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TRENDS IN GRADUATE THESIS RELATED
TO TRADITIONAL CHILDREN'S GAMES MADE IN TURKEY

Annotation. In this study, traditional children's games have been analyzed. The study
aims at giving suggestions and making a path to researchers on the subject for future studies by
specifying the tendencies in postgraduate studies on the field of traditional children's games. The
study focuses on the postgraduate and doctoral dissertations between 2010 and 2022 on traditional
children's games. In the study, thesis classification forms are used as the data collection device.
According to this study, the dissertations mainly concentrate on compiling traditional games
in various cities, the effects of children's games on values, communication and socialization.
1t is understood from the dissertations that mostly the adults in various ages who are called
«the others» have been chosen as samples and the qualitative method is often preferred as the
investogation method. Besides, this study indicates that the dissertations were mostly conducted
using interview forms as the data collection device and qualitative analysis as the data analysis
method.

Keywords: game, traditional children's games, postgraduate dissertations, tendencies,
graduate thesis.

Introduction

Play is a tool that helps children cope with stressful situations in daily life and
contributes to their emotional development. Children who grow up playing games are
more socially active, sociable and have better creativity skills than those who do not play
games. Children learn to wait, share, cooperate, get rid of self-centredness, control their
aggressive behaviours, empathise, belong to a group, respect the rights of others, learn
the concept of freedom, communicate, listen, express themselves, help each other, and
become leaders [1], [2], [3]. Game is also effective in enriching vocabulary and speaking
comfortably in front of the society [4], [2]. The game environment is the place where
the child can move most freely. This free environment affects the child's intelligence
development [5]. The child who cannot reach his/her goal while playing the game realises
that he/she has to work harder to reach his/her goal. As a result of all these effects of the
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game, a sincere bond is formed between the child and the game [5]. Children connect with
their social environment through game -interacting with the norms of the society in which
he lives begins to learn through games [6].

Children's games have left a trace in the lives of almost every human being from
past to present. Each region has its own unique games, characteristics and approaches
taken from its own culture. The values, culture, traditions and customs of a society are
transferred to future generations through games. The values adopted in the society are
frequently included in the games of that society. These facts we have mentioned show the
importance of traditional children's games on both personal and social basis. The most
important tool in teaching social values to children is traditional children's games, but
today, mass media and social media tools prevent children from socialising and distract
them from their own cultural values by distracting children from traditional games and
making them addicted to a virtual life. Although technological opportunities in today's
world have replaced the games on the street and caused the games to be forgotten,
traditional children's games have not lost their value.

Traditional children's games are a treasure that should be valued and preserved.
Traditional children's games are one of the most enjoyable and culturally valuable game
activities that can positively affect the developmental aspects of the child and develop
the child's potential [6]. According to another definition, traditional children's games are
a value that takes its rules from traditions and reflects the traditions and customs of the
nation and is passed down from generation to generation [8], [9].

In traditional children's games, children sometimes game outdoors, sometimes in
the open air, and sometimes in the house or school, sharing with their friends. Although
traditional children's games vary according to seasons, geographical and cultural regions,
the basic values they transmit to children are the same [10].

Traditional children's games are gradually being forgotten. This situation does not
only mean the disappearance of a culture, but also the physical, spiritual, mental and
social contributions of these games are beginning to disappear [11].

The aim of the study is to determine the trends in postgraduate theses on traditional
children's games in Turkey and to guide researchers for future studies and to have an idea.
Determining the trends in the master's and doctoral theses on traditional children's games
is extremely important as it will shed light on future studies on this subject.

In this study, the trends of postgraduate theses related to children's games in Turkey
were determined. As a result of this research, it was determined in which universities the
studies were conducted, which sample group they worked with, which data collection tool
they used, and how they analysed the data. The information obtained as a result of this
research will be useful for future researches by providing other perspectives for future
researchers.
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The memory and physical development of children who try to understand the universe
outside from the first times of our lives are supported by game. As the development and
abilities of children change, the structure and content of the game also changes. Language
development, communication and brain development progress faster in children who
play games when necessary compared to other children. While children acquire new
knowledge while playing games, they also acquire new skills and become aware of their
developmental characteristics. While the game is so important, it is important to transfer
the traditional children's games that have been played from the past to the present to
future generations without being lost and forgotten. In this direction, master's and doctoral
theses made for the purpose of compiling games were examined.

Based on all these, this study aims to answer the question «What are the trends in
theses on traditional children's games in Turkey?».

