PROJEMIZDE OYNAYACAGIMIZ OYUNLAR
WE WILL PLAY IN OUR PROJECT GAMES

Temassiz Cocuklar Saglikli Oyunlar Projesi boyunca 6grencilerimizle oynayacagimiz temassiz
oyunlari i¢erir. Milli Egitim Bakanligi'nin yayimnladigi Temassiz Oyunlar Kitab1 kaynak alinmistir.

It includes non-contact games that we will play with our students during the Non-Contact Children
Healthy Games Project. The Contactless Games Book published by the Ministry of Education was taken as
a source.

http://cdn.eba.gov.tr/Kitap/oyunlar/temassiz2

http://cdn.eba.gov.tr/kitap/temassizoyunlar

GENEL OYUN KURALLARIMIZ / OUR GENERAL GAME RULES

1-Oyunlar yakin temas gerektirmemeli. Pandemiye uygun oyunlar se¢ilmeli ya da oyun kurallart pandemi
kurallarina uygun hale getirilmeli

Games should not require close contact. Games suitable for the pandemic should be selected or the game
rules should be adapted to the pandemic rules.

2-Sosyal mesafeyi korumak i¢in 6grencilerin alanlarini belirlenmeli. Birbirleri arasinda en az 2m mesafe
olmali

In order to maintain social distance, students’ areas should be determined. Keep 2m distance between each
other

3- Oyunlarda zorlayici fiziksel aktivitelerden kaginilmali, fazla nefes gerektiren damlacik dagitimin
arttirmamali

Strenuous physical activities should be avoided in games and should not increase droplet distribution that
requires too much breathing.

4- Oyunlarda mutlaka maske kullanilmali. Maskeleri nemlendikge degistirilmei Yakin temastan
kaginilmali. Oyun igeriklerinde bu konulara yer verilmeli

Masks must be used in games. Do not change masks as they become moist. Close contact should be
avoided. These issues should be included in the game contents.

5- Ogrencilerin kendine ait materyali olmali. Ogrenciler arasinda materyal aligverisi yapilmamali.
Students must have their own material. material exchange between students should not be made.

6- Siiflar ve spor salonu sik sik havalandirilmali
Windows need to be opened frequently to keep classrooms and gymnasium ventilated.

7- Ogrenciler oyundan &nce ve sonra ellerini en az 20 sn yikamalilar.
Students should wash their hands for at least 20 seconds before and after the game.

8- Ac¢ik havada oyun oynamak tercih edilmeli, pandemi kurallari sik sik hatirlatilmali
Playing outdoor games should be preferred, pandemic rules should be reminded frequently


http://cdn.eba.gov.tr/kitap/oyunlar/temassiz2
http://cdn.eba.gov.tr/kitap/temassizoyunlar

KASIM / NOVEMBER

OYNAYACAGIMIZ OYUNLAR GAMES WE WILL PLAY

1- HANGI CEMBER 1- WHICH CIRCLE

2- SANSLI ADIMLAR 2- LUCKY STEPS

3- ZIP — ZIPIR(ZILDIR) 3- JUMP-JUMPER

4- YAVAS HIZLI/ 1-2-3-4 OYUNU 4- SLOW SPEED /1-2-3-4 GAME

1- HANGI CEMBER?
Sinif : 1-4. siniflar
Yer : Acik alan
Arac ve Gerecler : Resim kagidi/defteri, boya kalemleri, cemberler, tebesir vb.
KAZANIMLAR
1. Maske, mesafe ve temizlikle ilgili yapmas1 gerekenleri fark eder.
2. Verilen yonergelere uygun hareket eder.
3. Dikkatini dinledigine yogunlastirir.
Uygulanan derslerin kazanimlar: eklenecektir.
NOT: Oyunu farkli derslerde kullanabilirsiniz. Cemberlerin igine konunuzla ilgili kavramlar yazabilirsiniz
ve ifadeleri kazanimlariniza gore belirleyebilirsiniz
BECERILER
Dikkat, dinleme, hareket, akil yiiriitme, iliski kurma, ayirt etme, karar verme
ANAHTAR KELIMELER
Odaklanma, sayilar, isitsel hafiza
Oyuna Hazirlaniyoruz
Sinifta veya agik alanda dgrencilerin sosyal mesafeye uygun olarak durmalari gereken yerleri tebesir, boya,
renkli bant vb. ile belirleyiniz.
Her 6grencinin 6nline, i¢ine kolaylikla ziplayabilecekleri biiyiikliikte ve uzaklikta ii¢ tane cember
¢iziniz/olusturunuz. Bu ¢emberlerden birine “maske”, digerine “mesafe” ve son cembere ise “temizlik”
yaziniz veya bu kelimelerin yazili oldugu kagitlar1 yapistiriniz. Eger oyunu birinci sinifta uyguluyorsaniz
¢cemberlerin i¢ine bu kelimelere iliskin gorseller yapistiriniz/ koyunuz.
Haydi Oynuyoruz!
Ogrencilerinizle maske, mesafe ve temizlikle ilgili konusunuz. Bu kavramlarla ilgili neler bildiklerini
belirleyiniz ve diizeylerine uygun bilgiler veriniz.
Her dgrencinizin olusturdugunuz yerlere gegmelerini saglaymiz. Ogrencilerinize asagidaki ciimleleri
sirastyla sdyleyiniz. Ogrencilerinizden sdylediginiz ciimle “maske, mesafe ve temizlik” kelimelerinden
hangisiyle ilgiliyse o kelimenin yazili oldugu veya gorselinin oldugu ¢gembere ziplamalarini isteyiniz.
Ogrencilerinizin ciimlelere gore hangi cemberlere zipladiklarini gozlemleyiniz.
Ornek ifadeler: - Agzimi, burnumu onunla kapatirim. - Arkadaslarimla konusurken onlara ¢ok yaklasmam.
- Ellerimi mutlaka sabunla yikarim. - Onu her giin degistiririm. - Oyun oynarken temastan kaginirim. -
Strami temiz tutarim. - Ellerimle agzima, burnuma dokunmam vb.
Oyundan Sonra
Oyunu belirli bir siire oynattiktan sonra bir 6grenci belirleyiniz. Belirlediginiz 6grenciden bu ii¢ kelimeyle
ilgili climleler kurmasini ve diger 6grencilerin de ciimlelere uygun ¢emberlere ziplamalarini isteyiniz.
Ogrencilerinize bu ii¢ kelime baglaminda saglikli yasam icin arkadaslarina neler sdylemek istediklerini
sorunuz ve verilen cevaplar iizerinde konusunuz.
Ogrencilerinize, okulunuzda maske, mesafe ve temizlik ile ilgili kurallara uyuldugunu yani okulunuzun
“Saglikli Okul” oldugunu sdyleyiniz. Ogrencilerinizden okulunuzun saglikli okul oldugunu gdsteren
resim/afisler yapmalarini isteyiniz. Daha sonra ¢izdikleri resimleri arkadaslariyla paylasmalarini saglayimiz.
Yapilan tiim resimleri 6grencilerinizle birlikte okulunuzun/sinifinizin farkl yerlerine asiniz.



1- WHICH CIRCLE?
Grade: 1-4. Classes (7-11 age)
Place: Open area
Tools and Materials: Drawing paper / notebook, crayons, circles, chalk, etc.
BENEFITS
1. Realizes the things to do about mask, distance and cleaning.
2. Acts in accordance with the given instructions.
3. He focuses his attention on what he is listening to.
The achievements of the applied lessons will be added.
NOTE: You can use the game in different lessons. You can write concepts about your topic in the circles

and define the expressions according to your achievements.

