilir.
Okur boyle bir durumda iletilen mesaji anlamlandirmada problem yasayabilir, hikdyenin

derinligini yorumlamakta basarisiz olabilir.

Calismada ele alinan bu dort kitap, gengler arasinda popiiler olsa da dil ve anlatim
acisindan sorunlar tasimaktadir. Kitaplarda goriilen devrik ciimleler, mantik hatalari, gereksiz
sOzclik kullanimlar1 gibi durumlar bu eserlerin edebi kaygi glitmeden yazildigini gostermekte
ve eserlerin niteligini diisiirmektedir. Kitaplarda devrik ciimlelerin siklikla kullanilmasi,
Tiirkgenin dogal yapisint bozarak okurun ciimle kurma becerilerini olumsuz yonde

etkileyebilir. Ayrica bulgularda goriildiigii gibi gereksiz sozciik kullanimi ya da mantik hatalari
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metnin vermek istedigi mesaji karmagsik hale getirerek okurun hikayeyi anlamasini
zorlastirabilir. Bu gibi hatalar, geng okurlarin dilin estetik agisin1 gormelerini engelleyerek, dile

dair yanlis bakis agilar1 gelistirmelerine sebep olabilir.

Ozellikle genglerin okuma aliskanliklarmni ve dil becerilerini gelistirdikleri donemlerde
gordiikleri metinlerin niteligi olduk¢a dnemlidir. Ancak, ele alinan kitaplarda goriildiigii gibi
Wattpad iiriinleri genellikle popiilerlik adina hizlica yayilmig, uygun editor siireglerinden
gecirilmemis ve bu yiizden dil bilgisine uygun olmayan ifadelerle birlikte okura sunulmustur.
Bu durum da okurun hem dil bilgisi hem de elestirel okuma becerileri i¢in tehlike arz
etmektedir. Geng okurlar bu tiir eserleri dilin dogrulugunu sorgulamadan okumaya devam
ettikge yanlislar1 gérme, diizeltme; metinleri anlamlandirma ve yorumlama kisminda duyarsiz

hale gelebilir. Bu da onlarin dogru iletisim kurma becerileri agisindan risklidir.

Wattpad, genglere okuma ve yazma aligkanligi kazandiran bir platform olsa da
platformdaki tirlinlerin igeriginin niteligi ve bu iirlinlerin geng okurlar tizerindeki etkileri listline
detayl1 bir degerlendirme yapilmasi gerekmektedir. Giinlimiizde 6zellikle genglerin siklikla
kullanmay1 tercih ettigi bu platform, yazar olmak isteyenler i¢in 6nemli bir baslangi¢ firsati
sunmasinin yani sira ayni zamanda edebiyat sevgisini agilama potansiyeli tasimaktadir. Bu

potansiyelin dogru sekilde kullanimy, iiriinlerin niteligi ile yakindan iliskilidir.

Wattpad’de yer alan ve daha sonra basili hale getirilen hikayelerin ¢cogu, popiilerlik
kaygisiyla yazilmis olup dogru dil kullanimindan, edebi kaygidan ve estetik giizellikten
yoksundur. Igerisinde anlatim bozukluklari, mantik hatalar1, devrik ciimleler gibi okurun dil
becerilerini olumsuz etkileyebilecek unsurlar barindirmaktadir. Bu nedenle, okurun bu
hikayeleri sorgulayabilecek elestirel bir bakis agisina sahip olmasi son derece dnemlidir. Bunun
yani sira bu eserlerin basimindan 6nce editor siireclerinin daha profesyonel halde gecirilmesi,
yazarlarin okurlara kars1 sorumluluklarini bilerek hareket etmesi ve bu sorumluluk bilinciyle
dogru bir dil kullanimi i¢in ¢aba gdstermesi gerekmektedir. Bu sekilde bir yaklagim hem
Wattpad iiriinlerinin edebi degerlerini yilikseltecek hem de geng okurlarin dil ve edebiyata karsi

bakis agilarini, kullanimlarini olumlu yonde etkileyecektir.
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THE NEGATIVE IMPACT OF WATTPAD BOOKS ON YOUTH'S LANGUAGE USE
EXTENDED SUMMARY
Introduction

Wattpad is a platform where users of all ages can share their posts, stories and read
different posts. Recently, it has become quite popular, especially Decently among young
people. However, situations such as the fact that the books published and printed on the platform
do not go through adequate editorial processes and are not checked in terms of language cause

serious problems in the correct use of language.

In this study, it was aimed to address the negative effects of Wattpad books published
on Wattpad and then turned into printed books on young people's language use, and the negative
effects of Wattpad books on young people's language use, critical thinking skills, language
skills and literary perception were revealed. For this purpose, the books 4N1K, 3391
Kilometers, Stranger: Sahmeran and Me Yan, published on the Wattpad platform and later
turned into printed books by various publishing houses and reaching a fairly wide readership,

were examined.
METHOD

Content analysis method, which is one of the qualitative research methods, was used in
the research. The content analysis method allows similar data to be interpreted by creating
groups within the framework of certain themes and concepts. The four books examined within
the scope of the study were considered in terms of overturned sentences, expression disorders

and logic errors contained in them.
FINDINGS

These books, which are gaining popularity especially among young people, are of great
importance in terms of reading habits. Dec. For this reason, the language problems seen in
books have the quality of shaping the language development of young readers. The findings
obtained as a result of the examination conducted in the research show that the Wattpad books
examined have insufficient qualifications in terms of language knowledge and literature in
general. In particular, situations such as overturned sentences, unnecessary word use, logic
errors, the use of words observed in the findings in the wrong place damage the sentence

structure of the Turkish language and also negatively affect the integrity of meaning in the
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messages that the books want to give. Such mistakes will negatively affect young readers in

terms of the correct use of language and will cut them off from the story.

Another problem seen in books is that language cannot be used aesthetically and cannot
be used as a rich communication. Narrative patterns or cliché phrases that are seen as similar in
stories remain incomplete in terms of developing the vocabulary and expressive powers of
young readers. While a literary work is expected to develop the reader's critical thinking skills
and touch his creativity, it seems that the Wattpad books covered are insufficient in these
matters. Logic errors and narrative disorders in these books weaken the critical thinking skills

of young readers for high-value and complex texts.
Discussion and Results

Each of the four books covered in the study has similar problems in terms of language
and expression, and in fact reveals the common problems of Wattpad books. Although Busra
Yilmaz's 4N 1K book aims to establish a connection between the reader by addressing him in a
sincere language, the inverted sentences or narrative Decencies that are often encountered in
the book negatively affect the fluency of the book and ignore the quality that the reader should
see in the literary work. Although the descriptions seen in Beyza Alkog's book 3391 Kilometers
and the emotional expressions that are often included because it is a romantic story connect the
reader Decently with the characters, the grammatical errors in the book reduce the impact of
the story and give the emotional depth incorrectly. December. Oznur Yildirim's Stranger:
Sahmeran book used a heavier language than the other books examined and detailed
descriptions were included. However, in this book, as in other books, reverse sentences and
expression disorders have been encountered. Beyza Ozaydin's book Side with Me is written in
a very simple language with no literary concerns. This book, which is also weak in terms of

language and expression, has been simplified too much to leave an impression on the reader.

As a result, it was found in the study that Wattpad books were written without literary
concerns and did not have sufficient qualifications in terms of language and literature. In
addition to the fact that these works are written in a simple language, situations such as the
expression disorder observed in them also reduce the quality of these works. This situation
weakens the awareness of young readers towards language and limits the aesthetic perception
of literature. Especially the development of language skills of young people, learning the correct
use of language is very important both individually and socially. Although the Wattpad platform

and the platform’s products give young people the habit of reading and writing, it is necessary
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to use the platform correctly and benefit rather than harm. For this reason, it is important that
printed books as well as articles on the platform are handled more carefully in editorial
processes, the characteristics of literary works are taken into account, and language and
expression problems are kept at the forefront.
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Tiirkiye’de Uygulanan Cevre Egitim Politikalar1 ve Cevre Egitimi

Siirecinde Karsilasilan Sorunlar
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Ozet: Giiniimiize kadar artarak olusan cevre sorunlari diinyanin gelecegini 6nemli dlgiide tehdit etmektedir. insan
kaynakl faktorler bilhassa Sanayi Devrimi sonrasinda artarak, ¢evre ile ilgili tim degerlere biiyiik oranda baski
olusturmustur. Tiim diinyada oldugu gibi iilkemizde de c¢evre egitimi ilgili adimlar atilarak cesitli ¢aligmalar
yapilmustir. Ancak yapilan ¢aligmalar, Tirkiye’de ¢evre egitiminin yetersiz oranda oldugunu ve birgok sorunlarla
kars1 karsiya kalindigini gostermektedir. Bu caligmani amaci, 2015 ve 2022 yillarindaki ¢evre egitim programlari
incelenerek cevre egitiminde karsilagilan sorunlar1 ortaya koymaktir. Bu amag¢ dogrultusunda literatiir taramasi
yapilarak Ulkemizde gevre egitiminde karsilasilan sorunlar belirlenmeye calisilmistir. Alan yazin taramasinda
sinirli olarak akademik bakimdan, arastirmalara yonelik yapilan ¢alismalarin degerlendirilmesini ve bilgi tabaninin
gelistirilmek amaciyla alt boliimlerine ayirip tekrardan organize edilerek, sentezleme yapilmasini ve
yorumlanmasini kapsamaktadir. Yapilan ¢alismanin sonucunda 2015 ve 2022 yillarinda uygulanan gevre egitimi
programlarinin uygulanmasinda en basta gelen sorunlarin; gevre egitimi politikalarinin uygulanmasi, ¢evre egitim

programlari ve 6gretmen kaynakli sorunlar oldugunu gostermektedir. Arastirma sonucunda Sneriler gelistirilmistir.
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Abstract: Environmental problems that have been increasing daily pose a significant threat to the world's future.
Human-induced factors have increased especially after the Industrial Revolution, putting great pressure on all
environmental values. As is the case worldwide, various studies have been carried out by taking steps regarding
environmental education in our country. However, studies show that environmental education in Turkey is
inadequate, and many problems are encountered. This study aims to reveal the difficulties encountered in
environmental education by examining the environmental education programs in 2015 and 2022. For this purpose,

a literature review was conducted to determine the problems encountered in environmental education in Turkey.
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Literature review involves the evaluation of research-based studies in a limited academic field and reorganising,
synthesising and interpreting them by separating them into sub-components to develop the knowledge base. As a
result of the study, it is seen that the primary problems in the implementation of environmental education programs
implemented in 2015 and 2022 are the implementation of environmental education policies, environmental
education programs and teacher-related problems. Recommendations were developed in line with the results
obtained.

Keywords: Environmental education, problem, Tiirkiye

GIRIS

Sanayi devrimi insanlik tarihi agisindan bir doniim noktasi oldugu gibi insan ve gevre
iligkisi acisindan da bir doniim noktas1 olmustur denilebilir. Sanayi devrimi 6ncesinde insan ve
cevre arasindaki denge cevrenin gii¢lii oldugu bir yapidayken, sanayilesme ile insanligin
tiiketici vasfinin one ¢iktig1 ve ¢evrenin giicsiiz tarafa gectigi bir donem baslamistir. Bu yeni
donem sanayi devrimi Oncesinde kisithi tiiketim miktarina sahip olan fosil yakitlarin farkli
alanlarda ve Oncesine gore ¢ok daha yiliksek miktarlarda kullanildigi bir sayfa olusturdu.
Sanayilesme ve buna bagl olarak artan insan niifusu ve tiiketim talebi, cevresel ¢esitliligin
azalmasma, orman varligmin kaybina, hava kirliligine ve en genis c¢ercevede ise kiiresel
1sinmaya yol agcmistir (Sukma, vd., 2020). Diinya bankasi raporlari insan niifusunun 20’nci
ylizyllda 19’uncu yiizyilla goére dramatik artisin1 gosterirken ayni zamanda cevresel
problemlerin de diinya genelinde arttigini gostermektedir (Giirbiizoglu Yalman ve Goziim,
2019). Y1illar igerisinde insanoglunun kendi yarattig1 bu ¢evre sorunlar1 daha yaygin ve tehlikeli
bir hale gelirken kiiresel 1sinma iizerinden insanlik i¢in bir tehlike haline dahi gelmistir
denilebilir. Ancak kiiresel 1sinmanin etkilerinin geri doniilemez noktayr asmasina ragmen

insanligin halen yeterince tepki koymadigi da goriilmekte (D’Souza, vd., 2020).

Insanlik tarihindeki gelisim ve ilerlemeye bakildiginda egitimin insanligin temel bir
yasam bicimi oldugu goriilmektedir. Teknolojik, sosyo-kiiltiirel ve ekonomik ilerlemenin
temelini olusturan egitimin ¢evre sorunlarina ¢6ziim olmasi da beklenebilir (Colakoglu, 2010;
Demir ve Yalcin, 2014; Onopriienko, vd., 2021; Sukma, vd., 2020). Bunun yaninda insanlarin
iligki icerisinde oldugu ¢evreye karst sorumluluk ve yiikiimliiliiklerini bilmesinin bir temel hak
olmasina bagli olarak egitimin bu siiregte rol alarak gerekli bilinglendirmeyi yapmasi
beklenmektedir (Colakoglu, 2010). Insanligin kendisinin ¢evre ile iliskisinden dogurdugu ve
kendisini etkileyen sorunlarin ¢6ziimiiniin egitimde olmasi en temelde egitimin giiclinii de

ortaya koyuyor denilebilir. Coziim olmasi beklenen sorunlardan adini alan ¢evre egitiminin,
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cevreye kars1 farkindalik kazandirmasi ve egitimi alanlara g¢evre, ¢evre koruma ve cevre
problemleri konusunda bilgi vermek oldugu sdylenebilir (Colakoglu, 2010; Demir ve Yalgin,
2014; Sukma, vd., 2020). Egitimin yaygin tanimi olan bireyde istendik yonde davranis
degisikligi tanimi ele alindiginda da kisilerin ¢evre ile olan iligkisini bilingli bir sekilde

stirdlirebilmesi i¢in egitimin bir vazgecilmez oldugu goriilmektedir.

Cevre egitimi kavraminin giindeme gelerek hayatimiza girmesi yarim asr1 agkin bir siire
once gergeklesmistir (Onopriienko, vd., 2021). 1970’lerde ABD’de diizenlenen konferanslar ve
ilk ¢aligmalarin bu siirecin sekillenmesi konusunda temel taslarin1 olusturdugu sdylenebilir.
Ozellikle 1974 yilinda Birlesmis Milletler tarafindan hazirlanan Cevre Programu ile birlikte 5
Haziran Cevre Giliniiniin duyurulmasi ile ¢evreye karsi olan farkindaligin artirilmasina yonelik
caligmalarin sistematik ve kurumsal bir yapiya ulastigi soylenebilir (Reid, vd., 2021).
1970’lerde yapilan ilk tanimlamada durum biiyiik oranda insamin iliski igerisinde oldugu
¢evreyi anlamasina odaklanilmigtir (Onopriienko, vd., 2021). Ayn1 donemlerde ¢evre egitimi
{izerine odaklanan Kuzey Amerika Cevre Egitimi Birligi ve Ingiltere Cevre Egitimi Kurulu
kurulmustur (Jickling ve Spork, 1998). Hindistan ve Tiirkiye gibi gelismekte olan iilkelerde de
cevre egitimi ABD ve Ingiltere ile benzer sekilde 1970’lerde giindeme gelerek egitim sistemi
icerisinde yer almaya baslamistir (Colakoglu, 2010; D’Souza, vd., 2020). Bu siirecte cevre
egitimi tanimi farkli yaklagimlarla sekillenirken, odaginda ¢evre okuryazari bireyler yetistirmek
olan, tutum, deger, bilgi ve beceri gelisimini amaglayan ve bu sayede uzun vadede cevre icin

olumlu olan1 yapacak bireyler yetistirmeyi hedeflemistir (Ardoin ve Bowers, 2020).

Cevre egitimi bir siire ¢cevreye karsi bir farkindalik ¢ergevesinde varligini siirdiiriirken
1992 yilinda 100’1in iizerinde Nobel 6diilii sahibi toplamda 1700’1 askin bilim insaninin
“Diinya Bilim Insanlar1 Insanhigi Uyariyor” baslikli dokiimani sonrasinda cevre egitimi
degisime ugramaya baslamistir (Reid, vd., 2021). Haziran 1992°de diizenlenen ve Rio Zirvesi
olarak da bilinen Birlesmis Milletler Cevre ve Gelisim Konferansindan yaklasik bes ay sonra
Kasim 1992’de Nobel odiillii Fizik¢i Henry Kendall’m onciiliiglinde hazirlanan manifesto
cevreye bakis agisin1 ve harekete gegme zamaninin ge¢cmekte oldugu uyariyla bir degisim

baslatti.

Kendall’in 6nderlik ettii siire¢ ¢evre egitimine yeni bir boyut katti. Birlesmis Milletler
Egitim, Bilim ve Kiiltiir Kurumu (UNESCO), Siirdiiriilebilir Gelisim i¢in Egitim yaklasimi ile
1970’ler baslayan c¢evre egitimi kavramlarini bir araya getirerek siirdiiriilebilir ¢evre igin

strdiiriilebilir ¢evre egitimi yapisinin olusmasinda oOnciilik etmistir (Reid, vd., 2021).
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Stirdiiriilebilirligin ¢evre egitimi igerisine dahil edilmesi ile temelinde ¢evre bilgisi ve ¢evre
bilinci ile insan refah1 yer alan ¢evre egitimi kavrami, sorunlarin ¢éziimiinii 6nceleyen esitlikci
bir yapiya doniisiim saglamistir (D’Souza, vd., 2020). Ancak tiim bunlarin temelinde bireylerin
yasadigi ¢evre ile arasindaki bagin saglikli olmasi i¢in yerel problemlerden kiiresel problemlere
dogru genisleyen bir yapidaki c¢evre egitimi programinin bir ihtiya¢ oldugu, iilkeler arasi

farkliliklar1 program gelistirme siireci ve uygulamasinda dikkate almak gerektigi sdylenebilir.

Bu ¢alismamiz, 6zellikle 6gretmenler ve politika yapicilar olmak {izere, cevre egitimi
alaninda ¢alisan tiim paydaslara yoneliktir. Bu ¢alismanin temel amaci 1970’lerden beri farkl
Ogretim programlar1 ile farkli egitim seviyelerinde ele alinan cevre egitiminin ge¢misten
giinimiize degisimi ve uygulama siirecinde egitimcilerin yasadigi zorluklar ortaya
koyulacaktir. Bu ¢alismanin sonunda, bu sorunlara ¢oziim Onerileri sunmak ve Tiirkiye’de

cevre egitiminin daha etkili hale getirilmesi i¢in yol haritas1 ¢ikarmak hedeflenmektedir.
TURKIYE’DE CEVRE EGIiTiMi VE KARSILASILAN SORUNLAR

Stirdiirtilebilir bir gelecek icin ¢evre egitimi biiylik bir 6nem tagimaktadir. Ancak,
Tirkiye’de ¢evre egitimi alaninda ¢esitli zorluklar yasanmaktadir. Bu ¢alismada, Tiirkiye’deki
cevre egitimi politikalarmmin uygulanmasi, 2015 ve 2022 yillarindaki c¢evre egitim

programlarinin karsilagtirilmasi ve 6gretmen kaynakli sorunlar ele alinmistir
Tiirkiye’de Cevre Politikalarimin Tarihsel Gelisimi

Ulkemizdeki cevresel sorunlara bakildiginda, Ulkemizin gelismekte olan bir iilke
olmas1 nedeniyle diger konulara yonelik denge kurmakta zorlandigi ve bu nedenle olumsuz
cevresel kosullarla kars1 karsiya kaldig1 goriilmektedir. Bu biitlinciil ¢cevresel sorunlarin diger
alanlarla dengeli bir sekilde yoOnetilememesi, ¢evresel sorunlarin g6z ardi edilmesine yol
acmistir. Cevreye yonelik sorunlarin giderek artmasiyla birlikte, 1973-2003 yillar1 kapsaminda
merkezi olarak orgiitlenme yapilarina gidilmistir. 1973 yilinda Cevre Sorunlari Koordinasyon
Kurulu’nun kurulmasi ile baslayan kurumsallasma siireci 1974’te mevcut kurulun Cevre
Koordinasyon Kurulu olarak yeniden diizenlenmesi ile devam etmistir (“Tarih¢emiz,” t.y.).
1984 yilinda Cevre Genel Miidiirliigli kurulmus, 1989 yilinda yapilan diizenleme ile
mistesarlik diizeyine ¢ikartilarak Cevre Miistesarligi kurulmustur. 1991 yilinda Cevre
Bakanlig1 kurularak bu alandaki en iist kamu yapisi seviyesine ulasilirken 2003 yilinda bakanlik
Cevre ve Orman Bakanligi olarak yeniden yapilandirilmistir (Talu, 2004). 2011 yilinda Cevre
ve Sehircilik Bakanligi’nin kurulusuyla birlikte ¢evre konusu daha da merkezi olan bir yapiya

kavusmus, ancak hala ¢oziim bekleyen bir sorun olarak varligini siirdiirmektedir (Toprak,
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2012). 2021 yilinda bakanlik yapis1 yeniden diizenlenmis ve bakanlik Cevre, Sehircilik ve iklim
Degisikligi Bakanlig1 olarak yeniden adlandirilmistir (“Tarih¢emiz,” t.y.). Ayrica, 1982
Anayasasi’na eklenen ¢evre ile ilgili maddeler ve Cumhurbaskanligina bagli ¢cevre kurumlari

da bu kapsamda degerlendirilebilir (Kulak, Cakir, Dervisoglu ve Kartal, 2024).
Tiirkiye’de Cevre Egitimi Politikalar

