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 The study examined the opinions of teachers who provide intelligence games 
education on the contribution of intelligence games to student 
development. The research study group, conducted using a qualitative 
research method, included 63 teachers working throughout Turkey. The 
researchers prepared A semi-structured interview form to collect the data. 
In the interview form, questions were asked about the effects of intelligence 
games on students' physical (psycho-motor), cognitive, social, personality, 
and language development. The descriptive analysis method was used to 
analyze the data. As a result of the research, it was concluded that 
intelligence games support each developmental area separately according 
to the developmental areas of students. In addition, teachers' opinions 
determined that supporting hand-eye coordination, gaining self-confidence, 
and expressing oneself correctly and effectively came to the forefront in the 
effect of intelligence games on students' developmental areas. 
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INTRODUCTION 

The game, which is thought to be as old as the history of humanity, is defined by Huizinga (2020) 
as a preoccupation that has sanctions that are valid for everyone in time and space but is still played 
will arouse various emotions in those who play, even if it has a specific goal, and goes beyond the daily 
routine. Baykoç Dönmez (2000) supports this idea and states that play is one of the important elements 
constantly present in human behavior and supports the development of the child's mind. While Erikson 
(1950) considers play as an ego function (Erden, 2016), Montaigne (1533-1592) states that play is 
perceived as a serious endeavor for children, not just a game (MEB, 2009). While there are many 
different definitions of play in the literature, there are also many classifications. While Elkind (2011) 
categorizes games as mastery games, creative games, intimacy games, and therapeutic games by 
emphasizing the functionality of the game, Baratov (2013) makes a classification according to the 
interests of materials and age groups and classifies games as games for children only, games of chance, 
games of skill and power, intelligence games and participatory games. 

Although play is subject to different definitions and classifications, children need to make sense 
of life. Children see play as a universal language for themselves and learn to discover themselves and 
the outside world through play. Games provide children with vital experiences and are a learning tool. 
Türkoğlu and Uslu (2016) state that enriching learning environments with educational games to 
develop individuals' mental abilities and problem-solving skills is necessary to ensure permanence in 
learning. To prepare children for the developing and changing world, the first step was taken in Turkey 
in 2013 to include games in the teaching process, and the Secondary School and Imam Hatip Secondary 
School Intelligence Games Course (5th, 6th, 7th, and 8th grades) Curriculum was prepared. In this 
curriculum, within the framework of the general objectives specified in the Basic Law of National 
Education, it is emphasized that the individual recognizes and develops his/her intelligence potential, 
makes fast and correct decisions by developing original and different strategies in the problems he/she 
encounters, and has a systematic thinking structure. In addition, it was aimed at students developing 
skills to work individually or as a team in competitive environments and having a positive attitude 
towards problem-solving (MEB, 2013). With the positive developments experienced with the 
implementation of this program, the Ministry of National Education General Directorate of Lifelong 
Learning supported the dissemination of intelligence games by creating the Intelligence Games Course 
Program (MEB, 2018) in 2018. 