Materials and methods

In this study, the document analysis method, which is among qualitative researches
and in which all kinds of materials, especially written sources, are analysed, was used.
The main purpose of document review is to analyse in detail many sources related to the
events or phenomena to be investigated [12]. In this context, descriptive content analysis,
which is one of the ways of document analysis and which includes «determining the
trends of the studies conducted on a specific subject and evaluating the research results in
a descriptive dimension» [13], was used in the study. Each of the theses accessed in line
with the research was analysed one by one, and those that included the subject of children's
games and those that directly mentioned this subject were included in the analysis. In
order for the analyses to be reliable, care was taken to ensure the distribution of the theses
by including them in different classes in line with the colophon, topics, research designs,
samples, data collection tools and data analysis types. After these stages, the theses were
analysed through descriptive statistics and visualised with graphs and frequency tables.
Each of the theses accessed in line with the research was analysed one by one, and those
that included the subject of children's games and those that directly mentioned this subject
were included in the analysis. In order for the analyses to be reliable, care was taken to
ensure the distribution of the theses by including them in different classes in line with the
colophon, topics, research designs, samples, data collection tools and data analysis types.
After these stages, the theses were analysed through descriptive statistics and visualised
with graphs and frequency tables.

Research Model. Qualitative research method was used in this research. In this
research method, the subject or subjects to be discussed are evaluated without any
intervention and without disturbing the natural structure. Thesis classification forms were
used as data collection tools and descriptive analysis was used to analyse the data.
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Population and Sampling / Study Group. The theses guiding the study were
obtained from YOK National Thesis Centre. Theses between 2010 and 2022, which
include traditional children's games, were analysed. The theses related to the subject were
analysed and evaluated within the framework of traditional children's games in out-of-
school/out-of-class environments and in the presence of local people.

Data Collection Tools. In order to classify the articles in the study, classification
forms developed for different studies [13] were examined and a thesis classification form
was developed by the researcher. The thesis classification form, which was developed by
taking expert opinions, was composed of six parts: the title of the thesis, subject, method,
data collection tools, sample and data analysis methods.

Data Collection Process. In this study, data were obtained by examining a total
of 21 theses, 20 master's theses and 1 doctoral thesis, written about traditional children's
games between 2010 and 2022. The theses examined were researched from the National
YOK thesis centre. In this research method, the subject or subjects to be discussed in
this research method are evaluated without any intervention and without disturbing the
natural structure.

Data Analysis. All of the theses obtained were examined and the theses between
2010-2022, which include traditional children's games, were examined. There were 21
postgraduate theses and 1 doctoral thesis between these years. These theses were analysed
independently of each other. The data of the theses were recorded one by one in the
thesis classification form. After this stage, the theses examined were analysed by means
of descriptive statistics in terms of their titles, topics, research designs, samples, data
collection tools and data analysis types, and the findings obtained were visualised with
graphs, percentages and frequency tables.

Findings and Comments. In this section, the findings based on the data collected
in line with the aim of the research are emphasised.

Table 1 — Frequency and percentage distributions of the keywords used in the review

Theses reached

Key words Frekans %

1 2 3
1. Game 13 19,70
2. Child game Child 3. 7 10,60
4. Traditional Children's Game 4 6,10
5. Values Education 3 4,57
6. Physical Education and Games 3 4,57
7. Values 2 3,07
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Continuation of table 1
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1 2 3
8. Local Child game 2 3,07
9. Games and Physical Activity | 1,51
10. Physical Education 1 1,51
11. Teaching 1 1,51
12. Child Literature 1 1,51
13. Game Development | 1,51
14. Afyonkarahisar 1 1,51
15. Parental involvement in the game 1 1,51
16. Communication 1 1,51
17. Educational Concept 1 1,51
18. Cultural Heritage 1 1,51
19. Game Teaching 1 1,51
20. Classroom Management 1 1,51
21. Bolu 1 1,51
22. Gerede 1 1,51
23. Stress 1 1,51
24. Nursing 1 1,51
25. Annual Children 1 1,51
26. Nigde 1 1,51
27. Folklore 1 1,51
28. Game Environment 1 1,51
29. Old age 1 1,51
30. Battalgazi District 1 1,51
31. Class Teacher 1 1,51
32. Turkish Language Teaching 1 1,51
33. Toys 1 1,51
34. Children game grounds 1 1,51
35. Children's Theatre 1 1,51
36. Theatre 1 1,51
37. Sanliurfa Children's Games 1 1,51
38. Child game and Values Education 1 1,51
39. Parents' Child Raising Attitudes 1 1,51

When Table 1 is analysed, it is seen that 39 different recurring keywords are used in
the theses. Among these keywords, the most recurring one is the word game with 13 times.
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This was followed by children's game with 7 times, children with 4 times, traditional
children's game with 3 times, values education with 3 times, physical education and game
with 2 times, and values with 2 times. Other words were repeated 1 time each. In 2 theses,
keywords were not included.

