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ARTICLE INFO ABSTRACT
Introduction and Obijective: Fundamental motor skills are essential
Received: 2025/05/26 components of children's motor development and play an important role in
Reviewed: 2025/06/25 their participation in physical activities and overall development. With the

Revised: 2026/08/03

Accepted: 2026,/08/27 advancement of interactive technologies, virtual reality-based games have

emerged as an engaging approach for enhancing children's motor abilities.
Therefore, the present study aimed to investigate the effect of virtual
reality-based games on fundamental motor skills in children.

Methodology: This study employed a quasi-experimental pretest—posttest

Keyword: design. Forty elementary school boys were selected through convenience
Motor Development sampling and randomly assigned to experimental and control groups. The
Virtual Reality-Based Games research instruments included the Bruininks—Oseretsky Test of Motor
Fundamental Motor Skills Proficiency, Second Edition (BOT-2), and the Xbox 360 Kinect device. All
Children. participants initially completed the BOT-2 pretest. The experimental group

participated in a virtual reality-based game program for 8 weeks, two
sessions per week, with each session lasting 30 minutes. Following
completion of the intervention, the BOT-2 posttest was administered.
Results: The results indicated that virtual reality-based games had a
significant effect on the improvement of fundamental motor skills in
children. Significant improvements were also observed in both gross and
fine motor proficiency in the virtual reality-based game group.
Conclusion: The findings suggest that virtual reality-based games can be
used as an engaging and effective approach to improving fundamental
motor skills and enhancing motor proficiency in children. Given the
importance of fundamental motor skills for children's overall development,
the purposeful use of interactive technologies such as virtual reality-based
games may be considered in educational and physical activity programs for
children.
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