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Abstract

Human beings make choices among alternative courses of action. They display behaviors in decision-making. In
this context, it can be stated that the behavioral decision making as much about the future of the person as the
present. It is considered that the classroom guidance activities carried out within student counseling services
contribute to students’ personality development and there is a correlation between games and thinking for this
reason, these both activities can be effective on decision-making processes. The purpose of the research, which is
based on this idea, is to investigate the effects of classroom guidance activities designed to increase decision-
making skills and mind-intelligence games on the decision-making skills of primary school 4"-grade students.
The study group was determined by using homogeneous sampling method in the research with the pre-test/ post-
test and experimental/control group design. Six-week decision-making skills classroom guidance activities
developed by the researcher were used in the determined experimental group during the process, and mind-
intelligence games named Mancala, Surakarta and Bihar were used in the other determined experimental group.
No intervention was made in the control group. The results of the research, in which the decision-making skills
scale developed by Sever and Ersoy (2019) was used as a data collection tool. It shows that the six-week
decision-making skills classroom guidance activities significantly increased the decision-making skills of the
students, mind-intelligence games carried out for six weeks had no effect on their decision-making skills, and
that there was no change in the decision-making skills of the control group, which did not receive any
intervention.
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Oz
Insan hayati boyunca sayisiz durumda karar verme davranisi gostermektedir. Bu cercevede karar
verme davranisinin insanin bugiinii kadar gelecegi ile ilgili oldugu da ifade edilebilir. Ogrenci kisilik
hizmetleri biinyesinde yiriitillen sinif rehberlik etkinliklerinin kisilik gelisimine olan katkist ve
oyunun diisiinme ile olan iligkisi referans alindiginda her iki etkinligin de karar verme siirecleri
tizerinde etkili olabilecegi diisiiniilmektedir. Bu diisiince ile temellenen arastirmanin amaci, karar
verme becerilerini arttirmaya yonelik hazirlanan siif rehberlik etkinlikleri ile akil-zeka oyunlarinin
ilkokul 4. sinif 6grencilerinin karar verme becerilerine etkisini arastirmaktir. On test-son test deney ve
kontrol gruplu desenin kullanildigi arastirmada calisma grubu benzesik Ornekleme yoOntemi
kullanilarak belirlenmistir. Islem siirecinde belirlenen deney gruplarindan birisine arastirmaci
tarafindan gelistirilen alti haftalik karar verme becerileri sinif rehberlik etkinlikleri; digerinde ise
Mancala, Surakara ve Bihar isimli akil-zeka oyunlar1 ve kullanilmistir. Kontrol grubuna herhangi bir
miidahalede bulunulmamistir. Yapilan arastirmada ontest ve sontest verileri Sever ile Ersoy’un (2019)
gelistirdigi karar verme becerileri 6lgegi kullanilmistir. Alti haftalik karar verme becerileri sinif
rehberlik etkinliklerinin 6grencilerin karar verme becerilerini anlamli diizeyde arttirdigi, alti hafta
boyunca 6gretilip oynatilan akil-zeka oyunlarinin karar verme becerilerinde bir etkisinin olmadigi, her
hangi bir miidahalede bulunulmayan kontrol grubunun karar verme becerilerinde bir degisiklik
olmadigi belirlenmistir.
Anahtar Kelimeler: Karar Verme, Sinif Rehberlik Etkinlikleri, Akil-Zeka Oyunlari

Introduction

The basis of the concept of decision-making is that people take responsibility for
their visible/invisible behaviors, they display the courage to bear the consequences, and
they solve or try to solve the problem they encounter. Responsibility, courage and
problem-solving require making a choice. In this context, it can be stated that effective
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decision-making skill is of extreme importance in human behavior. The general
acceptance of the phrase "a wrong decision is better than indecision” may indicate that
importance In the face of a problem, a person makes a decision to overcome that
problem. In this way, a possible conflict that may arise in the mental structure due to
the absence of the problem is resolved.

The decision is expressed as the final state reached as a result of the decision-making
process. The individual evaluates the decision options during the decision-making process
(Nas, 2010). In order for the action to start, the person must be aware of a situation that
requires a decision (Alver, 2005). Awareness requires the creation of alternatives among
more than one option (Giingdr and Ozcan, 2022). The end of the process is by
determining when and how to make a decision in the face of the situation (Alver, 2005)
and by choosing and putting into practice one or more of these alternatives in order to
reach the goal using a set of criteria in mind (Giingdr and Ozcan, 2022).

If we think of decision making as a series of four steps, the first step consists of
setting a goal, the second step consists of compiling the options to create this goal, the
third step consists of ranking the options, and the last step consists of choosing the
highest ranked alternative (Byrnes, 2002). Researchers conducted with how people
display a strategy while making a decision show similarity in terms of decision-making
steps. In a review study on the subject, it was stated that the steps expressed in the literature
were similar; the processes of recognizing and defining the problem, suggesting alternative
solutions, examining alternatives, choosing the most appropriate alternative, applying the
decided option, and following the decision results (Coskun, 2020). It is also stated that the
main steps mentioned here are the stages that affect the decision-making process (Adair,
2017).

Determining the problem situation constitutes the first step of decision making and
problem solving (Timur, 1990). As a matter of fact, it is a general acceptance that it is
necessary to have knowledge before having an idea about a subject. Identifying and
describing the problem before making a decision on a subject makes that subject more
understandable (Cil, n.d.) For this reason, before solving the problem, it is necessary to be
aware of the problem and to carefully analyze the environment in order to overcome the
problem (Higgins, 1994).