SKILLS
Attention, listening, movement, reasoning, relating, discerning, decision making
KEYWORDS

Focus, numbers, auditory memory

Getting Ready for the Game

In the classroom or in the open area, the places where students need to stand in accordance with social
distance are chalk, paint, colored tape, etc. specify with.

Draw / create three circles in front of each student at a distance and large enough to easily jump into them.
Write “mask” to one of these circles, “distance” to the other, and “cleanliness” to the last circle or stick the
papers with these words. If you are applying the game in first grade, paste / put images of these words into
the circles.

Let's Play!

Talk to your students about masks, distance and cleanliness. Determine what they know about these
concepts and provide information appropriate to their level.

Have each of your students move to the places you have created. Say the following sentences to your
students in order. Ask your students to jump to the circle where the sentence you say is related to the words
"mask, distance and cleanliness", where that word is written or has a visual. Observe which circles your
students jumped according to the sentences.

Sample statements: - | cover my mouth and nose with it. - Talking to my friends, | don't get too close to

them. - I always wash my hands with soap. - | change it every day. - | avoid contact while playing games. -
| keep my order clean. - I do not touch my mouth, nose, etc. with my hands.

After the game

After playing the game for a certain period of time, assign a student. Ask the student you designate to make
sentences about these three words, and other students to jump into circles according to the sentences.

Ask your students what they want to say to their friends for a healthy life in the context of these three
words and talk about the answers given.

Tell your students that the rules regarding masks, distance and cleaning are followed in your school, that is,
your school is a "Healthy School". Ask your students to make pictures / posters showing that your school is
a healthy school. Then have them share the pictures they have drawn with their friends. Hang all the
pictures made in different parts of your school / classroom with your students.



2- SANSLI ADIMLAR
Sinif : 1-4. siniflar (7-11 yas)
Yer : Acik alan , simif
Arac ve Gerecler : Zar modeli, boya kalemleri, tebesir vb.
KAZANIMLAR
1. Dogal sayilar1 tanir. Dogal Sayilarla zihinden toplama ve ¢ikarma iglemi yapar.
2. Verilen yonergelere uygun hareket eder.
3. Dikkatini dinledigine yogunlastirir.
Uygulanan derslerin kazanimlari eklenecektir.
NOT: Oyunu farkly derslerde kullanabilirsiniz. Zarin tizerine konunuzla ilgili kavramlar yazabilirsiniz.
ogrencilerin akillarinda tutacagi kavramlar: belirleyebilirsiniz.
BECERILER
Dikkat, dinleme, hareket, akil ytiriitme, iliski kurma, ayirt etme, karar verme, zihinden islem yapma
ANAHTAR KELIMELER
Odaklanma, sayilar, isitsel hafiza
Oyuna Hazirlaniyoruz
Biiyiik bir zar hazirliyoruz. Uzerine 1 den 6 ya kadar rakamlar yaziyoruz. (Farkli derslerde konulara gére
farkl1 terimler kullanilabilir) Ogrencilerin birbirleri arasinda sosyal mesafeyi koruyacaklar1 sekilde yan
yana bir ¢izgi lizerinde siraliyoruz. Uygun uzaklikta bitis ¢izgisi belirliyoruz.
Haydi Oynuyoruz!
Ogrencilerimizin akindan bir say1 tutmasmm ve parmaklariyla havada o say1y1 gostermeleri istenir . Sonra
hazirlanan zar atilir. Hangi say1 gelmisse o sayiy1 gosteren 6grenciler bir adim one ¢ikar. Bitis ¢izgisine ilk
gelen 6grenciler sansi adimlara sahip olmus olur.
ornek videolar:
https://www.youtube.com/watch?v=_x5eyj6et4E
https://www.youtube.com/watch?v=dodmgrlcTsE

2- LUCKY STEPS
Grade: 1-4. classes
Place: Open area
Tools and Materials: Dice (cube) model, crayons, chalk, etc.
BENEFITS
1. Recognize the natural numbers. It does addition and subtraction from the mind with Natural Numbers.
2. Acts in accordance with the given instructions.
3. He focuses his attention on what he is listening to.
The achievements of the applied lessons will be added.
NOTE: You can use the game in different lessons. You can write concepts about your topic on the dice. You
can identify the concepts students will keep in mind.
SKILLS
Attention, listening, movement, reasoning, relationship building, discernment, decision making, mental
action
KEYWORDS
Focus, numbers, auditory memory
Getting Ready for the Game
We are preparing a big dice. We write numbers from 1 to 6 on it. (Different terms can be used in different
lessons according to the subjects) We list them on a side by side line so that the students maintain social
distance between each other. We set the finish line at the appropriate distance.
Let's Play!
Our students are asked to keep a flock of a number and show that number in the air with their fingers. Then
the prepared dice is thrown. Students who show whichever number comes, step forward. Students who first
arrive at the finish line get the chance to take steps.
sample videos:
https://www.youtube.com/watch?v=_x5eyj6et4E
https://www.youtube.com/watch?v=dodmqrlcTsE



https://www.youtube.com/watch?v=_x5eyj6et4E
https://www.youtube.com/watch?v=dodmgrlcTsE

3-ZIP - ZIPIR(ZILDIR)

Sinif : 1-4. siniflar (7-11 yas)
Yer : Acik alan , simif
Arag ve Gerecler : tebesir vb.
KAZANIMLAR

Yer degistirme hareketlerini yapar.

Verilen yonergelere uygun hareket eder.

Dikkatini dinledigine yogunlastirir.
Uygulanan derslerin kazanimlari eklenecektir.
NOT: Oyunu farkl derslerde kullanabilirsiniz. Derslerdeki iki farkl terimi kullanabilirsiniz.
BECERILER
Dikkat, dinleme, hareket, akil yiiriitme, iliski kurma, ayirt etme, karar verme
ANAHTAR KELIMELER
Odaklanma, isitsel hafiza
Oyuna Hazirlaniyoruz
Ogrenciler sosyal mesafelerini koruyacak sekilde siralanirlar. Cember seklini de alabilir. Ogretmen ya da
bir 6grenci komut verir.
Haydi Oynuyoruz!
Ogrenciler "Z1p" dendiginde oldugu yerde bir kez sigrarlar. "Zipir" dendiginde ziplayarak arkasina doner,
Yoneten, gocuklari sasirtmak ic¢in bir sozciigii birkag kez yenileyebilir.
Sasiran ¢cocuk oyundan ¢ikar. (Tiirk¢e dersinde zit anami kelimeler konusuyla iliskilendirilebilir.)
ornek videolar:
https://www.youtube.com/watch?v=wgQ9paG9SEs

3- JUMP-JUMPER

Grade: 1-4. classes (7-11 years old)

Place: Open space, classroom

Tools and Materials: chalk etc.

BENEFITS

Makes the movements of displacement.

Acts according to the given instructions.

He focuses his attention on what he is listening to.

The achievements of the applied lessons will be added.

NOTE: You can use the game in different lessons. You can use two different terms in lessons.
SKILLS

Attention, listening, movement, reasoning, relating, discerning, decision making

KEYWORDS

Focus, auditory memory

Getting Ready for the Game

Students are ranked in a way to maintain their social distance. It can also take the shape of a circle. The
teacher or a student gives a command.

