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ABSTRACT

THE EFFECT OF PARKOUR INTERVENTION ON FOURTH GRADE
STUDENTS’ MOTOR, COGNITIVE AND SOCIAL-EMOTIONAL SKILLS;
A MIXED METHODS STUDY

YOLCU, Oguzhan
Ph.D., The Department of Physical Education and Sports
Supervisor: Assoc. Prof. Dr. Irmak HURMERIC ALTUNSOZ
Co-supervisor: Prof. Dr. Mustafa Levent INCE

July 2023, 147 pages

The purpose of this study was to investigate the effects of an eight-week parkour
intervention based on the adventure education model on fourth-grade students' 1)
motor skills, cognitive skills, and social-emotional skills 2) to explore the students'
perceptions of the intervention and their overall thoughts about it. The study involved
55 students from three different village schools, with 28 students (Mage=9.63,
SD=.60) in the intervention group and 27 (Mage=9.79, SD=.62) in the comparison
group. The mixed-method experimental design was used in the study to answer the
research questions. Motor coordination, perceived motor competence, divergent
thinking, and motor creativity variables were measured using four quantitative data
collection tools. Qualitative data were obtained through field notes, semi-structured
and group interviews. The intervention group received an eight-week parkour
intervention, while the comparison group continued the regular program. The findings
showed that students who received parkour intervention based on the adventure

education model improved significantly more in motor coordination (p<.001),



perceived motor competence (p=.009), fluency in divergent thinking (p<.001),
originality in divergent thinking (p=.009) and motor creativity (p=.003) skills after the
pre-test data were controlled. The qualitative data from the intervention group
supported the quantitative results and provided further insight into the students'
experiences. The study concluded that the adventure education model and parkour
could be an effective and cost-efficient alternative for achieving physical, social, and
cognitive outcomes in physical education and sport, particularly in schools without

sports facilities.

Keywords: adventure education, parkour, motor coordination, divergent thinking,

motor creativity
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PARKUR MUDAHALESININ DORDUNCU SINIF OGRENCILERININ MOTOR,
BILISSEL VE SOSYAL-DUYGUSAL BECERILERI UZERINE ETKIiSI; BIR
KARMA YONTEM CALISMASI

YOLCU, Oguzhan
Doktora, Beden Egitimi ve Spor Boliimii
Tez Yéneticisi: Dog. Dr. Irmak HURMERIC ALTUNSOZ
Ortak Tez Yé&neticisi: Prof. Dr. Mustafa Levent INCE

Temmuz 2023, 147 sayfa

Bu caligmanin amaci, macera egitimi modeline dayali sekiz haftalik bir parkur
miidahalesinin dordiincii sinif 6grencilerinin 1) motor becerileri, biligsel becerileri ve
sosyal-duygusal becerileri tizerindeki etkilerini aragtirmak 2) 6grencilerin uygulamaya
iliskin algilarmi ve uygulamaya iligkin genel diisiincelerini incelemektir. Calismaya
ti¢ farkli koy okulundan 55 6grenci katilmig, miidahale grubunda 28 (Myas=9.63,
SS=.60), karsilastirma grubunda ise 27 (Myas=9.79, SS=.62) 6grenci yer almistir.
Calismada arastirma sorularini yanitlamak i¢in karma yontem deneysel desen
kullanilmistir. Motor koordinasyon, algilanan motor yeterlilik, raksak diistinme ve
motor yaraticilik degiskenleri dort nicel veri toplama araci kullanilarak dl¢tilmustiir.
Nitel veriler ise saha notlari, yar1 yapilandirilmis ve grup goriismeleri yoluyla elde
edilmistir. Miidahale grubu sekiz haftalik bir parkur miidahalesi alirken, karsilastirma
grubu normal programa devam etmistir. Bulgular, macera egitimi modeline dayali
parkur miidahalesi alan 6grencilerin, 6n test verileri kontrol edildikten sonra motor

koordinasyon (p<.001), algilanan motor yeterlilik (p=.009), iraksak diisiinmede
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akicilik (p<.001), iraksak diistiinmede 6zgiinliik (p=.009) ve motor yaraticilik (p=.003)
becerilerinde anlamli olarak daha fazla gelistigini gostermistir. Miidahale grubundan
toplanan nitel veriler nicel sonuglar1 desteklemis ve 6grencilerin deneyimleri hakkinda
daha fazla bilgi saglamistir. Caligma, macera egitimi modeli ve parkurun, 6zellikle
spor tesisi olmayan okullarda beden egitimi ve sporda fiziksel, sosyal ve bilissel
ciktilar elde etmek i¢in etkili ve uygun maliyetli bir alternatif olabilecegi sonucuna

varmistir.

Anahtar Kelimeler: macera egitimi, parkur, motor koordinasyon, iraksak diisiinme,

motor yaraticilik
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CHAPTER 1

INTRODUCTION

1.1. Background and Statement of the Problem

Physical education and sports play a crucial role in developing fundamental movement
skills, physical competence, and personal and social skills such as problem-solving,
peer relations, and leadership throughout primary and secondary school (Opstoel et
al., 2020). The literature review examined the benefits and outcomes of physical
education and sports in schools and found positive effects across five categories:
physical development, lifestyle development, emotional development, social
development, and cognitive development (Bailey, 2006). These findings highlight the
significance of physical education and sports in shaping students' overall growth and
development. In order to achieve the desired educational outcomes and goals of
physical education and sports, various curriculum and instruction models are available.
These models cater to diverse learning needs and promote physical activity and healthy
lifestyles among students. Some notable models include the Sport Education Model,
Tactical Game Model, Individual and Social Responsibility Model, and Adventure
Education Model (Kirk et al., 2006; Siedentop & Tannehill, 2002). Each model has its
unique approach to teaching and learning and can be adapted to suit different age
groups and skill levels. By utilizing these models, educators can provide their students
with a comprehensive and engaging physical education experience that helps them

develop essential skills and habits.

The adventure education model aims to develop risk-taking, decision-making,
problem-solving, self-confidence, respect, and cooperation skills by using activities

that require overcoming challenges (Bisson, 1999). Activities, games, or sports that



involve risk and challenges in the adventure education model (e.g., rafting, rock
climbing); are used as a tool in teaching. In this direction, Dyson (1995) emphasized
that adventure activities would be especially useful in achieving the goals of today's
student-centered, participatory, and student-focused curriculum. (Hattie et al., 1997)
found various improvements in students' academic, leadership, self-concept,
personality, interpersonal communication, and adventurism (risk-taking and
managing) characteristics in a meta-analysis of studies using the adventure education
model. The researchers also concluded that these developments are mostly permanent,
highlighting the potential benefits of incorporating adventure-based activities in
educational programs. The activity chosen as a tool and the design of this activity is
essential in the implementation and success of adventure education model-based
interventions. In this direction, there are recent findings that "parkour" can be a
valuable educational tool in achieving educational outcomes of this model (Botella et
al., 2021; Fernandez-Rio et al., 2017; Fernandez-Rio & Suarez, 2016).

Parkour is a physical activity in which practitioners choose their own path to overcome
physical obstacles in the city or nature as quickly and efficiently as possible (Gerling
et al.,, 2013). Parkour develops and supports speed, power, agility, endurance,
flexibility, body control, adaptation to different conditions, and self-confidence
(Aynés & Carceles, 2016; Grosprétre & Lepers, 2016; Maldonado et al., 2015).
Besides having fun, this activity motivates the participants to use their imaginations
by challenging themselves to improve their skills (Cabrera Gadea & Jacobs, 2016).
With the increasing interest in the track, countries such as Denmark, Finland, England,
Poland, France, and the USA have started to open specially designed parks and sports
centers for parkour. The World Free Running and Parkour Federation (DSKPF) was
established in 2008 with the increase in the number of athletes doing parkour. In our
country, the Turkish Gymnastics Federation held a test tournament in 2019, and a
parkour tournament is currently held every year. Despite the interest in this activity, it
is seen that there are a limited number of studies in literature that are based on a
particular teaching model or method and use parkour as a tool to achieve the aims of
the study. Especially in Tiirkiye, there is no intervention study on parkour in education.

In addition, the number of studies using mixed research methods in literature is limited.
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The primary objectives and guidelines for educational curricula sets by the Ministry
of Education in Tiirkiye. One of the objectives of the fourth-grade physical education
and game curriculum regulated by the Ministry of Education (MEB, 2018) includes
equipping students with the ability to use their fundamental movement skills
confidently and effectively. Fundamental movement skills are the foundation for more
complex movements required for physical activities, sports, or games (Goodway et al.,
2019). These skills are also crucial for lifelong participation in physical activity.
Developing motor coordination is essential for fundamental movement skills and
sport-specific movements, as it affects participation in physical activity and body mass
index (D'Hondt et al., 2014; Lopes et al., 2012; Lopes et al., 2011). Additionally,
perceived motor competence plays an important role in participation in physical
activity (Babic et al., 2014). A study by Slykerman et al. (2016) found that children
with low perceived motor competence had low motivation to participate in sports.
However, the consistency between actual and perceived motor competence increases

with age, according to a study by Stodden et al. (2008).

The Ministry of Education in Tiirkiye's 2019-2023 development plan includes the goal
of developing "21st-century skills" through education. These skills are divided into
three categories: learning, literacy, and life skills. Learning skills include critical
thinking (finding solutions to problems), creative thinking (developing new
alternatives), communication, and cooperation (working with others) skills (Gelen,
2017). According to the Organisation for Economic Cooperation and Development
(OECD), critical thinking and creativity are increasingly important skills (Vincent-
Lancrin, 2022). The World Economic Forum (WEF) reports that creative thinking is
the second most required skill by workers and will be the most demanded skill in the
next five years (WEF, 2023).Although there is no standard definition due to its
multifaceted and dynamic nature, creativity can be defined as the ability to find
different, unique, appropriate, and useful solutions to a problem, situation, or event (J.
P. Guilford, 1967; Joy Paul Guilford, 1967; Okuda et al., 1991; Runco & Jaeger, 2012).
Studies have shown that physical activity can improve children's creativity skills or
creative abilities (Angel Latorre-Roman et al., 2021; Tilp et al., 2020). On the other

hand, some studies have reported significant improvements in participants with

3



specific characteristics (Marson et al., 2021; Neville & Makopoulou, 2021). According
to Rominger et al. (2022), long-term physical activity had a larger effect size than acute
practices on creative behavior. Only a few studies have been done on the impact of
adventure education interventions on creativity. However, a study by Richmond et al.
(2014) found that participants who underwent the adventure education intervention
significantly improved their creative problem-solving skills compared to those who

followed the regular curriculum.

The concept of motor creativity pertains to the process of devising novel and
innovative movements or sequences of movements that can effectively address various
physical challenges, obstacles, and problems (Richard, Aubertin, et al., 2020a; Sturza
Mili¢, 2014; Wyrick, 1968). It seems important to improve overall motor skills and
adaptability by using cognitive and physical abilities to develop unique and effective
solutions to complex situations. In their study Orth et al. (2017) proposed a dynamical
systems approach to understanding motor creativity. According to the study, creative
motor actions emerge in the act rather than before and are influenced by individual,
task, and environmental constraints that promote exploration and variability of
movement solutions (Orth et al., 2017). Some of the studies revealed that motor
creativity can be improved by physical activity interventions (Mouratidou &
Tsorbatzoudis, 2017; Richard et al., 2018a). Studies also implicated that there is a
positive relationship between motor creativity and cognitive creativity (MarinSek &
Lukman, 2022; Scibinetti et al., 2011). However, studies on the relationship between
motor creativity and competence in children have produced inconsistent results. While
some studies have found no association between motor creativity and motor
competence (Marinsek & Lukman, 2022; Scibinetti et al., 2011), others have reported
a positive relationship between these two constructs (Scibinetti et al., 2011; Sturza
Mili¢, 2014).

In conclusion, the current study aimed to examine the effects of an eight-week physical
education intervention based on the adventure education model with using parkour as
a tool on children's motor coordination, perceived motor competencies, divergent

thinking, and motor creativity skill in holistic manner.
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1.2  Significance of the Study

The current and future vision of education in Tirkiye emphasizes skills such as
fundamental movement skills, self-confidence, lifelong participation in physical
activity, creativity, critical thinking, well-being, leadership, and cooperation (MEB,
2018; SBB, 2019). International reports indicate that these skills are essential for
preparing societies for the future (Heilmann & Korte, 2010; Vincent-Lancrin, 2022).

Physical education and sports provide opportunities to develop physical, social,
emotional and cognitive skills (Bailey, 2006). According to UNESCO, "Quality
Physical Education™ refers to a child-centered and inclusive approach to developing
physical literacy, social-emotional skills, and encouraging lifelong physical activity
participation (McLennan & Thompson, 2015). Physical literacy refers to ability to
perform various movement skills with confidence, comprehension and motivation to
engage regular physical activity (Castelli et al., 2014; Whitehead, 2010). UNESCO
and organizations in Canada, the USA, and Australia have established clear definitions
and standards for Quality Physical Education (QPE) that incorporate the concept of
Physical Literacy (PL) as a crucial component. In recent years, there has been a
significant increase in research on physical literacy through the development of
measurement tools (Mendoza-Muioz et. al, 2022). The Physical Literacy Enriched
Pedagogy (PLEP) framework connects physical literacy to UNESCO's seven
characteristics of QPE, which include frequency, variety, inclusivity, value context,
peer-led learning, and rounded skill development (Barnett et al., 2020; Green et al.,
2018). While studies have examined the impact of various pedagogical approaches on
student motivation and performance (Bevans et al., 2010; Pekrun, 2017), more
research still needs to be done on the specific effects of PLEP. By delving deeper into
the connection between non-linear pedagogy, ecological dynamics, and physical
literacy, valuable knowledge can be gained regarding effective practices that align
with UNESCO's QPE principles. Quality physical education provides opportunities to
develop critical thinking, problem-solving, creative thinking, and decision-making
skills (De Coning & Keim, 2021; McLennan & Thompson, 2015). Physical education
is essential part of a quality education (McLennan & Thompson, 2015). It involves



learning about physical activity as well as learning through physical activity, both in
and out of the school setting. According to McLennan (2021), with the combination
of educational and health outcomes, quality physical education can provide
opportunities to develop physical, social-emotional, cognitive and creativity skills at a

low cost.

According to the MEB (2021) data, only 17.6% of the institutions providing formal
education have a gymnasium. In the 2019 — 2023 strategic plan, it has been emphasized
that school gardens are insufficient to support students' social, cultural, personal, and
sportive development. The cost of a gymnasium to be built in the specified year was
announced as 14.500.000 TL in the government investment program (SBB, 2023).
When the cost of construction of parkour parks and the construction and maintenance
costs of sports facilities that should be built for formal education institutions are
compared, it is seen that parkour parks can be built with much more affordable

expenses and can be preferred because they take up less space in school gardens.

There is a need for alternative programs based on curriculum and instructional models
other than traditional methods, which can support the physical, social, and cognitive
skills development of our students, which are included in the primary school fourth-
grade curriculum outcomes through physical education and sports, and which can
ensure the use of inadequate school gardens for teaching. Therefore, this study
examines the effects of an eight-week parkour intervention based on adventure
education on children's physical, social-emotional, and cognitive skills from a holistic

perspective through a mixed-method approach.
1.3  Research Questions

This study aimed to address the issues mentioned earlier by asking two research
questions. The first research question focused on quantitative data. The second
question focused on qualitative data to examine the quantitative results in depth.

1. Is there a significant difference between the fourth-grade students who

participated in eight-week adventure education model-based parkour



intervention and those who followed the regular curriculum in terms of the
following variables after controlling the pre-test results?
a.  motor competence
b.  cognitive skills
c.  social-emotional skills
2. What are the participants' experiences, thoughts, and perceptions regarding
parkour intervention based on the adventure education model in terms of
motor, cognitive, and social-emotional skills?
3. How do the qualitative data collected from interviews and observations explain
the quantitative results obtained from questionnaire and tests regarding the
effects of the adventure education model-based parkour intervention on fourth-

grade students’ motor, cognitive, and social-emotional skills?
1.4 Definition of terms

Motor coordination: Motor coordination refers to the skill of using different body

parts in synchronization to perform a specific movement task (Cech & Martin, 2011).

Perceived motor competence: It refers to an individual's perception of their own

ability to perform motor skills. (Morano et al., 2020)

Divergent thinking: It is a cognitive process that involves generating multiple ideas

or solutions to a problem or situation (Runco, 1991).

Creativity: It is a complex structure requiring original, functional, and practical ideas

or solutions to problems or situations (Runco, 2004).

Motor creativity: Motor creativity refers to one's capacity to generate various, unique,

and effective movement reactions in response to a stimulus (Wyrick, 1968).

Social-emotional skills: It is a range of abilities that involve building relationships
with others, comprehending and regulating emotions, and gaining knowledge from
experiences (Napolitano et al., 2021).



Adventure education: Learning with activities that include risk and challenges
(Hodgson & Berry, 2011).

Parkour: It is a movement discipline that involves overcoming obstacles in urban or

natural environments as quickly and efficiently as possible (Gerling et al., 2013).



CHAPTER 2

LITERATURE REVIEW

This chapter explains the study's theoretical framework and the theoretical background
of the variables that seek to answer the research questions. The current study was
designed with a holistic approach, focusing on cognitive, physical, and social-
emotional skills. As it has a holistic structure, the adventure education model was
chosen as the theoretical framework in this study. The adventure education model uses
sports and activities that include risk as tools. Parkour is a physical activity involving
physical and mental challenges and was chosen as an educational tool in this study.
The following sections examine the literature related to the variables of motor
coordination, perceived motor competence, creativity, divergent thinking, and motor
creativity. Additionally, the review was limited to studies that included intervention

and involved K-12 students. A general summary is provided at the end of this chapter.
2.1 Adventure Education

Kurt Hahn, who created and implemented a one-month course that develops physical
and mental survival skills to reduce the loss of life in sinking ships in the Atlantic
Ocean, is regarded by many researchers as the originator of adventure education
(Hattie et al., 1997). Even though the terms outdoor education, adventure-based
education, outdoor adventure education, and adventure education seem different, they
are all based on the same theoretical background. Adventure education is a process in
which participants engage in adventurous activities that require confidence, initiative,
and challenges against difficulties to acquire physical, cognitive, and affective skills
(Dort et al., 1996).

Adventure education is a model based on experiential learning theory (Stuhr et al.,
2016). The main idea of the experiential learning "being in an activity with hands-on".
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However, explaining experiential learning by just “involvement of the direct
experience for learning” does not define the core of the theory. In order to reveal the
learning by experience, the participants are required to participate physically,
emotionally, and mentally in the activities (Priest & Gass, 2017).

Experiential learning, which allows its participants to adapt to new physical and mental
situations, cooperate as a group to solve problems, overcome risks, trust themselves,
and respect their peers, also constitutes the basis of adventure education (Siedentop &
Tannehill, 2002). According to Ritson (2016) defines adventure from an educational
point of view as learning outdoors while living in nature. Adventure education can
also be conducted in the gymnasium or outside the school (Siedentop & Van der Mars,
2011). Ritson defines the relationship between the words “adventure” and “learning”

in terms of education as follows: (2016, p. 17):

“The two apparently incongruous terms come together to define an educative
method of experiential, activity-based learning that allows a journey of
personal and social inquiry and discovery.”

Adventure-based learning uses a student-centered holistic perspective (Ritson, 2016;
Stuhr et al., 2016). The activities used in adventure-based learning have an inclusive
structure. Adventure enables a person to overcome their fears, discover their abilities
while solving problems, make decisions by taking responsibility, and understand
themselves better. According to Prouty et al. (2007), a PE curriculum based on
adventure learning includes challenges, risks, trust, cooperation, and problem-solving.
With the support of the educator, the participants decide for themselves at what level
of difficulty they want to do the activity, considering their abilities and fears. The
quality of the activities is important to achieve the outcomes of the program
(McKenzie, 2000).

McKenzie (2000) analyzed previous research on adventure education programs to

determine how these programs achieved their desired outcomes. From this analysis,

McKenzie identified six key factors influencing program outcomes: the physical

environment, activities, processing, the group, instructors, and participants. These
10



elements are summarized in Figure 2.1, as outlined by Ritson (2016). McKenzie
recommended a mixed-method approach to evaluate the program's impact. Qualitative
data from interviews, surveys, and observations would provide a detailed
understanding of program outcomes, while quantitative data could be used to develop

and test measures of program effectiveness.

Figure 2.1
Elements of Adventure Education Ritson (2016)

Physical Activities Group Instructor Participants
Environment
Being in a new » Activities are a « The size of the Instructor's Participant's

environment:

« it allows
participants to
try unusual
things.

« challenges
provide a greater|
sense of
accomplishment.

« Equality is more
apparent as
everyone is
exposed to a new|
environment.

combination of
challenges,
learning skills,
and success.

» The quality is

more important
than the
quantity.
Failures are part
of learning.
Understanding
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important.

group should
not be too big or
too small.

Working as a
group is
important.

Gender, age,
and experience
with each other
play a role in
performance.

« behaviors,

« attitudes,

« way of
guidance,
character,
being able to

empathy have
an important
role.

« backgrounds,

« expectations,

« requests,

« characters
affects group
performance.

In a meta-analysis study by Hattie et al. (1997), 96 articles on adventure education
were examined. It was determined that the 40 different outcomes in the studies on
adventure programs. Although the age range of the participants was 11 to 42 years in
the studies reviewed, most were adults or university students. Despite a varying
duration, studies have reported an average intervention period of 24 days. The
outcomes of the studies were listed under six categories: academic, leadership, self-
concept, personality, interpersonal, and adventurous. One of the major outcomes of
the studies was self-concept. Most of the studies indicated that intervention programs
positively affect self-concept. Since few studies focused on developing cognitive
skills, Hattie et al. (1997) indicated that adventure education programs may develop
11



general problem-solving skills. The subheadings in the categories included concepts

such as self-efficacy, physical ability, physical fitness, and self-understanding. Table

2.1 represents the results of the study conducted by Hattie et al. (1997) on the outcomes

of the studies on adventure education till 1997.

Table 2.1
Outcomes of Existing Studies till 1997 (Hattie et al., 1997)
Category Sub-domain
Academic Academ!c-dlrect
Academic- general
Conscientiousness Time management
Decision making Values
Leadership Leadership - general Goals
Leadership — teamwork
Organizational ability
Physical ability Confidence
Peer relations Self-efficacy
Self-concept General self Family

Personality

Interpersonal

Adventuresome

Physical appearance
Academic

Feminity

Masculinity
Achievement motivation
Emotional stability
Aggression

Cooperation

Interpersonal Communication

Social competence

Challengeness

Flexibility (openness to new ideas)

Physical fitness

Environmental awareness

Self-understanding

Assertiveness
Locus control
Maturity

Neurosis reduction

Behavior
Relating skills
Recidivism

Dyson (1995) conducted a qualitative case study on the students' perceptions of a

physical education curriculum called Project Adventure which was based on adventure

education. The curriculum focused on concepts of trust, challenge, risk, cooperation,
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problem-solving, and goal setting. The study was conducted on two alternative schools
involving third and fifth-grade students. Interviews were conducted with 14 students
from the first school and 15 students from the second school. The findings revealed
that students valued getting out of their comfort zone and identified themes such as
cooperation, taking risks, having fun, and learning new motor skills. Students also
believed that putting in the effort was more important than achieving success and that
taking ownership of their goals made the challenges in physical education more
meaningful. (Dyson, 1995).

In the same study, one of the themes was "taking risks." Students mentioned that
learning to take risks or trying activities they thought were risky is important. They
said they overcame their fears (e.g., height) with adventure activities, and after
completing the activity, they felt a powerful sense of accomplishment. ‘Learning new
motor skills' was another theme. Students were allowed to set their own goals during
the cooperative unit (Dyson, 1995). While low-skilled students were dealing with
fundamental motor skills, the high-skilled ones had set complex sports skills.
Additionally, students mentioned that problem-solving on certain motor skills and
interpersonal conflicts helped them to reach their goals. Students also mentioned that
these adventure education-based classes helped to improve their self-esteem. One of
the examples from this theme was Mark. He was one of the low-skilled at the
beginning. However, he was able to do the skills with support from the teacher and
classmates after a few classes. He even volunteered to demonstrate a skill to the class
(Dyson, 1995).

Studies on K-12 students that incorporate adventure education practice tend to focus
on the social and psychological outcomes of the participants. In a systematic literature
review conducted by Lee and Zhang (2019) on adventure education-based physical
education between 1976 — 2018, it was found that nine out of eleven studies focused
on the psychological outcomes of physical education. The review concluded that
adventure education is beneficial in achieving learning outcomes. The personal, social,
and emotional benefits of adventure education are mostly studied by using qualitative

data. Scrutton (2015), conducted a study to present quantitative results on the effects
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of outdoor adventure education on children's personal and social skills. The
experimental group, out of the 360 children aged 11 to 12, participated in a week-long
residential outdoor adventure education experience. According to the results of the
self-report questionnaire, a small positive effect emerged, but it was lost ten weeks
later. However, children who assessed themselves to have relatively low personal and

social abilities tended to benefit the most and later least later on.

Gehris et al. (2010) conducted a study that focused on students’ ideas for an adventure-
physical education program in terms of physical development and physical self-
concept. The study participants were 27 tenth-grade students, and the adventure
education units lasted 41 minutes for 18 lessons. According to the semi-structured
interviews with students, except for two components (appearance and health), students
mentioned that body fat, fitness, flexibility, physical activity, sport competence,
strength, and coordination components of the physical self-concept were related to
adventure education. Additionally, this way of physical education was more fun and
attractive than the traditional one.

One of the most recent systematic review studies was conducted by Peng and Lau
(2022). The review focused on adventure education interventions' effects on children's
physical, social, and psychological development. The review included 18 studies
conducted from 2000 to 2021. The results estimated that adventure education
contributed to the improvement of physical development of non-healthy children aged
9-16 and 3-7 years. Although there were inconsistent results on self-esteem and self-
efficacy, adventure education positively impacted psychological development.
Additionally, adventure education improved the social development of healthy and
unhealthy 11 — 17-year-old children and unhealthy children aged between 3-7 years.
On the other hand, the authors indicated that most of the studies had a poor

methodological quality (Peng & Lau, 2022).

Studies on the effects of adventure education on children or young people are very
limited in Turkish literature. Giindiiz and Dicle (2019) applied out-of-school

recreational rock-climbing training based on an eight-weeks adventure education
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model to 17 sixth and seventh-grade students. As a result of the qualitative data
analysis, the participants stated that they were afraid of climbing at the beginning of
the training, but then their desire increased, they had fun, and their self-confidence and
strength increased. Vazgecer and Altinkok (2017) reported that the experimental group
with 35 participants, aged 11-12, who participated in 10 weeks of adventure-based
physical education activities, had a significantly higher level of problem-solving
confidence/avoidance and self-control skills compared to the control group with 31

participants.

Consequently, studies based on the adventure education model showed that it
positively affects (varying impact levels) their participants' cognitive, physical, social,
and emotional skills. The goals and objectives of the intervention implemented in this
study were in parallel with the outcomes of the physical education and play curriculum
determined by the Ministry of Education in Tiirkiye. Considering the outcomes of the
studies based on the adventure education model, it was evaluated that it was suitable
for the goals and objectives of this research and was determined as the theoretical

framework of the current study.

2.2 Parkour

Parkour took the form we know today by David Belle, his cousins, and friends in the
suburbs of Paris in the late 1980s (Clegg & Butryn, 2012). According to Gerling et al.
(2013) Parkour is a movement discipline by which practitioners choose their way to
overcome obstacles as fast and efficiently as possible in urban or nature. Besides
having fun, Parkour motivates young people to use their imagination to create
challenges to develop their skills (Cabrera Gadea & Jacobs, 2016). Parkour has the
potential to be a recreational or mass sport since it combines fundamental movement
skills, such as running, jumping, and climbing, with other forms of movement (Gerling
et al., 2013). Parkour can be performed anywhere, whether in the presence of artificial
or natural obstacles, without requiring any special equipment or space. Following the

increasing interest in Parkour, countries such as Denmark, Finland, England, Poland,
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France, and the USA have started to open sports centers specifically designed for
parkour (Attwood, 2013).

Over the past few years, there has been a rise in academic research on parkour. This
research covers various scientific fields, including culture (Ferro, 2015), medicine
(Rossheim & Stephenson, 2017), policy (Gilchrist & Wheaton, 2011), and architecture
(Brunner, 2011). The following section reviews studies on sports, education, physical
activity, and pedagogy, mostly involving K-12 students participating in a parkour

intervention.