After the problem situation is recognized in the decision-making process, the stage of
gathering the necessary information begins. In this way, a judgment is made about whether
the gathered information is useful in solving the problem. Generating options involves
sorting and preparing alternative options (Higgins, 1994). Thanks to this classification,
useful information is separated. Before making a decision, the person will try the most
suitable one among the alternatives that he has put in order in his mind, and in this way, he
will demonstrate his problem-solving effort. For all these reasons, before proceeding to the
decision-making phase, all alternatives and the best ones among these alternatives should be
determined (Coskun, 2020).

The ability to change initial decisions in the face of new or potentially conflicting
information is essential for adaptive behavior (Stone et al., 2022). For this reason, it is
important to be able to monitor and review the results of the decision, to evaluate the
results and to be able to put them into practice (Coskun, 2020). A person needs a plan to
make the right decision. The person should have the qualifications to choose the most
suitable one among the options he has created, to apply it, and to monitor and evaluate
the decision-making result.

44



The Effects of Class Guidance Activities and Mind-Intelligence Games on Decision
Making Skills

The need for self-regulated decision making is particularly important during the
teenage years, when children spend a significant amount of time with peers in
unsupervised contexts. Therefore, the issue of adolescent decision making is of
particular importance for researchers and policy makers interested in the development
of decision-making skills (Byrnes, 2020). It can be stated that the evaluation of the
subject in the context of children opens the door to the efforts to develop decision-
making skills in educational environments. Decision-making skills gained through
education affect our lives positively (Tekin & Ulas, 2016) and guidance activities
constitute an important pillar of education and training services.

In today's understanding, education has become a way of exploring and applying
discoveries to life. This understanding has also manifested itself in guidance services.
Guidance activities, which previously played a role in helping the choice of profession, have
transitioned to a medium such as self-discovery and awareness of one's potential. It can be
stated that this medium has led to the emergence and spread of the developmental guidance
model. While self-expression, meeting the needs, aiming to cope with and solve problems
are the aims of the developmental guidance model, it is understood that it also cares about
the skills of making decisions and taking responsibility of these decisions. Guidance
services can be carried out individually as well as in groups.

Group guidance activities are one of the intervention methods used by the
developmental guidance model. With this method, it is aimed that the person develops in the
group, recognizes himself/herself, and realizes his/her potential and limits. In this way, it
can be expressed as group activities and group processes related to revealing accessible,
applicable, realistic and appropriate plans/choices (Oncii, 2006). It focuses on educating
group members about a defined issue or risk factor, reducing the risk or occurrence of the
cognitive, emotional or behavioral component (Waack et al., 2014).

Children spend a lot of time interacting in groups in almost all their daily settings;
Therefore, these settings are ideal places for both preventive counseling and remedial
counseling, regardless of the type of group involved (Kulic et al., 2004; Van, 2009). The
most basic principle underlying dealing with children in groups is to emphasize that groups
are natural childhood environments (Gladding, 2016). In addition, it can be stated that group
guidance activities are an important intervention method in terms of providing the
opportunity to reach many people at once, based on the fact that students are in groups in
the classroom environment. The fact that there are similarities between different people, that
people can meet some of their needs in the group based on their sociability, and that
individual development can be achieved by using group work (Oncii, 2006) appears as
another reason for using group guidance activities.

There is a consensus among professionals that group intervention with children is
effective, based on research evidence (Shechtman, 2004). School groups run by school
counselors (Jakops et al., 2012) provide participants with the opportunity to practice new
ways of relating and communicating with others (Waack et al., 2014). In addition, the group
process has unique learning advantages (Corey, 2016). Preventive or curative interventions
for young people can provide rich experiences for the rest of life (Gladding, 2016). In
parallel with the increase in school psychological counseling activities abroad after 1960,
small group work in school environments has proven its effectiveness and has become an
important model for helping children. (Akos and Milsom, 2007; Perusse et al, 2009).
Groups generally follow an information/discussion format and use structured material for
group meetings (Waack, Kalodner, & Riva, 2014).

Educational groups are used to help members learn specific coping skills (Corey,
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2016), to help children acquire new skills, and become aware of their values, priorities, and
communities (Gladding, 2016). It can be stated that school-based approaches reduce the
need for remedial counseling services by taking a preventive role while helping to prevent
problems that children may encounter in the future. However, it should not be forgotten that
one method of school-based approaches also aims to teach by playing.

