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Abstract
Children’s game makes a part of children’s lives. Th e paper provides partial 
results of empirical research focused on children’s game in the home and school 
environment. Th e character of the empirical research was diagnostic and quan-
titative. Th e subject of the research was children’s game and its implementation 
for children under 12 years of age. Th ere were 218 individual respondents from 
all over Slovakia who participated in the individual interviews. Th ey gave oral 
answer to questions about the game in their childhood and the way it way 
realized. Here we also present the approach of teachers and psychologists. Due 
to political-pedagogical character, we divided the game and the respondents 
into three categories according to the age and childhood.
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Introduction

Th e game is a specifi c activity of a human being. It is a part of history, and, at 
the same time, a refl ection of society. It is an integral part of the children’s world. 
We are familiar with many diff erent theories on the meaning of games in the area 
of philosophy, psychology, pedagogy and sociology (e.g., Plutarch, Quintilianus, 
Comenius, Fröbel, Montessori, Eľkonin, etc.).

In 1938, the Dutch professor J. Huizinga (1872–1945) published the book 
„Homo ludens” (Man the Player), in which he tried to characterize the game as 
a primary formative element of human culture (Huizinga, 2016). According to the 
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German philosopher E. Fink (1905–1975), the game has an intrinsic dimension; 
the individual internal dimension belongs to man and to all his activities – by 
defi nition he determines serious and unserious human actions (Fink, 1960). Th e 
French sociologist and anthropologist R. Caillois (1913–1978) in his book „Games 
and People” (Caillois, 1958) proceeds from Huizing, but also E. Fink, and adds the 
uncertainty of the outcome of the game. His starting point for the division is what 
prevails in a particular game (competition, chance, behavior „as if ” or dizziness, 
etc.). He tries to explain the phenomenon of the game at the semantic, social and 
anthropological level.

Th is is also confi rmed by B. Sutton-Smith (1924–2015). Instead of deriving 
exactly what the game is, he draws from the diversity of its functions (1997). J. 
Piaget (1896–1980) states the interval from the birth of a child to about 11–12 
years of age. It covers three periods: sensorimotoric (up to almost 2 years of age), 
symbolic or egocentric representations (2–7, 8, divided phases 2–4, 5–7, 8) and 
operational (7, 8–11, 12) (1951).

At present, we can consider the game to be one of the proven methods of the 
education process in preprimary and primary education. Th e child learns through 
game instinctively and naturally. We know that learning styles are also related 
to diff erent types of intelligence. H. Gardner (1943-) along with his colleagues 
identifi ed several types of intelligences based on which an individual can be 
educated. Gardner’s theory states that every child has all kinds of intelligence (lin-
guistic intelligence; logical-mathematical intelligence; spatial intelligence; musical 
intelligence; bodily-kinesthetic intelligence; naturalistic intelligence; interpersonal 
intelligence; and intrapersonal intelligence), however, some (2 to 3) are predom-
inant, which means that the child uses them more oft en. Discovering the child’s 
preferred type of intelligence and learning style can help us when planning and 
creating a learning strategy in games.

Children are naturally curious from birth and are interested in various the-
matic areas. It has to do with the education and social environment. Again, we see 
a mirror in the game. In order for the child to learn during the game, and, at the 
same time, for a game to be fulfi lling, the child needs to have his needs fulfi lled. 
We were introduced to them by A.H. Maslow (1908–1970) and the hierarchy of 
needs he presented.

One of the needs of a child is his or her personal well-being. It can be generally 
described as a long-term emotional state in which a person shows satisfaction with 
his or her life. Well-being indicates a state in which a person is well. Other things 
that are also related to it, but are not synonymous, are: satisfaction and mainly 
life satisfaction, then welfare, pleasure, prosperity and happiness. It is therefore 
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a long-term state – that lasts from days to weeks, which can be infl uenced by actual 
living or actual experiences and mood. It is characterized by stability over time 
and consistency in various situations. (Kebza, Šolcová, 2003). We can observe this 
well-being during children’s games from two perspectives – subjective well-being 
and psychological well-being. Th ese two perspectives complement each other also 
when children play games.

Research Focus
Children’s game oft en fascinates not only a child, but also his parents and teach-

ers. In today’s world full of media, we can see a change in children’s games with 
a focus, approach and social dimension. Th e game as a fundamental activity of 
a child contributes to the formation of the child’s personality, his or her approach 
and the way of learning. Not only a parent should pay attention to the game of 
his or her children, but also a teacher in the school environment and beyond. To 
know how to play the game should not be taken for granted. While playing the 
game, a child cultivates his or her soft  motoric skills, a sense of order, progression, 
patience, aesthetics, creativity, how to complete the activity, etc.

