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Bu arastirmanin amaci ilkokul 2. sinif 6grencilerin Gardner’in
Coklu Zeka Kurami dogrultusunda belirledigi zeka alanlarindan
biri olan sozel-dilsel zeka dizeyleri ile Tirkce dersine yonelik
tutumlarini belirlemek ve bu zeka alaninin gelistiriimesi ile
Turkce dersine yonelik tutumlarinda sozel zeka oyunlarinin
etkisini  incelemektir. Bu arastirma nicel arastirma
yontemlerinden 6n test-son test kontrol gruplu yari deneysel
desen kullanilarak yiratilmistdar. Arastirmanin calisma grubunu
Malatya ili Yesilyurt ilgesinde bir devlet okulunda 6grenim géren
ilkokul 2. sinif 6grencileri olusturmaktadir. Zaman, isgicd,
maliyet gibi kisitlayici unsurlar sebebiyle evrenin uygun ve
kolayca ulasilabilen kesimi secilerek uygun 6rnekleme yontemi
kullanilmistir. Calismada veri toplama araclari olarak 6grencilerin
sozel-dilsel zeka dizeylerini belirleyebilmek icin Susar Kirmizi
(2006) tarafindan gelistirilen “Cocuklar icin Coklu Zeka Olgegi”,
Turkce dersine vyonelik tutumlarini  belirleyebilmek igin
Topguoglu Unal ve Kése (2014) tarafindan gelistirilen “Tiirkge
Dersine Yonelik Tutum Olgegi” gerekli izinler alindiktan sonra
kullanilmistir. Arastirma sirecinde deney grubuna sozel zeka
oyunlarindan “silinen harfler”, “eksik harfler” ve “sifreli s6zclik”
oyunlari sekiz hafta boyunca haftada iki glin bir ders saati olarak
uygulanmistir.  Kontrol grubu oOgrencileriyle ise 0Onceden
planlanmis sekilde egitim-0gretim faaliyetlerine devam
edilmistir. Elde edilen verilerin istatistiksel analizi igin uygun
analiz programi kullanilimis ve istatistiksel veriler tablolastirilarak
yorumlanmistir.  Arastirma bulgularina gore sozel zeka
oyunlarinin ilkokul 2. sinif 6grencilerin soézel-dilsel zeka
alanlarinin gelisiminde ve Tirkge dersine yonelik olumlu tutum
gelistirmelerinde etkili oldugu sonucuna ulasiimistir. Bu
sonuclara dayanarak sézel zekd oyunlarina yonelik etkinliklere
ilkokul programlarinda daha fazla yer verilmesi gerektigi ve zeka
oyunlarinin ilkokul diizeyinde diger derslerle iliskilendirilerek
bagimsiz bir disiplin alani olarak 6gretim programlarinda yer
almasi gerektigi onerilmistir.
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GENISLETILMIiS OZET
Giris