The concept of game is defined as “talent and intelligence developing entertainment
with certain rules that lets having a good time” (Turkish Language Association, n.d.). It can
be expressed as a mental activity in terms of improving talent and intelligence (Salen,
Zimmerman, 2004), and in terms of taking an action within the framework of the rules, it
can be expressed as an activity to procure a certain situation within the framework allowed
by the rules (Suits, 1978). Evaluation of the issue in terms of rules and an effort to procure a
new situation reveals the relevance of the concept of game to decision making. The game is
a field in which there is mutual interaction towards the goal and the goal itself (Costikyan,
2002). It can be stated that mental and social development evolves thanks to this interaction.
Game is everything for a child. We can observe that a child continues his daily activities by
playing games. Children learn to coexist and the rules of living together through games.
This is how virtue is achieved. The child learns by playing with his friends, shows patience
by making moves when it is his turn, not to violate the rights of others, therefore justice,
mercy by sharing his toys, etc. In terms of supporting mental development, it can be stated
that games can contribute to the development of thinking, problem-solving and decision-
making skills. Although every game has the purpose of entertainment, it is known that some
games are called mind-intelligence games because they appeal more to thinking and
problem-solving skills. Mind-intelligence games are powerful growth tools in terms of
developing creative thinking skills as well as entertainment (Masters & Houston, 1972).
They encourage concentration, reasoning, patience, understanding, using logic, and help
improve memory skills, social skills and teamwork (Bartl, 2008). They develop imagination,
memory, combination, logic and strategic judgments, relaxation and development, original
and constructive, creative thinking (Siit¢ii, 2021, p.990). With all these features, mind-
intelligence games provide structured and fun activities, making children feel good (Tuttle
& Paquette, 1997).

Considering this scope, the primary purpose of the research is to improve the decision-
making processes of students. In this context, the sub-objectives of the research are
expressed in terms of the experimental and control groups.

In terms of the experimental group;

a) Do decision-making skills training classroom guidance activities increase
students' decision-making skills?

b) Do mind-intelligence games increase students' decision-making skills?
In terms of the control group;

c) Is there a difference in the decision-making skills of the students according to
the pre-test and post-test scores?

Method
Research Model

In the research, experimental design with pretest-posttest and experimental/control
groups was used. Experimental research (Biiytikoztiirk, 2016), which allow the researcher to
test the effect of the experimental procedure performed on the dependent variable by
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intervening, are frequently used in scientific studies in order to observe the possible
difference before and after the procedure. In the study, the first factor shows the
experimental and control groups, and the second factor shows repeated measurements
(pretest — posttest). The dependent variable of the model is students' decision-making skills.
Experimental procedures, the effects of which were tested, consisted of decision-making
skills, classroom guidance activities and mind-intelligence games. The research model is
shown in Table 1.

Table 1. Research Model

Pretest Procedure Posttest

Decision Making Skills
Classroom Guidance
Activities

Decision-Making
Skill Scale

Experimental Decision-Making
Group Skill Scale

Experimental Decision-Making - . Decision-Making

Group Skill Scale Mind-Intelligence Games Skill Scale
Decision-Making Decision-Making

Control Group gy scale ' Skill Scale

Study Group

The study group was determined using homogeneous cluster sampling method.
The aforementioned sampling method is based on the selection of a homogeneous
subgroup related to the research problem from the universe (Bliyukoztiirk et al., 2014).
In this context, the research was carried out on the 4th grade students of a selected primary
school in Sahinbey district of Gaziantep, based on the similarity of the development
characteristics of the selected study group. Group matching method was preferred since it
was not possible to assign unbiased groups during the sampling process. After determining
that the data obtained with the reference to the fact that the groups were formed in a
homogeneous structure would reduce the sampling error (Babbie, 2008) showed a normal
distribution, it was determined whether there was a difference between the groups before the
procedure by using analysis of variance (anova), and no significant difference was found
between the groups. Analysis of variance results are shown in Tables 2 and 3.

Table 2. Before-Procedure information of the study group

N Mean Ss Min. Max.
Section A 35 38,43 6,09 26,00 49,00
Section B 35 38,74 5,88 23,00 50,00
Section C 35 37,31 6,12 16,00 48,00
Section D 33 38,09 5,60 25,00 50,00
Section E 32 39,69 6,77 26,00 53,00
Section F 33 39,03 7,88 17,00 53,00
Section G 32 37,69 6,83 16,00 50,00
Total 235 38,42 6,44 16,00 53,00
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Table 3. Before-Procedure information of the study group
Sum of Squares sd Mean of Squares F p
Intergroup 130,885 6 21,81
In-group 9564,247 228 41,95 ,520 ,793
Total 9695,132 234

In experimental studies, it is expected that there will be no difference between the
groups before the procedure. In this way, the groups start the study from the same point and
the determination of the difference aimed to be revealed as a result of the study becomes
clear. The absence of differentiation between groups indicates that the groups were at the
same point before the procedure. After this point, by drawing lots from 7 branches, an
experimental group (Section G) to practice Decision Making Skills Classroom Guidance
Activities, an experimental group (Section E) to teach and practice mind-intelligence games,
and a control group (Section C) has been determined.

Data Collection Tools and Processes
Decision-Making Skills Scale

Within the scope of the research, the "decision-making skill scale for primary school
students” developed by Sever and Ersoy (2019) was used to collect pre-test and post-test
data. The one-dimensional, 4-point Likert-type scale expects participants to answer the
questions as never, occasionally, usually, at all times. The lowest score that can be obtained
from the scale is 15, while the highest score is 60. There is no reverse item in the scale. It is
stated that the higher the score obtained from the scale, the higher the decision-making skill
is. Confirmatory factor analysis fit indices were at an acceptable level in the analyzes made
during the development phase. Furthermore, the Cronbach Alpha reliability coefficient
obtained during the development phase was calculated as .89 and the variance explained as
40.078.