In Slovakia, we meet several experts in children’s game who have done a lot 
of research and created collections of games for children. One of the most well-
known experts is K. Ondrejka (1929–2011); his collection of children’s folk games 
is truly admirable (we present a selection from 1980, 1992). Even in the today’s 
education process we still observe that children fi nd games of our grandparents 
interesting. Many times, they learn something new, something that is gradually 
being forgotten, e.g., imitation of washing the clothes in a stream, etc. Th is is also 
confi rmed by M. Uhrinová (2015). Her theory is based on the connection that 
children’s folk game is suitable for developing a feeling for beauty, harmony and 
cultural heritage.

Today’s children are interested in computer games, which is also observed by 
research that are currently being carried out (Juszczyk, 2004, Karasová, 2019).

In the education process in preprimary and primary education, we distinguish 
several didactic strategies (Vargová, 2013, Vargová, Kostelanský, 2016). At present, 
we fi nd the game integrated in the education process. Th e focus of education has 
undergone several changes. From learning as much as possible to acquiring the 
essence of education – who we teach and why.

In the theory and practice, we encounter the implementation of children’s game 
in the education process (Klim-Klimaszewska, 2018). In both preprimary and 
primary education, psychologists now agree that the more the game is controlled, 
the more the child is restricted and his or her creativity is hampered.
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Methodology of Research

General Background of Research
Th e empirical research had the diagnostic and qualitative character. It was con-

ducted from 2019 to 2021 and we addressed various age categories. Th e subject of 
the research was children’s game and its implementation in children from 3 to 12 
years of age. Th e respondents we addressed were from diff erent age groups coming 
from each region in Slovakia. We inquired men and women born between the year 
1921 and 2018. We compared the statements from childhood with the statements 
of teachers and school psychologists.

Th e cognitive goals of the research included the following objectives:
  to ascertain the implementation of children’s game by the year 1950, from 

age 3 to age 12,
  to ascertain the implementation of children’s game from the year 1950 to 

2000, from age 3 to age 12,
  to ascertain the implementation of children’s game from the year 2000 to 

the present, from age 3 to age 12,
  to analyze the educator’s perspective on children’s game and its application 

in the education nprocess in preprimary and primary education,
  to analyse the school psychologist’s perspective of children’s game and its 

application in the education process in preprimary and primary education.
Our research was based on the following questions:
RQ1: What is the children’s interest in diff erent types of children’s games?
RQ2: Does the year of birth infl uence the relation of a child to various types of 

games?
RQ3: Are children’s games part of education in preprimary and primary educa-

tion, regardless the year of study?
RQ4: How do children’s games aff ect the development of a child’s personality?

Sample of Research

Th e research involved 218 respondents from diff erent age groups. Th e oldest 
interviewee was born in 1921 and the youngest was born in 2018. When selecting 
the respondents, we took into consideration the municipality (town/city/rural) 
and the region in which they grew up. During the interviews, the responses of the 
respondents were audio-recorded (with the respondent’s consent) and notes were 
taken.
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Among the participants of the research were teachers who started teaching 
before the year 1950 up to 2000 and have been teaching up to now. We chose the 
responses of the three teachers with at least thirty years of experience. Two of 
the teachers have been teaching till today. Th e other respondents included three 
school psychologists who have more than 5 years of independent experience. 1 

Instrument and Procedures
In the research, we used the interview as our primary method. Also, we used the 

method of diagnostic observation and transcription of recordings. Th e interview 
was structured, i.e. we used the same questions in the same unchanged order. Th e 
participants, especially those from the older age group, instinctively followed up 
the subsequent questions in a smooth sequence without seeing them beforehand. 
Th e interviewer was an educator qualifi ed to work with children in preschool and 
school settings.

Data Analysis
Th e qualitative assessment was based on the conducted interviews, observation 

of today’s children, transcription of recordings, analysis of historical letters and 
collections of games. We divided the respondents into three categories, which are 
more or less landmarks not only in terms of politics but also in terms of pedagogy.