Play is thought to support development for all age groups. Development is defined as the 
change/transformation that starts with the fertilization process of the organism, which is always in the 
process of progress in physical, cognitive, language, emotional, and social aspects and is undergone 
until the final stage (Senemoğlu, 2018). In addition to this classical approach, development is a lifelong 
process. According to this perspective, development is structured by functioning together with 
biological, sociocultural, and individual factors, including growth, maintenance, and regulation, which 
continues throughout the life of the human being, takes place in many dimensions and directions, is 
quite flexible yet disciplined, and involves growth, maintenance and regulation (Santrock, 2019). The 
most prominent feature among the basic characteristics of development is that development is a 
whole and takes place in different areas such as physical, cognitive, language, personality, social, and 
emotional. In the 2023 Vision Document of the Ministry of National Education, the main subject is 
determined as human (child), and his/her development in every aspect is based on universal values in 
connection with his/her national culture and at a level that can easily keep up with the changing and 
developing world conditions (MEB, 2023). When the literature was examined, it was seen that the 
majority of the studies conducted with teachers in the field of mind and intelligence games were in 
the form of determining teachers' opinions on the Elective Intelligence Games course (Adalar & Yüksel, 
2017; Alkaş Ulusoy, Saygı, & Umay, 2017; Devecioğlu & Karadağ, 2016; Sargın & Taşdemir, 2020; Yılmaz 
& İkikardeş, 2020). No study was found in which teachers' views on the contribution of intelligence 
games to the developmental characteristics of students were determined. For this reason, this study 
is thought to be important in determining the contributions of intelligence games to students' 
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developmental areas. The results of this study can help educators make decisions to use more 
intelligence games in practice to support student development holistically. In this context, it may allow 
new approaches in education to be shaped and the potential of intelligence games to be utilized more 
widely. In addition, it can be said that this study will provide important findings for future studies on 
this subject. For this reason, this study was conducted to determine teachers' views on the 
contribution of intelligence games to the development of students. 

METHOD 

A qualitative research method was used in the study. Yıldırım and Şimşek (2008) define 
qualitative research as “research in which qualitative data collection techniques such as observation, 
interview, and document analysis are used and a qualitative process is followed to reveal perceptions 
and events realistically and holistically in a natural environment.” In this study, a holistic approach was 
adopted. In accordance with the purpose of the research, the development of students was examined 
in five different areas, and teachers' opinions were taken on the contributions of intelligence games to 
these areas of development. 

STUDY GROUP 

The study group was formed using convenience sampling, one of the purposeful sampling 
methods. With the convenience sampling method, a situation that is close and easy to access for 
researchers is selected (Yıldırım & Şimşek, 2008). The study group of the research consisted of 63 
volunteer teachers among the teachers of the students who participated in the 2nd National Mind 
Games Competition organized by the All Mind and Brain Games Federation. Demographic information 
of the teachers in the study group is shown in Table 1. 

Table 1. Demographic Characteristics of the Participants 

Variable n  % 
Gender 
Female 27 42.9 
Male 36 57.1 
Professional Seniority Years 
1-5 years 13 20.6 
6-10 years 15 23.8 
11-15 years 10 15.9 
16- 20 years 11 17.5 
21 years and above 14 22.2 
Branch   
Physical Education 2 3.1 
Geography 1 1.5 
Philosophy 1 1.5 
Science 2 3.1 
Visual Arts 1 1.5 
English 3 4.8 
Mathematics 6 9.5 
Preschool 3 4.8 
Psychological Counseling and Guidance 6 9.5 
Basic Education 30 47.6 
Social Science 4 6.3 
Technology Design 4 6.3 
TOTAL 63 100 
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DATA COLLECTION TOOLS 

The semi-structured interview technique, one of the qualitative research techniques, was used 
in the study. Through interviews, the experiences, attitudes, thoughts, intentions, interpretations, 
mental perceptions, and reactions of individuals towards a situation/event/phenomenon are tried to 
be determined (Yıldırım & Şimşek, 2008). In this process, the demographic information form prepared 
by the researcher and the interview form with open-ended questions prepared to determine teachers' 
opinions about the effect of intelligence games on student development were used. While preparing 
the interview form, the relevant literature was examined first, and open-ended questions that were 
appropriate for the purpose of the research were listed. The draft interview form was submitted to 
expert opinion (n=3), and the questions were finalized per the experts' suggestions. The interview form 
included five open-ended questions. 

DATA COLLECTION AND ANALYSIS 

Interviews were conducted face-to-face with volunteer teachers during the Turkey Mind and 
Brain Games Tournament organized by the All Mind and Brain Games Federation. The interviews were 
conducted in the tournament, which was held in 2022 and lasted for three days, during the time 
periods when the teachers participating in the research were available at the tournament. The answers 
given by the teachers during the interview process, which lasted approximately 15-20 minutes, were 
recorded by the researcher using a smartphone. Permission was obtained from the participants for the 
audio recording. 