Table 2 — Frequency and percentage distributions of the universities affiliated to the institutes where the
theses were conducted

Universities Theses reached %
Frekans
Hacettepe 2 14.28
Nigde 2 14.28
Gazi 2 14.28
Atatiirk 1 7.14
Okan 1 7.14
Inénii 1 7.14
Ankara 1 7.14
Firat 1 7.14
Ege 1 7.14
Yildirim Beyazit 1 7.14
Mersin 1 7.14
Afyon Kocatepe 1 7.14
Ardahan 1 7.14
Pamukkale 1 7.14
Dicle 1 7.14
Balikesir 1 7.14
Sakarya 1 7.14

When Table 2 is analysed, it is seen that postgraduate theses on Traditional
Children's Games were conducted in 18 different university institutes. It is seen that
Hacettepe University, Nigde University and Gazi University have the highest number of
theses with two theses each. This is followed by the other universities in Table 2 with one
thesis each.

When Table 3 is evaluated, it is seen that the theses were conducted between 2010
and 2022. It is seen that the maximum number of theses was 5 theses in 2021. In 2015,
four theses were written, and two theses were written in 2017, 2016, 2019, and 2011. These
years are followed by 2018, 2010, 2020, 2022 with one thesis each. According to the table,
it is seen that there were no studies in 2012, 2013 and 2014.
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Table 3 — Frequency and percentage distributions of the year of publication of the theses

Publication Year Theses reached %
Frekans
2022 1 4,77
2021 5 23,80
2020 1 4,77
2019 2 9,52
2018 1 4,77
2017 2 9,52
2016 2 9,52
2015 4 19,04
2014 0 0
2013 0 0
2012 0 0
2011 2 9,52
2010 1 4,77
Table 4 — Frequency and percentage distributions related to the distribution of theses
Publication type The;ii,::;zzhed %
1. Master's Degree 20 95,23
2. PhD 1 4,77

When Table 4 is examined, it is determined that 20 theses on traditional children's
games are master's theses and 1 thesis is a doctoral thesis. It is seen that the first master's
thesis was conducted in 2010 and the first and only doctoral thesis was conducted in

2017.

When Table 5 is analysed, 5 of the theses were about children's games in various
cities (Seferihisar, Bolu (Gerede), Sanliurfa, Malatya (Battalgazi), Nigde). This is followed
by the effect of children's games on values education with 4 theses. Again, with 4 theses,
studies were carried out on the effect of children's games on communication / socialisation
/ development. There were 2 theses about the place of children's games in the programme.

There were 1 thesis each on other subjects.

44



3 (76), 2024 IIEJATOI' MYECKHN BECTHHUK KABAXCTAHA

Table 5 — Frequency and percentage distributions related to the research topics of the theses

Theses reached

Study topics Frekans %
Children's games in various cities 5 7,5
The effect of children's games on values education 4 20
The effect of children's games on communication / 4 20
socialisation / development
Changes in children's games 1 5
Children's games in the programme 2 10
Contribution of traditional children's games to cultural 1 5
heritage
Texts of staged children's games 1
Parents' views on children's games 1
Analysing children's games in illustrated children's 1

books from a developmental perspective

Table 6 — Frequency and percentage distributions related to the sample / study group of the theses

Theses reached

Sample/ Study group Frekans %
1. Pre-school 0 0
2. Primary School 4 18,18
3. Secondary School 1 4,55
4. High School 1 4,55
5. University (Undergraduate) 0 0
6. University (Graduate) 0 0
7. Teacher 7 31,81
8. Administrator 0 0
9. Parent 1 4,55
10. Other 8 36,36

When Table 6 is analysed, it is seen that the studies were generally conducted in the
other group, followed by the studies conducted with the teacher group. In this context, it
was determined that 8 studies were conducted in the other group, 7 in the teacher group,
4 in the primary school group, 1 study in the parent, secondary school and high school
groups, and no study was conducted in the undergraduate, graduate, administrator and
preschool groups.
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Table 7 — Frequency and percentage distributions of research designs/methods used in theses

. Theses reached
Research design/methodology Frekans %
Qualitative 13 61,90
Quantitative 7 33,33
Mixed 1 4,77

When Table 7 is analysed, it is seen that qualitative research methods were used in
13 of the theses, qualitative research methods were used in 7 of them and mixed research
methods were used in 1 of them.

