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Abstract

Background : A background study on the growth of the video industry
shows that it is one of the fastest growing industries in the entertainment
industry with the video games of all genres becoming the most popular
form of media. The children are one of the most players in the industry

and as aresult, its effect on children cannot be ignored.

Objectives: The study aimed to assess the level of electronic games
addiction, the effects of electronic games on children behavior, find out
the relationship between electronic games addiction with their socio-
demographic characteristics, and find out the relationship between

behavioral disorder and electronic games addiction

Methodology: A non-probability "convenience” sample had been
consisted of (80) elementary school students of both gender have been
selected to obtained represent and accurate data. To achieve the aims of
the study, descriptive design was used throughout the present study "
Impact of electronic games on elementary school children's behaviors at
schools of al- hilla city " from the period of 15 th October 2022 to 1 st
April 2023.

Results: The results of the study indicate that children have moderate
addiction on electronic games aso have moderate behavioral disorder
most of them 47.5% were playing fighting games, 71.3% were playing at
home. Most of those children who participate in the study were playing
electronic games continuously and every day, most of them 47% were

started to play these games in the age between (9-11) years old.

Conclusion and Recommendation: the level of addiction is moderate in
children, and they have moderate level of behavioral disorders. Regarding

to the difference in gender , Male gender addicted electronic games more



than female. there is highly significant relationship between electronic
games addiction and behavioral disorder, it means that the behavioral
disorders in those children were related to their addiction of electronic

games.

the gaming addiction is a most common serious problem that lead to
many negative consequences on children such as health problem, lower
academic achievement, addiction, and behavioral disorder, the found of
families is very important in the care. They should restrict their children
from using electronic device and game for long time. Children and their
families should be engaged in programs to increase their knowledge

toward the negative impact of electronic games.
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Chapter One

1.1 Introduction

A video game can be enjoyed by children, adolescents, and adults of
any age. From a historical perspective, video games of all genres have quickly
become the most popular form of entertainment. More than 45 million
American households have a video game system. Games and digital media
have a significant impact on many children's lives Schools are taking
advantage of the growing popularity of video games in the classroom by
incorporating educational video games into their curricula to help students
learn. Few studies have been done on the impact of video games on children's
brains, research shows that exposure to educational video games and apps
positively affects children's brain development, although While children and
adolescents have a greater sensitivity to the negative effects of electronic
games (Sherry et.al, 2012)

Technology seems to have a dark shadow behind its benefits. Effects of
computer games on the behavior of children is one of the most debated topics
in psychology studies because of the robust growth in video game industry in
the last few years. A background study on the growth of the video industry
shows that it is one of the fastest growing industries in the entertainment
industry with the video games of al genres becoming the most popular form of
media. The children are one of the most players in the industry and as a resullt,

its effect on children cannot be ignored (Boxer et.al, 2015).
1.2 Theimportance of study

Studies, literature reviews, and meta-analyses have found a link
between a person's level of video game addiction and symptoms of depression

and anxiety disorders like anxiety and aggression. According to a new study,
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excessive video game use can cause stress and maladaptive coping, loneliness,

decreased psychological well-being, psychosomatic problems, and lower

academic achievement. Between studies, the magnitude of the effect varies

greatly. Males are more likely than females to play video games, and younger
gamers are more likely than older gamers to do so (Egloff, 2019).

Excessive video game play has dtered the brain's reward centers,
causing a compulsion to keep playing even if the consequences are negative.
Gaming addiction can lead to a variety of health problems, including serious
mental illness. Addiction to gaming has been shown to harm people's social
lives, worldviews, career opportunities, and general well-being, according to
reports (Farchakh et.al, 2020).

Several studies have found that some gamers have gotten into
disagreements with their loved ones because of their gaming habits. Gamers
obsession with their games has led to arguments with partners, friends, and
family members, as previously stated. Around ten percent of the parents who
took part in the survey said they often got into arguments with their kids over
gaming-related issues like game purchases and game time limits. Digital
gaming was cited as a cause of intermittent issues for 54% of respondents
children. As opposed to this claim, 37% of parents claimed to have no
arguments or disputes with their children over computer gaming (Khoo et.al,
2011).