Cevreye dair bilinci olusturmayr ve dogadaki kaynaklara yonelik olarak sorumlu
davraniglar1 6zendirmeyi hedeflediginden dolayi ¢cevre egitimi, giiniimiizde egitim sistemlerinin
ayr1 diisiiniilemez bir pargasidir. Ulkemizde ¢evre egitimindeki gelisime, ¢evrede meydana
gelen bozulmalara iliskin kaygilarin ortaya c¢iktigi 1950'lere kadar goriilebilir. O tarihten
itibaren cevre egitimini egitim miifredatina ekleyerek ve iilkede ¢evre bilincinin artirmasi igin
onemli gayretler gosterilmistir. Bu ylizden gevre egitimi tilkemizde yildir cok dnemli yere sahip
bir konu haline gelmistir. 1970'lerde iilkemiz 6nemli oranda ¢evresel sorunlara sebep olan hizli

sanayilesmeyi ve kentlesmeyi yasamaya baglamistir. (Colakoglu, 2010; Cabuk vd., 2019)

Cevre egitimi konusu, iilkemizde yaygin olarak dogal bir siire¢ seklinde kendiliginden
gelisip degismesi beklenen yapist nedeniyle istenilen sonuglar elde edilememektedir
(Colakoglu, 2010). Geleneksel ¢evre egitimi, ¢evreyi koruma ve koruma ile ilgili uygulamalar
gibi smirli konular ele aldig1 igin yetersiz kalmistir. Ulkemizde ¢evre hakki kavrami, 1982
yilinda anayasal bir madde olarak yer almasina ragmen, sadece 1990 yilinda Milli Egitim
Bakanlhigina bagh Ilkégretim Genel Miidiirliigii’niin UNESCO ile sdzlesme imzalamasiyla
birlikte ilkogretimde ogretmenlerin kullanacagi cevre egitimi i¢in Ogretmen El Kitabi
cikartilmigtir. Hazirlanan bu kitab1 6gretmenler, ¢evre egitiminin dgretimi amaciyla bagvuru
kaynagi niteligi olacak sekilde kullanmislardir. Ancak 1982 yilinda ¢ikan kanuna ragmen 1992
yilina kadar iilkemizde resmi olarak egitim veren kurumlarimin hig¢bir kademesine cevre
egitimine yonelik ders konulmamistir. 1992-1997 tarih araliginda miifredata konulan alan
Cevre, Saglik, Trafik ve Okuma dersi ile ¢evre egitimi, ilkokullarin programlarinda yer almaya
baslamstir. Ortaokullarda ise miifredata 1992 yilinda segmeli ders olarak “Cevre ve Insan”
dersi ismiyle dahil edilmistir. Sonrasinda, stirdiiriilebilir kalkinmanin tesvik edilmesi amaciyla
onemli derecede gelismeler yasanmaya baslamis ve 1993°te Turizm Bakanligi onciiliigiinde
kurulan TURCEV, kurulusu akabinde Uluslararasi Cevre Egitim Vakfi'na (FEE) iiye
olunulmasi ile birlikte, Eko-Okullar, Okullarda Orman programlari gerceklestirilerek cevreye
doniik, ¢cevre egitimi ile ilgili, siirdiirtilebilirlik alanlarinda gibi bir¢ok konuyla ilgili ulusal ve

uluslararas1 kurum ve kuruluslarla ortak olarak projeler yiiriitilmistiir. Ayrica 1993 yilinda
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Tirkiye Cevre Vakfi (TCV) onciiliigiinde ¢evre egitimindeki mevcut durumu tartigmak i¢in ¢ok
sayida toplantilar diizenlenerek egitim sisteminde ¢evre sorunlarma yonelik farkindaligi
artirmak adina protokol ve anlagsmalar yapilmistir. Orta 6gretim Ogrencilerine uygulamali
olarak cevre egitimi verilerek cevre egitimini genel egitim programlarinin igerisine alarak ve
bu egitim sayesinde okul paydaslarinin tamamin bilinglendirmek adina 1999°da Milli Egitim
Bakanlig1 ve Cevre Bakanlig1 tarafindan karsilikli olarak imzalanan ¢evre egitimi konularina
yonelik is birligi protokolii bunlar arasinda yer almaktadir (Unal ve Dimigki, 1999; TCVY,
2007; Ozcan, 2010). 2005 yilinda Milli Egitim Bakanhgi, Cevre ve Orman Bakanhig: ile
Bolgesel Cevre Merkezi arasinda “Yesil Kutu Tiirkiye” projesi ile siirdiiriilebilir kalkinma
adma egitim faaliyetlerinin desteklemesi amaciyla da protokol imzalamiglardir. Milli Egitim
Bakanligi Talim ve Terbiye Kurulu Baskanliginca imzalanan bu protokol ile 2007 ‘de genelge
hazirlayarak kiiresel 1sinma sonucunda olusan zararlarini ilk ve orta 6gretim kurumlarindaki
ogrencilere 0gretilmesini zorunlu kilmistir. Yapilan biitliin bu caligmalar, egitim sistemimizde
gevreyi ilgilendiren konularin 6neminin daha da artmasina ve toplumsal olarak ¢evre yonelik

bilincin olugmasina katki saglamaktadir (Bozkurt, 2011; TCVY, 2007).

1992 yilinda Milli Egitim Bakanligi, ilkokul seviyesindeki tiim siniflara ¢evre ile ilgili
dersler eklemis, ancak bu uygulama 1997 yilinda sona erdirilmistir (Alkis, 2002). 1991 yilinda
Cevre Bakanlig1 kurulmus ve 1999 yilinda Cevre Bakanligi ile Milli Egitim Bakanlig1 arasinda
imzalanan is birligi protokolii ile ¢evre derslerinin zorunlu hale getirilmesi gibi kesin kararlar
alimmistir. Bu protokolde, ¢evre egitiminin uygulamali olarak yapilmasina, ortadgretimde gevre
dersinin bir saat zorunlu olarak verilmesine ve tiim lilkede hizmet i¢i egitim kurslar1 araciligiyla
cevre bilincinin artirilmasina vurgu yapilmistir (Alim, 2006). Pandemi nedeniyle bu siirecte bir
ara verilmis olsa da TUBITAK m destegiyle iilkemizde doga egitimi kamplar1 diizenlenmeye

devam etmektedir.

2004 yilinda yapilan miifredat degisikligi ile ortaokul programina segmeli Cevre Egitimi
dersi eklenmistir. Bu dersin se¢gmeli olmasi, glinlimiiz ¢gevre sorunlar1 géz 6ntine alindiginda ne
kadar dogru bir karar oldugu tartismaya aciktir. Bununla birlikte, degisen bu programla birlikte
miifredattaki ¢evre kazanimlar1 da artirilmistir. Okul 6ncesi egitimde ¢evre egitimi genellikle
“Fen ve Doga Caligmalar1” adli ders kapsaminda verilmektedir, ancak disiplinler aras1 olarak
da islenebilmektedir. Dersler, disiplinler arasi olarak islenilmesi, konunun tiim yonleri ile
ogrenilmesine katki olusturabilecegi gibi, ayrica bir ders olarak islenilmesi gerekmektedir.

Bagimsiz olarak verilecek bu ders ile ¢ocuklar c¢evrelerini taniyarak bir takim etkinlikler
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yaparak ve atik malzemeleri kullanarak geri doniisiim bilincini kazanmalarina c¢alisilmaktadir.
Ayrica, baz1 deney ve doga gozlemleri de yapilabilmektedir (Ak¢ay, 2006). Uygulayarak ve
yasayarak 0grenme, yani yapilandirmaci yaklasimin, 6grencilerin 6grenmelerine biiyiik katkis1
oldugu diisiiniildiigiinde, bu tiir yapilan etkinliklerin ¢evre egitiminde verilmesinde oldukca
etkisinin oldugu sdylenebilir. Eger ¢evre zarar goriirse herkes zarar goreceginden dolay1 ¢evreyi
korumak hepimizin almasi gereken sorumluluktur. Bu durum, ¢evre egitiminin toplumdaki her
bireye ulagmasi gerektigini gostermektedir. Bu siireci dogru bir bicimde sekillendirecek ve

yonetecek olan yapi ise siyasi iradedir.
2015 ve 2022 Cevre Egitim Programlarindaki Eksiklikler

Gilinlimiizde ilkogretim ve ortadgretim kademelerinde gevre ile ilgili zorunlu bir ders
olmamakla birlikte, ¢evreye dair ilgili konular farkli derslerin igeriginde ele alinmaktadir.
Sosyal Bilgiler, Cografya, Hayat Bilgisi, Fen Bilimleri, Kimya, Saglik Bilimleri ve Biyoloji
derslerinin farkli konularinda ve tinitelerinde ¢evreye dair bazi iliskilendirmeler yapilarak ve

cevreyi dogrudan veya dolayli bir sekilde ilgilendiren kazanimlara yer verilmektedir.

21. ylizyilda hizla artan ¢evre sorunlari ciddi boyutlara ulasarak canli hayatini olumsuz
etkileyebilecek diizeylere geldigi géz Oniine alindiginda tiim diinyada oldugu gibi iilkemizde
de g¢evre egitimine yonelik caligmalara agirlik verilerek program diizeyinde, 2015 yilinda
ortaokullarda egitim verilmek iizere se¢meli c¢evre egitimi dersi Ogretim programi
diizenlenmistir. 2022-2023 yili egitim-0gretim programinda “cevre egitimi” dersi, “cevre
egitimi ve iklim degisikligi” olarak adi ve 6gretim programi gilincellenmistir (Darbas ve
Yildirim, 2024). 2015 yilindan yayinlanan Cevre Egitimi Dersi Programi (CEDP) ve 2022
yilinda yayimlanan Cevre Egitimi ve Iklim Degisikligi Dersi Programi (CEIDP) yénelik {inite,
kavramlar ve kazanim sayilar1 Tablo 1’de verilmistir.

Tablo 1. Cevre Egitimi Dersi ve Cevre Egitimi ve iklim Degisikligi Dersi
Programlarinda Yer alan Uniteler, Kavramlar ve Kazanim Sayilari

: Unite Kavramlar Kazamm Say1s1
g ‘é’ = Dogadaki tiim canli ve cansiz varliklar, gevre,
’U‘}”:gﬂ gﬂ Doganin Dengesi dogal denge, ¢evre sorunlari 6
L .- 0O
oQ Madde Dongiisii ve Dogal Yasam dongiisii analizi, madde
Denge dongiistii 8
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Ekolojik ayak izi, hava, su, gida, enerji,
Kaynaklarin Sinirlilig1 ve atiklar, sera gazlari, organik atiklar, kat1 atiklar,

Ekolojik Ayak Iz tehlikeli atiklar (kimyasal, niikleer vb.), dogal !
Kaynaklar ce siiriindiirtilebilir olarak kullanim1

Kiiresel Cevre Sorunlart Biyogesitlilik ve azalmast, hava, su, toprak, 12
giiriiltii ve 151k, kirliligi, asit yagmurlarinin
olusumu

Cevre Dostu Coziimler ve Geri kazanim ve geri doniigiimiin 6nemi

Teknolojiler 5

Toplam Kazanim Sayisi 38

Unite Kavramlar Kazanim Sayisi
Yasadig1 ¢evrenin bir pargast oldugunu

. - gbzlemleme, ¢evresindeki canli ve cansiz

Insan ve Doga 6

varliklar arasinda etkilesim, doga ve doganin
hassas bir dengeye sahip olmas1”

Yeryliziindeki dogal kaynaklari siniflama,
Dongiisel Doga dogal kaynaklarin madde dongiisii ve enerji 4

g akist ile siireklilik kazandigini fark etme
&
S‘E‘_
g Giinliik hayattaki {iretim ve tiikketim arasindaki
3 dengenin 6nemi, israf, atik, ¢op ve kirlilik
o] H > g
gb Gevre Sorunlar kavramlarini ayirt etme, ekolojik ayak izi, yerel 6
'.a ve kiiresel ¢evre sorunlari
a—)'
a
%ﬂ Kiiresel 1sinmanin sera etkisine sebep olma
iz . s e nedenleri sera gazlari, kiiresel iklim
D Kiresel Iklim Degisikligi degisikliginin dogrudan ya da dolayli olarak 5
% neden oldugu afetler, asit yagmurlar:
=
o
> .
‘g . . . Iklim degisikliginin Tiirkiye’deki mevcut ve
£ [Idim Degisikligive Tirkiye o1, etkileri, iklim degisikliginin Tiirkiye’deki 5
= etkilerini azaltmaya yonelik dnlemler,
g toplumsal farkindaligin olusturulmasi
[
O
Siirdiiriilebilir kalkinmanin 6nemi,
Suyun canlilar i¢in dnemi, su tasarrufu, su
Siirdiirtilebilir Kalkinma ve yonetimi, su kaynaklarinin temiz tutulmasi, 8
Cevre Dostu Teknolojiler tarimsal sulama vb, geri doniisiimiin ve geri
kazanimin 6nemi, ¢cevre okuryazarligt, su
okuryazarlig1, tarim okuryazarlig, gida
okuryazarlig1, finansal okuryazarlik
Toplam Kazanim Sayisi 34

Programlar1 iiniteler bakimindan inceledigimizde, 2015 yilinda yayimlanan Cevre
Egitimi Dersine ait programda bes iinite, 2022 yilinda yaymlanan Cevre Egitimi ve Iklim
Degisikligi Dersine ait programda ise alti linitede kapsadigi ve bu lnitelerde ele alinan

konularin birbirinden farkli oldugu anlasilmaktadir. Kazanim sayilar1 incelendiginde, Cevre
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Egitimi Dersi Programinda 38, Cevre Egitimi ve iklim Degisikligi Dersi Programinda ise 34
kazanim oldugu goriilmektedir. Cevre egitimi programlarinin her ikisinde de benzer igeriklere
sahip kazamimlar bulunmakla birlikte, bazi farkliliklar da mevcuttur. Ornegin, 2015 deki
programda “Doganin Dengesi” adli {inite ile 2022°de yer alan programdaki “Insan ve Doga”

adli iinite, igerikleri bakimindan benzer yonleri oldukc¢a fazladir.

Programda yer alan tiinitelerdeki kavramlar agisindan degerlendirildiginde, birgok
kavramin benzerlik gosterdigi goriilmektedir. Programlarin her ikisinde de geri doniisiim,
cevresindeki canli ve cansiz varliklar arasindaki etkilesim, yer yiiziindeki dogal kaynaklari
siniflama, madde dongiisii, ekolojik ayak izi ve asit yagmurlar1 gibi bir¢ok kavram ortak olarak
yer almistir. Ancak, Cevre Egitimi Dersi Programinda yer alan hava, su, gida, enerji, atiklar,
sera gazlari, organik atiklar, kat1 atiklar, tehlikeli atiklar (kimyasal, niikleer vb.) gibi ¢evre
sorunlari, dogal kaynaklar ve siirlindiiriilebilir olarak kullanimi, geri kazanim, organik tarim ve
biyogesitlilik gibi kavramlarin Cevre Egitimi ve iklim Degisikligi Dersi Programinda olmadig:
goriilmektedir. Ayrica, Cevre Egitimi ve Iklim Degisikligi Dersi Programinda bulunan
yerylizlindeki dogal kaynaklar1 siniflama ve bu dogal kaynaklara ait madde dongiileri ile enerji
akis1 sayesinde siireklilik kazanildigin1 fark etme, gilinliik hayattaki {iretim ve tiiketimdeki
dengenin 6nemi, israfi, atig1, ¢copii ve kirliligi ayirt etme, yerel ve kiiresel ¢evre sorunlari, gevre
okuryazarlig1, su okuryazarligi, tarim okuryazarligi, gida okuryazarligi, finansal okuryazarlik
ve tasarruf kavramlarina Cevre Egitimi Dersi Programinda yer verilmedigi goriilmiistiir.
Programlar arasindaki {initelerde yer alan konular igerisindeki kavramlar incelendiginde,
kiiresel iklim degisikligi ve siirdiiriilebilir kalkinma konularini ele alan Cevre Egitimi ve Tklim
Degisikligi Dersi Programinin bu konulara dair kavramlar icerdigi goriilmektedir. Ancak,
Cevre Egitimi Dersi Programinda bu konularla ilgili olarak herhangi bir kavram
bulunmamaktadir. Cevre Egitimi ve iklim Degisikligi Dersi Programinda kiiresel 1stnmanin
sera etkisine sebep olma nedenleri sera gazlari, kiiresel iklim degisikliginin dogrudan ya da
dolayli olarak neden oldugu afetlerin sebep oldugu olumsuzluklara yer verilmisidir. 2015
yilindaki programda farkli olarak, 2022 programinda iklim degisikligi ile ilgili igerigin
artir1ldig1 ve bununla birlikte Kiiresel iklim Degisikligi ile Iklim Degisikligi ve Tiirkiye adl1 iki
yeni initenin programa eklendigi goriilmektedir. Cevre Egitimi Dersi Programinda iklim
degisikligi, biyocesitlilikte azalma ve cevresel sorunlar kiiresel boyutta ele alan konular
arasmnda yer alirken, Cevre Egitimi ve iklim Degisikligi Dersi Programinda kiiresel gevre
sorunlart iklim degisikligi kapsaminda ele alinmistir. Bagka bir ifade ile 2022 programinda

iklim degisikligi sebebiyle olusan kiiresel ¢evre sorunlari ele alinirken, Cevre Egitimi Dersi
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Programinda ise iklim degisikligi; hava, su, toprak, giiriiltii ve 151k, kirliligi gibi kiiresel ¢evre
sorunlartyla biyogesitlilik ve biyocesitlilik azalmasi birlikte ele alinmistir (MEB, 2015).
Eksikliklerine ragmen, 2022 yilinda yayinlanan Cevre Egitimi ve iklim Degisikligi Dersi
Programinda ortalama olarak kiiresel iklim degisikligine yonelik egitim dikkat g¢ekicidir.
Kiiresel iklim degisikliginin neden oldugu afetlere yonelik egitimlerin gelecekte daha da 6nemli
hale gelecegi agiktir. Bu baglamda, Cevre Egitimi ve Iklim Degisikligi Dersi Programinda
gelecekte kiiresel iklim degisikligine bagli olarak yasanmasi olas1 afetlere yonelik kazanim ve
kavramlarin yer aldigir gézlemlenmistir. Cocuklarin olas1 afetlere karsi egitilmesi, toplumsal
direncin artirilmasi agisindan biiylik 6nem tasimaktadir (Mizrak, 2018). Hazirlanan bu
programin igeriginde, meydana gelebilecek afetlere karsi direncin arttirilmasi i¢in 6grencilerin
yaparak ve yasayarak Ogrenebilecekleri etkinliklere yer verilmesi gerektigi sdylenilebilir.
Ciinkii sadece egitimin teorik olarak verilmesi, alt1 ¢izili kelimelerle kitaplarda yer almasi,
tahtalardan silinen yazilar ve defterlerde alinan notlar seklinde olmas1 ogrencilerin
yapabilecekleri etkinlikleri sinirlandirmaktadir. Diger taraftan bakildiginda ise, Cevre Egitimi
ve Iklim Degisikligi Dersi Programu, kiiresel iklim degisikligi, siirdiiriilebilir kalkinma ve
stirdiiriilebilir kariyerlere dair yonelik igerikleri barindirmasi ve bu konulara dogrudan yer
ayirmasi bakimindan dikkat ¢ekicidir. Okul dis1 6grenme ortamlart bakimindan 2015 ve 2022
yillarinda yayinlanan iki programin da yetersiz oldugu, Cevre Egitimi Dersi Programinda okul
disindaki 6grenme ortamlari ile ilgili kazanimlara yer vermedigi; Cevre Egitimi ve Iklim
Degisikligi Dersi Programinda ise okul dis1 etkinliklerin yapilmasinin 6nerildigi halde, okul
disinda 6grenme ortamlarina sadece tek bir kazanimla yer verdigi goriilmiistiir. Oysaki, alan
yazinda ¢esitli alanlarda yapilan ¢aligmalarda, bilissel olarak, duyussal olarak ve psikomotor
becerilere olumlu yonde etkilerinden dolay1 (Altinbay ve Glimiis, 2020; Bolu, 2021; Dere ve
Cifei, 2022; Kuo vd., 2019; Uludag, 2017; Yildiz, 2022) okul disindaki 6grenme ortamlarina
egitim programlarinda yer verilmesi tavsiye edilmektedir. Bu durumdan pedagojik olarak
yararlanmak, c¢evre egitiminde yer alan amaclarin gerceklesmesini destekleyebilecegi gibi

kazanimlarin da kaliciligin artirabilecegi sdylenebilir.