Decision-Making Skills Classroom Guidance Activities

Within the scope of the study, 6-week Decision Making Skills Class Guidance
Activities were developed by the researcher. While creating the activities, Adair's (2017)
decision-making steps were used. In this context, learning outcomes of the activities are based
on the steps of 1. Determining the purpose (problem), 2. Gathering the necessary information,
3. Creating appropriate options to reach the result, 4. Making a decision, 5. Implementing the
decision and evaluating the results. The final phase of the decision-making steps
(implementing the decision and evaluating the results) was carried out using different
activities for two weeks. In the design of the activities, the steps of remembering,
understanding, applying, analysing, evaluating and creating were used in the taxonomy
proposed by Bloom (1956) and revised by Anderson et al. (2001).

Outcomes of Classroom Guidance Activities

The main titles of the content of the decision-making skills classroom guidance
activities applied within the scope of the study are as follows;

Determining the purpose (problem) / 1st week
e Participants give examples of the difficulties they encounter in daily life.
e Story activity aimed to identify problem situations.
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e Participants share experiences to see whether they have experienced similar
situations or not.

e They are encouraged to share.
e Participants draw pictures about problem situations encountered in daily life.
¢ They share thoughts about pictures.

e Explanations are made on the importance of identifying and recognizing the
problem in problem situations.

o Until the next week, they are asked to note the problem situations they encounter
in daily life.

Gathering the necessary information / 2nd week

e Participants share about the notes they kept about the problem situations they
encountered in their daily lives for a week.

e The sample text is read. The character in the text has encountered a problem.
There are clues in the text to qualify the encountered problem as a problem.
Participants are asked to find these clues.

¢ The emphasis is put on the fact that in order to qualify a situation as a problem,
the causes of the problem should be determined.

e The board is divided into 2. In the 1st part they write what the problem is, the
reasons for the problem are written in the 2nd part, and the sample text gets
transferred to the board this way.

e Participants are asked to write down the problem situations they encounter in their
daily lives on paper in a way to determine the causes of the problem.

e Participants are asked to give examples of the difficulties they encounter in daily
life.

e Story activity aimed to identify problem situations.

eThe event is ended by sharing about whether they have experienced similar
situations or not.

Creating appropriate options to reach the result-Searching for solutions / 3rd week

¢ The activity is started using the game method by giving the message that the same
result can be achieved in different ways.

¢ Developing different solutions is supported by using the story completion activity
through group work.

¢ The activity is ended by sharing about different solutions.
Making the decision / 4th week

e Effective decision-making behavior is emphasized by using the case study
method.

e Information is given about effective decision-making steps.

o Effective decision making steps are reinforced by using the drama method.

e Effective decision-making skills are reinforced with the help of a game
established with the help of the scenario.
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Implementing the decision and evaluating the results / 5th-6th week

e The importance of evaluating the results while making a decision is emphasized.

e They are asked to evaluate a decision made in a situation encountered using the
case study method.

¢ They share their solutions.

¢ A study is carried out to find the shortest and least harmful solution by using the
game method.

¢ The activity is concluded by expressing the importance of evaluating the results of
the decision in effective decision making.

Mind-Intelligence Games

Within the scope of the study, students were taught mind-intelligence games in a 6-
week period and they were allowed to play them. It is thought that the mind-intelligence
games called Mancala, Surakarta and Bihar played appeal to the following skills;

1. Identifying the problem, considering the ability to make moves/counter moves of
the determined games.

2. Gathering necessary information to evaluate possible outcomes before making a
move.

3. To create suitable options to reach the aim of the game in terms of making

moves.

To make a decision in terms of putting the decided move into practice.

5. Applying the decision and evaluating the results in terms of taking a position
when necessary by evaluating the counter move encountered as a result of the
move.

&

In the first session, selected mind-intelligence games were taught. In the 2nd and 3rd
sessions, 8 students from the group were allowed to play in pairs. While the game was going
on, the group members watched. At this point, the ability to make a counter move is
explained. Points to be considered before making a move are emphasized. He explained what
different methods could be. The importance of making a decision to make a move is
explained. In the 4th, 5th and 6th sessions, the games were watched and eliminated by
allowing the students to play among themselves.

Findings / Results

a) Paired samples t-test was used to determine whether there was a difference in the
decision-making skills of the students who participated in the decision making skills
classroom guidance activities in the context of pre-test and post-test. The obtained
results are presented in Table 4.

Table 4. Paired t-Test Results (Decision Making Skill Classroom Guidance Activities) (Experimental
Group)

Mean N Ss. t df p Cohen’s d
Pretest 37,69 6,83
32 -8,372 31 ,000 0,94
Posttest 44.19 6,98

The results of the paired groups t-test showed that there were significant differences
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between the decision-making skills scores of the students who participated in decision
making skills classroom guidance activities before and after the procedure, and the effect
value was obtained as 0.57 in the analysis. Considering that the effect value between 0.5 and
0.8 is moderate (Cohen, 1988), it is seen that the activities were effective. This situation can
be expressed as the decision making skills classroom guidance activities affect students'
decision-making skills.

b) Paired samples t-test (paired t-test) was used to determine whether there was a
difference in the decision-making skills of the students playing the mind-intelligence
games in terms of pre-test and post-test. The obtained results are presented in Table 5.

Table 5. Paired t-Test Results (Mind-Intelligence Games) (Experimental Group)

Mean N Ss. t df p
Pretest 39,69 6,77
32 -,620 31 ,540
Posttest 40,44 8,03

The paired groups t-test results showed that there were no significant differences
between the decision-making skills scores of the students playing mind-intelligence games
before and after the procedure. This situation can be expressed as mind-intelligence games
do not affect students' decision-making skills.

c) Paired samples t-test (paired t-test) was used to determine whether there was a
difference in the decision-making skills of the students in the control group in terms of
pre-test and post-test. The obtained results are presented in Table 6.

