2011 2 38

(36) (75)

(39)

.2007/2006

(MANCOVA)

.2009/717 2007/8/1

/ 2011 © - 637 -



>0)

(0.05 > o)

-10)

(Kay)'

)
Software
(0.05
(Kafai, Klawe, 1995)
( )
%33 .
%33 %51
%54
%12
-1 . (Al Mubireek, 2003) %36
(11
(2007-2006) ( )
-2
-3
Cognitive processes

- 638 -

.(www kuwait25.com 2005

.2001

)



2011 2 38

:Memorizing

(1996)

Feldman Baron

(1992)
(1995)Anderson
(2003)

(1993)santrock

(2004 )

Problem Solving

Kurlik & Rudnik

) Shunk .
(2005
Best

-1
Cognitive-Affective Schuler

Bases of behavior

Neurocognitive

Neural Pathways
.Cortical networks

www.psychocentral.com.

Computational

.Hardware Software

Act of Knowing
Knowledge

.(www.psychcenteral.com)

- 639 -



(16)

(2062)

(48)

'(2005)

(76)

)

Tversky & Kahneman

- 640 -

(1996

Wikipedia

(Harris, 1998)

(1996

.(2004

)

.(2005



2011 2 38

Sims Builder
(
(75)
17) (36)
(39)
(10.4)

(10.6)
(17)

(10.8)

(19)

Builder (Graves)
City) .
(134)
(12-10)
(Wwww. graphicsinterface.org)
(1996-1995) Betz
19 (2003) Almubireek
Simulation
.Sims City
(10.6)
-1
Nicoll & Kieffer
APA
10

- 641 -



()

(%48.214) (0.300)
0.356 1 (n)
0.625 2
0.582 3 )
0.654 4
0.342 5
0.393 6
0.516 7 .
0.688 8 ( )
0.327 9
0.614 10
0.401 11 ()
0.662 12
0.554 13
0.612 14
0.420 15 (1)
0.454 16
0.615 17
0.669 18
0.645 19
0.322 20
0.551 21 17.633 17.633 5.290 1
0.728 22
0.765 53 - 23.849 6.216 1.865 | 2
0.685 24 29.618 5.769 1.731 3
0.557 25 34.638 5.020 1506 | 4
0.516 26
0574 % 39.463 4.825 1448 | 5
0.420 28 44.015 4.552 1365 | 6
0.554 29 48.214 4.199 1260 | 7
0.474 30

(3)

0.676 | 0.322 0.336 0314 | 0377 | 0470 | 0.435
0.641 | 0243 0.401 0.163 | 0317 | 0.518
0.718 | 0.268 0.441 0231 | 0.335
0.590 | 0.248 0.353 0.240
0.530 | 0.166 0.262
0.760 | 0.377 )
0.588

- 642 -




2011 2 38
) -5 -

( ( )
(0.82)

-6

-7 .

(90-30)
-8 -1
Puzzles CARS : v 90=3x30
.Soccer action Strategies 60 =2x30
©) -9
.(75)
-2
-10 vt 30=1x30
7) " 60=2x30
(45)
-2
-1
.(Quasi exp)
-2
(12-10)

-3
-4

- 643 -



(5)

(2.636)

2) )

00 O0x0 0xO0
00 O0x0 Ox0
- MANCOVA
@)
(0.05 >
(6) ( )
(5)
(4)
0.108 1.788 0.223
0.998 0.94 0.12
0.97 1.845 0.231
0.020 2.636 0.324
0.079 1.948 0.244
0.062 2.064 0.254
(5)
0.883 0.124 0.606 2 1.213
0.877 0.024 0.118 1 0.118
0.083 2.594 12.645 2 25.291
4.875 62 302.232
74 348.720

- 644 -




- 645 -

2011 2 38
(6)
0.544 12.692 | 0.778 12.407 | 0.790 12.977
0.528 12.720 | 0.708 12.306 | 0.796 13.134
0.367 12434 | 0.556 13272 | 0.498 11.596
0.275 12.615|  0.395 12.662 | 0.415 12.569
©)
(10)
©) (7
.(4.95) (8)
(11.050)
(12.882)
(3.982)
(10.259)
.(10.713) (9.870)
(7)
0.865 0.145 0.437 2 0.874
0.264 1.269 3.815 1 3.815
0.787 0.241 0.724 2 1.448
3.006 62 186.394
74 210.880