Degisime ve gelisime kapali olarak dogustan getirilen bir yetenek oldugu distnulen zeka
(Gayir, 2011), geleneksel anlayisa gore her ne kadar degismez, sayisal verilerle olgilebilen ve
bireylerin basarilari hakkinda fikir edinebilmek icin kullandigi bir arag (Argig, 2022) olarak goriilse
de yenilikci anlayisa gore gercek hayatla iliskili olarak élgllebilen, bireylerin basarili olabilecekleri
gizli yeteneklerinin farkina varmalarini saglayan, degistirilebilir ve gelistirilebilir bir arag olarak
gorilmektedir (Tarhan vd., 2015). 1983 yilinda Gardner’in “Zihin Cergeveleri” eseri ile ortaya
koydugu “coklu zeka kurami” zeka kavramina oldukga farkli bir boyut kazandirmistir (Gardner,
1983). O zamana kadar zekanin tek yonli olduguna ve insanlarin ne kadar zeki olduguna
odaklanilirken, Gardner’inileri stirdigi ¢oklu zeka anlayisi ile birlikte bireylerin hangi alanda zeki
oldugu 6nemli olmaya baslamistir (Durak, Senol-Durak & Kocatepe, 2015). Coklu zekad kuramina
gore Gardner (1983), bireylerin yedi zeka alanina sahip oldugunu belirtmis ve bu zeka alanlarini;
“dilsel zeka, uzamsal zeka, bedensel zeka, muzikal zeka, mantiksal-matematiksel zek3, kisisel
zeka ve i¢sel 6zedonik zeka.” olarak siralamistir. Gardner’in (2017) “goklu zekd kuramina” gore
ayrintil olarak ele aldig1 zeka alanlarindan biri s6zel-dilsel zeka alanidir. S6zel-dilsel zeka kisilerin
sair, yazar veya gazeteci gibi dili etkili bir sekilde kullanabilmelerini saglayan (Ozyilmaz, Akamca
ve Hamurcu, 2005); okuma, yazma ve konusma zekasi olarakta kabul géren (Saban, 2010) zeka
alanidir. Bu zeka alaninin temelini dinleme, konusma, okuma ve yazma becerileri
olusturmaktadir (Demirel vd. 2006). Sozel-dilsel zekasi gelismis bireyler dili etkili kullanan,
okumayi ve dinlemeyi seven (Celik, 2022), yabanci dilleri kolayca 6grenen, kelime dagarcig
gelismis kisilerdir (Nuzzi, 2015). Bu noktada 6grencilerin okuma, yazma, etkili konusma, kendini
ifade edebilme ve okudugunu anlama gibi diger disiplinlerin 6grenilmesinde de etkili oldugu
dustinilen bu 6nemli becerileri kazanmasinda soézel-dilsel zeka alanlarinin gelistirilmesi biyik
onem tasimaktadir. Ogrencilerin; okuma, yazma, dinleme ve konusma gibi temel beceri
alanlarinda bilissel olarak aktif olmalarini hedefleyen 6greticilerin sozel-dilsel zeka alanini
gelistirici etkinlikler yapmalari gerektigi séylenebilir. Bu baglamda bireylerin bilissel, duyussal ve
fiziksel olarak gelisimlerini destekleyen (Hebebci ve Usta, 2018), zeka ve yeteneklerini gelistiren
oyun kavrami (Sen, 2022) o6n plana c¢ikmaktadir. Saghkli gelisim sirecinin en 6nemli
unsurlarindan biri olan oyun (Ginsburg, 2007), cocuklarin sosyal davranislar gelistirmeleri
(Karaman, 2012) ve ilgi alanlarini fark etmelerini saglamakta; iletisim, isbirligi, zihinde tutma ve
sorun ¢6zme becerilerini gelistirmekte (Akandere, 2006; Aksoy & Dere Cift¢i, 2014; Seving, 2009)
ve yiiksek motivasyon ile derse etkin katilimi saglayip 6grenmeyi kolaylastirmaktadir (Dokumaci
Sutcl, 2021). Eglenerek 6grenmenin anahtari olan oyunlar, egitim-6gretim siirecinde etkili
sekilde planlanarak uygulandiginda bircok fayda saglamaktadir. Ogrenme ortamlarindaki
monotonlugu ortadan kaldirarak ilgi, istek ve motivasyonu arttiran egitsel oyunlar, kalici
O0grenmeyi saglamakta (Lim vd., 2020; Sitompul & Juliana, 2020) ve 6grencilerin butiinsel
gelisimlerine olumlu katki saglayip 6zellikle dil gelisimlerinde biiyiik rol oynamaktadir (Oztiirk,
2007). Egitsel oyunlarin basinda gelen akil ve zekad oyunlari bireylere problem ¢ézme, hizlh ve
kalici 6grenme, iletisim, motivasyon, Ust diizey diislinme, dogru karar verebilme, hafizada tutma
ve stratejik karar verme becerileri kazandirmaktadir (Kiili, 2007; Devecioglu & Karadag, 2014;
Demirel, 2015; Kula, 2020; Mete, 2021). Akil ve zekd oyunlari igerisinde yer alan sozel zeka
oyunlari ise 6grencilerin iletisim ve isbirligi becerilerini gelistirip dil gelisimlerine 6nemli katkilar
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sunmakta, s6zciik dagarciklarini gelistirerek mantikl ¢cikarimlar yapmalarini kolaylastirmaktadir
(Sen, 2022).

Amag

Sozel zeka oyunlarinin gocuklarin zihinsel gelisimine ve buna bagl olarak dil gelisimine
katki saglayacagi dolayisiyla sozel-dilsel zeka alanlarinin gelisimini ve Tiirkce dersine yonelik
tutumlarini olumlu etkileyecegi soylenebilir. Bu baglamda bu arastirmanin amaci da sézel zeka
oyunlarinin ilkokul 2. sinif 6grencilerin sozel-dilsel zeka alanlarina ve Tirkge dersine yénelik
tutumlarina etkisinin incelenmesidir.