1.3 Objectives of the study
1
2- Toassessthelevel of electronic games addiction
3
4

To assess the video games habits of children

To assess the effects of electronic games on children behavior

To find out the relationship between electronic games addiction with
their socio- demographic characteristics.
5

To find out the relationship between behavioral disorder and electronic

games addiction
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Chapter Two
M ethodology

This chapter presents the research process and design which were used
in this study ; it includes the research design, administrative arrangements, the
setting of the study, the sample of the study, the study instrument, the rating
and scoring system, the validity of the questionnaire ,the method of data
collection and statistical data analysis
2.1 :Design of the Study

To achieve the aims of the study, descriptive design was used
throughout the present study " Impact of electronic games on elementary
school children's behaviors at schools of al- hilla city " from the period of 15
th October 2022 to 1 st April 2023.
2.2:Setting of the Study

In order to obtain valid and comprehensive data, The current study
was conducted at different elementary schools in Babylon province.

2.3: Ethical Considerations

Students were asked for a voluntary participation. After they agree to
be a part of the study, they were informed about the purpose, benefits, and
procedures of the study. To maintain students’ confidentiality, they were
received anonymously questionnaire and informed that their information
would be used for research purpose only.

2.4. Sample of the study

A non-probability "convenience" sample had been consisted of (80)

elementary school students of both gender have been selected to obtained

represent and accurate data.



2.5: The Study I nstrument

A questionnaire is adopted and developed after completing literature
review and review the articles which were related to
this field. The final study instrument consists of two parts:

Part |: Demographic I nformation

This part was presented in a demographic data sheet which was
comprised of different items which included socio-demographic data sheets
consisting of many items categorized as general information about
participants such as: (gender, age, and residence),

Part I1: General information about video games habits.
Part I1: Video Games Addiction

It was adopted and developed from related literature, which composed
of (12) items measured in 3- point ( Never, Sometimes, Always).
Part 111: Behavioral disorder tool

It was adopted and developed from related literature, which composed
of (7) items measured in 3- point ( Never, Sometimes, Always).
2.6. Validity of the Questionnaire

The validity of the questionnaire means making sure that it wil
measure what it was prepared to measure, as is meant by honesty (the
questionnaire’s inclusion of all the elements that must be included in the
analysis on the one hand, and the clarity of its paragraphs and vocabulary on

the other, so that it is understandable to everyone who usesiit.

In order to test the validity of the questionnaire, the instrument was
presented to 15 experts in different fields to make it more valid. Experts were
requested to provide their views and suggestions on each of the items of the
study questionnaire in term of its linguistic appropriateness, its association
with the dimension of study variables it was assigned to and its suitability for

the study population context.



The experts responses indicated that minor changes should be done to
some items and it's were made according to their suggestions , then the final
draft was completed to be ready for conducting the study.

2.7 :Rating Scores

In order to statistically analyze the score rating includes the following:
For Video Games Addiction
1x For never responses
2x for sometimes responses
3 x for always responses
For Behavioral disorder tool
1x For never responses
2x for sometimes responses

3 x for always responses

2.8: Data Collection

Data were collected by utilizing the adopted and developed
questionnaire and by means of self-report technique by studentsin the
elementary schools in Babylon province by using of Arabic version of the
questionnaire to achieve the subjects of the study. The data collection process
had been carried out from Feb 12th 2023 until Feb 14th 2023. Each student
had to take approximately (10-15) minutes to respond.
2.9: Statistical Analysis

The data of the present study are analyzed through the usage of
statistical package of social sciences (SPSS) version 24.
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Chapter Three

Results of the Study
The finding of data analysis systematically in figures and tables, which are
corresponded with the objectives of the study as follows:
Tablel : Distribution related demographical characteristics

Variables Frequency Percent
Age 10-13 years 42 52.5%
14-17 years 38 47.5%
Total 80 100%
Gender male 47 58.8%
female 33 41.3%
Total 80 100%
Residency rural 12 15%
urban 68 85%
Total 80 100%

This table demonstrated the demographical characteristics of the study sample,
the results recorded that the most of study sample (52.5%) were between age group of
(10-13) years old, regarding to gender most of study sample (58.8%) were male ,also

this table show the high percentage of sample (85%) were lived in urban area.