During the data analysis process, the recorded data were transcribed. The data obtained from 
the interviews were analyzed using a descriptive analysis method. Descriptive analysis includes the 
stages of creating a thematic framework for analysis, processing the data according to the thematic 
framework, defining the findings, and interpreting the findings (Yıldırım & Şimşek, 2008). In the data 
analysis process, a thematic framework was determined according to the development areas in the 
interview questions. The data were coded separately by the researchers for each interviewee. The 
percentage of agreement between the codes determined by the researchers was determined. 
According to Miles and Huberman (1994), to evaluate how consistent the researchers are in coding 
and thematic analysis in qualitative data analysis, “intercoder agreement” requires several 
independent coders to obtain similar results in analyzing the same data. The percentage of agreement 
is calculated as (Agreed codes/total coded items)x100. The researcher or coders code the data 
according to certain categories or themes. Coders place each unit of data into a specific category. We 
calculate how similar the coders are on each data unit to determine the agreement between different 
coders. The number of concordances (concordant codes) is proportioned to total data units and 
expressed as a percentage (Miles & Huberman, 1994). In this study, the agreement percentage of the 
coding made by the researchers was calculated as 91.8%. The four statements coded differently by the 
researchers were compared and merged into common codes by consensus. The findings obtained in 
this context were organized in tables. The interviewed teachers were coded from T1 to T63 and shown 
in the table as coded. In addition, one-to-one quotations from the participant teachers' opinions were 
written under the relevant tables. When the interview method is used in qualitative research, giving 
the participants' views with direct quotations is an important technique to increase the validity of the 
research (Creswell, 2013). This practice was used to ensure the accuracy of the data and the reflection 
of the participants' perspectives. 
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FINDINGS 

The opinions of 63 teachers who trained students in the field of intelligence games, which 
constituted the study group of the research, on the contributions of intelligence games to the physical, 
social, cognitive, personality, and language development of students were analyzed separately, and 
the results of the analysis were tabulated and described. 

Table 2. Opinions of Teachers who Provide Brain Teasers on the Contributions of Brain Teasers to 
Students' Physical (Psychomotor) Development 

When Table 2 is examined, and the opinions of the teachers who provide intelligence games 
training about the contributions of intelligence games to students' physical (psychomotor) 
development are analyzed, the highest rate is determined as supporting hand-eye coordination, with 
57%. In second place was the statement supporting fine-muscle motor development with 29%. Other 
ratios were 11% supporting physical development, 10% strengthening reflexes, 8% increasing hand 
skills and speed, and 3% supporting all-round development. 

“These games especially help develop hand-eye coordination. Games often require the 
simultaneous use of visual attention and motor skills. Students use their finger muscles by interacting 
with small objects in such games, which helps the development of fine motor skills.” (T28) 

“In games, students have to perceive something visually quickly and react to it with appropriate 
motor skills. For example, in their games, students must direct their hands correctly when reacting to 
rapidly moving objects. This allows them to act based on audiovisual information, thus improving their 
hand-eye coordination. Many brain teasers require students to react quickly. This improves students' 
instant decision-making skills and helps to speed up their reflexes.” (T62) 

Table 3. Opinions of Teachers who Provide Brain Teaser Training on the Contributions of Brain 
Teasers to Students' Social Development 

Theme 
(Category) 

Codes    n   % 

 
 