Yontem

Bu arastirma sozel zekd oyunlarinin ilkokul 2. sinif 6grencilerinin sozel-dilsel zeka
alanlarina ve Tirkce dersine yonelik tutumlarina etkisini belirlemek amaciyla, nicel arastirma
yontemlerinden 6n test-son test kontrol gruplu yari deneysel desen kullanilarak yirttilmastir.

Arastirmanin ¢alisma grubunu Malatya ili Yesilyurt ilgesinde devlet okullarinda 6grenim
goren ilkokul 2. sinif 6grencileri olusturmaktadir. Zaman, isglicli, maliyet gibi kisitlayici unsurlar
sebebiyle evrenin uygun ve kolayca ulasilabilen kesimi secilerek (Bliytkoztirk vd., 2020) uygun
ornekleme yontemi kullaniimistir. Calismada veri toplama araglari olarak 6grencilerin sozel-dilsel
zeka dizeylerini belirleyebilmek icin Susar Kirmizi (2006) tarafindan gelistirilen “Cocuklar igin
Coklu Zeka Olcegi’nin” bélimlerinden biri olan “Sézel-Dilsel Zeka Olgegi”, Tiirkge dersine yonelik
tutumlarini belirleyebilmek icin Topguoglu Unal ve Kése (2014) tarafindan gelistirilen “Tiirkce
Dersine Yénelik Tutum Olgegi” gerekli izinler alindiktan sonra kullanilmistir. Arastirma siirecinde
deney grubuna sozel zeka oyunlarindan “silinen harfler”, “eksik harfler” ve “sifreli s6zclik”
oyunlari sekiz hafta boyunca haftada iki glin bir ders saati olarak uygulanmistir. Kontrol grubu
ogrencileriyle ise 6nceden planlanmis sekilde egitim-6gretim faaliyetlerine devam edilmistir.

Bulgular

Elde edilen bulgulara gére deney grubu 6grencilerinin SDZO testi 6n test ve son test
puanlari arasinda son test lehine anlamli farkhlik oldugunu goriilmektedir. Ayni zamanda elde
edilen bulgular deney grubu égrencilerinin TYTO testi 6n test ve son test puanlari arasinda da
son test lehine anlamh farkhlik oldugunu géstermektedir. Bu bulgulara gore sozel zeka
oyunlarinin ilkokul 2. sinif 6grencilerin s6zel-dilsel zeka alanlarinin gelisimine ve Tlrkge dersine
yonelik olumlu tutum gelistirmelerine olumlu katki sagladigi s6ylenebilir.

Kontrol grubundaki 6grencilerin SDZO &n test ve son test puan ortalamalari arasinda ise
son test lehine istatiksel olarak anlamli bir farkhlik vardir. Bu bulgu da kontrol grubunda sozel
zeka oyunlari kullanilmadan yiritilen 6gretimin 2. sinif 6grencilerin sdzel-dilsel zeka alanlarini
gelistirmede etkili oldugunu gostermektedir. Ancak elde edilen bulgulara goére kontrol
grubundaki 6grencilerin TYTO 6n test ve son test puan ortalamalari arasinda anlamli bir farklilik
gorilmemistir. Bir baska deyisle s6zel zeka oyunlari kullanilmadan yiratilen 6gretimin 2. sinif
ogrencilerin Tilrkge dersine yonelik olumlu tutum gelistirmelerinde etkili olmadigi sdylenebilir.

Bulgulara gore deney ve kontrol gruplarinda kullanilan 6gretim uygulamalarinin
dgrencilerin sézel-dilsel zeka alanlarini gelistirmede etkili oldugunu, SDZO puanlarini arttirmada
uygulama Oncesine gore daha fazla katki saglayan sozel zeka oyunlarinin kullanildigi 6gretimin,
sozel zekad oyunlari kullanilmadan yiritilen 6gretime goére 6grencilerin sozel-dilsel zeka
puanlarini arttirmada daha etkili oldugunu gostermektedir.
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Tartisma & Sonug

