OZET

Gelenceksel proje yonetimi, ekip liyelerinin motivasyon eksikligi ve diigsiik katilimi gibi sorunlarla karsi karsiya
kalabilir. Proje yonetiminde sik¢a rastlanan motivasyon eksiklikleri, yetersiz is birligi, zayif etkilesim ve iletisim
sorunlari, geleneksel yontemlerle ¢oziilmesi gii¢ olan problemlere yol agabilmektedir. Oyunlagtirma, bu tiir zorluklara
yenilik¢i bir ¢dziim sunarak, proje yonetimi siireglerine dinamizm katmak, katilimi artirmak ve ekip i¢i etkilesimi
glclendirmek igin etkili bir ara¢ olarak degerlendirilmektedir. Ekip motivasyonunu artirma, baskiyla basa ¢ikma,
eglenerek 6grenme ve hedeflere ulagmak icin yiiksek katilimi tesvik etme gibi yonleriyle oyunlastirma, proje
yonetimini gelistirebilir, ilerlemeyi ve basartyr daha goriiniir ve Olgiilebilir hale getirebilir. Bu c¢aligmada,
oyunlastirilmis proje yonetimi siireglerini yapilandirmak amaciyla ontoloji ve taksonomilerin sundugu biitlinciil, esnek
ve dogrulanabilir yapidan yararlanilmistir. Gelistirilen ontolojik model, bilgi teknolojileri proje yOnetimi, oyun,
oyunlastirma, yazilim yasam dongiisii, UML ve ¢evik yontemler gibi bilesenlerin bir araya getirilmesiyle olusturulmus
ve bu model aracilifiyla proje yonetiminde oyunlagtirmanin nasil sistematik bigimde uygulanabilecegi ortaya
konmustur. Tezin ortaya koydugu ontoloji yalnizca proje siireclerine degil, ayni zamanda proje ekiplerinin teorik ve
pratik becerilerinin gelistirilmesine, faaliyetlerin izlenmesi ve degerlendirilmesine, kurum kiiltiiriine uygun yonetim
araglarinin se¢imine, ekip i¢i aktivitelerin planlanmasina ve proje basarisinin goriiniir kilinmasina da katki sunmay1
amaclamaktadir. Ayrica proje faaliyetlerine dair detayli, dogru ve giincel verilerin elde edilmesine, bu verilerden
anlamli sonuglar ¢gikarilmasina, paydaslar ile proje arasinda anlam ve baglam kurulmasina olanak tanir. Oyunlastirma
yaklasimi, proje ekiplerinin yagamina eglence, rekabet ve renk katarak, proje yonetiminin tamamina yonelik anlamli,

Olciilebilir ve tutarli sonuglar tiretilmesine katkida bulunur.



ABSTRACT

Traditional project management may face challenges such as lack of motivation among team members and low
participation. Common issues in project management—such as insufficient collaboration, weak interaction, and
communication problems—can be difficult to resolve using conventional methods. Gamification offers an innovative
solution to these challenges by adding dynamism to project management processes, enhancing participation, and
strengthening team interaction. By increasing team motivation, helping cope with pressure, enabling learning through
fun, and encouraging high engagement toward achieving goals, gamification can improve project management and
make progress and success more visible and measurable. In this study, a holistic, flexible, and verifiable structure
provided by ontologies and taxonomies has been utilized to structure gamified project management processes. The
developed ontological model was constructed by integrating components such as information technology project
management, games, gamification, the software development lifecycle, UML, and agile methods. Through this model,
it is demonstrated how gamification can be systematically applied in project management. The ontology proposed in
the thesis aims not only to support project processes but also to contribute to the development of both theoretical and
practical skills of project teams, the monitoring and evaluation of activities, the selection of management tools aligned
with corporate culture, the planning of team activities, and the visibility of project success. Moreover, it facilitates the
acquisition of detailed, accurate, and up-to-date data related to project activities, enables meaningful insights to be
drawn from this data, and helps establish relevance and context between stakeholders and the project. By bringing
elements of fun, competition, and color into the lives of project teams, the gamification approach contributes to

generating meaningful, measurable, and consistent outcomes throughout the entire project management process.