Contribution of 
intelligence 
games to 
physical 
(psychomotor) 
development 

Contribution of intelligence games to physical (psychomotor) 
development (T3, T4, T5, T6, T7, T9, T11, T13, T14, T17, T18, T19, T20, 
T21, T23, T28, T31, T32, T36, T37, T38, T39, T41, T44, T46, T51, T52, 
T53, T54, T56, T57, T58, T59, T60, T61, T63) 
Supporting fine muscle motor development (T7, T10, T16, T24, T25, 
T26, T27, T28, T30, T32, T38, T40, T42, T46, T48, T55, T60, T61) 
Supporting physical development (T1, T15, T22, T33, T34, T47, T49) 
Strengthening reflexes (T12, T35, T43, T50, T62, T63)                 
Increasing dexterity and speed (T23, T29, T37, T45, T57) 
Supporting all-round development (T2, T8) 

36 
 
 

18 
 
 

7 
6 
5 
2 

57 
 
 

29 
 
 

11 
10 
8 
3 

Theme 
(Category) 

Codes  n   % 

 
 
 
Contribution of 
intelligence 
games to social 
development 

Socializing (T1, T2, T5, T8, T14, T17, T19, T21, T22, T23, T25, T26, T32, 
T35, T39, T42, T54, T56, T59, T62) 
Improving communication skills (T3, T6, T7, T10, T12, T13, T14, T16, 
T20, T23, T24, T28, T34, T35, T36, T42, T47, T53, T63) 
Ease of making friends (T4, T5, T11, T30, T31, T33, T37, T38, T40, T49, 
T60) 
Development of strong friendship bonds (T9, T10, T18, T27, T29, T32, 
T44, T50, T59, T61) 
Interaction with different cultures (T11, T31, T37, T43, T45, T51, T52) 
Aptitude for teamwork (T8, T25, T41, T55, T57, T62) 

20 
 
19 
 
11 
 
10 
 
7 
6 

32 
 
30 
 
17 
 
16 
 
11 
10 
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When Table 3 is examined, it is seen that the teachers' opinions about the contributions of 
intelligence games to the social development of students were socialization, with 32% in the first place, 
and increasing communication skills, with 30% in the second place. The other percentages were 17% 
ease in making friends, 16% development of strong friendship bonds, 11% interaction with different 
cultures, and 10% predisposition to teamwork. The views of teacher T10 and teacher T32 on this theme 
are presented below. 

“While playing together, students learn to convey their thoughts to others, listen to others' ideas 
and resolve conflicts. This process helps students develop their verbal and non-verbal communication 
skills. Games provide a great opportunity for having fun, developing friendships, and building stronger 
bonds.” (T10) 

“Brain teasers provide a social platform that strengthens students' skills and their interaction 
and cooperation skills within the group. These games contribute greatly to students' socialization 
because they are played together in groups, and students interact. Such games strengthen students' 
teamwork skills and increase their ability to produce solutions and collaborate. This allows students to 
develop their ability to work effectively individually and in groups.” (T62) 

Table 4. Opinions of Teachers who Provide Brain Teaser Training on the Contributions of Brain 
Teasers to Students' Cognitive Development 

When Table 4 is analyzed when the opinions of the teachers about the contributions of 
intelligence games to the cognitive development of students are examined, the first place was versatile 
thinking with 27%, the second place was strategy development with 19%, and the third place was 
problem-solving with 17%. In other ratios, 16% fast thinking, 14% analytical thinking and analyzing and 
making logical and accurate decisions, 10% supporting academic success, 8% concentration and 
attention skills and high-level thinking skills, 6% learning skills, 5% supporting mental processes, 3% 
foresight ability, supporting cognitive development, active intelligence, activating intelligence areas, 

Theme 
(Category) 

Codes  n   % 

 
 
