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Beginner knowledge of topic

This study investigates the impact of playing electronic games on enhancement of creativity.  120 elementary students (ages 6-10) were selected and divided into two groups of criterion group (the subjects played electronic games) and control group (the subjects did not play electronic games).  Torrance Test of Creative Thinking was administered on all subjects to measure the magnitude of creativity.  A one way ANOVA and an independent t-test were used.  Results indicated that students who played electronic games were more creative than the others.  Moreover, students who played educational and more cognitive oriented games were superior in creativity than others.

Learning objectives:

· Enhance their knowledge about electronic games and creativity.
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Presentation/ Lecture
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