Let's Play!

Students bounce once when they say "Jump". When you say "jumper", it turns around by jumping,
The director can repeat a word several times to surprise the children.

The surprised boy comes out of the game. (In Turkish lesson, the opposite mother can be associated with
the topic of words.)

sample videos:

https://www.youtube.com/watch?v=wgQ9paG9SEs



https://www.youtube.com/watch?v=wqQ9paG9SEs
https://www.youtube.com/watch?v=wqQ9paG9SEs

4/1- YAVAS HIZLI OYUNU

Sinif : 1-4. siniflar (7-11 yas)
Yer : Acik alan
Arag ve Geregler : -

KAZANIMLAR

1. Verilen yonergelere uygun hareket eder.

2. Dikkatini dinledigine yogunlastirir.

3. Yer degistirme hareketlerini artan kuvvet, hiz ve ¢eviklikle yapar.
4. Ogrendigi miizikleri birlikte seslendirir.

Uygulanan derslerin kazanimlari eklenecektir.

NOT: Oyunu farkli derslerde kullanabilirsiniz.

BECERILER

Dikkat, dinleme, hareket

ANAHTAR KELIMELER
Odaklanma, hizli, yavas, sosyal mesafe

Oyuna Hazirlaniyoruz

Ogrencilerin agik alanda sosyal mesafeye uygun olarak hareket edebilecekleri bir alan belirleyiniz. Alanda
her 6grencinin durabilecegi noktalari tebesir, boya, renkli bant vb. materyal ile belirleyiniz.

Haydi Oynuyoruz!

Belirlediginiz acik alanda 6grencilerinizin istedikleri bir yerde durmalarini saglayimiz.
Ogrencilerinize 1°den 10’a kadar tiim sayilar1 sirayla sdyleyeceginizi, “1” dediginizde yavas yavas
yiirlimeye baslayacaklarini ve sayiy1 her arttirdiginizda onlarin da yiiriime hizlarini arttirmalari gerektigini
sOyleyiniz. Ayrica “dur” dediginizde ise hareketsiz bir sekilde kalmalar1 gerektigini belirtiniz.

1’den baslayarak sirayla sayilar1 sdyleyiniz. Belirli yerlerde “dur” diyerek hareketsiz kalmalarin
saglaymiz.

Ogrencilerinize yiiriirken veya hareketsiz kaldiklarinda sosyal mesafeye dikkat etmeleri gerektigini
hatirlatiniz. Oyunu bu sekilde belirli bir siire oynatiniz.

Oyundan Sonra

Ogrencilerinizle yavas ve hizli kavramlar hakkinda konusunuz. Giinliik yasamdan yavas ve hizli
kavramlariyla ilgili 6rnekler vermeleriniz isteyiniz.

Oyunu tamamladiktan sonra 6grencilerinizden oyunda ne hissettiklerini ifade etmelerini isteyiniz.
Boyle de Oynayabiliriz!

« Ogrencilerinizin diizeylerine gore sayilar1 karisik sdyleyerek yiiriime hizlarmi ayarlamalarini
saglayabilirsiniz.

* Oyunu, say1 sOylemeden yalnizca ellerinizi birbirine vurarak da oynatabilirsiniz. Ellerinizi birbirine
vurma sikliginiza gore dgrencilerinizin de yiirlime hizlarini ayarlamalarini saglayabilirsiniz.

* Oyunu 6g8rendiginiz bir miizik esliginde hizli ve yavas sdyleyerek de oynayabilirsiniz.



4/1- SLOW SPEED GAME

Grade: 1-4. classes (7-11 years old)
Place: Open area
Tools and Equipment: -

BENEFITS

1. Act in accordance with the given instructions.

2. He focuses his attention on what he is listening to.

3. It makes displacement movements with increasing force, speed and agility.
The achievements of the applied lessons will be added.

NOTE: You can use the game in different lessons.

SKILLS

Attention, listening, movement

KEYWORDS

Focus, fast, slow, social distance

Getting Ready for the Game

Identify an area where students can move in an open area in accordance with social distance. Chalk, paint,
colored tape and so on. ldentify with the material.

Let's Play!

Make sure that your students stand where they want in the open space you designate.

Tell your students that you will alternately say all the numbers from 1 to 10, when you say "1" they will
start walking slowly and that every time you increase the number, they should increase their walking speed.
Also, when you say "stop", state that they should stay still.

Say the numbers one by one, starting with 1. Make them still by saying "stop™ in certain places.

Remind your students that they need to pay attention to social distance when they are walking or standing
still. Play the game for a certain time like this.

After the game

Talk to your students about the concepts of slow and fast. Ask you to give examples from daily life about
the concepts of slow and fast.

After completing the game, ask your students to express how they feel in the game.

We Can Play Like This!

* You can make your students adjust their walking speed by saying the numbers mixed according to their
levels.

* You can play the game by simply knocking your hands together without saying numbers. You can also
have your students adjust their walking speed according to the frequency of your hands hitting each other.
* You can also play the game by singing fast and slow, accompanied by a piece of music you have learned.



4/2- “1-2-3-4 OYUNU”
Simif : 1-4. siniflar (7-11 yas)

Yer : Smif veya acik alan
Arag ve Geregler : -

KAZANIMLAR

1. Verilen yonergelere uygun hareket eder.

2. Dikkatini dinledigine yogunlastirir.
Uygulanan derslerin kazanimlari eklenecektir.
NOT: Oyunu farkli derslerde kullanabilirsiniz.

BECERILER
Dikkat, dinleme, hareket, kodlama

ANAHTAR KELIMELER
Odaklanma, sayilar, isitsel hafiza

Oyuna Hazirlaniyoruz
Sinifta veya agik alanda Ogrencilerin sosyal mesafeye uygun olarak ayakta ¢ember olabilmeleri i¢in
durmalar1 gereken yerleri tebesir, boya, renkli bant vb. materyal ile belirleyiniz.

Haydi, Oyunu Uyarlayahm! Oyunu farkli derslerin kazanimlariyla da oynayabilirsiniz. Renkler,
geometrik sekiller vb. konularda da ¢esitli hareketler belirleyerek oyunu oynatabilirsiniz.

Haydi Oynuyoruz!

Ogrencilerinizden istedikleri bir yerde sosyal mesafeye uygun olarak durmalarini isteyiniz.

Ogrencilerinize “bir” dediginizde ellerini birbirlerine vurmalarini sdyleyiniz. Birka¢ kez aym etkinligi
tekrarlayiniz. Daha sonra “iki” dediginizde ziplamalarmi isteyiniz. Ayni sekilde etkinligi birka¢ kez
tekrarlayiniz. Karisik bir sekilde “bir” veya “iki” deyiniz ve 6grencilerinizden uygun eylemleri yapmalarini
isteyiniz. Ogrencilerinizin diizeyine gore oyuna “ii¢” ve “ddrt” ifadelerini ekleyiniz. Ogrencilerinizden “ii¢”
dediginizde parmaklarinmi siklatmalarini, “dort” dediginizde ise ¢omelmelerini isteyiniz. Yine ayni sekilde
ifadeleri karigik soyleyerek 6grencilerinizin ifadelere uygun hareketler yapmalarini saglayiniz.

Oyundan Sonra
Oyunu tamamladiktan sonra 6grencilerinizden oyunda ne hissettiklerini ifade etmelerini isteyiniz.