There are studies that focus on some physical fitness parameters of participants who
are interested in parkour. These studies have found that parkour improves the jJumping,
muscle strength, muscle skills, and cardiorespiratory fitness of the participants
(Dvorak et al., 2017; Grosprétre & Lepers, 2016). It has also been reported that
individuals who practice parkour tend to have a low body-fat ratio (Warren et al., 2013)
and better dynamic posture control compared to athletes in other sports (Maldonado et
al., 2015).

Most participants in parkour studies are either already involved in the sport or
evaluated for their sport-specific and health-related skills. For example, Juan et al.
(2022) conducted a study on the agility skills of 146 high school students (67 team
sports, 77 parkour) who participated in a didactic parkour unit or a team sports unit in
five weeks of physical education classes. As a result of the study, students who took
the parkour unit significantly improved their agility compared to those who took the
team sports unit. In studies involving parkour, it is seen that the effects of children on
fundamental movement skills, which are essential for lifelong physical activity
participation, are not examined, and most of the participants are adolescents and young

adults.

When we look at the literature from the education perspective, a limited number of
studies use parkour as a tool in intervention design and whose sample includes children

and adolescents. Coolkens et al. (2018) conducted a study on the effects of a parkour
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intervention on students’ physical activity levels during recess. In the study, 281
children aged 8-10 years participated in a 6-day parkour unit in PE classes. Between
every two classes, there were 20 minutes of parkour recess. The recess was divided
into two categories: organized and supervised. In organized recess, the teacher
provided instructional tasks, while in supervised recess teacher just ensured safety.
According to the results, children in organized recess showed less sedentary behavior
and more moderate to vigorous physical activity levels than supervised recess. Similar
results were found in another study, including parkour intervention on recess (Cheng
etal., 2021).

Grabowski and Rasmussen (2017) conducted a study on school-based health
promotion using parkour. The study included participants aged between 8 — 16 years.
The exact number of participants was not specified. The intervention includes three
parts. These were organized and regular parkour training, parkour workshops, and
parkour in physical education. It was mentioned that a private parkour organization
performed the first two parts, and the last part was conducted by teachers who had
previously taken parkour courses. The duration and the content of the intervention
were not mentioned clearly. Data were collected through group and personal
interviews with students and teachers. According to the study results, the parkour's
challenging structure provided opportunities for social inclusion and self-observation
for the participants. It forced the participants to reconsider the social role and
hierarchies. Since parkour is performed in a non-competitive way, it creates a sense of
belonging. The authors concluded that parkour has the potential to promote school-
based health promotion and reshape health identities (Grabowski & Thomsen, 2017).

Recent studies on parkour have explored various teaching methods and theoretical
frameworks. These studies have provided clear and understandable information
regarding the intervention content, duration, and statistical data. Below, we will

provide some examples of these studies.

Botella et al. (2021) used the flipped learning method in a didactic unit by using

parkour to improve the motivation of the participants, consisting of 100 sixth-grade
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students (45 girls and 55 boys) in physical education. The study compared a control
group that followed traditional teaching methods to an experimental group that used
the flipped learning approach for the same parkour unit. The duration of the
intervention was four sessions and nine explanatory videos on the jumps and
maneuvers were used. The teacher of the flipped learning group was the main
researcher. Both groups were measured at the beginning and end of the intervention
using a motivation questionnaire, and 40 personal interviews were conducted for
qualitative data. Results showed that the flipped learning group significantly increased
intrinsic, identified, and introjected motivation, while external motivation and
amotivation decreased. In contrast, the control group experienced significant decreases
in intrinsic and identified motivation. Qualitative findings revealed that the students
perceived flipped learning as more enjoyable, efficient, and motivating (Botella et al.,
2021).

The studies on parkour with a sample of primary school children or similar age groups
are quite limited. Fernandez-Rio and Suarez (2016) conducted an intervention study
with primary school students (14 boys and 19 girls) and collected their opinions,
thoughts, and feelings about a parkour learning unit. The intervention consisted of 12
lessons of 55 minutes each, using an adventure education model-based cooperative
learning pedagogy to teach parkour. The instructors were regular schoolteachers who
received 10 hours of theoretical and 6 hours of practical training. The intervention was
divided into four sections: fundamental movement skills, specific parkour skills, and
combinations. Data were gathered through reviews. According to the results, children
described their experience as fun. Fear was another major theme. Participants reported
that they felt scared of the movements they had to do, but after trying them, they
became more confident and less fearful. Participants also mentioned that parkour
helped them to develop social skills such as cooperation and helping each other.
Problem-solving was one of the frequently mentioned skills. According to participants,
they realized that they find different ways to overcome the obstacles. Moreover, the
results revealed that both high-skilled and low-skilled children enjoyed parkour. The

authors concluded that parkour could be used as educational content since it can
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deliver the desired positive outcomes of physical education (Fernandez-Rio & Suarez,

2016).

In summary, samples of studies using parkour as a tool in an intervention design
generally include children and adolescents aged 8 to 16 (Yolcu et al., 2021). The
studies examined how interventions with parkour affected various aspects of
participants, such as their physical activity levels, health-related behaviors,
motivations, feelings and opinions about the intervention, and some social and
cognitive skills. The interventions were designed using flipped learning (Botella et al.,
2021), collaborative learning (Fernandez-Rio et al., 2017), and the adventure
education model (Fernandez-Rio & Suarez, 2016). The positive outcomes of these
studies for K-12 age group participants were similar to the objectives of the adventure
education model. Hence, parkour was chosen as a tool to achieve the desired outcomes

of intervention in the current study.

2.3 Motor Coordination

Fundamental movement skills (FMS) are important for maintaining the physical
functions required in daily life and developing more complex sport-specific skills
(Goodway et al., 2019). FMS are divided into three categories as locomotor (walking,
running, jumping, leaping, galloping, sliding, skipping), object control (throwing,
kicking, catching, dribbling) and balance/stability skills (one foot balance, swinging,
twisting, rolling). On the other hand, motor coordination plays an important role in the
development of fundamental movement skills and sport-specific skills (Vandorpe et
al., 2012).

A study by Lopes et al. (2012) examined the correlation between motor coordination
and sedentary behavior among 213 children aged 9-10. The results revealed that
children with low sedentary behavior had better motor coordination than those with
high sedentary behavior. Lopes et al. (2011) also conducted a longitudinal study on
the relationship among motor coordination, physical fitness, and physical activity of
the children. In the study, 285 children (142 girls, 143 boys) were measured annually
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from 6 to 10 years old. Participants with low motor coordination levels at the beginning
showed a greater decrease in physical activity levels at the end of the three years than
participants with high and medium motor coordination levels. According to the results,
motor coordination over time was an important predictor of physical activity in
children aged 6-10. In other studies, it has been observed that low motor coordination

level is a determinant in the increase of body mass index (D'Hondt et al., 2014).

Vandorpe et al. (2012) examined the level of motor coordination and participation in
physical activity of children aged 6-9 years who participated in sports club activities
and participated partially or not at all over three years It was revealed that the children
who participated in the sports club activities during the study had a higher level of
motor coordination than those who participated partially or at all. In the three years,
motor coordination predicted the physical activity participation of children aged 6-9.
In another study conducted by Fransen et al. (2012) with 735 male participants aged
6-12 who participated in one or more sports courses, it was determined that the
participants between the ages of 10-12 who participated in more than one sport had a
higher motor coordination level than those who participated in only one sports course.
In addition, it has been revealed that weekly participation in sports affects motor

coordination levels in all age groups (Fransen et al., 2012).

In a different study, anthropometric characters, physical fitness, and motor
coordination levels of participants aged 9-11 who participated in different sports
branches were compared (Opstoel et al., 2015). Children who performed below
average on physical fitness and motor coordination tests participated in sports less
weekly than those who performed above average and at high levels (Opstoel et al.,
2015). Sogiit (2016) conducted a study examining the motor coordination levels of
101 tennis players aged 6-14. It revealed that 40.6% of the participants were above the
normal level, and the rest had a normal level of motor coordination. Additionally, in
the studies in which exercise and training programs were applied, it was stated that the
intervention group had a higher motor coordination level than the non-intervention
group (Cillik & Willwéber, 2018; Walaszek & Nosal, 2014).
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A systematic review conducted by Han et al. (2018) on the studies included
intervention on motor coordination and FMS of overweight/obese children and adults.
The reviewed studies' participants were children and adolescents aged between 4-17
years. The studies involved interventions in improving fundamental movement skills,
and motor coordination of overweight children and adults reported that 33 of 38 studies
showed improvement in locomotor, object control, balance, and complex tasks.
However, the results on balance were controversial. Based on the 17 studies included
in the review, the authors noted that the motor coordination and FMS of overweight
children and adolescents can be improved with exercise/physical activity interventions
(Han et al., 2018).

Fundamental movement skills are essential not only later in life but also more complex
skills. Motor coordination, which refers to the ability to execute movements with
accuracy and precision, has an important role in the development of fundamental
movement skills. Moreover, several studies have suggested that children with better
motor coordination are more likely to engage in physical activities later on in life,
leading to better health and overall well-being. Children's motor development and
participation in physical activity are important outcomes of the primary school
curriculum. Thus, motor coordination was included in the current study to examine the

effects of an adventure education-based parkour intervention.
2.4 Perceived Motor Competence

Self-concept is a person’s perception of themselves in academic, social, emotional,
and physical aspects (Shavelson et al., 1976). General self-concept is divided into
academic and non-academic. Non-academic self-concept includes social, emotional,
and physical self-concepts (Shavelson et al., 1976). How a person perceives or
evaluates their physical abilities and physical appearance constitutes the physical self-
concept (Fox & Corbin, 1989). According to Harter (1988), a child's view of their
competence affects their persistence in a task. Perceived competence is also associated
with actual competence. There is an inconsistency between the motor competence
perceptions and the actual motor competence of early childhood. However, in middle
childhood, children begin to compare themselves more accurately with their peers as
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they reach a higher level of cognitive development. For this reason, the consistency
between the perception of motor competence and actual motor competence increases
with age (Stodden et al., 2008).

Babic et al. (2014) reviewed 64 studies on physical activity and physical self-concept.
As a result of the meta-analysis, it was concluded that perceived competence is
strongly associated with physical activity. It also showed that general physical self-
concept in young people has a moderate effect between perceived competence,

perceived fitness, and physical activity.

The study conducted by Slykerman et al. (2016) examined the relationship between
perceived motor competence and actual motor competence of 59 male and 50 female
participants with an average age of 6.5 years. The study revealed that boys have higher
perceived and actual motor competence than girls. It has been stated that actual motor
competence is more important than perceived in terms of physical activity level in the
sample studied. In a study conducted with 161 children with an average age of 8.82, it
was stated that children with low perceived motor competence also had low motivation

to participate in sports (Bardid et al., 2016)

According to some studies on young children, there is no significant relationship
between perceived and actual motor competence (Clark et al., 2018; Morano et al.,
2020; Nobre et al., 2017). However, studies with varying age groups have shown a
moderate correlation between the two (Carcamo-Oyarzun et al., 2020; Raudsepp &
Liblik, 2002). In a study conducted by McKiddie and Maynard (1997) with 160
children aged 11 to 15 years on actual and perceived motor competence, the actual
level of physical competence was measured by teacher evaluation. The results revealed

that the accuracy of the assessment increased with age.

A recent longitudinal study on the relationship between perceived and actual motor
competence of primary school children was conducted by Strotmeyer et al. (2022).
The participants of the study were 200 primary school children with a mean age of

8.84 £ 0.63. According to the results, the relationship between perceived and actual
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motor competence increased over time. However, the effects of perceived motor
competence on object control skills were stronger than locomotor skills. Additionally,
BMI had a negative impact on actual locomotor skills and perceived self-concept. The
authors suggested that it is important to develop strategies that aim to promote physical
activity by acquiring AMC, particularly in object control, and PMC, especially in
locomotor, during childhood (Strotmeyer et al., 2022).

Perceived motor competence becomes more consistent with age. In other words, the
children's perception of motor competence becomes parallel to the actual motor
competence with time. The studies examined in the previous section show that motor
competence is an important factor in children's participation in physical activity in
later life. Supporting children's perceived and actual motor competence for lifelong
participation in physical activity should be considered together. Therefore, the current

study includes both variables to achieve a comprehensive understanding.
2.5 Creativity and Divergent Thinking

Creativity becomes even more essential as technological developments increase
knowledge and complexity (Runco, 2004). Many different definitions of creativity
have been made in the literature. However, since creativity is complex and
multifaceted by its nature, it does not have a universal definition. Creativity can be
defined as the process of producing innovative, appropriate, and useful ideas or
solutions to a problem or situation (Amabile, 1988; Runco & Jaeger, 2012). According
to Hudgins and Edelman (1988), creativity is a process in which divergent thinking
(DT), convergent, and critical thinking are blended. Creativity is also a building block

of problem-solving and problem-finding (Runco, 2004).

Divergent thinking is a valuable tool that can lead to originality, a key characteristic
of creativity (Runco & Acar, 2012). It involves generating alternative ideas and is often
used to measure creative potential (Okuda et al., 1991)(Runco, 2010). Sturza Mili¢
(2014) identifies divergent thinking as a structure with four main components: fluency,
originality, flexibility, and elaboration. Fluency involves producing as many solutions
as possible to a stimulus. Originality expresses unique ideas from others within
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solutions. Flexibility can be defined as the ability to produce solutions for different
contents. Finally, elaboration refers to the amount of detail given in the answers
(Richard, Aubertin, et al., 2020a).

In their study, Zachopoulou et al. (2006) aimed to design and implement a physical
education program to promote creativity in preschool children. The study participants
were 251 children aged four to five years from 12 preschool centers. A 10-week
physical education program consisting of 20 lessons that involved movement
elements, motor skills, and movement exploration was designed. Creative thinking and
children’s behavior were assessed. Results of the study indicated that children
improved their creative fluency and imagination after the program. Children’s
behavior also showed positive signs of creativity, such as curiosity, flexibility,

originality, and elaboration.

Bollimbala et al. (2019) examined the effect of acute physical activity on children's
divergent and convergent thinking in a study conducted with 34 students with an
average age of 12 years. The intervention included a physical education lesson with a
holistic approach. The study concluded that children in the intervention group with
normal body mass index improved significantly in divergent and convergent thinking
skills compared to children in the control group, but there was no difference in children

with low body mass index.

In a pilot study of 50 students from fifth to eighth grade, the age-related effects of
school-based 10-week, five-minute daily sitting and movement meditation training on
creativity and spatial cognition were examined (Marson et al., 2021). It was
determined that younger children showed more creative behavior and better spatial
cognition after movement-based meditation, while older children showed more
improvement in the same variables after sitting meditation training. It was concluded
that the applied intervention may affect children's cognitive skills differently
depending on their developmental stages. Charles and Runco (2001) conducted a study
on 117 third, fourth, and fifth-grade students to examine divergent thinking and

evaluative skills. The findings revealed that the accuracy of originality evaluations and
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the preference for relevant ideas increased with age. The divergent thinking test results
were unrelated to the evaluation scores. The authors indicated that fourth-grade

children got higher fluency raw scores than third and fifth-grade children.

In a six-week dance-based physical education intervention, the effect on the creativity
skills of 40 participants, 20 of whom were between the ages of 7 and 8, and 20 of
whom were controls, were examined (Neville & Makopoulou, 2021). As a result, the
overall effect of the intervention was small, and no statistically significant difference
was found. However, in pairwise comparison tests, it was observed that there was a
high effect size among children whose creativity baseline scores were lower and higher
than the reference score. It was determined that students with a starting score above
the reference score benefited more from the intervention, while those with a starting

score below the reference score benefited less.

Angel Latorre-Roman et al. (2021) conducted a study to assess the effects of a 10-
week active recess program on physical fitness, school aptitudes, creativity, and
cognitive flexibility in children. One hundred fourteen children (age range = 8-12
years old, 47.3% girls) participated in this study. The experimental group performed a
high-intensity interval training program for ten weeks during recess, three times a
week. The control group did not receive any intervention. The experimental group
experienced significant improvements in all school aptitudes, creativity, and cognitive
flexibility. The experimental group showed a greater increase than the control group
in all these variables. No significant differences were found in physical fitness between
groups. Another study assessed the effects of a 4-week (5 units per week) motor and
coordination-oriented exercise intervention during the morning break on 80 children
aged 11-14 years (Tilp et al., 2020). The study results indicated that the experimental
group experienced significant improvements in attention/concentration ability, basic
arithmetic competence, and the fluency facet of creative potential. No significant
differences were found in other facets of creative potential between groups.

In a meta-analysis study involving the effects of acute and long-term physical activity

practices on creative behavior performance, it was determined that practices involving
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a few days or weeks had a larger effect size than acute practices (Rominger et al.,
2022). In addition, when the total effect size of creativity studies involving
interventions was examined, it was determined that the average effect size of the

intervention was medium.
2.5.1 Motor Creativity

Motor creativity can be explained as developing a new movement pattern to solve a
predetermined problem and expressing it physically (Sturza Mili¢, 2014; Wyrick,
1968). Motor creativity is measured by fluency, originality, flexibility, and elaboration

variables, which are also included in cognitive creativity (Joy Paul Guilford, 1967).

Richard et al. (2018a) examined the effect of a creative exercise program based on
nonlinear pedagogy principles on children's motor and cognitive creativity in their
study involving 140 fourth-grade students. The intervention consists of 10 sessions
given over three months. The study determined that the students in the creativity
program had higher values in the originality variable in cognitive creativity and the
variables of fluency and flexibility in motor creativity than the students in the control

group who continued traditional education.

Pagona and Costas (2008) conducted a follow-up study to examine whether the level
of motor creativity developed by third-grade students, to whom they conducted a
special physical education program nine years ago, is still preserved. During these nine
years, none of the groups involved a particular activity or an intervention to improve
motor creativity. It was determined that the experimental group continued to show
statistically significant superiority over than control group after nine years. According
to Pagona and Costas (2008), once motor creativity is developed in children, it

maintained even after nine years.

The effects of a motor creativity-oriented intervention that lasted 12 physical education
lessons on the knowledge of health, attitudes towards nutrition, and exercises of 112
elementary students were the aim of the study conducted by Mouratidou et al. (2017).
When the effect of the intervention on motor creativity was analyzed, it was
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determined that the intervention group significantly improved in fluency, originality,
and imagination. Results indicated a significant increase in health knowledge in the
intervention group. On the other hand, there was no difference between intervention
and control groups in terms of attitudes towards nutrition and exercise. Additionally,
Mouratidou et al. (2017) indicated that the motor problem-solving tasks allowed the

children to find new motor solutions.

In their study, Zachopoulou et al. (2005) divided 191 children into three different age
groups: preschool, first, and third grade. They reported that older children performed
more movements and better-quality movements. Additionally, they indicated that
among these age groups, there was no significant difference between genders. In
another study, 84 children aged 6-12 divided into three groups were examined
(Dominguez et al., 2015). According to the results, children’s motor creativity level,
particularly fluency, and flexibility, increases with age. The increase in motor fluency

level was very high at 6 to 9 years old.

Thomaidou et al. (2021) applied an eight-week creative dance and movement
intervention to 57 preschool children aged 49 to 73 months. The study aimed to
investigate the effects of the intervention on motor creativity and motor competence.
The results indicated that the intervention group was significantly better than the
control group in motor creativity. However, the difference between groups on motor
competence was not significant. Additionally, both motor creativity and motor

competence scores were significantly associated with the age of the participants.

In recent years, studies on motor creativity have also been carried out in Tiirkiye. The
sample of these studies consists of preschool children. Pamuk et al. (2022) conducted
a study on the effects of regular physical activity involvement on motor creativity in
158 children aged 54-72 months. While 79 of the participants regularly participated in
sports activities, the other 79 did not participate in any activity. Results revealed that
children who regularly participated in sports activities had significantly higher levels
of fluency and originality among the sub-dimension of motor creativity, but there was

no significant difference in imagination.
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In another study, Alper and Ulutas (2022) examined the effects of an intervention
consisting of 24 sessions (12 weeks) to develop children's creative thinking skills on
5-6-year-old children's motor and cognitive creativity. According to the results, there
was a significant difference in favor of the experimental group on both motor and

cognitive creativity skills.

Consequently, motor creativity is spreading as an important learning tool for physical
education in preschool and primary school (Mouratidou et al., 2017). In the studies
conducted in the literature, there is a relationship between motor creativity and
cognitive creativity. On the other hand, the relationship between motor creativity and
motor competence is contradictory. In the present study, both motor and cognitive

creativity were evaluated together.
2.6 Intersections

While the studies that included the variables of this study were examined, it was
observed that some studies examined the same variables in different combinations.
These studies are presented in Table X with their participants, research methods,

variables, interventions, and results. In this section, these studies were examined.

Marinsek and Lukman (2022) examined the relationship between motor creativity and
motor proficiency of 39 children aged 5 to 6. According to the results, there was no
relationship between these two variables. Scibinetti et al. (2011) studied the
relationship between cognitive creativity, motor creativity, and motor competence of
31 children aged 7 to 8 years. Results indicated that there was no relationship between
motor creativity and motor competence. However, cognitive creativity was

significantly related to motor creativity in all dimensions except originality.

On the other hand, some studies reported a significant relationship between motor
competency components and motor creativity. Sturza Mili¢ (2014) conducted a study
on how motor experience affects the motor creativity of preschool children.
Participants of the study were 154 preschool children aged 6 to 6.5 years. The results
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showed a positive correlation between motor performance and motor creativity scores,
meaning that children with better motor skills also had higher motor creativity
(fluency). The authors concluded that motor experience plays an essential role in
developing motor creativity (fluency) in preschool children, and it is essential to
provide them with adequate and stimulating conditions for their motor development
and creative motor expression. The relationship between creativity, physical fitness,
gender, and age variables of 308 children aged 8 to 12 years was examined by Latorre
Roman et al. (2017). The results showed that while the physical fitness of the boys was
better than the girls, there was no difference in creativity in terms of gender. Moreover,
creativity was positively correlated with physical fitness. Tocci et al. (2022) conducted
an intervention that includes a specialist-led enriched physical education program once
a week (1 hour) for six months. The participants of the study were 95 children aged 6—
9 years. Variables of the study were motor creativity, motor coordination, executive
function, and creative thinking. While the intervention group received specialist-led
enriched PE, the control group received conventional PE. The enriched PE group
showed a more pronounced improvement in all motor creativity dimensions than the
conventional PE group, independently of baseline levels of motor and cognitive skills
and sex. The improved motor creativity was partially mediated by improved motor

coordination and inhibitory ability.

Strotmeyer et al. (2022) conducted a study that examines the effects of a 6-month
motor competence-based physical education program on 200 children aged 8.84 +
0.64. The intervention group received a motor competence-oriented physical
education program twice a week for six months, while the control group received
regular physical education. The study used a longitudinal design with two
measurement points (baseline and follow-up after six months). Variables of the study
were actual motor competencies (AMC), perceived motor competencies (PMC),
physical self-concept (PSC), and body mass index (BMI). According to the results, the
intervention group improved actual motor competence (AMC), perceived motor
competence (PMC), and physical self-concept (PSC) scores. There was no significant
difference in terms of BMI between groups. Results showed a positive correlation
between AMC and PMC and between PMC and PSC. Additionally, PMC mediated

29



the effect of AMC on PSC. Authors suggested that improving children’s AMC can
increase their PMC and PSC, which may positively affect their motivation and well-
being (Strotmeyer et al., 2022). In another study, Bournelli et al. (2009) examined the
relationship between motor creativity and self-concept among 414 children aged 6 +
0.3 to 7 £ 0.3 years. Results indicated that motor creativity was correlated with self-

concept.

The effects of a cooperative high-intensity interval training (C-HIIT) physical
education program for 12 weeks on 184 children (aged 12 to 16 years) were examined
Ruiz-Ariza et al. (2019). The measured variables were creativity, emotional
intelligence (EI), and academic performance. The experimental group improved more
than the control group in creativity and EI from pre-test to post-test, while there was
no significant difference in academic performance change between the groups. There
were positive correlations between creativity and EI and between El and academic
performance on the pre-test and post-test. Results indicated that C-HIIT positively
affected creativity and El after controlling for pre-test scores, sex, age, and BMI. After
controlling for these variables, c-HIIT did not affect academic performance (Ruiz-
Arizaet al., 2019).

Three different intervention groups and a control group were examined in terms of
cognitive functions (creativity, attention, and impulse control) and motor skills
(balance, aiming, and catching) by Rodriguez-Negro et al. (2020). The intervention
groups were a balance intervention program, a game-based program, and a drama
learning program). The intervention programs lasted for 12 weeks, with two sessions
per week of 45 minutes each. The control group followed the regular physical
education curriculum. The results showed that students of the game-based program
significantly improved their creativity and attention, and students of the drama
learning program improved their creativity, attention, and impulse control. Both
students of the balance intervention program and the game-based program improved
balance and catching results. There were no significant differences between groups in
aiming skills. The authors suggested that physical education could be an accurate tool
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for improving students’ cognitive and motor development, but each physical exercise

type could have different effects (Rodriguez-Negro et al., 2020).
2.7 General Summary

Physical education and sports play an important role in developing physical, social,
emotional, cognitive, and lifestyle skills (Bailey, 2006). Various curriculum and
instruction models have been developed to achieve physical education and sports'
educational goals and outcomes (Kirk et al., 2006; Siedentop & Tannehill, 2002). One
of these models is adventure education, which focuses on developing skills such as
decision-making, self-confidence, cooperation, problem-solving, and risk
management through challenging activities and sports (Dort et al., 1996). The
adventure education model can be applied outdoors, on the mountain, river, or lake,
and indoors (Siedentop & Van der Mars, 2011). In the studies that used the adventure
education model in the design of the intervention, it was reported that the personal,
social, emotional, psychological, and physical skills of the participants were positively
affected (Gehris et al., 2010; Hattie et al., 1997; Lee & Zhang, 2019; McKenzie, 2000;
Peng & Lau, 2022). However, most of these results were obtained with qualitative
data. In addition, there are no in-depth studies examining the effects of the adventure
education model on children's motor, physical and cognitive skills with both

qualitative and quantitative data.

Parkour is a physical activity in which natural and urban obstacles are overcome
quickly and efficiently in flow (Gerling et al., 2013). With the increasing interest in
parkour, studies on parkour have increased recently. Remarkably, it is also being
studied in the fields of culture (Ferro, 2015), medicine (Rossheim & Stephenson,
2017), policy (Gilchrist & Wheaton, 2011), and architecture (Brunner, 2011). In
studies involving parkour athletes, it has been reported that parkour improves jumping,
muscle strength, and cardiorespiratory fitness (Dvorak et al., 2017; Grosprétre &
Lepers, 2016), parkour athletes have a lower body fat ratio (Warren et al., 2013) and
better dynamic posture control (Maldonado et al., 2015) compared to other athletes.
However, from the perspective of children, there is a limited number of studies on
parkour. When we look at the studies involving the K-12 age group, participants'
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physical activity levels (Cheng et al., 2021; Coolkens et al., 2018), motivation (Botella
etal., 2021), and agility (Juan et al., 2022) were examined with quantitative data, and
it was stated that parkour had positive effects on these variables. In the results obtained
from qualitative data, it was concluded that parkour has positive effects on the
following skills:
e sense of belonging, opportunities for social participation, and self-evaluation
(Grabowski & Thomsen, 2017)
e fun, productivity, and motivation (Botella et al., 2021)
¢ self-confidence, problem-solving, overcoming fears, cooperating, and helping
each other (Fernandez-Rio & Suarez, 2016)

The skills that parkour showed positive effects in studies involving the K-12 age group
show parallelism with the studies on the adventure education model. Therefore, in this
study, parkour was determined as a tool for an intervention based on adventure

education.

Motor coordination is an important factor in motor development. In line with the
results of studies examining physical activity and motor coordination, it can be said
that motor coordination has a determining role in physical activity participation (Lopes
etal., 2012; Lopes et al., 2011; Opstoel et al., 2015; Vandorpe et al., 2012). In addition,
studies indicate that participation in physical activity improves motor coordination
(Cillik & Willwéber, 2018; Fransen et al., 2012). According to the review conducted
by Han et al. (2018) on overweight children and adolescents, interventions that aim to
improve motor coordination and motor competence positively affected locomotor,

object control, and complex tasks.