Tanriverdi (2009), ilkdgretim miifredatlarim1 ¢evre egitimi kazanimlar1 agisindan
degerlendirdiginde, bu kazanimlarin beceri, anlayis ve deger gelistirme konularinda yetersiz
kaldigim1 ve miifredatlarda siirdiiriilebilir kalkinmanin ve iklim degisikligine yonelik
kavramlarinin eksik kaldigmi vurgulamistir. Aktas (2019), cevre egitimindeki iklim
degisikligini belirten ve siirdiiriilebilir sisteme dair kavramlarinin daha da belirgin hale

geldigini belirtmistir. 21. ylizyilda, siirdiiriilebilir olarak ekolojik agidan, politik yonden,
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teknolojik gelismelere yonelik rehberlik ederek yesile doniisiimiin siireglerini 6ziimseyen

bireyler yetistirilmelidir (Gtilersoy, vd., 2020; MEB, 2022).
Cevre Egitimi Siirecinde Karsilasilan Sorunlar

Smif i¢inde diizenin saglanmasi ve 6grenme i¢in elverisli bir atmosferin olusturulmast,
ogretmenlerin karsilastigi en biiylik zorluklardan biridir. Egitim programlarini uygulayan ve
egitim-O6gretim siirecini diizenleyen 6gretmenler, ¢evre egitimi siirecinde de 6nemli bir rol
oynamaktadir. Ogretmen kaynakli sorunlar ortaya ¢iktiginda, bu durum siirecin tamamini
etkileyebilmektedir. Bu baglamda, literatiirde cevre egitiminde 6gretmenden kaynaklanan

sorunlara dair ¢ok fazla calismanin yer almadig1 gézlemlenmektedir.

UNESCO-UNEP himayesinde diinya ¢apinda gerceklestirilen bu egitim girisimlerine
karsin, iilkemizdeki uygulamalar sinirl kalmaktadir. Cevre egitimi, ilkokul 4. Siniftan ortaokul
8. siifa kadar Fen Bilgisi dersi i¢eriginde sunulurken ortadgretimde ise se¢gmeli derler arasinda
yer alan Cevre ve Insan Dersi ile verilmektedir. Oysaki yapilan ¢alismalar istenilen diizeyde
basartya ulasilamadigini gostermektedir (Dogan, 1998; Unal ve Dimisk1, 1998). Bunun asil
nedeni olarak yeterli oranda ve nitelikte Ogretmenin bulunmamasi gosterilmektedir.
Ortadgretimde gdrev yapan dgretmenlere yapilan bir ankette, Cevre ve insan Dersinde yasanan
zorluklarin biiyiik cogunlukla tiniversitede aldiklar1 egitime dayandig belirtilmistir (Dimigka,
1998). Giiltekin ve arkadaslarinin (2008) 6gretmen adaylart ile siirdiiriilebilir kalkinma konusu
ile ilgili yaptiklar1 ¢alismada Ogretmen adaylarinin egitim aldiklar1 programin yetersiz

oldugunu belirtmislerdir.

Egitimcilere genel olarak bir gerceve sunan Cevre ve Insan Dersi 6gretim programinin,
ogretmenlerin kullanabilecekleri etkinliklerde yetersiz kaldigi gozlemlenmektedir. Cevre ve
Iklim Degisikligi dersindeki hedefler arasinda, bireylerin ders isleme siireglerine aktif
katilimlarini saglayacak argiimantasyon, beyin firtinasi, alt1 sapka diisiinme, 6rnek olay ve proje

tabanl 6grenme gibi teknik ve yontemlerin tavsiye edildigi belirtilmektedir (MEB, 2022).

Tirkiye’deki ¢evre egitiminin mevcut durumu ve yasanan sorunlar iizerine
gergeklestirilen aragtirma sonuglarina gore, 6gretmen adaylari, 6grenim gordiigii programlarda
teknoloji kullanimina yonelik yetersizliklere dikkat ¢ekmislerdir. Ozellikle eldeki egitsel
materyallerin yetersiz olmasi, bu yontem ve tekniklerin uygulanmasini kisitlamaktadir. Bu
durum, simiilasyon ve bilisim destekli O0grenme c¢aligmalarinin ¢evre egitiminde
uygulanamadigini ortaya koymustur. Ogretmen adaylari, iiniversite kiitiiphanelerinde yer alan

cevre ilgili yaymnlarin da yeterli olmadigint belirmislerdir. Ayrica, dersliklerin fiziki olarak
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yetersiz olmasi, 6grenci sayilarinin fazla olusu ve Ogretim elemani ile 6grenci arasindaki
iletisimden kaynaklanan eksiklikler, 6gretmen adaylari tarafindan belirtilen diger sorunlar

arasinda yer almaktadir.
SONUC VE ONERILER

Cevre egitimi ve ¢evre konusunda kurumsallagma siirecleri tilkemizde yaklasik olarak
ayni donemde 1970’lerde glindeme gelmistir. Bir yandan ¢evre konusunda sorumlu kamu
kurumlarmin kurulus, yapilanma ve yeniden diizenlenme siiregleri yasanirken bir yandan da
heniiz istendigi noktaya gelemeyen ¢evre egitimi siireci baglamistir. Cevre egitimi konusu gevre
konusunda kurulan kamu kurumlarinin biiylimesiyle birlikte yeni is birlikleri ve egitim
yaklagimlart dogurmustur. Ancak {iilkemizde cevre egitimi konusunda yillar igerisinde
farklilagan yaklagimlar gozlenmis olsa da siire¢ igerisinde kaydedilen gelisimler, kurumlar aras1
anlagmalar ile zorunlu ¢evre egitimi dersi heniiz egitim programlarinda yer alamamis olsa da
konunun 6nemini ortaya koyan adimlar atilmistir. Yapilan ¢aligsmalar kapsaminda ders 6gretim
programinda giincellemeler saglanirken insanligin yasadigi temel sorun olan iklim degisikligi
konusu da dersin adina eklenerek 2022 yilinda Cevre Egitimi ve Iklim Degisikligi Dersi ile

cevre egitimi bir kez daha yapilandirilmastir.

Yillar igerisinde dersin zorunlu olmasi i¢in gereken ¢abanin yetersiz oldugu
soylenebilirken bunun yaninda TUBITAK tarafindan diizenlenen ¢evre kamplar1 disinda siireci
destekleyici organizasyonlarin olmamasi egitim siirecinde karsilasilan bazi sorunlarin da
temelini olusturmaktadir denilebilir. Dersin uygulama siirecinde karsilagilan nitelikli egitimci
problemi ve nitelikli ders ortami problemlerinin ¢éziilmemis ve uygulamali ders alt yapisinin

planlanmamig olmasi dersten beklenen ¢iktilarin elde edilmesini giiclestirmektedir denilebilir.

Ulkemizdeki cevre egitimi siirecinin gelistirilmesi ve gelecege daha siirdiiriilebilir bir
cevrenin birakilabilmesi i¢in ¢esitli iyilestirmelerin yapilmasi faydali olabilir. Bu kapsamda
cevre egitimi dersinin disiplinler arasi yapisit géz Oniine alinarak temel egitimden farkli alan
ogretmenlerinin yetistirilme siirecinde ¢evre egitimi lizerine 0gretmen egitimi siireglerinin
planlanmasi ve hizmet i¢i egitimlerle 6gretmenlerin desteklenmesi saglanabilir. Bunun yaninda
fiziki ihtiyaglarin giderilmesi ve Ogrencilerin ¢evre ile daha i¢ ige siire¢ deneyimleri
yasayabilmesi i¢in bakanliklar, kamu kurumlar1 ve sivil toplum orgiitlerinin is birligi ile saha
egitimleri, arazi ¢aligmalar1 ve kamplar egitim siirecine farkli yas gruplarina gore planlanarak

dahil edilebilir.
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ENVIRONMENTAL EDUCATION POLICIES IMPLEMENTED IN TURKEY AND
PROBLEMS ENCOUNTERED IN THE ENVIRONMENTAL EDUCATION
PROCESS

EXTENDED ABSTRACT

The Industrial Revolution changed the balance between humans and the environment
and favoured the environment. Due to industrialisation, the role of humans as consumers has
become dominant, rendering the environment the weaker party in the balance. The combined
effect of the increasing population and consumption demands has reduced environmental
diversity, and increased deforestation, air pollution, and ultimately global warming on a broader
scale (Sukma et al., 2020). Over the years, human-induced ecological issues have become more
widespread and hazardous, with global warming emerging as a significant threat to humanity.
Nevertheless, despite surpassing the point of irreversibility, humanity's response to global

warming remains insufficient (D'Souza et al., 2020).

Education has been a fundamental aspect of life, underpinning technological, socio-
cultural, and economic advancement while it is also expected to provide solutions to
environmental issues in this context (Colakoglu, 2010; Demir & Yalg¢in, 2014; Onopriienko et

al., 2021; Sukma et al., 2020).

The concept of environmental education emerged over half a century ago (Onopriienko
etal., 2021). Conferences held in the United States in the 1970s and early initiatives in this field
laid the groundwork for its development. Particularly with the establishment of the United
Nations Environment Programme in 1974 and the declaration of June 5 as World Environment
Day, efforts to raise environmental awareness gained a systematic and institutional framework
(Reid et al., 2021). Initially, environmental education focused on creating environmental
awareness for years. After the release of the document titled "World Scientists’ Warning to
Humanity," signed by over 100 Nobel laureates and more than 1,700 scientists in 1992,

environmental education began to evolve (Reid et al., 2021).

This study targets all stakeholders working in the field of environmental education,
especially teachers and policymakers. The primary objective is to explore the evolution of
environmental education, which has been addressed at various educational levels and through
different curricula since the 1970s, and to identify the challenges faced by educators in the
implementation process. The study aims to propose solutions to these issues and to develop a

roadmap for enhancing the effectiveness of environmental education in Turkey.
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Environmental education holds great significance for ensuring sustainability in the
future. However, certain challenges are faced in environmental education in Turkey. This study
examines policies related to environmental education in Turkey, compares the environmental

education curricula of 2015 and 2022, and analyzes teacher-related problems.

As a developing country, Turkey struggles to balance environmental issues with other
concerns, resulting in adverse environmental conditions. The inability to manage these
comprehensive environmental issues in a balanced manner has led to the neglect of

environmental concerns.

Due to the spontaneous nature of environmental education in Turkey, the desired
outcomes have not been achieved (Colakoglu, 2010). Traditional environmental education is
limited to topics such as environmental protection and practices, rendering it insufficient. In
1992, the Ministry of National Education introduced environment-related courses across all
grades in primary schools; however, this initiative was discontinued in 1997 (Alkis, 2002). The
establishment of the Ministry of Environment in 1991 and the signing of a cooperation protocol
in 1999 between the Ministry of Environment and the Ministry of National Education, which

included making environmental courses mandatory, were significant milestones.

Considering the increasing severity of environmental issues that have reached alarming
levels in the 21st century, affecting all living beings, the importance of environmental education
efforts in our country has become more apparent. Consequently, an elective environmental
education course curriculum was developed for middle schools in 2015. In the 2022-2023
academic year, the "environmental education™ course was updated as "environmental education
and climate change" in Tiirkiye (Darbas & Yildirim, 2024).

An analysis of the concepts covered in the curriculum units reveals significant

similarities across both programs. Between those units "living and non-living entities,”

"environment,” "natural balance,”" "natural resources,” "matter cycles," "life cycle analysis,"

"ecological footprint,” "acid rain,” and "recycling” show similarities. However, several

concepts found in the 2015 curriculum, such as "environmental issue,” "sustainable natural

resource,” "slow city," "environmentally friendly consumer products,” "organic farming,” "air

pollution,” "biodiversity,” "light and water pollution,” and "waste recovery," are absent in the
2022 curriculum. Both curricula are found to be lacking in the context of out-of-school learning

environments; the 2015 curriculum does not include any gains related to out-of-school learning
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environments, while the 2022 curriculum, despite suggesting outdoor activities, offers limited

coverage with only a single gain.

Teachers, who implement educational programs and organize the teaching process, play
a crucial role in environmental education. When teacher-related issues arise, the entire process
can be negatively impacted. Although the curriculum offers a general framework for teachers,
the lack of activities is noticeable. The objectives of the curriculum include increasing active
student participation through methods such as argumentation, brainstorming, six thinking hats,
case studies, and project-based learning (MEB, 2022). Research on the state and challenges of
environmental education in Turkey indicates that pre-service teachers highlight the insufficient
use of technology in their training programs. The inadequacy of existing educational materials

limits the implementation of these methods and techniques.

Improvements can be made to enhance the process of environmental education in
Turkey and to leave a more sustainable environment for future generations. In this context,
considering the interdisciplinary nature of environmental education, teacher training programs
could be planned, focusing on environmental education during the preparation of teachers in
different fields of basic education. Additionally, teachers can be supported through in-service
training. Cooperation between ministries, public institutions, and non-governmental
organizations could facilitate field education, fieldwork, and camps, enabling students to gain

more hands-on experiences in an environment, tailored to different age groups.
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Environmentally Friendly 3D Game Developed Based on Design-Based
Research Method
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Abstract: Today, environmental problems have become a global concern. It is now an inevitable necessity to be
aware of our responsibility as humanity and to search for solutions. At this point, the educational game created in
this study aims to raise awareness about garbage sorting and recycling for a sustainable life. This game is more
than just a 3D game, it aims to equip players with environmental awareness. The gameplay mechanics are based
on correctly sorting various types of garbage. Plastic, paper and other materials provide a game experience that
requires players to think strategically. In this direction, an educational game design has been developed to increase
interest in a sustainable experience centered on learning. In this study, the game development process was based
on the design-based research method. Unity 3D game engine, which is popularly used by game developers, was
used. Unity 3D is preferred due to its high number of users and free usage. In the game, it is emphasized how
critical it is for our environment and future generations to separate waste such as plastic, paper, glass, bags, etc.
correctly. In addition to entertaining the players, the game aims to raise their awareness of environmental
responsibility and increase their participation in the recycling movement. With the codes shared, it is expected to
contribute in terms of guiding those who will start developing games using the Unity 3D engine or prepare

simulation environments in interdisciplinary fields.
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INTRODUCTION

Games are basically explained by the elements of struggle, imagination, curiosity and
control (Malone, & Lepper, 2021). Malone (1980) emphasizes that with these elements, games
present the player with elements of struggle to overcome in a virtual environment that the player
actively experiences and controls and arouse cognitive and sensory curiosity with its changing
dynamics. Educational games, on the other hand, are games that are used to achieve specific
learning goals and provide immersive learning experiences with the components they contain

(De Freitas, 2006). With their unique rules, they offer individuals the opportunity for social
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interaction by providing active experiences in meaningful and realistic environments (Gee,
2003).

Research consistently supports the educational potential of games, highlighting their
effectiveness in improving learning outcomes (Dodlinger, 2007; Tiiziin, Yilmaz-Soylu,
Karakus, Inal, & Kizilkaya, 2009; Sanchez & Olivares, 2011). Additionally, they foster
enjoyable learning environments (Ebner & Holzinger, 2007; Bressler & Bodzin, 2013),
maintain sustained interest (Liao, Chen, Cheng, Chen, & Chan, 2011), facilitate collaborative
learning (Wong, Hsu, Sun, & Boticki, 2013), enhance engagement (Schwabe & Goth, 2005),
and support the development of critical 21st-century skills such as creativity, communication,
collaboration, information, and ICT literacy (Dodlinger, 2007; Sourmelis, loannou, & Zaphiris,
2017).

Further evidence from extensive analyses of empirical studies reinforces these findings.
Connolly, Boyle, MacArthur, Hainey, and Boyle (2012), examining 129 experimental studies,
concluded that games significantly impact individuals' perceptual, cognitive, behavioral,
affective, and motivational domains. Games are particularly noted for their ability to motivate
learners effectively (Dodlinger, 2007; Huizenga, Admiral, Akkerman, & Dam, 2009;
Papastergiou, 2009), positioning them as powerful educational tools (Oblinger, 2004).
Similarly, Hainey, Connolly, Boyle, Wilson, and Razak (2016), through an analysis of 105
studies, emphasized the positive influence of digital educational games on affective and
motivational outcomes, behavioral change, cooperation and communication skills, perceptual-
cognitive development, and knowledge acquisition. In alignment with these insights,
educational games have significant potential in addressing contemporary global issues, such as
environmental awareness. Environmental awareness encompasses developing a sense of
responsibility and understanding toward the natural environment, including key issues like
nature conservation, sustainability, waste management, energy conservation, and water
resource protection. The significance of environmental awareness has increased in recent years
due to escalating environmental crises and the rapid depletion of natural resources worldwide
(Kiziroglu, 2023). This awareness is critical not only for preserving natural resources but also
for safeguarding human health and welfare. Environmental pollution adversely affects vital
resources such as air, water, and soil, leading to detrimental consequences for human health.,
Additionally, ensuring environmental sustainability provides future generations with a livable

and sustainable planet (Esen & Esen, 2018).
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As societies grapple with urgent environmental issues, the search for practical solutions
has become increasingly vital. In this context, the educational game we have developed aims
specifically at raising awareness about waste sorting and recycling practices. By merging
entertainment with education, the game endeavors to impart meaningful environmental
knowledge and foster sustainable behaviors among players. Going beyond mere gameplay, the
primary objective of the game is to cultivate and reinforce environmental consciousness among
players. Gameplay mechanics center on accurately sorting various types of waste, including
plastics, paper, and other materials. Through strategically designed interactive challenges, the
game mirrors real-world recycling scenarios, providing players with practical skills and insights
into responsible environmental practices. Consequently, the game not only promises an
engaging and enjoyable user experience but also encourages active participation in recycling
initiatives. It seeks to inspire players to adopt environmentally responsible behaviors,
demonstrating how individual actions, when multiplied, can significantly impact community-
level environmental health. Ultimately, this educational gaming approach exemplifies how
integrating learning, and entertainment can effectively promote meaningful, long-lasting

behavioral changes and heightened environmental awareness.
Purpose and Importance of the Study

The aim of the game is not only to entertain but also to educate players about the
importance and practices of garbage sorting through engaging educational components.
Emphasizing the critical role of waste management-including plastic, paper, glass, and bags-
the game seeks to foster awareness and encourage sustainable environmental responsibility. By
integrating learning and entertainment, the study aims to cultivate environmentally responsible

behaviors that can positively impact future generations.
METHODOLOGY

This study, which aims to model the story of the game in the development process and
transform it into practice, was carried out using the design-based research method. In design-
based research method, it is aimed to develop theories, phenomena or practices that are thought
to affect or explain the learning-teaching process in its natural environment from a cyclical
perspective (Barab & Squire, 2004). Design-based research can result in practical solutions that

aim to develop theoretical perspectives, products, processes, programs or policies for the
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learning-teaching process (McKenney & Reeves, 2018). In this study, it was aimed to develop

a game with a design suitable for the intended educational purposes.
Game Development Environments

To translate educational goals into practical game elements, appropriate game
development tools must be utilized. A game engine, a vital component in this process, refers to
the software—either paid or free—used by developers and companies to create games
(Tugtekin & Kaleci, 2011). Game engines provide numerous predefined library files containing
functions, classes, and other resources developed in various programming languages. By
leveraging these libraries, game developers can significantly streamline their workflow,

eliminating redundant coding tasks and accelerating the development process
3D Game Design

The basis of the computer game development phase is the selection of a game engine
suitable for the structure of the type of game to be developed. In the decision-making phase at
the beginning of the game development process, the purpose and genre of the game should be
decided and appropriate methods should be followed. The game development process is carried
out in two different stages: basic and advanced. In the simple development process shown in
Figure 1, models, skins, sound files and video files are combined in the chapter editor with the

codes prepared in the programming language of the game engine, the chapters are prepared and

supported by graphical codes, and the work is brought to the completion stage.

Model, Texture, Sound, Video Files

Section Editor
Completed Chapters Graphical Codes

A 4 A4

Completed Project

EXE

Figure 1. Stages of game development at a basic level (Tugtekin, & Kaleci, 2011)
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On the other hand, the advanced development stage, depicted in Figure 2, involves
detailed preparation and customization of models, textures, and comprehensive code libraries.
Editors specific to chapters, models, skins, and code are employed, enabling developers to
implement intricate graphical and system-level codes. Additionally, the process includes

creating or incorporating external libraries to extend the capabilities of the game engine,

offering enhanced customization options.

External Modeling Programs (3D MAX, MAYA, Cinema4D) Code Library

Source
Development

Kit (SDK)

Coating
Programs

lvlvlvlvlv!vlv vy ¥ 3

Section Connections Play Programming
Model Coatings
(Light, Sound, Interface) ground Add-on 8 Co et Ier Environments

lvlvlrl'lvlv vy ¥ I

In-game Editor Model Editor Code Editor

Completed Chapters Visual Graphical DLL Plugins
Codes Interface

Completed Project

EXE

Figure 2. Advanced game development stages (Tugtekin, & Kaleci, 2011)

In this study, Unity 3D game engine and the programs it contains were used. In the first
stage of the study, the locations in the game were designed and appropriate models were created.
MED (Model Editor), which the game engine contains, was used to prepare the 3D
environments of the modeling in accordance with the reality and the type of the game. After
deciding on the game genre, the environments to be modeled were photographed and transferred
to digital media, and these environments were used as 3D models. In-game sections were
created by combining the 3D models created. In order to use all these structures in the game,
the desired environments were created by assigning action and material functions to the models

in the sections created by using the programming languages supported by the game engine. In
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this study, it is aimed to create a game that has high playability and can work stably in a wide

range of systems. For this purpose, only the way of using the modeling system was changed.
Unity 3D Game Engine

The developed educational game is based on the Unity 3D game engine for its successful
realization. Unity 3D stands out as a flexible and powerful game engine preferred by many
developers today (Jackson, 2015; Okita, 2019). This engine simplifies the programming process
of game developers by supporting the C# programming language. UNITY allows games to
reach a wider audience thanks to its ability to publish games on different platforms (Unity
Technologies, 2005). For this reason, Unity is a popular game engine used by many major game
companies and independent developers. It is also a game engine used by educational institutions
and students, helping young game developers gain important experience before starting their
careers. In the rest of the study, the main features of Unity 3D and the values it adds to the game

development process are explained.
1.User friendly interface and rapid prototyping

Unity 3D significantly facilitates rapid prototyping due to its intuitive and user-friendly
interface. The drag-and-drop functionality simplifies complex development tasks, allowing
developers to effortlessly add components, adjust materials, and design animations within
scenes (Bond, 2014). This feature minimizes the technical barriers typically encountered in
game development, enabling developers to experiment and iterate quickly. As a result,
creativity becomes the central focus, empowering developers to swiftly test ideas, refine

gameplay mechanics, and accelerate overall game development.
2. 2D and 3D Game Development

Unity 3D offers a wide set of tools for developing both 2D and 3D games. This
versatility gives developers the flexibility to create different types of games. For the
environmental awareness game developed in this study, Unity 3D provided a wide range of
freedom in meeting the requirements of the project, enabling effective design and management
of the 3D world.