4/2-"1-2-3-4 GAME"
Grade: 1-4. classes (7-11 years old)
Place: Classroom or open space
Tools and Equipment: -

BENEFITS

1. Act in accordance with the given instructions.

2. He focuses his attention on what he is listening to.
The achievements of the applied lessons will be added.
NOTE: You can use the game in different lessons.

SKILLS
Attention, listening, movement, coding

KEYWORDS
Focus, numbers, auditory memory

Getting Ready for the Game
In the classroom or in the open area, the places where students need to stand in order to be a standing circle
in accordance with social distance are chalk, paint, colored tape, etc. Identify with the material.

Let's Adapt the Game! You can also play the game with the achievements of different lessons. Colors,
geometric shapes, etc. You can play the game by determining various movements on the subjects.

Let's Play!

Ask your students to stand in a place they want in accordance with social distance.

Tell your students to hit each other when you say "one". Repeat the same activity several times. Then when
you say "two", ask them to jump. Likewise, repeat the activity several times. Say "one™ or "two" in a
shuffle and ask your students to take appropriate actions.

Add "three" and "four" statements to the game according to the level of your students. Ask your students to
snap their fingers when you say "three" and to crouch when you say "four". In the same way, make your
students do the appropriate actions by saying the expressions mixed.

After the game
After completing the game, ask your students to express how they feel in the game.



- ARALIK / DECEMBER -

OYNAYACAGIMIZ OYUNLAR GAMES WE WILL PLAY
1- ISLEM BARDAKLARI 1- PROCESSING CUPS
2-TUZLUKTAKI SESLER 2-SOUNDS IN SALT
3- NE SESI? 3- WHAT VOICE?

1 -iISLEM BARDAKLARI
Simf : 1-4. siniflar (7-11 yas)

Yer : Simif veya acik alan
Arag ve Geregler :Karton, bardak, kalem

KAZANIMLAR

1.

Uygulanan derslerin kazanimlar: eklenecektir.
NOT: Oyunu farkli derslerde kullanabilirsiniz.

Haydi Oynuyoruz!

Ogrencilerimizin seviyesine ve ders konumuza uygun resimlerdeki gibi karton ve bardaklar
hazirhyoruz. Yuvarlak dairelerin icinde yazanlarla bardaklari eslestiriyoruz. Bunu égrencilerimize
bireysel oynatabiliriz. Takim yarismasi da yaptirabiliriz. Farkh dersler i¢cin uygulayabiliriz.

1- PROCESSING CUPS

Grade: 1-4. classes (7-11 years old)
Place: Classroom or open space
Tools and Equipment: Cardboard, glass, pencil

BENEFITS:The achievements of the applied lessons will be added.
NOTE: You can use the game in different lessons.

Let's Play!

We prepare cardboard and cups suitable for the level of our students and the subject of the lesson, as
shown in the pictures. We match the glasses with what is written inside the round circles. We can
play this for our students individually. We can also have a team competition. We can apply it for
different lessons.
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2-TUZLUKTAKI SESLER
Smif : 1-4. sitmflar (7-11 yas)
Yer : Smif veya acik alan
Arag ve Geregler :Origami ile tuzluk yapimi/ tebesir
KAZANIMLAR
1. Ogrendigi seserin temel 6zelliklerini fark eder

Uygulanan derslerin kazanimlar: eklenecektir.
NOT: Oyunu farkli derslerde kullanabilirsiniz.

Haydi Oynuyoruz!
Ogretmen origami ile bir tuzluk yapar ve her béliimiine dgrendikleri sesleri/kelimeleri yazar. Yere 8
karelik bir alan cizilir. Ogrenciler sirayla tuzluktan kelime segerek okur. dogru okuyunca yerde ¢izili olan

alanlara ziplayarak oyunu tamamlar.

Origami ile tuzluk yapimi:
https://www.youtube.com/watch?v=VO2LJjW50WY
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2- SOUNDS IN SALT

Grade: 1-4. classes (7-11 years old)

Place: Classroom or open space

Tools and Materials: Making salt shakers /
chalk with origami

BENEFITS
1. Reads the words learned correctly
NOTE: You can use the game in different lessons.

Let's Play!

The teacher makes a salt shaker with origami and writes the learned sounds / words on each part.
An area of 8 squares is drawn on the ground. Students take turns picking the word from the salt
shaker and reading it. When read correctly, it completes the game by jumping to the areas drawn on
the ground.

Salt shaker making with origami:
https://www.youtube.com/watch?v=VO2LJjW50WY
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3-NE SESI?
Sinif : 1-4. siniflar
Arag ve Gerecler : Farkli sesler ¢ikaran nesneler
BECERILER
Ses farkindaligi, dikkat, dinleme, ayirt etme, tahmin
ANAHTAR KELIMELER
Sesler, odaklanma, nesneler, arkadas
KAZANIMLAR
1 Sesleri ayirt eder.
2. Dikkatini dinledigine yogunlagtirir.
3. Sesin kaynagina dogru hareket eder.
Oyuna Hazirlaniyoruz
Sinifta veya agik alanda 6grencilerin sosyal mesafeye uygun olarak durmalari gereken yerleri tebesir, boya,
renkli bant vb. ile belirleyiniz.
Haydi Oynuyoruz!
Ogrencilerinizden gozlerini kapatmalarini veya sirtlarin1 donmelerini isteyiniz. Ogrencilerinize farkl sesler
(anahtar, zil, kap1 agma, el siklatma, alkis vb.) dinletiniz. Bu seslerin hangi nesnelere ait oldugunu tahmin
etmelerini isteyiniz.
Ogrencileriniz arasindan géniillii bir ebe belitleyiniz. Ebenin goziinii kapatmasini saglaymiz. Baska bir
goniillii 6grenci daha seciniz ve sectiginiz 6grenciden konusmasini veya sarki sdylemesini isteyiniz. Ebeye,
konusan 6grenciyi tahmin etmesini sdyleyiniz. Oyunu farkli ebelerle oynatiniz.
Iki goniillii 6grenci belirleyiniz. Sinifta veya agik alanda giivenli bir ortam olusturunuz. Géniillii
ogrencinizden birinin gézlerini kapatmasini, diger 6grencinizden ise gozii kapali 6grenciden uzak bir yere
gecmesini isteyiniz.
Gozii agik olan 6grenciden farkli sesler ¢cikarmasini ve gozii kapali olan 6grenciden ise bu seslerden
yararlanarak arkadasini bulmasini isteyiniz. Arkadasini bulmasina ii¢ adim kala durmasini saglayiniz.
Oyunu bu sekilde farkli 6grencilerinizle oynatiniz.
OYUNDAN SONRA
Ogrencilerinize farkli hayvan sesleri ¢ikartiniz. Onlardan bu sesleri tahmin etmelerini isteyiniz.

3-WHAT VOICE?

Grade: 1-4. classes

Tools and Equipment: Objects that make different sounds

SKILLS

Sound awareness, attention, listening, discrimination, prediction

KEYWORDS

Sounds, focus, objects, friend

BENEFITS

1 Distinguishes sounds.

2. He focuses his attention on what he is listening to.

3. Moves towards the source of the sound.

Getting Ready for the Game

In the classroom or in the open area, the places where students need to stand in accordance with social
distance are chalk, paint, colored tape, etc. specify with.

Let's Play!

