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ABSTRACT 
The aim of the research was to identify the effect of the method of imagination directed according to 
the dual encoding in improving the speed of visual vision and learn the grip of pulling the arm from 
sitting, and the grip of pulling the opponent down with Roman wrestling in the research sample, so 
that the researchers assume that there are significant differences Statistical statistics between the results 
of the arm pull-out tests from sitting, and the opponent's pull-down grip in Romanian tribal and remote 
wrestling for the three research groups, and there are statistically significant differences between the 
three research groups in the results of the tests of these two wrestling catches. Romanian dimension, 
the experimental curriculum by designing the three experimental groups was based on a sample of the 
70 third-stage students continuing to study for the academic year (2018-2019) at the Faculty of 
Physical Education and Sports Sciences at The University of Maysan, 70 students selected by the 
researcher They were all baptized by 100% of their community of origin, and then divided into three 
groups according to the type of encoding of information according to the results of the classification 
scale and applied the educational method of each catch (3) educational units at the rate of one unit per 
week without difference by experimenting with this independent variable of groups Three, After the 
experiment ended, the results were processed using the (SPSS-26) system to be conclusions and 
applications. The application of the directed visualization method according to the double coding in 
the kinesthetic learning of the Roman wrestling grips helps them in improving the speed of visual 
vision and learning the grip of pulling the arm from sitting, and the grip of pulling the opponent down 
in Roman wrestling, and that The wave-imagining method is more suitable for learners with double 
coding in learning the grip of pulling the arm from sitting, and the grip of pulling the opponent down 
in Roman wrestling. information to focus on what needs to be improved in learning.  

 Keywords: Guided imagination, dual coding, visual vision speed, Roman wrestling catches 
 
The problem of research and its importance: 
certainly the strength and speed of movements in 
the specificity of Romanian wrestling skills 

requires a determination of the spatial 
management, which in turn depends on the speed 
of visual vision, as the speed of locating the place 
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cannot intersect with its realization as "the 
learners need to acquire and discover the 
environment around them and interact with them 
and then increase their ability to solve the forms 
they meet in the environment and society, and the 
psychological foundations of the survey are due 
to the cognitive theory that interpreted learning 
as occurring as a result of the interaction of the 
mental forces of the individual with the stimuli 
that exist in the environment around him. The 
authors of this theory pointed out that the learner 
can be contained in the learning process by 
allowing him to choose, practice, think and make 
his decisions based on his analysis and self-
assessment of The learner's activity in the 
educational situation according to that theory is a 
mental activity based on the interaction of the 
mental forces of the learner with the exciting and 
educational experiences, and thus understanding 
and understanding the excitements, phenomena 
and relationships between them, and thus may 
Learning has been done." (Qatami, 2010) Thus, 
storing information in the brains of learners 
about the environment of the wrestling hall is 
according to the individual differences among 
them, and those who depend on pictorial coding 
or verbal coding, as “the division of the 
educational position for any skill to be mastered 
requires a number of things to be mastered.” part 
of the unit and move to the next and then merge 
all parts leads to increase the chances of success 
and minimize the wrong response, then leads to 
negative avoid the learner and increase positive 
participation in the acquisition of expertise and 
specialization. "(Zaghloul, 2000) as" the 
imagination process one Important mental skills 
that a person resorts to in order to obtain new 
ideas and experiences. Studies on the importance 
of integrating the concepts of imagination into 
the educational process, which emphasized the 