Actual motor and perceived motor competency are important concepts for a physically
active lifestyle (Strotmeyer et al., 2022). In studies examining children's perceptions
of their motor competence, there are discrepancies between actual and perceived levels
of motor competence. While some studies (Clark et al., 2018; Morano et al., 2020;
Nobre et al., 2017) have indicated that there is no relationship between actual motor

competence and perceived motor competence, some studies (Carcamo-Oyarzun et al.,
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2020; Raudsepp & Liblik, 2002) have indicated the opposite. However, Stodden et al.
(2008) indicated that the relationship between actual and perceived levels of motor
competence was more consistent with age. Additionally, perceived motor competence
has a positive effect on physical activity involvement (Slykerman et al., 2016) and

motivation to participate in sports (Bardid et al., 2016)

Creativity is the process of producing innovative, appropriate, and useful ideas or
solutions to a problem or situation (Amabile, 1988; Runco & Jaeger, 2012). Divergent
thinking is the ability to generate alternative solutions, a key characteristic of creativity
(Runco, 2010). Divergent thinking often used to measure creative potential (Okuda et
al., 1991), has been the subject of many theories, tests, studies, and practical
applications over the years (Runco, 2010). Some studies investigated the effects of
different types of physical activity on children's creativity and divergent thinking
skills. Bollimbala et al. (2019) found that a holistic physical education lesson improved
the creativity skills of children with normal body mass index but not those with low
body mass index. According to Marson et al. (2021) a movement-based meditation
enhanced creativity skills for younger children, while sitting meditation did so for
older children. Charles and Runco (2001) found that children's ability to evaluate the
originality and relevance of ideas increased with age, but divergent thinking test scores
were not related to evaluation scores. In another study, a dance-based physical
education intervention had a small and non-significant overall effect but a high effect
size for children with low or high baseline creativity scores (Neville & Makopoulou,
2021). Rominger et al. (2022) found that physical activity interventions had a positive
and significant effect on creativity, with a larger effect size for long-term practices
than for acute practices. Creativity is an important construct within 21st-century skills.
Education is critical in developing and supporting children's creativity skills (Kupers
et al., 2019). Studies measuring creativity through divergent thinking have reported

that physical activity has a positive effect on creativity skills.

Motor creativity is developing a new functional movement or a movement pattern to
overcome a problem or situation (Richard et al., 2018a; Sturza Mili¢, 2014; Wyrick,

1968). The dimensions of motor creativity are fluency, originality, and flexibility,
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which are also part of cognitive creativity (Joy Paul Guilford, 1967). Richard et al.
(2018a) indicated that a 10-session creative exercise program based on nonlinear
pedagogy improves fourth-grade students' originality in cognitive creativity.
Additionally, the program positively affected the students' fluency and flexibility in
motor creativity. Another study indicated that a 12-physical education lesson length
motor creativity-oriented intervention significantly improved the intervention groups'
fluency, originality, and imagination dimensions of motor creativity (Mouratidou et
al., 2017). Another study also concluded that a 24-session (12-week) creative thinking
intervention had positively affected the experimental group in terms of motor and

cognitive creativity parameters (Alper & Ulutasg, 2022).

On the other hand, according to the study conducted by Pamuk et al. (2022), regular
participation in sports activities positively affected fluency and originality but not the
image dimensions of children aged 54-72 months. Results of the studies revealed a
relationship between motor creativity and cognitive creativity but no relationship
between motor competency (MarinSek & Lukman, 2022; Scibinetti et al., 2011;
Thomaidou et al., 2021). Another aspect that affects the motor creativity of children is
age. According to the results of the studies, motor creativity is significantly related to
age (Dominguez et al., 2015; MarinSek & Lukman, 2022; Zachopoulou et al., 2005).
A limited number of studies focus on the long-term effects of the interventions on
improving motor creativity skills. In a nine-year follow-up study, Pagona and Costas
(2008) indicated that the intervention group continued showing statistically significant

superiority over the control group after nine years..

There is inconsistency in studies examining the relationship between motor
competence and motor creativity in children. While some studies have reported that
there is no relationship between motor creativity and motor competence (MarinSek &
Lukman, 2022; Scibinetti et al., 2011), there are also studies reporting a significant
positive relationship between these two constructs (Sturza Mili¢, 2014; Tocci et al.,
2022). In studies involving intervention, it was concluded that children in the

intervention group developed significantly more in motor competence components
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and motor creativity (Sturza Mili¢, 2014; Tocci et al., 2022). Additionally, Scibinetti

et al. (2011) also concluded that cognitive creativity is related to motor creativity.

In the limited number of studies on children's motor, cognitive, and social-emotional
development, it has been observed that these skills develop in relation to each other.
The study conducted by Strotmeyer et al. (2022), it was reported that a 6-month
intervention on motor competence improved the AMC, PMC, and PSC skills of
children in the experimental group and that there was a positive relationship between
AMC and PMC and between PMC and PSC. In a correlational study involving 414
children, a relationship was found between motor creativity and self-concept
(Bournelli et al., 2009). A similar result showed that a 12-week physical education
program, including high-intensity interval training, significantly improved the
creativity and emotional intelligence of children in the intervention group. In the same
study, it was also reported that there was a positive relationship between creativity and
emotional intelligence (Ruiz-Ariza et al., 2019). In the same study, it was also reported
that there was a positive relationship between creativity and emotional intelligence
Rodriguez-Negro et al. (2020) concluded that physical education can be an optimal
tool for children's motor and cognitive development. Considering the limited number
of studies that examined the variables of this study with different combinations, it can
be said that in addition to Negro's statement, physical education intervention programs

can potentially improve children's creativity and social-emotional skills.

In conclusion, the current study examined the effects of an eight-week physical
education intervention based on the adventure education model with a student-
centered holistic structure, using parkour to overcome difficulties and obstacles, on
children's motor coordination, perceived motor competencies, divergent thinking

skills, and motor creativity.
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CHAPTER 3

METHOD

The main purpose of the current study was to evaluate the effects of the adventure
education model-based parkour intervention on fourth-grade students’ motor
coordination, divergent thinking, perceived motor competence, and motor creativity
skills. Therefore, this chapter explains the study's research design, participants, data
collection tools, data collection procedure, data analysis procedure, and intervention.

3.1 Research Design

The mixed-methods experimental (intervention) design was used in the current study.
The mixed-methods experimental design includes an intervention and uses both
quantitative and qualitative data to delve deeper into research questions (Creswell &
Clark, 2017). There are three core designs in mixed-method research as exploratory,
convergent, and explanatory. Even though each uses a combination of qualitative and
quantitative data, what distinguishes these three core research designs is the stage at
which qualitative data is collected. Besides these three-core mixed methods designs,

there are several complex designs.

The Mixed Methods Experimental (Intervention) Design is one of the complex mixed-
method designs (Creswell & Clark, 2017). The types of the mixed methods
experimental design were represented in Figure 3.1. In the mixed methods
experimental design embedded with an explanatory sequential core design, an
intervention is applied to the experimental group and examined whether this
intervention affects the outcomes (Creswell & Clark, 2017). In this research design,
the researcher first collects and analyzes quantitative data. After the qualitative data
are collected and analyzed, it is used to explain or elaborate the results of the
quantitative data collected in the first phase.
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In the current study, although observation notes and group meetings with the
participants at the end of the session were made during the intervention, the primary
data used for the qualitative part were semi-structured interviews with the participants.
Observation notes and end-of-session meetings were used only to understand changes
in the participants themselves through the study variables and the content of the
theoretical framework of the intervention. In addition, it aimed to ensure the study's
trustworthiness by triangulating data with observation notes and end-of-session group

meetings.

Figure 3.1
Mixed Method Experimental Design by time of implementation of the qualitative
phase (Creswell & Clark, 2017)

Mixed Method Experimental (Intervention) Design

!

Experimental Intervention
(experiment and control groups)

v v '

Implementation of the Implementation of the Implementation of the
Qualitative Phase Before Qualitative Phase During  Qualitative Stage After the
Experimental Intervention the Experimental Experimental Intervention

(Exploratory Sequential Intervention (Converging (Explanatory Sequential
Design) Parallel Pattern) Design)

For the quantitative part of the study, a pretest-posttest control group design was used
(Creswell & Creswell, 2017). Quasi-experimental designs are used when random
sampling is not possible. The design includes a pre-test and post-test on the control
and experimental groups, and only the experimental group takes the treatment
(Creswell & Creswell, 2017). Figure 3.2 illustrates the quasi-experimental between-

group design.
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Figure 3.2

Quasi-experimental between-group design (Creswell & Creswell, 2017)

Time
Control Pre-test No intervention Post-test
Experimental Pre-test Parkour intervention Post-test

3.2 Participants

The current study involved fourth-grade students from three rural schools in Amasya,
a city in the middle of the Black Sea region of Tiirkiye. Due to the low number of
students in village schools, the convenience sampling method was used to select
participants for both the qualitative and quantitative phases. This method involves
selecting participants based on suitability and characteristics matching the research
sample (Fraenkel et al., 2012). Three different village schools were selected for the
study. Two schools were chosen to create a comparison group that was equal in size
to the intervention group. The selected schools had similar physical infrastructure and
student profiles, with one school designated as the intervention group and the other
two as the comparison group. In the curriculums that the Ministry of Education in
Tiirkiye determines in order of educational levels, fundamental movement skills are
last included in the fourth-grade curriculum. According to the physical education and
games curriculum, students are expected to know and perform the fundamental
movement skills at the end of the fourth grade. The sport-specific movement skills
starting from the fifth-grade curriculum are included in the outcomes. Therefore,
fourth-grade students were selected as the sample for this study. Detailed demographic
information about participants is presented in Table 3.1.

A total of 30 students from two different classes from the same school were reached
for the intervention group. However, one of the students did not participate in the study
due to his family's disapproval, and another student left the study in the second week

of the intervention due to health problems. As a result, 28 students participated in the
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study from the beginning to the end in the intervention group. The intervention group
consisted of female (n=18) and male (n =10) students aged between 8 to 10 years.
Additionally, semi-structured interviews were also conducted with two classroom
teachers of the intervention group to understand their observations and thoughts about
the intervention and the participants behaviors on studies’ variables. For the
comparison group, 30 students from two different schools were reached. One student
did not participate in the study due to his family's disapproval, and another did not
participate due to health problems. Another student transferred to another school in the
middle of the semester. Thus 27 students participated in the study as a comparison
group. The comparison group includes female (n = 14) and male (n=13) students aged

between 8 to 12 years.

Table 3.1
Demographics information of participants
N Mage Mheight Mweight
(vear) (cm) (kg)

Intervention group 28 9.63 134.11 32.43
Girls 18 9.62 134.36 3291
Boys 10 9.64 133.65 31.57
Comparison group 27 9.79 133.19 29.99
Girls 14 9.71 132.11 29.14
Boys 13 9.87 134.35 30.91

3.3 Data Collection Instruments

In order to measure the effects of the adventure education model-based parkour
intervention on 4th-grade students, four data collection instruments were used to
collect guantitative data. The quantitative data was collected before and after the
intervention for comparison and intervention groups. The qualitative data was
collected from only the intervention group during and after the intervention. Semi-
structured interviews were conducted with all participants in the intervention group
and their two classroom teachers. Measurements of the participants were made during

physical education and game classes, which are two lessons per week of 40 minutes.
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The variables to be examined in the study and their measurement methods are

presented in Table 3.2.

Table 3.2
Data Collection Instruments
Variables Quantitative Data Collection Quialitative Data Collection
Tools Tools (for all variables)
Motor

Korperkoordinationstest fiir Kinder
Competence

Semi-structured interviews
End-of-course meetings with
students (voice records)
Observation notes

Play Creativity
Cognitive Skills  Divergent Thinking: Realistic
Presented Problems
Social-Emotional  Perceived Motor Competence Scale
Skills in Childhood

3.3.1 Korperkoordinationstest fiir Kinder: KTK

Korperkoordinationstest fiir Kinder (KTK) is a norm-referenced motor proficiency test
used to evaluate the motor coordination of children aged 5-14 years (Kiphard &
Schilling, 2007). KTK includes four test items; Walk Backward (WB), Jump to Height
(HH), Side Jump (JS), and Sideways Move (MS). The test battery development study
was conducted on 1228 German children and the test-retest reliability was reported as
r=.85 (Kiphard & Schilling, 2007). The adaptation study conducted by Ozkara and
Kalkavan (2018) reported test-retest reliability as r=.90 in their validity-reliability
study with the participation of 202 Turkish children.

There are four stations to measure these four items in KTK. While each participant has
three attempts for WB and HH items, there are two attempts for JS and MS. The sum
of the measurements of the attempts in each item is scored. For WB, there are three
rectangular shape balance beams with widths of 6 /4.5 /3 centimeters. All balance
beams have a height of 5 centimeters. Participants are asked to walk backward on each
balance board from wide to narrow. If the participant reaches eight steps without
falling per attempt or falls off the board before reaching eight steps, the number of

steps is written as a score.
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The HH item has 12 foam obstacles of 60 cm x 20 cm x 5 cm. The participant is asked
to approach and pass the obstacle by jumping at least two steps on one foot and then
to move away from the obstacle by jumping at least two steps after the obstacle. The
participant must jJump over the obstacle with both right and left feet separately. When
the obstacles are overcome, the height is increased by one foam each. There are three
attempts to pass through the obstacle of each height. If the participant could not pass

on the last attempt, the measurement for that foot ends.

For the JS, a wooden stick of 60cm x 4cm x 2cm is placed in the middle of a 100 cm
X 60 cm area as a separator. The task is to jump right and left without separating the
feet from each other, within the designated area, over the bracket in 15 seconds. The

sum of the jumps made in both attempts in the specified time is taken as the score.

The MS item uses two square platforms with dimensions of 25 cm x 25 cm x 2 cm and
a height of 3.7 cm. The participant stands on one of the platforms, and the other
platform stands right next to it in the direction the participant wants to go. The
participant must move from one platform to another and move the open platform in
the direction he/she wants. While moving the platform to the other side, he/she should
use both hands and continue without getting off the platform. For this task, the
participant has two attempts and 20 seconds for each attempt. Each platform carried
by the participant is counted, and the sum of the two attempts determines the overall

score of the item.

Applying the KTK test battery takes 15-20 minutes per student. In order to reduce the
application time of these scales, four senior students from the Department of Physical
Education and Sports of Amasya University received three hours of theoretical and
practical training as practitioners on the KTK test battery. A responsible practitioner
was assigned to each station in the test battery. Practitioners received training on both
the functioning of the test battery and scoring. During the training, each practitioner
tested and scored other practitioners. KTK test battery was applied at the beginning
and the end of the parkour intervention to both groups in a large classroom used as a

workshop.
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3.3.2 Play Creativity

Play Creativity is a test that evaluates the motor creativity of children (Richard,
Aubertin, et al., 2020b). The measure shaped by 11 tasks that include six creativity
variables: originality, fluency, elaboration, imagination, relevance, and flow. The
measure is shaped by 11 tasks that include six creativity variables: originality, fluency,
elaboration, imagination, relevance, and flow. The Pearson correlation result of the
whole scale was .88. In addition, imagination (r=.87), originality (r=.84), fluency
(r=.77), flow (r=.81), elaboration (r=.79), and imitation (appropriateness) (r=. 98) from
acceptable to strong. Intra-observer kappa ranged from 0.79 to 0.88 and between-
observer from 0.81 to 0.85. Intra Class Correlation ICC ranges from 0.72 to 0.90 for
observers and 0.65 to 0.84 for observers (Richard, Ben-Zaken, et al., 2020).

The back-translation procedure (Brislin, 1970) was followed to adapt the Turkish
measure. In the first step, two bilingual physical education and sports expert translated
the Play Creativity tool into Turkish. These two-translation was compared, and an
agreement was reached. This Turkish form of the tool was translated into English by
another expert. These two forms (Turkish and English) were determined to be
compatible. The back-translated English form was reviewed by one of the developers
of the Play Creativity tool. The developer of the tool determined that the back-
translated and original versions of the Play Creativity tool were compatible.

The researcher and another expert in physical education and sports received three
hours of training from one of the developers of the Play Creativity tool before the
research. This online training covered the application of the test, the interpretation of
the data, and the data analysis. Another expert received this training to measure inter-

rater reliability before the main study's data were analyzed.

It takes between 10 and 15 minutes to apply the Play creativity tool to a participant. In
the study, measuring 60 participants only by the researcher would have resulted in
insufficient time for the eight-week intervention. Therefore, a three-hour theoretical
and practical training on applying the Play Creativity tool was given to four senior

undergraduate students from the Department of Physical Education and Sports at
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Amasya University. In the measurements, university students were only practitioners,
not evaluators. Their task was to read the instructions to the participants and video

record the participants’ measurements.

The researcher made evaluations of the pre-test and post-test measurements through
video recordings. After the researcher made evaluations, several measurements equal
to 30% randomly selected from all measurements taken in the pre-test and post-test
were re-scored by another expert. The interclass correlation coefficient was .88 for the
pre-test and .80 for the post-test. According to Koo and Li (2016), the interclass

correlation coefficient between 0.75 and .90 indicates a good coefficient.
3.3.3 Divergent Thinking: Realistic Presented Problems

Realistic Presented Problems from the Runco Creative Assessment Battery (rCAB,;
2020, www.creativitytestingservices.com) is a scale used to assess divergent thinking
ability through problem-solving. The problems in the scale were adapted to the concept
of physical activity by two field experts. After the adaptation of the questions, approval
was obtained from the scale developer on the content validity of the questions. The
scale includes six problem situations. Three questions were asked in the pre-test and
the other three in the post-test. The questions used in the pre-test and post-test are not
the same but consist of similar content. Some of the questions used in the scale are as
follows:

e You will play dodgeball with your friends in the schoolyard. Your teacher
lets you pick up a ball from the gym. When you enter the room, you see that
the ball is too high on the top shelf for you to reach. What do you do to get
the ball? Don't forget to write as many solutions as possible.

e One day, on the way to school, you meet a friend and walk by, discussing
homework. On your way to school with your friend, you saw a water pipe
burst on the road and made a big hole. It's the only way to school. There is
very little time left for the first lesson. What would you do to get through

this pit? Don't forget to write as many solutions as possible.
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Participants are asked to produce as many solutions as possible to these problem
situations. Solutions listed by children are scored for fluency (total number of ideas)
and originality (number of unique ideas). For each item, a lexicon was created with
ideas (solutions) from all participants. The synonyms are grouped to avoid bias in
originality scores. Fluency is scored as the sum of the different ideas each participant
mentions about. Finally, the originality score only includes the number of unique ideas
mentioned by a child. This procedure is implemented in line with the guideline
proposed by Acar and Runco (2014).

The researcher made evaluations of the pre-test and post-test measurements. After the
researcher made evaluations, several measurements equal to 30% randomly selected
from all measurements taken in the pre-test and post-test were re-scored by another
expert. The interclass correlation coefficient was .85. According to Koo and Li (2016),

the interclass correlation coefficient between 0.75 and .90 indicates a good coefficient.
3.3.4 Perceived Motor Competence Questionnaire in Childhood (PMC-C)

The Perceived Motor Competence Questionnaire in Childhood (PMC-C) is a scale
developed by Dreiskaemper, Utesch, and Tietjens (2018) to assess perceived motor
competence and includes eight fundamental movement skills (locomotor and object
control) for seven years and older. The scale consists of two factors, object control and
locomotor. Each factor contains 12 questions. Construct validity (y2/df = 1.76, N =
197, p <.001, Tucker-Lewis Index = .91, Comparative Fit Index = .90, RMSEA = .06)
and internal consistency (object control .79-.91) of the scale; locomotor .79-.84),
Dreiskamper et al. (2018) reported. The sample of the Turkish adaptation study
conducted by Miilazimoglu-Balli and Hiirmeri¢g-Altunséz (2019) consists of 356
children, 172 girls, and 184 boys. In the study, while the Cronbach reliability
coefficient was .90 in displacement skills and .87 in object control skills, confirmatory

factor analysis results were within acceptable reference ranges.

PMC-C also includes photos showing skills in which the participants evaluate their
self. Before the administration of the scale to participants, the figures showing the

movements with their names were shown and explained in detail to all participants.
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The scale was applied to both groups before and after the eight-week parkour
intervention. In this study, only the locomotor part of the scale was used as the

intervention included locomotor skills.
3.3.5 Qualitative Data Collection Tools

The current study used three sources (semi-structured interviews, group interviews,
and observation notes) to collect qualitative data. The main data source was semi-
structured interviews. The interview questions to be used in semi-structured interviews
were created according to the feedback of three field experts, considering the literature,
conceptual framework, and research variables. A group interview was conducted with
semi-structured interview questions during the pilot study before the intervention.
Necessary changes were made in the interview questions after the group interview

conducted in the pilot study, the researcher's observations, and the experts' feedback.

The second data collection tool was the group interviews conducted at the end of the
sessions throughout the intervention. In the group interviews, the participants were
asked about their thoughts on the session and themselves. The following questions
were asked in the end-of-session interviews.

e What did we do in today's session?

e What did this mean for you?

e How do you think you were?

e What could we have done to achieve the goal? (If they indicate that there is

something they did not achieve.)

Group interviews lasting approximately five minutes about the session with the
students in the intervention group were audio recorded at the end of each session.
Participant views from the end-of-session group interviews were not used in any way
to shape future sessions of the intervention. The intervention continued with the
session plans made before the main study started. The information obtained from these
interviews was used to understand the change in the participants’ views about

themselves regarding the study variables and their thoughts about the intervention.
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In addition, the researcher kept observation notes about the behavior and development
of the participants. Semi-structured notes were used for observation. In these notes,
the variables of the research and the variables in the content of adventure education
were listed as titles. The researcher noted the participants' behaviors during the session
under the relevant heading together with the anonymous name of the participant. In
summary, semi-structured interviews, observation notes, and group interviews were

used as qualitative data collection tools for the research.
3.4 Data Collection Procedure

Data collection procedure include four phases. The first phase of the data collection
procedure was preparation. During the preparation phase, accessible schools were
determined with physical facilities suitable for the study. The schools were selected
according to the criteria of not having any indoor gymnasium, being located in
villages, having similar sports opportunities, and having similar socio-economic
backgrounds of the participants. Approval from the Human Subjects Ethics Committee
of Middle East Technical University and the Ministry of National Education was
obtained before the process of the current study. Afterwards, informed consents were

taken from the student’s parents and teachers.

In the second phase, intervention was applied in another school with equivalent
characteristics to the schools determined for the main study. During the pilot study,
the functioning of parkour intervention, the use of audio recording systems, the
applicability of quantitative data collection tools was evaluated. Semi-structured
interview questions were applied. The findings were presented to the examination of

two field experts and necessary changes were made based on their opinions.

In the third phase, schools were determined as intervention and comparison. There is
extreme diversity in the student population of village schools in our country according
to the region. For this reason, considering the class sizes, one of the schools was
determined as the intervention group and the other two as the comparison group. At

9% ¢

the beginning of the study, “Play Creativity”, “KTK”, “Divergent Thinking: Realistic
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Presented Problems” and “PMC-C” scales were applied to both comparison and

intervention groups.

An 8-week parkour intervention was applied to the intervention group in the fourth

phase of the study. During the intervention, audio records of the 5 to 10 minutes of

group interviews at the end of the session, and observation notes were taken.

In the last phase of the study, quantitative data tools (Play Creativity, PMC-C,

Divergent Thinking: Realistic Presented Problems and KTK) applied both intervention

and comparison groups as post-test. Following the analysis of the quantitative data,

semi-structured interviews were conducted with the intervention group and their

classroom teachers. Face to face interviews took 10-15 minutes for each participant.

Figure 3.3
Overall Study Design
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3.5 Pilot Study

Before starting the main research, a pilot study was conducted in two schools to
achieve various objectives. These objectives included:

e evaluating the feasibility of the parkour intervention,

e experiencing the equipment to be used in the intervention,

e testing the safety measures to be used during the intervention,

e evaluating the applicability of “Play Creativity” and KTK tests.

The pilot study was conducted in two village schools with similar sports facilities and
socio-cultural structures to the schools in the main study sample. One of the schools,
which consists of 18 students (10 male, 8 female), was selected to implement the
parkour intervention. Sessions 1.1 and 1.2 of the intervention were applied to
determine whether it could be effectively incorporated into the 40-minute lesson
period of the curriculum. During the pilot study, the use of equipment and security
measures were also evaluated. The results of the pilot study indicated that the parkour
intervention could be successfully implemented within the current curriculum, and

there were no issues with equipment usage or safety precautions.

A total of 20 students (12 male, 8 female) of one of the schools have been chosen for
application of the KTK and Play Creativity tool. Each practitioner trained for
implementing and scoring KTK was assigned to a different station. During the
application of the first ten participants, it was observed that a waiting queue was
formed at the station where the "jump to high" variable was measured. It was also
observed that the measurement of a participant took an average of 15-20 minutes. In
order to shorten the measurement time and eliminate the waiting queue, the number of
stations where the "jump to high™ variable was measured was increased to two. In this
way, the measurement time of the KTK scale was reduced to around 15 minutes for
five students. Furthermore, practitioners trained for the Play Creativity scale gained
experience under the researcher's supervision in reading and video recording the scale

instructions to the pilot study participants.
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3.6 Parkour Intervention

The current study involved an eight-week parkour intervention for fourth-grade
students in primary school. The intervention was based on the adventure education
model and aimed to improve participants' motor coordination, creativity, and parkour-
specific skills. In order to achieve the outcomes of the adventure education model,
activities that include risks (e.g., rafting, rock climbing, canoeing) are used as a tool
(Ritson, 2016). Therefore, parkour sport has been used to achieve the aims of the
intervention in the current study. Table 3.3 shows the distribution of skills focused on

during each session.

The intervention was designed by the researcher, who had taken parkour classes and
was an intern in the same age group as the sample of this study. The content of the
intervention was assessed by a parkour coach from Denmark with 12 years of training
experience. Two sessions of the intervention were administered as a pilot study to 18
students in a school different from the schools that formed the comparison and
intervention groups of the study. As a result of the observation notes and observations
obtained from the pilot study, necessary changes were made in the intervention with a

physical education and sports expert.

The duration of the intervention was determined considering the national and religious
holidays, semester breaks, and the pre-test and post-test data collection process as eight
weeks. Since the physical education and game class are two sessions a week in the
curriculum determined for the fourth grade, the intervention was shaped as two
sessions, each lasting 40 minutes, two days a week. The total teaching and
implementation time of the eight-week intervention was 640 minutes. Since there is
no indoor gym at both comparison or intervention schools, the intervention was
implemented at the schoolyard. The parkour intervention was conducted only in the
intervention group by the researcher. Mosston and Ashworth's (2008) teaching styles
(e.g., command, practice, learner initiated, inclusion) were used in the intervention,
although they varied according to the subject of each lesson. The comparison group

received the regular curriculum.
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During the implementation of the parkour intervention, which was planned for eight
weeks, unforeseen mandatory breaks were given, except for the official and religious
holidays already considered. The semester break was in the sixth week of the
intervention. However, on the day of session 1.2, the governorship declared a
mandatory holiday for village schools due to heavy snowfall. Since the intervention
was done in the school garden, the parkour intervention could not be applied during
sessions 2.1 and 2.2 due to heavy snowfall. Due to these circumstances, sessions 1.2,
2.1, and 2.2 have been moved forward by two weeks. Although a one-week off was
planned only for the semester break in the planned schedule, an additional two-week

break was required due to these reasons.

In order to ensure safety, a number of actions were implemented, which are listed
below:
e Judo mats cover the floor of the parkour area.
e Only the obstacles made from mat were used while participants were first
learning the skills.
e The upper surface of the obstacles was covered with a medium-density mat.
e Crash mats were used when it is necessary.
e Participants were informed about what to do in a possible situation.
e In the fourth week, when the height of the obstacles started to differ, the
participants were taught techniques to reduce the risk of injury in the event

of a fall.

3.6.1 General Content of The Sections in the Sessions

The first session of each week is designed mainly for teaching, and the second session
is designed for practice and games. The skills to be taught during the lesson were
explained in the first session of each week. Information was given about the topic of
the day, and videos were shown on how to perform the skills. The most used teaching
styles for every first session were command, inclusion, and practice. On the other hand,

reciprocal, divergent discovery, and practice styles were the most common for the
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second sessions of the week. The learner-designed individual program and learner-

initiated style were used in a limited number of sessions with special activities.
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3.6.1.2 Warm-ups

In the warm-up part of the first sessions of each week, after a short warm-up lap to get
to know the track of that day, FMS associated with that day's parkour skill was taught.
Warm-ups of every first session included teaching and repeating the FMS skills
cumulatively. Warm-ups of every second session only include short reputations of the
already learned FMS. Every first session's warm-up part included a short game to
familiarize the participants with each other and the parkour field. These games
included parkour skills and FMS. Additionally, most games were aimed to force the

participants to cooperate, solve problems and make decisions.
3.6.1.3 Teaching

The main body of every first session in the intervention covers teaching. The first six
sessions included basic parkour skills. As the weeks progressed, the difficulty and
complexity of the skills increased. The parkour intervention is designed holistically
due to the nature of the adventure education model. During teaching, there were
obstacles that participants could try for each skill level. The parkour area and
equipment were reorganized according to the subject of each session, covering all skill
levels. Under the practitioner's supervision, participants are allowed to use more

difficult equipment settings for skill acquisition when they feel ready.