 
Contribution of 
intelligence 
games to 
cognitive 
development 

Multi-dimensional thinking (T3, T10, T17, T18, T31, T32, T34, T39, T41, 
T44, T49, T50, T51, T52, T53, T59, T63) 
Strategy development (T3, T20, T21, T25, T28, T29, T33, T34, T37, T51, 
T56, T62) 
Problem solving (T1, T8, T12, T22, T25, T28, T29, T32, T40, T42, T59) 
Quick thinking skills (T11, T13, T16, T17, T19, T22, T23, T54, T56, T57) 
Analytical thinking and analysis (T4, T5, T14, T22, T25, T33, T37, T40, 
T60) 
Making logical and accurate decisions (ÖT, T8, T19, T20, T24, T29, T45, 
T48, T55) 
Supporting academic success (T8, T9, T15, T30, T49, T55) 
Concentration and attention skills (T10, T13, T16, T26, T46) 
Higher-order thinking skills (T40, T44, T52, T53, T63) 
Learning skills (T1, T2, T14, T41 ) 
Supporting mental processes (T36, T38, T47) 
Foresight ability (T3, T11) 
Supporting cognitive development (T6, T57) 
Active intelligence (T11, T35) 
Activating intelligence areas (T27, T58) 
Accelerate intelligence development (T35, T61) 
Quick comprehension (T7) 

17 
 
12 
 
11 
10 
 
9 
 
9 
6 
5 
5 
4 
3 
2 
2 
2 
2 
2 
1 

27 
 
19 
 
17 
16 
 
14 
 
14 
10 
 8 
8 
6 
5 
3 
3 
3 
3 
3 
2 
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accelerating intelligence development and 2% rapid comprehension. I have shared the opinions of 
teacher T3 and teacher T44 below. 

“Brain teasers play a vital role in students' cognitive development because these games help 
them versatilely develop their thinking skills. Games often require considering multiple possibilities and 
solutions. This enables students to think about different alternatives, not just one solution. At the same 
time, games teach students how to make plans, set goals, and create step-by-step strategies to reach 
these goals.” (T3) 

“Brain teasers strengthen students' high-level cognitive skills by improving their thinking 
abilities; they also teach them to consider different perspectives and thus develop students' 
multidimensional thinking abilities.” (T44) 

The opinions of the teachers who provided intelligence games training on the contribution of 
intelligence games to the personality development of students are presented in Table 5. 

Table 5. Opinions of Teachers who Provide Brain Teaser Training on the Contributions of Brain 
Teasers to Students' Personality Development 

 

When Table 5 is analyzed, and the teachers' opinions on the contributions of intelligence games 
to the personality development of students are examined, gaining self-confidence has the highest 
value at 43%. Respect for differences and gentlemanliness ranked second with 16%, and appreciation 
of achievement and success ranked third with 14%. Other views were expressed as controlling 
emotions with 13%, patience and taking responsibility for decisions with 10%, acceptance of failure, 
struggling with difficulties and following the rules with perseverance with 8%, developing self-esteem, 
personality and identity acquisition with 6%, self-identity, empathy and satisfaction of success with 
5%, sense of duty and supporting personality development with 3%. The opinions of teacher T5 and 
teacher T32 are given below. 

“Brain teasers help students gain self-confidence as they allow them to experience both success 
and failure. At the same time, seeing the consequences of every action and choice helps them learn to 

Theme 
(Category) 

Codes  n   % 

 
 
 
Contribution of 
intelligence 
games to 
personality 
development 

Gaining self-confidence (T1, T2, T4, T5, T6, T9, T10, T13, T18, T20, T21, 
T23, T25, T29, T31, T32, T34, T36, T41, T42, T44, T47, T48, T50, T52, 
T53, T62) 
Respect for differences and sportsmanship (T3, T7, T15, T17, T19, T20, 
T22, T24, T32, T58) 
Appreciate achievement and success (T8, T12, T14, T16, T26, T28, T38, 
T54, T60) 
Controlling emotions (T19, T22, T32, T38, T40, T42, T46, T51) 
Patience (T8, T13, T21, T27, T40, T49) 
Taking responsibility for decisions (T5, T7, T11, T56, T59, T63) 
Accepting failure (T13, T18, T36, T58, T61) 
Struggling with difficulties and determination (T34, T35, T37, T55, T61) 
Following the rules (T11, T17, T20, T46, T59) 
Developing self-esteem (T6, T46, T47, T61) 
Acquisition of personality and identity (T21, T35, T39, T43) 
Self-esteem (T47, T48, T57) 
Empathy (T29, T32, T55) 
Pleasure of success (T1, T13, T59 ) 
Mission awareness (T30, T63 ) 
Supporting personality development (T45, T62) 