Bu arastirmada sozel zeka oyunlarinin ilkokul 2. sinif 6grencilerin sozel-dilsel zeka
gelisimlerine ve Tirkce dersine yonelik tutumlarina etkisi incelenmistir. Arastirma sonucunda
sozel zeka oyunlarinin ilkokul 2. sinif 6grencilerin sdzel-dilsel zeka gelisimlerine ve Tlrkge dersine
yonelik tutumlarina olumlu katki sagladigi goriilmistiir. Alanyazin incelendiginde 6grenme-
o0gretme siirecinde zekad oyunlari kullanilmasinin 6grencilerin matematik problemlerini ¢c6zme
tutumlarina, problem ¢ézmeye yonelik yansitici disinme becerilerine (Sanhdag & Aykag, 202),
matematiksel muhakeme becerilerine (Tas, 2018), zihinsel becerilerine (Marangoz & Demirtas,
2017), okul doyumu, sabirli olma, karar verme (Esen, 2019), 6zgiiven, iletisim, isbirlikli calisma
ve dlstinme becerilerine olumlu katki sagladigi ve motivasyonu arttirdigi (Kula, 2020)
gorilmuistir. Bu sonuclara dayanarak s6zel zeka oyunlarinin 6zellikle temel egitim kademesinde
olmak lizere tiim egitim kademelerinde etkin ve planl olarak uygulanmasinin 6grencilerin sézel-
dilsel zeka alanlarinin gelisimine, 6grencilerin Tirkce dersine yonelik olumlu tutum
gelistirmelerine, bilissel ve duyussal becerilerine katki saglayacagi séylenebilir.
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Students’ Verbal-Linguistic Intelligence Areas and the Turkish Course
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Abstract

The aim of this research is to determine the verbal-linguistic
intelligence levels, which is one of the intelligence areas
determined in line with Gardner's Multiple Intelligence Theory,
and their attitudes towards the Turkish lesson, and to examine
the effects of verbal intelligence games on the development of
this intelligence area and their attitudes towards the Turkish
lesson. This research was carried out using a quasi-experimental
design with the pretest-posttest control group, one of the
guantitative research methods. The study group of the research
consists of 2nd grade primary school students studying in public
schools in the Yesilyurt district of Malatya province. As data
collection tools in the study, the "Multiple Intelligence Scale for
Children" developed by Susar Kirmizi (2006) to determine the
verbal-linguistic intelligence levels of the students, and the
"Attitude Scale Towards Turkish Lesson" developed by
Topguoglu Unal and Kdése (2014) to determine their attitudes
towards the Turkish lesson, were used after obtaining necessary
permissions. During the research process, the verbal intelligence
games "deleted letters, "missing letters," and "cryptic word"
games were applied as a lesson hour two days a week for eight
weeks. With the control group students, educational activities
continued in a pre-planned manner. For the statistical analysis of
the obtained data, an appropriate analysis program was used
and the statistical data were interpreted by tabulating.
According to the research findings, it was concluded that verbal
intelligence games were effective in the development of verbal-
linguistic intelligence areas of primary school 2nd grade students
and in developing positive attitudes towards the Turkish lesson.
Based on these results, it has been suggested that activities for
verbal intelligence games should be given more place in primary
school programs and even mind games should be included in the
curriculum as an independent discipline area by associating
them with other lessons at the primary school level.

Keywords: Turkish lesson, attitude, intelligence, intelligence
game
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Introduction