There were some special sessions on different focuses and aims. One of these focuses
was safety. In the seventh session, when climbing skills in parkour were started to be
learned, ways to minimize the risk of injury in case of a possible fall were also taught.
Falling techniques in judo sport, called UKEMI, adapted to the parkour settings. In
this session, the mechanism of how to safely fall from a height on the back and face

down was taught. Additionally, parkour roll was taught.

While preparing the intervention, one of the important aims was to develop creative
thinking and self-confidence by focusing on the participants’ problem-solving,
decision-making, and collaboration skills. Special sessions that directly involve these

topics have been designed in the last weeks when it is thought that the participants
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have achieved sufficient knowledge of parkour and FMS skills. In the twelfth session,
participants were allowed to design their practice session on the skills they learned at
the eleventh session after the planned game. The topic of session fourteen was to work
on the skills that participants feel uncomfortable with on their own. In session fifteen,
participants were informed about the competitions in parkour. They were divided into
three groups speed, skill, and creativity. In line with the information about the parkour
competitions, each group created activities in their field, and all groups experienced
each other's activities.

3.6.1.4 Practice and Games

The second session of each week started with a short warm-up. After the warm-up,
pair, individual, and group exercises were used according to the practice needs. In
these exercises, students who performed the skills correctly taught those who could
not, while the practitioner supported them with feedback. Additionally, there were
exercises designed to use pair practice and self-check as well. Teaching styles and

exercise types used in these sessions varied on the current situation of the participants.

Although the first sessions of the practice often include games, the second sessions are
entirely built on practice and games. Games involving skills to be developed were
played after the practice part. These games are designed for the development of
participants' parkour and FMS skills, as well as their cognitive and social-emotional
skills. It is aimed that the participants use skills such as decision-making, problem-
solving, cooperation, self-confidence, and finding solutions through the FMS and

parkour skills they have learned.

As an example, the participants were asked to go from point A to point B in an area
with obstacles of different shapes and sizes, and they were told that the game would
be over when the whole group reached point B. The difficulty level increased with
each completed task. In the final task, five players were assigned different physical
disabilities, and the goal was for the entire group to reach point B together. The

purpose of the game was to make the participants understand that they can only finish
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the game by helping each other and that they need to find different solutions to

overcome the obstacles and decide together.
3.6.1.5 Cool-down and Group meetings

The purpose of the cool-down is to lower the heart rate of the participants and to
minimize possible muscle pain with stretching movements so that they are ready for
the next lesson. Group interviews were conducted during the cool-down. At the end of
each session, a five-minute group interview was held with the participants in which

they evaluated themselves and the session.
3.6.1.6 Homework

During the application, a total of four assignments were given to the participants. Three
of these assignments were given to be used in the content of the following sessions.
As an example of an assignment, in session 8.1, the participants were asked to find
places in the schoolyard to practice their parkour skills. In Session 8.2, they taught

each other parkour skills at the places which they found for homework.

Apart from the sessions, an assignment prepared by the practitioner was given to the
participants for the semester break. During the one-week semester break, homework

was given to improve the physical fitness of the participants.
3.7 Parkour Equipment

All the tools used as obstacles were designed with compartments to change the size.
The heights of the obstacles and the placement of the equipment in the area were
changed according to the subject of each lesson and the difficulty of the skill to be
learned. The top surface of the wooden boxes is covered with non-slip vinyl with
medium hardness sponge filling. The floor of the area where the lesson will be taught
is covered with judo mats. The equipment used in the study is listed below.

e 14 wooden vaulting boxes with five sections

e 2 wooden pyramid vaulting boxes with five sections

e 4 wooden single jJump boxes
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e 4 pyramid four section foam vaulting box
e 2 folding foam ramps

e 3 crash mats

e 6 steel pipes in various lengths

e 30 judo mats
3.8 Intervention Integrity

Intervention integrity is the degree to which an intervention is implemented as planned
(Luiselli, 2018). Checking the integrity of the intervention is important since it can
impact the effectiveness and feasibility of the intervention. When intervention integrity
is high, it corresponds to better learning outcomes for both children and adults
(Luiselli, 2018).

In the current study, an expert observed thirty percent of the 16-session parkour
intervention to check intervention integrity. The sections in the session plans of the
parkour intervention constitute the observation form. The observed sessions were
randomly selected. The expert evaluation form is presented in Table 4.1. As a result
of the evaluation the intervention integrity was 90%.

Some of the sessions coincided just before the students' lunch break. The cafeteria in
the school was not big enough to serve all the students in the school at the same time.
For this reason, students were sometimes dismissed 5-10 minutes before the lunch
break, depending on their grade level, and had to go to eat their lunch in an orderly
manner. Due to lack of time, in most sessions, the cooling down period was either
shorter than it should have been or not done at all. On the other hand, the attendance

rate of the children was 87.2% to eight-week parkour intervention.

3.9 Data Analysis

Statistical power can be increased by including the pre-test as a covariate (Murrar,

2018). Thus, the required sample size can be expected to be lower than required for an

unadjusted analysis of post-test scores (Sim, 2018). Therefore, a one-way univariate
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analysis of covariance (ANCOVA) was applied by taking the pre-test data as a
covariate. IBM SPSS Statistics version 28 was used for the analysis of quantitative
data. The data met the assumptions of ANCOVA. The significance level of alpha
values was determined as .01 to reduce the risk of type one error. The assumptions of
the ANCOVA were checked, and no violations were found. According to Shapiro-
Wilks results on KTK (.953), PMC-C locomotor (.575), DT fluency (.801), DT
originality (.091), and Play Creativity (.097) the assumption of normality was not
violated. The results of the Levene’s test on KTK (.591), PMC-C locomotor (.426),
DT fluency (.069), DT originality (.445), and Play Creativity (.981) showed no
violation for the assumption of homogeneity of variance. Interaction between
covariates and dependent variables for KTK (.975), PMC-C locomotor (.961), DT
fluency (.292), DT originality (.840), and Play Creativity (.662) showed that the

regression slopes was homogeneous.

In the qualitative phase, the researcher transcribed voice records. Another researcher
has checked transcribed voice records for comparison with actual audio files. Semi-
structured interviews, group interviews, and observation notes were analyzed using
the reflexive thematic analysis method. The reflexive thematic analysis involves
creating short codes that capture important features related to answering the research
question. These codes and data are then examined to identify potential themes and
patterns of meaning. The next step involves reviewing these themes to ensure they
adequately answer the research question. Finally, descriptive names are given to each
theme. According to the steps of thematic analysis, qualitative data analysis of the
current study began with the assignment of preliminary codes. Patterns were searched
among these preliminary codes. Afterward, the patterns obtained from the codes were

examined, named, and defined.

Two steps were followed to ensure trustworthiness. Data triangulation was done by
using group interviews with participants, observation notes, and interviews with
classroom teachers in the first step. The aim was to make a more accurate analysis by
comparing the answers given by the participants in the interviews with different data

collection tools. In the second step, another expert who was not involved in the study
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examined the transcripts for codes and themes. After an expert review, an agreement

was reached. These steps were aimed at reducing the risk of researcher bias.
3.10 Positionality of the Researcher

| am a 33-year-old Turkish man born and raised in a small city in the middle of the
Black Sea region. As a researcher, | have witnessed the difficulties and deprivations
experienced by students in my own village and neighboring village schools, even
though I have not been exposed to these in my own life. Also, as a physical education
and sports graduate, | have witnessed deficiencies in fundamental and sport-specific
movement skills in myself and my undergraduate peers. | think that students, including
myself, who have been educated in our current education system, do not have
sufficient skills to interpreting information, questioning, finding, and solving
problems. | am aware that not being objective about the method and intervention |
used in this study would be misleading in terms of overcoming the problems | set out
to contribute to their solution. | recognize many students' social, economic, and
structural realities in our country and aspire to contribute to positive change through

rigorous and relevant research.
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CHAPTER 4

RESULTS

In this chapter, descriptive results, ANCOVA results, and qualitative results were
explained. Gender did not have a statistically significant role in any variable. However,
in the descriptive results, mean values by gender and for the group are presented. The
results are presented according to the research questions. First, the results of the

quantitative data and then the results of the qualitative data are explained.
4.1 Research Question la

Is there a significant mean difference between the fourth-grade students who
participated in eight-week adventure education model-based parkour intervention and
those who followed the regular curriculum regarding motor coordination scores after

controlling the pre-test results?

The unadjusted pre-test and post-test results of the KTK scores are presented in Table
4.1 as split by gender. Additionally, Figure 4.1 shows the groups' unadjusted KTK

mean score changes between the pre-test and post-test.

Table 4.1
Descriptive results of pre-test and post-test KTK scores of the groups

Pre-test Post-test
Source M SD M SD
Boys 346.00 32.05 421.80 31.00
Intervention (n=28) Girls 334.11 30.40 407.78 32.28
Total 338.36 30.95 412.79 31.99
Boys 341.69 35.17 369.62 32.50
Comparison (n=27) Girls 337.79 30.04 378.86 36.18
Total 339.67 32.03 374.41 34.12
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Figure 4.1
Pre-test and post-test KTK mean score changes of the intervention and comparison
groups.
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The covariate KTK pre-test scores were significant, F(1,52) = 42.01, p <.001. There
was also a significant effect of groups (intervention and comparison) on the score of
KTK post-test after controlling for the effects of KTK pre-test scores F(1,52) = 34.45,
p < .001, partial n2 = .398. Results revealed that 39.8% of the variance in motor
coordination is explained by the adjusted main effect of the group after controlling for
the KTK pre-test. Results of the ANCOVA on KTK post-test are represented in Table
4.2.

It can be asserted that the group taking an adventure education-based parkour
intervention for eight weeks (Madjusted= 413.24, SE= 4.69) has significantly higher
motor coordination scores compared to the group who followed the regular physical

education and games curriculum (Magjustea= 373.94, SE= 4.78).
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Table 4.2
ANCOVA results for KTK post-test as dependent variable

Source df SS MS F p Partial 1 2
KTK_Pre 1 25875.05 25875.05 42.01 <.001 447
Group 1 21217.31 21217.31 34.45 <.001 .398
Error 52 32026.18 615.89
Total 55 8613763.00

4.1.2 Research Question 1b

Is there a significant mean difference between the fourth-grade students who
participated in eight-week adventure education model-based parkour intervention and
those who followed the regular curriculum regarding perceived motor competence

after controlling the pre-test results?

The unadjusted pre-test and post-test results of the PMC-C locomotor scores are
presented in Table 4.1 as split by gender. Additionally, Figure 4.1 shows the groups'

unadjusted PMC-C locomotor mean score changes between the pre-test and post-test.

Table 4.3
Descriptive results of pre-test and post-test PMC locomotor scores of the groups
Pre-test Post-test
Source M SD M SD
Boys 3.47 0.47 3.84 0.22
Intervention (n=28) Girls 3.13 0.53 3.23 0.62
Total 3.29 49 3.50 .52
Boys 3.18 0.50 3.14 0.51
Comparison (n=27) Girls 2.84 0.46 2.94 0.43
Total 3.11 51 3.06 .53

The covariate PMC-C pre-test scores were significant, F(1,52) = 23.92, p <.001. There
was also a significant effect of groups (intervention and comparison) on the score of
PMC-C post-test after controlling for the effects of PMC-C pre-test scores F(1,52) =
7.44, p = .009, partial 2 = .125. The results of the ANCOVA on PMC-C locomotor

post-test scores are represented in Table 4.4.
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Figure 4.2
Pre-test and post-test PMC (locomotion) mean score changes of the intervention and

comparison groups.
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Table 4.4

ANCOVA results for PMC-C locomotor post-test as dependent variable

Source df SS MS F p Partial n 2
PMC _Pre 1 4.62 4.62 23.92 <.001 315
Group 1 1.44 1.44 7.44 .009 125
Error 52 10.04 A9
Total 55 611.09

Results revealed that 12.5% of the variance in perceived motor competence is
explained by the adjusted main effect of the group after controlling for the PMC-C
pre-test. It can be asserted that the group taking an adventure education-based parkour
intervention for eight weeks (Madjusted= 3.45, SE= .084) has significantly higher
perceived motor competence scores compared to the group who followed the regular

physical education and games curriculum (Madjusted= 3.12, SE= .085).
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4.1.3 Research Question 1c

Is there a significant mean difference between the fourth-grade students who
participated in eight-week adventure education model-based parkour intervention and
those who followed the regular curriculum regarding motor creativity and divergent

thinking after controlling the pre-test results?

The unadjusted pre-test and post-test results of the PLAY Creativity scores are
presented in Table 4.1 as split by gender. Additionally, Figure 4.1 shows the groups'

unadjusted PLAY Creativity mean score changes between the pre-test and post-test.

Table 4.5
Descriptive results of pre-test and post-test PLAY Creativity scores of the groups

Pre-test Post-test
Source M SD M SD
Boys 71.80 19.77 96.60 23.67
Intervention (n=28) Girls 77.67 14.97 104.22 16.43
Total 75.57 16.72 101.50 19.25
Boys 82.62 25.95 3.14 97.69
Comparison (n=27) Girls 77.07 20.01 2.94 84.50
Total 79.74 22.78 90.85 22.28

The covariate Play Creativity pre-test scores, was significant, F(1,52) = 38.49, p <
.001. There was also a significant effect of groups (intervention and comparison) on
the score of Play Creativity post-test after controlling for the effects of Play Creativity
pre-test scores F(1,52) =9.76, p =.003, partial 2 = .158. The results of the ANCOVA
on PMC-C locomotor post-test scores represented in Table 4.6.

Results revealed that 15.8% of the variance in motor creativity is explained by the
adjusted main effect of group after controlling for Play creativity pre-test. It can be
asserted that the group taking an adventure education-based parkour intervention for

eight weeks (Madjusted= 102.89, SE= 3.02) has significantly higher motor creativity
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scores compared to the group who followed the regular physical education and games
curriculum (Madjusted= 89.41, SE= 3.07).

Figure 4.3
Pre-test and post-test PLAY Creativity mean score changes of the intervention and

comparison groups.
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Table 4.6
ANCOVA results for PLAY creativity post-test as dependent variable
Source df SS MS F p Partial 1 2
Play Pre 1 974488  9744.88 38.49 <.001 425
Group 1 247170  2471.70 9.76 .003 .158
Error 52 13165.53  253.18
Total 55 534233.00

In the current study, divergent thinking is measured with two structures as fluency and
originality. The unadjusted pre-test and post-test results of the DT fluency scores are
presented in Table 4.1 as split by gender. Additionally, Figure 4.1 shows the groups'

unadjusted DT fluency mean score changes between the pre-test and post-test.
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Table 4.7

Descriptive results of pre-test and post-test DT fluency scores of the groups

Pre-test Post-test
Source M SD M SD
Boys 6.50 1.35 9.70 3.33
Intervention (n=28)  Girls 6.83 1.95 10.56 291
Total 6.71 1.74 10.25 3.04
Boys 6.31 2.32 6.46 2.30
Comparison (n=27)  Girls 7.21 2.61 6.64 1.98
Total 6.78 2.47 6.56 2.10

The covariate DT Fluency pre-test scores, was significant, F(1,52) = 11.16, p = .002.

There was also a significant effect of groups (intervention and comparison) on the

score of DT Fluency post-test after controlling for the effects of DT Fluency pre-test
scores F(1,52) = 33.14, p < .001, partial n2 = .389. The results of the ANCOVA on

DT Fluency post-test scores represented in Table 4.8.

Figure 4.4

Pre-test and post-test DT fluency mean score changes of the intervention and

comparison groups.
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Table 4.8
ANCOVA results for DT fluency post-test as dependent variable

Source df SS MS F p Partial n 2
DT Fluency Pre 1 64.31 64.31 11.16 .002 77
Group 1 190.92 190.92 33.14 <.001 .389
Error 52 299.61 5.76
Total 55 4466.00

Results revealed that 38.9% of the variance in divergent thinking fluency skills is
explained by the adjusted main effect of group after controlling for DT fluency pre-
test. Following these results, it can be asserted that the group taking an adventure
education-based parkour intervention for eight weeks (Madjusted= 10.27, SE= .45)
has significantly higher divergent thinking fluency scores compared to the group who
followed the regular physical education and games curriculum (Madjusted= 6.54, SE=
46). The unadjusted pre-test and post-test results of the DT originality scores are
presented in Table 4.1 as split by gender. Additionally, Figure 4.1 shows the groups'

unadjusted DT originality mean score changes between the pre-test and post-test.

Table 4.9
Descriptive results of pre-test and post-test DT originality scores of the groups
Pre-test Post-test
Source M SD M SD
Boys 1.00 0.82 2.20 1.40
Intervention (n=28) Girls 1.06 0.80 2.22 1.40
Total 1.04 .79 2.21 1.37
Boys 1.08 1.26 1.00 1.22
Comparison (n=27) Girls 0.79 0.89 1.50 1.09
Total .93 1.07 1.26 1.16
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Figure 4.5
Pre-test and post-test DT Originality mean score changes of the intervention and

comparison groups.
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The covariate DT originality pre-test scores, was not significant, F(1,52) = .70, p =
407. There was a significant effect of groups (intervention, and comparison) on the
scores of DT Originality post-test after controlling for the effects of DT Originality
pre-test scores F(1,52) =7.39, p=.009, partial 2 = .124. The results of the ANCOVA
analysis on DT Originality post-test scores represented in Table 4.10.

Table 4.10
ANCOVA results for DT originality post-test as dependent variable

Source df SS MS F p Partial n 2
DT_Orginality_Pre 1 1.14 1.14 .70 407 .013
Group 1 12.05 12.05 7.39 .009 124
Error 52 84.76 1.63
Total 55 266.00
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Results revealed that 12.4% of the variance in divergent thinking originality scores is
explained by the adjusted main effect of group after controlling for DT fluency pre-
test. It can be asserted that the group taking an adventure education-based parkour
intervention for eight weeks (Madjusted= 2.21, SE= .24) has significantly higher
divergent thinking originality scores compared to the group who followed the regular

physical education and games curriculum, (Madjusted= 1.27, SE=.25)
4.2 Research Question 2

What are the participants' experiences, thoughts, and perceptions regarding parkour
intervention based on the adventure education model in terms of motor, cognitive, and

social-emotional skills?

The themes and sub-themes are represented in Figure 4.6.

Figure 4.6
Themes and sub-themes emerged from qualitative data
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4.2.1 Overcoming Challenges and Fears

In the adventure education model, activities and sports that involve difficulties are
important tools to achieve the aims of education. In this study, parkour skills and
games, including skills learned, were used as a tool in teaching. The participants'
thoughts about the equipment and skills used during the intervention were examined
in depth with various semi-structured questions. The interviews revealed that at the
beginning of the training, the participants had various challenges and fears about tools
and skills. The participants stated that they were afraid of falling, getting injured, or
not being able to do the skills when they first saw the area and equipment where they
would do parkour sport intervention. For example, participant 2 expressed her feelings
as follows:

“When I first saw the tools, I was a little scared and a little excited. I was

afraid I would fall.”

Participants also stated that they had challenges due to their drawbacks. It was
observed that some of the participants had injury experiences or fears from their
previous experiences before intervention. Examples of these were an existing fear of
heights or a fall in his previous experiences and fractures in his/her arms or legs.

“Before the training, I had difficulties in climbing high grounds, jumping far,
and overcoming obstacles. Something happens when 1 go up to high places;
it makes me feel nauseous or something.” (Participant 22)

“My hand was broken. I was afraid that it would happen again and that 1
would fall behind in my studies.” (Participant 11)

Participants also expressed that they were afraid of being unable to perform the skills.
The skills they had fear or get shy to perform were parkour skills, which generally
include long jumps, climbing, and bar movements.

“I said something would happen while I was passing the bar. [ was afraid, 1
said it would be difficult. I said I cannot do it” (Participant 1)
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Participants expressed how they overcame their fears and hesitations when they saw
the tools for the first time or new skills during the intervention and how they coped
with these fears and challenges. The sub-themes that emerged from the interviews

were as follows; practicing, experiencing, finding solutions, and self-confidence.
4.2.1.1 Practice

Participants mentioned that after the sessions, they had practiced the skills they were
afraid of or struggled with at home, neighborhood, and school. In the interviews,
although no homework about parkour skills was given during the intervention, the
participants stated that they did exercises of their own free will to overcome the
challenges they experienced performing the skills.

"I had a hard time, once | was performing monkey vault, | was very scared. |
worked monkey vault on the things | saw everywhere, now | can do it."
(Participant 23)

"I no longer have difficulty in the movements that | cannot do. When | did it
both at home and here, my struggle was gone. | have already repeated it at
home." (Participant 22).

4.2.1.2 Experience

At the start of the sessions, participants watched videos demonstrating the skills they
were going to learn that day. Some participants felt scared when they saw some of the
skills and doubted their ability to do them. However, they were able to overcome their
fears by trying the equipment themselves or practicing the skills they saw in the videos.

“I was scared because it looked so hard in the video. But the truth came easy

when [ tried it myself. So, at the end of the session, my fear disappeared”
(Participant 13)

Participant 22, who stated that she felt dizzy when climbing high places before the
intervention, stated that this situation decreased during the training. She explained the
reason for the decrease in dizziness as follows:

“I was very scared because I am a very careless person. After training, I am
no longer afraid of heights. I am very little afraid of heights. | used to be very
dizzy before, but now very little.”
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4.2.1.3 Self-Confidence

Another factor expressed by the participants in coping with fear and difficulties was
the increase in their self-confidence. Participants stated that they thought they could
not do it when they saw the skills, but their self-confidence increased as they
experienced it. In this way, they said that when more difficult skills are encountered,
they have the courage to do them as their self-confidence increases.

"I changed my mind after trying it myself. | thought I could do it after | did it.
It made me change my mind, make me feel confident." (Participant 28)

"Before these lessons, when there was a place | could not climb, | gave up.
With the training, | was able to do it. | was able to climb. | do not give up
once | cannot do it anymore; I try to do it again.” (Participant 21).

The researcher observed during the lessons that Participant 17 frequently stated that
he could not use the parkour equipment and perform the skills due to his short stature.
However, after the first two weeks of the intervention, it was observed that Participant
17 no longer expressed his drawbacks about his height and attended the classes
willingly. Moreover, the classroom teacher mentioned the behavioral changes of the
Participant 17.

"l said | cannot do it because | am short. What we learned in these lessons
was both useful in real life and taught us to do it again and again without
giving up. Those who make fun of my height or physical movements are
surprised when I do it now; they say you can do it." (Participant 17)

"Participant 17's self-confidence increased with the parkour intervention,
and he socialized.” (Teacher 1)

The participants stated that as they experienced the skills and were taught the skills
that they could do to their friends who could not, their self-confidence increased, and
they overcome their fears and hesitations in this way.

“I felt confident when I taught my friends something. Then I taught it to my
friends.” (Participant 22)

According to the observations done by researcher, some of the participants were afraid

and embarrassed to do the movements at the beginning of the intervention. For
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example, this situation of Participant 27 was reflected in the observation notes as
follows:

"Participant 27 constantly waits for the trainer's approval while performing
the skills. When she repeats the skills independently, she thinks she is doing
it wrong or cannot do it." (Observation notes from session 1.1).

In the following weeks of the intervention, it was observed that these students showed
improvement in expressing themselves, contributing the sessions, and performing
movements.

"There are positive improvements in the behaviors of participant 27. It is seen
that her shyness has decreased and she is more confident in trying movements."
(Observation notes from session 5.1)

Classroom teacher 2 also stated the changes they observed in these children as follows:

“Participants 27 and 18 were more introverted children. For example, when
we played a game, they did not have confidence in themselves. There was
insecurity about not being able to do things. But now, during the parkour
intervention, I'm looking at those children from afar, they were trying to do
movements, and they were having fun. They are different kids now.”

Additionally, classroom teacher mentioned a memory that happened during the math
class:

“One day, they couldn't answer a question in math class. When [ said that
you can do it, they said to each other; "yes, we can do that. As we do in
parkour education as our physical education teacher said."”

4.2.1.4 Finding Solutions

During the intervention, teaching methods aiming to produce solutions, such as guided
discovery, problem-solving, and cooperation, directed in line with the content of the
session, were used. According to the observation notes, it was observed that the
participants had difficulty both individually and as a group in identifying and solving
the problem in games involving problem-solving.

"They cannot identify most of the problems they need to solve to complete the
games... They have difficulty producing solutions to the problems in the
games... They failed because they tried to solve the problem in the game in
this session only from their point of view." (Observation notes from session
1.2,2.2,3.2)
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However, in the following weeks, improvements in problem-solving skills, both
individually and as a group, were reflected in the observation notes.

"They are better at finding and solving problems as a group in the "be a
number or letter" game. They can solve faster." (Observation notes from
session 6.2)

Participants were asked questions to understand their coping strategies in semi-
structured interviews. One of these questions is as follows: "There are two obstacles
far from each other, and you want to jump from one to the other. But you think this
distance is difficult for you. What would you do in this situation?". Among the answers
given by the participants about what they did to cope with their difficulties or fears, it
was also seen that they produced various solutions to overcome them.

"So, | cope with it on the ground, not on the obstacles. In the lesson, we stuck
tapes on the ground as the gap length between the high obstacles, so | made
it with stones. | made it with stones in front of our house. As I could jump, I
opened the distance of the stones more and more. | cope with it like this. Then
| could do it over obstacles™ (Participant 12).

"If it is far, the distance between the obstacles, | put another obstacle in the
middle. | jump from there to the next. | can decrease the distance a bit if |
can. | would not have thought of these before lessons. | would be undecided."
(Participant 18).

4.2.2 Social-Emotional Interactions

In the parkour intervention, the participants did pair and group exercises in line with
the content of the sessions. Participants who were able to perform the skills during the
exercises taught other participants who had deficiencies. The practitioner gave
feedback only when necessary and was not directly involved in teaching each other
sections. In addition, group discussions were held on how they would help each other
with possible falls and injuries. Most of the participants stated that the attitudes of their
friends had changed positively, while some of them stated that it was the same as

before.
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4.2.2.1 Cooperation and Empathy

The interviews revealed the effects of the mentioned practices on their social
interactions. In the first weeks of the intervention, it was reflected in the observation
notes that the participants constantly criticized each other and were not supportive.

“Many of the participants constantly criticize and argue with each other.
They use words that demean each other for their mistakes.” (Observation
notes from session 2.1)

However, as the intervention progressed, it was observed that they started to help each

other and became more constructive in their mistakes and successes.

Participants stated that when they help each other, their self-confidence increases, and
they understand the importance of cooperation and empathy.

“Normally we didn't help each other in lessons. We started helping with
parkour education.” (Participant 23).

“The fact that they helped me when I fell, this gave me confidence. You can
do this, they said, don't be afraid. They provided such confidence.”
(Participant 28).

In the first weeks of the intervention, it was observed that participants were not able
to work efficiently as a group.

“They cannot cooperate in movement problems that they need to solve as a
group.” (Observation notes from session 2.2)

However, as the intervention continued, participants stated that they became aware of
this situation in the end-of-session discussions. In the following weeks of the

intervention, participants became better at solving problems as a group.

The classroom teachers also mentioned the effects of the intervention on the students’
behaviors as a group.

“There was more unity. In fact, there was more integration between the
children.” (Teacher 2)
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Games that prioritize group work in parkour intervention are included in both warm-
up and game sections. It was seen that the participants made sense of cooperation in
these games.

“The games were the most fun part of the training. I liked making letters
(game) the most. We were doing it as a group, we were planning, and then
we were doing it.” (Participant 26)

One of the most mentioned games during the interviews was about disabled people.
Some of the participants were assigned a different type of disability while others were
not. The aim was to overcome the obstacles from point A to point B as a group.
Participants stated that they understood that it is important to empathize and help each
other with this game.

“We empathize. We also experienced the same problems they experienced. If
there was someone, I would help immediately.” (Participant 23)

It was observed that Participant 27, who did not communicate much with her friends
in the first sessions of the intervention and was not willing to learn skills, increased
communication with her friends afterward and learned skills willingly. Her friends
stated that Participant 27 communicated with them more and was more willing to take
a part in the intervention, in the group discussions towards the middle of the
intervention.

“The attitudes of my friends changed towards me with parkour education.
They are helping me now. They weren't that helpful before.” (Participant 27).

4.2.2.2 Fun

Most participants defined the parkour intervention as having fun in terms of the games
they played and the skills they learned. They stated that they developed themselves
with entertainment and wanted this education to take place in the future. Both
classroom teachers mentioned the students' motivation, excitement, and happiness
toward the parkour intervention sessions.

