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SINGING GAMES AND THEIR APPLICATION IN THE IMPLEMENTATION OF 
ELEMENTARY GAMES

ABSTRACT: Considering play has been an important part of a child’s growth since ancient times and is present 

impact on child development, and their application in the teaching of physical and health education. We will 

obtained data on the prevalence of singing games in children of preschool and school age and how much they 
are represented in the parents’ upbringing. We compared the representation of games with singing in children 
who spend time in school or kindergarten and in children who spend their free time with their parents. We also 
compared how many singing games are represented among the children of the “modern age” and how much 
they were represented among their parents. Surveying looked back on the issue of the use of technology, and 
we compared how much, in their games, children use some of the technology concerning the use of technology 
in the upbringing of parents., in this work, we determined what role the game has on the social, linguistic and 

and development of the child. When we talk about games with singing in physical and health education, we will 
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INTRODUCTION

Play is a phenomenon of childhood and marks the 

having fun, making, and choosing activities. Can be 

game an activity that the child chooses on his own 

one that includes social interactions, developmental 

therefore the game is the focus of much research. 
Early theorists and contemporaries are fascinated by 
how children play, how they learn social interactions 
with peers, both creativity and imagination they enrich 
the game, how children learn to share and how give 

is a basic biological drive, it is an integral part of our 

For younger children, we say that the most important 
thing is that the chosen game allows enough running, 
jumping, crawling, climbing, throwing, etc. Children 
of the middle age group are more suited to simple 
games with rules as well, but these rules must be 
respected, and this applies to all participants in the 
game. Children of this age have more experience, so 
they are more and more interested in games of catch, 

stages are fast and intense, and parents often do 
not know how to actively participate in their child’s 
development. What many parents forget is that 
children learn and develop best through play, which 

of the child. Preparing a child for school should take 
place through play because play is the basic activity of 

endurance, curiosity, desire for success, as well as 
research passion. It is also important to know how 

games parents know, the better they will stimulate 

spontaneous activity and the basis of children’s life 
and development, accompanied by excitement and 
realized and unrealized ambitions of everyone. It is 

basis for the development and building of the entire 

music can draw students’ attention, create a working 
atmosphere, reduce learning stress, make learning 
enjoyable, improve student understanding, improve 
student memory, stimulate imagination and creativity, 
make exercise fun, and glorify student achievement. 
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believes that singing elevates the human heart and 

provide the child with conditions for normal physical, 
intellectual, social-moral, and aesthetic development. 

METHODS 

Sample of respondents 

including children and parents were included, 
and which was done through an online survey, we 
obtained certain data. 

Sample of variables 

We used the online survey method because of 
the situation in the country caused by the global 

the respondents, therefore the choice of this type 

the beginning of the survey, the purpose and goal 
of the research were explained, and data security 

children and parents, time spent in games, technology, 
school or kindergarten, and the impact of games on 
language, social and psychological development. All 
results are presented using graphs and tables made 

Data processing methods 

Databases were created, and processing and analysis 

is an integrated programming environment for data 
management, calculation, and graphical display 

analyzed using appropriate statistical methods. 
Method of description - describing is one of the goals 

broader sense, is a concept of comparison that can 
be explained as a mental logical activity that occurs 
in many situations of everyday life, it consists in 

or more things or phenomena. In a narrower sense, 

procedure that studies the relationships, similarities, 

method that uses a sample to assess the characteristics 
of the basic set and determine the reliability and 

the name for a set of procedures by which people’s 

out information about their behavior or about their 
attitudes, opinions, preferences, interests, and things 
alike, for statistics, public opinion polls, markets or as 
a basis for the needs of medical, sociological or other 

method where general conclusions are reached 
starting from individual premises. 

RESULTS 

On graph 1, which shows the gender of children, 

more prevalently in girls, due to the small number of 

selection of singing games, graph 2 shows that the 

than those among children. Singing games are more 

the fact that girls are more inclined to singing games 
than boys, who prefer “rougher” games.