The concept of intelligence, which many researchers and scientists have worked on from
past to present, is defined by Gardner (1999) as “the capacity of a person to be able to reveal a
product that is valued in one or more cultures, the ability to produce effective and efficient
solutions to problems faced in real life and the ability to discover new and complex problems
that need to be resolved”. Seven and Engin (2008) expressed intelligence as "the power to adapt
to new situations”. Although intelligence, which is thought to be an innate talent closed to
change and development (Cayir, 2011), is seen as a tool that can be measured with numerical
data and used to get an idea of the success of individuals according to the traditional
understanding (Argig, 2022), according to innovative understanding, it is seen as it can be
measured in relation to real life, enabling individuals to realize their hidden abilities that they
can succeed, seen as a replaceable and enhanceable vehicle (Tarhan et al., 2015). In 1983, the “
theory of multiple intelligences,” which Gardner put forward with the work “Frames of Mind,”
gave a very different dimension to the concept of intelligence (Gardner, 1983). Until then, while
focusing on intelligence being one-way and how intelligent people are, with the multi-
intelligence understanding Gardner put forward, it has become important in which area
individuals are intelligent (Durak, et al., 2015). According to the multi-intelligence theory,
Gardner (1983) stated that individuals have seven intelligence fields and these intelligence fields
are sorted as: “linguistic intelligence, spatial intelligence, bodily intelligence, musical
intelligence, logical-mathematical intelligence, interpersonal intelligence and intrapersonal
intelligence”. Gardner and his friends continued their work on intelligence fields and added
“natural intelligence” (Gardner, 1995) and “existential intelligence” (Gardner, 2003) to the
course. They stated that they are working on moral intelligence” as a new field of intelligence
today (Celik, 2022). One of the areas of intelligence that Gardner handled in detail, according to
(2017), “theory of multiple intelligences” is a field of verbal-linguistic intelligence. Verbal-
linguistic intelligence is an area of intelligence that allows people to use language effectively,
such as poets, writers or journalists (Ozyilmaz, et al., 2005), and is also considered as reading,
writing and speaking intelligence (Saban, 2010). Listening, speaking, reading, and writing skills
form the basis of this intelligence field (Demirel et al., 2006). Individuals with developed verbal-
linguistic intelligence are those who use language effectively, love to read and listen (Celik,
2022), learn foreign languages easily, and have a developed vocabulary (Nuzzi, 2015). At this
point, it is of great importance to develop verbal-linguistic intelligence fields in students gaining
these important skills, which are also considered effective in learning other disciplines such as
reading, writing, effective speaking, self-expression and reading comprehension. Although many
researchers state that intelligence is innate, shaped by heredity, and cannot be developed later,
some researchers have stated that in addition to heredity, the socio-economic level of the family
(Jersild, 1979), social life (Dogan, 2007), education and culture are effective environmental
factors (Demirtas & Duran, 2007). It can be said that instructors who aim to make students
cognitively active in basic skills such as reading, writing, listening, and speaking should do
activities that improve the verbal-linguistic intelligence field. In this context, the concept of play,
which supports the cognitive, affective, and physical development of individuals (Hebebci &
Usta, 2018) and improves their intelligence and abilities (Sen, 2022), comes to the fore. A game
can be defined as a whole of activities played by a single or multiple players who desire to
achieve certain goals with certain rules; with a result, the process is important; children compete
and develop skills through fun. (Yilmaz & Yizbasioglu, 2022). One of the most important
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elements of the healthy development process (Ginsburg, 2007), the game enables children to
develop social behavior (Karaman, 2012) and realize their interests; improves communication,
cooperation, retention and problem-solving skills (Akandere, 2006; Aksoy & Dere Ciftci, 2014;
Seving, 2009) and facilitates active participation and learning in the lesson with high motivation
(Dokumaci Siitcl, 2021). Games, which are the key to learning while having fun, provide many
benefits when effectively planned and implemented in the education-teaching process.
Educational games that increase interest, desire, and motivation by eliminating monotony in
learning environments provide permanent learning (Lim et al., 2020; Sitompul & Juliana, 2020)
and positively contribute to students' holistic development and play a major role in language
development (Oztiirk, 2007). Mind and intelligence games that lead the educational games give
individuals problem solving, fast and permanent learning, communication, motivation, high level
thinking, making the right decision, keeping in memory, and strategic decision making skills (Kiili,
2007; Devecioglu & Karadag, 2014; Demirel, 2015; Kula, 2020; Mete, 2021). Verbal intelligence
games, which are included in the mind and intelligence games, improve the communication and
cooperation skills of the students and make significant contributions to their language
development, making it easier for them to make logical inferences by improving their vocabulary
(Sen, 2022). At this point, it can be said that verbal intelligence games will contribute to the
mental development of children and language development accordingly, thus positively
affecting the development of verbal-linguistic intelligence fields and their attitudes towards
Turkish lessons. In this context, the research asks: "Do the development of verbal-linguistic
intelligence areas of primary school 2nd grade students and their attitudes towards Turkish
lessons show a significant difference according to the application of verbal intelligence games?"
an answer to the problem has been sought. Depending on this problem, answers to the following
sub-problems were sought during the research process:

1- Do Turkish lessons using verbal intelligence game applications affect the
development of verbal-linguistic intelligence areas of primary school 2nd grade
students?

2- Do Turkish lessons conducted using verbal intelligence game applications affect the
attitudes of 2nd grade primary school students towards Turkish lessons?

Methods
Research Model

This research was carried out using a quasi-experimental design with the pretest-
posttest control group, one of the quantitative research methods, in order to determine the
effects of verbal intelligence games on primary school 2nd grade students' attitudes towards
verbal-linguistic intelligence and Turkish lessons.

