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Abstract within 300 words:

Early childhood (birth to eight years) is a period of rapid growth and development where play is
crucial for developing children's tactile, sensory, motor, verbal, and environmental awareness skills.
Traditional games, rooted in cultural values, teach cooperation, self-regulation, respect for others, and
healthy social relationships. Modern games, involving toys and structured materials, support learning
through trial and error and strengthen various cognitive skills. However, increasing screen use and
online gaming among young children have led to negative outcomes such as inattention, irritability,
tantrums, and poor academic performance. In light of these facts, the researcher intended investigating
the Effectiveness of Traditional and Modern games on socio- Cognitive development of children in
Biswanath, Assam with a sample of 590 children (68 years) using simple random sampling procedure
for the study. Children were first assessed using the Vineland Social Maturity Scale (VSMS) and the
Malin’s Intelligence Scale for Indian Children (MISIC) to measure socio-cognitive development.
Based on inclusion and exclusion criteria, 120 children were selected and assigned to control and
experimental groups. They received Traditional, Modern, or Blended game-based interventions for
three months, aligned with safety and developmental needs. Assessments were conducted before,
during, and after the intervention, and the results were analysed using appropriate statistical methods
and results found that the blended games intervention outperformed the traditional and modern games
in terms of social and cognitive development among children. In case of social development, self-help
general, self-direction, occupation, communication, and locomotion found to have Dbetter
improvements with large effect size. On the other hand, cognitive development, children’s
information, comprehension, arithmetic, vocabulary, picture completion, block, object assembly,
coding and maze were improved much better than other interventions. Thus, in order to promote
development and to give children a wide variety of activities that encourage social and cognitive
development, this study recommends blended games which could potentially improve children's over-

all wellbeing.

Keywords: Traditional games; modern games; blended games; social development; cognitive

development; early childhood



i) Major objectives :

1. To assess social and cognitive development of children and to identify its predictor
variables.

2. To plan and prepare intervention package on Traditional, Modern and Blended games.

3. To administer prepared intervention package among selected children.

4. To find out the effectiveness of interventions on social and cognitive development
among children in experimental groups.

5. To identify the most effective intervention for social and cognitive development of

children.

i) Hypothesis:
e Hyl- There is no significant predictors of Social Development among children.

e Hy2- There is no significant predictors of Cognitive Development among children.

e Hy3- There is no significant difference on Social Development among children in control

and experimental groups with respect to Traditional games.

e Hy4- There is no significant difference on Social Development among children in control

and experimental groups with respect to Modern games.

e Hy5- There is no significant difference on Social Development among children in control

and experimental groups with respect to Blended games.
e Hy6- There is no significant difference on Cognitive Development among children in

control and experimental groups with respect to Traditional games.

e Hy7- There is no significant difference on Cognitive Development among children in

control and experimental groups with respect to Modern games.

e Hy8- There is no significant difference on Cognitive Development among children in

Control and Experimental groups with respect to Blended games.

e Hy9- There is no significant difference between the interventions of Traditional, Modern

and Blended games on Social Development of children.

e Hy10- There is no significant difference between the interventions of Traditional,

modern and Blended games on Cognitive Development of children.



iii) Methodology:
The present study was carried out in three phases-
(@) Phase I: Identify the levels of Social and Cognitive Development of children
(b) Phase Il: Formulation of intervention programmes
(c) Phase 1lI: Effectiveness of the formulated interventions
(a) Phase I: Identify the levels of Social and Cognitive Development of children

The present study was conducted in Biswanath district of Assam. For selecting the sample,
researcher collected a list of government primary schools from Biswanath block of Biswanath district.
To make the sample representative, researcher selected 6 schools covering north (1 no.), south (1 no.),
central (2 no.), east (1 no.) and west zone (1 no.) through random sampling technique. Researcher
selected all the children aged from 6 to 8 years out of 6 selected schools irrespective of their gender
and constitutes a total of 590 sample. For the first phase of the study, the researcher formulated a
questionnaire to collect information regarding socio-demographic profile of the respondents. To assess
social development of children standardized tool Vineland Social Maturity Scale (VSMS) and Malins

Intelligence Scale for Indian Children (MISIC) for cognitive development was used for the study.