"l could already see in their eyes that they were so happy." (Teacher 1)
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In addition, some participants stated that after they experienced the skills that they
were scared of, they described the same skills as fun. Although Participant 1 stated
that he was afraid when he first saw the parkour bar skills, when asked what was fun
in the intervention, he stated that the bar moves were fun.

"I would like to have parkour education next year as well. It is both fun and
our skills are improving. I am doing the movements which | do myself at home
more easily now. For example, the fun thing, the bar movements were a lot of
fun.” (Participant 1).

While developing parkour intervention, a holistic approach, which is one of the
requirements of the adventure-education model, was applied. For this reason, most
games played during the intervention are not one-on-one games that involve
competition but games that require group work or where the individual competes with
himself.

"I liked it because we did not team up with our friends. If we were a team, we
could fight. That we will win, that we will win. | like that there is no racing.
So, I had fun." (Participant 11).

According to the researcher's observations, participants used the teaching techniques
used in the sessions while they were teaching the skills to each other.

"I taught skills to others in classes. | felt good. Because | could, | taught my
friends too. It is good, so | loved it. First, I told, | showed. Slowly later, |
showed them as fast as possible, and they did it fast. My friends also taught
me something. | felt happy while they were teaching. Because | could not do
it, I was sad, but they gave me something like self-confidence and energy.
That is why | was happy.” (Participant 3).

4.2.3 Skill Development

One of the main focuses of parkour intervention that we conducted in this study is to
ensure the development of gross motor skills and increase motor coordination while
learning parkour skills. In the semi-structured interviews, the participants stated that
they improved in skills such as climbing, jumping, overcoming obstacles, running,

hanging, and balance.
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“Before I took parkour, I was a little bad at climbing, jumping far, and
overcoming obstacles. Before, we didn't know anything yet. After the parkour
education, I am not as slow as before, I also accelerated in running.”
(Participant 4).

Participant 6, whose body mass index is above normal, frequently stated that she could
not do these skills due to her weight in the first sessions of the intervention.

“Participant 6 states that in movements that require going over obstacles,
she cannot do it because of her weight even before she tries the movement.”
(Observation notes from session 1)

However, she joined the session willingly without mentioning this issue afterward. In
the semi-structured interviews held after the training, she expressed her development
as follows.

“Before I got the intervention, | was very bad at climbing, jumping far,
overcoming obstacles. | couldn't jump far. Now I'm better at climbing, long
jumping, hopping on one leg." (Participant 6).

While most participants stated that they were bad at the skills in the intervention
before, some participants stated that they were good at these skills before, but they
improved further during the parkour intervention.

“Before parkour intervention, I was good at climbing and jumping long
distances. After the training, | got even better in all of them. | can jump farther
and climb better. I couldn't stand on one leg for long. I started to stand more.”
(Participant 8).

The researcher was observed that the participants did not know the names of the
fundamental movement skills and what they were, at the beginning of the intervention.
However, in the last weeks of intervention, it was observed that they could name both
fundamental movement skills and parkour skills and knew what they were. Classroom
teachers also noticed this situation.

“The reaction that mostly comes to my mind is this: we will do this move,
hopping, the monkey vault. You know, it means that they said the names of
the movements because it was a result of the intervention.” (Teacher 1)
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4.3 Research Question 3

How do the qualitative data collected from interviews and observations explain the
quantitative results obtained from surveys and tests regarding the effects of the
adventure education model-based parkour intervention on fourth-grade students’

motor, cognitive, and social-emotional skills?

The results of the ANCOVA on motor coordination revealed that adventure education-
based parkour intervention improves the participants’ KTK scores. The qualitative
data from semi-structured interviews, observation notes, and end of meeting
discussions also supports the analysis of quantitative data. Participants indicated that
the intervention improved their running, jumping, climbing, hanging and balance. The
classroom teacher observed that students learned the names of the fundamental
movement skills and parkour skills. This indicates that the participants noticed and
internalized the development of fundamental movement skills or parkour skills

resulting from the intervention.

The locomotor dimension of the PMC-C scale was used to understand the participants'
self-perceptions regarding motor competence. The ANCOVA results revealed that
adventure education-based parkour intervention participants PMC-C locomotor scores
significantly improved more than the comparison group. The semi-structured
interviews revealed that student’s perception on motor competence positively
changed. The researcher observed that some participants who stated that they could
not perform physical movements due to their weight, height, or inability to perform
physical movements during the intervention did not complain about these issues
towards the middle of the intervention and willingly participated in the intervention.
On the other hand, interviews with the participants and observation notes revealed
changes in social-emotional skills in addition to the positive change in self-perception.
Participants stated that they did not normally help each other much before the
intervention. However, with the intervention, they supported and helped each other.
Classroom teachers reported that children were more united after the intervention. In
the researcher's observations, it was stated that in the first sessions, children could not
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cooperate in movement problems that needed to be solved as a group, but as the
intervention progressed, they were able to solve movement problems together. During
the sessions, those who could do the skills better taught those who could not. It was
stated by the participants that this situation had a pleasing effect for both the learner

and the instructor. Participants also stated that the games and activities were fun.

In the study, cognitive skills were assessed with general creativity (divergent thinking)
and motor creativity. The results show that participants of the parkour intervention
based on the adventure education model significantly improved their divergent
thinking and motor creativity scores more than the comparison group. In the interviews
with the participants, they stated that when they first saw the parkour equipment and
skills, they thought they could not do it and were afraid. However, they found various
ways to overcome these fears and difficulties during the intervention. They stated that
they tried the skills they could not or were afraid of doing at home even though they
were not given homework. They stated that they produced facilitating solutions (such
as bringing the obstacles closer together) to perform the skills they could not.
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CHAPTER 5

DISCUSSION

This study aimed to understand in depth how an intervention based on an adventure
education model using parkour as a tool to develop social-emotional, cognitive, and
motor competence of fourth-grade children yielded results using qualitative and
quantitative data. In this chapter, the quantitative results obtained in the study are
explained with qualitative results and discussed in comparison with the related
literature. In the discussion below, the sample group of this study was 55 in total, and
the results were discussed based on this study sample; therefore, there was no intention

to generalize to the population.
5.1 Effects on Motor Competence

Fundamental movement skills are critical for the acquisition of sport-specific skills
and lifelong physical activity participation (Goodway et al., 2019). Motor coordination
is an important factor in the development of both fundamental movement skills and
complex movement skills (VVandorpe et al., 2012). Therefore, this study assessed motor
coordination skills with the KTK test. Results indicated that the intervention group
significantly improved motor coordination more than the comparison group after
controlling for the effects of pre-test results F(1,52) = 34.45, p < 0.001.

The qualitative results revealed that skill development was one of the main themes.
Participants stated that the parkour intervention based on the adventure education
model improved their skills such as climbing, jumping, running, hopping, and
balancing. The classroom teachers of the participants also stated that the children
learned the names of the skills, showed them to each other, and discussed who could

do it better during recess.
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According to studies, there is a significant relationship between motor coordination
and participation in physical activity (Lopes et al., 2012; Lopes et al., 2011; Opstoel
et al., 2015; Vandorpe et al., 2012). The studies on motor coordination revealed that
training/exercise or physical activity interventions improve motor coordination in
children (Cillik & Willwéber, 2018; Han et al., 2018; Walaszek & Nosal, 2014).
Moreover, motor coordination is an indicator of physical activity participation
(Vandorpe et al., 2012) and body mass indexes of children (D'Hondt et al., 2014). One
of the aims of the fourth-grade Physical Education and Play curriculum in Tirkiye is
to ensure children's regular participation in games and physical activities for an active
and healthy life (MEB, 2018). Furthermore, the World Health Organization states that
it is critical for health that children and adolescents engage in 60 minutes of daily
moderate to vigorous physical activity at least three times a week (WHO, 2020). In the
current study, it was concluded that the 8-week parkour intervention based on the

adventure education model improved children's motor coordination.
5.2 Effects on Social-Emotional Skills

Self-concept is how a person sees themselves in different domains, such as academic,
social, emotional, and physical (Shavelson et al., 1976). Physical self-concept involves
the evaluation of one's physical abilities and appearance (Fox & Corbin, 1989). A
child's sense of competence affects their motivation and performance in a task (Harter,
1988). Adventure education has a student-centered and holistic structure. In the meta-
analysis study in which the outcomes of the studies, including adventure education,
were analyzed, interpersonal and self-concept skills were identified as two main
categories (Hattie et al., 1997). According to the intervention studies conducted on
children and adolescents, adventure education positively affected the participants' self-
perceptions and social skills (Baena-Extremera et al., 2012; Garst et al., 2001; Gibbons
et al., 2018; Stuhr et al., 2015).

Perceived motor competence refers to an individual's perception of their motor skills
(Morano et al., 2020). The self-perceptions of the children participating in this study
on their skills were analyzed through motor skills. In the current study, results of the
PMC revealed that perceptions of the intervention group on locomotor skills
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competence significantly more improved than the control group after controlling for
the effects of PMC pre-test scores F(1,52) = 7.44, p = 0.009. The qualitative results
also reflected the change in children's perceptions of their motor competencies. For
example, Participant 21 expressed her opinion about her motor skills before and after
the training as follows:

"Before these lessons, when there was a place, | could not climb, I gave up.
With the training, | was able to do it. | was able to climb. I do not give up once
| cannot do it anymore. | try to do it again."”

Additionally, the researcher and classroom teachers noticed a positive change in how
students perceived their motor skills after the intervention. According to the classroom
teacher, two students who lacked confidence in their skills and were hesitant to join in
games because they thought they could not do the movements became more self-
assured after the intervention. They willingly participated in the games with their

friends.

There are conflicting results regarding the relationship between actual and perceived
motor competence. In some studies on young children, it was reported that there was
no relationship between perceived and actual motor competence (Clark et al., 2018;
Morano et al., 2020; Nobre et al., 2017), while in studies with varying age groups, a
moderate relationship was reported (Carcamo-Oyarzun et al., 2020; Raudsepp &
Liblik, 2002). Although perceived and actual motor competence levels were not
compared in this study, it was concluded that both perceived motor competence and

motor coordination improved significantly more in the intervention group.

The consistency between children's perceptions on their motor competence and actual
motor competence increases with age (Stodden et al., 2008; Strotmeyer et al., 2022).
However, perceived competence is associated with physical activity (Babic et al.,
2014). Children's perception of their competence affects their motivation to participate
in physical activity. According to the observations made by the classroom teacher
during school time, the parkour intervention based on the adventure education model
positively affected the motor competence perceptions of the children in the study and

influenced participation in physical activity.
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The elements of the adventure education model specified by Ritson (2016) were
considered while developing the intervention in this study. These elements, which are
used to shape adventure education, aim to lead participants to work as a group while
struggling with difficulties, achieve a greater sense of achievement, understand
concepts, and provide social-emotional interaction. The challenging nature of the
physical environment in adventure education is essential in ensuring equality as each
participant is exposed to a new environment. In addition, dealing with difficulties and
challenges gives a greater sense of achievement (Ritson, 2016). In the studies
involving parkour, the changes in the social-emotional skills of the participants were
examined, as in the studies on adventure education (Botella et al., 2021; Fernandez-
Rio et al., 2017; Grabowski & Thomsen, 2017). The participants' thoughts about their
social-emotional skills were revealed in the semi-structured interviews conducted in

the present study.

One of the important features of the adventure education model is that it enables
overcoming fears and challenges (Fernandez-Rio & Suarez, 2016). Parkour and
adventure education intersect in overcoming obstacles and challenges. In the present
study, participants indicated they were scared when they saw the parkour equipment
and the parkour skills to be performed for the first time. Similar comments were made
by the children in the study conducted by Fernandez-Rio and Suarez (2016). In the
study, the children stated that they thought the parkour was dangerous and challenging
but that it was fun after they experienced it (Fernandez-Rio & Suarez, 2016). In the
current study, the participants stated that they overcame their fears as they experienced
the tools and skills. It is understood that they developed various strategies to overcome
difficulties and fears. Participants who stated that they increased their self-confidence
by exercising at home and school also stated that they could produce different solutions

to cope with challenges and fears due to the intervention.

Another theme that emerged from the analysis of the interviews was "Fun". Baena-
Extremera et al. (2012) reported in their study on adventure education that it

significantly increased the participants' sense of fun. Dyson (1995) conducted a
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qualitative case study focused on the opinions of third and fifth-grade students
regarding a physical education curriculum based on adventure education. The
curriculum was developed around trust, challenge, risk, cooperation, problem-solving,
and goal-setting concepts. In the study, "having” fun was one of the main themes
(Dyson, 1995). Participants of the current study stated that the games in the
intervention and the parkour skills they learned were fun. In addition, some
participants stated that the skills that they stated that they were afraid of before
experiencing were fun afterward. For example, Participant 1 stated that he was scared
when he saw the bar movements in the video showing the skills to be performed at the
beginning of the course, and then he stated that the bar movements were one of the
skills he had the most fun with.

"l would like to have a parkour next year. It is both fun and improves our
skills. For example, the bar crossing was very fun." (Participant 1).

In their literature review study on the effect of adventure education on students'
physical education learning outcomes, Lee and Zhang (2019) concluded that adventure
education improved the social and peer relationships of the participants. In the parkour
intervention based on the adventure education model applied in our study, games,
exercises, and activities were designed to encourage group and pair work. In the
analysis of the interviews, the participants stated that helping each other increased their
self-confidence, and making joint decisions provided them to have fun.

5.3 The Effects on Cognitive Skills
5.3.1 Divergent Thinking

Creativity can be defined as finding different, new, appropriate, unique, and useful
solutions to a situation or problem. Although not the same construct as creativity,
divergent thinking is one of the most frequently used indicators of creativity (Okuda
et al., 1991; Runco, 2004). This study examined the effect of an 8-week adventure
education model-based parkour intervention on children's creativity by measuring
divergent thinking tasks that adapted to the movement for cognitive creativity. This

study's measurement of divergent thinking skills was limited to fluency and originality
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variables. Fluency refers to producing as many solutions as possible, while originality

refers to unique ideas (Dominguez et al., 2015).

According to the results of the current study, fluency (F(1,52) = 33.14, p < 0.001) and
originality scores (F(1,52) = 7.39, p = 0.009) of the children in the intervention group
increased significantly more than the control group, after controlling the pre-test
results. Previous research on the effects of a physical activity intervention on children's
creativity skills has found similar positive improvements (Angel Latorre-Roman et al.,
2021; Gondola, 1986; Tilp et al., 2020; Zachopoulou et al., 2006). However, some
studies report that the physical activity intervention was significantly more effective
in groups with specific characteristics but not all participants (Bollimbala et al., 2019;
Neville & Makopoulou, 2021). According to the meta-analysis study by Rominger et
al. (2022), medium- and long-term physical activity practices have shown more

positive effects than acute practices on creative ideation.

In the intervention implemented in this study, participants experienced fundamental
movement skills and parkour skills that they had not experienced before. They realized
they could overcome the obstacles they faced in the city and nature in different ways.
They also experienced how to teach these skills to each other. These may be the reason
for the development of children's divergent thinking skills.

5.3.2 Motor Creativity

Motor creativity is the ability to create new and original movement patterns to solve a
problem or a situation (Pagona & Costas, 2008; Sturza Mili¢, 2014; Wyrick, 1968).
According to Scibinetti et al. (2011), there was a significant positive relationship
between motor creativity and cognitive creativity in terms of fluency and flexibility
aspects. Therefore, this study examined the effects of the intervention on both

cognitive skills and motor competence of children in a holistic manner.

The play creativity scale has 11 movement tasks that include the variables of six
components: originality, fluency, elaboration, imagination, appropriateness, and flow
(Richard, Aubertin, et al., 2020a). The current study evaluated the six creativity
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components as a total score rather than separately. Results of the current study
indicated motor creativity of the intervention group who participated in an 8-week
adventure education-based parkour intervention was significantly more improved than
the control group after controlling the pre-test result. Previous intervention studies on
motor creativity of the children have also shown similar positive improvements (Alper
& Ulutas, 2022; Mouratidou et al., 2017; Richard et al., 2018b; Thomaidou et al.,
2021).

According to the themes that emerged from the analysis of the semi-structured
interviews with the participants, they stated they were able to find new ways to solve
problems that required movement. Most participants stated that they developed
strategies to overcome physical barriers, learn movement skills, overcome fears and
difficulties, and would not have considered these solutions before the intervention. For
example, participant 18 was asked what he would do if the distance between two
obstacles seemed too far for him to jump. Participant 18 stated that:

"If it is far, the distance between the obstacles, | put another obstacle in the
middle. I jump from there to the next. | can decrease the distance a bit if | can.
| would not have thought of these before lessons. | would be undecided."

After the semi-structured interviews were analyzed, it was seen that the qualitative
data supported the development that emerged with quantitative data. Throughout the
intervention, children had to cross obstacles in a way they had not consciously
experienced before while learning and practicing parkour skills. The fact that parkour
involves overcoming obstacles in nature and the city may have enhanced children's
motor creativity by enabling them to find new solutions to the different motor
problems they encountered while doing this activity. In addition, due to the nature of
the adventure education model, the eight-week parkour intervention included games
and activities that involved parkour skills and forced children to use problem-solving,

decision-making, and collaboration skills.

The development of technology has led to an increasing proliferation and complexity
of knowledge. Creativity is becoming more and more important to find solutions to

problems by processing, analyzing, and using multiple and complex information.
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According to Organisation for Economic Cooperation and Development (OECD),
most member countries’ curricula include creativity or critical thinking as learning

outcomes (Vincent-Lancrin, 2022).

In the study conducted by Heilmann and Korte (2010) on the school curricula of the
27 EU countries, physical education was the third subject after arts and information
and communication technologies in the occurrence of the term creativity or its
synonyms in the curriculum. In intervention studies that included physical activity, it
was reported that all or some components of cognitive and motor creativity improved
(Alper & Ulutas, 2022; Richard et al., 2018b). Moreover, according to the study
conducted by Scibinetti et al. (2011), there was a moderate positive relationship
between motor creativity and cognitive creativity. However, the number of studies

examining this relationship is quite insufficient.

Pagona and Costas (2008) conducted a retention study with the same scales on the
experimental group, whose motor creativity skills developed significantly more than
the control group in an intervention they had implemented nine years ago. The
retention study concluded that the experimental group participants who had improved
their motor creativity in the original study were still at a better level of motor creativity

nine years later.

In the previous sections, studies reporting a positive relationship between motor
creativity and cognitive creativity were mentioned. Considering the study conducted
by Pagona and Costas (2008), the motor creativity of children can be developed and
made permanent by using physical education and sports. Therefore, the current study
indicated that the intervention group developed divergent thinking skills, which is one
of the most frequently used determinants of creativity, and motor creativity skills more

than the control group will make an important contribution to the literature.

Parkour is an activity where each participant finds a unique way to overcome obstacles
quickly and fluently. Obstacles constantly changed in size, height, and material as

obstacles in nature and the city were used in parkour. The placement and height of the
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obstacles used during the intervention also varied constantly. In addition, games
involving risk, cooperation, problem-solving, and decision-making were designed and
implemented in this intervention based on the adventure education model. Within the
games, the rules changed in an increasingly complex way. Most games played during
the intervention included the obstacles used for parkour skills. Therefore, they had to
follow the game's rules and pass the obstacles simultaneously. All this may have led
participants to develop the ability to find and physically implement different and

unique movement solutions.
5.4. Discussion on Intersections

Physical education and sports provide opportunities for children and adolescents to
develop cognitive, social, and emotional skills, as well as fundamental movement
skills and sport-specific skills (Bailey, 2006). The multifaceted nature of physical
education and sports makes it a tool with high potential for achieving both specific and
general education outcomes. Adventure education is a model that enables learning by
developing cognitive and social skills such as problem-solving, decision-making,
cooperation, and self-confidence through activities involving challenges and fears
(Gehris et al., 2010; Hodgson & Berry, 2011; Lee & Zhang, 2019; McKenzie, 2000;
Ritson, 2016).

In the intervention implemented in the current study, cognitive, social-emotional, and
physical skills were examined holistically. For this reason, adventure education, a
student-centered model based on activities and sports involving risk, constitute the
theoretical framework of this study. In the intervention, problem-solving, decision-
making, and cooperation take through physical activities. Parkour is the art of
overcoming natural and urban obstacles in the fastest and most efficient way.
Therefore, overcoming the physical and mental obstacles children face during the
intervention combined parkour and adventure education with the metaphor of

"overcoming obstacles.”

According to the results of the study, the eight-week adventure education model-based

parkour intervention significantly improved the motor coordination, perceived motor
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competence, divergent thinking, and motor creativity skills of the children in the
intervention group more than those in the control group when the pre-test results were
controlled. The studies show that there is a positive relationship between motor
coordination and participation in physical activity (Lopes et al., 2012; Lopes et al.,
2011; Opstoel et al., 2015; Vandorpe et al., 2012). As in many curricula, one of the
outcomes of physical education and sport in Tiirkiye is participation in regular physical
activity (MEB, 2018). Based on this relationship between motor coordination and
physical activity participation, the adventure education-based parkour intervention

applied in the current study may positively affect physical activity participation.

Studies on the relationship between motor creativity and motor competence have
found contrasting results. Some studies have found a significant relationship between
motor creativity and motor competence (Latorre Roman et al., 2017; Sturza Mili¢,
2014; Toceci et al., 2022), while others have not found any relationship (Marinsek &
Lukman, 2022; Scibinetti et al., 2011). Although the relationship between motor
coordination and motor creativity was not examined in the current study, it has been
seen that both variables improved as a result of the intervention. Considering the
current study and the studies that have reached similar results, it can be concluded that
both motor competence and motor creativity can be developed with non-linear
pedagogical methods, activities that participants do not often experience, and different
teaching methods rather than building physical education lessons on physical fitness

and repetition of learned skills.

There are intervention studies examining cognitive creativity, motor creativity, and
social-emotional skills (Bournelli et al., 2009; Rodriguez-Negro et al., 2020; Ruiz-
Avriza et al., 2019). In these studies, motor creativity and self-concept (Bournelli et al.,
2009), creativity and emotional intelligence (Ruiz-Ariza et al., 2019) were positively
correlated. In addition, Strotmeyer et al. (2022) reported that actual motor competence,
perceived motor competence, and physical self-concept skills of the intervention group
improved in a study conducted with 200 children with a motor competence-based
physical education program. The results showed a positive relationship between actual
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motor and perceived motor competence and between perceived motor competence and

physical self-concept.

In the current study, considering the fourth-grade curriculum in Tiirkiye, children's
motor competence, cognitive skills, and social-emotional skills are addressed
holistically using the adventure education model and parkour. Exposing participants
to unfamiliar environments and experiences is one of the elements of adventure
education. In qualitative interviews, participants reported feeling scared and
intimidated when they saw the parkour equipment and skills. This indicates that
parkour is a new and risky activity for the participants. However, the participants
reported that when they experienced the equipment and skills, they overcame their
fears, had fun, increased their self-confidence, and found different solutions to
overcome the challenges. Overcoming the challenges created a greater sense of
achievement for the participants. The increase in self-confidence can also be reflected
by an increase in perceived motor competence. Overcoming obstacles is a construct
identified with parkour. One of the requirements of adventure education is to
experience activities that involve challenges and risks and to strive to overcome them,
which is a kind of overcoming obstacles. Both parkour and the games provided
opportunities for children to solve motor and social problems during the intervention.
In this way, it was aimed at children to produce new solutions, cooperate, and make
decisions. The significant improvement in divergent thinking and motor creativity
scores and the supportive answers they gave in the interviews about these issues show
that using parkour as a tool in adventure education can be useful in achieving

educational goals.

91



CHAPTER 6

CONCLUSION AND RECOMMEDATIONS

This section consists of two parts. The first part presents the conclusions according to

the research questions. The second part contains recommendations.
6.1 Conclusions

In line with the objectives and results of the study, the following conclusions are

drawn:

1. The effects of the adventure education model-based parkour intervention on
motor competence of fourth-grade students

Physical development, one of the aims of physical education and sports, can be
evaluated by the fact that students should be able to learn and apply fundamental and
combined movement skills in the primary school fourth-grade curriculum outcomes
prepared by the Ministry of Education in Tiirkiye. For children to succeed in lifelong
physical activity or movements specific to different sports branches, they must have
competence in fundamental movement skills (Stodden et al., 2008). In the current
study, one of the aims of the intervention is to learn gross motor skills from
fundamental movement skills and to apply them in a coordinated manner. According
to the results of the study, the adventure education model-based parkour intervention
significantly improved the motor coordination of fourth-grade primary school students
compared to those who did not receive the intervention. Qualitative results also support

those participants were aware of this development and its reasons.

2. The effects of the adventure education model-based parkour intervention on
social-emotional skills

92



The Ministry of Education’s curriculum expects students who complete primary school
and have taken physical education and games courses to confidently use their
movement skills, actively participate in physical activities and games, and develop
personal responsibility, self-confidence, cooperation, social responsibility, and respect
for diversity. The results of the current study indicated that the intervention group
significantly improved their perceptions of their motor competencies more than the
comparison group. In addition, the themes of having fun, self-confidence, cooperation,
and social skills emerged from the interviews with the participants after the
intervention. The contents of these themes are consistent with the social skills that

should be developed in the physical education and play curriculum.

3. The effects of the adventure education model-based parkour intervention on
cognitive skills

In today's constantly evolving technological landscape, the volume and intricacy of
data continue to expand. Therefore, possessing robust creative abilities is crucial to
developing innovative and appropriate solutions for overcoming obstacles and
complex issues. According to the results of the current study, the intervention group's
divergent thinking skills and motor creativity developed significantly more than the
comparison group. In addition, interviews with the participants revealed that they were

able to develop new strategies to overcome the challenges and fears they faced.

In conclusion, the adventure education model with parkour as a tool may be an
appropriate tool for Turkish content in reaching educational outcomes. In particular, it
can be an alternative for children in rural schools with very limited access to sports
facilities to acquire the physical, social-emotional, and cognitive skills they need to

learn.
6.2 Recommendations for future research

e The study consists of 55 fourth-grade primary school students from three
different schools. This situation requires the results of the study to be evaluated

specifically for the sample studied. Future studies that reach a larger sample
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group, including village schools in different geographical regions, will
strengthen generalizability.

The intervention of this study focused on locomotor and balance skills. In
future studies, the teaching part of the intervention can be expanded to include
ball skills, and the games can be modified to include more ball games.

In future studies, conducting a follow-up study on the changes resulting from
the intervention would be useful. Thus, it can be determined whether the
changes are permanent or acute.

A similar study can be reapplied by training classroom teachers as
practitioners. Thus, applicability in the field can be examined.

Future studies, which are based on the adventure education model and whose
sample consists of children in village schools, will determine the

appropriateness of the model in achieving the aims of education.

6.3 Recommendations for Implications

The adventure education model and basic skills of parkour can be used as in-
service training for current classroom teachers in physical education and game
classes.

Adventure education and parkour can be applied in primary school teacher
education.

According to the Ministry of Education in Tiirkiye, only 17.6% of registered
schools have a sports hall. Low-cost parkour parks to be established in school
gardens following the safety procedures to be determined can be useful in
achieving educational outcomes.