Ask your students to close their eyes or turn their backs. Have your students listen to different sounds (key,
bell, door opening, hand clapping, applause, etc.). Ask them to guess which objects these sounds belong to.
Identify a volunteer midwife among your students. Have the midwife close her eyes. Choose another
volunteer student and ask the student to speak or sing. Ask the midwife to guess the student who spoke.
Play the game with different midwives.

Identify two volunteer students. Create a safe environment in the classroom or in the open area. Ask one of
your volunteer students to close their eyes and ask your other student to move away from the blind student.
Ask the student who is open to make different sounds and the student who is blind to find his / her friend
by using these sounds. Make him stop three steps before he finds his friend. Play the game this way with
your different students.

AFTER THE GAME:Make different animal sounds to your students. Ask them to guess these sounds.



- OCAK/ JANURAY -

OYNAYACAGIMIZ OYUNLAR| GAMES WE WILL PLAY
1- BENDE VAR KIMDE VAR? | 1- 1| HAVE, WHO HAVE?
2-HADI ANLAT BAKALIM 2-LET'S TELL US

3- ICERIDE-DISARIDA 3- INSIDE-OUTSIDE

1- BENDE VAR KIMDE VAR?
Sinif : 1-4. siniflar
Arag ve Gerecler : Say1 kartlari, kelime kartlari
BECERILER
matematiksel islemler, okuma becerisi, ayirt etme
ANAHTAR KELIMELER
harfler, kelimeler, toplama, ¢ikarma, ¢arpma, bolme
KAZANIMLAR
1 Sesleri ayirt eder. Yazilani okur(1. sinif)
2. Dikkatini dinledigine yogunlastirir.
3. Zihinden dort islem yapar(sinif diizeyine gore)
Oyuna Hazirlaniyoruz
Daha dnceden say1 veya kelime kartlar1 olusturulur. Say1 kartinin bir yiiziine matematiksel islem yazilir,
diger yliziine bagka karttaki islemin sonucu yazilir. Kelime kartlarinin bir yiiziine bir harf yazilir. Diger
yiiziine baska kartta yazili harf ile baslayan bir kelime yazilir.
Kelime kartlar1 Word Card Say1 Kartlar1 number card

2. kart

2. kart
On yiiz(front) On yiiz(front) n
A .
rka yiiz(bac! Arka yﬁz(back)|

Haydi Oynuyoruz!

Onceden hazirlanan kartlar 6grencilere dagitilir. Ik grenci kartinda yazan islemi zihinden
yapar ve orn: 16 kimde diye seslenir.Kartinda 16 yazan ¢ocuk, kartinin diger yiiziindeki
1slemi zihinden yapar ve 25 kimde var diye sorar. Her cocugun kartindaki islemin sonucu
bir baska cocugun kartinda yazar.

Kelime kartlarinda yazan kelimeyi okuyan ¢ocuk ilk harfini sorar "A" kimde var? Elindeki
kartta A harfi yazan ¢ocuk diger yiiziindeki kelimeyi okur ve ilk harfini sorar 6rn."T" harfi
kimde? seklinde kartlar bitene kadar oynanir.



1- I HAVE, WHO HAVE?

Grade: 1-4. classes
Tools and Equipment: Number cards, flashcards

SKILLS

mathematical operations, reading skill, discrimination
KEYWORDS

letters, words, addition, subtraction, multiplication, division
BENEFITS

1 Distinguishes sounds. Reads what is written (1st grade)
2. He focuses his attention on what he is listening to.
3.Does four operations in mind (depending on grade level)

Getting Ready for the Game Number or word cards are created beforehand. The mathematical
operation is written on one side of the number card, and the result of the operation on the other card is
written on the other side. A letter is written on one side of the flashcards. A word is written on the other
side, starting with the letter written on another card.

Word Card number card

2. kart 2. kart
On yiiz(front) On yiiz(front) ﬂ
A .
rka yiiz(bac Arka yiiz(back)

Let's Play!

Pre-prepared cards are distributed to students. The first student does the action written on
the card mentally and calls out, for example, who has 16. The child who has 16 on the card
does the transaction on the other side of the card mentally and asks who has 25. The result
of the transaction on each child's card is written on another child's card.

Reading the word written on the flashcards, the child asks for the first letter. Who has "A"?
The child with the letter A on the card in his hand reads the word on the other side and asks
for the first letter eg Who has the letter "T"? It is played until the cards are finished.




2-HADI ANLAT BAKALIM
Sinif : 1-4. siniflar

Arac ve Gerecler : Anlatim kartlar1

BECERILER
Deyim ve atasozlerini bilir, okuma becerisi, ayirt etme, kendini ifade etme

ANAHTAR KELIiMELER
harfler, kelimeler, taklit

KAZANIMLAR

1 Sesleri ayirt eder. Yazilani okur(1. sinif)
2. Dikkatini izledigine yogunlastirir.

3. Kendini ifade eder

Oyuna Hazirlaniyoruz

Daha onceden iizerine deyim veya atasozil yazilmig kartlar hazirlanir ve bir torbaya koyulur. Kartlarin
tizerine diger derslerde de islenen konularla alakali ctimleler de yazilabilir. 1. siniflarda 6grenilen basit
kelimeler yazilabilir.

Hadi Oynuyoruz!

Ogrencilerden biri segilir. Torbadan bir kart cekmesi istenir. Kartta yazan ciimleyi/kelimeyi kimseye
gostermeden kendisi okur. Diger arkadaslarina hi¢ konusmadan hareketlerle anlatmaya ¢aligir. Arkadaslari
tahmin etmeye ¢alisir. Sira dogru tahmin eden 6grenciye geger. Bir sonraki anlatimi yapar. Oyun karsilikli
gruplara ayrilarak da oynanabilir.

2-LET'S TELL US

Grade: 1-4. classes
Tools and Materials: Lecture Cards

SKILLS
Knows idioms and proverbs, reading skills, discrimination, self-expression KEY WORDS
letters, words, imitation

BENEFITS

1 Distinguishes sounds. Reads what is written (1st grade)
2. He focuses his attention on what he is watching.

3.He expresses himself

Getting Ready for the Game

Cards with idioms or proverbs written on them are prepared and put in a bag. Sentences related to the
topics covered in other lessons can also be written on the cards. Simple words learned in 1st grade can be
written.

Let's Play!

One of the students is chosen. He is asked to draw a card from the bag. He reads the sentence / word
written on the card without showing anyone. He tries to explain it to other friends without speaking. His
friends try to guess. The turn goes to the student who guessed correctly. Makes the next narrative. The
game can also be played in groups of people.



3- ICERIDE-DISARIDA

Sinif : 1-4. siniflar

Arag ve Geregler : Tebesir
BECERILER

hareket becerileri
ANAHTAR KELIMELER
iceride, disarida, dikkat
KAZANIMLAR

1

Oyuna Hazirlaniyoruz

Acik havada okul bahgesine biiyiik bir daire ¢izilir. Ogrenciler sosyal mesafeyi koruyarak bu dairenin
disinda dururlar.

Haydi Oynuyoruz!

Ogretmenin "iceride" komutuyla dgrenciler dairenin igine ziparlar. "disar1" komutuyla daire disina
ziplarlar. sagiram 6grenci oyundan ¢ikar.