Table 2: Distribution of study samplerelated to play infor mation

[tems Responses F | Percent

How many hours do you L ess than half an hour 15 | 18.8%
spend on electronic games

per day? From half an hour to afull hour 19 | 23.8%

From one to two hours 25 | 31.3%

From two to three hours 12 | 15.0%

more than three hours 9 11.3%

Total 80 | 100%



your goals in
electronic games ?

playing

Have you ever played some
of the following electronic
games listed below ?

Where do you usually play
electronic games?

How many times a week do
you play electronic games?

How old were you when you
started playing electronic
games?

Relaxing 22
Entertainment 26
Learning 16

IS spending time 16
Total 80
anti-terrorism 6
Fighting games 38
Legends Game 22
Fireworks 14
Total 80

at home 57

At school 7

at work 1

In the café 5

at friends 10
Total 80
every day 38
once aweek 11
twice aweek 21
more than twice a week 10
Total 80

6-8 36

9-11 38
12-14 6
Total 80

10

27.5%
32.5%
20%
20%

100%
7.5%

47.5%
27.5%
17.5%

100%
71.3%

8.8%
1.3%
6.3%
12.5%

100%
47.5%

13.8%
26.3%
12.5%

100%
45%
47%
7.5%
100%
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Do you feel enjoyment and Yes 49 | 61.3%
psychological comfort when :
playing this type of alittle 24 30%
electronic game ?
too much 7 8.8%
Total 80 | 100%
Do you feel uncomfortable Yes 20 25%
when you not playing ?
alittle 46 | 57.5%
too much 14 | 17.5%
Total 80 | 100%
This table demonstrated demonstrate the distribution of study sample

related to play information. Most of participants 31.3% play electronic games
from one to two hours daily. In regard to their goals in playing, most of the
participants 32.5% were answers for entertainment, most of them 47.5% were
playing fighting games, 71.3% were playing at home. Most of those children
who participate in the study were playing electronic games continuously and
every day, most of them 47% were started to play these games in the age
between (9-11) them 61.3%
psychological comfort when playing this type of electronic game. They have

some kinds of uncomfortable feeling to those participants when they are not

years old. most of feel enjoyment and

playing electronic games.
Table 3: Distribution of study sample related to video game addiction

F Percent | Mean Level

Do you find ways to play when you | never 29 36.3% 1.73 | Moderate
are away from home? sometimes 44 55%

aways 7 8.8%

Total 80 100%
Have you ever had a poor grade ina | never 40 50% 1.54 Mild
test or failed a study task because | sometimes 37 46.3%
you spent too much time playing | always 3 3.8%
electronic games? Total 80 100%



Do you lose hours of sleep to play?

Do you sometimes skip homework
or work in order to play more
electronic games?

Do you forget important
responsibilities or appointments at
work or school when playing?

Do you feel that games affect your
life in a negative way?

Have you formed any friendships or
relationships through games?

Do you get very angry when
someone interrupts your gameplay?

Do you become angry or defensive
when people suggest you may be
playing too much?

Do you have intense feelings such as
(anger and fear) while playing?

Have you tried to imitate your
favorite game character?

never
sometimes
aways
Total
never
sometimes
aways
Total
never
sometimes
aways
Total
never
sometimes
aways
Total
never
sometimes
aways
Total
never
sometimes
aways
Total
never
sometimes
aways
Total
never
sometimes
aways
Total
never
sometimes
aways
Total

30
42

80
38
38

80
42
28
10
80
39
31
10
80
33
33
14
80
25
37
18
80
37
26
17
80
20
34
26
80
32
30
18
80
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37.5%
52.5%
10%
100%
47.5%
47.5%
5%
100%
52.5%
35%
12.5%
100%
48.8%
38.8%
12.5%
100%
41.3%
41.3%
17.5%
100%
31.3%
46.3%
22.5%
100%
46.3%
32.5%
21.3%
100%
25%
42.5%
32.5%
100%
40%
37.5%
22.5%
100%