The acquired data was statistically analysed. Parametric tests were conducted after the results
of the Shapiro-Wilks test for normality showed that the dependent variables of phase 1- the mean
scores of social and cognitive developments, were normally distributed. Percentage analysis was
conducted to examine the levels of social and cognitive development among the selected children aged

6-8 years.

To assess the effect of socio-demographic factors on social and cognitive development of
children both qualitative and quantitative analyses were computed. Independent sample t test
(Quantitative measure) was performed to test mean difference of social and cognitive development
among the children based on gender and type of family. To assess the mean difference in children's
social and cognitive development by age, gender, parents education, parents occupation, family
income, living area, number of children in the family, and game preferences, a one-way ANOVA was
employed. To further assess the strength of the relationship between a number of predictor variables
(independent variables) and social and cognitive development (dependent variables), a multiple

regression test was used.



(b) Phase Il: Formulation of intervention programmes

The second phase of the study involved designing an intervention program based on
Traditional, Modern and Blended games in order to assess its effectiveness on the children's socio-

cognitive development.

Nine traditional games of Assam were chosen for the children of 6-8 years in the experimental
group to provide intervention that would enhance their social and cognitive development. These games
includes-Luka bhaku, Along dolong, Tekeli bhonga, Ganga rani, Sit pokhila, Kut kut, Aire amar togor,
Rumal sur, and Borof and pani each represent vital features that jointly contribute to a child's social

and cognitive development.

Regarding modern games intervention, nine modern games were chosen including Ludo,
Building Blocks, Jigsaw Puzzle, Checkers, Maze, Crossword Game, Seriation Board Game, Memory
Game and Matching Game which were likely to enhance social and cognitive development of

children.

Furthermore, blended games intervention combined the modern and traditional games selected
for the first two interventions to offer a distinctive and inclusive approach for children’s socio-
cognitive development. The purpose of combining both types of games was to establish a strong

framework that maximises learning outcomes and enhances socio-cognitive abilities among children.

(c) Phase I11: Effectiveness of the formulated interventions

Phase Il of the study involved implementation of the intervention program based on
Traditional, Modern and Blended games in order to assess its effectiveness on the children's socio-
cognitive development. Accordingly, out of the 6 schools identified with a sample size of 590,
researcher selected two schools through fishbowl technique for control and experimental group
respectively. Prior to further study, consent from schools were taken and were ready to co-operate
during implementation of intervention programme for about three months among experimental group.
Out of these two schools, children of which school performed lower score in social and cognitive
development were considered as experimental group to provide intervention programme and the other

school children were considered as control group further analysis.



Accordingly, all students in the age group of 6-8 years under two schools constituted the
sample for the second phase of the study. In school 1 (experimental group) researcher created three
new groups including all the ages making it heterogeneous in nature constitutes a total of 100 children
under experimental groups. Out of 100 children the group 1 included 34 children and equal number of
children (33 numbers) were in group 2 and group 3. Later, children who were irregular in attending all
the session of intervention programme were excluded from further analysis. Moreover, children who
had high performance in both social and cognitive development were also excluded from further
analysis. Thus, total of 90 children constitutes the final experimental groups where each group had 30
number
of children. To make an equal sample for control group researcher had chosen
30 children under the age group 6,7 and 8 years respectively from the school 2 and compared the
group with all the three experimental groups. Thus, total of 120 children selected for the final analysis.

The Shapiro-Wilks test for normality was also computed for the second phase of data and the
test results revealed that data were normal distributed. To compare differences in mean scores on
social and cognitive development among the three experimental groups of children, to check if the
intervention effect differs by time measures (Before, During and After) with an overall objective of
evaluating the effectiveness of the traditional, modern and blended games in improving social as well
cognitive development MANOVA of repeated measures [3 (experimental groups) x 3 (Before, During
and After evaluation scores of the two dependent variables, Social and cognitive development)] was

computed.

To evaluate the pre-test and post- test comparison between experimental groups and control
groups independent t-test were deployed and to see the effect size of interventions Cohen’s d was

performed.

iv) Findings:

Social Development was assessed among 590 children of 6-8 years using Vineland Social Maturity
Scale (VSMS) and results are discussed below.

