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Abstract

This paper describes a part of the findings in an action research that was
conducted in 2016's school year. The purpose was to examine the
contribution of creating digital educational games using the online platform
called "Arrange the Paperwork™ in improving thinking skills by employing
MLE (Mediated Learning Experience) approach in fourth grade students with
varied learning difficulties. The researcher's action research diary, that
documented the learning activity of ten students from two small groups,
showed improvement in four main aspects: cognitive functions, thinking
process, performance level, and motivational-emotional aspects. Findings
suggest that design and usage of online games for MLE approach, was a
helpful tool for students with learning difficulties in order to expose /improve
their learning abilities.

Keywords: design of online games, categorization strategy, MLE approach,
cognitive functions, "order the paperwork" design platform.
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