 27 
 
 
 10 
 
  9 
 
  8 
  6 
  6 
  5 
  5 
  5 
  4 
  4 
  3 
  3 
  3 
  2 
  2 

43 
 
 
16 
 
14 
 
13 
10 
10 
 8 
 8 
 8 
 6 
 6 
 5 
 5   
 5 
 3 
 3 
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take responsibility. This strengthens their sense of responsibility and contributes positively to their 
personal development.” (T5) 

“Because these games create interaction between students with different ways of thinking, 
students learn to respect each other's ideas and play styles. This develops the concept of 'respect for 
differences.' Students learn to accept winning or losing maturely, strengthening their personal 
responsibility and gentlemanly behavior. Brain teasers are also useful in helping students to control 
their emotions. Games can sometimes be tense; a student may react emotionally when losing. 
However, students learn to manage these emotions. When a player loses, other students recognize that 
person's emotional state and consider how to support them. This helps students develop empathy skills 
and makes them more understanding and sensitive individuals.” (T32) 

The opinions of the teachers who provided training on intelligence games about the contribution 
of intelligence games to students' language development are presented in Table 6. 

Table 6. Opinions of Teachers who Provide Intelligence Games Training on the Contributions of 
Intelligence Games to Students' Language Development 

When Table 6 is analyzed, in the opinions of the teachers about the contributions of intelligence 
games to the language development of the students, the expressions of expressing oneself correctly 
and effectively with 56% in the first place, supporting language development with 22% in the second 
place, improving vocabulary with 17% in the third place and fluent speaking with 13% in the fourth 
place were included. The views of Teacher T8 and Teacher T19 on this theme are given below.  

“Brain teasers make a great contribution to improving students' language skills. Such games help 
students to express themselves correctly because they need to express their thoughts clearly and 
concisely during the games. Also, students practice thinking and speaking quickly and fluently during 
the game process. Thus, their linguistic expressions become more effective and fluent.” (T8) 

These types of brain teasers enrich students' vocabulary. The new terms, concepts, and 
expressions they encounter in games give students a wider vocabulary. While the language skills of 
students who play games develop, they especially begin to express themselves correctly and 
effectively.” (Ö19) 

DISCUSSION, CONCLUSION AND IMPLICATIONS 

The results obtained in the research conducted to determine the contributions of brain teasers 
to students' developmental areas according to teachers' opinions were determined in five themes as 
developmental areas. In this context, the teachers emphasized that brain teas support hand-eye 
coordination, fine-muscle motor development, and physical development in students' physical 
(psychomotor) development. Similarly, Maneval (1999) states that hand-eye coordination includes 
many other skills used in daily life, such as walking, running, and writing, and that the development of 
hand-eye coordination is an indicator that individuals will be successful in both education and social 
life in terms of being able to do all their work. In addition, Durualp and Aral (2018), in their research 

Theme 
(Category) 

Codes   n   % 

 
Contribution of 
intelligence 
games to 
language 
development 

Expressing oneself accurately and effectively (T3, T4, T5, T6, T7, T8, T9, 
T10, T12, T13, T14, T16, T19, T20, T22, T24, T25, T26, T28, T32, T34, 
T35, T37, T38, T39, T40, T42, T47, T50, T54, T57, T59, T61, T62, T63) 
Supporting language development (T1, T2, T18, T21, T30, T31, T36, T41, 
T43, T49, T52, T53, T56, T60) 
Enriching vocabulary (T7, T11, T15, T17, T19, T27, T29, T30, T44, T55, 
T58) 
Fluent speech (T8, T14, T23, T29, T45, T46, T48, T51) 