Predictor variables

» The variables, age, mother’s education, family types, no. of children, living area and game

preference were significantly predicting social development of children.



» Whereas, gender, father’s education, father’s occupation, mother’s occupation and family

income did not show any significant prediction on social development of children.
Overall social development

> Regarding social development, majority (42.3%) of the children had average level, 40.2%

represented low and 17.5% were in high level.
Age

» In case of social development children of 8 years showed higher value (Mean=98.44, SD=
9.48) than children of 6 and 7 years and was statistically significant.

Mother’s education
» Children of graduate mothers have higher social development (Mean=99.66, SD=9.17) than
children of mother’s education up to 10" std. and 12" std and significant difference was found.

Number of children
» Children belong to multiple children family have high social development (Mean= 97.86,
SD=9.70) as compared to single child and double children family and was statistically

significant.
Living area

» Children of rural area showed high social development (Mean= 98.02, SD=9.17 than urban and

semi urban area.
Family type

» With respect to family type children of joint family have high social development
(Mean=97.89 SD=9.46) than nuclear family children.

Game preference

» Children with traditional game preference showed high social development (Mean=101.68,

SD=9.45) than children who prefers modern and digital games.

(b) Cognitive Development

Cognitive Development was assessed among 590 children of 6-8 years using Malins

Intelligence Scale for Indian Children (MISIC) and results are discussed below.



Predictor variables

» The variables Mother’s education, family income and game preference were significantly
predicting cognitive development of children.

» Whereas, there was no significant prediction observed in age, gender, father’s education,
father’s occupation, mother’s occupation, family type, no. of children and living area on

cognitive development of children.
Overall cognitive development

> In cognitive development, majority (50.5%) of them were in average category, 39.5% were in

low level and rest of them (10%) were in high level of cognitive development.
Mother’s education

> Regarding cognitive development, children of graduated mothers showed high cognitive
development (Mean=97.05, SD=8.40) than mothers with 10" std. and 12" Std. and significant

difference was found.
Family income

» Children of high family income showed high cognitive development (Mean=98.35, SD=7.15),

than marginalized or lower income family.
Game preference

» Children of modern game preference have high cognitive development than children with

preference of traditional games and digital games.
Major findings (Experimental and control group, n=120)

Among 590 sample 120 children were selected for final analysis, with intervention among

control and experimental groups. The results are depicted below.
Social development

The social development of experimental groups was assessed after providing intervention
based on Traditional, Modern and Blended games. Data were collected before and after the
intervention programme. Whereas, control group were assessed before and after without giving

intervention programme.



(a) Traditional games

Nine traditional games of Assam were chosen for the children of 6-8 years in the experimental
group to provide intervention that would enhance their social development. These games includes-
Luka bhaku, Along dolong, Tekeli bhonga, Ganga rani, Sit pokhila, Kut kut, Aire amar togor, Rumal

sur, and Borof and pani.
Overall social development (Control and Experimental group)

» Regarding Experimental group 1, majority (73%) of the children have average level of social
development and 27% had low level before the intervention.

» After the intervention of traditional games majority i.e. 63.30% of the children showed average
level, 26.70% of children showed high level and the rest 10.00% showed low level of social
development.

> In control group, regarding social development, majority (73.30%) of the children had average
social development, followed by 26.70% who had lower level in the “before” phase.

» In the “after” phase of control group majority (83.30%) of the children were showing average

level of social development and remaining 16.70% showing low level of social development.
Dimensions (Control and Experimental group)

» There was a statistically significant difference between the control and Experimental group 1
in the areas of Self-help general (Mean=,97.00, SD=4.18), Self-help eating (Mean=96.94,
SD=4.72), Self-help dressing (Mean=96.41, SD=3.40), Self-direction (Mean=97.41, SD=

4.73), and Occupation (Mean=97.48, SD=4.41). The Cohen’s d values of 0.57, 0.51,
0.51, 0.55 and 0.57 respectively indicates medium effect size of Traditional games intervention
in those areas of development in children.

