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ABSTRACT

In this research, the effect of serious game on the task performance of adolescents
with intellectual disabilities was investigated. A total of 31 students participated in a

pre-post-with—control-group-design

study. Results

indicate that among the high-,

moderate—, and low- ability students, the moderate-ability students gained the most from

the game,

game-based training has the most effect on the moderate level students.

in both speed and accuracy. From the results we can understand that

Also, the

findings of this study show that serious games can be effective training tools for this

population.
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[Table 1] Pre and posttest results for apple
packaging speed

Control Experiment
(n=16) (n=15)
Gender
F 4 3
M 12 12
Age
Min/Max 16.7 16.7
SD 9 6
Ability
High 8
Mod
Low 3 3
2.2 M & AFER
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ok Ad e BT A sEEE e ¥
918 WA B4, 29 Adel Faelw Ay
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[Fig. 1] Apple game scene
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[Table 2] Change in speed by groups and test
waves (per second)

Woee ] Wheeo Gain

High 0616 0753 0137

Control  Mod 0597 0578 -.0020
Low 0352 .0400 0048

High 1021 1455 0434

Game  Mod 0316 1127 0811
Low 0332 0451 0119

Speed Control
0.18
0.16
0.14
012
0.1 -
0.08
0.06 l{:
0.04 h— -
0.02

Test Wave 1 Test Wave 2
= High ==fll=0d =——low

[Fig. 2] Change in speed for control group

Speed Game
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[Fig. 3] Change in speed for game group
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