Table 1

Symbolic View of the Research Model

Group Pre-test Intelligence games Post-test
EG VLIS, ASTT X VLIS, ASTT
CG VLIS, ASTT VLIS, ASTT

EG: Experimental Group, CG: Control Group, VLIS: Verbal-Linguistic Intelligence Scale, ASTT: Attitude Scale Towards
Turkish
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Experimental methods used in the evaluation of teaching models, strategies, methods, or
techniques applied in the product or learning-teaching process in general (Oral & Coban, 2020)
provide the opportunity to examine the effects of comparable processes and the results. For
this reason, they are accepted as research designs in which definitive interpretations can be
reached in the literature. (Buyulkoztirk, et al., 2020). For this purpose, the research used the
semi-experimental pattern with the pretest-posttest paired control group.

Study Group

The study group consists of primary school 2nd grade students who study at a public
school in the district of Yesilyurt in Malatya province. Due to the restrictive elements such as
time, labor, and cost, the appropriate and easily accessible segment of the universe was
selected, and the appropriate sampling method (Blylkoztirk et al., 2020) was used. In the
selected school, 2 classes were selected by random assignment method, one class was
determined as the experimental group and one class as the control group. There are 17 students
in the experimental group and 16 students in the control group.

The independent (unrelated) t-test results of the experimental and control group
students given in Table 3; the average of the verbal-linguistic intelligence scores of the students
in the experimental group, in which verbal intelligence games were applied, was determined as
X=33.29, and the average of the verbal-linguistic intelligence scores of the control group
students who were not given the verbal-linguistic intelligence applications was determined as
X=35.06. According to the information given in the table, there was no significant differentiation
between the verbal linguistic intelligence pre-test scores of the experimental and control group
students (p>.05). Accordingly, it can be stated that the groups are similar in terms of verbal-
linguistic intelligence pre-test scores.

Table 3

Independent Groups t-Test Results of VLIS Pre-Test Scores of Experimental and Control Group
Students

Groups N X S Sd t p
Experimental 17 33.29 3.44 31 1.24 224
Control 16 35.06 4.68

The independent (unrelated) t-test results of the experimental and control group
students given in Table 4; the average of the attitude scores of the students in the experimental
group towards the Turkish lesson, in which verbal intelligence games were applied, was X=81.76,
and the average of the attitude points towards the Turkish lesson of the control group students,
who were not given the verbal intelligence games applications, was determined as X=71.62.
According to the information given in the table, there was no significant differentiation between
the Turkish lesson attitude pre-test scores of the experimental and control group students
(p>.05). Accordingly, it can be stated that the attitude towards the Turkish course is similar in
terms of the pre-test scores.
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Table 4

Independent Groups t-Test Results of ASTT Pre-Test Points of Experiment and Control Group
Students

Groups N X S sd t p
Experimental 17 81.76 9.07 31 1.74 .091
Control 16 71.62 22.09

Data Collection

In the study, “Verbal-Linguistic Intelligence Scale”, which is one of the parts of the
"Multiple Intelligence Scale for Children" developed by Susar Kirmizi (2006) in order to
determine the verbal-linguistic intelligence levels of the students, “Attitude Scale Towards
Turkish Lesson” developed by Topcuoglu Unal and Kése (2014) in order to determine their
attitudes towards Turkish lesson were used as data collection tools after the necessary
permissions were obtained.

During the research process, the experimental group was given eight weeks of verbal
intelligence games such as "deleted letters", "missing letters," and "cryptic word" games (Halici,
2019), which are included in the "Intelligence Games Study Training Workbook" prepared in
cooperation with the Ministry of National Education and the Turkish Intelligence Foundation. It
was implemented as one lesson hour two days a week throughout. With the control group
students, educational activities continued in a pre-planned manner. Sample student papers for

the games played are shown in the images below.

As seen in the Verbal Intelligence Games examples, were requested from the students,
in Figure 1 in the "Missing Letter" game, finding the missing letter and creating a word by moving
the given letters forward or backward clockwise; In Figure 2 in the "Deleted Letters" game,
creating a word from the mixed letters by finding the missing letter, in Figure 3 in the "Cryptic
Word" game, each letter of a given word is created by moving forward or backward within a
two-letter limit to form a new word. All the games are implemented in three levels, from easy
to difficult.
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Image 1. Missing letters

Image 2. Deleted letters
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SIFRELI S&zZCUK
KADEME 2:

Bir sozcugim her harfi ik harflik bir smr ignde ilen veya gen giderek
dedgistiribmis ve bir sifre elde edilmustin,
Sifreyi oozerek sCeolgl bulumuez.