Ornek Video:

https://www.youtube.com/watch?v=zfJIGpYYKBI&t=5s

icerde/ inside

3- INSIDE-OUTSIDE

Grade: 1-4. classes

Tools and Equipment: Chalk
SKILLS

movement skills
KEYWORDS

inside, outside, attention
BENEFITS

Getting Ready for the Game

A big circle is drawn in the schoolyard in the open air. Students stay outside of this circle, maintaining
social distance.

Let's Play!

With the teacher’s "inside” command, the students jump into the circle. They jump out of the circle with the
command "out". The surprised student quits the game.

Sample Video:

https://www.youtube.com/watch?v=zfJIGpY Y KBI&t=5s



https://www.youtube.com/watch?v=zfJlGpYYKBI&t=5s
https://www.youtube.com/watch?v=zfJlGpYYKBI&t=5s

SUBAT/ FEBRUARY

OYNAYACAGIMIZ OYUNLAR GAMES WE WILL PLAY

1- Dart Oyunu 1 Darts Game
2- Yer Degistireni Bul 2- Who Changed
3- Zapla-2-3 Oyunu 3- Jump-2-3 Game

1- Dart Oyunu

Yas:7-11

Arac ve Gerecler : Tebesir, tahta

BECERILER

Islemsel beceriler, ciimle kurma becerisi

ANAHTAR

Sayilar, dort islem (toplama, ¢ikarma, ¢arpma, bolme)kelimeler

KAZANIMLAR
1. Dort islem becerisi gerektiren matematiksel iglemleri yapar.
2. Yeni 6grendigi kelimeleri ciimle icerisinde kullanir.

Oyuna Hazirlaniyoruz
Acik havada okul bahgesine ya da sinif tahtasina bir dart ¢izilir. Dairelerin icerisine 6grenci seviyesine gore
sayilar yazilir. Ogrenciler sosyal mesafeyi koruyarak belirli bir uzaklikta beklerler.

Haydi Oynuyoruz!

Bu oyun dart oklar1 ile oynanabilir ya da ogrenci gozerini kapatarak parmagiyla dartta bir noktaya dokunur.
Dart panosunda buldugu say1y1 tahtaya yazar. Ikinci sayrya dokunur ve o say1y1 da yazarak matematiksel
islem yapar. Ornegin: 6grenci dartta 8 ve 50 sayilarin1 bulmus olsun. Ogretmen garpma islemi yap derse
50X8=400 islemini yapar.

Oyun dil dersinde 6grendigi yeni kelimeler dart tablosuna yazilarak da oynanabilir. Ogrenci dartta
isaretledigi kelimenin i¢inde gegtigi climleler kurabilir. Farkli derslere de uygulanabilir.

1- Dart Game
Age: 7-11
Tools and Equipment: Chalk, wood
SKILLS
Matematical skills, ability to form sentences
KEY
Numbers, four operations (addition, subtraction, multiplication, division) words
BENEFITS
1. Performs mathematical operations that require four processing skills.
2. Uses newly learned words in sentences.
Getting Ready for the Game
In the open air, a dart is drawn on the schoolyard or classroom board. Numbers are written in the circles
according to the student level. Students stay at a certain distance while maintaining social distance.
Let's Play!
This game can be played with dart arrows or the student touches a point on the dart with his finger while
closing his eye. He writes the number he finds on the dart board. He touches the second number and does
mathematical operation by writing that number as well. For example: the student has found the numbers 8
and 50 on the dart. If the teacher says multiply, he does 50X8 = 400.
The game can also be played by writing the new words learned in the language lesson on the dart table. The
student can make sentences in which the word marked on the dart is included. It can also be applied to
different lessons.



2- Yer Degistireni Bul X & x é

Yas:7-11 -

Arag ve Geregler : Yere ¢izmek i¢in tebesir, renkli bant,

karton 3'm

BECERILER g,

Dikkatini toplama — -

KAZANIMLAR A o3 & g
1. Dikkat calismalar1 yapar "'L..,, '*'Lw NS S,

Oyuna Hazirlaniyoruz

Acik havada okul bahgesine arasinda 3 metre buunan iki yatay ¢izgi ¢izilir. Ogrenciler iki
gruba ayrilir ve ¢izgilerin arkasinda sosyal mesafeye dikkat ederek yan yana siralanirlar.
Haydi Oynuyoruz!

Ogrencilerden 6nce kars1 grupta kimin nerede oduguna dikkat etmesi istenir. iki grup
birbirine sirtlarin1 doner. Gruplarda bir kisi siradaki yerini degistirir. Sonra gruplar tekrar
birbirlerine donerler. Gruptaki 6grenciler diger grupta kimin yer degistirdigini bilmeye
calisir. Ilk bilen grup kazanir ve kars1 gruptaki oyuncuyu kendi gruplarma alirlar. Oyun bir
gruptaki oyuncular bitene kadar devam eder.

2- Who Changed

Age: 7-11

Tools and Materials: Chalk, colored tape, cardboard for drawing on the floor
SKILLS

Distraction

BENEFITS

1.Does attention exercises

Getting Ready for the Game

In the open air, two horizontal lines, 3 meters apart, are drawn to the school garden.
Students are divided into two groups and line up side by side, paying attention to social
distance behind the lines.

Let's Play!

Students are first asked to pay attention to who is in the opposite group. The two groups
turn their backs to each other. In groups, one person changes his position in the queue. Then
the groups return to each other again. Students in the group try to know who has moved in
the other group. The group that knows first wins and takes the player from the opposite
group into their group. The game continues until the players in a group are finished.



ZIPLA, 2,3
Yas:7-11
Arac ve Gerecler : Hareketli ve s6zsiiz bir miizik
BECERILER
Dikkat, konusma
ANAHTAR KELIMELER
Odaklanma, sira, sayilar, tekrar
KAZANIMLAR
1. Dikkatini yogunlastirir.
2. Yonergelere uygun hareket eder.
Oyuna Hazirlaniyoruz
Sinifta veya agik alanda 6grencilerin sosyal mesafeye uygun olarak ayakta ¢gember olabilmeleri i¢in
durmalar gereken yerleri tebesir, boya, renkli bant vb. materyal ile belirleyiniz.
Haydi Oynuyoruz!
[lk olarak siz “1” diyerek oyunu baslatiniz. Grup arkadasinizdan ise sizden sonra “2” demesini isteyiniz ve
onun ardindan siz “3” deyiniz. Boylece “1, 2, 3” seklinde karsilikl1 sayiniz.
Ogrencilerinizi ikili gruplara ayirmz. Ikili gruplardan da ayni sekilde saymalarini isteyiniz.
Oyunun ikinci asamasinda ayni sayismacada “1” rakamini sdylemeyiniz. “1” rakamini sdyleme sirasi
geldiginde ziplaymiz. Sayismacada 1 rakami kime gelirse o 6grenciden ziplamasini isteyiniz. Yani
sayigsmacayi “zipla, 2, 3, zipla, 2, 3...”seklinde yaptiriniz.
Oyunun tiglincii asamasinda bu kez “3” rakamini sdyleme siras1 geldiginde ellerinizi bir kere birbirine
vurunuz. Sayismacay1 “zipla, 2, elleri vur, zipla, 2, elleri vur...” seklinde yaptiriniz. Ogrencilerinizin gok
tekrar yaparak sayismacalar1 kavramalarini saglayiniz.

Boyle de Oynayabiliriz! )
* Oyundaki eylemlerin yerine derslerinizle ilgili kelime ve kavramlar1 kullanabilirsiniz. Ornegin,
selamlasma ifadeleri, sekiller, sesler, hayvanlar vb.