 35 
 
 
  14 
 
  11 
   
   8 

56 
 
 
22 
 
17 
 
13 
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with kindergarten students, revealed a significant difference in the motor skills development of 
students participating in play activities compared to other students. Hodges and Williams (2010) stated 
that physical activities play a critical role in developing children's motor skills (such as hand-eye 
coordination and fine muscle motor skills). Games and physical activities strengthen these skills. 
Ginsburg (2007) stated that games are essential in physical development and positively affect hand-
eye coordination, fine muscle motor skills, and general psychomotor development. Games are full of 
activities that develop children's motor skills. These results can be interpreted as the fact that such 
games can increase students' hand-eye coordination and fine muscle motor development and enable 
them to become more independent and successful individuals in education and social life. 

According to the teachers' opinions in the study, it was concluded that intelligence games 
facilitate students' social development, especially in socialization, developing communication skills, 
and making friends. In the survey conducted by Keskin (2009), it was concluded that games enable 
children to socialize and support their development positively. Ginsburg (2007) stated that games 
positively affect children's social and communication skills. Through games, children learn how to 
interact with others and how to improve their ability to make friends. A study by Stanley and 
Konstantareas (2007) found that games develop the ability to act together in a group and individually. 
Singer and Singer (2005) stated that children develop social skills through games and that games help 
children make friends. Games allow children to interact positively with others and improve their 
communication skills. In addition, Tuncor (2000) stated that games are a preliminary preparation for 
children to be aware of their society, know its concepts, and socialize. In the study conducted by Alkan 
and Mertol (2017) for the parents of gifted students, it was stated by the parents that intelligence 
games positively affect the development of different competencies of their children in social areas. 
According to the findings of Kula's (2020) research on intelligence games applied to second-grade 
primary school students, the classroom teacher stated that intelligence games had a positive effect on 
students' self-confidence, communication, empathy, thinking skills, and cooperation skills and that 
students participated more actively in the lesson and their motivation increased. In this context, while 
these games provide students with social interaction skills, they also increase their self-confidence, 
sense of empathy, and ability to cooperate. Therefore, using brain teasers in school and out-of-school 
settings can offer an excellent opportunity to support student development. 

According to the research results, most teachers believed that intelligence games support multi-
dimensional thinking, strategy development, and problem-solving skills in terms of their contribution 
to students' cognitive development. Östergren and Soderqvist (2013) found that educational games 
have a significant effect on cognitive development and that these games develop skills such as strategy 
development, problem-solving, and multi-dimensional thinking. This study emphasizes how games 
support the development of children's cognitive skills. Similarly, Lillard (2017), while discussing the 
effect of games on cognitive development, stated that children's problem-solving and strategy 
development skills can be developed through games. Role-playing games, in particular, allow children 
to develop multi-dimensional thinking skills. Açıkgöz (2003) suggested that games have an important 
role in active learning and that using games would be beneficial, especially in lessons that include the 
essence of scientific studies. In the study conducted by Özer, Gürkan, and Ramazanoğlu (2006), it was 
concluded that children gain problem-solving skills through experiences gained in games. In his study, 
Tural (2005) concluded that children develop more than one cognitive ability while playing games. 
These skills are decision-making, keeping in mind, performing mental operations with numbers, 
developing strategies according to current situations, developing solutions to problems encountered 
and presenting the most appropriate solution, and using creative thinking from higher-order thinking 
processes. In addition, Baş, Kuzu, and Gök (2020) concluded that analytical thinking, critical thinking, 
and decision-making skills developed because of various mind games played by gifted students as a 
result of their study at the primary school age and obtained a similar result to the results of this study. 
In the study conducted by Kel and Kul (2021), according to the opinions of mind and intelligence game 
instructors, it was found that mind and intelligence games positively affected students' attitudes 
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towards mathematics lessons, higher-order thinking skills, academic success, and mathematical skills. 
Türkoğlu and Uslu (2016) stated in their research that games are important in providing permanent 
learning in children in early childhood and developing both the individual's cognitive abilities and 
especially problem-solving skills. Demirel (2015) stated in his study that intelligence games are 
important in educational games. He concluded that these games support children's thinking abilities 
and help develop logical thinking and problem-solving skills. Derecioğlu and Karadağ (2016) concluded 
in their study that intelligence games make positive contributions in helping children realize their 
potential, make quick and effective decisions, and master problem-solving stages. Kurbal (2015) also 
stated in his study that intelligence games contribute to the development of reasoning skills in children 
and the development of effective problem-solving strategies by children. Previous studies' results are 
similar to those obtained in this study. In the context of these results, it can be said that intelligence 
games are an essential tool for students' cognitive development. These games can provide the 
development of high-level cognitive skills such as problem-solving, strategy development, and creative 
and analytical thinking. In addition, these games can be used in the learning-teaching process to 
accelerate students' cognitive development and provide more complex thinking skills. 

