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ABSTRACT

Concentration is one of the most important factor in learning ability. It is important to
improve concentration for learning ability. Most digital kids have been accustomed to
addictive media like games since childhood, so traditional methods of teaching and
learning has been difficult to give interests for them. Therefore introducing a new
teaching methods was inevitable for students with low concentration. This is an
experiment to prove the hypothesis that the concentration training by certain serious
game would be helpful for improving students’ concentration. Not only some serious
games but also meditation by music was effective to improve concentration in the
experiment. Average people is hard to immerge in meditation. but some serious games
involve fun factors like curiosity, challenges, competitions and rewards. Games are not
more negative to young people, will be helpful to society in various forms.
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