JUMP, 2, 3

Age: 7-11

Tools and Equipment: Moving and non-verbal music

SKILLS

Attention, talk

KEYWORDS

Focus, sequence, numbers, repeat

BENEFITS

1. He concentrates his attention.

2. Acts according to the instructions.

Getting Ready for the Game

In the classroom or in the open area, the places where students need to stand in order to be a standing circle
in accordance with social distance are chalk, paint, colored tape, etc. Identify with the material.

Let's Play!

Stand face to face with your student as a group of two. First, you start the game by saying "1". Ask your
groupmate to say "2" after you and then say "3". Thus, count mutually "1, 2, 3".

Divide your students into groups of two. Ask the pairs to count in the same way.

Do not say the number "1™ in the same numerator in the second stage of the game. When it is your turn to
say the number "1", jump. Ask the student to jump to whom the number 1 comes in in the count. So make
the countdown "jump, 2, 3, jump, 2, 3...".

In the third stage of the game, when it's your turn to say the number "3", hit your hands once. Make the
account done by saying "jump, 2, hit the hands, jump, 2, hit the hands ...". Make sure your students
understand the numeracy by doing a lot of repetition.

We Can Play Like This!

* You can use words and concepts related to your lessons instead of the actions in the game. For example,
greetings, shapes, sounds, animals, etc.



MART/ MARCH

OYNAYACAGIMIZ OYUNLAR GAMES WE WILL PLAY
1- Ritim Orkestrasi 1- Rhythm Orchestra Game

2- Beni Taklit Et Oyunu 2- Imitate Me Game

1- Ritim Orkestrasi
( Bu ornek oyundur. Farkl: ritim oyunlart oynanabilir. Oyun sonundaki ornek videolardan yararanabilirsiniz.)
BECERILER
Is birligi, dikkat, dinleme, ritim
Yas:7-11
ANAHTAR KELIiMELER
Sesler, farklilik, orkestra, beden farkindaligi, kurallar, algak, yiiksek
Yer : Smif veya acik alan
Aracg ve Gerecler : -
KAZANIMLAR
1. Is birligi yapar.
2. Bedenini kullanarak ritim olusturur.

Oyuna Hazirlaniyoruz

Sinifta veya agik alanda 6grencilerin sosyal mesafeye uygun olarak ayakta ¢gember olabilmeleri i¢in durmalari
gereken yerleri tebesir, boya, renkli bant vb. materyal ile belirleyiniz.

Haydi Oynuyoruz!

Ogrencilerinizle birlikte ayakta cember olusturunuz.

Bedeninizi kullanarak cesitli ritimler (elleri birbirine vurma, elleri siklatma, elleri gégse vurma, elleri bacaklara
vurma vb.) belirleyiniz ve 6grencilerinizin bu ritimleri yapmalarini saglayiniz.

Daha sonra belirlediginiz bir ritmi siirekli yapmaya baslayiniz. Sirayla 6grencilerinizin kendi belirledikleri
ritimlerle size katilmasini saglayiniz. Her 6grencinizin yanina sosyal mesafeye uygun sekilde yaklasarak onlar1
ritme katilmaya tesvik ediniz.

Daha sonra ellerinizle isaret vererek seslerin algalmasini ve ylikselmesini saglaymiz.

Boylece siifca her 6grencinizin kendi ritmiyle katildig: bir ritim orkestrasi olusturunuz.

Ornek Videolar:

https://www.youtube.com/watch?v=vR-rOfe-KTM

https://www.youtube.com/watch?v=BY mMWELALtIMI
https://www.youtube.com/watch?v=cY IF-dKD8is
https://www.youtube.com/watch?v=um0aM4rhcgg
https://youtu.be/OgurUgOKtkM
https://www.youtube.com/watch?v=59moK748ypM
https://www.youtube.com/watch?v=YNO0zOFDvTHSs
https://www.youtube.com/watch?v=Ach0UjS9z40
https://www.youtube.com/watch?v=HwoXD RVET(q
https://www.youtube.com/watch?v=um0aM4rhcqg&t=65s
https://www.youtube.com/watch?v=qiuvf-V3J8I
https://www.youtube.com/watch?v=0wsXuUhwRKs



https://www.youtube.com/watch?v=vR-r0fe-KTM
https://www.youtube.com/watch?v=BYmWELAtiMI
https://www.youtube.com/watch?v=cYIF-dKD8is
https://www.youtube.com/watch?v=um0aM4rhcgg
https://youtu.be/OgurUqOKtkM
https://www.youtube.com/watch?v=59moK748ypM
https://www.youtube.com/watch?v=YN0z0FDvTHs
https://www.youtube.com/watch?v=Ach0UjS9z4o
https://www.youtube.com/watch?v=HwoXD_RVETg
https://www.youtube.com/watch?v=um0aM4rhcgg&t=65s
https://www.youtube.com/watch?v=qiuvf-V3J8I
https://www.youtube.com/watch?v=0wsXuUhwRKs

1- Rhythm Orchestra
(This is an example game. Different rhythm games can be played. You can use the sample videos at the end of
the game.)
SKILLS
Cooperation, attention, listening, rhythm
Age: 7-11
KEYWORDS
Voices, difference, orchestra, body awareness, rules, low, high
Place: Classroom or open space
Tools and Equipment: -
BENEFITS
1. Cooperate.
2. He creates rhythm by using his body.

Getting Ready for the Game

In the classroom or in the open area, the places where students should stand in order to be a standing circle in
accordance with social distance are chalk, paint, colored tape, etc. Identify with the material.

Let's Play!

Build a standing circle with your students.

Using your body, identify various rhythms (clapping hands, clapping hands, hitting hands to chest, hitting
hands to legs, etc.) and have your students make these rhythms.

Then start making a rhythm that you have determined continuously. In turn, make sure that your students join
you with the rhythms they set themselves. Encourage each of your students to join the rhythm by approaching
them according to their social distance.

Then make the voices rise and fall by making a gesture with your hands.

Thus, create a rhythm orchestra in which each student participates in his / her own rhythm.

Example Videos

https://www.youtube.com/watch?v=vR-rO0fe-KTM

https://www.youtube.com/watch?v=BYmWELALtIMI
https://www.youtube.com/watch?v=cY IF-dKD8is
https://www.youtube.com/watch?v=um0aM4rhcgg
https://youtu.be/OgurUgOKtkM
https://www.youtube.com/watch?v=59moK748ypM
https://www.youtube.com/watch?v=YNO0zOFDvTHSs
https://www.youtube.com/watch?v=Ach0UjS9z40
https://www.youtube.com/watch?v=HwoXD RVETqg
https://www.youtube.com/watch?v=um0aM4rhcqg&t=65s
https://www.youtube.com/watch?v=qiuvf-V3J8I
https://www.youtube.com/watch?v=0wsXuUhwRKs

2- Beni Taklit Et Oyunu


https://www.youtube.com/watch?v=vR-r0fe-KTM
https://www.youtube.com/watch?v=BYmWELAtiMI
https://www.youtube.com/watch?v=cYIF-dKD8is
https://www.youtube.com/watch?v=um0aM4rhcgg
https://youtu.be/OgurUqOKtkM
https://www.youtube.com/watch?v=59moK748ypM
https://www.youtube.com/watch?v=YN0z0FDvTHs
https://www.youtube.com/watch?v=Ach0UjS9z4o
https://www.youtube.com/watch?v=HwoXD_RVETg
https://www.youtube.com/watch?v=um0aM4rhcgg&t=65s
https://www.youtube.com/watch?v=qiuvf-V3J8I
https://www.youtube.com/watch?v=0wsXuUhwRKs

BECERILER

Liderlik, dikkat, hareket, gozlem, taklit, yaratici diisiinme, 6zgiiven, gorsel ayirt etme
ANAHTAR KELIMELER

Miizik, uyum, isim, hareket

Yer : Smif veya acik alan

Arac ve Gerecler : Hareketli ve sozsiiz bir miizik

KAZANIMLAR

1. Yapilan hareketleri taklit eder.

2. Bir gruba liderlik yapar.

Oyuna Hazirlaniyoruz
Sinifta veya acgik alanda 6grencilerin sosyal mesafeye uygun olarak ayakta arka arkaya sira olmalarini isteyiniz.
Hareketli ve s6zsiiz bir miizik hazirlaymniz.