importance of including imagination in Abd al-
Hamid and al-Khalifa 2000. As "the practice of 
mental processes and cognition are not only 
mediated by training and training session who 
work on pulling the mind in order to exercise the 
skills inherent has, as mental growth highlights 
mediated by rich and stimulating and healthy 
environment containing a set of experiences, 
attitudes and Agitators and the use of appropriate 
means of teaching." (Hamid (2007), as 
"perception in general and of its various types 
means the individual's own way or style of 
organizing his reception, assimilation and 
understanding of information as a mental process 
that occurs inside the brain and depends on the 
integrity of the senses and the activity and focus 
of attention, to follow the process of cognition, 
storage and search processes in memory to make 
decisions regarding distance".  (Goetz & Ash, 
2006) as "the motor characteristics, sensation, 
thinking and perception processes that differ 
from one learner to another and that flow into 
special methods differ from one performance to 
another, and certainly the levels of motives and 
emotions differ from one individual to another 
and from one case to another, and these 
individual factors are It must be understood and 
taken into account when developing programs.” 
(Mahjoub, 2001) “As for imagination, it is 
classified as one of the mental skills defined by 
(remembering, imagining, intelligence, 
evaluating, planning, decision-making, 
persuasion), and improving or employing skills 
The mentality and its acquisition of the student 
does not depend on his innate mental 
preparations only, and from this came the 
strategy of directed imagination to invest the skill 
of mental imagination in the teaching process, 
The strategy of imagination or perception is 
based on stimulating the mind to fly in horizons 
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far from reality, making himself an actor and 
gaining semi-living experience through his 
imaginary dealings with these things, and by 
imagining the learner can come up with new 
discoveries and methods that he did not know 
before." (Attia, 2009) Thus, the method of 
imagination directed at the motor learning of 
wrestling is a necessity for new learners to 
determine the possibility of drawing motor 
programs according to their own abilities and 
abilities or drawing their own performance, but 
according to the determinants of each skill is 
required in accordance with the international law 
of Romanian wrestling, here is some 
confirmation that the imagination is very 
different from the mental training practiced by 
athletes who are originally past the stages of 
learning as they completely relive the program, 
while in imagining They're trying to draw 
programs in memory based on what they've been 
directed to. The guided imagination is defined as 
"the formulation of an imaginary scenario that 
transports learners on an imaginary journey and 
urges them to build mental images of what they 
hear, and learners are directed to build colorful 
images of a variety of sizes, and work to integrate 
the five senses." (Saidi, Baluchi, 2009) and every 
encoding in the brain is not done without 
perception and overlap, it is necessary to pay 
attention to the awareness of what the learners of 
Roman wrestling imagine, "as visual perception 
passes through a set of phases starting with the 
overall look and then the process of imagining 
and understanding the relationships between the 
parts and then re-composing the parts in their 
total form again, and therefore visual perception 
is an ongoing process that begins mostly in 
colleges and turns into partials for analysis and 
reflection in preparation for the re-conversion of 
colleges in the process of The image of a 

cognitive concept." ". "People can symbolize and 
store both systems and one of the two coding 
systems can be more effective and easier than the 
other, as the processing of verbal arouses occurs 
in sequence, while visual processing of sensory 
stimuli seems to occur all at once," he said. 
(Qatami, 2005) "The human brain also contains 
multiple cognitive structures that form the 
methods of thinking, and may be pictorial, 
linguistic, touchy, auditory, or mental images 
and these structures exist different locations of 
different neural inputs, and words that are 
difficult to imagine are more difficult than words 
that have images in memory." (". (Baivio, 2009) 
Thus, those involved in the study of dual coding 
in educational fields concluded that individuals 
were classified as verbally coding-based 
intellectuals and those with a pictorial coding-
based thinking to define the dual distinction of 
"the individual's inclination and preferred style, 
which includes two separate subsystems for 
representing or encoding information in memory 
on the basis of representation units consisting of 
two subsystems: the auditory verbal system and 
the non-verbal pictorial system, which is a 
pattern of thinking that arises. "As a result of the 
excitement of the mind with visual effects, this 
results in one or more relationships that help to 
solve the problem or get closer to solving it." 
(Attia, 2009) "Individuals are divided into verbal 
versus visual, visual individuals deal with what 
they see well, whether it's images, charts, graphs, 
movies or illustrations, verbal individuals deal 
more with characters, words, sentences, written 
texts and verbal guidance, and in fact individuals 
learn better when presenting information visually 
and verbally, and he stressed that most people are 
visual thinkers, i.e. they understand more using 
images, drawings and illustrations, but he 
stressed that most people are visual thinkers, i.e. 