Tiirkiye's geography varies according to regions. Therefore, other risky and
challenging physical activities, which are the tools of adventure education, can
be modified according to the geographical characteristics of rural schools.
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dgrencisi Cjurchan YOLCU toratindan uygulainmas) planlanan “Parie Mddabalesinin Coruklzrm Motor
Beceriter, Yaranctklon ve Cesaretleri Ozerindeki Ekilerinin Incelommesi* konulu tez galigmas: kapsamnca,
Duog. Dr. Iomak HOBRMERIC ALTUNSOZ damsmanhiginds, Mislicli@imiiee bagl Merkez ilgede bulunan
Tufzeneral Hikmet Akmer lkokuly, [lvas Hkakobu ile Ovasaray kokulu Girencilerine 2021-3022 Egitim-Odgretim
wilincla, belirslen K (sekiz) halia siirecek olan parkur spom efiviimima vy gulavabalmek wgm iem talep ecdilmekbedir,

Bu baglamda: siz konuswe talebin, ilgi (b) 20002020 arikli ve 13635800 (20202) waybh Genelge
{Arastinma Uvgulama Izinleri} de belinilen hususlar dogralsunda ve Torkive Cumhuriveti Anayasasi ve insan
haklan alamndaki uluslararas sbielesmeler basin olmak lemere G698 sapnh Kisisel Venlerin Korunmas: Hakkindaki
Kamun ibe yistirlidic olan ifim yasal dikzenlemeler ve poliiika belgelerine wygun, Tirkive Cumhunyeti Anayasas,,
MillT Egitim Temel Kanuru ile Tork Milli Egitiminin genel amsglanna uygun olarak ilgili yasal dizenlemclende
belirtilen ilke, esas ve amaglam ayknhk veskil simeyecek sekilde, denetimleri ilgili okul midirdikleri tmfindan
gergekbestitilmek dzere, derskerin aksanlmamas ve gindllalik esasima plre aragorma yapalmas), arasirma ile
ilgili scnug raporlanm galismanm bitis sarihinden itbaren 30 oue) gin iginde izin alman kurama wlastn masi,
uypulama simsmda da milhirli ve imezali Smekten  gogaliilan ven  toplama  araglanmin kullanilmas
Milclibrliygimiizce uygun gdailmekiedit,

Makamlarmesca da wygun gariildagi akdirde Clurlanines ane ederim

Alpaslan KANAR
Moliudir a
11 Milli Egitim Sube Mudiri

COLUR
15,11.2021
Ciener COSKLN
Vali a.
11 MG Eggitim Miidiir v,

Ekles:
1- llgi {a) Yaz ve Ekleri (33 Sayfa)
2- (20202 ) Sayih Genelpe (3 Sayfa)

B belge BFavenh kbbb imea e imeslanmghir
Adres - Hierpaga Mak. Imvan Cadl Ma: 13 Merkes AMASY A Beige Degroams Adomes) : bikps: Cwewew. lmrkive ges mmebchys
Bl e Alfe OEDOIRALES
Telefom Mo o 033 202 19 93202 Wlrrean : Memur
E-Poata: argel 3R0mash gos w Fmiemaa el Faba: {[E3E}2VE 30 3)

Eomp Adeesis - mebid bal | bep
e evrak givenli ok worak i |k rarslarnsar. epa o vraks s mck goy T adrcundon Ak -1109-F05-B528-8181 keda e w8 i achbabdlr.
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T.C.
AMASYA VALILIGI

1Ml Egitim Modirlagn
Savi @ E-47613789-44-67899206 09012023
FKonu : Tex Cahgmas: Kapsaminda
Aragtirmal Anket Leni Hk.
DAGITIM YERLERINE
lgi :  Valilik Makamin 09.01.2023 tarih ve E-47613789-44-67873 148 sayili Omnayt,

Oria Dogu Teknik Universitesi Beden EZitimi ve Spor Anabilim dokiora programi égrencisi
Ofuzhan Yolew, Dog. Dr. Immak Hirmerig Altunste'in damsmanh@inda yiriotmekte oldugu “Parkur
Sporu Egitiminin Cocuklarin Motor, Biligsel ve Sosval-Duvgusal Becerileri Uzerine Etkisi: Bir Karma
Yontem Caltgmast bashkl tez ¢alismas: kapsaminda Midirligimiee bagh Merkez llgede bulunan
Owasaray [k ve Oraokulunda gérevli Ggretmenlere, belirtilen anketi uygulayabilmek igin talep edilen
tzmin verildigine dair ilgi Onay ekte gindenlmig olup gerekli duvurulann vamlmas: hususunda;
Bilgilermizi ve geregin arefrica ederim.

Mahmut KESKINER
11 Ml Egitim Muodar V.

Ek: Onay ve Ekleri (37 Sayfa)

Dagitim:

-Orta Dogu Teknik Universitesi Rektirligone
{O@renci Isleri Daire Bagkanli)

-Owvasaray 11k ve Ortaokuly Midirlogiine

Bubelge givenli elelmond imes i imeslanmsts.
Adkres : Hizarpaga Mok Iossyon Cad. Mo T2 MerkesfAMASY A Belge Dofniless Adres | bapaihaww narboye gov in'meb-chws
Balgs ipin: Ahmes DUDURMUY

Teelefon Mo ;| 0358 Z11 04 04 Wi | v emiar

E-Pesta; wgell$ifmehgov. Imizreet Adresi; Faks: (035E}218 5031
e Adresi : mehiihal | kepur
Fu evrak rewenils clckcronk mea de sl thipx o b br adrewnden TB5F-T7258-3746-82382 -39 kodsde toyi cdilebilie,
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C. QUALITATIVE DATA COLLECTION TOOLS

Adi Soyada:
Takma Ads:

Cimsiyet:

Gorizme No:
Gorizme Yeri:
Goruzme Sirezi:

Yar-Yamlandirilmi; Gordzme Sornlan

Bugim parkor dersi ils gl komuzacafiz. Konusma sirazinda sadace derslern diigimersk

cevaplar vermen: 1stivorum. Yapacafnmez girisme kimse ile paylasilmayacak ve herhangi bir

ders nofu venlmeyeceak,

Sorm Olomin Olumzuz
1 Parkoar egitimi almadan dace beden | +2Jaleri vapmayl severdin? -Meleri vapmayl sevmivordun?
afitimi ve ovun dersinde nelar | <aden savivardun? -Meden seviriyordon?
vapardimz? +Bunlan vaparken peler | -Derse kstilmak istemadigin alayer
hizzedivordun muydu?
-IMeden katilmak istemiyordun?
2 Eu dinemki pador egitimi | +3Meleri savdin? -IMeleri sevmadin?
hakkonda ne dosandyorsun’? +aden savdin? - Hedan sevmedin?
-Onceki beden egitimi derslerinden | +Birkar dmek verchilir misin? | -Birkag Gmek vershilir mizinT
fark: navdi?
3 Parkur aletlerini ilk gordiginde | -Meden biyls disindin? -Meden bayle diyindin?
naler diisindiasini apiklsr mizn?
-Bu  gletleri  kmllandikfzn  sonra
diigimcslerinde ne zibi dsgisikliklar
oldu?
4 Paroar  egitimi  almadan  ance | +2Jaden ivi oldugum | -Meden zorlapdifm disindyordun?
viksek verlera tipnammalkta, wraga | diginivorsun? -Ornek verebilir misin?
ziplamakts  engelleri  asmakia | + Zorlandigm oluyor sogyda?
nasildm? +Sence neden zorlanryordunT
-Zorlanr mrydm?
& Peki parkur efitimi sirasmda veva | <3azil degisikiikler olda -Sence neden bir defiziklik olmads?
sonrzznda tmmanma, uzaga | +Bu defizikliklers ne  sebap
ziplama, engeller agmakla ilgili | oldu?
degigiklikler oldo mn? +0mek varabilir mizin?
[3 Omegin; sraznda mesafe olan iki | +Bu ¢dzimleri parkur efitimini | -MNeden vazgagersin?

bir enzelden difgerine =cramak
istiyorsum. Ancak angellar

arasmdzki mesafeyi azamayacafim

diigindin. Driizmalkien veva
vapamamaktan  cekindinak  He
vaparsmT

almadan  dnce
miydin?

diigiinehilir
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7 Temel hareket bacerilerinde nazil | +Heler dafigi? -Meden defizmadiZini
degisiklikler alda? +Zence naden dagisti? digimTvarsum?
§ Her dersin bagmdz o gin | +Zor oldufunn  dizinmedifin | -VapamavaczEm diigfinmenin
BErepecefiniz komrvlz  ilgili | halde kemdin  vaptifmda | zabebi nevdi?
videolzn izlediinds ne digindin? | zorlandifmn oldu mu? Omsk | -Senine korkutt?
werehilir mizin? -Ornek verebilir misin?
+Dierzin zomundz bu hislerinds | -Diersin sonundz bu hizlerinds ne
ne gibi degisiklikler oldu? zibi degiziklikler oldu?
L Parbmr dersi siitesince vapmaktan | +Sence neden celnnmeadin? -Hangileri, nedan?
cekindiFin harsketler oldu mu? + Cakinmemenin sebebi neydi? | -Bumin @stesindsn nasil galdin?
- Yaprakta zorlandifim kareketlar -Sance neden rekinmemeya
oldu mm? bagladin?
-Didnem sonunda halas gekinivor
muydun? Yapahildin mi?
10 Parbor etkinlikleri smasmda weya | +Omnek verebilir mizin? -Ornek verebilir misin?
sonrasinda  arkadaglaroom sama | +3Je hizseftmT MNe digimdin? - hiszettin? MNe digindin?
karn davramslan nanld:?
-Derzlerde  haskalarma bir ey
BErettin mi veva arkadzglanm sana
bir gav SErett mi?
11 Parbar  egitiminde herhanzi bir | +3asil sakstlandm?
zaglik somunn yazadin a7 +Peki neden  zakatlandizim
diyimIyvarsun?
12 Parkar efitimi gelecek zeme de | +iMaden? ~MedenT
olzum ister misin?
13 Parkar efitiminin en  ivi  ea | +Meden? Omek verehilir mizin? | -Ieden? Ormak verebilir mism?
szlenceli ks nevdi?
Parkr efitiminin en kit en sk
Iz neydi?
14 | Parbar efitimiini  sen  werfvar
olzavdmn  nelsri  farkh  vapmak
istedm?
15 | Eenim sonmadiiim, senin séylamek istedifin geylar varsa sdylevebilirzin? Tegakkirlar
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Adi Soyada:
Takma Ada:

Cinsiyet:

Goruzme No:
Gorazme Yeri:
Gorizme Sirezi:

Yar-Yaplandirnlmiz Gorizme Sorulan

Soran

Pozitif

Negatif

-Kag vilhk éfretmensmiz?
- Bu okulda kagme: vilim=?

L]

Beden efitimi ve oyun dersmde
ne tir efkmbkler vapryorsunuz?
-Dersi etkin bir zekilde
yapabilivor mmsumzT

- Yasadifimz zorluklar nelerdir?

- Dmeak verebilir miziniz?

Beden Ezifimi ve Ohvum derzimin
temel] hareket becarilen gelisinu
ve fimksal atkilar
hakkmmdaki
nalardir?

zelisime

diigimeelariniz

Beden egitimi ve oyun derzmde
parkur
egttimine pocuklarm yaklasmu

uygulznan spoTy
nazild: zizea’
-Istakdiler miydi?
katilmak

olwver momydu T

-Dearza 1stamevan

-Maden?

- Dmezk verehilir miziniz?

-Meaden?

- Dmeak verehilir miziniz?

Parkur spomn efitimu siresince
gocuklarm beden efitimi va oyun
dersine karz vaklazimlannda bir
dagiziklik fark sttiniz mi”

Taml  degisiklikler
attiniz?

fark

-Omek verebilir miziniz]

Daha énceden beden afifinn ve
oyun dersine akbif katilmavan
Ggrancilarin derza
isteklerinde bir degimklik fark
attmiz m?

karz

Omek verebilir mismz?

Parkur
gocuklanm

5poT sFrtnminin

fizik=zel,  zoszyal

-Hangi kenularda faydah
oldufunu disinivorsunus?

-Omek verebilir miziniz]

-Maden bir favdam oldufum
diisinmiiyorsumz’

- Omek varebilir mizimz?
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becerlerms favdahh oldofunu

diiginivor musonuz?

Egifim sirasmmda farkh bovutlara
odaklandik  Bumlardan lburisi
problem cozme, cocuklarda bu
konuda  degimmler gérdimiiz
mii?

-farkh diazinme

- cesaret | kendine gitven

+Bu degisimler nelerdir?

Beden efitmu ve oyun derzsmde
parkur sporu eftiming 1zlemsk
istemiydiniz?

-Bu efrfinu bir beden eZrfinu
Sfretmemmin  1glemesing  1ster
miydiniz?

- Waden izterdmi=?

-Maden 1stemeazdmmz?

10

Son olarak parkur sporu eZitin
hakkinda eklemek istediziniz bir
husus var m?

-Dhiigimeslarimz, Snerlermz va
da aklmzda kalan gocoklarla
gl amlarmz olabilir.
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Hafta:

COZLEM NOTLARI

Koou

Saat

Notler

Motivasyon

Kendine
Eiven

Yaratuahk

Motor
veterlilik

Beceri ile ilgili
uyzunluk

Froblem
glizme

Karar verme
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C. TURKISH SUMMARY / TURKCE OZET

GIRIS

Beden egitimi ve spor, temel hareket becerilerini ve fiziksel yeterliligi gelistirirken,
ilkokul ve ortaokul boyunca problem ¢dzme, akran iligkileri ve liderlik gibi kisisel ve
sosyal becerilerin gelisimine de katki saglamaktadir (Opstoel et al., 2020). Bailey
(2006) tarafindan yapilan literatiir taramasina gore, beden egitimi ve sporun faydalari
ve sonuglar fiziksel gelisim, yasam tarzi gelisimi, duygusal gelisim, sosyal gelisim ve
biligsel gelisim olmak iizere bes kategori altinda toplanmistir. Bu sonuglara ve
faydalara ulagsmak i¢in birgok farkli 6gretim ve miifredat modelleri {izerine ¢alismalar
yapilmistir. Spor Egitimi Modeli, Taktik Oyun Modeli, Bireysel ve Sosyal Sorumluluk
Modeli ve Macera Egitimi Modeli gibi miifredat ve 6gretim modelleri, farkli 6grenme
ihtiyaglarini karsilamak igin gelistirilmistir (Kirk et al., 2006; Siedentop & Tannehill,
2002). Macera Egitimi Modelinde, risk alma, karar verme, problem ¢6zme, 6zgiiven,
saygl ve is birligi gibi becerileri gelistirmek icin zorluklarin iistesinden gelmeyi
gerektiren aktiviteler kullanir (Bisson, 1999). Macera Egitimi Modelini kullanan
calismalarin meta-analizi, 6grencilerin akademik, liderlik, benlik kavrami, kisilik,
kisileraras1 iletisim ve maceracilik Ozelliklerinde iyilesmeler oldugunu ortaya
koymustur Hattie et al. (1997). Son bulgular, parkur sporunun Macera Egitimi
Model’inin egitim ¢iktilarina ulasmada degerli bir arag olabilecegini gostermektedir

(Botella et al., 2021; Fernandez-Rio et al., 2017; Fernandez-Rio & Suarez, 2016).

Parkur, uygulayicilarin sehirdeki veya dogadaki fiziksel engelleri miimkiin oldugunca
hizli ve verimli bir sekilde asmak i¢in kendi yollarini olusturduklan fiziksel bir
aktivitedir (Gerling vd., 2013). Parkur hiz, gii¢, ceviklik, dayaniklilik, esneklik, viicut
kontrolii, farkli kosullara uyum ve 6zgiiveni gelistirir ve destekler (Aynés & Cérceles,
2016; Grosprétre & Lepers, 2016; Maldonado et al., 2015). Artan ilgi ve katilimct

sayisina ragmen, alanyazinda belirli bir 6gretim modelini veya yontemini temel alan
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ve caligmanin amaglarina ulasmak ic¢in parkuru bir arag¢ olarak kullanan sinirli sayida
calisma bulunmaktadir. Tiirkiye'de de bu konuda egitimde bir miidahale ¢alismasi

bulunmamaktadir.

Milli Egitim Bakanligi (MEB) tarafindan diizenlenen beden egitimi ve oyun dersi
Ogretim programinin amagclari arasinda 6grencilerin temel hareket becerilerini etkili ve
ozgiivenli bir sekilde kullanabilmeleri yer almaktadir. Temel hareket becerileri,
fiziksel aktivitelere, spor branslarina veya oyunlara katilmak igin gerekli olan daha
gelismis, karmasik hareketlerin yap1 taslaridir (Goodway et al., 2019). Motor
koordinasyon, bu temel hareket becerilerinin ve spora 6zgii hareket becerilerinin
gelistirilmesinde 6nemlidir. Motor koordinasyon ayrica fiziksel aktiviteye katilimi ve
viicut kitle endeksini de etkilemektedir (D'Hondt vd., 2014; Lopes vd., 2012; Lopes
vd., 2011). Algilanan motor yeterlilik, fiziksel aktiviteye katilimda 6nemli bir rol
oynar (Babic et al., 2014). Slykerman ve arkadaslari (2016) tarafindan yapilan
calismada, diisiik seviyede algilanan motor yeterlilige sahip ¢ocuklarin spora katilim

motivasyonlariin da diisiik oldugu bildirilmistir.

Milli Egitim Bakanligi, 2019-2023 kalkinma planinin bir parcasi olarak egitimde "21.
ylzyil becerilerini" gelistirmeyi hedeflemektedir. Bu beceriler, 6grenme, okuryazarlik
ve yasam becerileri olmak iizere ii¢ kategoriden olusmaktadir. Ogrenme becerileri
elestirel diisiinme (sorunlara ¢dziim bulma), yaratici diistinme (yeni alternatifler
gelistirme), iletisim ve is birligi (bagkalariyla birlikte calisma) becerilerini
icermektedir (Gelen, 2017). Ekonomik Is birligi ve Kalkinma Orgiitii (OECD) ve
Diinya Ekonomik Forumu'na gore elestirel diisiinme, yaratici diisiinme, 6nemi giderek
artmaktadir (WEF, 2023), (Vincent-Lancrin, 2022). Calismalar, fiziksel aktivitenin
cocuklarin yaraticilik becerilerini gelistirebilecegini ve macera egitimi programlarinin
yaratici problem ¢dzme becerilerini 6nemli 6lciide gelistirdigini gostermistir (Angel

Latorre-Roman et al., 2021; Richmond et al., 2014; Tilp et al., 2020).

Motor yaraticilik kavrami, ¢esitli fiziksel zorluklari, engelleri ve sorunlar etkili bir
sekilde ele alabilecek yeni ve yenilik¢i hareketler veya hareket dizileri tasarlama

stireciyle ilgilidir (Richard, Aubertin, et al., 2020a; Sturza Mili¢, 2014; Wyrick, 1968).
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Yapilan c¢alismalar fiziksel aktivite —miidahalelerinin motor yaraticilig
gelistirebilecegini gostermistir (Mouratidou et al., 2017; Richard et al., 2018b). Bu
calisma sekiz haftalik bir beden egitimi miidahale programinin ¢ocuklarin motor
koordinasyonu, algilanan motor yeterlilikleri, 1raksak diisiinme ve motor yaraticilik
becerileri lizerindeki etkilerini parkuru bir ara¢ olarak kullanarak biitlinciil bir sekilde
incelemeyi amacglamaktadir. Cocuklarda motor yeterlilik ve motor yaraticilik
arasindaki baglantiyr arastiran c¢esitli calismalar yapilmigtir, ancak bulgulari
tutarsizdir. Bazi ¢aligmalar ikisi arasinda bir iligki bulamazken (Marinsek ve Lukman,
2022; Scibinetti vd., 2011), digerleri pozitif bir iliski oldugunu bildirmistir (Sturza
Mili¢, 2014; Tocci vd., 2022).

Tiirkiye'nin mevcut ve gelecekteki egitim vizyonu temel hareket becerileri, 6zgiiven,
yasam boyu fiziksel aktiviteye katilim, yaraticilik, elestirel diisiinme, esenlik, liderlik
ve 1is birligini vurgulamaktadir (MEB, 2018; Kalkinma Plani). Bu becerilerin
toplumlar1 gelecege hazirlamak igin gerekli oldugu bircok uluslararasi kurulusun
raporlarinda da goriilmektedir (Heilmann & Korte, 2010; Vincent-Lancrin, 2022).
UNESCO'ya gore "Kaliteli Beden Egitimi", bedensel okuryazarlifi, sosyal ve
duygusal becerileri gelistirmeye yonelik ¢ocuk merkezli ve kapsayict bir yaklagimi
ifade eder ve fiziksel aktiviteye yasam boyu katilimi tesvik eder (McLennan &
Thompson, 2015). Kaliteli beden egitimi ayn1 zamanda elestirel diisiinme, problem
¢ozme, yaratict diisiinme ve karar verme becerilerini gelistirme firsatlar1 da
saglayabilir (De Coning & Keim, 2021; McLennan & Thompson, 2015). Beden
egitimi, kaliteli egitimin 6nemli bir pargasidir (McLennan & Thompson, 2015).
Sadece fiziksel aktivite hakkinda 6grenmeyi degil, ayn1 zamanda hem okul iginde hem
de disinda fiziksel aktivite yoluyla 6grenmeyi de kapsar. McLennan'a (2021) gore,
egitim ve saglik ¢iktilarinin birlesimi ile kaliteli beden egitimi, diisiikk maliyetle
fiziksel, sosyal-duygusal, biligsel ve yaraticilik becerilerini gelistirme firsatlari
saglayabilir. Ancak, MEB (2020) verilerine gore orgilin egitim kurumlarinin yalnizca
%17,6'sinda spor salonu bulunmaktadir. Ayrica, spor salonlar1 insa etmenin maliyeti
2018 devlet yatirim programinda 2.500.000 TL olarak ag¢iklanmistir. Parkur parklari
daha uygun maliyetli ve alan agisindan verimli bir alternatif sunabilmektedir. Beden

egitimi ve spor yoluyla ilkokul dordiincii sinif 6grencilerimizin fiziksel, sosyal ve
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bilissel beceri gelisimlerini destekleyebilecek, geleneksel yontemler disindaki

miifredat ve 6gretim modellerine dayali alternatif programlara ihtiya¢ duyulmaktadir.

Bu calismada, deginilen sorunlara ¢6ziim bulmak amaciyla iki arastirma sorusu
sorulmustur. Ilk arastirma sorusu nicel verilere odaklanmstir. Ikinci soru ise nicel

sonuglar1 derinlemesine incelemek i¢in nitel verilere odaklanmistir.

1. Sekiz haftalik macera egitimi modeline dayali parkur miidahalesi ve normal
miifredat gruplarindaki dordiincii sinif 6grencileri arasinda on test sonuglari
kontrol edildikten sonra

a) motor yeterlilik
b) bilissel beceriler
c) sosyal-duygusal beceriler agisindan anlamli bir fark var midir?

2. Katilimcilarin motor, bilissel ve sosyal-duygusal beceriler acisindan macera
egitimi modeline dayali parkur miidahalesine iliskin deneyimleri, diisiinceleri ve
algilar1 nelerdir?

3. Goriligme ve gozlemlerden toplanan nitel veriler, macera egitimi modeline dayali
parkur uygulamasinin dordiincii sinif 6grencilerinin motor, biligsel ve sosyal-
duygusal becerileri tizerindeki etkilerine iligskin anket ve testlerden elde edilen

nicel sonuglar1 nasil agiklamaktadir?

Sonu¢ olarak bu caligma, macera egitimine dayali sekiz haftalik bir parkur
miidahalesinin ¢ocuklarin fiziksel, sosyal-duygusal ve biligsel becerileri tizerindeki
etkilerini karma yontem yaklasimi kullanarak biitiinciil bir sekilde incelemeyi

amagclamaktadir.

YONTEM

Bu calismada karma yontem miidahale (deneysel) deseni kullanilmistir. Karma
yontem miidahale deseni, arastirma sorularini daha derinlemesine incelemek i¢in nicel
ve nitel verilerin kullanildig1 bir miidahaleyi igerir (Creswell ve Clark, 2017). Karma

yontem arastirmalarinda kesfedici, es zamanli ve agiklayici olmak iizere ii¢ temel
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tasarim vardir. Her biri nitel ve nicel verilerin bir kombinasyonunu kullansa da bu {i¢
temel arastirma tasarimini birbirinden ayiran sey nitel verilerin hangi asamada
toplandigidir. Bu ii¢ temel karma ydntem tasariminin yani sira, farkli kompleks

tasarimlar da bulunmaktadir.

Karma yontem miidahale (deneysel) tasarimi, kompleks karma yoOntem
tasarimlarindan biridir (Creswell & Clark, 2017). Agiklayici sirali ¢ekirdek desene
sahip karma yontem miidahale deseninde, uygulama grubuna bir miidahale uygulanir
ve bu miidahalenin sonuglar1 etkileyip etkilemedigi incelenir (Creswell & Clark,
2017). Bu arastirma deseninde arastirmaci ilk olarak nicel verileri toplar ve analiz eder.
Nitel veriler toplanip analiz edildikten sonra, ilk asamada toplanan nicel verilerin

sonugclarini agiklamak veya detaylandirmak i¢in kullanilir.

Bu calismada, miidahale sirasinda gozlem notlar1 ve oturum sonunda katilimcilarla
grup toplantilar1 yapilmis olsa da nitel kisim i¢in kullanilan birincil veriler
katilimcilarla yapilan yar1 yapilandirilmis goériismelerdir. Gozlem notlar1 ve oturum
sonu toplantilar1 sadece ¢alisma degiskenleri ve miidahalenin teorik g¢ergevesinin
icerigi aracilifiyla katilimcilarin - kendilerindeki  degisimleri anlamak igin
kullanilmistir. Ayrica gbzlem notlart ve oturum sonu grup toplantilart ile veri

ticgenlemesi yapilarak ¢alismanin giivenilirliginin saglanmas1 amag¢lanmustir.

Miidahale grubu i¢in ayn1 okuldan iki farkli siniftan toplam 30 6grenciye ulasilmigtir.
Ancak 6grencilerden biri ailesinin onaylamamasi nedeniyle ¢alismaya katilmamas, bir
digeri ise saglik sorunlar1 nedeniyle miidahalenin ikinci haftasinda g¢alismadan
ayrilmistir. Sonug olarak, miidahale grubunda 28 6grenci ¢alismanin basindan sonuna
kadar ¢aligmaya katilmistir. Miidahale grubu, yaslar1 8 ila 10 arasinda degisen kiz
(n=18) ve erkek (n=10) 6grencilerden olugmustur. Karsilastirma grubu icin iki farkl
okuldan 30 6grenciye ulasilmistir. Bir 6grenci ailesinin onaylamamasi nedeniyle,
diger bir 6grenci ise saglik sorunlar1 nedeniyle calismaya katilmamistir. Bir diger
Ogrenci ise donem ortasinda baska bir okula nakil olmustur. Boylece 27 &grenci
karsilastirma grubu olarak ¢aligmaya katilmistir. Karsilagtirma grubu, yaslar1 8§ ila 12

arasinda degisen kiz (n=14) ve erkek (n=13) 6grencilerden olusmaktadir. Katilimcilara
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iliskin detayli demografik bilgiler Tablo 2.1'de sunulmustur. Ayrica, miidahale
grubunun iki smif Ogretmeniyle de yar1 yapilandirilmis goriismeler yapilarak,
Ogretmenlerin miidahaleye iliskin gézlem ve diisiinceleri ile katilimcilarin arastirma

degiskenlerine iliskin davraniglar anlasilmaya calisilmistir.

Tablo 2.1
Katilimcilarin demografik bilgileri
N Myas Mboy Mkilo
(i) (cm) (k)
Miidahale grubu 28 9.63 134.11 32.43
Kizlar 18 9.62 134.36 32.91
Erkekler 10 9.64 133.65 31.57
Kargilagtirma grubu 27 9.79 133.19 29.99
Kizlar 14 9.71 132.11 29.14
Erkekler 13 9.87 134.35 30.91

Macera egitimi modeline dayali parkur miidahale programimin 4. smif 6grencileri
tizerindeki etkilerini 6lgmek amaciyla nicel verileri toplamak igin dort veri toplama
aract kullamilmigtir. Veriler hem karsilastirma hem de miidahale gruplart i¢in
miidahaleden 6nce ve sonra toplanmistir. Katilimcilarin 6l¢timleri haftada iki ders saati

olan 40 dakikalik beden egitimi ve oyun dersleri sirasinda yapilmigtir.

Tablo 2.2
Veri toplama araglar
Degiskenler Nicel Veri Toplama Araclari Nitel Veri Toplama
Araclan

(tiim degiskenler icin)

Motor yeterlilik Korperkoordinationstest fiir Kinder Yart yapilandirilmis

Play Creativity gortgmeler
Biligsel beceriler  [raksak Diisiinme: Gergek¢i Sunulan  Ogrencilerle ders sonu
Problemler toplantilan (ses kayitlari)
Sosyal-duygusal ~ Cocukluk Déneminde Algilanan Motor

beceriler Yeterlilik Olgegi Gozlem notlar

KTK test bataryasinin uygulanmasi 6grenci basina 15-20 dakika siirmektedir. Bu

dlgeklerin uygulama siiresini azaltmak icin Amasya Universitesi Beden Egitimi ve
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Spor Boéliimii'nden dort son smif 0grencisi teorik ve pratik egitim almistir. Test
bataryasindaki her istasyon ig¢in bir sorumlu uygulayict gorevlendirilmistir.
Uygulayicilar hem test bataryasinin isleyisi hem de puanlama konusunda egitim
almigtir. Egitim sirasinda her uygulayict sorumlu oldugu istasyon nezdinde diger
uygulayicilart test etmis ve puanlamistir. KTK test bataryasi parkur miidahale
programinin basinda ve sonunda atdlye olarak kullanilan biiyiik bir sinifta her iki gruba

da uygulanmigtir.