1.73

1.58

1.60

1.64

191

1.75

2.08

1.83

1.45

M oderate

Mild

Mild

Mild

M oderate

M oderate

Moderate

Moderate

Mild



Do you find ways to play when you | never

are away from home?

sometimes

aways
Total

Overall mean

49
26

80

Results of the study 13

61.3%
32.5%
6.3%
100%

1.76

1.716

M oderate

Moderate

This table demonstrate the video game addiction, the results recorded that

the moderate level

related to items (1,3,7,8,9,10, and 12) and mild

level

score related to items (2 4,5,6,and 11) , while the overall level of addiction was

moderate with the mean of 1.716.

Table 4: Distribution of study sample related to behavioral disorder
Percent

Some of my friends think I'm
reckless

| have to resort to violence to protect
my computer, | will

When | lose a game | get so angry
that | break things

| threaten people | know when |
disagree with them

In view of the provocation, | can hit
anyone

I find it difficult to control my
temper.

Responses
never
sometimes
aways
Total
never
sometimes
aways
Total
never
sometimes
aways
Total
never
sometimes
aways
Total
never
sometimes
aways
Total
never
sometimes
aways
Total

F
34
37

9
80
39
33

8
80
51
24

5
80
40
31

9
80
23
39
18
80
37
33
10
80

42.5%
46.3%
11.3%
100%
48.8%
41.3%
10%
100%
63.8%
30%
6.3%
100%
50%
38.8%
11.3%
100%
28.8%
48.8%
22.5%
100%
46.3%
41.3%
12.5%
100%

Mean

1.69

161

1.43

161

1.94

1.66

Level
Mild

Mild

Mild

Mild

M oderate

Mild



My friends say that | am somewhat never 20 25% 2.08 Moderate
argumentative. sometimes 34 42.5%
always 26 32.5%
Total 80 100%

Overall mean 1.717 Moderate

No
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This table demonstrate the behavioral disorder, the results recorded that
moderate level related to items (2,5,and 7), and mild level score related to
items (1,3,4,and 6). The overal level of behavioral disorder was moderate
with the mean of 1.717.

Table (5): The relationship between electronic games addiction and socio

demographical characteristics.

Parameters Chi square Significance
value DF
electr onic games addiction 10.316* 66 .850
Age NS
electr onic games addiction 93.294% 16 .046
Gender S
electr onic games addiction 11.958* 16 .621
Residency NS

This table shows the relationship between electronic games addiction and socio
demographical characteristics. This table shows there is significant relationship between
electronic games addiction and gender. Male gender addicted electronic games more
than female in the p. value of P < 0.05, while there is no significant relationship

regarding to age and residency in p. value of P > 0.05.
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Table (6): The relationship between electronic games addiction and behavior al
disorder

No Parameters Chi squarevalue DF | Significance
1  eectronic games addiction 225.9622 176 .007
behavioral disorder HS

This table shows that there is Highly significant relationship between electronic
games addiction and behavioral disorder in P < 0.01, it means that the behavioral

disorders in those children were related to their addiction of electronic games.



Chapter Four
Discussion of
Study Results

—



Chapter Four Discussion of the Sudy Results 17

Chapter Four
Results of the nurses attitudes toward family involvement in
nursing care are discussed in this chapter. For the purpose of the study, the
main findings will be discussed in details under the following headings:
4.1. The Study Sample Demographical Characteristics:

4.1.1 Age

Findings show participants' age, the age group of (10-13) years old
was recorded as the highest percentage. This finding is come with the study
of (Marwa, 2022), while this result is not come in line with (Fairous et.al,
2022; Silver and Williamson, 2022).
4.1.2 Gender

In respect to the gender, most of the children 58% are male . This
finding is consistent with the studies done by (Marwa, 2022; Ismail and
Hassan, 2018), while this result is incongruent with ( Dalal et.a, 2017;
Muhammad et.al, 2014).