Table 6. Paired t-Test Results (Control Group)

Mean N Ss. t df p
Pretest 37,31 6,12
35 ,858 34 ,397
Posttest 39,49 5,85

The paired groups t-test results showed that the control group, which was not
intervened, did not show any difference before and after the procedure. This situation can
be expressed as the control group fulfilled its purpose of formation.

Discussion / Conclusion

Considering the findings, it is seen that decision-making skills classroom guidance
activities make positive contributions to students' decision making skills. It has been
expressed that students have difficulties in making decisions in their daily lives (Yalin,
2021), the decision-making styles they use in their decision-making efforts show anxiety
(Bacanli & Siiricii, 2005), that there are positive relationships between logical decisions and
professional career when planning a career (Orhan & Ultanir, 2014), that there is a positive
correlation with the high problem solving skills (Develioglu, 2006). When evaluated in this
context, it can be stated that the individual who constructs the decision-making steps
correctly can make positive contributions to his life.

Kose (2021) stated that there was a significant and positive relationship between
rational decision-making style and problem-solving skills, Develioglu (2006) stated that a
person with high problem-solving skills had a significantly higher logical decision-making

51



The Effects of Class Guidance Activities and Mind-Intelligence Games on Decision
Making Skills

strategy than a person with low problem-solving skills, Marangoz and Demirtas (2017)
stated that there was a significant increase in students' mental skill levels, Altun (2013)
stated that there was a positive significant difference in problem solving skills.

When the decision-making process is examined, a relationship is expected between
the decision-making skill and the display of the decision-making skill during a game. In
fact, regarding mind-intelligence games; Kula (2020) stated that mind-intelligence games
increase thinking skills, Esen (2019) stated that mind-intelligence games affect students’
school satisfaction, decision-making skills and patient behavior skills positively, Durmaz
and Durmaz (2015) stated that there was a positive increase in the success of solving non-
routine problems of the experimental group students who played the mangala game,
Demirel (2015) stated that there was an improvement in the problem solving skills and
academic achievement of the students who were given mind-intelligence games activities
compared to the control group, Kurbal (2015) stated that 6th grade students' problem
solving strategies and reasoning skills were improved with mind-intelligence games, ,
Bottino et al. (2009) stated that mind-intelligence games increased primary school students'
reasoning and problem solving skills, Ott and Pozzi (2012) stated that digital mind-
intelligence games significantly increased creativity skills and the ability to find original
solution strategies.

Esen (2019) studied 17 weeks, Durmaz and Durmaz (2015) 15 weeks, Demirel (2015)
4 months, 2 hours a week, Kurbal (2015) 4 months, Bottino et al. (2009) 6 months, Ott and
Pozzi (2012) continued for 3 years. Kula (2020), on the other hand, realized the mind-
intelligence games with the thoughts of the teachers in his study. Considering all these
studies, the fact that there was no difference in the decision-making skills before and after
the procedure of the experimental group who played mind-intelligence games can be
expressed as;

a) It may be that the duration of the games (in weeks) was kept short, since only after
enough repetitions the internalization will be achieved to transform a learned
situation into a behavior

b) The scale used within the scope of the pre-test and post-test may not be suitable
for the relevant students, and the factors that would enable the students to reflect
their views objectively were not taken into account during the application of the
scale

c) It may be that the steps of making the move/counter move, thinking before the
move, making the game, making the move and evaluating the move, which are
thought to be included in the games played, may not be related to the decision-
making steps

d) Preferred games may not have qualities that will improve decision-making skills.

As a result, 6-week classroom guidance activities, which include the steps of
determining the purpose (problem), gathering the necessary information, creating
appropriate options to reach the result, making a decision, applying and evaluating the
decision have been effective in the development of decision-making skills of the students.
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Extended Abstract

Giris

Insanin orta koydugu goriiliir/goriilmez davranislarinda sorumlulugu iizerine
almasi, sonuglara katlanabilecek cesareti gostermesi ve karsilastigi problemi ¢ozmesi ya
da ¢ozmeye calismasi karar verme kavraminin temelini olusturmaktadir. Sorumluluk,
cesaret ve problem c¢oziimii bir se¢cim yapmay1 gerektirir. Bu ¢er¢evede etkili karar
verme becerisinin insan davraniglarinda 6nemli bir yere sahip oldugu ifade edilebilir.
“En koti karar bile kararsizliktan iyidir” deyisinin genel kabulii karar vermenin insan
hayatinda énemli bir yere sahip oldugunun gdstergesi olabilir. Insan bir problemle

karsilastigr takdirde o problemin iistesinden gelmek amaciyla bir karara varir.
Problemin ortaya ¢ikmasi miinasebetiyle zihinsel yapida ortaya ¢ikmasi muhtemel bir
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uyusmazlik bu sayede ¢oziiliir.

