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Abstract: This study aimed to identify the impact of electronic
educational stimuli using the Kahoot application on learning some
basketball skills and developing creative thinking among primary school
students. The researcher used the experimental method. The main sample
size was (60) students, divided into two groups: an experimental group
and a control group, each consisting of (20) students, in addition to (10)
students for the pilot study. The most important result was that there were
statistically significant differences between the mean post-test scores of
the experimental and control groups in learning some basketball skills
and developing creative thinking among the primary school students
under study, in favor of the post-test scores of the experimental group.



