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ABSTRACT

To turn the negative images on online games round and to re-recognize the rela-tionship of online games playing and children

development for the public, this study aims to explore positive impacts of online games playing on children’s multiple intelli-gences

development. Data was collected through in-depth interviews of three sixth grade students who played “Mole Park “ online game

frequently and supplemented by interviews with their parents, online observations, and other texts. Based on content analysis against

literatures, young player’s positive behavior during the online games playing, including collaboration and interaction, active

learning, and self-expression were identified. This study concludes the following seven propositions: (1)Online games playing has a

positive impact on children’s learning of English vocabulary; (2)Online games playing has positive impacts on children’s

arithmetic practices; (3)Online games playing has positive impacts on children’s development of figure rea-soning and map

reading; (4)Online games playing has a positive impact on children’s operation of mouse and keyboard; (5)Online games playing

has positive impacts on children’s development of sensation of tone and music appreciation; (6)Online games playing has positive

impacts on children’s participating of group discussions and help-ing others; (7)Online games playing has positive impacts on

children’s observation of natural phenomena, cherishing animals and plants, and respecting lives.
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