Karar, karar verme siireci sonucunda ulasilan nihai durum olarak ifade edilmektedir.
Birey, karar verme siireci sirasinda, karar segeneklerini degerlendirir (Nas, 2010). Eylemin
baslamasi i¢in kisinin karar gerektirecek bir durumun farkinda olmasi gerekmektedir
(Alver, 2005). Farkindalik, birden fazla se¢enegin arasindan alternatif olusturulmasini
gerektirir (Giingdr ve Ozcan, 2022). Siirecin sonlanmasi ise durum karsisinda ne zaman
ve nasil karar verileceginin belirlenmesi (Alver, 2005) ve zihindeki bir takim 6l¢iitler
sayesinde hedefe ulasmak icin bu alternatiflerden birisini veya biden fazlasin1 segmek
ve uygulamaya koymakla gerceklesir (Giingdr ve Ozcan, 2022).

Karar vermeyi dort adimdan olusan bir dizi olarak diisiiniirsek ilk adim bir hedef
belirlemeyi, ikinci adim bu hedefi olusturmak i¢in se¢eneklerin derlenmesini, tiglincii
adim segenekleri siralamayi, son adim ise en yiiksek siradaki alternatifin se¢ilmesinden
olusur (Byrnes, 2002). Insanlarin karar verirken nasil bir strateji sergiledikleri ile yapilan
arastirmalar karar verme basamaklari bakimindan benzerlikler sergilemektedir. Konu ile
ilgili yapilan bir derleme calismasinda literatiirde ifade edilen basamaklarin problemin
taninmasi ve tanimlanmasi, alternatif ¢oziimlerin ortaya atilmasi, alternatiflerin incelenmesi,
en uygun alternatifin tercih edilmesi, karar seceneginin uygulanmasi ve karar sonuclarinin
takip edilmesi siiregleri seklinde ortakliklar sergiledigi belirtilmistir (Coskun, 2020). Burada
bahsedilen ana adimlarin karar verme siirecini etkileyen asamalar oldugu da ifade
edilmektedir (Adair, 2017).

Giinlimiiz anlayisinda egitim, kesfetmeyi ve kesifleri hayatina tatbik etmeyi igerir bir
hal almistir. Bu anlayis rehberlik hizmetlerinde de kendini gostermis Onceleri meslek
secimine yardimci bir rol {stlenen rehberlik faaliyetleri ferdin kendini kesfetmesi,
potansiyellerini farkinda olmasi gibi bir mecraya gecis yapmistir. Bu mecranin gelisimsel
rehberlik modelinin ortaya ¢ikmasina ve yayginlasmasina neden oldugu ifade edilebilir.
Gelisimsel rehberlik modelinin, kisinin kendini ifade etmesi, ihtiyaglarini karsilamasi,
problemlerle basa cikip c¢ozmeyi hedeflemesi amaclar1 olarak karsimiza c¢ikarken bu
kapsamda kisinin karar vermesi ve verdigi kararlara ait sorumlulugu iizerine alabilmesi
becerilerini 6nemsedigi anlasilmaktadir. Rehberlik hizmetleri bireysel olarak yiiriitiilecegi
gibi gruplar seklinde de yiiriitiilmektedir.

Profesyoneller arasinda, arastirma kanitlarina dayali olarak, ¢ocuklarla grup
miidahalesinin etkili oldugu konusunda bir fikir birligi vardir (Shechtman, 2004). Okul
psikolojik danigmani tarafindan yiiriitiilen okul gruplari, (Jakops ve ark., 2012) katilimcilara
bagkalariyla iliski kurmanin ve iletisim kurmanin yeni yollarin1 uygulama firsati saglar
(Waack ve ark., 2014). Ayrica, grup siirecinin benzersiz 6grenme avantajlar1 vardir (Corey,
2016). Kiiciik yas grubundaki bireylere yonelik Onleyici veya iyilestirici miidahaleler,
hayatin geri kalan yillar1 i¢in zengin birikimler saglayabilir (Gladding, 2016). Yurtdisinda
1960°dan sonra tlilkemizde de okul psikolojik danigsmanligr faaliyetlerinin artmasina paralel
olarak okul ortamlarindaki kii¢lik grup c¢alismalari, etkinligini kanitlamis ve g¢ocuklara
yardim edilen 6nemli bir model haline gelmistir. (Akos ve Milsom, 2007; Perusse ve ark,
2009). Gruplarda genellikle bir bilgilendirme/tartisma formati izler ve grup toplantilari i¢in
yapilandirilmis materyal kullanir (Waack, Kalodner ve Riva, 2014).

Oyun kavrami, “yetenek ve zeka gelistirici, belli kurallar1 olan, iyi vakit gecirmeye
yarayan eglence” olarak tanimlanmaktadir. (Tiirk Dil Kurumu, b.t.). Yetene8i ve zekayi
gelistirmesi bakimindan zihinsel bir faaliyet (Salen & Zimmerman, 2004), kurallar
cercevesinde bir eylemde bulunulmasi yoniiyle de kurallarin izin verdigi ¢ercevede belirli
bir durumu ortaya ¢ikarma faaliyeti (Suits,1978) olarak ifade edilebilir. Meselenin kurallar
ve yeni bir durumu ortaya ¢ikarma gayreti bakimindan degerlendirilmesi oyun kavraminin
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karar verme ile olan ilgisini ortaya koymaktadir.

Biitiin bu kapsam diisiiniildiigiinde arastirmanin oncelikli amaci 6grencilerin karar
verme siireclerini gelistirmektir. Bu baglamda arastirmanin alt amaglar1 deney ve kontrol
gruplari agisindan ifade edilmistir.