BOYUN E cOZUM

KADEME 2
Sorular:

CK@ ETUT
CK@ ISIK

Image 3. Cryptic word

Data Analysis

When Table 2 is examined, it is seen that the verbal-linguistic intelligence pre-test and
post-test scores of the experimental group, the verbal-linguistic intelligence pre-test and post-
test scores of the control group, the pre-test and post-test scores of the experimental group's
attitude towards the Turkish lesson and the pre-test and post-test scores of the control group's
attitude towards the Turkish lesson show a normal distribution (p>.05). Since the data showed
normal distribution, the t-Test was used for independent (unrelated) samples in cases where
the independent variable was two groups in the analysis, and the t-Test was used for dependent
(related) samples in the analysis of repeated measurements in which the independent variable
was one group. The two-factor ANOVA test was used for mixed measurements in the analysis of
two-factor comparisons where the independent variable was two groups, and repeated
measurements were included.

Table 2

Shapiro-Wilk Test Results of Groups' VLIS and ASTT Data

VLIS ASTT
Group Experimental Control Experimental Control
Pre-test .250 .523 420 719
Post-test .106 .535 441 .812

*p>.05
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Finding
Findings regarding the data obtained in the research are stated below.

Findings of Experimental Group Students on VLIS Pre-Test and Post-Test Results

When Table 5 is examined, according to the results of the dependent groups' t-test of
the pre-test and post-test scores of the VLIS test applied to the experimental group students,
while the pre-test mean score of the students before the application was X=33.29, the post-test
mean score after the application increased to X=39.88. Findings obtained show that the VLIS test
of the experimental group students differs significantly between the pre-test and post-test
scores in favor of the post-test. (p<.05). According to the findings, it can be said that verbal
intelligence games contribute positively to the development of verbal-linguistic intelligence
fields of primary school 2nd grade students.

Table 5

Dependent Groups t-Test Results of Experiment Group Students’ VLIS Pre-Test Post-Test Points

Groups N X S Sd t p
Pre-test 17 33.29 2.00 16 13.57 .000
Post-test 17 39.88

Findings of Experimental Group Students on ASTT Pre-Test and Post-Test Results

When Table 6 is examined, according to the dependent groups t-test results of the ASTT
test pre-test and post-test scores given to the experimental group students; while the pre-test
mean score of the students before the application was X=81.76, the post-test mean score after
the application increased to X=106.17. Findings obtained show that the experimental group
students have a significant difference between the ASTT test pre-test and post-test scores in
favor of the post-test (p<.05). According to the findings, it can be said that verbal intelligence
games contribute to the development of positive attitudes towards the Turkish course of
primary school 2nd grade students.

Table 6

Dependent Groups t-Test Results of VLIS Pre-Test Post-Test Points of Control Group Students

Groups N X S sd t p
Pre-test 17 81.76 11.45 16 8.78 .000
Post-test 17 106.17

Findings of Control Group Students Regarding VLIS Pre-Test and Post-Test Results

In Table 7, the arithmetic average of VLIS pretest scores of control group students where
verbal intelligence games are not used is 35.06; the arithmetic average of the post-test scores is
set at 38.93. According to the findings obtained, there is a statically significant difference
between the VLIS pre-test and post-test score averages of students in the control group in favor
of the post-test (p<.05). With this finding, it can be said that the teaching carried out without
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the use of verbal intelligence games in the control group is effective in developing the verbal-
linguistic intelligence fields of the 2nd grade students.

Table 7

Dependent Groups t-Test Results of VLIS Pre-Test Post-Test Points of Control Group Students

Groups N X S sd t p
Pre-test 16 35.06 4.63 15 3.34 .004
Post-test 16 38.93

Findings of Control Group Students on ASTT Pre-Test and Post-Test Results

In Table 8, the arithmetic average of the ASTT pre-test scores of the control group
students for which verbal intelligence games are not used is 71.62; the arithmetic average of the
post-test scores is set at 76.68. According to the findings obtained, there was no significant
difference between the ASTT pre-test and post-test score averages of the students in the control
group. (p>.05). With this finding, it can be said that the teaching carried out without the use of
verbal intelligence games in the control group is not effective in developing positive attitudes
towards Turkish lessons of 2nd grade students.