327 
 
 

 
 
 

they understand more using images, drawings 
and illustrations. A good learner is able to 
process information whether it is provided 
verbally or visually." (Awad, and others, 2012), 
considering the orientation of researchers 
towards learning a kind of student to be teachers 
of skills in Romanian wrestling, i.e. they know 
what they learn and not just learn, your students 
call for the application of philosophical 
frameworks for various learning schools that deal 
with thinking and mental processes for the 
purpose of controlling what facilitates their 
education of the skills of this type of wrestling, 
Through the practical lessons assigned to the 
researcher, he noted that students have a clear 
weakness in establishing information on 
correcting the applied performance of some 
Romanian wrestling skills to look more 
responsible, which gives evidence of a lack of 
understanding or absorption that shows a 
weakness in performance, and this problem calls 
for the need to adopt the uniqueness of education 
and to identify the needs of each learner 
according to his abilities and capabilities or his 
coding in particular the current research, in order 
to aim at identifying the needs of each learner 
according to his abilities and capabilities or his 
characterized by encoding in particular the 
current research, in order to aim at this research 
to identify The effect of the method of 
imagination directed according to the double 
coding in improving the speed of visual vision 
and learning the grip of pulling the arm from 
sitting, and the grip of pulling the opponent down 
with Roman wrestling in the research sample, 
thus assuming that there are statistically 
significant differences between the results Arm 
pull-out tests from sitting, and the opponent's 
pull-down grip in Romanian tribal and remote 
wrestling for the three research groups, and there 

are statistically significant differences between 
the three research groups in the results of the tests 
of these two grips in remote Roman wrestling.  
Research methodology and experimental 
design: Adopted the experimental research 
methodology, which is defined as "a pattern of 
research controlled by the researcher with one or 
more variables to make a deliberate and 
controlled change to the specific conditions and 
explain the results of this change." (Mohammed, 
2016), to suit what was assumed for this research 
and the classification of the dual coding scale 
(double, graphic, and verbal) adopted the 
experimental design with the three equal 
experimental groups with tight control of the 
tribal and remote tests, all of which are tested by 
one experimental factor, namely the method of 
directed imagination. 
 
Research community and its sample: The 70 
third-stage students continuing to study for the 
academic year (2018-2019) at the Faculty of 
Physical Education and Sports Sciences at The 
University of Maysan represent the limits of this 
research, the same research problem community, 
all of whom were deliberately selected by 
(100%) to represent the research sample divided 
into three groups by the type of coding of 
information according to the results of the 
classification scale. 
 
Measurements, tests and research 
procedures: To determine the number of each 
group, the researchers adopted the results of the 
classification scale, which classified and divided 
the search sample by applying the double coding 
scale, which contains (44) paragraphs prepared 
by (Tawfiq, 2015) with five alternatives: (I 
strongly agree- I agree- I do not agree - I do not 
agree - I do not strongly agree) with a key 
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Correction (5-1) for positive and (1-5) for the 
inverse, as the number of learners of the first 
experimental group (19) learners (double 
encoding), the second experimental group (26) 
learners (their pictorial encoding) and the third 
experimental group (25) pleasures Did not 
(verbally encode them), and also adopted the 
optical vision speed test for the speed of visual 
response of the modified color stimuli of the 
modified Nelson test (Kaabi, 2006) by unit 
measuring the second and its parts, And the 
performance tests of each of my grips (grab 
pulling the arm from sitting (the degree), the grip 
of pulling the opponent down (the degree)) in 
Roman wrestling of (10) degrees, and applying 
the educational method for each grip (3) 
educational units at a rate of one unit per week 
without difference by experimenting with this 
The independent variable for the three groups, as 
learning is by playing after they receive kinetic 
stories using multiple illustrative media in the 
classroom environment to serve the achievement 
of the desired goals in the improvement required 
for the skillful learning of each of the two 
students according to what their age stage 
requires, so that the educational unit is in the 
educational part of the main section of the 
physical education lesson Which was directed 
towards the presentation and explanation of the 