Table 8 — Frequency and percentage distributions of data collection tools used in theses

Data collection tools Theses reached %
Frekans

1. Interview 8 32

2. Survey 6 24

3. Document 6 24

4. Scales 3 12

5. Observation 2 8

6. Achievement test 0 0

When Table 8 was analysed, it was seen that 8 interview forms, 6 questionnaires,
6 document analysis, 3 scales and 2 observation forms were used in the theses. It was
observed that achievement tests were not used. In addition to these, it was determined that
two different data collection tools were used in some theses.

Table 9 — Frequency and percentage distributions of data analysis methods used in theses

Theses reached o
Data Analyses Frekans %
Qualitative 13 61,90
Quantitative 8 38,10

When Table 9 was examined, it was seen that 13 qualitative analysis methods and 8
quantitative analysis methods were used in the theses.

Results

There is a need to analyse the educational researches conducted both in the world
and in Turkey at certain time intervals and to determine the trends. Only in this way,
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the quality of the studies can be revealed and a light can be shed on the studies to be
carried out. In this context, the trends of postgraduate theses on traditional children's
games in Turkey were revealed through the evaluation of thesis classification forms. In
this study, data were obtained by examining a total of 21 theses, 20 master's theses and 1
doctoral thesis, written about traditional children's games between 2010 and 2022. In this
research on the trends of postgraduate theses on traditional children's games in Turkey,
it is seen that while no study was conducted between 20122014, the number of studies
conducted in 2015 and 2021 increased. When the subjects of the theses are examined, it
is determined that approximately twenty per cent of them are about the compilation of
traditional games that used to be played and still played in various cities (Seferihisar, Bolu
(Gerede), Sanlurfa, Malatya (Battalgazi), Nigde). When the research methods used in the
theses were analysed, it was seen that qualitative research methods were used in more
than half of them, followed by quantitative research methods. It was determined that the
least used research method in theses was mixed research method with one thesis.

Conclusion

This study will contribute to the field and show the way for other studies. Qualitative
data analysis was mostly used to analyse the data. In qualitative data analysis, it was
determined that content analysis was mostly used. The fact that the data analysis methods
are close to each other shows that the literature is enriched with different methods.

When the theses were analysed, it was seen that studies were frequently conducted
with people in the group called «other». These studies are followed by studies conducted
with teachers. No studies were found with preschool, university (undergraduate and
postgraduate) and administrator groups. Interview forms are the most common data
collection tool in the studies. Questionnaires and document analyses were also frequently
used, while achievement tests were not used. It is also seen that scales and observation
forms were used in the studies, albeit in small amounts. In the analysis of the data, it was
determined that qualitative data analysis was used at a high rate in the studies.

In summary, in this study, the trends of postgraduate theses on traditional children's
games in Turkey were determined. As a result of this research, it has been determined
which topics the analysed studies are based on, which study group they work with and
which sample they work with. The information obtained as a result of this research will
contribute to future research by providing other perspectives to future researchers.

References
1. Duman, G., Temel, Z.F. Tiirkiye ve Amerika Birlesik Devletleri’nde anasinifina devam eden
cocuklarin oyun davraniglarinin incelenmesi. Sosyal Bilimler, 2011. — 1(1), 279-298.
2. Ozden, G.D. Geleneksel ¢ocuk oyunlar1 ve egitimsel islevleri: Emirdag o6rnegi. Electronic
Turkish Studies, 2016. — 11(14): 529-564.

47



KA3AKCTAH ITEJAT'OI'MKAJIBIK XABAPIIBICHI 3(76),2024

3. Tiirkoglu, B. Selcuklu biligsel egitim programinin ¢ocuklarin farkli beceri alanlarina etkisine
iliskin uygulayici siif 6gretmenlerinin goriigleri. Kastamonu Education Journal, 2018. -26(85), 1653-1666.

4. Gelisli, Y., Yazici, E. A study into traditional child games played in konya region m terms of
development fields of children. Procedia-Social and Behavioral Sciences, 2015. — 197, 1859-1865.