» In the dimensions of Communication (Mean=98.05, SD=5.08) and Locomotion (Mean=99.25,
SD=4.93) a significant difference was found and the effect size of Traditional games were
found to have large effect size with Cohen’s d values of 0.81 and 0.80 respectively.

» Children in experimental group 1 and the control group were also showing a significant
difference in their Social Development (Mean=98.89, SD=6.87); the experimental group 1's
Cohen's d value of 0.81 indicated a larger effect size of the Traditional game intervention

among children.



(b) Modern games
Regarding modern games intervention, nine modern games were chosen including Ludo,
Building Blocks, Jigsaw Puzzle, Checkers, Maze, Crossword Game, Seriation Board Game, Memory

Game and Matching Game which were likely to enhance social development of children.
Overall social development (Control and Experimental group)

> In the Experimental Group 2, before modern games intervention, majority 76.70%) of the
children had average social development and remaining 23.30% of children had low level.

» After intervention of modern games, majority (70.0%) of the children had average level of
social development, 17.0% showed high level and remaining 13.30% had low level.

» In control group, regarding social development, majority (73.30%) of the children had average
social development, followed by 26.70% who had lower level in the “before” phase.

» In the “after” phase of control group majority (83.30%) of the children were showing average

level of social development and remaining 16.70% showing low level of social development.
Dimensions (Control and Experimental group)

» There was a significant difference between the Experimental group 2 and the control group in
the areas of Self-help eating (Mean=96.76, SD=4.84), Self-help dressing (Mean=96.23,
SD=4.10), Communication (Mean=95.82, SD=5.54), and Locomotion (Mean=96.87, SD=4.57)
where the Cohen’s d values were 0.47, 0.46, 0.46 and 0.35 respectively which indicates small
effect size of Modern games intervention on those areas of children.

» Additionally, there was a significant difference between experimental group 2 and the control
group in terms of Self-help General (Mean=96.69, SD=4.07) and Cohen’s d value was found to
be 0.51 indicating medium effect size of Modern games intervention.

> In case of Self-direction (Mean=98.53, SD=4.26) and Occupation (Mean=98.58, SD=4.39), the
mean value of experimental group 2 was significantly different from control group and the
Cohen’s d values were equal for both the dimensions that is 0.80 meaning a high effect size of
Modern games intervention.

» There was also statistically significant difference in Social Development (Mean=97.43,
SD=6.36) between the control group and the experimental group 2 where Cohens d value was
0.64 which indicates a medium effect size of Modern games on Social development of the

children.



(c) Blended games

Blended games intervention combined the modern and traditional games selected for the first
two interventions to offer a distinctive and inclusive approach for children’s social development. The
purpose of combining both types of games was to establish a strong framework that maximises

learning outcomes and enhances social abilities among children.

Overall social development (Control and Experimental group)

> In the experimental group 3, before intervention majority (70.00%) of the children showed
average level and remaining 30.00% had lower level of social development.

» After blended games intervention majority (60.00%) of the children showed average level and
remaining 40.00% had higher level of social development.

> In control group, regarding social development, majority (73.30%) of the children had average
social development, followed by 26.70% who had lower level in the “before” phase.

» In the “after” phase of control group majority (83.30%) of the children were showing average

level of social development and remaining 16.70% showing low level of social development.
Dimensions (Control and Experimental group)

» There was a significant difference between the experimental group 3 and the control group in
the areas of Self-help dressing (Mean=97.48, SD=4.68) and Self-help eating (Mean=97.76,
SD=4.37) where the Cohen’s d values were 0.70 and 0.68 respectively which indicates medium
effect size of Blended games intervention on those particular areas in children.

» There was also a statistically significant difference between the experimental group 3 and the
control group in the domains of Self-help general (Mean=98.66, SD=5.35), Self-direction
(Mean=98.43, SD=4.02), Occupation (Mean=98.56, SD=4.17), Communication (Mean=98.05.
SD=5.03) and Locomotion (Mean=99.23, SD=4.80) and the Cohen’s d values were 0.83, 0.80,
0.81, 0.81 and 0.80 respectively indicating large effect size of Blended games intervention in
those areas among children.