Deney grubu agisindan

a) Karar verme becerileri sinif rehberlik etkinlikleri 6grencilerin karar verme
becerilerini arttirmakta midir?

b) Akil-zeka oyunlar1 6grencilerin karar verme becerilerini arttirmakta midir?
Kontrol grubu agisindan

¢) Ogrencilerin karar verme becerilerinde 6n test ve son test puanlarina gore bir
farklilik var midir?

Yontem

Yapilan arastirmada 6n test — son test deney ve kontrol gruplu deneysel desen
kullanilmistir. Aragtirmacinin miidahalede bulunarak yapigi deneysel islemin bagimli
degisken tizerindeki etkisini test etme imkani taniyan deneysel arastirmalar (Biiyiikoztiirk,
2016) islem oncesinde ve sonrasinda ortaya ¢ikmasi muhtemel farkin gézlemlenebilmesi
acisindan bilimsel c¢alismalarda siklikla kullanilmaktadir. Yapilan ¢alismada birinci faktor
islem gruplarindan deney ve kontrol grubunu ikinci faktor ise tekrarli 6lgiimleri (6n test —
son test) gostermektedir. Modelin bagimli degiskeni 6grencilerin karar verme becerileridir.
Etkisi test edilen deneysel islemler ise karar verme becerileri sinif rehberlik etkinlikleri ve
akil-zeka oyunlarindan olugmaktadir.

Calisma Grubu

Calisma grubu, benzesik kiime 6rnekleme yontemi kullanilarak belirlenmistir. Ad1
gecen ornekleme yontemi evren igerisinden arastirma problemi ile ilgili benzesik bir alt
grubun secilmesi esasina dayanmaktadir (Biyilikoztirk ve ark., 2014). Bu kapsamda
arastirma, segilen c¢alisma grubunun gelisim O6zelliklerinin benzerlik sergilemesinden
hareketle aragtirma Gaziantep ili Sahinbey ilgesinde secilen bir ilkokulun 4. sinif 6grencileri
lizerinde yiiriitiilmiistiir. Ornekleme siirecinde gruplara yansiz atama yapilamayacagi igin
grup eslestirme yolu tercih edilmistir.

Veri Toplama Araclarn

Karar Verme Becerileri Olgegi

Arasgtirma kapsaminda 6n test ve son test verilerinin toplanmasi i¢in Sever ve Ersoy
(2019) tarafindan gelistirilen “ilkokul O6grencileri i¢in karar verme becerisi Olgegi”
kullanilmistir. Tek boyutlu, 4°’li Likert tipinde hazirlanmis 06lgek, katilimcilardan
kendilerine yoneltilen sorulara hi¢bir zaman, ara sira, genellikle, her zaman araliklarinda
cevap vermelerini beklemektedir. Olgekten almabilecek en diisiik puan 15 iken en yiiksek
puan 60°tir. Ters maddenin bulunmadigi Olgekten aliman puan ylikseldik¢e karar verme
becerisinin arttig1 ifade edilmektedir. Gelistirilme asamasinda yapilan analizlerde
dogrulayici faktor analizi uyum indeksleri kabul edilebilir seviyededir. Bununla birlikte
gelistirme sathasinda elde edilen Cronbach Alfa giivenirlik katsayis1 .89, ac¢ikladig1 varyans
ise 40,078 olarak hesaplanmustir.

Bulgular

a) Karar verme becerisi egitimi siif rehberlik etkinliklerine katilan 6grencilerin
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karar verme becerilerinde On-test ve son-test baglaminda bir farklilik olup
olmadigini belirlemek i¢in Paired samples t-test (eslestirilmis t-test) kullanilmis
karar verme becerisi egitimi sinif rehberlik etkinliklerine katilan 6grencilerin karar
verme becerisi puanlar1 arasinda islem Oncesi ve islem sonrasi siirecte anlamli
farkliliklar oldugu goriilmiis yapilan analizde etki degeri 0,57 olarak elde
edilmistir. 0,5 — 0,8 arasindaki etki degerinin orta oldugu dikkate alinirsa (Cohen,
1988) oldugu goriilmektedir. Bu durum, karar verme becerisi egitimi smif
rehberlik etkinliklerinin 6grencilerin karar verme becerilerine etki ettigi seklinde
ifade edilebilir.

b) Akil-zeka oyunu oynayan dgrencilerin karar verme becerilerinde 6n-test ve son-
test baglaminda bir farklilik olup olmadigini belirlemek igin Paired samples t-test
(eslestirilmis t-test) kullanilmig akil-zeka oyunlari oynayan ogrencilerin karar
verme becerisi puanlar1 arasinda islem Oncesi ve islem sonrasi siiregcte anlamli
farkliliklar olmadigi goriilmistiir. Bu durum, akil-zeka oyunlarinin 6grencilerin
karar verme becerilerine etki etmedigi seklinde ifade edilebilir.

c) Kontrol grubu agisindan 6grencilerin karar verme becerilerinde 6n-test ve son-test
baglaminda bir farklilik olup olmadigini belirlemek igin Paired samples t-test
(eslestirilmis t-test) kullanilmis miidahalede bulunulmayan kontrol grubunun islem
Oncesi ve islem sonrasi siirecte bir farklilik gostermedigi goriilmiistiir. Bu durum,
kontrol grubunun tesekkiil gayesini yerine getirdigi seklinde ifade edilebilir.