Results of Research

Children of preschool and younger school age who were born in the fi rst half 
of the 20t century spent more of their leisure time outdoors than indoors. Due 
to the economic and political conditions of the time, there was less leisure time 
in this period. Th e oldest respondent was born in 1921, i.e. we analyzed the state-
ments from the interwar period and the period of World War II. Th e respondents 
answered coincidently that these years were diffi  cult and they had very little time 
to play games. Children in the countryside used to help on the farm, in the fi eld 
and also looked aft er other siblings. Th e respondents mentioned the songs they 
used to sing and simple movement games that could be played while working in 
the fi elds, e.g. Oli, oli Janko; Golden Gate; O chain, o chain, etc. Th e most frequent 
response was that they had a simple toy to play with. In several statements the 

1 Statistics indicate that there are about 500 school psychologists in Slovakia at present, 
however, not all of them work in schools. Some of them work also in counselling centres.
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respondents stated it was a stick with a string that a child pulled behind, rippling 
the water. Another game they mentioned was that the children were standing in 
a circle with one child in the middle. Th e child that was in the middle of the circle 
went around with the string and the other children jumped up so as not to touch 
the string.

At that time, games were clearly divided into girls’ and boys’ games. Girls used 
to play with dolls that were craft ed of cloth, wood or cornhusk. Dolls made of 
cloth were the most frequently mentioned in the responses. One respondent said 
she had toys from abroad as her father was a trader. Boys used to play mostly as 
soldiers and partisans. Chasing, hiding, climbing the trees, jumping into the hay 
– these activities were mentioned both by girls and boys. One of the interesting 
things was the home-made ball made from materials that were available. Rubber 
from old rubber bands, old joined cloth and old canvas were the most frequently 
mentioned materials.

Th ere were no games played during the education process in the school envi-
ronment. Th e games were played only during breaks. Th e education process was 
focused only on memorization and discipline. However, the situation was diff erent 
in preschool institutions, which were called children’s nursery in our area (or 
kindergarden abroad). Here, children used to learn through game, song, dance 
and handicraft s.

A teacher (1930–2021) who began her teaching career in those years (before 
the year 1950) mentioned notebooks and taking notes. She used to seek the games 
herself. Literature was scarce and even when there was some, it was not available. 
We can see from various periodicals from the 1930s (e.g. Our School, etc.) that 
articles and the latest fi ndings from around the world were translated. Also in 
our area, the experts were beginning to take an interest in the expertise in the 
education process. However, due to the political situation in our country and 
in the world in the fi rst half of the 20t century, we can see great diff erences in 
schools. Th e system was built upon traditions and the Czech literature that was 
also available in Slovakia.

In terms of legislation and pedagogical reality, the education process in Slovakia 
was also marked by Hungarian infl uence in the former Czechoslovakia. Th e school 
law of the Austro-Hungarian period was in force in Slovakia until 1948.

Th ere is a large span from 1950 to 2000, and, with regard to our survey, it is 
also the longest. In the 1950’s and 1960’s we can see childred playing spontaneous 
games with the dominance of the movement games. Th ere are also games con-
nected with singing: music and movement games that have been preserved from 
the previous generation. Th e games are also enriched with new elements that are 
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related to the advent of the new political regime. In the movement games, we can 
see the representation of ball games, jump rope games and Chinese jump rope 
games. In the research, there were the repeated activities that mentioned playing-
ball games during breaks, i.e. ‚ball nursery’ – children from one to ten had to do 
some action with the ball, e.g. to throw the ball against the wall once, to bounce the 
ball off  the ground twice, to bounce the ball against the wall three times, clapping 
once between each bounce, etc. Th e rules were varied according to the number 
of children. Another interesting game was the so-called „hopscotch” – children 
drew numbers from one to nine on the ground, which were in squares in a row 
for jumping on one leg or on two legs. Some used pebbles to jump in sequence, 
others used a piece of glass or chalk, which they used for drawing. Nowadays, there 
are diff erent variations of this game in kindergartens and primary schools in the 
corridors and also outside on the pavements. Th e „hopscotch” was also done with 
a jump rope. Th e diffi  culty started with number ten, which was the easiest jump, 
up to number one, which was the hardest jump, so called egg.

A kindergarten teacher states that the children’s favourite games were shopping 
and selling. She used variations for diff erent topics.

Again, there are diff erent examples of games, game strategies, and learning itself 
in the periodical called Preschool Education (Predškolská výchova), which started 
to be published in the 1940s (and has been published since then).

Th e 1970s are the intersection between the fi rst two decades and the following 
decades. We don’t see much diff erence in the 1970s and 1980s. Children again 
favoured outdoor games. New movement games were added for the observation. 
In various sung or spoken accompaniments we hear expressions from the world 
languages, or tongue-twisters that resemble a  foreign language. Other games 
included games with strings. Th ese games required at least two children to play. 
One child would make the shape of a string and hold it on his or her fi ngers. Th en, 
another child would skillfully intertwine the string and the pattern would appear 
in his or her hands. Th e game continued until one of the children made a mistake.