» Moreover, a statistically significant difference in Social Development (Mean=99.69, SD=6.24)

was seen between the experimental group 3 and the control group.



Cognitive Development

The Cognitive Development of experimental groups was assessed after providing intervention
based on Traditional, Modern and blended games. Data were collected before and after the
intervention programme. Whereas, control group were assessed before and after without giving

intervention programme.
(a) Traditional games

Nine traditional games of Assam were chosen for the children of 6-8 years in the experimental
group to provide intervention that would enhance their Cognitive development. These games includes-
Luka bhaku, Along dolong, Tekeli bhonga, Ganga rani, Sit pokhila, Kut kut, Aire amar togor, Rumal

sur, and Borof and pani.
Overall cognitive development (Control and Experimental group)

> Results revealed that in the experimental group 1, majority (73%) of the children found to be
in average cognitive development and 27% had lower level of cognitive development before

providing intervention.

> After traditional games intervention, majority (66.70%) of the respondents were showed
average cognitive development, where equal no. i.e. 16.70% had low and high level
> Results revealed that majority (77%) of the children in the control group had average cognitive

development and 23% had lower level of cognitive development “before” phase.

» On the other hand, majority (80.00%) of the respondents in the control, group had average
cognitive development and 20.00% had lower level of cognitive development in the after

phase.

Dimensions (Control and Experimental group)

» There was a significant differences between the experimental group 1 and control groups in the
areas of Information (Mean=102.87, SD=13.27), Comprehension (Mean=110.76, SD=11.96),
and Vocabulary (Mean=80.53, SD=10.18) with Cohen’s d values of 0.80 in all three areas,

indicating a large effect size of the traditional games intervention.



> In the areas of Arithmetic (Mean=99.48, SD=15.13) and Object assembly (Mean=100.58,
SD=13.68), statistically significant differences were found, with Cohen’s d values of 0.52 for
both areas, suggesting a medium effect size. In case of Picture completion (Mean=93.61,
SD=13.44) and Block (Mean=104.89, SD=10.75), significant differences were observed, with
Cohen’s d values of 0.46 and 0.47, respectively, indicating a small effect size.

» There was no statistically significant difference in the area of Similarity (Mean=103.76,
SD=16.09), with a Cohen’s d value of 0.26.

» In case of Coding (Mean=111.28, SD=12.93) and Maze (Mean=97.25, SD=9.11), Cohen’s d
values were 0.27, indicating a small effect size of Traditional games in these areas.

» Overall, a significant difference in Cognitive development (Mean=98.48, SD=6.67) was found
between the experimental and control groups, with a Cohen’s d value of 0.66, indicating a

medium effect size of the traditional games’ intervention on children's cognitive development.

(b) Modern games

Regarding modern games intervention, nine modern games were chosen including Ludo,
Building Blocks, Jigsaw Puzzle, Checkers, Maze, Crossword Game, Seriation Board Game, Memory

Game and Matching Game which were likely to enhance cognitive development of children.

Overall cognitive development (Control and Experimental group)
» Majority (73.30%) of the respondents of the experimental group 2, were in average level of

cognitive development and 26.70% had lower level of cognitive development before providing
intervention.

» After providing modern games intervention, majority (60.00%) of the respondents were in
average level, 33.00% had high level and 6.70% were in low level of cognitive development.

> Results revealed that majority (77%) of the children in the control group had average cognitive
development and 23% had lower level of cognitive development “before” phase.

» On the other hand, majority (80.00%) of the respondents in the control, group had average

cognitive development and 20.00% had lower level of cognitive development in the after phase

Dimensions (Control and Experimental group)

> It was found that after the intervention of the modern game with experimental group 2, in
Information (Mean=98.79, SD=14.75), Comprehension (Mean=107.05, SD=13.26), Similarity



(Mean=106.82, SD=11.07), Vocabulary (Mean=76.97, SD=10.26), and Digit span
(Mean=92.53, SD=8.30), Cohen’s d values were 0.51, 0.50, 0.52, 0.44, and 0.54, respectively,
which indicates a medium effect size of the intervention program on these specific areas of
development in children.