Haydi Oynuyoruz! )
Ogrencilerinizle birlikte ayakta arka arkaya sira olunuz. Ogrencilerin sirtlar1 birbirine doniiktiir.

Miizigi aginiz ve miizigin ritmine uygun olarak en arkadaki 6grenci 6niindeki 6grenciye konusmadan bir
hareket yapar. ikinci 6grenci 6niine donerek, 6niindeki arkadasina hareketin aynisini yapar. Bu sekilde sirayla
devam eder. En 6ndeki 6grenci en arkadaki 6grencinin hareketinin aynisini yapip yapamayacagina
bakilir.(Kulaktan kulaga oyununun beden diliyle oynanisi)

Ornek video: https://www.youtube.com/watch?v=4952Xpb6hKA

1,5 matre

2- Imitate Me Game
SKILLS


https://www.youtube.com/watch?v=4952Xpb6hKA

Leadership, attention, movement, observation, imitation, creative thinking, self-confidence, visual
discrimination

KEYWORDS

Music, harmony, name, movement

Place: Classroom or open space

Tools and Equipment: Moving and non-verbal music

BENEFITS

1. Imitates the movements.

2. Lead a group.

Getting Ready for the Game

In the classroom or in the open area, ask the students to stand back to back in line with social distance.
Prepare moving and non-verbal music.

Let's Play!

Take turns standing back to back with your students. The backs of the students are facing each other.

Turn on the music and in accordance with the rhythm of the music, the student at the back makes a movement
without speaking to the student in front of him. The second student turns in front of him and does the same to
his friend in front of him. It continues in order like this. It is checked whether the foremost student can do the
same as the backmost student.

Sample video: https://www.youtube.com/watch?v=4952Xpb6hKA

1,5 matre

15 metre (\ (8

1,8 metre


https://www.youtube.com/watch?v=4952Xpb6hKA
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OYNAYACAGIMIZ OYUNLAR GAMES WE WILL PLAY

1- Cuval Yarisi 1- Sack Race
2- Kendi Oyuncagim Yap Oynayalim 2- Make Your Own Toy Let's Play
2- Cuval Yaris1
Yas:7-11
BECERILER

Dikkat, denge, hareket

Yer : Smif veya acik alan

Arac ve Gerecler : cuval

KAZANIMLAR

1. Yer degistirme hareketlerini artan kuvvet, hiz ve ¢eviklikle yapar.

2. iki ve daha fazla hareket becerisini iceren basit kuralli oyunlar oynar.

3._Oyunu belirlenen kurallara gore oynar

4. Temel hareketleri yaparken dengesini saglamak icin stratejiler gelistirir.

Oyuna Hazirlaniyoruz

Sinifta veya acik alanda baslama ve bitis yerleri belirlenir. Ogrencilerin sosyal mesafeye uygun olarak ayakta
cuvallarn igine girerek baslama noktasindaki ¢izgide bekler.

Haydi Oynuyoruz!

Ogrenciler, baslama komutuyla baslangig ¢izgisinden ¢uvalin icerisinde ziplayarak bitis ¢izgisine ulasmaya
calisir. Bitis noktasina ilk ulasan 6grenci kazanir.

1- Sack Race
Age: 7-11
SKILLS
Attention, balance, movement
Place: Classroom or open space
Tools and Materials: sack
BENEFITS
1. It makes displacement movements with increasing force, speed and agility.
2. Plays games with simple rules involving two or more movement skills.
3. He plays the game according to the determined rules
4. Develops strategies to maintain balance while performing basic movements.
Getting Ready for the Game
The starting and ending places are determined in the classroom or in the open area. In accordance with the
social distance of the students, they go into standing sacks and wait on the line at the starting point.
Let's Play!
Students try to reach the finish line by jumping from the starting line in the sack with the start command. The
student who reaches the end point first wins.

Sample Video:

E ﬁl:l E https://www.youtube.com/watch?v=r6hpz4TP0xs
-



https://www.youtube.com/watch?v=r6hpz4TP0xs

2- Kendi Oyuncagim Yap Oynayalim
BECERILER
Liderlik, gozlem, yaratici diisiinme, 6zgiiven, birlikte oynama, paylagsma, ¢evreye duyarlilik
ANAHTAR KELIMELER
Oyuncak, yaraticilik, oyun kurma, geri donitisiim
Yer: Smif veya acik alan
Arac ve Gerecler: Ogrenciler istedigi her tiirii malzemeyi kullanabilir
KAZANIMLAR
1. Farkli materyalleri kullanarak ii¢ boyutlu ¢calisma yapar.
2. Cesitli stratejileri ve taktikleri kullanarak tasarladigi oyunlar: arkadaslariyla oynar.
3._Oyun ve fiziki etkinliklerde is birligi yapar
4. Yaraticihgim gelistirir ve dogay1 korur.
Oyuna Hazirlaniyoruz
Ogrenciler istedigi malzemeyi kullanarak bir oyuncak tasarlar. Ozellikle atik malzemeler kullanarak geri
doniisiim saglar ve dogaya da katkida bulunur. Bu etkinlikte grencilerin yaraticiliinin ve hayal giicliniin
gelistirilmesi 6nemlidir. Geri doniisiim ve dogay1 koruma konular1 tizerinde durulur.
Haydi Oynuyoruz!
Ogrenciler kendi oyuncaklarmni arkadaslarina tamitir. Nasil yaptigini ve hangi malzemeleri kullandigini agiklar.
Tasarladiklar1 oyuncaklarla hep birlikte oyunlar oynarlar.

2- Make Your Own Toy Let's Play

SKILLS

Leadership, observation, creative thinking, self-confidence, playing together, sharing, environmental awareness
KEYWORDS

Toy, creativity, playmaking, recycling

Place: Classroom or open space

Tools and Equipment: Students can use any type of material they want

BENEFITS

1. They Do three-dimensional work using different materials.

2. They play the games he designed using various strategies and tactics with his friends.

3. Cooperates in games and physical activities

4. Improves creativity and protects nature.

Getting Ready for the Game

Students design a toy using the materials they want. It provides recycling especially by using waste materials
and also contributes to nature. It is important to develop students' creativity and imagination in this activity.
Recycling and nature protection issues are emphasized.

Let's Play!

Students introduce their toys to their friends. He explains how he does it and what materials he uses. They play
games together with the toys they designed.



