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A Study on the Choice Preferences of 3-6 Year-old
Children for Intelligent Development Games

Zhang Lef} Chee-Yong Kim'"

ABSTRACT

This thesis is based on the theory of multiple intelligences proposed by the american educator and
psychologist Dr.Gardner. According to the definition and classification of children’s intelligence
development games by predecessors, 6 types of intelligence development suitable for children aged 3
to 6 are summarized games, fill in the questionnaire to understand children’s personal preferences, the
purpose is to understand whether children aged 3 to 6 have a preference for intelligent development games
and whether the preference will be affected by gender and age, and to understand the reality of children
aged 3 to 6 Preferences and intellectual development needs provide a factual basis for more scientifically

launching intelligent development games.
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Table 1, Questionnaire on children's tendency to choose
electronic virtual games and physical operation

3-6Al OIS

games,
Type Number | Proportion
Electronic virtual game 18 8.96%
Physical operation game 73 36.32%
Either way 82 40.80%
Neither option 28 13.93%
Total number of respondents 201
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Table 2. Questionnaire for children's active request to purchase smart development game products,

Type Male(98) Female(103) Number Proportion
Always 27 20 47 23.38%
General 51 58 109 54.23%
Seldom 18 22 40 19.90%
Never 2 3 5 2.49%
Total number of respondents 201
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Table 3. Questionnaire on children's choice of a single
type of intelligent development game,

Type Number | Proportion
Always choose the 13 6.479%
same type
Interested in 2-3 types 108 53.73%
No obvious preference 75 37.31%
Never play puzzle 5 2 499%
toys or games
Total number of respondents 201
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Table 4, Analysis of differences in preferences of children of different genders between the ages of 3 to 6 in the choice

of intelligent development games,

Type Male Pr(f\?fggon Female Pr;[lolrot;on A PA
Artists create type 25 25.51% 64 62.14% 27.304 0.000
Jigsaw type 63 64.29% 70 67.96% 0.303 0.582
Maze type 33 33.67% 20 19.42% 5.257 0.022
Build type ) 80.61% 57 55.34% 14.659 0.000
Picture story type 29 29.59% 50 48.54% 7.651 0.006
Children’s chess type 11 11.22% 5 4.85% 2.871 0.095
Total number of respondents 201
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Table 5. Analysis of differences in preferences of children of different years between 3 to 6 years old on intelligent

development games,

Proportion Proportion Proportion Proportion|
Type 3years N=14 4years N=-55 Syears N=-58 Gyears N=74 A PA]
Amstt;pzreate 5 | 371% | 32 | 58189% | 40 | 6897% | 35 | 47.30% | 8658 | 0.034
Jigsaw type 2857% | 34 61.82% 44 | 7586% | 51 | 6892% |11.990 | 0.007
Maze type 35.71% % 47.27% 8 1379% | 14 | 1892% |19.848 | 0.000
Build type 12 | 8.711% 28 50.91% 45 | 7759% | 51 | 68929% |11.804 | 0.008
Pwtut;epeswry 11 | 7857% 23 41.82% 21 3621% | 24 | 30.38% |10.893| 0.012
Children's 1 7.14% 3 5.45% 1 1.72% 11 | 1486% | 8378 | 0.039
chess type
Total number
of respondents 201
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