Unity game engine is a game engine developed with the C# programming language that
creates 2D and 3D graphics and applies animation, physics simulation, realistic lighting, etc.
(Watson, Voloh, Thomas, Hasan, Womelsdorf, 2019). The Unity game engine provides

environments that help subjects to observe or explore. Using this environment in navigation or
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stimulus context studies benefits researchers (Jangraw, Johri, Gribetz, & Sajda, 2014). It is seen
that Unity is preferred by game developers because it is used by large communities and the
number of experienced people is high, the steps to be followed are specified in detail in the

Unity documentation, sample codes are shared, and it is free for individual users (Gtines, 2021).
3. Physics and Animation Systems

Modern video games have evolved significantly in terms of visual fidelity, interactivity,
and realism. One of the key components of this evolution is the implementation of realistic
physics and animation systems. Players expect game characters and objects to move and behave
naturally, just like in real life. Unity 3D provides advanced tools, including a powerful physics
engine and an Animator Controller system, to create fluid animations and natural physics-based
interactions (Tykoski, 2022). These systems significantly enhance gameplay immersion and

help create a believable virtual environment.
4. Support for Various Platforms

One of the most significant advantages of Unity 3D is its ability to support multiple
platforms efficiently. Game developers can create a game once and deploy it across various
devices and operating systems with minimal modifications. This cross-platform compatibility
makes Unity a preferred choice for both indie developers and large game studios, as it allows

games to reach a broader audience and maximize market potential (Lavieri, 2018).
5. Community and Resources

One of Unity 3D’s greatest strengths is its large and active community, which provides
invaluable support to developers of all skill levels. Whether a beginner or an experienced
professional, developers can benefit from a vast network of users who share knowledge, offer
solutions, and collaborate on projects. This extensive community fosters continuous learning

and innovation, making Unity an accessible and developer-friendly engine.

In addition to community support, Unity offers a wealth of resources and tools to
streamline the development process. The Unity Asset Store is one of the most valuable
platforms available to developers, allowing them to integrate ready-made assets, plugins, and
tools into their projects with ease (Blackman, 2013; Lavieri, 2018). This significantly reduces
development time and effort, enabling teams to focus more on creativity and gameplay

mechanics rather than building everything from scratch. The availability of professional-grade
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assets—ranging from 3D models and animations to sound effects and Al solutions—empowers

developers to enhance their games efficiently and cost-effectively.

Beyond the Asset Store, Unity provides comprehensive documentation, official
tutorials, and an active developer forum, all of which contribute to a rich learning ecosystem.
Additionally, platforms like Unity Learn, YouTube tutorials, and third-party courses make it
easier for aspiring game developers to master the engine and refine their skills. By leveraging
Unity’s strong community and extensive resources, developers can overcome challenges,
optimize their workflow, and bring their creative visions to life. As a result, Unity 3D not only
serves as a powerful game engine but also as a collaborative and educational platform that

empowers developers to push the boundaries of game design.
Preparation of the Application

For the environmentally friendly 3D game, sketches were made on paper using the story
draft, designer or game developer's interests and abilities, indicating the game boundaries,
object or area descriptions and environment designs. In order to ensure that the game planned
in the educational game development process has realistic features, the objects to be used in the
game should be 3D. In this study, the player models to be integrated into the Unity 3D game
engine were prepared on 3D models using ready-made graphics programs. Figure 3 shows the

3D models of male and female players.

Figure 3. 3D Player Models

For the environment design, vehicles and material models to be integrated into the Unity

3D game engine, access to https://3dwarehouse.sketchup.com/ was provided and changes were

made on the 3D models using graphics programs. Figure 4 shows the 3D models of vehicles,

houses and streets used in the environment design.
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|

Figure 4. 3D Environment Design, Vehicles and Materials

The introduction and tutorial interface view of the game is shown in Figure 5.

r : \ - /g - = -.."
AET TR A N Y

\

Figure 5. Game login and tutorial interface view

In this small city, bins are not only reserved for general waste, but also for recycling.
Collecting materials such as plastic, paper and metal in separate bins is an important step in
contributing to the recycling process. In addition, the environmental benefits of recycling are

emphasized with informative signs placed in the bins.

Figure 6. Example Garbage sorting screen
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This game offers a great opportunity to develop environmental awareness and raise
awareness about recycling. All players have to do is to put the garbage in the correct recycling
bins. If they make a wrong choice, the garbage will return to its original position and a big cross
will appear on the screen and a sound will be heard to indicate that it is wrong. However, if they
choose the correct recycling bin, the garbage will disappear and a big check mark will appear
on the screen and a sound will be heard to indicate that it is correct. The game will continue in
this way until the garbage is gone. Figure 6 shows an example garbage sorting screen. With
these steps, the city not only presented a clean image, but also became a model community with

environmentally friendly garbage management.

Using the libraries provided by the Unity 3D game engine, we tried to simulate the
streets of today. In addition, separate garbage bins were placed for each different type of
garbage. It is aimed that people will take care of separate garbage bins for various garbage by

relying on their sensitivity on this issue in real life.

Each part up to this stage refers to the design process. This stage is the part where models
are transferred to the game environment, area arrangements are made, scene designs are
specified, animations are added to players and objects, garbage is separated with indicator
symbols, random behavior feature is provided to players using Navigation Mesh, the artificial
intelligence tool of Unity 3D, coding in C# language is realized, tested and the educational
game process is completed with updates. In addition to these, the codes required for the

development of an environmentally friendly Unity 3D application are given in Figure 6.

In game development, character movement and control mechanics are fundamental
elements that define player experience. The Unity C# script in Figure 7 is designed to manage

a character’s movement, camera interaction, and various gameplay functionalities.
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Public Variables

CanMove {

Private Variables
nera playerCamera;
racterController characterController;
or3 moveDirection;
/ector?2 currentInput;

rotationX = @;

canSprint
canJump =
canCrouch

canUseHeadbob =

will5lideOnSlopes

sprintKey
jumpKey =
crouchKey

interactKey

Figure 7. Code for controlling the game character

This script plays a crucial role in ensuring smooth and responsive controls, allowing the

player to interact seamlessly with the game world.
Public Variables

Public variables are defined within a class and can be accessed externally. These
variables allow interaction with the script from other components or settings without modifying

the core logic.
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CanMove: Determines whether the character can move or not. This property is
accessible externally but is read-only, ensuring that movement restrictions can be

imposed dynamically while keeping its value protected from modification.
Private Variables

Unlike public variables, private variables can only be accessed within the class where

they are defined. These variables handle essential gameplay mechanics and internal calculations

that dictate how the character behaves in response to player input.

playerCamera: Represents the camera object, ensuring the character’s perspective
follows player movement.

characterController: Manages the physical movement of the character using Unity’s
CharacterController component.

moveDirection: A vector that determines the direction of the character’s movement
based on input.

currentlnput: Stores the latest player input data to process movement and actions.

rotationX: Defines the camera’s rotation angle on the X-axis, allowing for smooth and
natural-looking vertical movement.

By managing these variables internally, the script maintains clean and organized logic,

keeping unnecessary access restrictions to prevent unintended modifications from external

sources.

Functional Options

The script includes several toggleable features that customize character movement and

interaction, making it adaptable to different gameplay styles.

canSprint: Enables or disables sprinting functionality, allowing the character to move at
a faster pace.

canJump: Determines whether the character can perform jumping actions.

canCrouch: Controls whether the character can crouch, adding a stealth or tactical
movement mechanic.

canUseHeadbob: Enables or disables head bobbing, a visual effect that simulates natural
head movement when walking or running.

willSlideOnSlopes: Defines whether the character should slide when traversing steep
slopes, adding realism to terrain interaction.

These functional options allow developers to fine-tune movement mechanics and

customize character behavior without rewriting core logic, making the script highly flexible for

different game genres.
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Control Bindings

To ensure smooth and intuitive player interactions, the script defines key bindings for

essential movement functions.

e sprintKey: Specifies the sprint button (Default: Left Shift).
e jumpKey: Sets the key used for jumping (Default: Space Key).
e crouchKey: Assigns the crouch key (Default: Left Ctrl).
e interactKey: Defines the key for interacting with objects (Default: E Key).
By allowing custom key mappings, the script ensures that players can adjust controls

according to their preferences, improving accessibility and comfort during gameplay.

These codes manage the basic movement mechanics and control options of the character
in a game developed using the Unity3D game engine. It is used to control various situations
within the game and to allow the player to react to inputs. Through structured code design and
modular functionality, it allows developers to create smooth, engaging, and adaptable gameplay

within the Unity3D engine.

The parameters in Figure 8 further refine the script by defining the physical properties
of the player character, including movement speed, jumping force, and head movement
mechanics. These settings ensure that the character interacts naturally with the game

environment, providing realistic physics-based interactions.
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walkSpeed = 3.8f;

sprintSpeed = 6.0f;

crouchSpeed = 1.5f;

loockSpeedx

1d, Range(l1. 18)] lookSpeedY =

1d, Range(l, 186)] upperLookLimit = 88.ef;

1d, Range(l, 188)] lowerLookLimit

jumpForce = 8.86+;

gravity = 38.6f;

crouchHeight =

standingHeight

timeToCrouch =
Vector2 crouchingCenter =
Vector3 standingCenter

isCrouching;

duringCrouchAnimation;
Figure 8. Parameters designed to control players' physical characteristics

In a first-person perspective game, precise control over movement, looking mechanics,
jumping, and crouching is essential for creating an immersive and responsive player experience.
The parameters defined in this Unity script provide fine-tuned control over these mechanics,
allowing developers to adjust movement speed, camera sensitivity, gravity, and animation
behaviors dynamically. By configuring these settings, the game ensures fluid and realistic

character movement, enhancing both player immersion and gameplay responsiveness.

Movement Parameters

Movement speed plays a crucial role in defining how the character interacts with the

game environment. These parameters allow developers to set different speeds for various
movement states:

o walkSpeed: Defines the standard walking speed of the character, ensuring a balanced
and natural pace.

e sprintSpeed: Determines the speed when the character is sprinting, enabling faster
traversal in open areas.
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e crouchSpeed: Specifies the movement speed while crouching, which is typically slower
for stealth-based gameplay.

o slopeSpeed: Adjusts movement speed when the character is navigating sloped surfaces,
ensuring smooth transitions on uneven terrain.

These settings dictate the overall pacing of movement, allowing developers to fine-tune
the balance between realism and gameplay efficiency. For example, a stealth game may require
slower crouch speeds, while a fast-paced shooter may benefit from higher sprint speeds for

quick maneuvers.
Look Parameters

Smooth and responsive camera movement is essential for first-person games, as it
directly influences the player's field of view and aiming precision. The following parameters
govern how the player can rotate and adjust their viewpoint:

¢ lookSpeedX: Controls the horizontal camera sensitivity, determining how fast the player
can look left or right.

¢ |lookSpeedY: Controls the vertical camera sensitivity, affecting how quickly the player
can look up or down.

e upperLookLimit: Sets the maximum angle the player can look upward, preventing
unnatural or excessive rotation.

e lowerLookLimit: Defines the lowest point the player can look downward, ensuring a
realistic range of vision.

By fine-tuning these values, developers can create an optimized and comfortable camera

system, whether for smooth exploration or precise aiming in combat scenarios.
Jumping Parameters

Jump mechanics add an extra layer of movement flexibility, allowing players to
overcome obstacles and navigate varied environments. These parameters dictate the physics
behind jumping behavior:

e jumpForce: Determines the height and power of a jump, directly affecting the
character’s ability to traverse gaps or obstacles.

e gravity: Governs the force pulling the character down after a jump, ensuring realistic
physics-based movement.

These settings must be carefully balanced to maintain fluidity in movement while
ensuring gravity behaves naturally within the game world. If the jumpForce is too high or
gravity is too low, movement may feel unnatural and floaty, whereas too much gravity may

make jumping feel sluggish or restrictive.
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Crouch Parameters

Crouching is often used for stealth mechanics, accessing tight spaces, or avoiding enemy
detection. The following parameters allow precise control over how crouching is implemented
in the game:

e crouchHeight: Determines the reduced height of the character while crouching, defining
how low they can go.
e standingHeight: Specifies the standard height of the character when standing upright.

e timeToCrouch: Controls the duration of the crouch-to-stand and stand-to-crouch
transitions, ensuring smooth animations.

e crouchingCenter: Adjusts the character’s center of mass while crouching, preventing
collisions or unnatural movement shifts.

o standingCenter: Defines the center position when the character is standing, maintaining
balance in movement physics.

e isCrouching: A Boolean flag that checks whether the character is currently crouching,
used to trigger gameplay-specific events.

e duringCrouchAnimation: A flag indicating whether the crouch animation is currently in
progress, preventing conflicting actions during transitions.

These parameters ensure a smooth crouching system, allowing for seamless interactions
with the environment. Properly configured crouching mechanics help improve gameplay flow,
particularly in stealth-based games or first-person shooters where taking cover is crucial. For
instance, in a fast-paced action game, higher sprint speeds and responsive jump mechanics may
be prioritized, whereas in a realistic survival game, movement may be slower, with limited
sprinting and more grounded jumping physics. By carefully adjusting these parameters,
developers can craft a character movement system that feels both intuitive and immersive,

ensuring a smooth player experience throughout the game.

The code in Figure 9 contains parameters designed to control the head movement
(HeadBob), Interactable and Object Holding features of a first-person perspective player

character.

51



Akdeniz Egitim Arastirmalari Dergisi, Say1 51, Y1l 2025
Mediterranean Journal of Educational Research, Issue 51, Year 2025

'HeadBob Parameters™)]
walkBobSpeed = 14f;
walkBobAmount = 8.85f;
sprintBobSpeed = 18f;
sprintBobAmount = @.11F;
crouchBobSpeed = 8f;
crouchBobAmount = 8.825f;
timer;
or3 hitPointNormal;

defaultYpos;

interactDistance = 2f;
isInteractable =

isObjectHeld =
Transform heldObject;

holdingDistance

dropObjectTimer = &f

Figure 9. Head Movement and Interaction Parameters

A realistic first-person character movement system not only requires smooth motion
mechanics but also subtle visual effects to enhance immersion. One such effect is head bobbing,
which simulates the natural movement of a person's head while walking, running, or crouching.
Additionally, interaction mechanics allow players to engage with objects in the game world,
making exploration and gameplay more dynamic. The following parameters help refine both
head movement realism and object interaction mechanics, ensuring a more natural and engaging

player experience.
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HeadBob Parameters

Head bobbing is a subtle but crucial detail that enhances the realism of first-person

movement by making the player feel physically present in the game world. These parameters

control the frequency and intensity of head movement in different states:

walkBobSpeed: Determines how fast the head bobs while walking, simulating the
natural rhythm of human movement.

walkBobAmount: Controls the intensity of the head bob effect while walking. A higher
value results in more noticeable head movement.

sprintBobSpeed: Defines the speed of head bobbing while running, as running naturally
produces faster and more pronounced movements.

sprintBobAmount: Adjusts the intensity of the head bob effect when sprinting, ensuring
that the visual feedback matches the increased movement speed.

crouchBobSpeed: Sets the rate at which the head bobs when crouching, usually slower
than walking or sprinting.

crouchBobAmount: Controls how much the head moves when crouching, typically kept
subtle to prevent excessive motion in confined spaces.

Timer: Tracks the time progression of the head bob animation, ensuring smooth and
consistent movement cycles.

hitPointNormal: Stores the normal vector of the surface that the player's head touches,
useful for detecting collisions with objects in first-person view.

defaultYpos: Defines the default vertical position of the camera (head), ensuring the
head bob effect returns to a neutral state when standing still.

Together, these parameters create a visually dynamic movement experience. Without

head bobbing, movement can feel rigid and unnatural, while excessive head movement can

cause discomfort or motion sickness. Properly balanced settings ensure that players feel

immersed without experiencing disorientation.

Interactable Parameters

Interactivity is another key aspect of immersive first-person gameplay. The ability to

pick up, move, and interact with objects adds depth to the player's engagement with the

environment. The following parameters define how the player interacts with objects:

interactDistance: Determines how far the player can reach to interact with objects. This
ensures that objects are neither too difficult to reach nor unrealistically accessible from
a distance.

isInteractable: A Boolean flag that checks whether an object is interactable. This allows
the game to dynamically enable or disable interaction prompts based on the player’s
position and the nature of the object.
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e isObjectHeld: Indicates whether the player is currently holding an object, preventing
multiple objects from being grabbed simultaneously.

e heldObject: Stores a reference to the object the player is holding, allowing it to be
manipulated dynamically.

¢ holdingDistance: Defines how far the held object should be positioned from the player’s
viewpoint. This ensures that objects appear within reach while preventing clipping or
unnatural placement.

e dropObjectTimer: Sets the delay before an object is dropped, allowing for controlled
object release timing to avoid unintended interactions.

By carefully fine-tuning these parameters, developers can create intuitive and
responsive interactions, enhancing player agency within the game world. For instance, in a
survival game, a realistic holding distance and weight simulation could be introduced, while in
a puzzle game, precise object placement mechanics might be more important. By integrating
these mechanics thoughtfully, developers can create a game where movement feels lifelike and

interactions feel intuitive, leading to a more engaging and immersive gaming experience.

Figure 10 shows an Interactable class that controls interactable objects and provides the

ability to interact with them.

isInteractable = true;
form heldobj

layerCamera;

player
if (playerCamer

Debug. LogError{“Ana k (Main Camera) Jl,l,r'an.;:@. Latfen kodun t.;,—'.El'n'a

id Update

HandleInput();
MoveHeldObjectToCamera();

id HandleInput
Input.GetkeyDown(interactkey)
if (isInteractable)

{

TryInteract();

DropObject();

}.
eE
3

Figure 10. Interactable class that controls interactable objects
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In many games, object interaction mechanics play a crucial role in creating an immersive
and engaging experience. Whether it's picking up objects, opening doors, or triggering in-game
events, a well-implemented interaction system allows players to engage with their environment
intuitively. This class is designed to enable players to interact with objects within a specified

distance and manipulate them dynamically, ensuring smooth and realistic gameplay.
Interaction Key and Distance
To initiate an interaction, the script defines specific controls and range limitations:
e interactKey: Determines which key the player must press to interact with objects. By

default, this is set to the "E" key, a widely used interaction key in first-person games.

e interactDistance: Specifies the maximum distance within which an object can be
interacted with. This ensures that the player cannot interact with objects that are too far
away, maintaining a realistic sense of reach and interaction.

By defining these parameters, the system ensures that interactions feel responsive yet
grounded in realism, preventing players from interacting with objects in an unnatural or unfair

way.
Interactable State and Object Handling

The script also tracks whether an object is currently interactable or being held by the
player:

¢ isinteractable: A Boolean flag indicating whether the player is able to interact with an
object. This helps determine if an object is within range and eligible for interaction.

e heldObject: If the player is holding an object, this variable stores a reference to that
object, allowing the script to manipulate it (e.g., move it, rotate it, or release it).

By managing these states dynamically, the interaction system ensures that objects
behave logically and predictably—for example, preventing the player from picking up multiple

objects at the same time or dropping an object unexpectedly.
Player Camera and Perspective

Since this is a first-person interaction system, the script relies on the playerCamera to

determine the player’s viewpoint:

e playerCamera: Represents the camera from the player's perspective, ensuring that
interactions happen relative to where the player is looking.
This ensures that when the player presses the interaction key, the system checks the

object directly in their line of sight, making interactions feel natural and intuitive.
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Initialization with the Awake Method
When the game starts, the Awake() method is triggered automatically:

o Awake(): This method is called as soon as the class is created. It ensures that the Main
Camera is properly set, preventing errors related to missing camera references.

By performing this setup early, the script ensures that all interaction logic functions

correctly right from the beginning of the game.
Real-Time Input Processing in the Update Method

To make interactions feel immediate and responsive, the script listens for player input
every frame:

e Update(): Called every frame, this method continuously listens for user input and checks
if an interaction should be triggered.

Since Update() runs in real-time, the player can seamlessly interact with objects without

delays or unresponsiveness, ensuring a fluid gameplay experience.
Handling Input with the Handlelnput Method

The Handlelnput() method is responsible for processing the player's interaction
attempts:
o If the interaction key is pressed and an object is available for interaction, the method
initiates the interaction.

o If the player is already holding an object, pressing the interaction key again releases the
object, preventing conflicts between interactions.

This method ensures that interactions remain consistent and predictable, avoiding
situations where the player unintentionally picks up or drops objects. Whether used for picking
up objects, activating doors, or triggering in-game events, this system provides a solid

foundation for interactive gameplay, making the game world feel more alive and engaging.

