
Electronic Games Effects on the Child    

in Light of the Pandemic of 

Covid-19 Virus

Germany: Berlin 10315

Gensinger – Str: 112

https://democraticac.de

Workshops of the International Conference:

On 07/08

June 2020 



Covid-19

Zoom 

Electronic Games Effects on the Child    

in Light of the Pandemic of                      

Covid-19 Virus 

On 07/08 June 2020  

Berlin-Germany 

With  
 

 

 
 0202جوان 



19-Covid

Electronic Games Effects on the Child in Light  

19 Virus-Covid of the Pandemic of

© All rights reserved 

يمقراطي المركز راسات العربي الد ِّ ياسيَّة الإستراتيجيَّة للد ِّ قتصاديَّة والس ِّ  والاِّ

 Berlin: -Germany برلين-ألمانيا

Str: 112 Berlin 10315 Gensinger 

Code Germany-Tel: 0049 

232   - 58448345 

232   - 19811414 

232   - 49852214 

mobiltelefon : 00491742783717 

book@democraticac.demail: -E 

mailto:book@democraticac.de


 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 



 

 

 

 

 

 

 



 

 

 

 

 

 

 

yacine.berrouk@democraticac.de 



Electronic games and children: Analytical reflections on impact dimensions 
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Electronic games and children: 

Analytical reflections on impact dimensions 

Abstract: 

This article, based on a set of reflections, evidences, surveys and scientific studies, monitors 

the most important cognitive, value and behavioral negative impacts of electronic games in 

children, after the imposition of domestic quarantine as a precaution against infection with the 

new coronavirus (Coved19), the family should use these games as effective means of 

entertaining children and managing and spending excess time. It is certain, however, that 

electronic games, while they are real-time and effective solutions for the family in the face of 

children's hyperactivity, rioting and boredom, but they will have huge future impacts on their 

physiological, mental, psychological, social and spiritual health. 

Keywords: Electronic games, child, impact, knowledge, values, behaviors 
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، 82نظرية الاتصال: نحو فكر إعلامي متميز، سلسلة كتب المستقبل العربي، عدد عبد الرحمن عزي، دراسات في  (1)

. وقد استفدنا منه كثيرا كأرضية لبسط بعض تأثيرات 111م.ص: 8002، بيروت، 8طمركز دراسات الوحدة العربية، 
 الألعاب الإلكترونية في هذا المقال.
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م، بتصرف عن ص: 1221، الكويت، 818لسلة عالم المعرفة، عدد أحمد المعتوق، المعتوق أحمد، الحصيلة اللغوية، س (2)

20-28. 
، المجلس 842وين ماري، الأطفال والإدمان التليفزيوني، ترجمة: عبد الفتاح الصبحي، سلسلة عالم المعرفة، عدد (3)

 20م، ص: 1222الوطني للثقافة والفنون والآداب، الكويت، يوليو 
م، 8018، الأردن،1لمي، ترجمة: عبد الحكم أحمد الخزامى، دار الفجر للنشر والتوزيع، طماكفيل توماس، الإعلام العا (4)

 .828 -292بتصرف عن ص: 
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)5( Abraham Moles, Socio-dynamique de la culture, Paris- Lahaye, Mouton et Cie, 1967, 
 p. 68.  

، ليبيا، 1طم، الدار الجماهيرية للنشر والتوزيع والإعلان، ألفن توفلر، حضارة الموجة الثالثة، ترجمة: عصام الشيخ قاس (6)
 .120م، ص: 1220

آسا بيرغر آرثر، وسائل الإعلام والمجتمع: وجهة نظر نقدية، ترجمة: صالح خليل أبو أصبع، سلسلة عالم المعرفة،  (7)
 .104م، بتصرف عن ص: 8018، مارس 821العدد 

 . 158م، ص: 8002القاهرة،  ،1ط لمة، دار الفجر للنشر والتوزيع،رضا عبد الواجد أمين، الإعلام والعو (8)
طه عبد الرحمان، دين الحياء: من الفقه الائتماري إلى الفقه الائتماني، الجزء الثاني: التحديات الأخلاقية لثورة الإعلام  (9)

 40م. ص: 8012، بيروت، لبنان، 1والاتصال، المؤسسة العربية للفكر والإبداع، ط
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عالم الكتب الحديث، ، 1طالعولمة الإعلامية، وآثارها على مشاهدي الفضائيات الأجنبية، رحيمة الطيب عيساني،  (10)

