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English summary

""The effect of using virtual reality technology on the level of performance
and cognitive achievement in the sport of Archery*

* Dr. Ahmed Taha Mahmoud Ali

The current research aimed to identify the impact of the use of virtual
reality technology on the level of performance and cognitive achievement in
the sport of bow and arrow shooting.

To achieve the research goal, the researcher used the experimental
approach through experimental design that depends on the pre and post
measurements of two groups, one is experimental and the other is a control,
and the research sample consisted of students of the second year at the
Faculty of Physical Education University of Banha, and the number (253)
students, and the research sample was chosen in the intentional way And their
number (30) students were divided into two groups equally (15) students, and
to measure the pre and post performance of the two research groups, the
researcher used physical tests to assess the level of skill performance and
cognitive testing, and the researcher used virtual reality technology on the
members of the research sample of students After completing data collection,
the researcher subjected it to statistical transactions to obtain the results, and
the researcher concluded that virtual reality technology has a statistically
significant positive impact on the level of performance and cognitive
achievement in the sport of bow and arrow shooting among students.

* Teacher, Department of Theories and Applications Of Fighting Sports,
Faculty of Physical Education For Boys, University of Benha