Sonuc ve Oneriler

Elde edilen bulgular dikkate alindiginda karar verme becerisi egitimi sinif rehberlik
etkinliklerinin ~ 6grencilerin  karar verme becerilerine olumlu katkilar sagladigi
goriilmektedir. Ogrencilerin giinliik hayatlarinda karar verirken zorlandiklar1 (Yalin, 2021),
karar verme gayretlerini ortaya koyarken kullandiklar1 karar verme stillerinin kaygi
gosterdikleri (Bacanli ve Siirticii, 2005), kariyer planlamasi yaparken mantikli kararlar ile
mesleki kariyer arasinda pozitif iliskilerin oldugu (Orhan ve Ultanir, 2014), problem ¢dzme
becerisinin yiiksekligi ile pozitif iligkili oldugu (Develioglu, 2006) ifade edilmektedir.

Kose (2021) yaptigi calismada, rasyonel karar verme tarzi ile sorun ¢dzme
becerileri arasinda anlamli ve pozitif iliski oldugunu, Develioglu (2006), problem ¢6zme
becerileri yiiksek olan kimsenin mantikli karar verme stratejisi, problem ¢bzme becerileri
diisiik olan gruba gore anlamli olarak yiiksek oldugunu, Marangoz ve Demirtas (2017),
Ogrencilerin, zihinsel beceri diizeylerinde anlamli bir artis oldugunu, Altun (2013),
problem ¢6zme becerilerinde pozitif yonde anlamli bir farkliligin oldugunu

Karar verme siireci incelendiginde karar verme becerisi ile oyun esnasinda karar
verme becerisinin sergilenmesi arasinda iliski olmasi beklenmektedir. Nitekim akil-zeka
oyunlart ile ilgili olarak Kula (2020), akil zeka oyunlarmin diisiinme becerilerini arttirdigin,
Esen (2019) akil-zeka oyunlarinin 6grencilerin okul doyumlarini, karar verme becerilerini
ve sabirli davranig gosterme becerilerini olumlu yonde etkiledigini, Durmaz ve Durmaz
(2015), mangala oyunu oynayan deney grubu Ogrencilerinin rutin olmayan problemleri
¢ozme basarilarinda olumlu bir artig oldugunu, Demirel (2015), zekd oyunlan etkinlikleri
uygulanan Ogrencilerin problem ¢dzme becerilerinde ve akademik basarilarinda kontrol
grubuna gore gelisme oldugunu, Kurbal (2015), 6. simnif 6grencilerinin problem ¢dzme
stratejilerinin ve akil yiirlitme becerilerinin zekd oyunlar1 ile gelistigini, Bottino ve
arkadaglar1 (2009), zekad oyunlarinin ilkokul 6grencilerin akil yiiriitme ve problem ¢dzme
becerilerini gelistirdigini, Ott ve Pozzi (2012), dijital zekd oyunlarmin orijinal ¢oziim
stratejilerini bulma ve yaraticilik becerilerini 6nemli bir diizeyde arttirdigin1 ifade
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etmektedir.

Esen’in (2019) yaptig1 ¢aligmanin 17 hafta siireyle, Durmaz ve Durmaz’in (2015)
calismasimin 15 hafta siireyle, Demirel’in (2015) yaptig1 ¢alismanin bir donem siireyle
haftada iki saat seklinde, Kurbal’in (2015) yaptig1 ¢alismanin bir donem boyunca, Bottino
ve arkadaglarinin (2009) yaptig1 ¢calismanin 6 ay siireyle, Ott ve Pozzi’nin (2012). Yaptig
calismanin 3 yil stireyle devam ettigi dikkatleri ¢ekmektedir. Kula’nin (2020) yapmis
oldugu calisma ise 6gretmenlerin goziiyle akil-zeka oyunlariin incelenmesi seklinde
gerceklesmistir. Biitlin bu arastirmalar dikkate alindiginda yapilan c¢alismada deney
grubunun islem Oncesi ve islem sonrasi siirecte karar verme becerilerinde bir farklilik
olusmamasi1 durumu

a)

b)

c)

d)

Ogrenilen bir durumun davranisa déniistiiriilmesi igin yeterli sayida tekrarin
icsellestirmeye neden olacagindan hareketle oyun siiresinin (hafta olarak) kisa
tutulmus olabilecegi

On test ve son test kapsaminda kullanilan 6lgegin ilgili &grencilere uygun
olmayabilecegi, Olcegin uygulanmasi esnasinda Ogrencilerin goriislerini yansiz
olarak yansitmasini saglayacak faktorlerin dikkate alinmamis olabilecegi

Oynanan oyunlarin igerdigi diisiiniilen hamle/kars1 hamle yapma, hamle oncesi
diisiinme, oyun kurma, hamleyi yapma ve hamleyi degerlendirme basamaklarinin
karar verme basamaklari ile iligkili olmayabilecegi

Tercih edilen oyunlarin karar verme becerisini gelistirmeyecek niteliklere sahip
olmayabilecegi seklinde ifade edilebilir.

Calismanin sonuclar1 dikkate alindiginda problemi belirlemek, gerekli bilgileri

toplamak, sonuca ulasmak adina uygun segenekler yaratmak, karart vermek ve verilen

karar1 uygulayip degerlendirmek basamaklarini igeren 6 haftalik sinif rehberlik etkinlikleri,

Ogrencilerin karar verme becerisi gelistirmesinde etkili olmustur.
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