Figure 11 contains a method called TrylInteract(). This method attempts to interact with

the objects around the player when he presses the interact button.
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oid TryInteract
if (playerCamera ==

LogError(™

Hit hit;

aycast(playerCamera.transform.position, playerCamera.transform.forward, out hit, interactDistance)

interactable = hit.collider.GetComponent<Int.
f (interactable != null & interactable.CanInteract
DropObject

heldobject = ir able.transform;
Interactable

Debug. LogWarning("Interactable bileseni eksik, CanInteract() false di vey, aska bir nedenle null. Nesne adjy: " + hit.collider.gameObject.name);

Object .name);

Figure 11. TryInteract() method

In first-person games, interactions between the player and the game world are an
essential part of immersive gameplay. Whether it's picking up objects, pressing buttons, or
activating mechanisms, an interaction system must accurately detect objects within range and

process interactions dynamically.

This method is responsible for determining which objects the player can interact with,
checking various conditions, and initiating interaction logic when applicable. The process

follows a structured sequence, ensuring smooth and logical interaction mechanics.
Player Camera Control

Before executing any interaction logic, the method first ensures that the player's camera
is correctly referenced:
e playerCamera == null: If the player camera reference is missing (null), the script prints
an error message and prevents further execution.

e This check prevents potential null reference errors, ensuring that the interaction system
only runs when the required camera component is properly set up.

By verifying the camera’s existence, the method guarantees that all interactions occur
from the correct viewpoint, ensuring that objects are detected accurately based on the player's

perspective.
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Raycast Process (Detecting Objects in Front of the Player)

Once the camera reference is validated, the method uses Raycasting to determine which
objects are within interaction range:
e Physics.Raycast(playerCamera.transform.position, playerCamera.transform.forward,
out hit, interactDistance):

o A Raycast is projected from the player's viewpoint (camera position) in the
direction the player is looking (camera forward).

o This ray extends up to the specified interactDistance and detects any objects in
its path.

o Ifanobjectis hit, its information is stored in the hit variable, allowing the system
to process interactions based on the detected object.

Raycasting is a crucial technique in game development, as it simulates the player’s line
of sight, ensuring that interactions only occur with objects directly in front of the player, rather
than those behind or outside their view.

Collider Control (Ensuring the Object is Valid for Interaction)

Once the Raycast detects an object, the next step is to verify that the object has a Collider

component:

e hit.collider != null:
o This condition checks whether the detected object actually has a collider.

o If the object lacks a collider, interaction is not processed, as colliders define the
physical boundaries of objects and enable proper detection.

Ensuring that an object has a valid collider prevents interaction errors and ensures that
only solid, interactable objects are detected while ignoring empty space.

Checking for an Interactable Object

Once the collider is confirmed, the script then determines whether the detected object is

interactable:

¢ Interactable interactable = hit.collider.GetComponent<interactable>();
o This checks whether the object has the Interactable component attached to it.

o Ifthe object does not have an Interactable script, it is ignored, as it is not intended
for interaction.

By requiring objects to have a specific Interactable component, the system ensures that
only designated objects can be interacted with, avoiding unintended behaviors with non-
interactable objects.
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Interaction Status Check (Can the Object be Interacted With?)

Once the object is confirmed as interactable, the method then checks whether interaction

is currently allowed:

e interactable !'= null && interactable.Canlinteract():
o The method calls Caninteract() on the detected object.

o If Caninteract() returns true, the object is ready to be interacted with, and the
system proceeds with the interaction logic.

This additional check ensures that certain objects can have dynamic interaction states—
for example, an object might only be interactable under specific conditions, such as after
completing a quest or unlocking a door.

Object Movement and State Changes (Handling Interaction Logic)

Once all the conditions for interaction are met, the script then handles object movement

and interaction state updates:

e DropObject():

o If the player is already holding an object, they must drop it first before
interacting with a new one.

o This ensures that only one object can be held at a time, preventing bugs such as
carrying multiple objects simultaneously.

¢ heldObject = interactable.transform:

o If the player is not already holding an object, the script assigns the interacted
object to the heldObject variable, effectively "picking it up.”

o This allows the object to be moved dynamically until the player releases it.
e isInteractable = false:

o Once an object is picked up, its interactable state is disabled, ensuring that it
cannot be interacted with again while already being held.

o This prevents duplicate interactions or unintentional object duplication.
By following these steps, the interaction system ensures smooth and logical transitions
between detecting an object, checking interaction conditions, and processing object

manipulation.

The code fragment shared in Figure 12 contains the methods that form the continuation

of the Interactable class.
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ol CanInteract()

return isInteractable;

id DropObject()

f (heldObject != nul

erCamera.transform.position + playercCamera.transform.forward * interactDistance;

Figure 12. Methods that form the continuation of the Interactable class.

In first-person games, interacting with objects in a realistic and responsive manner is
crucial for immersion. The following methods provide the core functionality for determining
whether an object can be interacted with, handling object movement, and ensuring a smooth
drop mechanism. These methods work together to create a cohesive and intuitive interaction

system, allowing the player to pick up, move, and drop objects seamlessly.
CanlInteract() Method — Checking Interaction Availability

Before interacting with an object, the game must determine whether the interaction is

currently allowed.

e public bool Canlinteract():

o This method returns a boolean value (true or false) indicating whether the object
is interactable.

o It checks the isInteractable status, which dictates whether the object can be
picked up or manipulated.

By using this method, other parts of the script can quickly verify whether an object is
available for interaction, preventing unintended interactions and ensuring logical control flow.
For example, if an object is already held by another player in a multiplayer game, Caninteract()

might return false, preventing duplicate pickups.
DropObject() Method — Handling Object Release
When the player wishes to release a held object, the DropObject() method is triggered.

e private void DropObject():

o Before executing the drop action, the method checks if heldObject is not null,
ensuring that the player is actually holding something.
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o Ifavalid object is being carried:

= isInteractable is set to true, allowing the object to be interacted with
again.

= heldObject is set to null, effectively "dropping" the object.
This method ensures that objects are released smoothly and return to an interactable

state, allowing for fluid and intuitive gameplay interactions.

Without this mechanism, objects could remain stuck in an "uninteractable” state after

being picked up, making them inaccessible for future interactions.
MoveHeldObjectToCamera() Method — Moving Objects in Front of the Player

Once an object is picked up, it must be positioned properly in front of the player to

ensure a natural holding motion.

e private void MoveHeldObjectToCamera():

o Ifan object is being held, this method moves it a specific distance in front of the
player's camera.

o The new targetPosition is calculated by adding a set distance to the player’s
camera position and forward direction, ensuring that the object is always
positioned in front of the player's viewpoint.

o The heldObject is then moved smoothly to this target position, preventing abrupt
or unnatural repositioning.

This method ensures that the held object remains in a consistent and realistic position
while allowing natural movement adjustments as the player looks around. For example, if a
player picks up a flashlight, MoveHeldObjectToCamera() ensures that the flashlight follows
their view direction, allowing them to point it naturally without awkwardly repositioning it

manually.
CONCLUSION

Today, environmental issues have become a serious concern worldwide. In this paper,
a 3D game was developed using design-based research methodology to raise awareness about
garbage sorting and recycling issues in an educational game. The game aims not only to provide
a fun gaming experience but also to raise environmental awareness and encourage participation
in the recycling movement. In addition to these, it is aimed to have fun by having fun and
learning at the same time by being inspired by today's style games so that game-loving friends
can play in a way that will not bore them. The game is designed to be played by individuals of

all ages in order to provide a fun experience and inspire environmental responsibility.
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The Unity 3D game engine used in the game contributed to the successful realization of
the project with its user-friendly interface, rapid prototyping capabilities, flexibility in 2D and
3D game development, physics and animation systems, and support for various platforms.
Unity 3D's rich ecosystem of communities and resources made the development process more

efficient.

The map encourages the proper use of garbage bins and recycling in the city. The use
of separate bins for different types of garbage, the placement of informative signs and the

realistic modeling of the streets reinforce the environmental message of the game.

This study also describes in detail the important pieces of code used in the game. The
codes of features such as character control, head movement, interaction and object handling
provide the basic functionality of the game. It is expected that the codes shared will contribute
to the development of games using the Unity 3D engine or to guide simulation environment

developers in interdisciplinary fields.

The game aims to provide players with a fun experience while raising awareness of
environmental responsibility. As a result, this educational game is thought to be an important
step in drawing attention to environmental problems and raising awareness of individuals about
garbage sorting and recycling. It is emphasized that each player can become an environmentally

friendly individual by making small changes.

Such initiatives to leave a clean and sustainable world for future generations can

increase the general environmental awareness of the society and contribute to positive changes.

In this game, players can learn many different skills, giving them the opportunity to

develop environmental awareness. Here are some of the skills this game teaches:

e Recycling and sustainability awareness: Players need to recycle garbage by using
recycling bins correctly. This can make players more aware of sustainability and waste
management.

e Observation and analysis skills: Players need to recognize the types of garbage before
they can put it in the correct recycling bin. This can improve players' observation and
analytical skills.

RECOMMENDATIONS

Educational institutions should focus more on environmental awareness education and use new
instructional technologies, such as design-based exploratory games, to impart environmentally
friendly values to students. Parents should guide children's choice of mobile games towards
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educational and environmental awareness-oriented games. Game selection should be
appropriate for children's development and game durations should be limited.

Game designers should develop UNITY-based educational games taking into account the age
and developmental level of children and players. The games should have colorful and
expressive graphics to attract children's attention and sustain their interest. Furthermore, games
should have simple user interface and clear instructions so that children can easily use and
understand the game. Games should include tasks, puzzles and activities that promote
environmental awareness. For example, players can learn about the importance of recycling,
learn about saving energy, or perform tasks to protect wildlife.

In this way, players learn important concepts about the environment while having fun. Games
can have multiplayer features to encourage children's social interaction. By playing with
friends, children can learn to cooperate, develop communication skills and teamwork. Games
should include a progression system that tracks and rewards children's achievements. For
example, children can earn rewards for completing certain tasks or achieving certain points.
This increases children's motivation and makes the game more engaging. Parents and teachers
should keep track of children's play experiences and engage in conversations about games to
contribute to environmental awareness education. It is important to encourage and support
children by emphasizing the learning opportunities that games provide.
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Yabancilara Tiirkce Ogretiminde Kuantum Yazma Tekniginin Yazma

Becerisi Uzerindeki Etkisi

Sezen Kaplan Ozcan ™ & Arzu Cevik

Ozet: Dil 6gretimi dinleme, konusma, okuma ve yazma becerilerinin gelistirilmesi esasina dayanir. Yazma ve
konusma becerileri dil 6gretiminde gergeklestirilen 6grenme aktivitelerinin ¢iktilarini ortaya koymaktadir. Yazili
iiretim becerisi Ogrencilerin giinliik hayattaki farkli ihtiyaglarimi karsilamak igin Snem arz etmektedir. Dil
Ogrenicilerinin mesaj yazmak, sosyal medyada yazili iletisim kurmak, not tutmak, 6zet ¢ikarmak, dilek¢e yazmak
form doldurmak, e-posta yazmak gibi pek ¢ok ihtiyacinin karsilanmasinda yazma becerisi onemli bir yere sahiptir.
Bu nedenle yazma becerisinin gelistirilmesinde kullanilan pek ¢ok yaklagim bulunmaktadir. Bu yaklagimlardan
biri olan Kuantum Ogrenme Modeline bagli olarak gelistirilen Kuantum Yazma Teknigi, yenilik¢i bir teknik olarak
karsimiza ¢ikmaktadir. Calismada Kuantum Yazma Tekniginin, yabancilara Tiirk¢e 6gretiminde B1 diizeyindeki
6grencilerin yazmaya yonelik basarilari tizerindeki etkisini belirlemek amaglanmistir. Bu sebeple gerceklestirilen
calismada Tiirkgenin yabanci dil olarak gretiminde yazma becerisinin gelistirilmesinde kullanilabilecek Kuantum
Yazma Tekniginin yazma basarist lizerindeki etkisi incelenmistir. Calisma, 0n test ve son test kontrol gruplu yart
deneysel tasarim yontemiyle gergeklestirilmistir. Deney grubu 14 &grenciden, kontrol grubu ise 15 6grenciden
olugsmaktadir. Deney grubunda Kuantum Yazma Teknigi uygulanirken, kontrol grubunda geleneksel (klasik)
yazma teknigi kullamlmistir. Arastirma, Karabiik Universitesi Tiirkce Ogretimi Uygulama ve Arastirma
Merkezinde (TOMER) alt1 hafta boyunca yiiriitiilmiis ve yabanci 6grencilerin Tiirk¢e yazma becerilerinin gelisimi
izlenmistir. Analitik puanlama anahtar1 olarak yabancilara Tiirkge dgretimi i¢in gelistirilen, dereceli puanlama
anahtart kullanilmigtir. Gruplardan alinan veriler Mann-Whitney U testi ile analiz edilmistir. Arastirmanin
sonunda, Kuantum Yazma Teknigi uygulanan deney grubundaki dgrencilerin yazma becerisindeki basarilarinda
anlaml farklilik oldugu tespit edilmis, bu yontemin yabancilara Tiirkce 6gretiminde etkili bir ara¢ olabilecegi

sonucuna ulagilmistir.
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The Effect of Quantum Writing Technique on Writing Skills in Teaching Turkish to

Foreigners

Abstract: Language teaching is based on the development of listening, speaking, reading and writing skills.
Writing and speaking skills reveal the results of learning activities carried out in language teaching. The skill of
writing is important to meet the different needs of students in their daily life. The ability to write plays a significant
role in meeting the many needs of language learners, such as writing messages, communicating in writing on social
media, taking notes, summarizing, filling out forms, and writing e-mails. For this reason, there are many
approaches used in the development of writing skills. One of these approaches, the Quantum Writing Technique,
developed in connection with the Quantum Learning Model, is an innovative technique. The aim of the study is to
determine the effect of the Quantum Writing Technique, teaching Turkish to foreigners on the writing
achievements of B1 level students. In this study, the effect of the Quantum Writing Technique, which can be used
in the development of writing skills in the teaching of Turkish as a foreign language, on writing skills is studied.
The study was carried out using a semi-experimental design method with a pre-test and post-test control group.
The test group consists of 14 students, and the control group consists of 15 students. While the Quantum Writing
Technique was applied in the experimental group, the traditional (classical) writing technique was used in the
control group. The research was conducted at the Karabiik University Tiirkce Ogretimi Uygulama ve Arastirma
Merkezi (TOMER) for six weeks, and the development of foreign students' Turkish writing skills was tracked. As
an analytical scoring key, a graded scoring key developed for teaching Turkish to foreigners was used. The data
obtained were analyzed by the Mann-Whitney U test. At the end of the research, a significant difference in the
writing skills of the students in the experimental group where the Quantum Writing Technique was applied was

determined, and it was concluded that this method can be an effective tool for teaching Turkish to foreigners.

Keywords: Teaching Turkish as a foreign language, Writing skill, Quantum writing technique, Quantum learning

approach

GIRIS
Dil 6gretimi, bireylerin dil kullaniminda yetkinlik saglamasi amaciyla dort temel dil
becerisini gelistirmeye yonelik planli ve sistematik bir siirectir. Bu siiregte dilin yapisal,

anlamsal ve iletisimsel boyutlar1 ele alinarak bireylerin dil becerilerini farkli baglamlarda

kullanabilmeleri hedeflenmektedir (Demirel, 2012).

Dil 6gretimi, siirekli degisen toplumsal ve teknolojik dinamiklerle birlikte degisim
gostermektedir. Bugilin diinya genelinde yasanan uluslararast hareketlilik dil 6gretimi
faaliyetlerinin Onemini arttirmaktadir. Son yillarda iletisim teknolojisinde ortaya c¢ikan
gelismelerle milletlerarasi iliskilerde artis yasanmistir. Giiniimiizde dil 6gretimi, gittikge Snem
kazanmaktadir (Ozbay, 2010: 11-12, akt: Hamaratli 2015). Bu sebeple dil 6gretiminde cesitli

yontem ve teknikler kullanilmaktadir. Dil 6gretimindeki yontemler ve teknikler 6grencilerin
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iletisim gereksinimlerine ve dil becerilerinin gelistirilip etkin bir sekilde kullanilmasina
odaklanmaktadir. Geleneksel yaklasimlar dilin yapisint daha ¢ok dikkate alirken, glinlimiizde
ise dil 0gretiminde iletisim ve etkilesim on plandadir. Bu degisim, dil 6gretim yontemlerinin
cesitlenmesini ve 6grenenlerin farkli becerilerinin gelistirilmesini saglamaktadir. Bu baglamda,
dil 6gretimindeki yaklagimlar, yontemler ve teknikler, dilin etkili bir sekilde 6gretilmesini ve
ogrenenlerin dil becerilerini etkili bir sekilde gelistirmesini hedeflemektedir. Bu baglamda dil
ogretiminde dil becerilerinin etkisi kanitlanmis yontem ve yaklasimlarla gelistirilmesi 6n plana
cikmaktadir. Ungan’a gore, dort temel dil becerisinin i¢inde iiretime dayali becerilerden biri
olan yazma becerisi, bilgi elde etmenin ve bilgiyi hatirda tutmanin 6nemli yollarindan biridir.
Bu sebeple yazma 6grenilen bilgilerin uygulamasi niteligindedir. Yazma sayesinde bilginin
kalicilig1 artmakta ve dil gelisimi hizlanmaktadir (Ungan, 2007: 469). Nitekim Demirel, yazma
becerisinin diger becerilere nazaran arka plana atildig1 ve genellikle 6devlendirme seklinde
yapildigin1 ifade etmektedir. Alan yazindaki farkli calisma oOrneklerinde dort temel dil
becerilerinden biri olan yazma becerisinde ¢esitli problemlerle karsilagildigini gostermektedir.
Yapilan ¢alismalar incelendiginde (Bdliikkbas, 2011: 1361; Agik, 2008: 3; Kara, 2010: 682;
Kose, 2010: 22; Karababa, 2009: 27) 6grencilerin genellikle yazma becerilerinde sorun
yasadiklar1 gézlenmigstir. Karababa, yabancilarin Tiirkgeyi 0grenirken sesletimde ve seslerin
farkina varirken, yazmada bazi problemlerle kars1 karsiya kaldiklarini ifade etmistir (Karababa,
2009: 27). Acik, calismasinda 6grencilerden yiizde kirkindan yazma becerisinde sorun
yasadigina dair cevap almistir (Acgik, 2008: 3). Kose’nin ¢alismasinda kursiyerlerin yiizde
yetmis besi yazma becerisine yonelik “yapamam” ifadesini se¢mistir. (Kdse, 2004). Bu
caligmalar yazma becerisini gelistirmeye yonelik arastirmalarin yapilmasina ihtiyag
duyuldugunu ortaya koymustur. Bu sebeple ana dilde uygulama o6rnekleri goriilen Kuantum
Yazma Tekniginin yabancilara Tiirkce Ogretiminde Ogrencilerin yazma becerisindeki

basarilarina etkisinin incelenmesi planlanmistir.
Kuantum Ogrenme Modeli

Kuantum ifadesi, 20.yiizyilin basinda siyah cisim 1simasi ile ilgili yapilan deneyler
sonucunda ortaya ¢ikmis ve enerji paketi anlamina gelen 'kuanta' terimini Max Planck literatiire
kazandirmistir (Zengin & Aygiin, 1990). Kuantum teorisi Planck ve Einstein gibi bagarili bilim
adamlarini hatirlatmaktadir (Akpinar & Aydin, 2009). Kuantum fizigine gore, insan beynindeki
diistinceler oldukga kiigiik elektriksel sinyaller seklinde ortaya ¢ikar. Bu sinyallerin bir enerji

tiirli olmasi, diislincenin belirli bir diizeyde kuantum mekanigiyle iliskilendirilebilecegini
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gostermektedir. Kuantum, enerjiyi 1518a ¢eviren etkilesimdir. Kuantum 6grenme yaklagiminda
etkinlikler bireyin okul ve is hayatindaki enerjisini agiga ¢ikmaktadir (De Porter, 1999; akt:
Alaca & Ekici 2015).

Kuantum Ogrenme Modeli, bireyin akademik basarilarini ve yasam becerileri
gelistirmesini saglar, bir biitiin olarak kendini gergeklestirmesine katki saglamaktadir (Yilgen,
Baykara & Ari, 2012). Bu yaklasimda gozlem, deney, projeye ve senaryoya dayali
uygulamalarla yaparak yasayarak 6grenmeye dayali metotlar kullanilmalidir (Cakmak, 20).
Dolayisiyla kuantum 6grenmede kesin hedefler belirlenmez, hedefler esnek yapidadir. Bu
sebeple Kuantum Ogrenme Modeli bireysel farkliliklara hitap etmektedir. (Akpinar & Aydin,
2009). Kuantum 6grenme ve buna paralel yaklagimlarda 6grenme gozlenebilen ve dlgiilebilen
nitelikler olarak goriillmemeli, gézlemlenemeyen ve gozlenebilen taraflari da 6nemsenmelidir
(Akpmar & Aydin, 2009). Bu yaklasima dayanarak konuyla ilgili ¢aligmalarda 6grencinin
basarisinin yaninda 6grenme motivasyonu, tutumu ve kaygisina yonelik de aragtirmalar da
yapilmistir. Bu yaklagimin uygulandig1 bir ¢alismada 6grencilerin motivasyonunda, basari
seviyesinde, benlik algisinda ve giiven duygusunda olumlu yonde bir farklilik oldugu fark
edilmistir (Vos- Gronendal, 1991; akt: Ayvaz, 2007). Ayrica, Kuantum 6grenme ve 6gretme
stratejilerinin etkisine yonelik bir diger ¢alismada 6grencilerin, 6gretmenlerin ve velilerin tutum
ve davraniglar1 incelenmis, kuantum 6grenme uygulamasi yapilan siniflarin geleneksel siniflara
kiyasla daha basarili ve olumlu tutum kazandig1 goriilmiistiir. (Barlas, Campel & Weeks, 2002;
akt: Ayvaz, 2007). Bu sebeple Kuantum Ogrenme Modelinin bireyin yasam becerilerini

gelistirmede etkili bir model olabilecegi diisiiniilmektedir.