skill and then towards the imagination through 
the teacher’s adoption of these stories supported 
by the clarity of the presentation, to be the 
beginning of drawing kinetic programs by 
imagination between the educational part and the 
applied part, The imagination is directed at the 
guidance students receive for the specifics of 
each of the two muskets to be learned in the 
lesson, to avoid the non-magnetic imagination 
and adopt the learner in his imagination to draw 
motor programs on the abilities or capabilities 
that enable him to perform the grip, and the 
practical part of the main section is directed to 
apply the motor programs imagined increases his 
performance of applied activities to learn the 
performance of each of the two muskets in 
Romanian wrestling through play, and it is 
possible to restore information and remember 
and employ it by imagining Corrective program 
during the application part after performing 
attempts that do not match the determinants of 
proper performance, and after the completion of 
the experiment the results of tribal and remote 
tests were recorded and statistically processed by 
the system (SPSS-26) to calculate both the 
computational medium, the standard deviation, 
the test (t) of the interconnected samples, the 
one-way contrast analysis test (F) and the lower 
moral difference test (LSD).

The results and their discussion: 
Table (1) shows the results of the tribal tests 

the exams 

N 

Variations 
sum of 
squares 

degre
es of 

freedo
m 

mean 
square

s 
 ) F ( (Sig) 

Indi
cati
on 

Visual vision (sec.) 
 70 

between 
groups 

0.095 2 0.047 
1.255 0.292 no

t 
si

gn
if

ic

within groups 2.533 67 0.038 
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Grab pull arm from 
sitting (degree) 

 
70 

between 
groups 

1.429 2 0.714 
1.286 0.283 no

t 
si

gn
if

ic

within groups 37.214 67 0.555 

Grab pull down 
opponent (degree) 70 

between 
groups 

0.701 2 0.351 
0.583 0.561 no

t 
si

gn
if

ic

within groups 40.284 67 0.601 

The number of groups (3) n in each group (22) The significance level is (0.05) d. If (Sig) ≥ (0.05) 
 
 
Table (2) shows the results of the pre and post tests for each experimental group 

Test and groups 
 

pretest 
Dimensional 

Test F AF 
 

 ) T( 
VALUE 

(Sig) 

IN
D

IC
A

T
IO

N
 

S +A S +A 

visual 
speed 

 

 significant 0.000 37.142 0.192 1.637 0.099 2.711 0.181 4.347 19 1تج 

 significant 0.000 22.068 0.242 1.049 0.152 3.278 0.201 4.327 26 2تج 

 significant 0.000 6.3 0.183 0.231 0.058 4.173 0.199 4.404 25 3تج 

Grab 
pull arm 

from 
sitting 

(degree) 
 

 significant 0.000 34.614 0.855 6.789 0.478 8.68 0.737 1.89 19 1تج 

 significant 0.000 21.49 1.223 5.154 0.796 6.92 0.765 1.77 26 2تج 

 0.000 11.635 1.306 3.04 0.85 5.16 0.726 2.12 25 3تج 
significant 

Grab 
pull 

down 
opponent 
(degree) 

 0.000 28.686 1.032 6.789 0.684 8.63 0.765 1.84 19 1تج 
significant 

 significant 0.000 20.068 1.192 4.692 0.834 6.85 0.732 2.15 26 2تج 

 0.000 12.963 1.358 3.52 1.003 5.44 0.812 1.92 25 3تج 
significant 

The degree of freedom (n - 1) for each group, the significance level (0.05) D, if it was (Sig) ≥ (0.05) 
 
Table (3) shows the test (in) the dimensional tests between the three experimental research 
groups 

the exams 
N 

Variations 
sum of 
squares 

degree 
of 

freedom 

mean 
squares 

 ) B ( (Sig) INDICATION 
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visual speed 
 

70 

between 
groups 

24.22 2 12.11 
969.058 0.000 

significant 

within 
groups 

0.837 67 0.012 

Grab pull the 
arm from 

sitting 
 

70 

between 
groups 

135.031 2 67.516 
121.238 0.000 

significant 

within 
groups 

37.311 67 0.557 

Grab pull the 
discount 

down 
70 

between 
groups 

109.977 2 54.989 
73.735 0.000 

significant 

within 
groups 

49.966 67 0.746 

 
Table (4) shows the (L.S.D) test for the post-tests among the three experimental research groups 