4.1.3 Residence

Regarding to residency, most of the participants 85% were lives in
urban areas. This result is consistent with the study of (Qarib et.al, 2021).
4.2. Distribution of study samplerelated to play information

Most of children play electronic games from 1-2 hours daily. This
result is congruent with (Dalal et.al, 2017; Ibrahim et.al, 2020), while this
result is inconsistent with ( Ahilam et.al 2018; Al-Maghribi, 2020; Elsayed,
2021). They found that most of children play for more than 3 and 5 hours
respectively. Regarding to participants goals in playing electronic games,
most of the participant in the current study are playing video games for
entertainment. This result is come with the study done by (Alketabi et.al,
2022; Dalal et.al, 2017), while there is incongruent with (Ahilam et.al,
2018). With regard to games types, most of the participants play fighting
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games. This result is come with ( Muhammed, 2018; Pellas, 2022; Ahmed
et.al, 2019; Ayala et.a, 2023), while this result is incongruent with
( Marwa, 2022). Most of children in present study 71.3% play electronic
games at home, and this come in line with ( Ahilam et.al 2018; Dalal et.a,
2017; El Tarbishi and Galal, 2021), while the result is inconsistent with
(Al-Imbaby et.al, 2013). Regarding number of times a week they play,
most of children in present study play every day in a week. This result is
come with the studies of ( Al- Mahribi, 2018; El Tarbishi and Galal, 2021;
Salceanu, 2014; Ismail and Hassan, 2018), while the result is not come in
line with (Muhammed, 2018). With regard to age of the beginning of
playing games, most of the participants are between (9-11)years old. This
result is come with the study of ( Ismail and Hassan, 2018; Elsayed, 2021),
while this result is incongruent with (Marwa,2020; Ibrahim et.al, 2020).
With regard to pleasure and psychological comfort during the game, most
of the participants 61.3% answered yes. This result is congruent with
(Muhammad, 2018). Most of the participants 61.3% feel little discomfort
when they are not playing electronic games. This result is consistent with
(Marwa, 2022) and inconsistent with ( Fairouz et.al, 2022).
4.3. Distribution of study sample related to video game addiction

The result demonstrate the video game addiction, the results recorded
that the moderate level related to items (1,3,7,8,9,10, and 12) and mild
level score related to items (2 4,5,6,and 11) , while the overall level of
addiction was moderate with the mean of 1.716. This result is congruent
with the studies done by (Pellas, 2020). The electronic games addiction was
increased especially during covid- 19 pandemic ( Elsayed,2021; Ayala
et.al, 2023).
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4.4. The relationship between electronic games addiction and socio
demographical characteristics

The result shows the relationship between electronic games addiction
and socio demographical characteristics. There is significant relationship
between electronic games addiction and gender. Male gender addicted
electronic games more than female in the p. value of P < 0.05, while there
Is no significant relationship regarding to age and residency in p. value of P
> 0.05. This result is congruent with ( lbrahim et.al,2020; Ismail and
Hassan, 2018). They found that male children addicted electronic games
more than females leading them to more aggressive behaviors.
4.5. Distribution of study sample related to behavioral disorder

This result demonstrate the behavioral disorder, the results recorded
that moderate level related to items (2,5,and 7), and mild level score
related to items (1,3,4,and 6). The overall level of behavioral disorder was
moderate with the mean of 1.717. This result is congruent with ( Ferguson,
2015; Salceanu, 2014; Silver and Williamson, 2002; Zhang et.al, 2021;
Bushman and Auderson, 2002). Aggressive behavior appeared in those
who played electronic fighting games especially male children.

4.6. The relationship between electronic games addiction and
behavioral disorder

This table shows that there is Highly significant relationship between
electronic games addiction and behavioral disorder in P < 0.01, it means
that the behavioral disorders in those children were related to their
addiction of electronic games. Game addiction lead to isolated, a sociality,
affects general health status, poor academic achievement, and aggressive
behavior ( El Tarbishi and Galal, 2021; Zhang et.al, 2021; priyadarshini
et.al,2021).
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Chapter Five

Conclusons and Recommendations

5.1. Conclusions:
In light of the results discussion and their inter pretations,

our study concludesthat:

The recent study aims to assess the level of electronic games addiction,
and to assess the effects of electronic games on children behavior. On the
basis of the overall, the current findings revealed that the level of addiction
IS moderate in children, and they have moderate level of behavioral
disorders.