Kuantum Ogrenme Modelinde temel alian nokta dgrencinin iiretkenligine engel teskil
edebilecek durumlarin ortadan kaldirilip rahat bir O6grenme ortami olusturulmasina
dayanmaktadir. Kuantum 6grenme, 6grenme ortaminda yer alan fiziksel unsurlara da 6nem
gostermektedir. Ses, 151k, oturma diizeni gibi unsurlara 6grenme siirecinde 6nem verilmektedir.

Ogreticilere, ortamimin diizenlenmesi konusunda yol géstermektedir.

Alan yazinda Kuantum Ogrenme Modeliyle gergeklestirilecek egitim &gretim
sireclerinde asagidaki maddelere dikkat edilmesi onerilmektedir. (Usanmaz, Alc1 & Celikoz,

2017: 96; Altin, 2018: 25):

1. Neseli, eglenceli ve esitlikci bir smif ortamn olusturulmalidir. Ogrenenlerin

etkilesimini arttiracak nitelikte ortam olusturulmali.
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2. Ogrencinin 6grenme siirecinin merkezinde yer aldig1 ve dgretmenin rehber rolii

iistlendigi bir diizen olusturulmalidir.

3. Ogretmen ve Ogrenciler arasinda giivenli bag kurulmasi 6grencinin 6zglivenini

desteklemektedir.

4.Smif ortaminda kullanilacak materyaller dikkat cekici olmalidir. Duyulara hitap

edecek sekilde ve renklerde hazirlanmasi gerekmektedir.
5. Ortam sicaklig1 uygun olmalidir.

6. Derslerde birden fazla duyuya hitap edilmesi i¢in miizik, resim, hayal kurma, drama,

soru cevap gibi teknikler kullanilmalidir.

7. Huzurlu ve rahatlatici bir ortam olusturulmali. Zihni uyanik tutmak i¢in Barok miizik

tercih edilmelidir. Farkli miizik tiirleriyle de farkli havalar yaratilmalidir.

8. Ogrencilerin basaramama ve yanlis yapma korkularinm 6niine gececek etkinlikler

kullanilmalidar.
9. Ogretim yapilirken olumlu duygular olusturup 6grenmede siireklilik saglanmalidir.

10. Kendi 6grenme motivasyonunu saglama ve karsilasilan giicliiklere kars1 direngli

olmaya yonelik 6rnek olusturulmalidir.
11. Materyal se¢iminde 6grencinin 6grenme sitili dikkate alinmalidir.
12. Mevcut bilgiler eski 6grenmelerle iligkilendirilmelidir.
13. Derste yapilan eski etkinlikleri destekleyen ve pekistiren igerikler gelistirilmelidir.
14. Ogrencilerin 6grenmeyi dgrenmeleri saglanmalidir.
15. Ogretim programi esnek bir yapida olusturulmalidir.
16. Olumlu tutumu devam ettirebilmek i¢in gorsel uyaricilar kullanilmalidir.

Listelenen bu 6zellikler, bircok yaklasimin temel ilkeleriyle benzerlik olusturmaktadir.

Kuantum yazmaya yonelik yapilacak ¢alismalarda bu ilkelerin dikkate alinmasi gerekmektedir.

Kuantum 6grenmenin dil 6gretimiyle iliskisine deginecek olursak igerigin, ¢ok yonlii ve
giinliik yasamla iligkili olmas1 sarmal ve modiiler bir sekilde igerik gelistirme yaklagiminin
uygulanmasini gerektirmektedir. Kuantum Ogrenme Modeli dil 6gretim yontemlerinden biri

olan suggestopediadan ortaya c¢ikmistir. Suggestopedia, akla ve bilince bagli olmayan
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durumlar1 kontrol edip 6grenmeyi kolaylastiracak bi¢imde yeniden yapilandirmay1 hedefleyen,
pozitif Ogrenme psikolojisinin katkisiyla Ogrenmenin daha kolay gercekleseceginin
savunuldugu bir metottur (Hengirmen, 2006; Dogan, 2012: 306; akt: Celik, 2021). Bu yontemde
ogrenmeye karsit duyulan olumlu tutum ile 6grenmenin daha hizli ve sorunsuz bir sekilde

gerceklesecegi diisiiniilmektedir (Dogan, 2012: 306).

Kuantum Ogrenme Modelinde kazandirilacak beceriler “akademik beceriler” ve “yasam
boyu 6grenme becerileri” adiyla iki kategoride yer almaktadir. Akademik beceriler; not alma,
hafiza, hizli yazma ve etkili okuma tekniklerini, yasam becerileri ise etkin iletisimi,
miikemmelligin sekiz anahtarini1 ve yaratici sorun ¢ozme tekniklerini kapsamaktadir. Modelin
iceriginde bulunan bu teknikler dil becerilerini gelistirmeye yonelik kullanilabilecek
niteliktedir. Kuantum Ogrenme Modelinde 6grenenlerde bilginin disinda basariy1 arttiran
teknikler bulunmaktadir. Bu teknikler, Tablo 1’de goriildiigii gibi akademik beceriler ve yasam

becerileri basliklar1 ad1 altinda verilmektedir.

Tablo 1. Kuantum Ogrenme Becerileri (Deporter & Hernacki, 1992).

Akademik Beceriler Yasam Becerileri

(Caligma Stratejileri

Kuantum Yazma

*Hizli1 Yazma Teknigi Mikemmelligin Sekiz Anahtar1

*Salkimlama Teknigi [letisim ve Arkadaslik
Kuantum Okuma Yaratict Problem Cozme
Kuantum Hafiza Liderlik Becerileri

*Canlandirma Teknigi Kendine Giiven

*]liskilendirme Teknigi Sorumluluk

*Siiflama Teknigi Motivasyon

*Temel Hafiza Sistemi Teknigi Acik Hava Dersleri

Kuantum Not alma
*Zihin Haritas1 Teknigi

*Not Ay Teknigi
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Kuantum Ogrenme Modelinde yer alan akademik beceriler dil gretim siirecini
gelistirmeye yonelik teknikler icerdigi gibi yasam becerileri alt basligi da 6grenin sosyal aktor
olarak kabul edildigi ger¢ek yasam deneyimlerine dayali dil 6gretim siireglerine katki sunacagi

diistiniilmektedir.
Kuantum Yazma Teknigi

Kuantum 0Ogrenme, yazma etkinliginde yaraticilik becerisinin Oniindeki engelleri
ortadan kaldirmaya dayanmaktadir. Kuantum Ogrenme modeline dayanarak gelistirilen
Kuantum Yazma Teknigi, yazma siirecinde dil bilgisi kurallar1 ve noktalama isaretleri gibi
sinirlayict kriterleri goz ardi ederek, sag beyin aktivitelerini kullanarak renkleri ve hisleri
onemseyen bir yazma metodudur. Kuantum yazma, fakli bakis acilariyla bakarak siirece

sistematik bir yaklasim getirmektedir.

Kuantum Yazma Teknigi igerisinde yazi c¢emberi tekniginin siireclerini
barindirmaktadir. Yazi ¢emberi belirli bir siire i¢inde bireylerin nitelikli yazma etkinlikleri
ortaya koymasini saglamayir amaglayan bir tekniktir. Yazi Cemberi Teknigi, 6grencilerin
Ozgiivenini arttirmaktadir. Bu yaklasimda yazma siirecine on yazma ile baslanmaktadir.
Kuantum Ogrenme Modelindeki Yazi Cemberi Teknigi, yazma becerisinin gelistirilmesi
stirecine farkli bir perspektif sunmaktadir (Demir & Gedikoglu, 2007). Bilindik yaz1 yazma
faaliyetlerinden ayrilan bir yontemdir (Ar1 & Alaca, 2015). Bu teknikte, beynin her iki boliimii
de aktif sekilde kullanilir ve egitim ortaminda uygulamali olarak 6grenmeyi destekler. Bu
teknik kuantum 6grenme ilkelerine dayandigi i¢in, bireyin 6grenme tercihlerini gz onilinde

bulundurulmaktadir (Kanadli, Unal & Karakus, 2015).
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Sekil 1. Yazi Cemberi Teknigi Asamalari (Cift¢ibasi, 2021).

Bu teknigin asamalarindan 6n yazmada konuyla ilgili zihindeki biitlin bilgiler yazilir.
Salkimlama ve hizli yazma yontemlerinin siirece dahil edilmesiyle yazma siirecindeki
engellerin kaldirilmasi hedeflenir. Karalama boliimiinde yazarin, fikirlerini agik ve anlasilir
sekilde yazmasi amaglanir. Paylagsmada ise yazmin ikinci bir kisi tarafindan okunup
degerlendirmesi yapilir. Gézden gecirmede yazar, yazinin icerigiyle ilgili geri bildirim alir ve
buna gore diizeltmeler yapmaktadir. Son diizenleme, boliimiinde sol beynin editorliigii devreye
sokularak dil bilgisi, yazim hatalar1 ve noktalamalar diizeltilir. Siirecin sonunda kelimelerin
dogru kullanildigindan paragraflar arasindaki gecislerin tutarli, anlagilir oldugu
diistiniilmektedir ve 6grenciler 6grenmenin merkezinde yer alan, sorgulayan, 6z degerlendirme
yapabilen, yaratic1 diisiinen, Ogretmene sadece rehber olarak ihtiya¢ duyan ve kendi
ihtiyaglarini karsilayabilen konumdadir (Demir& Gedikoglu, 2007). Ogrencinin yaratic1 yazma
becerisinin oniindeki engellerin dniine gecip keyifli ve esnek bir 6gretim ortami olugturmaya
yonelik olup siire¢ i¢indeki uygulamalarla yazma becerisinin gelistirilmesinde engel teskil

edebilecek durumlarin ortadan kaldirilmasina dair oneriler sunmaktadir.
Yabancilara Tiirk¢e Ogretiminde Kuantum Yazma Teknigi

Karatay’a gore, temel dil becerilerinde olumlu gelisim saglamaya yonelik yontem ve

teknikler agirlikli olarak ana dil 6gretiminde gelistirilmistir. ikinci ve yabanci dil olarak Tiirkce
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ogretiminde kullanilan yaklasimlar ana dilde kullanilan yaklasimlarin uyarlamasindan
gelistirilmistir (Karatay, 2020: 413). Alan yazin incelendiginde Kuantum Yazma Teknigiyle
ilgili arastirmalara rastlanmamistir. Ancak farkli dillerin ikinci dil olarak 6gretiminde ve

Tirkgenin anadil olarak 6gretiminde ilgili caligmalara rastlanmistir.

Hanbay, Almancanin ikinci dil olarak 6grenilmesinde Kuantum Ogrenme Modelinin
etkisini arastirmistir. Yontemin Almancanin dgrenilmesine olumlu etkisinin oldugunu ortaya

koymustur (Hanbay, 2009).

Endonezya’da yapilan ¢alismada yaratici yazma becerisini gelistirmeye yonelik bir
modiil gelistirilmis ve yapilan ¢alismanin sonucunda gelistirilen modiiliin %85,81 oraninda

katilimcilar tarafindan yazma 6gretim siirecinde kullanilabilir oldugu diistintilmiistiir (Adnyana,

2015).

Yapilan bir baska arastirmada, Kuantum Ogrenme Modeline gore yapilan Tiirkge
derslerinin 6grencilerin dil becerilerine yonelik tutum ve kaygiya yonelik etkisi, bu 6grenme
modeline iliskin 6grenci goriisleri ve Tiirk¢e dersindeki uygulama siireci ele alinmistir. Tiirkge
derslerinde yapilan Ogretim etkinlikleriyle Ogrencilerin dinleme, konusma ve yazma
becerilerine ait kaygi 6l¢eklerinin sonuglarina gore yapilan etkinlikler deney grubunda pozitif
etki olusturmustur. Celik’in elde ettigi sonuglarda 6grencilerin en ¢ok yazma etkinliklerini
sevdikleri ve yazma etkinliklerine katilimin fazla oldugu sonucuna ulagilmistir. Dolayisiyla dort
temel beceriye yonelik gelistirilen bu ¢alismada Kuantum Ogrenme Modelinin, daha ¢ok yazma

becerisine olumlu etki ettigi sonucuna ulasilmistir (Celik, 2021).

Bir diger ¢aligma da Tiirk¢e 6gretiminde Kuantum Yazma Tekniginin 68renci basarisi
ve tutumlarini incelemeye yoneliktir. On testte alinan sonuglara gore; deney grubuna uygulanan
Kuantum Yazma Teknigi sonrast deney grubunun gelisiminde kontrol grubuna nazaran anlami

bir fark ortaya ¢iktig1 goriilmiistiir. (Aydin, 2018).

Ilgili literatirde Kuantum Yazma Teknigiyle ilgili ¢alismalarin yer almamasindan
dolay1 teknigin yabancilara Tiirkge Ogretiminde kullanilabilirligine yonelik arastirma
yapilmasmin gerekliligini ortaya koymustur. Buna dayanarak teknik ile ilgili arastirmalar
yapilmis ve teknigin Tiirk¢enin ikinci dil olarak 6gretiminde onemli bir yeri olan Diller i¢in
Avrupa Ortak Bagvuru Metnine uygunlugu dikkati ¢ekmistir. Kuantum Yazma Teknigi yazma
stireci i¢inde yaratici diisiinceyi gelistirmeye dayanmaktadir. Bu baglamda dil 6gretiminde esas
alinan ve dil 6gretim siirecleri i¢in evrensel bir ¢er¢ceve sunan Diller i¢in Avrupa Ortak Bagvuru

Metni incelendiginde yazma becerisine ait “Yaratict Yazma” bolimii dikkati ¢ekmektedir.
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Bununla birlikte yazma becerisine yonelik bolim “Yazili Uretim” ve “Yazili Etkilesim”
basliklar1 altinda yer almaktadir. Yazili Uretim boliimii “Genel Yazili Uretim” ve “Yaratict
Yazma”, “Raporlar ve Denemeler” seklinde {i¢ alt baghiga ayrilmistir. Sekil 2’de Diller igin

Avrupa Ortak Basvuru Metnindeki liretim etkinlikleri ve stratejileri tablo seklinde verilmistir.

Uretim etkinlikleri Uretim stratejileri

Sozlii iiretim Yazih iiretim

e 6zIG Greti e ureti
Genel sézl( Gretim Genel yazil Gretim Planlama

Kesintisiz monolog:

deneyimi betimleme Yaratici yazma

Telafi etme

Kesintisiz monolog:

. Raporlar ve denemeler
bilgi verme P

izleme ve onarma

Kesintisiz monolog:
bir sav ortaya koyma

Kamusal duyurular

izleyicilere hitap etme

Sekil 2. D-AOBM iiretim etkinlikleri ve stratejileri (D-AOBM Tamamlayici Cilt, 2020:65)

Kuantum diisiince modeli ise Sekil 3’te verilmistir. Sekil 3’te yaratici diislinmenin

kuantum diisiinme modelinin temelini olusturdugu goriilmektedir.
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Destekleyin

Sevin

Glivenin

Risk Alin

Eglenin

Ortaklik Yaratin

Biitiinle Tletisim Halinde Olun

izin Verin

Sadik Olun

Esnek Olun

Hedeflerinizi Bliyiitiin

Bir Vizyona Sahip Olun

Degisimle basa ¢ikma

Devaml Yaratici
Ogrenci Diisiinme

Sekil 3. Kuantum Diisiince Modeli (Altin, 2018)

Aydin’a gore: Kuantum Yazma Teknigi yazma becerisinde yaraticilifin 6niindeki
engellerin kaldirilmasina dayanir (Aydin, 2018). Buna dayali olarak ortaya atilan Kuantum
Yazma Teknigi de 6grencilerde yaratici yazma becerisini gelistirip, yaratict yazmanin 6niinde

olumsuz tutum olusturabilecek etkenleri ortadan kaldirmaya dayanmaktadir.
Arastirmanin Amaci

Anlatma becerilerinden biri olan yazma becerisinin gelistirilmesinde alternatif yontem
ve tekniklerin kullanilmasi, ¢agdas ve yeni yaklasimlarin takip edilip 6grenme ortamina dahil
edilmesinin 6grenme siirecini etkili ve verimli hale getirecegi diisiiniilmektedir. Bu sebeple
caligmanin amaci, Kuantum Yazma Tekniginin yabancilara Tirkc¢e Ogretiminde yazma

becerisini gelistirmede 6grencilerin yazma basarisina olan etkisini incelemektir.
Arastirmanin Problemi

Egitim ve Ogretimde yeni yaklasimlardan olan Kuantum Ogrenme Modeline
dayandirilarak gelistirilen Kuantum Yazma Tekniginin yabancilara Tiirk¢e 6gretiminde yazma

becerisini gelistirmede basar1 lizerindeki etkisini ortaya koymaktir.
Alt Problemler

Calismaya ait alt problemler su sekildedir:
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1. Tiirk¢eyi yabanci dil olarak 6grenen deney grubunun yazma becerisine yonelik on test

ve son test puanlar1 arasinda istatistiksel olarak anlamli bir fark bulunmakta midir?

2. Tirkgeyi yabanci dil olarak 6grenen kontrol grubunun yazma becerisine yonelik 6n test

ve son test puanlari arasinda istatistiksel olarak anlamli bir fark var midir?

3. Tiirk¢eyi yabanci dil olarak 6grenen deney ve kontrol grubunun yazma becerisine

yonelik 6n test puanlari arasinda istatistiksel olarak anlamli bir fark var midir?

4. Tirkgeyi yabanci dil olarak 6grenen deney ve kontrol grubunun yazma becerisine

yonelik son test puanlar1 arasinda istatistiksel olarak anlamli bir fark var midir?
YONTEM

Bu arastirmada, yabancilara Tiirk¢e dgretiminde B1 diizeyindeki 6grencilerin yazma
basarisi lizerindeki etkilerini incelemek amaciyla yar1 deneysel bir aragtirma tasarimi olan 6n
test-son test kontrol gruplu desen kullanilmistir. Deneysel arastirmalar, aragtirmacinin
olusturdugu farkliliklarin bagimli degisken iizerindeki etkisini incelemeyi amaglar. Bu
desenlerde temel hedef, degiskenler arasindaki neden-sonug iliskisini belirlemektir.
Aragtirmaci, bu hedefe ulasmak i¢in bagimsiz degiskenin farkli seviyelerini iceren islem
gruplarina rastgele atama yapar, bagimsiz degiskeni manipiile eder ve dissal degiskenleri

kontrol altinda tutar (Biiyiikoztiirk, Cakmak, Akgiin, Karadeniz, Demirel, 2024: 18).

Bu ¢alismada, Tiirk¢e 6grenen yabanci 6grencilerin bulundugu B1 diizeyindeki iki sinif
kullanilmis, deney ve kontrol gruplarinin olusturulmasinda secgkisiz atama yontemi
uygulanmigtir. Deney grubuna Kuantum Yazma Teknigi uygulanirken, kontrol grubuna

geleneksel (klasik) yazma teknikleri kullanilmistir.

Arastirmaya baglamadan 6nce, her iki grubun akademik basarisi 6l¢iilmiis, bu amagla
gruplara On Test uygulanmistir. Calismada veri toplama araci olarak, Tiirkgenin yabanci dil
olarak o6gretimi icin gelistirilen ve B1 ile B2 seviyelerine uygun dereceli puanlama anahtari

kullanilmistir (Kahveci, 2022).
Calisma Grubu

Aragtirma grubunu, 2024-2025 giiz yartyilinda, Karabiik Universitesi TOMER’de B1
seviyesinde Ogrenim goren 14’ deney, 15‘1 kontrol grubu olmak flizere 29 &grenci
olusturmaktadir. Calismaya katilan Yabanci uyruklu Ogrencilerin 15’1 erkek, 14’1 kiz

Ogrencidir. Arastirmaya katilanlarin 28’1 anadilleri disinda en az bir dil bilmektedir.

78



Akdeniz Egitim Arastirmalari Dergisi, Say1 51, Y1l 2025
Mediterranean Journal of Educational Research, Issue 51, Year 2025

Aragtirmaya katilanlarin tamami Tiirkiye’ye lisans egitimi alma amaciyla gelmistir.