(8)

0.428 6.943 0.611 6.874 0.621 7.012
0.415 7.233 0.556 6.746 0.625 7.721
0.288 7.003 0.437 6.771 0.391 7.235
©9)
0.237 1.474 6.102 2 12.204
0.066 3.490 14.452 1 14.452
0.010 4.953 20.511 2 41.022
4.141 62 256.747
74 359.787
(10)
0.502 10.654 0.717 10.259 0.728 11.050
0.487 11.376 0.653 9.870 0.733 12.882
0.338 10.384 0.513 10.713 0.459 3.982
0.254 10.793 0.383 10.281 0.383 11.305

| —o— LS ol 5l a2l

—— U Jarall (g3l Jau gial) |

T

14

12

10

1)

- 646 -




2011 2 38

Klawe,1995; Kafai, ) ( )

.(2001
(1987 2003 2005 )
.(www.kuwait25.com; 2005 )
Betz .(2005 )

(2003) (1996)

- - .(Moursund,2006)
.(2003 )

.(2003 )

.(Piaget,1963)

. (Bruner, 1973)

.(1989 )
Hartman & )
.(Klimmt, 2006
.(2004 )

- 647 -



Action

.(2005 )

1 2004

1996

1 2004 .58-44 :1

2005
. 1 )

Al Mubireek, Khalid. 2003. Gender — oriented vs. gender-
neutral computer games in education.Dissertation. The
Ohio State University.

Bruner. J. 1973. Going Beyond the Information Given. New
York. Norton.

Hartmann, T. and Klimmt, C. 2006. Gender and computer
games: Exploring females' dislikes. Journal of
Computer-Mediated Communication, 11(4), article 2.

Kafai, Yasmin B. October 27. 2001. the Educational .626-596
potential of electronic games: from games to teach to
games to learn. Cultural Policy Center, University of
Chicago.

Klawe M. & Philippe E. 1995. - A classroom study, 1
Electronic games engage children as researches
Proceedings of CSCL Conference, Bloomington, )
Indiana, (209-213).

- 648 -

3
20

2003

03

2005

2002

16

2004

2005

2003

1989



2011 2 38

Solso, Robert L. 1998. Cognitive Psychology, 5" ed.

University of Nevada, Reno, Allyn and Bacon, Boston.
http://en.wikipedia.org/wild/Neurology.
http://www.graphicsinterface.org/cgi-bin/1999/203paper.
http://www.ime.usp.br/~vwsetzer/video-g-risks.html.
htpp://www.Psychcenteral.com/psypsych/cognitive-

psychology.
http://www kuwait25.gamess.com.

Moursund, Dave. 2006. Introduction to using Games in
education: A Guide for teachers and Parents. University
of Oregon.

Nicole, Jessica & Kieffer, Kevin M. 2005.Violence in
videogames: A Review of the Empirical Research.

Piaget J. 1963. Play Dreams and Imitation in childhood,
New York: Norton Diamond, playing and learning.

Santrok, John. 1995. Life span development, WCB. Brown

Benchmark, Madison.

The Effect of Electronic Games on Memorizing, Problem Solving

and Decision Making among Middle Childhood Jordanian Children

Maha Husni Shahrori and Mohamed Odeh Rimawi *

ABSTRACT

The aim of this study was to investigate the effect of electronic games on memorizing, problem solving

and decision making among middle childhood children.

To achieve this aim, a random sample consisted of (75) students from the fifth grade at Almanhal schools

and Alreiada Alelmeya. They were distributed into two groups: experimental group which consisted of

(36) students and a control group which consisted of (39) students. The experimental group was divided

into two groups the first one played oriented games, and the other one played free games (oriented vs.

None oriented group)

Two batteries of electronic games had been prepared, the first one was oriented, and the second is non-

oriented. The experimental groups played these games one session of (45) minutes per a week during the

first semester 2006/2007.

After collecting data MANCOVA analysis were used to determine the statistical differences between the

means of the student's performance on the scale. Also the means and standard deviations for the pre- post

tests were computed for all groups.. The results of the study showed that:

There were statistically significant differences (0<0.05) between the mean scores on the three processes

attributed to the group variable, in favor of the non-oriented group. Also, there were statistically

differences (0<0.05) between the average performance on decision- making dimension attributed to

interaction between group and gender in favor of the males of non-oriented group.
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