5. Goksen, C. Oyunlarin ¢ocuklarin gelisimine katkilart ve Gaziantep ¢ocuk oyunlari. Atatiirk
Universitesi Tiirkiyat Arastirmalari Enstitiisii Dergisi, 2014. — 52, 229-259.

6. Kacar, D. (2020). Gelencksel Cocuk Oyunlarimin internet Bagimlilig1, Sosyal Beceri ve Stres
Diizeyine Etkisi (Yayimmlanmamus Yiiksek Lisans Tezi). Ankara: Gazi Universitesi, Saglik Bilimleri
Enstitiisii.

7. Lestariningrum, A. The effects of traditional game ‘congklak’ and self-confidence towards
logical mathematical intelligence of 5-6 years children. Journal Ilmiah Pendidikan Prasekolah dan Sekolah
Awal, 2017. —3(1), 13-22.

8. Budak, M., Kili¢, M., ve Taskin, H. The effect of traditional children's games on orientation and
rhythm ability. Science. Movement and Health Dergisi, 2017. — 17(2), 200- 204.

9. Charles, M.A. G., Abdullah, M.R., Musa, R.M., ve Kosni, N.A. The effectiveness of traditional
games intervention program in the improvement of form one school-age children's motor skills related
performance components. Journal of Physical Education and Sport, 2017. — 17, 925-930.

10. Siimbiillii, Y.Z., Altimsik, M.E. Geleneksel ¢ocuk oyunlarinin degerler egitimi agisindan
onemi. Erzurum Teknik Universitesi Sosyal Bilimler Enstitiisii Dergisi, 2016. — 1(2), 73-8512.

11. Hazar, Z., Tekkursun, D.G., ve Dalkiran, H. Ortaokul 6grencilerinin geleneksel oyun ve dijital
oyun algilarinin incelenmesi: Karsilagtirmali metafor calismasi. Spormetre Dergisi, 2017. — 15(4), 179-190.

12. Yildirim, A., ve Simsek, H. Sosyal bilimlerde nitel arastirma yontemleri (8.Baski). Ankara:
Seckin Yayincilik, 2011.

13. Calik, M., ve Sézbilir, M. Icerik analizinin parametreleri. Egitim ve Bilim, 2014. — 39 (174),
33-38.

14. Sozbilir, M., Kutu, H., & Yasar, M.D. Scienceeducationresearch in Turkey: Acontentanalysis
of selectedfeatures of paperspublished. In J. Dillon& D.Jorde (Eds.). The World of ScienceEducation:
Handbook of Research inEurope (pp. 1-35). Rotterdam: Sense publishers, 2012.

Owmep Papyk Conumes*!, I'M. Hasuposa?, Orbi3 Xan®

' Tokar I'asnocmanmanra Yausepcureri, Tokart, Typkus,

2 KoKaH/1 MEMJIEKETTIK Te€AaroTUKaIbIK HHCTHTYT, Kokann, ©30ekcTaH,
$*MEB Erbaa Yunus Emre Ortaokulu, Tokar, Typkus

Typxusiga kacajraH JIcTYPJi 0ajanap ofibIHAapbIHA
O0afJIaHBICTHI IMIJIOMIBIK 2KYMbIC YpaicTepi

AnHotanusi. by 3eprrey goctypuni Oananap OoWbIHAAPBIH TaAAJBL. 3ePTTEYAiH MaKcaThl — J9C-
TYpJi Oananap OMbIHIApBIHAAFEI MarMCTPATypaHbIH TEHICHIMIIAPBIH aHBIKTAH OTBIPHII, OoNalax 3epT-
TEyJIEp YIIIiH OCHI ITOH OOMBIHINA 3epPTTEYIIICPre YChIHBICTAp Oepy JKOHE JKOJ amry. 3epTTey AacTypii Oa-
nanap oitpiHaapsl OolibiHIa 2010-2022 )buU1ap apalibiFbIHIA KOPFaJFaH MarucTparypa *oHe JOKTOPIBIK
JUCcepTanusuIapra OarbITTalIFaH. 3epTTey/e Te3UCTEP/l XKikTey (hopManapbl IEPEKTEpIl KUHAY KYpalibl
peTtiHae Koaaansiianel. OCkl 3epTTEYTe COMKEC, AUCCEPTAIMIIApP HETI31HEH PTYPIIi Kantaaapaarsl JoCTypii
OWBIHAAP/IBI JKANITBLIAY, Oaliaap OWbIHAAPBIHBIH KYH/IBUIBIKTAPFa, KAPhIM-KaThIHACKA )KOHE QJIEYMETTCHYTE
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acepi Typaibl. Jluccepranmsuiap HeTi3iHeH «bacKaiapy Ael aTajaThlH SpTYPIIl dKacTarbl epeceKkTep ipikTey
peTiHzie TaHJaIFaHbIH JKOHE UHBECTHILIMIIAY SJIiCI pETiH/IE carlallbl SiCKe KU1 apThIKIIBUIBIK OepileTiHIH
kepceteni. CoHbIMEH KaTap OyJT 3epTTey JAUcCepTallusuiap HEeTi3iHEeH MepeKTepl KUHAY KYpaslbl PETiHIC
cyx0arT HBICAHIAPBIH JKOHE ICPEKTEepHAl Taijay oIici PeTiHAE camajibl Tauaaylbl KOJNIaHYy apKbUIbI
JKYPri3UIreHiH KepceTei.