» Regarding Arithmetic (Mean=103.92, SD=15.46), the Cohen’s d value was 0.80, indicating a
large effect size of modern game intervention in that particular area in children.

» It was also observed that in case of Object Assembly (Mean=103.53, SD=12.17) and Coding
(Mean=116.20, SD=12.47), the Cohen’s d values were 0.75 and 0.67, respectively, indicating a
medium effect size of the intervention program.

» Regarding Picture Completion (Mean=97.92, SD=10.19), Block (Mean=108.64, SD=10.44),
and Maze (Mean=102.25, SD=9.35) as well as Overall Cognitive Development (Mean=99.77,
SD=6.27), the Cohen’s d values were found to be 0.83, 0.82, 0.80, and 0.87, respectively,

representing a large effect size of the intervention program on children.
(c) Blended games

Blended games intervention combined the modern and traditional games selected for the first
two interventions to offer a distinctive and inclusive approach for children’s cognitive development.
The purpose of combining both types of games was to establish a strong framework that maximises

learning outcomes and enhances cognitive abilities among children.
Overall cognitive development (Control and Experimental group)

In the experimental group 3, majority (70.00%) of the respondents were in average level and 30.00%

were in lower level of cognitive development before providing intervention.

» Majority (56.70%) of the respondents were in average level of cognitive development and
remaining 43.30% were found to be in high level after providing blended games intervention.

» Results revealed that majority (77%) of the children in the control group had average cognitive
development and 23% had lower level of cognitive development “before” phase.

» On the other hand, majority (80.00%) of the respondents in the control, group had average
cognitive development and 20.00% had lower level of cognitive development in the after phase



Dimensions (Control and Experimental group)

» From the results, it was observed that all the dimensions of cognitive development children had
improved noticeable performance in the experimental group 3. Regarding dimensions of
Information (Mean=104.17, SD=16.66), Comprehension (Mean=111.38, SD=13.60),
Arithmetic (Mean=104.71, SD=16.17) Vocabulary (Mean=80.38, SD=8.47), Picture
completion (Mean=98.43, SD=12.21), Block (Mean=109.61, SD=12.80), Object assembly
(Mean=105.48, SD=13.52), Coding (Mean=117.76 , SD=11.40) and Maze (Mean=102.23,
SD=8.10), significant difference was observed and Cohen’s d values were 0.80, 0.80, 0.83,
0.83, 0.82, 0.83, 0.85, 0.83, 0.85 respectively indicating large effect size of blended games
intervention on these specific areas of development.

» Moreover, in case of Similarity (Mean=110.89, SD=13.33) and Digit span (Mean=94.33,
SD=7.96), significant difference was found and Cohen’s d values were 0.76 and 0.75
respectively representing medium effect size of the intervention programme.

» Additionally, a significant difference in cognitive development (Mean=100.47, SD=6.13) was
observed with a Cohen's d value of 0.98 suggesting that the blended intervention game had a

large impact on children.

Benefits of interventions of Traditional, Modern, and Blended games on Socio-Cognitive

development

The present study involved the implementation of three different interventions namely-
Traditional games, Modern games, and Blended games to three experimental groups. Each
intervention was given for up to three months, with two sessions per week lasting 60 minutes each.
The assessment of social and cognitive development of children was done before the intervention,
during and after the intervention to find out the effectiveness of the intervention programme on socio-

cognitive development of children. Results are depicted below.
(a) Social Development

» Results revealed that Traditional games and Blended games were effective in improving social
development of children compared to modern games.
» It was also found that comparatively Blended games intervention was more effective in social

development of children than Traditional games.



> it was found that considering before, during and after intervention phases all the three
interventions such as Traditional games, Modern games and Blended games were effective
during and after intervention phases in improving social development of children.

» It was also revealed that after intervention phase was having more effectiveness in social

development of children than during intervention phase.
(b) Cognitive Development

» From the results, it was revealed that Modern games and Blended games were effective in
improving cognitive development of children.

> It was also found that Traditional games have lower effect in improving cognitive development
of children. than those of Modern and Blended games.

» It was also found that interventions were more effective during and after phases.

» However, after intervention phase was having more effectiveness in Cognitive development

and no effect was found in before intervention among children.
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