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Thesis:

Investigating the effect of the multimedia educational
tool Storyline on generative learning and creativity of
second-year high school students in Sabzevar city in
the academic year 2023-2024

The aim of the present study was to investigate the effect of the multimedia educational



tool Storyline on generative learning and flourishing (creativity) of second-year high school
students in Sabzevar city in the academic year 2023-2024. The method of this study is a
semi-experimental type with a pre-test-post-test design with two experimental and control
groups. The statistical population of the present study is all second-year high school
students in Sabzevar city, 1117 people, 581 boys and 537 girls. Among the second-year
high school students in Sabzevar city, 50 tenth-grade students were selected by cluster
random sampling in two groups of 25 people for the experiment and control. In this study,
two Davoudi generative learning questionnaires (1401) and Welch and Dowell's
flourishing questionnaire (2002) were used as data collection tools. Using Cronbach's alpha
coefficient, the reliability coefficient of the generative learning questionnaire was 0.88 and
the flourishing questionnaire was 0.80. Descriptive and inferential statistics were used to
analyze the data using SPSS 20 software. The results showed that the Storyline multimedia
educational tool has a positive and significant effect on generative learning and creativity of
second-year high school students in Sabzevar city.
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