KinTTi ce3nep: oiibiH, 1ocTypiii Oananap oWbIHIAPbI, MATHCTPAHTTHIK JHCCEPTAIUIIAD, TCHICHIIU-
siap, AUIUIOM/IBIK XKYMBIC.

Owmep Papyk Conumes*!, I'M. Hasuposa?, Ory3 Xau®

' Toxarckuii yauBepcureT 'aznocmannaia, Tokart, Typrus,

2 KokaHCKHI TOCYIapCTBEHHBIN MeJarornyeckuii nHctuTyT, Kokanma, Y3bekucraH,
3MEB Erbaa Yunus Emre Ortaokulu, Tokat, Typrus

TeHAeHIUH B TUIJIOMHOK paﬁoTe, CBSAI3AaHHbIC
C TPAAUIIHOHHBIMMU IETCKUMHU UTPAMHU B Typlll/ll/l

AnHoTanmusi. B 3TOM uccienoBaHnu OBUTH MPOAHATH3UPOBAHBI TPAJAUIUOHHBIC ICTCKUC HIPHI
]_ICJ'H:- HCCIICAOBAHUA — J1aTh MPECIJIOKEHNUA U MPOJIOKUTH IMTYTh UCCICAOBATEIIAM 110 OTOMY NPEAMCETY IJIA
OyIylIMx UcCIe0BaHUi, yKa3aB TeHICHIMH B MarUCTpaType B 00JIaCTH TPaAMIMOHHBIX JeTCKuX urp. Hc-
CJICIOBaHHE COCPEOTOUCHO HAa MAarkMCTPCKUX M JIOKTOPCKHUX AMCCEPTAlMsX, 3alUIEHHBIX B MEPHOI C
2010 o 2022 roa no TpaAWIHOHHBIM JAETCKMM UTpaM. B ucciienoBanuy B kadyecTBe cpeacrsa coopa JaH-
HBIX UCTIOJIB3YIOTCS (POPMBI KiTacCH(pUKanuu guccepraiuii. CormacHo 3TOMY HCCIICIOBAHUIO, AUCCEPTAIHH
B OCHOBHOM ITIOCBAIIICHBI O606HICHI/IIO TPAJUIIMOHHBIX UI'P B PA3JIMYHBIX TOPOAAX, BJIUAHUIO AC€TCKUX UTP
Ha IIeHHOCTH, KOMMYHHUKAIUIO U conranu3anuio. V3 nuccepranuii ciaeayeT, 4To B KauecTBE BEIOOPKU OBLIH
BBIOpaHbl B OCHOBHOM B3POCIIBIE JIFOIU PAa3HOTO BO3PACTa, KOTOPBIX HA3bIBAIOT «APYTUMI», U KaueCTBEH-
HBII1 METOJT 4aCTO NPEIIOUTHTENIFHEE B KaUECTBE METO/Ia MHBECTUpOBaHHs. Kpome Toro, 3To McciienoBanue
IMMOKAa3bIBACT, YTO AUCCEPTAlIUN B OCHOBHOM MPOBOJWINCH C UCIIOJIB30BAHUEM (I)OpM HWHTCPBLIO B KAUCCTBE
cpencTBa cOOpa JaHHBIX M KAYECTBEHHOTO aHAIIM3a B KQYeCTBE METO/Ia aHAJIM3a IaHHbIX.

KroueBrle ciioBa: urpa, TpaamiuoOHHbIC AC€TCKUE UI'PbI, MArUCTPCKUE AUCCEPTALIUN, TCHIACHIIUH,
JUIUIOMHast padoTa.
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