Tests, unit of measure, and 
groups 

difference 
results 
circles 

Degree 
(Sig) 

morale 

Tests, unit of 
measure, and groups 

1  - 2 
-0.567* 

0.000 
significant in favor of the first 

experimental group 

1  – 3 
-1.463* 

0.000 
significant in favor of the first 

experimental group 

2  – 3 
-0.895* 

0.000 
significant in favor of the second 

experimental group 

Grab pull arm from 
sitting (degree) 

1  - 2 
1.761* 

0.000 
significant in favor of the first 

experimental group 

1  – 3 
3.524* 

0.000 
significant in favor of the first 

experimental group 

2  – 3 1.763* 0.000 
significant in favor of the second 

experimental group 

Grab pull down 
opponent (degree) 

1  - 2 
1.785* 

0.000 
significant in favor of the first 

experimental group 

1  – 3 
3.192* 

0.000 
significant in favor of the first 

experimental group 

2  – 3 1.406* 0.000 
significant in favor of the second 

experimental group 

 
* The difference is significant at the level of significance (0.05). 
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    The results of the pre and post tests show the 
clear improvement of the learners of each of the 
three experimental groups in all the tests of the 
dependent variables, and the results of the post 
tests show the significant differences in favor of 
the learners with double coding, followed by the 
group of learners with pictorial coding, and the 
researchers attribute the emergence of these 
results to the nature of Roman wrestling 
education It is based on the basis of presentation 
and explanation, which facilitates the learning of 
the grips in it from the hands of those with double 
coding, and this type of education in the style of 
directed imagination leads the learners to search, 
induction and deduction by enabling them to 
draw motor programs in accordance with the 
symbols of visual and verbal information in the 
brain and the adoption of the matching system 
For their performance of the two grips under 
discussion with the motor program that helped to 
refine this educational method in which the 
learner imagines how to perform each grip before 
performing it and corrective guidance for the 
accompanying movements that appear 
accompanying this performance, as studies in 
this field indicate that active learning leads to 
activating the learner’s role in Thinking and 
Discovering. "Re-displaying the alarm clock is 
interesting, so innovation is needed to avoid 
boredom and it has to be interesting in terms of 
its nature and spatial position and must be 
changed to draw attention as well as the intensity 
and modernity of this exciting to be of applied 
importance in many scientific fields." (Melhem, 
2009). "The image is transformed into a symbol 
through its abundance of connotations, many 
meanings and its ability to inspire and crumble, a 
special situation for it in which a complete 
pattern of experience or an independent being 

who owns his integrated life without regard to 
any customary standard of its standards, and 
unless we realize this necessary difference, it will 
inevitably fall into trap, so we deal with every 
image capable of coding an artistic symbol, and 
the nature of the symbol does not replace 
anything else. It's not just about the significance, 
where the parties are the party to the functioning 
relationship and the party of the thing that's on it 
working together." (Heavenly, 2011) and one of 
the models of kinetic stories in that it "depends 
on the ability of the individual to create a picture 
of the mental experiences he faces, how much the 
strategy of the story is related to the strategy of 
mental imagination and in which an imagined 
picture of the experiences and information to be 
learned is evoked by depicting a fairy tale that the 
teacher creates links and visualizes relationships 
between his stock and what he wants to teach him 
new information and experiences so that he takes 
you mental effort in order to encode information 
and experiences and arrange them verbally and 
visually in the form of a story to facilitate It's 
easy and faster." (Nayef, 2017) "Play is the main 
means in the process of developing imagination, 
intelligence, language, social skills and cognitive 
and sensory abilities." (Al-Dulaimi, 2009)  
 
Conclusions and applications: 
1- The application of the method of directed 
imagination according to the double coding in 
the motor learning of the Roman wrestling grips 
helps them to improve the speed of visual vision 
and learning the grip of pulling the arm from 
sitting, and the grip of pulling the opponent down 
in Roman wrestling. 
2- The wave visualization method is more 
suitable for learners with double coding in 
learning the grip of pulling the arm from sitting, 
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and the grip of pulling the opponent down in 
Roman wrestling. 
3- It is necessary to emphasize the good selection 
of educational methods that suit the uniqueness 
of education, and it is necessary to subject 
learners to a categorical assessment of abilities 
and capabilities and the way they process 
information to focus on what is required to be 
improved in learning. 
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