Benzer bir prosediir Play Creativity dl¢egi i¢in de uygulanmustir. Play Creativity
aracinm bir katilimeciya uygulanmasi 10 ila 15 dakika siirmektedir. Olgiimlerde
tiniversite Ogrencileri degerlendirici degil, sadece uygulayict konumundaydi.
Aragtirmaci tarafindan yapilan degerlendirmelerden sonra hem 6n-test hem de son-test
Olctimlerinin %30'u baska bir uzman tarafindan degerlendirilmistir. Siniflar arasi
korelasyon katsayist 6n test icin .88 ve son test i¢in .80 olarak bulunmustur. Koo ve
Li'ye (2016) gore siniflar aras1 korelasyon katsayisinin 0.75 ile .90 arasinda olmasi iyi

bir katsay1 oldugunu gostermektedir.

Gergekei Sunulan Problemler Olcegi (rCAB; 2020,
www.creativitytestingservices.com), problem ¢6zme yoluyla iraksak diisiinme
becerisini degerlendirmek i¢in kullanilan bir dlgektir. Olgekte yer alan problemler iki
alan uzmani tarafindan fiziksel aktivite kavramina uyarlanmistir. Sorularin
uyarlanmasinin ardindan Slgek gelistiricisinden sorularin kapsam gegerliligine iliskin
onay alinmistir. Cocuklar tarafindan listelenen ¢oztimler akicilik (toplam fikir sayisi)
ve 0zgiinliik (benzersiz fikir sayisi) agisindan puanlanmistir. Her bir madde igin tiim
katilimcilardan gelen fikirlerle (¢oziimlerle) bir sozliikk olusturulmustur. Bu prosediir
Acar ve Runco (2014) tarafindan Onerilen kilavuz dogrultusunda uygulanmistir.
Aragtirmact  On-test ve son-test Olclimlerinin degerlendirmelerini  yapmustir.
Aragtirmaci degerlendirmeleri yaptiktan sonra, 6n test ve son testte alinan tiim
Olctimlerden rastgele secilen %30'a esit sayida Ol¢lim baska bir uzman tarafindan
yeniden puanlanmistir. Siniflar aras1 korelasyon katsayisi .85 olarak bulunmustur. Koo
ve Li'ye (2016) gore siniflar aras1 korelasyon katsayisinin .75 ile .90 arasinda olmasi

1yi bir katsay1ya isaret etmektedir.
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Bu ¢aligsmada nitel veri toplamak i¢in ii¢ kaynak (yar1 yapilandirilmig gériismeler, grup
goriismeleri ve gozlem notlart) kullanilmistir. Ana veri kaynagi yar1 yapilandirilmig
gorlismelerdir. Yart yapilandirilmisg goriismelerde kullanilacak goriisme sorulari,
literatiir, kavramsal ¢erceve ve arastirma degiskenleri géz onilinde bulundurularak ii¢
alan uzmaninin geri bildirimlerine gore olusturulmustur. Miidahale 6ncesi pilot
calisma sirasinda yart yapilandirilmis goriisme sorulari ile bir grup goriismesi
gerceklestirilmistir. Pilot calismada yapilan grup goriismesi, aragtirmacinin gézlemleri
ve uzmanlarin geri bildirimleri sonrasinda goriisme sorularinda gerekli degisiklikler

yapilmistir.

Ikinci veri toplama araci, miidahale boyunca oturumlarin sonunda gerceklestirilen
grup goriigmeleridir. Grup goriigmelerinde katilimcilara oturumla ve kendileriyle ilgili
diisiinceleri sorulmustur. Oturum sonu goriismelerinde asagidaki sorular sorulmustur.

e Bugiinkii oturumda ne yaptik?

e Bu sizin i¢in ne ifade etti?

e Nasil oldugunuzu diisiiniiyorsunuz?

e Hedefe ulagmak i¢in ne yapabilirdik? (Eger basaramadiklari bir sey oldugunu

belirtirlerse)

Miidahale grubundaki 6grencilerle oturum hakkinda yaklasik bes dakika siiren grup
goriismeleri her oturumun sonunda ses kaydina alimmistir. Oturum sonu grup
goriismelerinden elde edilen katilimc1 goriisleri, miidahalenin gelecek oturumlarini
sekillendirmek igin higbir sekilde kullanilmamistir. Miidahale, ana ¢alisma
baslamadan once yapilan oturum planlar ile devam etmistir. Bu gorlismelerden elde
edilen bilgiler, katilimcilarin c¢alisma degiskenlerine iligkin kendileri hakkindaki
goriislerindeki degisimi ve miidahaleye iliskin distlincelerini anlamak i¢in

kullanilmastir.

Ayrica arastirmaci, katilimcilarin davraniglar1 ve gelisimleri hakkinda gbézlem notlar
tutmustur. Gozlem icin yar1 yapilandirilmis notlar kullanilmistir. Bu notlarda

aragtirmanin degiskenleri ve macera egitiminin igeriginde yer alan degiskenler
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bagliklar halinde siralanmistir. Arastirmaci, katilimcilarin  oturum sirasindaki
davraniglarini ilgili bashigin altina katilimcinin anonim ismi ile birlikte not etmistir.
Ozetle, arastirmada nitel veri toplama araci olarak yari yapilandirilmis goriismeler,

gbzlem notlar1 ve grup goriismeleri kullanilmigtir.

Bu ¢alisma i¢in veri toplama prosediirii dort asamada gerceklestirilmistir. ilk asama,
calisma ic¢in uygun fiziksel tesislere sahip okullarin belirlenmesini igeren hazirlik
asamasini icermektedir. Secim kriterleri arasinda kapali spor salonu olmayan,
koylerde bulunan, benzer spor olanaklarina sahip ve katilimcilarin benzer sosyo-
ekonomik gegmisleri olan okullar yer almistir. Orta Dogu Teknik Universitesi Insan
Denekleri Etik Kurulu'ndan ve Milli Egitim Bakanligi'ndan onay alinmis ve

Ogrencilerin ebeveynlerinden ve 6gretmenlerinden bilgilendirilmis onam alinmistir.

Ikinci asama, miidahale programinin ana calisma icin belirlenen okullarla benzer
ozelliklere sahip bir okulda uygulanmasini igermektedir. Pilot calisma sirasinda parkur
miidahalesi, ses kayit sistemleri, nicel veri toplama araglar1 ve yar1 yapilandirilmis
goriisme sorulari kullanilarak degerlendirilmistir. Bulgular iki alan uzmani tarafindan

gdzden geg¢irilmis ve onlarin goriisleri dogrultusunda gerekli degisiklikler yapilmistir.

Ucgiincii asamada, okullar miidahale ve karsilastirma gruplar1 olarak belirlenmistir.
Okullardan biri miidahale grubu, diger ikisi ise sinif biiyiikliigli ve 6grenci niifusu
cesitliligine gore karsilastirma grubu olarak belirlenmistir. Caligmanin basinda hem
miidahale hem de karsilastirma gruplaria "Play Creativity", "KTK", "Gercek¢i Olarak
Sunulan Problemler™ ve "PMC-C" 6lgekleri uygulanmistir.

Calismanin dordiincii asamasinda, miidahale grubuna 8 haftalik macera egitimi
modeline dayali parkur miidahalesi uygulanmistir. Miidahale siiresince seans
sonundaki 5 ila 10 dakikalik grup goriismelerinin ses kayitlar1 ve saha notlar

alinmistir.

Calismanin son agamasinda, her iki gruba da nicel veri araglar1 (Play Creativity, PMC-

C, Gergekei Sunulan Problemler ve KTK) son test olarak uygulanmistir. Nicel
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verilerin analizinin ardindan, miidahale grubuyla yaklasik 10 dakika siiren yari
yapilandirilmig goriismeler yapilmistir. Ayrica, katilimcilarin davranis degisikliklerini
anlamak i¢in miidahale grubunun iki simif Ogretmeniyle miidahalenin sonunda

gOriigiilmustir.

Ana arastirmaya baslamadan once, iki farkli okulda farkli amaglarla bir pilot calisma
yiritilmistir. Calismanin amaglart sunlardir:

- Parkur miidahale programinin uygulanabilirligini degerlendirmek,

- Miidahalede kullanilacak ekipmanlarin deneyimlenmesi,

- Miidahale sirasinda kullanilacak giivenlik 6nlemlerinin test edilmesi,

- "Play Creativity" ve KTK testlerinin uygulanabilirliginin degerlendirilmesi.

Pilot ¢caligma, ana ¢alismanin 6rneklemini olusturan okullara benzer spor tesislerine ve
sosyo-kiiltiirel yapilara sahip iki farkli kdy okulunda gerceklestirilmistir. Parkur
miidahale programinin uygulanmasi icin 18 Ogrenciden (10 erkek, 8 kiz) olusan
okullardan biri secilmistir. Parkur miidahalesinin 1.1 ve 1.2 oturumlar1 uygulanmstir.
Miifredatta yer alan 40 dakikalik ders siiresi igerisinde parkur miidahalesinin saglikli
bir sekilde ele alinip alinamayacagi kontrol edilmistir. Miidahalenin uygulandigi pilot
calismada, parkur miidahalesinin egitim ve uygulama siiresinin mevcut miifredat
icerisinde tamamlanabildigi, ekipman kullanim1 ve giivenlik onlemleri agisindan

herhangi bir eksiklik olmadig1 gézlemlenmistir.

KTK ve Oyun Yaraticilig1 aracinin uygulanmasi i¢in okullardan birinden toplam 20
ogrenci (12 erkek, 8 kiz) secilmistir. Ilk on katilimcinin uygulamasi sirasinda "yiiksege
ziplama" degiskeninin oOl¢iildiigii istasyonda bekleme kuyrugu olustugu ve bir
kattlhimemnin dl¢iimiiniin ortalama 15-20 dakika siirdiigii gdzlemlenmistir. Olgiim
stiresini kisaltmak ve bekleme kuyrugunu ortadan kaldirmak icin "yiiksege ziplama"
degiskeninin Olclildiigii istasyon sayisi ikiye ¢ikarilmistir. Bu sekilde KTK 6lgeginin

Olclim siiresi bes 6grenci i¢in yaklasik 15 dakikaya indirilmistir.

Bu calismada, ilkokul dordiincii sinif 6grencileri i¢in macera egitimi modeline dayali

sekiz haftalik bir parkur miidahale programi kullanilmistir. Miidahale, katilimcilarin
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parkura 0zgii becerilerinin yani sira motor koordinasyon, iraksak diisiinme, 6z
yeterlilik ve motor yaraticilik becerilerini gelistirmeyi amaglamistir. Macera egitimi
modelinin ¢iktilarina ulasmak i¢in risk i¢eren etkinlikler (rafting, kaya tirmanisi, kano
vb.) bir arag¢ olarak kullanilmaktadir (Ritson, 2016). Bu nedenle, mevcut calismada

miidahalenin amaglarina ulagmak i¢in parkur sporu kullanilmistir.
Parkur Miidahalesi

Miidahale, bu calismanin 6rneklemiyle ayni yas grubunda parkur egitimi verme
lizerine staj yapmanin yanit sira parkur dersleri almis olan aragtirmaci tarafindan
tasarlanmistir. Programin icerigi Danimarka'dan 12 yillik egitim deneyimine sahip bir
parkur antrendrii tarafindan degerlendirilmistir. Programin iki oturumu, ¢aligmanin
karsilastirma ve miidahale gruplarini olusturan okullardan farkli bir okuldaki 18
Ogrenciye pilot calisma olarak uygulanmistir. Pilot calismadan elde edilen saha notlar1
ve gozlemler sonucunda, bir beden egitimi ve spor uzmani ile birlikte miidahalede

gerekli degisiklikler yapilmaigtir.

Doérdiincii sinif i¢in belirlenen miifredatta beden egitimi ve oyun dersi haftada iki
oturum oldugu i¢in miidahale haftada iki giin, her biri 40 dakika siiren iki oturum
olarak sekillendirilmistir. Sekiz haftalik miidahalenin toplam 6gretim ve uygulama
stiresi 640 dakikadir. Hem karsilastirma hem de miidahale okullarinda kapali spor
salonu bulunmadigindan program okul bahgesinde uygulanmistir. Parkur programi
sadece miidahale grubunda arastirmaci tarafindan yiiriitiilmiistiir. Miidahalede
Mosston ve Ashworth'un (1986) ogretim stilleri (komut, uygulama, Ogrenen
inisiyatifli, dahil etme gibi) her dersin konusuna gore degismekle birlikte

kullanilmistir. Kargilastirma grubuna ise normal miifredat uygulanmastir.

Sekiz hafta olarak planlanan parkur programinin uygulanmasi sirasinda, daha once
dikkate alinan resmi ve dini tatiller disinda, dngoriilmeyen zorunlu aralar verilmistir.
Yariyil tatili, miidahale programinin altinci haftasinda verilmistir. Ancak 1.2
oturumunun yapildigi giin yogun kar yagisi nedeniyle valilik tarafindan kdy okullar

icin zorunlu tatil ilan edilmistir. Miidahale okul bah¢esinde yapildigi i¢in 2.1 ve 2.2
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oturumlarinin oldugu giinlerde yogun kar yagisi nedeniyle parkur programi

uygulanamamustir.

Bu kosullar nedeniyle 1.2, 2.1 ve 2.2 oturumlari iki hafta sonraya alinmistir. Planlanan
programda sadece somestr tatili i¢in bir haftalik ara verilmesi planlanmasina ragmen,
bu nedenlerden dolay1 iki haftalik ek ara verilmesi gerekmistir. Giivenligi saglamak
icin ¢esitli 6nlemler alinmistir. Bu 6nlemler asagida siralanmistir:
e Parkur alaninin zemini judo minderleri ile kaplandi
o Katilimcilar becerileri ilk kez Ogrenirken sadece mattan yapilmis engeller
kullanilmastir.
e Engellerin iist yiizeyi orta yogunlukta mat ile kaplanmstir.
e Gerektiginde ¢arpma matlart kullanilmistir.
e Katilimcilar olast bir durumda ne yapmalart gerektigi konusunda
bilgilendirilmistir.
e Engellerin yiiksekliginin farklilasmaya baslayacagi 4. haftada katilimcilara
diisme durumunda yaralanma riskini nasil azaltacaklarina dair teknikler

ogretilmistir.
Miidahale icerigi

Her haftanin ilk oturumu agirlikli olarak 6gretim i¢in, ikinci oturumu ise uygulama ve
oyunlar i¢in tasarlanmistir. Her haftanin ilk oturumunda ders sirasinda 6gretilecek
beceriler agiklanmistir. Giinlin konusu hakkinda bilgi verilmis ve becerilerin nasil
yapilacagina dair videolar gdsterilmistir. Her ilk oturumda en sik kullanilan 6gretim
stilleri komut, katilim ve alistirma olmustur. Ote yandan, haftanin ikinci oturumlarinda
karsilikli, raksak kesif ve uygulama stilleri en yaygin kullanilan stiller olmustur.
Ogrenen tasariml1 bireysel program ve dgrenen inisiyatifli stil ise 6zel etkinliklerle

sinirli sayida oturumda kullanilmistir.

Her haftanin ilk seanslarinin 1sinma bdliimiinde, o giinkii parkuru tanimak i¢in kisa bir
1sinma turunun ardindan, o gilinkii parkur becerisiyle iligkili temel hareket becerisi
ogretilmistir. Her ilk seansin 1sinma bdliimii, temel hareket becerilerinin kiimiilatif

olarak ogretilmesini ve tekrarlanmasini igerir. Ikinci seanslarin 1smma béliimleri
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sadece onceden 6grenilmis temel hareket becerilerinin ve parkur becerilerinin kisa
tekrarlarin1 igermektedir. Her ilk seansin 1sinma boliimleri, katilimcilarin birbirlerini
ve parkur alanmi tanimalarini amaglayan kisa bir oyun igermektedir. Bu oyunlar
parkur becerilerini ve temel hareket becerilerini i¢ermektedir. Oyunlarin ¢ogu
katilimeilart is birligi yapmaya, problem c¢ozmeye ve karar vermeye zorlamayi

amagclamistir.

Her haftanin ikinci oturumu kisa bir 1sinma ile baslamistir. Isinmanin ardindan
uygulama ihtiyaclarima gore ikili, bireysel ve grup egzersizleri kullanilmistir. Bu
alistirmalarda becerileri dogru yapan 6grenciler yapamayanlara 6gretirken, uygulayici
da onlar1 geri bildirimle desteklemistir. Ayrica, esli uygulama ve kendini kontrol etme

icin tasarlanmis alistirmalar da bulunmaktadir.

Uygulamanin ilk oturumlar1 genellikle oyun igermekle birlikte, ikinci oturumlar
tamamen alistirma ve oyun iizerine kurulmustur. Uygulama bdoliimiinden sonra
gelistirilecek becerileri igeren oyunlar oynanmistir. Bu oyunlar katilimeilarin parkur
ve temel hareket becerilerinin yani sira biligsel ve sosyal-duygusal becerilerinin
gelisimi icin tasarlanmigtir. Katilimcilarin 6grendikleri temel hareket becerileri ve
parkur becerileri araciliiyla karar verme, problem ¢ozme, is birligi, 6zgliven, ¢oziim

bulma gibi becerileri kullanmalar1 hedeflenmistir.

Sogumanin amaci katilimcilarin kalp atis hizin1 diisiirmek ve esneme hareketleriyle
olas1 kas agrilarin1 en aza indirerek bir sonraki derse hazir olmalarini saglamaktir.
Grup goriismeleri soguma sirasinda gergeklestirilmistir. Her seansin sonunda
katilimcilarla kendilerini ve seans1 degerlendirdikleri bes dakikalik bir grup goriismesi

yapilmustir.
Miidahale Biitiinligii

Miidahale biitiinliigii, bir miidahalenin planlandigr gibi uygulanma derecesidir
(Luiselli, 2018). Miidahalenin biitiinliiglinii kontrol etmek, miidahalenin etkililigini ve
uygulanabilirligini etkileyebileceginden 6nemlidir. Miidahalenin biitiinliigii yliksek

oldugunda hem c¢ocuklar hem de yetiskinler i¢in daha iyi 6grenme c¢iktilarina
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ulasilabilir (Luiselli, 2018). Bu ¢alismada, bir uzman, miidahalenin biitlinligtinti
kontrol etmek i¢in 16 oturumluk parkur miidahalesinin %30’unu gozlemlemistir.
Parkur miidahalesinin oturum planlarinda yer alan boliimler goézlem formunu

olusturmaktadir. Gozlemlenen oturumlar rastgele secilmistir.

Arastirma disinda baska bir uzmanin oturumlarin %30’unu inceleyerek yapmis oldugu
degerlendirme sonucu miidahalenin biitiinligli %90 bulunmustur. Baz1 oturumlar
dgrencilerin dgle tatilinden hemen dncesine denk gelmistir. Ogle yemeginin neden
oldugu zaman yetersizligiyle ¢ogu oturumda soguma siiresi ya olmasi gerekenden kisa
tutulmus ya da hi¢ yapilmamustir. Ote yandan, ¢ocuklarm sekiz haftalik parkur

miidahalesine katilim oran1 %87,2 olmustur.
Veri Analizi

On testin bir ortak degisken olarak dahil edilmesiyle istatistiksel gii¢ artirilabilir
(Murrar, 2018). Bu yolla, gerekli 6rneklem biiyiikliigliniin, son test puanlarinin
diizeltilmemis bir analizi i¢in gerekenden daha diisiik olmas1 beklenebilir (Sim, 2018).
Bu nedenle, 6n test verileri ortak degisken olarak alinarak tek yonli tek degiskenli
kovaryans analizi (ANCOVA) uygulanmistir. Veriler ANCOVA varsayimini
karsilamistir. Tip bir hata riskini azaltmak i¢in alfa degerlerinin anlamlilik diizeyi .01

olarak belirlenmistir.

Nitel asamada, arastirmaci ses kayitlarin1 yaziya dokmiistiir. Baska bir arastirmaci,
gercek ses dosyalariyla karsilastirmak icin yaziya dokiilen ses kayitlarimi kontrol
etmistir. Yar1 yapilandirilmis goriismeler, grup goriismeleri ve gdzlem notlari
diisiinlimsel tematik analiz kullanilarak analiz edilmistir. Disliniimsel tematik analiz,
arastirma sorusunun yanitlanmasiyla ilgili 6nemli 6zellikleri yakalayan kisa kodlar
olusturmay1 igerir. Bu 6n kodlar arasinda oOriintiiler aranmigtir. Daha sonra kodlardan

elde edilen oriintiiler incelenmis, adlandirilmis ve tanimlanmustir.

Giivenilirligi saglamak icin iki adim izlenmistir. ik adimda katilimcilarla yapilan grup
goriismeleri, gdzlem notlar1 ve sinif 6gretmenleriyle yapilan goriismeler kullanilarak

veri c¢esitlemesi (liggenleme) yapilmistir. Amag, katilimcilarin  goriismelerde
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verdikleri cevaplari farkli veri toplama araglariyla karsilastirarak daha dogru bir analiz
yapabilmektir. Tkinci adimda, galismaya dahil olmayan baska bir uzman, kodlar ve
temalar i¢in transkriptleri incelemistir. Uzman incelemesinin ardindan bir mutabakata

varilmigtir. Bu adimlar, arastirmaci yanliligi riskini azaltmay1 amaglamstir.
SONUCLAR

Bu boéliimde, tanimlayici sonuglar, ANCOVA sonuglari ve nitel sonuglar
aciklanmistir. Cinsiyet higbir degiskende istatistiksel olarak anlamli bir rol
oynamamistir. Ancak betimsel sonuglarda cinsiyete gore ve grubun geneli i¢in
ortalama degerler sunulmustur. Sonuglar arastirma sorularma gore sunulmustur. ilk

olarak nicel verilerin sonuclari, ardindan da nitel verilerin sonuglar1 agiklanmistir.
Arastirma Sorusu 1a

KTK puanlarinin diizeltilmemis on-test ve son-test sonuglari Tablo 3.1'de cinsiyete

gore ayrilmis olarak sunulmustur.

Tablo 3.1

Gruplarin on test ve son test KTK puanlarinin betimsel sonuglart

On-test Son-test
M SD M SD

Erkek 346.00 32.05 421.80 31.00

Miidahale (n=28) Kiz 334.11 30.40 407.78 32.28
Toplam 338.36 30.95 412.79 31.99

Erkek 341.69 35.17 369.62 32.50

Karsilagtirma (n=27) Kiz 337.79 30.04 378.86 36.18
Toplam 339.67 32.03 374.41 34.12

KTK 06n test puanlarmin etkileri kontrol edildikten sonra gruplarin (miidahale ve
karsilastirma) KTK son test puani iizerinde anlamli bir etkisi oldugu goriilmiistiir
F(1,52) =34.45, p <.001, kismi n2 = .398. Sonuglar, KTK 6n testi kontrol edildikten
sonra motor koordinasyondaki varyansin %39.8'inin grubun diizeltilmis ana etkisiyle

aciklandigini ortaya koymustur.
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Tablo 3.2
Bagimli degisken olarak KTK son testi icin ANCOVA sonuglart

Source df SS MS F p Partial n 2
KTK_Pre 1 25875.05 25875.05 42.01 <.001 447
Group 1 21217.31 21217.31 34.45 <.001 .398
Error 52 32026.18 615.89
Total 55 8613763.00

Sekiz hafta boyunca macera egitimi temelli parkur miidahalesi alan grubun
(Miizetiimis= 413.24, SE= 4.69), normal beden egitimi ve oyun miifredatini takip eden
gruba (Maiizeriiimis = 373.94, SE= 4.78) kiyasla 6nemli Olglide daha yiiksek motor

koordinasyon puanlarina sahip oldugu sdylenebilir.
Arastirma Sorusu 1b.

PMC-C lokomotor puanlarinin diizeltilmemis 6n test ve son test sonuglar1 cinsiyete

gore ayrilmig olarak Tablo 3.3’te sunulmustur.

Tablo 3.3
Gruplarin on-test ve son-test PMC lokomotor puanlarinin tanimlayict sonuglart
On-test Son-test

Source M SD M SD
Erkek 3.47 0.47 3.84 0.22
Miidahale (n=28) Kiz 3.13 0.53 3.23 0.62
Toplam 3.29 49 3.50 .52
Erkek 3.18 0.50 3.14 0.51
Karsilagtirma (n=27) Kiz 2.84 0.46 2.94 0.43
Toplam 3.11 51 3.06 53

PMC-C 6n test puanlarinin etkileri kontrol edildikten sonra gruplarin (miidahale ve
karsilastirma) PMC-C son test puani iizerinde anlamli bir etkisi oldugu goriilmiistiir

F(1,52) = 7.44, p = .009, kismi n2 = .125.
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Tablo 3.4
Bagimli degisken olarak PMC lokomotor son testi icin ANCOVA sonuglart

Source df SS MS F p Partial n 2
PMC _Pre 1 4.62 4.62 23.92 <.001 315
Group 1 1.44 1.44 7.44 .009 125
Error 52 10.04 19
Total 55 611.09

Sonuglar, PMC-C 06n testi kontrol edildikten sonra, algilanan motor yeterlilikteki
varyansin %12,5'inin grubun diizeltilmis ana etkisi tarafindan agiklandigini ortaya
koymustur. Sekiz hafta boyunca macera egitimi temelli parkur miidahalesi alan grubun
(Maiizeriimis= 3.45, SE= .084), normal beden egitimi ve oyun miifredatin1 takip eden
gruba (Maizerimis= 3.12, SE= .085) kiyasla 6nemli 6l¢iide daha yiiksek algilanan motor

yeterlilik puanlarina sahip oldugu sdylenebilir.
Arastirma Sorusu 1c.

PLAY Yaraticilik puanlarinin diizeltilmemis 6n test ve son test sonuglari cinsiyete

gore ayrilmig olarak Tablo 3.5’te sunulmustur.

Tablo 3.5
Gruplarin on-test ve son-test PLAY Creativity puanlarinin betimsel sonuglari
On-test Son-test
Source M SD M SD
Erkek 71.80 19.77 96.60 23.67
Miidahale (n=28) Kiz 77.67 14.97 104.22 16.43
Toplam 75.57 16.72 101.50 19.25
Erkek 82.62 25.95 3.14 97.69
Karsilagtirma (n=27) Kiz 77.07 20.01 2.94 84.50
Toplam 79.74 22.78 90.85 22.28

Oyun Yaraticilifi 6n test puanlarinin etkileri kontrol edildikten sonra, gruplarin
(miidahale ve karsilastirma) Oyun Yaraticiligi son test puani lizerinde de anlamli bir

etkisi oldugu goriilmiistiir F(1,52) =9.76, p = .003, kismi n2 = .158.
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Tablo 3.6
Bagimli degisken olarak PLAY Creativity son-testi icin ANCOVA sonuglari

Source df SS MS F p Partial n 2
Play Pre 1 9744.88  9744.88 38.49 <.001 425
Group 1 2471.70  2471.70 9.76 .003 .158
Error 52 13165.53  253.18
Total 55 534233.00

Sonuglar, motor yaraticiliktaki varyansin %15.8'inin Oyun yaraticiligi 6n testi kontrol
edildikten sonra grubun diizeltilmis ana etkisi tarafindan aciklandigini ortaya
koymustur. Sekiz hafta boyunca macera egitimi temelli parkur miidahalesi alan grubun
(Maiizetzimis= 102.89, SE= 3.02), normal beden egitimi ve oyun miifredatini takip eden
gruba (Myiizerimis= 89.41, SE= 3.07) kiyasla onemli olglide daha yiiksek motor

yaraticilik puanlarina sahip oldugu sdylenebilir.

Bu calismada 1raksak diisiinme akicilik ve 0Ozgiinliik olmak {tizere iki yap1 ile
Olctilmiistiir. DT akicilik puanlarinin diizeltilmemis 6n-test ve son-test sonuclari Tablo

3.7'de cinsiyete gore ayrilmis olarak sunulmustur.

