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Introduction: 

Formal science teaching in the class room does not exceed one fifth of the school day of the students in the 

best conditions, while the "informal" science learning outdoors includes a set of activities, events, methods, 

and institutions like the scientific museums, documentaries, radio, and the society's establishments such as 

the summer camps, home, friends, work sites, and internet. A number of parenting specialists stress the 

importance of learning sciences in an informal way, since it represents one of the educational resources that 

contribute to building the student (Dierking et. al., 2003). 

In research context, many educational studies tended to search about the influence of the scientific 

museums outside the school to develop the students' experiences and their scientific concepts. 

Notwithstanding, there is scarcity in experimental educational studies that search in the methods and other 

informal resources of scientific education. Roberts (Roberts, 1999) emphasized the importance of these 

resources in regard to their effectiveness in the children engagement with such resources for long durations; 

the child spend over 38 hours weekly in using there resources like TV, simplified books, videos, and video 

games. Noting that TV is the most dominant on children's time (more than three hours daily), the vidfeo 

games and computers are increasingly playing effective roles in Idling the children's time, especially the 

males. 

Definition of educational games differs wit the contexts of using the related terminologies, for instance, 

Dempsy and his colleagues (Dempsy et. al., 2002) define the game as a set of activities, that requires one 

player or more, and achieves a certain goal, controlled by a group of determiners, with various levels and 

difficulty. The game, in general, is designed according to rules, with a manufactured nature (previously 

designed), it also concludes some kind of competition, even if it was competition with one's self. Prensky 

(2001) added a new feature for the game, which is the State of Flow, so as to represent an expression for 

the child's feeling of gradual and full engagement in the game's activities. When the game is well designed, 

the players lose the sense of passing time, and spend lots of time doing the game's tasks. This is what 

pushed the student's motivation to its highest levels in regard to excitement and maintaining the drive 

during the whole playing time. 

 