Th ese games were played until the 1980s. At this time, writing and logic games 
came into use, especially with children in primary education. Th ey started to play 
tanks, boats, but also the familiar game called „name, city animal, thing“. As if 
these games have become supplementation of free time activties during breaks, 
or substitute – free lessons. Th e children’s home games also gradually started to 
move indoors.

Of the outdoor games, tag games, hide-and-seek, dodgeball but also games with 
more rules, e.g. Sugar; Coff ee; Lemonade; Tea; Rum; Boom or Statues, Statues, 
Change! were still much popular among childen.
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In the 1990s, we observe the change in games as well. Classical games started to 
be on a decline and children are more engaged in simple fi ll-in-the-blank games 
via computers and consoles. We saw some indications of it already at the end of 
the previous decade, with the popular console in which a wolf was catching eggs 
off  the shelves into a basket so they wouldn’t fall and break. With the opening of 
the frontiers, new toys started to come in and a new type of games were adapted 
with children by means of new technologies.

However, the teachers stated that at the end of the century, there was still the 
interest in movement and creativity. In that period, children were also seeking new 
rules for their games.

From the year 2000 to the present, we observe the diff erences in comparison 
to previous statements. We take into account that in this case we interviewed 
children and adolescents. We also can see the diff erences in the statements con-
cerning the contemporary game with the contemporary trends and focuses. Th e 
biggest phenomenon of this time, and the fact that is confi rmed by educators and 
psychologists, is that children have a diffi  culty with concentration and with paying 
long-term attention to their tasks.

In kindergartens, the children are also taught traditional games, and, at the same 
time, they are focused on didactic play through which they can learn. In primary 
schools, it is already common for a game to be part of not only the breaks but also 
the lessons. Th rough play, children are exposed to new knowledge in a non-violent 
way.

Taking into accout the psychologists‘ perspective, we observe the following 
levels:

1. Why is game important for a child? Th e game is the fundamental and the 
most natural activity of a child, and it helps him or her to navigate in the social 
environment and become familiar with new situations, thus the child is being 
prepared to manage them successfully. Th rough game, the child discovers the 
world, communicates, and learns. Th e game in preschool age is the fi rst factor in 
the development of social contacts, in which predominate social games with peers. 
A child spends most of the time of the day playing games. A child develops his or 
her abilities, skills that he or she needs for collective games with other children. 
Th e themes of games are also alternated and the cooperation among particular 
group members is not long. However, its role is very important. Here the child 
forms contacts with friends through which he or she learns to assert himself or 
herself in the group, enters into dialogues, learns to work in a team, and, at the 
same time, vents stress, tension and learns to resolve potential confl icts. Th e game 
in preschool age becomes a preparation for doing his or her duties and homework.
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At younger school age, the content and form of game are being changed. At 
this age, we no longer talk about functional and manipulative plays, but rather 
about movement games, which are of a group character and are very important for 
appropriate mental, physical and motor development of a child. Last but not least, 
the game has an irreplaceable place in the formation of the child’s personality.

2. Why is it good to apply the game during the education process? We use game 
in preschool age in the education process as a game in which there is a need to 
construct something – games in this sense are directed towards the creation of 
a certain product. Th en, we also talk about role (theme) games, in which children 
portray the characters from various children’s stories. And fi nally, the last game is 
focused on the need for competition and cooperation, in which we develop the 
ability to win, but also to accept and process the losses that form an integral part 
of life.

At younger school age, games are a very eff ective method, an educational tool, 
a form and a condition for learning and the development of the child’s personality. 
Th e game tends to be a means of relaxation and work and a source of knowl-
edge and experience for children of younger school age. Didactic game plays an 
important role in the education process. It is a very eff ective means of acquiring 
new skills or knowledge. Th e game properly compensates the intensity of teaching 
process and has a relaxing eff ect. It is a very benefi cial form of non-violent forma-
tion and can be very helpful in the education process.

Th e benefi ts of games are: spontaneity of children, motivation, modelling of life 
experiences and usefulness in everyday life.

3. What are the benefi ts of playing the game for a child? Th e game is an innate 
activity of healthy development. Th rough play, a child learns to cope more easily 
with stress. Children play for pleasure, relaxation; they practice body movements, 
delve into the imagination by making up their own stories. In every child’s room, 
we should fi nd plush toys, dolls, animals, doll fi gures and creative material. Chil-
dren need to play freely when they are on their own and should lead the game 
themselves. Th e game has a positive eff ect on brain development, mental, physical, 
intellectual, social and emotional potential of a child. Th e game helps a child to 
build his or her own confi dence; the child feels loved, happy, and safe. Also, the 
child develops social skills and the art of communication, visual and auditory 
perception, imagination and creativity, courage and perseverance, the ability to 
cooperate and show empathy. Th anks to games, a child learns almost everything 
he or she needs for life.