Tablo 3.7

Gruplarin on-test ve son-test DT akicilik puanlarinin betimsel sonuglar

On-test Son-test
Source M SD M SD
Erkek 6.50 1.35 9.70 3.33
Miidahale (n=28) Kiz 6.83 1.95 10.56 2.91
Toplam 6.71 1.74 10.25 3.04
Erkek 6.31 2.32 6.46 2.30
Karsilagtirma (n=27) Kiz 7.21 2.61 6.64 1.98
Toplam 6.78 2.47 6.56 2.10

DT Akicilik 6n test puanlarinin etkileri kontrol edildikten sonra gruplarin (miidahale
ve karsilastirma) DT Akicilik son test puani iizerinde anlamli bir etkisi oldugu

goriilmiistiir F(1,52) = 33.14, p <.001, kismi n2 = .389.
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Tablo 3.8
Bagimli degisken olarak DT akicilik son-testi icin ANCOVA sonuglari

Source df SS MS F p Partial n 2
DT Fluency Pre 1 64.31 64.31 11.16 .002 A77
Group 1 190.92 190.92 33.14 <.001 .389
Error 52 299.61 5.76
Total 55 4466.00

Sonuglar, 1raksak diistiinme akicilifi becerilerindeki varyansin %38,9'unun DT
akiciligr on testi kontrol edildikten sonra grubun diizeltilmis ana etkisi tarafindan
aciklandigin1 ortaya koymustur. Bu sonuglara gore, sekiz hafta boyunca macera
egitimi temelli parkur miidahalesi alan grubun (Maiizersimmis= 10.27, SE= .45), normal
beden egitimi ve oyun miifredatini takip eden gruba (Maizeriimis= 6.54, SE= .46) kiyasla
anlamli derecede daha yiiksek iraksak diistinme akiciligi puanlarina sahip oldugu

sOylenebilir.

DT o6zgiinliik puanlarinin diizeltilmemis on-test ve son-test sonuglari Tablo 3.9'de

cinsiyete gore ayrilmis olarak sunulmustur.

Tablo 3.9

Gruplarin on-test ve son-test DT Ozgiinliik puanlarinin betimsel sonuglar

On-test Son-test

Source M SD M SD
Erkek 1.00 0.82 2.20 1.40

Miidahale (n=28) Kiz 1.06 0.80 2.22 1.40
Toplam 1.04 .79 2.21 1.37

Erkek 1.08 1.26 1.00 1.22

Karsilastirma (n=27) Kiz 0.79 0.89 1.50 1.09
Toplam .93 1.07 1.26 1.16

DT Ozgiinliik 6n test puanlarinin etkileri kontrol edildikten sonra gruplarin (miidahale
ve karsilastirma) DT Ozgiinliik son test puanlar {izerinde anlaml1 bir etkisi oldugu

goriilmiistir F(1,52) =7.39, p =.009, kismi n2 = .124.
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Tablo 3.10
Bagimli degisken olarak DT Ozgiinliik son testi icin ANCOVA sonuclar

Source df SS MS F p Partial n 2
DT_Orginality_Pre 1 1.14 1.14 .70 407 .013
Group 1 12.05 12.05 7.39 .009 124
Error 52 84.76 1.63
Total 55 266.00

Sonuglar, iraksak diisiinme 6zgiinliik puanlarindaki varyansin %12.4'linlin DT akicilik
On testi kontrol edildikten sonra grubun diizeltilmis ana etkisi tarafindan agiklandigini
ortaya koymustur. Sekiz hafta boyunca macera egitimi temelli parkur miidahalesi alan
grubun (Maizerimis= 2.21, SE=.24), normal beden egitimi ve oyun miifredatini takip
eden gruba kiyasla (Maizerimis= 1.27, SE= .25) 1raksak diisiinme 6zgiinliik puanlarinin

onemli dl¢lide daha yiiksek oldugu sdylenebilir.
NITEL SONUCLAR

Yar1 yapilandirilmig goriismelerden elde edilen veriler tematik analiz uygulanarak
incelenmistir. Tematik analiz sonucunda dort ana tema ve bunlarin alt temalar1 ortaya

cikmistir. Bu boliimde temalar agiklanmastir.

Zorluklarin ve Korkularin Ustesinden Gelmek

Parkur becerileri ve parkur ile temel hareket becerilerini igeren oyunlar, macera
egitiminde O0gretim araci olarak kullanilmistir. Katilimcilar ekipman ve becerilerle
ilgili olarak diisme veya yaralanma korkusu da dahil olmak tizere zorluk ve korkularini
dile getirmislerdir. Ornegin katilime1 2 duygularini su sekilde ifade etmistir:

"Aletleri ilk gordiigiimde biraz korktum, biraz da heyecanlandim.
Diisecegimden korktum."

Bazilarinin daha Once yaralanma deneyimleri veya yikseklikten kaynaklanan
korkular1 varken, digerleri becerileri gerceklestirememekten korktugunu belirtmistir.

"Egitimden once yiiksek yerlere irmanmakta, uzaga atlamakta ve engelleri
asmakta zorlantyordum. Yiiksek yerlere ¢iktigimda bir seyler oluyor, midem
bulaniyordu.”" (Katilimct 22)
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Katilimcilar, egitim sirasinda araglari ilk kez gordiiklerinde ya da yeni becerilerle
karsilastiklarinda yasadiklart korku ve tereddiitleri nasil astiklarini, bu korku ve
zorluklarla nasil basa g¢iktiklarini ifade etmislerdir. Goriismeler sonucunda ortaya
cikan alt temalar; pratik yapma, deneyimleme, ¢6ziim bulma ve 6zgiiven olarak

belirlenmistir.
Ahstirma Yapmak

Parkur miidahalesi sirasinda katilimcilar evde, mahallelerinde ve okulda zorlandiklari
becerileri calistiklarin1  bildirmislerdir. Herhangi bir ev 6devi olmadan bile,
zorluklarmin iistesinden gelmek icin goniillii olarak egzersiz yaptiklarini
belirtmislerdir.

"Yapamadigim hareketlerde artik zorlanmiyorum. Hem evde hem de burada

yvaptigimda zorlanmam ortadan kalkti. Zaten evde de tekrar ediyorum."

(Katilimct 22).

Deneyimlemek

Her seansin basinda katilimecilar o giin 6grenecekleri becerilerin  videolarin
izlemislerdir. Baz1 katilimcilar videolarda gordiikleri becerileri yapamayacaklarindan
korktuklarini, ancak becerileri kendileri denediklerinde korkularini yendiklerini
belirtmistir.

"Videoda ¢ok zor goriindiigii i¢in korkmustum. Ama kendim denedigimde
gergekten ¢ok kolay geldi. Boylece egitimin sonunda korkum ortadan kalkti."”
(Katilimct 13)

Kendine Giiven

Katilimcilar ayrica becerileri gerceklestirme konusunda deneyim kazandikga
ozgiivenlerinin arttiZini bildirmislerdir. Baslangigta yapamayacaklarimi diistiniirken,
denedikce ve basardikca Ozgiivenleri arttigini belirtmislerdir. Daha zor becerilerle
karsilastiklarinda bile, artan Ozgiivenleri nedeniyle bunlar1 deneme cesaretini

bulduklart gézlemlenmistir.
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"BuU derslerden once tirmanamayacagim bir yer oldugunda pes ediyordum.
Egitimle birlikte yapabildim, tirmanabildim. Artik yapamadigim zaman pes
etmiyorum, tekrar yapmaya ¢alistyorum.” (Katilimei 21)

"27 ve 18 numarall katilimcilar daha ice doniik ¢ocuklardi. Mesela bir oyun
oynadigimizda kendilerine giivenleri yoktu. Bir seyleri yapamama konusunda
glivensizlikleri vardi. Ama simdi parkur miidahalesi sirasinda o ¢ocuklara
uzaktan bakiyorum, hareketleri yapmaya c¢alistyorlardi ve egleniyorlardi.
Onlar artik farkli cocuklar." (Ogretmen 2)

Daha 6nce boyu konusunda giivensiz olan bir katilimci, miidahalenin ilk iki
haftasindan sonra c¢ekincelerini dile getirmeyi birakti. Miidahale, becerileri
gerceklestirmek ve zorluklarla karsilastiginda pes etmemek icin giiven kazanmasina
yardimc1 oldu.

"Kisa boylu oldugum icin yapamayacagimi soyliiyordum. Bu derslerde
ogrendiklerimiz hem gercek hayatta isimize yaradi hem de pes etmeden tekrar
tekrar yapmayi ogretti. Boyumla ya da fiziksel hareketlerimle dalga gegenler
simdi yaptigimda sagwrryorlar, yapabiliyorsun diyorlar." (Katilimct 17)

Genel olarak, parkur miidahalesi katilimcilarin korku ve tereddiitlerinin iistesinden
gelmelerine yardimer olmus, 6zgiivenlerini artirmig ve yeni seyler deneme isteklerini
gelistirmistir. Bu yeni kesfedilen 6zgiiven, matematik dersindeki performanslar gibi

hayatlarinin diger alanlarina da yansidi.
Coziimler Bulma

Miidahalede, katilimcilarin  sorunlara ¢oziim bulmalarina tesvik etmek igin
yonlendirilmis bulus, problem ¢6zme ve is birligi yontemleri kullanilmistir. Yari
yapilandirilmig goriismelere gore, katilimcilar zorluklarla basa ¢ikma stratejileri
hakkinda ¢esitli cevaplar verdi. Ornegin, birbiri arasinda uzak mesafe bulunan iki
engelden atlama aligtirmasi yapmak icin yere bantlar koyup 6nce yerde denedigini
belirtmistir. Bir diger katilimci ise mesafeyi azaltmak i¢in ortaya bagka bir engel
koydugunu belirtmistir. Zorluklarin ve korkulariin iistesinden gelmek i¢in bulduklar

bu ¢oziimlerin egitimden Once akillarina gelmeyecegini bildirmislerdir.
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Sosyal Beceriler

egzersizleri yaptilar. Egzersizlerde yetkin olanlar zorlanan digerlerine &gretirken,
uygulayict sadece gerektiginde geri bildirimde bulunmustur. Diisme veya yaralanma
durumunda birbirlerine nasil yardimci olacaklari konusunda grup tartismalar1 da
yapilmistir. Katilimeilarin ¢ogu arkadaslarinin tutumlarinda olumlu degisiklikler
oldugunu bildirirken, birkag1 herhangi bir degisiklik olmadigini belirtmistir.

"Diistiigtimde bana yardim etmeleri bana giiven verdi. Bunu yapabilirsin,
korkma dediler. Boyle bir giiven sagladilar.” (Katilimci 28)

Is birligi ve empati, katilimcilarin miidahale yoluyla gelistirdikleri sosyal beceriler
arasinda yer almistir. Birbirlerine yardim etmek 6zgilivenlerini ve ekip c¢aligmasinin
onemini anlamalarini artrrmistir. ilk birkac hafta katilimeilar grup olarak verimli bir
sekilde calismakta zorlanmislar, ancak is birligini vurgulayan oyunlarin dahil
edilmesiyle bunu anlamlandirmaya baslamiglardir. Smif Ogretmenin miidahale
sirasinda 0grencilerin davranislar {izerine gdzlemi ise su sekildeydi:

"Daha fazla birlik vardi. Aslinda ¢ocuklar arasinda daha fazla biitiinlesme
vardi." (Ogretmen 2)

Baslangigta iletisim kurmayan ve beceri 6grenmeye isteksiz olan Katilime1 27,
programin ortalarina dogru miidahaleye daha fazla dahil oldu ve arkadaslariyla daha
fazla iletisim kurmaya baglamistir. Arkadaslar1 da onun miidahaleye yonelik
tutumunda olumlu bir degisiklik oldugunu fark etmistir.

"Parkur egitimiyle birlikte arkadaslarimin bana karsi tutumlar: degisti. Artik
bana yardimci oluyorlar. Daha once bu kadar yardimci olmamislardi.”
(Katilimct 27)

Katilimcilar parkur miidahalesi eglenceli olarak tanimlamis ve bu sayede yeni
beceriler gelistirdiklerini belirtmislerdir. Ogretmenler, 6grencilerin dersler sirasinda
motive ve mutlu olduklarini belirtmislerdir.

"Cok mutlu olduklarim gézlerinden okuyabiliyordum.” (Ogretmen 1)
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Miidahale biitiinciil bir yaklasim izlemis ve rekabetten ziyade grup calismasi ve
bireysel miicadeleleri igermistir.

"Hosuma gidiyordu ciinkii arkadaglarimizla takim olmuyorduk. Eger bir
takim olsaydik, kavga edebilirdik. Yaris olmamast hosuma gitti. O yiizden
eglendim.” (Katilimci 11)

Gozlemler, katilimcilarin becerileri bagkalarina 6gretirken oturumlardan 6grendikleri

ogretim tekniklerini kullandiklarini géstermistir.
Beceri Gelisimi

Parkur midahalesinin odak noktalarindan biri, parkur becerilerini Ogrenirken
katilimcilarin kaba motor becerilerini ve motor koordinasyonunu gelistirmekti.
Yapilan goriismelerde katilimcilarin ¢ogunlugu tirmanma, ziplama, engelleri asma,
kosma, asili kalma ve denge konularinda gelisme kaydettiklerini belirtmistir.

"Egitim almadan once tirmanma, uzaga atlama, engelleri asma konusunda
¢ok kétiiydiim. Uzaga ziplayamazdim. Simdi tirmanmada, uzun atlamada, tek
ayak iizerinde ziplamada daha iyiyim." (Katilimci 6)

Baz1 katilimcilar ise becerilerde zaten iyi olduklarini ancak daha da gelistiklerini
bildirmistir. Katilimcilarin miidahale sirasinda temel hareket ve parkur becerilerinin
isimlerini 6grendigi sinif 6gretmenleri tarafindan fark edilmistir.

"En ¢ok aklima gelen tepki su oluyor: "Bu hareketi yapacagiz, ziplama,
maymun ge¢isi". Yani hareketlerin isimlerini soylediler ¢iinkii miidahalenin
bir sonucuydu.” (Ogretmen 1)

TARTISMA VE SONUC

Bu c¢alisma, dordiincii simif ¢ocuklarinin  sosyal-duygusal, bilissel ve motor
yeterliliklerini gelistirmek i¢in parkuru bir ara¢ olarak kullanan macera egitimi
modeline dayali bir miidahalenin nasil sonuglar verdigini nitel ve nicel veriler
kullanarak derinlemesine anlamay1 amag¢lamistir. Bu béliimde, ¢alismada elde edilen
nicel sonuglar nitel sonuglarla birlikte agiklanmakta ve ilgili literatiirle karsilastirmali
olarak tartigilmaktadir. Asagidaki tartigmada, bu calismanin 6rneklem grubunun
toplam 55 kisi oldugu ve sonuglarin bu ¢alisma 6rneklemine dayali olarak tartisildigi,

dolayisiyla evrene genelleme niyetinin olmadig1 unutulmamalidir.
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Motor koordinasyon, temel ve karmasik hareket becerilerinin kazanilmasinin yani sira
yasam boyu fiziksel aktiviteye katilim i¢in de 6nemlidir (Vandorpe et al., 2012). Bu
nedenle, bu ¢aligmada motor koordinasyon becerileri KTK testi ile degerlendirilmistir.
Sonuglar, 6n test sonuglarmin etkileri kontrol edildikten sonra, miidahale grubunun
karsilastirma grubuna goére motor koordinasyonu anlamli sekilde daha fazla
gelistirdigini gostermistir F(1,52) = 34.45, p < 0.001. Nitel sonuglar, macera egitimi
modeline dayali parkur miidahalesinin tirmanma, ziplama, kogma, hoplama ve denge
gibi becerileri gelistirdigini géstermistir. Calismalar motor koordinasyon ile fiziksel
aktiviteye katilim arasinda anlamli bir iliski oldugunu (Lopes et al., 2012; Lopes et al.,
2011; Opstoel et al., 2015; Vandorpe et al., 2012) ve egitim/egzersiz ya da fiziksel
aktivite gibi miidahalelerin ¢ocuklarda motor koordinasyonu gelistirebilecegini
gostermektedir (Cillik & Willwéber, 2018; Han et al., 2018; Walaszek & Nosal, 2014).
Tiirkiye'deki dordiincii sinif Beden Egitimi ve Oyun miifredati, aktif ve saglikli bir
yasam i¢in fiziksel aktivitelere diizenli katilim1 tesvik etmeyi amaglamaktadir (MEB,
2018). Diinya Saglik Orgiitii, cocuklar ve ergenler i¢in haftada en az ii¢ kez 60
dakikalik giinliik orta ila siddetli fiziksel aktivite Onermektedir (WHO, 2020).
Caligmadaki 8 haftalik macera egitimine dayali parkur miidahalesinin ¢ocuklarin
motor koordinasyonuna olumlu etkisi bu hedeflere ulasimda macera egitiminin ve

parkurun alternatif olabilecegini gostermektedir.

Benlik kavramu, bir kiginin kendisini akademik, sosyal, duygusal ve fiziksel gibi farkli
alanlarda nasil gérdiigiinii ifade eder (Shavelson et al., 1976). Fiziksel benlik kavrama,
kisinin fiziksel yeteneklerinin ve goriiniisiiniin degerlendirilmesini igerir (Fox &
Corbin, 1989). Bir ¢ocugun yeterlilik duygusu, motivasyonunu ve bir gorevdeki
performansini etkiler (Harter, 1988). Macera egitimi modelini kullanan miidahale
caligmalarinda, 6grencilerin benlik algilari1 ve sosyal becerilerini olumlu yonde
etkiledigi goriilmistiir (Baena-Extremera et al., 2012; Garst et al., 2001; Gibbons et
al., 2018; Stuhr et al., 2015).

Algilanan motor yeterlilik, bireyin kendi motor becerilerine iliskin algisini ifade eder

(Morano et al., 2020). Bu ¢alismaya katilan ¢ocuklarin becerilerine iliskin 6z algilar
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motor beceriler lizerinden analiz edilmistir. Bu ¢alismada, PMC sonuglari, PMC 6n
test puanlariin etkileri kontrol edildikten sonra, miidahale grubunun lokomotor beceri
yeterliligine iliskin algilarinin kontrol grubuna gore Onemli Olciide daha fazla

gelistigini ortaya koymustur F(1,52) = 7.44, p = 0.009.

Bu calismada miidahale gelistirilirken Ritson (2016) tarafindan belirtilen macera
egitimi modelinin unsurlar1 dikkate alinmigtir. Macera egitimini sekillendirmek icin
kullanilan bu unsurlar, katilimcilar1 zorluklarla miicadele ederken grup olarak
calismaya yonlendirmeyi, daha bliylik bir basari duygusu elde etmeyi, kavramlari
anlamay1 ve sosyal-duygusal etkilesim saglamay1 amaglamaktadir. Macera egitiminde
fiziksel ortamin zorlayicit dogasi, her katilimcinin yeni bir ortama maruz kalmasi
nedeniyle esitligin saglanmasi agisindan 6nemlidir. Buna ek olarak, zorluklarla ve
meydan okumalarla basa ¢ikmak daha biiylik bir basar1 hissi verir (Ritson, 2016).
Parkurla ilgili calismalarda, macera egitimiyle ilgili calismalarda oldugu gibi
katilimcilarin sosyal-duygusal becerilerindeki degisimler incelenmistir (Botella vd.,

2021; Fernandez-Rio vd., 2017; Grabowski ve Thomsen, 2017).

Macera egitimi modelinin énemli 6zelliklerinden biri de korkularin ve zorluklarin
iistesinden gelmeyi saglamasidir (Ferndndez-Rio & Suarez, 2016). Parkur ve macera
egitimi, engellerin ve zorluklarin iistesinden gelme konusunda kesismektedir. Bu
calismada katilimcilar parkur ekipmanlarint ve parkur becerilerini ilk kez
gordiiklerinde korktuklarini belirtmislerdir. Benzer yorumlar Ferndndez-Rio ve Suarez
(2016) tarafindan yiiriitiilen ¢alismada da gocuklar tarafindan yapilmistir. Calismada
cocuklar parkurun tehlikeli ve zorlayici oldugunu disiindiiklerini  ancak
deneyimledikten sonra eglenceli oldugunu belirtmislerdir (Ferndndez-Rio ve Suarez,
2016). Mevcut calismada ise katilimcilar arac ve becerileri deneyimledikge
korkularmin {istesinden geldiklerini belirtmiglerdir. Zorluklarin ve korkularin
iistesinden gelmek i¢in ¢esitli stratejiler gelistirdikleri anlagilmaktadir. Evde ve okulda
egzersiz yaparak 0zgiivenlerini artirdiklarini belirten katilimeilar, miidahale sayesinde
zorluklarla ve korkularla basa ¢ikmak i¢in farkli ¢oziimler iiretebildiklerini de ifade

etmislerdir.
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Yaraticilik, bir duruma veya soruna farkli, yeni, uygun, benzersiz ve faydali ¢oziimler
bulmak olarak tanimlanabilir. Yaraticilikla tam olarak ayni1 yapi1 olmasada, iraksak
diisiinme yaraticiligin en sik kullanilan gostergelerinden biridir (Okuda vd., 1991;
Runco, 2004). Bu ¢aligmanin sonuglaria gore, on test sonuglari kontrol edildikten
sonra, miidahale grubundaki ¢ocuklarin akicilik F(1,52) = 33.14, p < 0.001) ve
Ozgiinliik puanlar1 F(1,52) = 7.39, p = 0.009) kontrol grubuna goére anlamli sekilde
daha fazla artmistir. Onceki arastirmalar da fiziksel aktivite miidahalelerinin 6zellikle
orta ve uzun vadeli uygulamalarda yaraticilik becerileri lizerinde olumlu etkileri
oldugunu ortaya koymustur (Angel Latorre-Roman et al., 2021; Gondola, 1986; Tilp
et al., 2020; Zachopoulou et al., 2006). Bununla birlikte, fiziksel aktivite
midahalesinin tiim katilimcilarda olmasa da belirli 6zelliklere sahip gruplarda 6nemli
Olciide daha etkili oldugunu bildiren c¢alismalar da vardir (Bollimbala vd., 2019;
Neville ve Makopoulou, 2021). Mevcut ¢alismada uygulanan miidahale, katilimcilari
yeni hareket ve parkur becerilerine maruz birakarak iraksak diisiinme yeteneklerinin

gelismesine yol acilmis olabilir.

Motor yaraticilik, bir sorunu ya da durumu c¢ozebilecek yeni ve orijinal hareket
kaliplar1 yaratma becerisidir (Pagona ve Costas, 2008; Sturza Mili¢, 2014; Wyrick,
1968). Scibinetti ve digerlerine (2011) goére motor yaraticilik ile biligsel yaraticilik
arasinda akicilik ve esneklik boyutlar1 acisindan anlamli pozitif bir iliski vardir. Bu
nedenle, bu ¢alismada miidahalenin ¢ocuklarin hem bilissel becerileri hem de motor
yeterlilikleri tizerindeki etkileri biitiinciil bir sekilde incelenmistir. Mevcut ¢aligmanin
sonuclari, 8 haftalik macera egitimi temelli parkur miidahalesine katilan miidahale
grubunun motor yaraticiliginin, 6n test sonucu kontrol edildikten sonra kontrol
grubuna gore onemli Ol¢lide daha fazla gelistigini gostermistir. Cocuklarin motor
yaraticilig1 iizerine yapilan dnceki miidahale ¢aligmalar1 da benzer olumlu gelismeler
gostermistir (Alper ve Ulutas, 2022; Mouratidou vd., 2017; Richard vd., 2018;
Thomaidou vd., 2021).

Katilimcilarla yapilan yar1 yapilandirilmig goriismelerin analizinden ortaya c¢ikan
temalara gore, katilimcilar hareket gerektiren sorunlar1 ¢dzmek icin yeni yollar

bulabildiklerini belirtmislerdir. Yar1 yapilandirilmis goriismeler analiz edildikten
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sonra, nitel verilerin nicel verilerle ortaya ¢ikan gelisimi destekledigi goriilmiistiir.
Miidahale boyunca ¢ocuklar parkur becerilerini 6grenirken ve uygularken daha 6nce
bilin¢li olarak deneyimlemedikleri bir sekilde engelleri agsmak zorunda kaldilar.
Parkurun dogada ve sehirde engelleri agmay1 igcermesi, ¢ocuklarin bu aktiviteyi
yaparken karsilastiklart farkli motor problemlere yeni ¢oziimler bulmalarim

saglayarak motor yaraticiliklarini gelistirmis olabilir.

Teknolojinin gelismesi, bilginin giderek g¢ogalmasina ve karmasiklasmasina yol
acmustir. Yaraticilik, coklu ve karmasik bilgileri isleyerek, analiz ederek ve kullanarak
sorunlara ¢oziim bulmak icin giderek daha &nemli hale gelmektedir. Ekonomik Is
birligi ve Kalkinma Orgiitii'ne (OECD) gére, iiye iilkelerin ¢ogunun miifredatinda
ogrenme ¢iktilart olarak yaraticilik veya elestirel diistinme yer almaktadir (Vincent-
Lancrin, 2022). Heilmann ve Korte (2010) tarafindan 27 AB ilkesinin okul
miifredatlar1 lizerine yapilan ¢alismada, beden egitimi, yaraticilik terimlerinin veya es
anlamlilarinin miifredatta yer aldig1 sanat ve bilgi ve iletisim teknolojilerinden sonra
ticlincii ders olmustur. Fiziksel aktiviteyi iceren miidahale ¢aligsmalarinda, bilissel
yaraticilik ve motor yaraticiligin tiim veya bazi bilesenlerinin gelistigi bildirilmistir
(Alper ve Ulutas, 2022; Richard vd., 2018). Ayrica, Scibinetti ve arkadaslar1 (2011)
tarafindan yapilan ¢aligmaya gore, motor yaraticilik ile biligsel yaraticilik arasinda orta
diizeyde pozitif bir iliski vardir. Ancak bu iliskiyi inceleyen ¢alisma sayis1 oldukga
yetersizdir. Pagona ve Costas (2008), 9 yil dnce uyguladiklar1 bir miidahalede motor
yaraticilik becerileri anlamli derecede daha fazla gelisen deney grubu ve kontrol grubu
tizerinde ayni Olceklerle bir kalicilik ¢aligmasi ylriitmiistiir. Kalicilik ¢alismasinda,
orijinal ¢calismada motor yaraticiliklarini gelistiren deney grubu katilimcilarinin dokuz
y1l sonra hala daha 1yi bir motor yaraticilik seviyesinde olduklar1 sonucuna varilmstir.
Onceki boliimlerde motor yaraticilik ile bilissel yaraticilik arasinda pozitif bir iligki
oldugunu bildiren ¢aligmalardan bahsedilmisti. Pagona ve Bournelli'nin ¢alismasi goz
oniinde bulunduruldugunda, beden egitimi ve spor kullanilarak cocuklarin motor
yaraticiliklart gelistirilebilir ve kalici hale getirilebilir. Dolayisiyla bu caligsmada,
miidahale grubunun yaraticiligin en sik kullanilan belirleyicilerinden biri olan 1raksak
diistinme becerilerini ve motor yaraticilik becerilerini kontrol grubuna gore daha fazla

gelistirdigini gdsteren sonug literatiire Gnemli bir katki saglayacaktir.
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Bu calismada, Tiirkiye'deki dordiincti sinif miifredati dikkate alinarak, macera egitimi
modeli ve parkur sporu kullanilarak ¢ocuklarin motor yeterlilikleri, biligsel becerileri
ve sosyal duygusal becerileri biitiinciil bir sekilde ele alinmaktadir. Katilimcilari
bilmedikleri ortamlara ve deneyimlere maruz birakmak macera egitiminin
unsurlarindan biridir. Nitel goriismelerde katilimcilar parkur ekipmanlarii ve
becerilerini gordiiklerinde korktuklarini belirtmiglerdir. Bu da parkurun katilimeilar
icin yeni ve riskli bir aktivite oldugunu gostermektedir. Ancak katilimcilar, ekipman
ve becerileri deneyimlediklerinde korkularinin tistesinden geldiklerini, eglendiklerini,
Ozglivenlerinin arttigin1 ve zorluklarin {istesinden gelmek icin farkli ¢oziimler
bulduklarimi bildirmislerdir. Zorluklarin iistesinden gelmek katilimcilar icin daha
biiyiik bir basar1 hissi yaratmistir. Ozgiivendeki artis, algilanan motor yeterlilikteki
artigla da yansitilabilir. Engellerin iistesinden gelmek parkur ile 6zdeslesmis bir
yapidir. Macera egitiminin gerekliliklerinden biri de zorluk ve risk igeren aktiviteleri
deneyimlemek ve bunlarin iistesinden gelmek i¢in cabalamaktir ki bu da bir tiir
engellerin istesinden gelmektir. Hem parkur hem de miidahaledeki oyunlar,
cocuklarin motor ve sosyal problemleri ¢ozmeleri i¢in firsatlar saglamistir. Bu sayede
cocuklarin yeni c¢oziimler tretmeleri, i birligi yapmalar1 ve karar vermeleri
amaclanmistir. Cocuklarin 1raksak diisinme ve motor yaraticilik puanlarindaki
anlamli 1yilesme ve bu konularla ilgili goriismelerde verdikleri destekleyici cevaplar,
parkurun macera egitiminde bir ara¢ olarak kullanilmasinin egitim hedeflerine

ulagsmada faydali olabilecegini gostermektedir.
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