In the study, intelligence games' contributions to students' personality development, gaining self-
confidence, respecting differences, and appreciating success and achievement came to the forefront. 
Pellegrini (2009) suggested that games are fun activities for children and help them gain self-
confidence, develop social skills, and respect social rules. Particularly, competitive games provide 
children with skills such as appreciating success and being an athlete. In his study, Tören (2011) 
determined that children gain the ability to control their emotions during games and that games have 
an important effect on developing children's self-confidence. However, in the study of Açıkgöz (2003), 
it was stated that losing in competitions causes disappointment in students, and, therefore, negative 
emotions may develop in children. In addition, the study by Kula (2020) determined that students feel 
a sense of failure when they lose in the game and try to cope with this feeling. These results show that 
intelligence games help children not only play games but also gain emotional regulation, social skills, 
and personal awareness. Self-confidence is an important feature that increases success in individuals' 
academic and social lives. In this context, games can help children develop their social skills while also 
helping them create a positive perception of their own potential. In the research, the views of 
expressing oneself correctly and effectively, supporting language development, and developing 
vocabulary came to the fore regarding the contributions of intelligence games to students' language 
development. In their research, Burgaz Uskan and Bozkuş (2019) concluded that games are a process 
in which children interact; communication is intense and contributes to their language development. 
Like this result, Bergen and Mauer (2000) stated that children express themselves in games, and thus, 
games support language development. Miller (2007) determined that children develop different 
linguistic skills during games and that their grammar, vocabulary, and effective communication skills 
are strengthened in this process. Games support children's language development and enable them 
to communicate more effectively. As a result of the study conducted by Genişyürek (2021) with 
preschool students, it was concluded that intelligence games have a noticeable positive effect on 
language development. In this context, games can provide an environment where children actively 
participate, interact socially, and directly experience learning opportunities. This can be a very 
productive method for developing language skills. Teachers can support students' linguistic 
development more effectively by incorporating intelligence games into the educational process. 

RECOMMENDATIONS 

According to the results of this research, it can be suggested that intelligence games should be 
integrated into the curriculum, considering their contributions to the development areas of students. 
Intelligence games can be used as part of teaching strategies, and teachers can use games more 
effectively in lessons to support students' physical, social, cognitive, and linguistic development. It can 
be suggested that intelligence games played in school groups should be made more common. Students 
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can learn to cooperate, empathize, and develop their social skills through such games. In addition, 
games that encourage strategy development can be used more. Games such as word games, 
storytelling games, and word cards aimed at developing language skills can be frequently included in 
the classroom.  

This research is limited to the opinions of 63 teachers teaching in different branches. It can be 
suggested that the number of such studies on the contributions of intelligence games to the 
development areas of students is increased and that applied research be conducted in more schools. 
Studies conducted on different school types, cultural contexts, and age groups allow the potential of 
intelligence games in education to be examined from a broader perspective. 
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