Arastirmaya katilanlarin 5’1, 6 aydan uzun bir siiredir Tiirkiye’de yasamaktadir.
Arastirma Siireci

Arastirma Karabiik Universitesi TOMER’de B1 seviyesindeki yabanci uyruklu
ogrencilerle gergeklestirilmistir. Baslangicta deney ve kontrol gruplarinin basari diizeylerini
belirlemeye yonelik 6n test yapilmistir. Arastirma siirecinde, B1 diizeyindeki dgrencilere 6
farkli yazma etkinligi uygulanmis ve siirecin sonunda basar1 diizeyleri degerlendirilmistir.
Kuantum yazma teknigine uygun olarak hazirlanmis 6 farkli etkinlik iki farkli uzman goriisii
alindiktan sonra deney grubuna haftada belirlenen ii¢ saatlik zaman diliminde arastirmacinin
kendisi tarafindan uygulanmistir. Kontrol grubu ise geleneksel yazma yontemleriyle siireci
tamamlamistir. Yapilan uygulamalarin sonunda her iki gruba son basari testi yapilarak siireg
tamamlanmistir. Tiim uygulamalar arastirmacinin kendisi tarafindan gerceklestirilmis ve

deneysel siire¢ detayl bir sekilde takip edilmistir.
Verilerin Analizi

Verilerin analizinde gruptaki 6grenci sayisinin az olmasi nedeniyle Mann-Whitney U
testi kullanilmistir. Iki grubun ortalamalarmnin karsilastirilmasinda, veri sayisinin az olmasi ve
veri dagilimindaki normalite varsayiminin saglanamamasi gibi durumlar, iliskisiz 6rneklemler
icin t-testinin uygulanmasini engelleyebilir. Bu tiir durumlarda, t-testine alternatif olarak kabul
edilen ve parametrik olmayan karsilastirma testi Mann-Whitney U testi tercih edilebilir (Can,
2018: 126). Veri setlerinin ortalamalarini karsilastirmak icin Mann-Whitney U testi kullanilmis

ve gruplarin ortalamalar1 analiz edilerek kiyaslanmistir.
BULGULAR

Arastirmada yer alan deney ve kontrol grubundaki 6grencilere uygulanan 6n test ve son
test puanlariin normal dagilima uyup uymadigi analiz edilmistir. Gruplardaki 6grenci sayisinin
50’den az olmasi nedeniyle normallik degerlendirmesi i¢in Shapiro-Wilk testi tercih edilmistir.

On test ve son teste ait betimsel istatistikler Tablo 2’de yer almaktadur.
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Tablo 2. Shapiro-Wilk normallik testi sonu¢lar

Olciim Istatistik sd p
On test 193 29 009
Son test ,110 29 ,148

Tablo 2 incelendiginde 6n test puanlarinin p=0,009<0,05 normal dagilim gdostermedigi,
son test puanlarinin p=0,148<0,05 normal dagilim gosterdigi goriilmektedir. Verilerin

tamaminin dagilimi normal olmadig: igin non-parametrik analiz olan Mann-Whitney U testi

tercih edilmistir.
Birinci alt probleme yonelik bulgular:

Tiirkgeyi yabanci dil olarak 6grenen deney grubunun yazma becerisine yonelik 6n test

ve son test puanlar1 Tablo 3’te verilmistir.

Tablo 3. Deney Grubunun On Test ve Son Test Sonuglart

N Sira Ortalamasi Sira Toplam U p
On test 14 15,40 204 99 0,792
Son test 14 18,75 262,50 52,5 0,22

Deney grubunda yazma becerisinde bir artis gbzlemlenmis olup istatistiksel olarak

anlaml1 bir farklilik bulunmamaktadir (U=99 ve 52,5, p=0,792 ve 0,22).

Ikinci alt probleme yonelik bulgular:

Tiirkgeyi yabanci dil olarak 6grenen kontrol grubunun yazma becerisine yonelik 6n test

ve son test puanlar1 Tablo 4’te verilmistir.

Tablo 4. Kontrol Grubunun On Test ve Son Test Sonuclar

N Sira Ortalamasi Sira Toplami U p
On test 15 15,40 231 99 0,792
Son test 15 11,50 172,50 52,5 0,22

Kontrol grubunda yazma becerisinde bir diisiis gozlemlenmis olsa da, istatistiksel olarak

anlamli bir farklilik bulunmamaktadir (U=99 ve 52,5, p=0,792 ve 0,22).
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Uciincii alt probleme yénelik bulgular:

Tiirk¢eyi yabanci dil olarak 6grenen deney ve kontrol gruplarinin yazma becerisine

yonelik 0n test puanlar1 Tablo 5’te verilmistir.

Tablo 5. Deney ve kontrol grubu Mann-Whitney U o6n test sonuglart

Grup N Sira Sira U p
Ortalamasi Toplam
Kontrol 15 15,40 231
99 0,792
Deney 14 14,57 204

Arastirmada On test sonuglarinin analizinde kullanilan Mann-Whitney U testi
sonuclarina gore kontrol ve deney grubu arasinda anlamli bir fark tespit edilmemistir (U=99,
p>0,05). Elde edilen test sonuglarina gore kontrol ve deney gruplarinin uygulama oncesinde

yazma basarilarinin esit diizeyde oldugu sdylenebilir.
Doérdiincii alt probleme yonelik bulgular:

Tirkgeyi yabanci dil olarak 6grenen deney ve kontrol gruplarinin yazma becerisine

yonelik son test puanlar1 Tablo 6’da verilmistir.

Tablo 6. Deney ve kontrol grubu Mann-Whitney U son test sonug¢lart

Grup N Sira Sira U p
Ortalamasi Toplam
Kontrol 15 11,50 172,5
92,5 0,022
Deney 14 18,75 262,5

Arastirmada yapilan Mann-Whitney U testinden elde edilen sonuglara gore kontrol ve
deney grubu karsilastirildiginda son test sonuglarinda istatistiksel olarak anlamli bir fark tespit
edilmigtir (U=52,5, p<0,05). Yapilan test sonuglarina goére yabancilara Tiirk¢e 0gretiminde
yazma becerisinin gelisiminde Kuantum Yazma Tekniginin bagariy1 arttirmaya yonelik olumlu

etkisinin oldugu sdylenebilir.
TARTISMA, SONUC VE ONERILER

Bu calismada yabancilara Tiirkge 6gretiminde B1 seviyesindeki Ogrencilerin yazma

becerilerindeki basarilarina Kuantum Yazma Tekniginin etkisini incelemek amaglanmustir.
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Deney ve kontrol gruplarindaki 6grencilere uygulanan 6n test sonucunda iki grubun birbirine
denk oldugu belirlenmis ve deney grubuna alt1 haftalik siire¢ icinde Kuantum Yazma Teknigine
uygun yazma etkinlikleri yapilip, uygulanacak teknige uygun sekilde sinif ortami
diizenlenmistir. Kontrol grubu ise geleneksel yontemle ve sinif diizeniyle alt1 haftalik siireci
tamamlamistir. Elde edilen bulgular sonucunda Kuantum yazma teknigine uygun olarak
ogrenme ortaminda yapilan degisiklikler ve yazma siirecinde yapilan uygulama ve etkinliklerin
ogrencilerin yazma basarilarina olumlu yonde katki sagladigi goriilmiistiir. Deney ve kontrol
grubunun on test sonuglart denk oldugu goriilmesine ragmen siirecin sonunda deney grubunun
son test basarisi artig gosteritken kontrol grubunun basari puanlarinda azalma oldugu
goriilmiistiir. Kontrol grubundaki 6grencilerin bu durumu ise geleneksel yontemlerin Bl
seviyesinde yazma yeterliliklerine ulagsmada yetersiz kaldigi, bu sebeple alternatif yontem ve
yaklasimlarla 6grenci yazma becerilerinin desteklenmesi gerekliligini ortaya koymaktadir. Bu
durumun kontrol grubundaki 6grencilerin yazma siirecine yonelik motivasyon eksikligi,
geleneksel yontemlerin yazma becerisini gelistirmede yeterli olmamasi, ¢alisma siirecinde
dikkat veya ilgi kaybi, yazma becerisine yonelik olumsuz tutum gelistirilmesi gibi ¢esitli

faktorlerden kaynaklanmis olabilecegi diistiniilmektedir.

Yapilan uygulamalarin sonucunda deney grubunda bulunan 6grencilerin son testte daha
basarili sonuglar aldiklari, kontrol grubundaki Ogrencilere kiyasla puanlarinda olumlu
degisiklikler oldugu goriilmektedir. Bu yontemle ilgili yapilan diger ¢aligmalar (Demir,2006;
Hanbay, 2009; Ay, 2010; Cakir, 2013; Aydin, 2018) elde edilen bu sonuglar1 desteklemektedir.

Arastirmanin sonuglaria gore verilebilecek oneriler:

e Kuantum yazma tekniginin etkili bir sekilde uygulanabilmesi i¢in Oncelikle
Ogreticilerin, yalmizca bu teknige degil, ayni zamanda kuantum &grenme
yaklasimina dair yeterli bilgiye sahip olmalari gerekmektedir. Uygulama
siirecinde, yazma becerisinin gelisimini desteklemek amaciyla kavram
havuzundan secgerek yazma gibi alternatif yontemlerle birlikte kullanilmasinin
faydali olabilecegi diistinilmektedir. Ayrica, degerlendirme asamasinda akran
degerlendirmesi gibi yontemlere yer verilmesinin Ogrencilerin yazma

becerilerini gelistirmelerine katki saglayabilecegi diisiiniilmektedir.
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e Uygulama oncesinde, teknik i¢in gerekli materyallerin hazirlanmasi ve sif
ortaminin 6grenciye rahatlik saglayacak sekilde diizenlenmesinin 6nemli oldugu
diistintilmektedir. Etkinliklerin 6grencinin dil seviyesine uygun ve giinliik yagsam
becerilerini gelistirecek sekilde tasarlanmasinin yazma siirecine olan ilgiyi
artirabilecegi diisiiniilmektedir. Bununla birlikte, yaratict yazma becerisini
tesvik edecek etkinliklerin tercih edilmesinin ve siirecin baslangicinda yazim
kurallar1, noktalama ve kelime sayis1 gibi sinirlamalardan kaginilmasinin yazma
oncesinde 6grencilerin 6zgiivenini destekleyebilecegi diistinlilmektedir. Ayrica,
egitimdeki yenilik ve gelismelerin takip edilmesinin, kuantum yazma tekniginin

daha etkili bir sekilde uygulanmasina katki saglayabilecegi diistiniilmektedir.

e Gelecekte yapilacak arastirmalarda, kuantum yazma tekniginin yaratict yazma
becerisi lizerindeki etkisinin, 6z yeterlilik, 6z diizenleme, tutum ve motivasyon
gibi faktorlerle iligkisinin ele alinmasinin yararh olabilecegi diisiiniilmektedir.
Bunun yami sira, teknigin farkli dil seviyelerindeki ve yas gruplarindaki
uygulamalarinin etkilerinin arastirilmasinin, yontemin etkililigini ortaya
koymada 6nemli katkilar sunabilecegi diisiiniilmektedir. Kuantum o6grenme
yaklagiminin yabancilara Tiirk¢e 6gretiminde dort temel dil becerisi lizerindeki
etkilerini inceleyen g¢alismalarin, bu yontemin kapsamini daha iyi kavramaya

fayda saglayabilecegi diistiniilmektedir.
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THE EFFECT OF QUANTUM WRITING TECHNIQUE ON WRITING SKILLS IN
TEACHING TURKISH TO FOREIGNERS

EXTENDED ABSTRACT
INTRODUCTION

Language teaching is a planned and systematic process aimed at developing individuals'
competence in language use by enhancing four fundamental language skills. This process
considers the structural, semantic, and communicative aspects of language, aiming for

individuals to use their language skills effectively in various contexts (Demirel, 2012).

Language teaching evolves with constantly changing social and technological
dynamics. Today, international mobility has increased the significance of language teaching
activities. In recent years, advancements in communication technology have intensified
international relations. As a result, language teaching has gained increasing importance (Ozbay,
2010, pp. 11-12, cited in Hamaratli, 2015). Therefore, various methods and techniques are
employed in language teaching, focusing on learners' communication needs and the
development of their language skills. While traditional approaches emphasize linguistic
structure, modern language teaching prioritizes communication and interaction. This shift has
diversified teaching methods and contributed to the development of learners' different skills.
Consequently, approaches, methods, and techniques in language teaching aim to teach the
language effectively and enhance learners' language skills in an efficient manner. In this regard,
developing language skills through evidence-based methods and approaches has become a

priority.

According to Ungan, among the four basic language skills, writing is one of the
productive skills and serves to acquire and retain knowledge. Writing allows information to be
retained for longer periods and accelerates language development (Ungan, 2007, p. 469).
However, Demirel states that writing skills are often neglected compared to other skills and are
usually assigned as homework. Various studies in literature indicate that writing, as one of the
four fundamental language skills, presents several challenges. Research findings (Boliikbas,
2011, p. 1361; Acik, 2008, p. 3; Kara, 2010, p. 682; Kose, 2010, p. 22; Karababa, 2009, p. 27)
reveal that students frequently experience difficulties in writing. Karababa highlights those
foreigners learning Turkish face challenges in pronunciation and recognizing sounds, as well
as in writing (Karababa, 2009, p. 27). Acik's study found that 40% of students reported
difficulties in writing (Acik, 2008, p. 3). Kose's study revealed that 75% of the learners selected

87



Akdeniz Egitim Arastirmalari Dergisi, Say1 51, Y1l 2025
Mediterranean Journal of Educational Research, Issue 51, Year 2025

the phrase "I cannot do it" when referring to their writing skills (Kose, 2004). These studies

emphasize the need for further research on improving writing skills.

For this reason, it has been planned to examine the impact of the Quantum Writing
Technique, which has been applied in native language instruction, on the writing success of

students learning Turkish as a foreign language.
Research Aim

It is believed that using alternative methods and techniques in developing writing skills,
one of the expressive skills, and incorporating contemporary and innovative approaches into
the learning environment will make the learning process more effective and efficient. Therefore,
the aim of this study is to examine the impact of the Quantum Writing Technique on students'

writing success in teaching Turkish as a foreign language.
Research Problem

The problem of this study is to determine the impact of the Quantum Writing Technique,
which was developed based on the Quantum Learning Model—one of the new approaches in
education—on the success of improving writing skills in teaching Turkish as a foreign
language.

Sub-Problems
The sub-problems of the study are as follows:

1. Is there a statistically significant difference between the pre-test and post-test scores of

the experimental group learning Turkish as a foreign language in terms of writing skills?

2. s there a statistically significant difference between the pre-test and post-test scores of

the control group learning Turkish as a foreign language in terms of writing skills?

3. Is there a statistically significant difference between the pre-test scores of the

experimental and control groups learning Turkish as a foreign language in terms of
writing skills?

4. Is there a statistically significant difference between the post-test scores of the
experimental and control groups learning Turkish as a foreign language in terms of
writing skills?
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METHOD

In this study, a quasi-experimental research design with a pre-test and post-test control
group was used to examine the effects of the Quantum Writing Technique on the writing success
of Bl-level students learning Turkish as a foreign language. Experimental research aims to
examine the effects of researcher-created differences on the dependent variable. The primary
objective of such designs is to determine the cause-and-effect relationships between variables.
To achieve this goal, the researcher randomly assigns subjects to treatment groups that include
different levels of the independent variable, manipulates the independent variable, and controls

external variables (Biiyiikoztiirk, Cakmak, Akgiin, Karadeniz, Demirel, 2024, p. 18).

In this study, two B1-level classes consisting of foreign students learning Turkish were
used. The experimental and control groups were formed using a random assignment method.
While the Quantum Writing Technique was applied to the experimental group, traditional

(classical) writing techniques were used in the control group.

Before starting the research, both groups' academic performance was measured using a
pre-test. As a data collection tool, a rubric developed for teaching Turkish as a foreign language,
suitable for B1 and B2 levels, was used (Kahveci, 2022).

Study Group

The study group consists of 29 students enrolled in the B1 level at Karabiik University
TOMER during the fall semester of the 2024-2025 academic year. Of these students, 14 were
in the experimental group, and 15 were in the control group. The participants included 15 male
and 14 female foreign students. Among them, 28 students speak at least one language other
than their native language. All participants came to Turkey to pursue undergraduate education.
Additionally, five of the participants have been living in Turkey for more than six months.

Research Process

The research was conducted with Bl-level foreign students at Karabiik University
TOMER. At the beginning of the study, a pre-test was administered to determine the initial
academic performance levels of the experimental and control groups. Throughout the research
process, six different writing activities were implemented for Bl-level students, and their

success levels were assessed at the end of the process.

The six different activities, prepared in accordance with the Quantum Writing

Technique, were reviewed by two experts before being implemented in the experimental group.
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These activities were conducted by the researcher for three hours per week. The control group,
on the other hand, completed the process using traditional writing methods. At the end of the
applications, a final success test was administered to both groups, concluding the process. All
applications were carried out by the researcher, and the experimental process was meticulously

monitored.
Data Analysis

Since the sample size was small, the Mann-Whitney U test was used for data analysis.
When comparing the means of two groups, factors such as a small sample size and failure to
meet the normality assumption may prevent the application of an independent samples t-test.
In such cases, the Mann-Whitney U test, which is considered a non-parametric alternative to
the t-test, can be used (Can, 2018, p. 126). The Mann-Whitney U test was employed to compare
the means of the datasets, and group averages were analyzed for comparison.

DISCUSSION , CONCLUSION AND RECOMMENDATIONS

This study aimed to examine the impact of the Quantum Writing Technique on the
writing success of Bl-level students in teaching Turkish as a foreign language. The pre-test
results applied to both the experimental and control groups showed that the two groups were
equivalent. Over a six-week period, writing activities in line with the Quantum Writing
Technique were carried out in the experimental group, and the classroom environment was
arranged accordingly. The control group, on the other hand, completed the six-week process
using traditional methods and classroom arrangements. The findings indicate that the
modifications made to the learning environment in accordance with the Quantum Writing
Technique, along with the implemented writing activities, positively contributed to students’
writing success. Although the pre-test results showed equivalence between the experimental
and control groups, the post-test results demonstrated an increase in the success of the
experimental group, whereas a decrease was observed in the success scores of the control group.
This decline in the control group suggests that traditional methods are insufficient in achieving
writing proficiency at the B1 level, highlighting the necessity of supporting students' writing
skills with alternative methods and approaches. Various factors, such as lack of motivation
toward the writing process, the inadequacy of traditional methods in developing writing skills,
loss of attention or interest during the study, and the development of negative attitudes toward

writing, may have contributed to this outcome in the control group.
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The results of the study show that students in the experimental group achieved higher
scores on the post-test and experienced positive changes in their scores compared to the control
group. Other studies on this method (Demir, 2006; Hanbay, 2009; Ay, 2010; Cakir, 2013; and
Aydin, 2018) support these findings.

Recommendations based on the research findings:

e For the effective implementation of the Quantum Writing Technique, instructors
should not only be well-versed in this technique but also have sufficient knowledge of
the quantum learning approach. During the implementation process, integrating
alternative methods such as concept mapping-based writing could be beneficial for
supporting writing skill development. Additionally, incorporating peer evaluation
methods during the assessment stage may contribute to students’ improvement in

writing skills.

e Before implementation, preparing the necessary materials and arranging the classroom
environment to ensure student comfort is considered essential. Designing activities
that align with students’ language proficiency levels and enhance their daily life skills
may increase their interest in the writing process. Moreover, selecting activities that
encourage creative writing and avoiding strict rules related to spelling, punctuation,
and word count at the beginning of the process may help boost students’ confidence
before writing. Keeping up with innovations and advancements in education is also
expected to contribute to the more effective application of the Quantum Writing

Technique.

e Future research could examine the relationship between the Quantum Writing
Technique and factors such as creative writing skills, self-efficacy, self-regulation,
attitude, and motivation. Additionally, investigating the effects of the technique across
different language proficiency levels and age groups could provide valuable insights
into its effectiveness. Studies exploring the impact of the quantum learning approach
on all four core language skills in teaching Turkish as a foreign language may also

help to better understand the scope of this method.
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Kazilik Koca Oglu Yigenek Hikayesinin Sorumluluk Degeri Acisindan
Incelenmesi

Hulusi Gegcgel V™ & Elif Gokcen Ding ?

Ozet: Degerler, bir toplumu ayakta tutan temel unsurlardandir. Ozellikle egitim kurumlarinda degerlerin
ogrencilere aktarilmasi, nesillerin yetistirilmesinde ve toplumun devamliliginda bilyiikk 6nem tagir. Degerleri
Ogretmenin ¢esitli araglari, yollar1 ve yontemleri mevcuttur. Halk anlati iiriinlerinin en 6nemlilerinden biri olan
Dede Korkut Hikayeleri de okullarda degerleri 6gretmede kullanilabilecek degerli araglardan biridir. Bu
aragtirmada, "Kazilik Koca oglu Yigenek” hikdyesinin sorumluluk degerinin &gretiminde kullanilabilirligi
incelenmistir. Arastirmada nitel arastirma modellerinden dokiiman incelemesi yontemi kullanilmistir. Arastirma
sonucunda, destandaki bélimlerin sorumluluk degerini dgretmek igin elverisli metinler oldugu sonucuna

ulagilmastir.
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Examination of the Story of Kazihk Koca Oglu Yigenek in Terms of
Responsibility Value

Abstract: Values are one of the basic elements that keep a society standing. Especially in educational institutions,
transferring values to students is of great importance in raising generations and in the continuity of society. There
are various tools, ways and methods of teaching values. Dede Korkut Stories, one of the most important folk
narrative products, is also one of the valuable tools that can be used in teaching values in schools. In this research,
the usability of the story "Kazilik Koca oglu Yigenek" in teaching the value of responsibility was examined. In the
research, the document review method, one of the qualitative research models, was used. As a result of the research,

it was concluded that the sections in the epic were suitable texts for teaching the value of responsibility.
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GIRIiS

Deger kavram Tiirk¢e Sozliik’te “Bir seyin dnemini belirlemeye yarayan soyut 6l¢i,
bir seyin degdigi karsilik; fehamet, kadir, kiymet” (TDK, 2024) olarak tanimlanmuistir.
Toplumdaki hizli sosyo kiiltiirel ve ekonomik degisimlerle farklilasan degerler ayn1 zamanda
toplumun sosyo kiiltiirel 6gelerine de anlam veren en &nemli dlgiitlerdir (Ozensel, 2003).
Degerler tipki dil, kiiltiir ve yasayis bi¢imi gibi her topluma gore degiskenlik gosterdiginden
milli kabul edilebilir. Ciinkii her millet diinyay1 algilayigina gore kendi degerler sistemini insa
eder. Toplumda bu kadar 6nemli bir role sahip olan degerlerin de egitimdeki yeri ve dnemi
yadsinamaz. Bu ylizden okul egitim 6gretim siirecinde degerlerin 6grencilere egitimine 6zen
gosterilmelidir (Ozbay ve Karakus Taysi, 2011). Degerlerin kazandirildig1 en 6nemli yerlerden
biri olan okullar, c¢esitli araclarla degerleri 6grencilere aktarmada arag gorevi iistlenirler. Bu

gorevde ise rol en ¢ok Tiirkce dersine diismektedir (Demir ve Ozdemir, 2013).