Regarding to the difference in gender , Male gender addicted
electronic games more than female. There is highly significant relationship
between electronic games addiction and behavioral disorder, it means that
the behavioral disorders in those children were related to their addiction of

electronic games.
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5.2. Recommendations:

According to the findings and stated conclusions, the following
could be recommended for future work:
1. Because the gaming addiction is a most common serious problem that
lead to many negative consequences on children such as health problem,
lower academic achievement, addiction, and behavioral disorder, the found
of families is very important in the care. They should restrict their children
from using electronic device and game for long time.
2. Children and their families should be engaged in programs to increase
their knowledge toward the negative impact of electronic games
3. Researchers recommend further studies targeting this subject and

comparing the results with another age group.
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Appendividg) Questionnaire

Dear student / dear female student

seesennnss00d greeting

The questionnaire in your hands is for research

The researchers aim to study (Impact of electronic games on elementary school children's
behaviors at schools of al- hilla city). Since your participation in this study is of great value, please
choose the answer that determines what you really feel, noting that there is no right or wrong
answer, but your answers are considered correct - only - as long as they express About how you
really feel about what the phrase holds. Do not put more than one tick in front of one phrase,
making sure not to leave any phrase without an answer, knowing that the questionnaire is without
a name, and we will deal with your answer with absolute privacy and confidentiality, and the

questionnaire will be used for the purpose of scientific research only...._

Part I: Socio-demographic Information

1. Age [:] years
2. Gender Male Female

3. Residence ﬁj Rural

[ ]
) O

Part 2 Video game play information



Appendivgi,) Questionnaire

?How many hours do you spend on electronic games per day -1
Less than half an hour

From half an hour to a full hour

From one to two hours

From two to three hours

more than three hours

? What are your goals in playing electronic games-2
Relaxing

entertainment

Learning

is spending time

Have you ever played some of the following electronic games listed -3
? below

anti-terrorism
Fighting games
Legends Game

Fireworks

?Where do you usually play electronic games -4

at home
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At school
at work
In the cafe

at friends

How many times a week do you play electronic gamesS5 - ?
every day

once a week

twice a week

more than twice a week

How old were you when you started playing electronic games ?6 -
Years 6-8
Years 9-11
Years 12-14

Do you feel enjoyment and psychological comfort when playing this type -7
? of electronic game

Yes

a little
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too much

Do you feel uncomfortable or uncomfortable when not playing -8
Yes

a little

too much

The third part / video game addiction scale

List Paragraph Never Som(satlme Always
1 Do you find ways to play when you are away from
home?
Have you ever had a poor grade in a test or failed
2 | a study task because you spent too much time
playing electronic games?
3 | Do you lose hours of sleep to play?
4 Do you sometimes skip homework or work in
order to play more electronic games?
5 Do you forget important responsibilities or
appointments at work or school when playing?
6 Do you feel that games affect your life in a
negative way?
- Have you formed any friendships or relationships
through games?
3 Do you get very angry when someone interrupts
your gameplay?
9 Do you become angry or defensive when people
suggest you may be playing too much?
10 Do you have intense feelings such as (anger and
fear) while playing?
1 Have you tried to imitate your favorite game
?character
12 Do you find ways to play when you are away from
home?

Part IV / Behavioral Disorder Scale




Appenadisii;) Questionnaire
List Paragraph Never Som:tlme Always
1 | Some of my friends think I'm reckless
2 | have to resort to violence to protect my
computer, | will
3 When | lose a game | get so angry that | break
things
4 | threaten people | know when | disagree with
them
5 | In view of the provocation, | can hit anyone
6 | | find it difficult to control my temper.
7 My friends say that | am somewhat

.argumentative
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Administrative Approval
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