Table 8

Dependent Groups t-Test Results of ASTT Pre-Test Post-Test Points of Control Group Students

Groups N X S Sd t p
Pre-test 16 71.62 32.97 15 .614 .548
Post-test 16 76.68

Findings of Experimental and Control Group Students Regarding VLIS Post-Test Results

As seen in Table 9, the average score of VLIS was 33.29 before the application of the
experimental group students, and this value was found as 39.88 after application. The same
average scores of the control group students were found as 35.06 and 38.93, respectively.
According to this finding, it is seen that there is a positive increase in verbal linguistic intelligence
scores of both experimental group students and control group students.

Table 9

Dependent Groups t-Test Results of ASTT Pre-Test Post-Test Points of Control Group Students

Pre-test Post-test
Groups N X S N X S
Experimental 17 33.29 3.44 17 39.88 3.29
Control 16 35.06 4.68 16 38.93 4.43

The findings of the two-factor ANOVA results are given in Table 10 to see whether the
verbal linguistic intelligence scores of the students in the experimental group taught using verbal
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intelligence games and the control group students taught without using verbal intelligence
games differ significantly after the application compared to before the application.

Table 10

ANOVA Results of VLIS Pre-Test and Post-Test Points of Experimental and Control Group Students

Source of Variance KT sd KO F P
Inter-subjects 797.030 32
Group 2.795 1 2.795 .109
(Experimental/Control) 743
Error 794.235 31 25.620
Intra-subject 674.460 33
Measurement (Pre-test/Post- 451.187 1 451.187 72.49
test) .000
Group*Measurement 30.339 1 30.339 4.87 .035
Error 192.934 31 6.224
Total 1471.490 65

Accordingly, the development of the students of the experimental group taught using
verbal intelligence games and the control group students taught without the use of verbal
intelligence games differ significantly from the pre-application to the post-application, that is,
with the different application groups, the common effect of pre-test post-test repeated
measurement factors on verbal-linguistic intelligence fields was found to be significant, F (1,31)
=.109, p<.05. This finding shows that the teaching practices used in the experimental and control
groups are effective in developing students' verbal-linguistic intelligence areas and the
instruction in which verbal intelligence games are used, which contributes more to increasing
the VLIS scores than before the application, is more effective in increasing the verbal-linguistic
intelligence scores of the students than the instruction without the use of verbal intelligence
games.

Discussion, Result and Suggestions

In this study, the effect of verbal intelligence games on the development of verbal-
linguistic intelligence and attitudes towards Turkish lessons of primary school 2nd grade
students was examined. As a result of the research, it was observed that verbal intelligence
games contributed positively to the development of verbal-linguistic intelligence and attitudes
toward Turkish lessons of primary school 2nd-grade students. When the literature is examined,
it is seen that the use of intelligence games in the learning-teaching process contributed
positively to students' attitudes towards solving mathematical problems, reflective thinking
skills towards problem solving (Sanlidag & Aykag, 2021), mathematical reasoning skills (Tas,
2018), mental skills (Marangoz & Demirtas, 2017), school satisfaction, patience, decision-making
(Esen, 2019), self-confidence, communication, cooperative working and thinking skills and
increased motivation (Kula, 2020). Based on these results, it can be said that the effective and
planned implementation of verbal intelligence games at all levels of education, especially in the
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basic education level, will contribute to the development of students' verbal-linguistic
intelligence areas, positive attitudes towards Turkish lessons, and their cognitive and affective
skills.

In this research, rebus, deleted letters, missing letters and cryptic word games from verbal
intelligence games were applied to primary school 2nd grade students. Considering the results
of the research, the following suggestions can be made:

e Verbal-linguistic intelligence development of students can be looked at with
different verbal intelligence games.

e In addition, research can be done on the development of students in different
types of intelligence by playing different intelligence games.

e This research, which was carried out in the 2nd grade of primary school, can be
applied to other grade levels, and the results of the research can be compared.

Cikar Catismasi Bildirimi

Yazarlar, bu makalenin arastirilmasi, yazarligi ve/veya yayinlanmasina iliskin herhangi bir
potansiyel ¢cikar catismasi beyan etmemistir.

Destek/Finansman Bilgileri

Yazarlar, bu makalenin arastiriimasi, yazarligi ve/veya yayinlanmasi icin herhangi bir
finansal destek almamustir.

Etik Kurul Karari

Bu arastirma igin indnii Universitesi kurumdan (14.09.2023-9) etik izin alinmustir.
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