LAl 5o g sdiboln

VFeF (o xbl,y Wlolw asw

b.cl.»..’&.q‘ le.»..lb Su.m.al.w 9 LS'C""’"‘" )l..d) ).3 61::.0 LS'°9‘ C;U’b‘_g)l.a J..».:La

L85 5 e sag slacsib p st e aliyy o 3l oy Shol Baa b ol e

2l 5 o> s olimsd pid il 510 sl il elatzb slonge (Sigls 5 elatz!
~0s05l0te ook b alelanss il S by, Sl 5l s (50,15 cBaw i 5l aalllae ol ayo S
Jle 50 Sl o w2l 150 90l Siils alS 6)L°T axal> o9 Jr"~'5 05,5 5 03eslom

Al 00, (L 77) JS 9 (G 77) &Lo)'—‘ 09,5 9 4o ‘_gota: O yg0ds g ng’:.;l L;ld.l})m\.:.g
5 (P77 rash 5 3myanl) Gllszg eloizl L8, aslitwn Jolis loosls (5)518,5 lall
s e 090 Sy o el 09,5 05 (P27 oz 5 93) (sleirh Glmer (Siald acliion
L Wosls .oged JLio 1) 095 (g3le anlipy JyuS 09,5 o5 (Jb> )0 03,5 &S558 (owe o slacssl
o SPSS l38la 5 50 (MANCOVA) o iioniz il lssS Jelow (051 5 cimosi bol 5 oolical
Sylolae job 4 ygasl 50 islejl 09,5 Sl es 1 Kile a5 sls ylas g el sla Judos s .asas
colrn Sl o 1) b lae 5l g loline 5 Carte ;b il lysS ko ygmgl sl azdly T3l
welazzl Llzd, s (F(1,56)=12.701,p=0.001,7p2=0.185)
b S 5 bl IS Lol Sl paizman ols (Lid (F(1,56)=248.80,p<0.001,7p2=0.816)
oles 5 (Wilks' Lambda = 0.001, p < 0.001) sg ,lolins (g,lel L5 5l 35 s (slo yuicio

QS'C lAa.} ‘

4S5 p sie SO oo &) oSote (22,70 Aled Liwgh ol slaanil was awl Lmegh sleans
a3yl Sip b b Golate 5 anpanS he Syimsisel 0paly G plsie 4 (e o slacs sl
(o, cnl 5 e ) 1) oleel il elaimk Sles (Kauld 5 cloiml Jld, 2o LG sb
Slay A5l edlys (s B9 sokae 4 o)l el 398 5 (om0 )d Slaaslipy 5o lagssl cnl (il

335 o0 dpog oSt eloizl

0,599 30 yl5g0l ils ¢ eleimk Slme Kol cloin! L8, ¢ dorem o slos ;L :Lbojlg..\‘g,lb"

ITVEYAYYYSQ - 00aYFYV- YOV AYITIA-0 1aolbybl g0yl
VE-F/ 80 g0 &0

f e (gad
R e kY



LAl 5o g sdiboln

IR PHIRVCIOH PUV- TSR v

Thesis:

The effect of indigenous-local games on social
behavior and social-emotional competence of sixth-
grade female students in Sabzevar city

The primary aim of this research was to investigate the effect of an intervention program
based on local-native games on the social behavior and social-emotional competence of
sixth-grade female students in Sabzevar, Iran. This study employed a quasi-experimental
design with a pre-test/post-test and a control group, categorizing it as applied research in
terms of its purpose. The statistical population comprised all sixth-grade female students in
Sabzevar during the 2024-2025 academic year. A sample of 30 students was selected via
multi-stage cluster sampling and randomly assigned to either the experimental group (n=15)
or the control group (n=15). Data were collected using the Teenage Inventory of Social
Skills (Inderbitzen & Foster, 1992) and the Social-Emotional Competence Questionnaire
(Zhou & Chi, 2012). The experimental group participated in a structured program of local-
native games, while the control group followed their regular curriculum. Data were
analyzed using descriptive statistics and Multivariate Analysis of Covariance (MANCOVA)
in SPSS software. The statistical analyses revealed a significant increase in the post-test
mean scores for the experimental group. The results of ANCOVA indicated a significant
positive effect of the intervention on both social-emotional competence
(F(1,56)=12.701,p=0.001,?p2=0.185) and social behavior
(F(1,56)=248.80,p<0.001,7p2=0.816). Furthermore, the overall interaction effect of the
intervention on the linear combination of the dependent variables was statistically
significant (Wilks' Lambda = 0.001, p < 0.001), confirming all research hypotheses. The
findings of this study provide robust empirical evidence that local-native games, as an
effective, low-cost, and culturally-congruent educational strategy, can significantly enhance
students' social behavior and social-emotional competence. Therefore, the integration of
these games into school curricula and extracurricular activities is strongly recommended for
fostering a psychologically and socially competent generation