Bir 6ns6z ile on iki hikdyeden olusan ve Tiirk edebiyatinin en 6nemli eserlerinden biri
olan Dede Korkut da bunlardan biridir (Tiiliicii, 1990). Dede Korkut destanlarinin giiniimiize
ulasan en 6nemli iki yazili 6rnegi, Dresden ve Vatikan kiitiiphanelerinde muhafaza edilen el
yazmalaridir. 19. ylizyihn baslarinda kesfedilen Dresden niishasi, uzun yillar bu destanlar
lizerine yapilan ¢aligmalarda bagvuru kaynagi olmustur. Daha sonra, 20. ylizyilin ortalarinda
Vatikan niishasinin da varlig1 6grenilmis olsa da, bilim insanlar1 genellikle daha 6nce bulunmus
ve daha kapsamli oldugu diisiiniilen Dresden niishasi {izerinde yogunlagmislardir (Ergin, 1989:

56). Metin Ekici tarafindan 2019 yilinda son niishasi da bulunmustur (Ekici, 2019: 9-14).

Dede Korkut Hikayeleri, Tiirk toplumlarinin yiizyillar 6nceki ortak aklini, vicdanini ve
diinyanin birlestiren, manevi degeri yiiksek bir kiiltiirel mirastir. Icerisinde barindirdigi milli
unsurlar ve motifler sayesinde, Tiirk milletinin varligindan itibaren sahip oldugu erdemleri
iceren, tarihi, edebi ve sosyo-kiiltiirel agidan zengin, bir eserdir. Tiirk'liin torelerini, diinyadaki
degerleri ve toplumsal degerleri aktaran bu hikayeler, bir milli destani tagimanin 6tesinde, Tiirk
toplumunun tarihini ve kiiltiirel birikimi yansitan bir "Tore kitab1" olarak da degerlendirilebilir

(Torun, 2011).

Oguz Tirklerinin bilinen en eski epik destansi hikayeleri olan Dede Korkut
Hikayeleri’nin Dresden (Almanya) ve Vatikan niishalar haricinde Iran, Ankara ve Bursa’da

olmak tizere toplamda bilinen bes yazma niishas1 bulunmaktadir (Soba, 2023).

I¢inde pek ¢ok deger barindiran Dede Korkut Hikayeleri dogrudan ya da dolayl olarak
okul ders kitaplarinda ya da gesitli etkinliklerle yer alabilir (Deveci, Belet ve Tiire, 2013). Dede
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Korkut Kitabi; Tirk Dili, kiiltiirti, edebiyati, tarihi ve sanati bakimindan tasidig1 deger kadar
giiniimiiz egitim sisteminin temel problemlerine ¢6ziim liretmede ve Tiirk milli egitimin genel
amaglarmin gergeklestirilmesinde, geng nesillere deger egitimi verilmesinde kullanilabilecek
bir eser olarak da degerlendirilebilir. (Giiltekin, 2015). Dolayisiyla Dede Korkut hikayeleri;
icinde barindirdig1 didaktik, pedagojik ve epik mesajlar igermede zengin oldugu i¢in ¢ocuklara
toplumsal degerlerin aktarilmasinda ve iginde bulunduklar kiiltiiriin yasatilmasinda arag olarak

kullanilmalidir (Atmaca, 2022).

Literatiir taramas1 yapildiginda Dede Korkut’ta bulunan degerlerle ilgili pek cok
calismanin yapildigi gériilmiis (Altunbay, 2016; Deveci, Belet ve Tiire, 2013; Ozbay ve
Karakus Taysi, 2011; Ozdemir, 2017; Susar, 2015; Karasu, 2018; Tural, 2018; Sénmez, 2024;
Kargiga 2016; Yal¢in ve Sengiil, 2004; Sezer, 2019) ancak belirli bir hikayenin sorumluluk

degeri agisindan incelenmesine rastlanilmamustir.
Arastirmanin Amaci

Bu calismanin amaci; Dede Korkut Hikdyeleri’nden olan “Kazilik Koca Oglu Yigenek
Hikayesi’nin degerler egitimi agisindan incelenmesidir. Arastirmada su alt problemlere yanit

aranmistir:

1- Destanin hangi boliimlerinde sorumlulukla ilgili olaylar ve durumlar yer almaktadir ve

bu olaylar sorumluluk degerini nasil pekistirmektedir?

2- Destandaki hangi karakterler iizerinden sorumluluk degeri vurgulanmaktadir ve bu

karakterlerin sorumluluk algilar1 nasil sekillenmektedir?
YONTEM

Arastirmada, nitel arastirma desenlerinden biri olan dokiiman incelemesi yontemi
kullanilmistir. Dokiiman incelemesi, arastirmanin amacina yonelik olgulara dair bilgi i¢eren
yazili materyallerin analiz edilmesini kapsamaktadir (Y1ildirim ve Simsek, 2021). Calismada bu
yontemin secilmesi, Dede Korkut Hikayeleri’'nden “Kazilik Koca Oglu Yigenek Hikayesi”

tizerinden sorumluluk degerinin 6gretimini inceleme hedefine uygunluk gostermektedir.
Veri Toplama Araci

Bu arastirmada kullanilan veri toplama araci, dokiimanlardir. Arastirma, yazih
materyallerin incelenmesine dayandigi i¢in veri kaynagi olarak Dede Korkut Hikayelerinden

"Kazilik Koca Oglu Yigenek Hikdyesi” segilmistir. Bu arastirmanin Orneklem belirleme
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siirecinde olasiliga dayali olmayan bir yontem olan amacli 6rnekleme teknigi kullanilmistir.
Amagli 6rnekleme, arastirmanin hedefleri dogrultusunda en uygun durum, kisi veya nesnelerin
secilmesini icermektedir (Balci, 2007). Bu dogrultuda, Dede Korkut Hikayelerinden Kazilik
Koca Oglu Yigenek Hikayesi sorumluluk degerinin 6gretimi agisindan uygun goriilmiis ve bu

dogrultuda analiz edilmistir.
Veri Analizi

Calismada elde edilen verilerin sistemli bir sekilde ¢oziimlenebilmesi ve anlamli bir
biitiinliik olusturabilmesi igin icerik analizi yontemi kullanilmistir. igerik analizinin temel
amaci, yalnizca verilerin yiizeysel olarak degerlendirilmesi degil ayn1 zamanda bu verilerin
altinda yatan kavramlar1 ve bu kavramlar arasindaki iligkileri ortaya koyarak daha
derinlemesine bir inceleme gerceklestirmektir (Cepni, 2012). Bu dogrultuda, arastirmada Dede
Korkut Hikayelerinden "Kazilik Koca Oglu Yigenek Hikdyesi" analiz edilerek sorumluluk
degerinin 6gretimi ac¢isindan hikdyedeki karakterlerin davranislari, olay 6rgiisii, kullanilan dil

ve vurgulanan temalar detayli bir sekilde incelenmis ve i¢erdigi unsurlar belirlenmistir.
BULGULAR

Destanin hangi boliimlerinde sorumlulukla ilgili olaylar ve durumlar yer almaktadir ve

bu olaylar sorumluluk degerini nasil pekistirmektedir?

“Kazulik Koca derlerdi bir kisi var idi. Bayindwr Han'in veziri idi. Sarabin keskini basina
¢ctkti. Kaba dizi iizerine ¢oktii. Bayindir Han'dan akin diledi. Bayindir Han izin verdi. Nereye
istersen git dedi. Kazilik Koca is gérmiis, ise yarar odamdu. Ise yarar yashlarini yanina toplad,

techizat ve levazimi ile yola girdi. Cok daglar, dere tepe gegti.” (Ergin, 1989: 98)

Hikayenin basinda Kazilik Koca tanitilirken onun is goren, ise yarar bir adam
oldugundan bahsedilir. Bayindir Han’dan akin dilemesi ve yola koyulmasi Kazilik Koca’nin,
boyu i¢in fetih sorumlulugunu dileyen, bunun getirecegi tiim sonuglar1 kabul eden sorumluluk
sahibi bir kisi oldugunu gosterir. Bayindir Han’1n ise bir lider olarak vezirine istedigi akini
onaylamasi, bu kararin dogurabilecegi sonuglar konusunda bir dereceye kadar sorumluluk
aldigim1 gosterir. Bu durum, liderlerin kararlarinin sonuglari konusunda sorumlu olduklarini
dolayli olarak gosterir. Ardindan Kazilik Koca’nin yanina aldigi bilgili, is goren yash kisileri
yanina almasi, yaglilari bilgi ve deneyimlerini bu durumda paylasmalar1 bakimindan da

sorumluluk aldiklarini gosterir.
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“Yigenek bu haberi isitince yiiregi oynadi, kara bagri sarsildi. Kalkti. Bayindir Han'in

huzuruna vardi, yere yiiz koydu, der:
Sabah erken sapa yerde dikilince ak otaga
Atlas ile yapilinca mavi golgelikli
Tavla tavia cekilince yigit ath
Caginp yardim isteyince bol ¢avusla
Calkandiginda yag dokiilen bol nimetli
Darda kalmig yigidin arkast
Zavallinin bicarenin timidi
Tiirkistanin diregi
Yirtict kusun yavrusu
Amit suyunun aslant
Karacugun kaplani
Devletli han medet
Bana asker ver, beni babamin esir oldugu kaleye génder dedi.” (Ergin, 1989: 98)

Hikayenin ilerleyen boliimlerinde babasi Kazilik Koca’nin kagirildigimi  6grenir
ogrenmez Yigenek’in, onu kurtarmak i¢in Bayindir Han’in huzuruna ¢ikip onu kurtarmaya
gitmek i¢in aman dilenmesi aile bagmin giicli geregi Yigenek’in ailesine ve babasina karsi

sorumlulugunun oldugunu gosterir.

Bunun disinda Yigenek’in hiikiimdar1 Bayindir Han’a hitap ederken onu tanimladig:
“Darda kalmis yigidin, arkasi, zavallinin bicarenin iimidi, Tiirkistan’in diregi, yirtict kusun
yavrusu, amit suyunun aslant, karacugun kaplani, devletli han medet” sifatlar1 da dolayli olarak

Bayindir Han’1n, boyuna kars1 sorumluluklarini ifade eder.

“Bayindwr Han buyurdu, yirmi dort sancak beyi gelsin dedi. Once Demirpark
Derbendinde bey olan, kargi mizrak ucunda er bogiirten, hasima yetistiginde kimsin diye
sormayan Kryan Sel¢uk oglu Deli Diindar seninle beraber varsin dedi. Aygir gézler suyundan

at yiizdiiren, elli yedi kalenin kilidini alan eylik koca oglu diilek evren beraber varsin dedi. Cift
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burctan kayin oku durmadan gecen yagrinci oglu kalmis seninle beraber varsin. Ug kerre
diisman gérmese kan aglayan togsun oglu riistem beraber varisn dedi. Ejderhalar agzindan
adam alan deli evren beraber varsin. Yeryiiziiniin bir ugundan bir ucuna yetiseyim diyen sogan
sart beraber varsin. Sayilmakla oguz erenleri tiikense olmaz. Bayindir han yirmi dort kahraman

sancak beyini yigenege arkadashiga verdi. Beyler toplanp hazirliklarimi yaptilar.” (Ergin,
1989: 99)

Yirmi dort sancak beyinin Bayindir Han'in emrine amade olmasi, hiikiimdara baglilik
ve itaat duygusunu yansitmaktadir. Beyler, hiikiimdarin verdigi gorevi yerine getirmek icin
kisisel ¢ikarlarini bir kenara birakmakta ve toplu bir sekilde hareket etmektedirler. Metinde
bahsedilen her bir bey, kendine 6zgii yetenek ve becerilere sahiptir. "Kargi mizrak ucunda er
bogiirten", "elli yedi kalenin kilidini alan" gibi ifadeler, beylerin savas¢1 kimliklerini ve bu
alandaki uzmanliklarin1 vurgulamaktadir. Bu durum, bireylerin toplum i¢indeki rolleri ve bu
rollere uygun olarak iistlendikleri sorumluluklar1 gostermektedir. Beylerin, Yigenek’e yardim
etmek i¢in bir araya gelmesi, onlarin toplumsal bir gérevi yerine getirdiklerini gostermektedir.
Bu gorev, hem kisisel iligkiler (Yigenek’in babasinin esir olmasi) hem de daha genis anlamda
toplumsal bir sorumluluk (hiikiimdara itaat, adaleti saglamak) icermektedir. Bayindir Han, bu
olayda hem liderlik hem de sorumluluk roliinii iistlenmektedir. Hiikiimdar olarak, halkinin

giivenligini saglamak ve adaleti tesis etmek gibi daha genis kapsamli sorumluluklar1 oldugu

metinde ima edilmektedir.
SONUC

Bu ¢alisma, Dede Korkut hikayelerinden biri olan "Kazilik Koca Oglu Yigenek"
tizerinden edebi metinlerin sorumluluk degerinin 6gretiminde kullanilabilirligi incelemistir.
Hikayede, Yigenek'in ailesine, toplumuna ve verdigi sozlere karst sorumluluklarinin
vurgulanmasi, bu degerlerin edebi bir metin aracilifiyla nasil islenebileceginin 6nemli bir

gostergesidir.

Analiz sonuglari, hikdyede sorumlulugun hem dogrudan hem de dolayli olarak islendigi
sonucunu ortaya koymustur. Yigenek’in babasinin ogiitleri, verdigi sozlere bagliligi ve
toplumsal sorumluluk bilinci, sorumluluk degerinin dogrudan anlatimina ornek tegkil
etmektedir. Ote yandan, Yigenek’in yasadig1 maceralar ve karsilastig1 zorluklar, sorumlulugun
onemini dolayli olarak vurgulamaktadir. Hikdyenin bu yapisi, Ogrencilerin sorumluluk

kavramini farkli boyutlariyla anlamalarina ve i¢sellestirmelerine olanak tanir.
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Elde edilen bulgular, "Kazilik Koca Oglu Yigenek" hikayesinin Tiirk¢e derslerinde
sorumluluk degeri iizerine etkinlikler diizenlemek i¢in zengin bir kaynak oldugunu
gostermektedir. Hikaye, 6grencilerin dikkatini ¢ekerek onlari okumaya tesvik ederken, ayni
zamanda onlara 6nemli bir sosyal deger olan sorumlulugu 6gretme firsati sunar. Bu baglamda,
hikdyeden yola c¢ikarak yapilan tartigmalar, drama calismalari, yazma etkinlikleri ve proje
caligmalari, 0grencilerin hem dil becerilerini gelistirmesine hem de sorumluluk bilincini

giiclendirmesine katki saglayabilir.

Sonug olarak bu calisma "Kazilik Koca Oglu Yigenek" hikayesinin, Tiirk edebiyatinin
onemli bir eseri olmasinin yani sira, Tiirk¢e derslerinde sorumluluk degeri tizerine etkili bir
Ogretim araci olarak kullanilabilecegini ortaya koymustur. Bu tiirden metinler, edebiyatin
sadece dil becerilerini gelistirmek degil, ayn1 zamanda Ogrencilerin ahlaki degerlerini
sekillendirmek ve topluma duyarli bireyler yetistirmek i¢in de 6nemli bir ara¢ oldugunu

gostermektedir.
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EXAMINATION OF THE STORY OF KAZILIK KOCA OGLU YIGENEK IN
TERMS OF RESPONSIBILITY VALUE

EXTENDED ABSTRACT

The concept of value is defined as an abstract measure used to determine the importance
of something and is one of the most important criteria that give meaning to the socio-cultural
elements of society. With rapid socio-cultural and economic changes in societies, values vary
and it is seen that each nation builds its own value system. Values, like language, culture and
way of life, differ according to each society and can be considered national. It is of great
importance for students to acquire values in school education and Turkish language lessons

play an important role in this task.

Dede Korkut Tales are one of the important works of Turkish literature and include
values such as family unity, love, honesty, respect, aesthetics, courage, honor, solidarity,
patriotism, generosity and compassion. These stories play an important role in the transmission
of Turkish culture from generation to generation and in the acquisition of social values. Dede
Korkut Stories are similar to the values included in today's primary education programs and can

be used as an important source for value education.

Translated with DeepL.com (free version)Dede Korkut Tales contain didactic,
pedagogical and epic messages and can be used as a tool for transferring social values to
children. These stories can play an important role in producing solutions to the basic problems
of today's education system as well as their value in terms of Turkish language, culture,
literature, history and art. The Book of Dede Korkut is considered as a work that can be used in
realizing the general aims of Turkish national education and providing value education to young

generations.
Purpose of the Study

The aim of this study is to analyze “Kazilik Koca Oglu Yigenek Story”, one of the Dede
Korkut Stories, in terms of values education. In the research, answers to the following sub-

problems were sought:
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1- In which parts of the epic are there events and situations related to responsibility and

how do these events reinforce the value of responsibility?

2- Through which characters in the epic is the value of responsibility emphasized and

how are their perceptions of responsibility shaped?
METHOD

Document analysis method, one of the qualitative research designs, was used in the
study. Document analysis involves analyzing written materials containing information about
the facts for the purpose of the research (Yildirim & Simsek, 2021). The choice of this method
in the study is in line with the goal of examining the teaching of the value of responsibility

through the “Kazilik Koca Oglu Yigenek Story” from Dede Korkut Stories.
Data Analysis

Content analysis method was used to analyze the data obtained in the study in a
systematic way and to create a meaningful integrity. The main purpose of content analysis is
not only to evaluate the data superficially, but also to perform a more in-depth examination by
revealing the concepts underlying these data and the relationships between these concepts
(Cepni, 2012). In this direction, “Kazilik Koca Oglu Yigenek Story” from Dede Korkut Stories
was analyzed in the study and the behaviors of the characters in the story, the plot, the language
used and the themes emphasized were examined in detail in terms of teaching the value of
responsibility and the elements it contains were determined.

CONCLUSION

When Kazilik Koca is introduced at the beginning of the story, it is mentioned that he
is a man of action, a useful man. The fact that he asks Baymdir Khan for a raid and sets off
shows that Kazilik Koca is a responsible person who wishes for the responsibility of conquest
for his tribe and accepts all the consequences that this will bring. The fact that Bayindir Khan,
as a leader, approves the raid requested by his vizier shows that he takes some degree of
responsibility for the consequences of this decision. This indirectly shows that leaders are
responsible for the consequences of their decisions. Kazilik Koca's subsequent recruitment of
knowledgeable and capable elders shows that the elders also take responsibility for sharing their

knowledge and experience in this situation.

Later in the story, as soon as Yigenek learns that his father Kazilik Koca has been

kidnapped, he appears before Bayindir Khan and begs for mercy to go to his rescue, which
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shows that Yigenek has a responsibility towards his family and his father due to the strength of

the family bond.

The fact that twenty-four sanjak beys are at the disposal of Bayindir Khan reflects a
sense of loyalty and obedience to the ruler. The beys put aside their personal interests and act
collectively to fulfill the task assigned by the ruler. Each of the beys mentioned in the text
possesses unique talents and skills. Phrases such as “the one who ‘bellowed soldiers on the tip
of'a spear’ and ‘the one who took the locks of fifty-seven castles’ emphasize the warrior identity
of the beys and their expertise in this field. This shows the roles of individuals in society and
the responsibilities they assume in accordance with these roles. The fact that the beys come
together to help Yigenek shows that they fulfill a social duty. This duty involves both personal
relationships (Yigenek's father being a captive) and a broader social responsibility (obedience
to the ruler, ensuring justice). In this case, Bayindir Khan assumes the role of both leadership
and responsibility. It is implied in the text that he has broader responsibilities as a ruler, such

as ensuring the safety of his people and establishing justice.

This study examines the usability of literary texts in teaching the value of responsibility
through “Kazilik Koca Oglu Yigenek”, one of the Dede Korkut stories. In the story, Yigenek's
responsibilities towards his family, society and his promises are emphasized, which is an

important indicator of how these values can be processed through a literary text.

The results of the analysis revealed that responsibility is addressed both directly and
indirectly in the story. Yigenek's father's advice, his adherence to his promises and his
awareness of social responsibility are examples of direct expression of the value of
responsibility. On the other hand, Yigenek's adventures and the difficulties he encounters
indirectly emphasize the importance of responsibility. This structure of the story allows students

to understand and internalize the concept of responsibility in different dimensions.

The findings show that the story “Kazilik Koca Oglu Yigenek” is a rich resource for
organizing activities on the value of responsibility in Turkish lessons. While the story attracts
students’ attention and encourages them to read, it also offers them the opportunity to teach
responsibility, an important social value. In this context, discussions, drama activities, writing
activities and project studies based on the story can contribute to both developing students'

language skills and strengthening their sense of responsibility.

In conclusion, this study has revealed that the story “Kazilik Koca Oglu Yigenek”,

besides being an important work of Turkish literature, can be used as an effective teaching tool
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on the value of responsibility in Turkish lessons. Such texts show that literature is an important

tool not only for developing language skills but also for shaping students' moral values and

raising socially sensitive individuals.
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