Graph 1 

On graph 3 we see that the largest number of 

conclude that games with singing are most present at 
school age when children are mentally and motorically 

 

can see that the largest number of parents are aged 
25-35, which means that they were born at the end of 

Graph 2
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Graph 3 

 

On graph 5 we can see that the largest number of 

analysis, we will determine whether games with 
singing are more prevalent among them or among 
children who spend most of their time in school or 
kindergarten. While in graph 6 we see the same as 

in the previous graph, we came to the understanding 

free time with their parents or another person. 5 At 

or another person.

Graph 5

On graph 7 we see that out of 123 respondents, most 

than two hours a day. While on graph 8 we can see 
surveyed children, 21 respondents spent more than 
2 hours using technology, and 32 respondents from 
1 -2 hours. 

Graph 7

 

games with singing is present in a larger number of 

games with singing. Concerning their children, a 
greater number of respondents’ parents played games 

see that out of 123 respondents, 115 respondents 

singing games, and 8 respondents answered the 

Graph 4

Graph 6

Graph 8
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Graph 9

 

When we talk about our feelings after the game, 
we came to the following conclusion. Out of 123 
respondents, 122 of them felt happy after the game, 

felt after the game is like the results of the surveyed 
children. Out of 123 subjects, 118 felt joy after the 
game, 2 subjects felt sad, and 3 subjects did not play 
singing games. 

Graph 11

 

With these data in graph 13, we will determine the 
representation of games with singing in schools/

see that the results of the surveyed parents on this 

singing games.

Graph 13

 

We found that out of a total of 123 children surveyed, 
88 of them know 3 or more games with singing, while 
35 respondents do not know games with singing 

it comes to the results of the surveyed parents, we 

or more games with singing, and 8 respondents are 
not familiar with this type of game.

Graph 10

Graph 12

Graph 14
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Graph 15

 

 On graph 17 we can see that the results we got for 

psychological, and motor development of the child, 

not impact on child development. While on graph 18 

psychological, and motor development, while 22 
surveyed parents think that singing games did not 

Graph 17

DISCUSSION 

After the conducted research in which 123 
respondents were included, and which was done 
online, we obtained certain information through the 

the gender and age of children and parents, and to 
data on where children spend most of their time and 
where their parents spent it. According to parents 

mostly conducted by women, while the percentage 

males. In this research, the largest percentage of 

We have also established that both children and 
parents spent most of their childhood time with their 
parents or another person. In further research, we 
have established that today’s children use technology 
a lot more in comparison to their parents. We have 

them spend more than 2 hours with a mobile phone, 
computer, or television, while their parents spent a lot 
less of their time in their childhood with technology, 

of children who play singing games is much smaller 
than that of their parents. We received information 

the children’s feelings after the game, we concluded 

play, one stimulates emotions and imitates situations 
they experienced in prehistoric times and battle for 

representation of games with singing in schools or 
kindergartens, we determined that singing games 
in schools and kindergartens with assessment over 

them. It is necessary to allow the child time for the 
game, which as a teaching method, in each shape and 
for every school age, we can apply in the teaching 

in learning, memory, and concentration. We can do 
it in class using it as a background activity or as the 

children today know less about some from examples 

to hear parents’ opinions on whether games with 

and motor development of the child and whether they 

Graph 16

Graph 18
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CONCLUSION 

Based on the obtained data, we concluded that when 
it comes to games with singing, the gender and age 

it is established that games with singing are a higher 
percentage present in children who spend time with 
parents or another person, than that in children who 
are in kindergarten or school. Probably the cause 
lies in the fact that children who spend time with 
parents, or another person have more freedom of 
movement and can play in the neighborhood or park 
and can choose the type of game, while children in 
schools or kindergartens have limited time and space. 
According to the data we obtained, children today 
live in the “modern age” and during growing up, 
they have access to technology from an early age of 
childhood that they can use in the game, in contrast 
to their parents’ upbringing. Such information leads 
us to the conclusion that technology reduces the 
desire for play, socializing and adventure can be 
the cause of the decreasing knowledge of singing 

and psychomotor development of the child and that 
they should be represented in children’s educational 
games, both in preschool and school age. In the 

goal of learning is to provide the child with conditions 
for normal physical, intellectual, social moral, and 

teaching and support the use of music in non-musical 
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