4. In what ways can it infl uence a  child? Th rough game, a  child learns and 
changes his or her internal conditions for carrying out other activities. Th rough 
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game, a preschooler and younger school-age child becomes a member of the child’s 
social group and establishes his or her own status and position. Th e importance 
of children’s game also lies in the fact that a preschooler and a younger school-age 
child gets to know the world primarily through games. For example, a child can 
learn from a loss how to cope with failure in life.

5. Game as a  diagnostic tool. In diagnostics, the place of the game is irre-
placeable. Observing a child at play can provide a psychologist or a teacher with 
valuable information. For the child, the game is a natural activity, in which he or 
she behaves spontaneously and can be perceived comprehensively. Th e game is 
innate and natural in children and there is something wrong if a child does not 
play the games. Th e game is an expression of his or her attitude to the world, an 
information of how the child perceives the reality. Th e game develops gradually as 
the child grows. Each period of development is characterized by a certain kind of 
game – from manipulative, through functional, role-play, thematic, to constructive 
game. If play does not develop, it signals to the observer that something is not as 
it should be.

Discussion

Th e results of the research show that children do not lose their interest in the 
game even over the decades. What changes is the focus depending on the period 
in which they grow up. At the beginning of the 20t century, there were mostly 
movement and music and movement games. Some of the games have varied over 
the decades, while others are gradually being forgotten.

We cannot specify exactly whether the interest in the game is generic or individ-
ual. It depends on various factors, i.e. the social environment of a child, the fi nan-
cial situation, the location of the village; in the school enviroment it is a teacher 
and his or her perspective of the methods and the composition of children in the 
class. It would be interesting to address these factors further.

Th e child’s relationship to diff erent types of games depends on the year of 
birth. We can see this from the cultural and social organization of society and 
the hierarchy of values. Th e interesting thing was the fact that when there was 
more interest in children’s game, especially in a common, spontaneous game, it was 
shift ed to breaks in primary education. Nowadays, we incorporate it into the edu-
cation process in order to engage children’s attention in learning what is new and 
unfamiliar. In preprimary education, since the establishment of kindergardens, 
the game has been a part of the education process. Th e educators understood 
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that the game is a natural part of children’s life and that it fulfi lls the child’s needs. 
Unfortunately, today’s children need to be more induced to play games. Based on 
the teachers’ statements we observe that the best way to engage children is when 
they are provided with an idea, rules and are in coordination with a teacher. Some 
even ask if they play the game correctly and can continue doing the same way. 
In traditional school system, we do not lead a child to be independent and this 
needs to be changed. We need to support child’s spontaneity, playfulness, crea-
tivity and self-critical thinking. Th e game itself has a great impact on a child and 
the spontaneity and joy of the game should not disappear upon completing the 
preprimary education. In the education process, the game is one of the methods, 
which induces a wide range of opportunities, situations for personal development 
of a child, off ers space for the development of cognitive skills, social and personal 
competencies of a child. Th e child discovers the world, learns to communicate 
and express emotions. Th e game infl uences the physical and mental development 
of a child.

Conclusions

Th e conducted research was carried out in diff erent age categories of respond-
ents, but it was focused on child’s play from 3–12 years of age. In the interview, the 
respondents answered questions assigned ahead of time. Some of the respond-
ents spontaneously elaborated their answers to the questions and recalled their 
childhood as the most beautiful period of their life. We took into account the fact 
that for some the memories were distorted, but when a particular game or game 
procedure was repeated regardless of respondents’ familiarity, we found this to 
be validating. Th e teachers’ statements were very interesting. Th ey shared their 
experiences which they acquired when teaching. It was also for this reason that 
we chose teachers with more than twenty years of experience. Here, we noticed 
diff erences among children according to their year of birth. Also, for this reason 
we divided children’s games and learning through game into three categories 
according to the year of birth. Games played by children who were born aft er 
2000 are completely diff erent from the games palyed by children born before the 
year 1950. As we have mentioned earlier, new technologies have greatly aff ected 
the way children play the games. Th is is confi rmed by chosen psychologists. Th ey 
have also identifi ed game as a suitable diagnostic tool in the education process. 
In addition to interviews, it is important to carry out long-term observations to 
draw conclusions.
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During the education process, game should be its part. Th is is also confi rmed 
by the answers of the respondents, the experience of teachers and psychologists, 
so that a child would develop and could live the life to the full.
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