 .180م، ص: 8010الأردن، 
دين الحياء: من الفقه الائتماري إلى الفقه الائتماني، الجزء الثاني: التحديات الأخلاقية لثورة الإعلام والاتصال، طه عبد  (11)

 .82ص: سابق،  مرجعالرحمن، 
                 بتصرف عنمرجع سابق، عبد الرحمن عزي، دراسات في نظرية الاتصال: نحو فكر إعلامي متميز،  (12)

 . 188 -181 :ص
():يمكن مراجعة الكتب التالية 

Liliane Lurçat : La Manipulation des enfants : Nos enfants face à la violence des images, Monaco, Ed 

du Rocher, coll. « Esprits libres », 2002.Des enfances volées par la télévision : le temps prisonnier, 

François-Xavier de Guibert, coll. « Pédagogie - Ecole », 2004. La manipulation des enfants : Par la 

télévision et par l'ordinateur, François-Xavier de Guibert, Paris, coll. « Pédagogie - Ecole », 2008. 

، بيروت، 1طمحمود شمال حسن، سايكولوجية خطاب الفضائيات: جاذبية الصورة والثقافة الوافدة، دار الكتب العلمية،  (13)
 .122م، ص: 8014
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الثاني: التحديات الأخلاقية لثورة الإعلام طه عبد الرحمن، دين الحياء: من الفقه الائتماري إلى الفقه الائتماني، الجزء  (14)

 .40 -82ص: مرجع سابق، والاتصال، 
 .180ص: مرجع سابق، عبد الرحمن عزي، دراسات في نظرية الاتصال: نحو فكر إعلامي متميز،  (15)
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(16) Ignacio Ramonet, Big Brother, Le Monde diplomatique (manière de voir), n°63, Mai-juin, 
2002, p. 31. 

 .111ص: مرجع سابق، آرثر آسا بيرغر، وسائل الإعلام والمجتمع: رؤية نقدية،  (17)
() ( حسب ألفين توفلرفالبراكتوبياPractopia هي الموجة الثالثة كبداية لضمور الحضارة الإنسانية، بعد الموجة الأولى )

(، وهي من جهة أخرى خيار ثوري إيجابي Anti- Utopia(، والموجة الثانية مضادة اليوتبيا ) Utopiaموجة اليوتوبيا )
لبناء حضارة هي أفضل العوالم المحتملة وليست أسوأها، ليست معصومة عن الأمراض والفساد السياسي والأخلاقي، 

، ( أو مجمدة في اكتمال خيالي، ولا هي نسخة سابقة تقولب نفسها في مثالية سلفية. أنظر: ألفين توفلرStaticوليست ساكنة )
 .821ص: مرجع سابق، حضارة الموجة الثالثة، ترجمة: عصام الشيخ قاسم، 

ويلسون براين كي، خفايا الاستغلال الجنسي في وسائل الإعلام، ترجمة: محمد الواكد، دار صفحات للدراسات والنشر،  (18)
 .82م، ص: 8002، دمشق، سوريا، 8ط
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، 1طات الإنسان بين الحلم والواقع، مركز دراسات الوحدة العربية، حليم بركات، الاغتراب في الثقافة العربية: متاه (19)

 . 81م، ص: 8001بيروت، 
 .111ص: مرجع سابق، عبد الرحمن عزي، دراسات في نظرية الاتصال: نحو فكر إعلامي متميز،  (20)
 .2م، ص: 8002البيضاء، ، الدار 5المهدي المنجرة، الإهانة في عصر الميغا إمبريالية، المركز الثقافي العربي، ط (21)
م(، ترجمة: حجاج أبو جبر، سلسلة الفقه 8008الحب السائل: عن هشاشة الروابط الإنسانية ): زيجمونت باومان( 22)

 .82م، ص: 8011، بيروت، لبنان، 1، الشبكة العربية للأبحاث والنشر، ط5الاستراتيجي 
() ( الترجمة الإنجليزية لمفهومationL’extase de la communic:الوارد في كتابه ) 

L'autre par lui-même : Habilitation, Jean Baudrillard, Collection Débats, Editions Galilée, 
1987. 
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(23) Steven Connor, Postmodernist culture: An introduction to Theory of the contemporary, 
Cambridge, MA: Basil Black well, Inc, 1995, pp. 158-183 

، 8عمرو شريفـ، ثمار رحلة عبد الوهاب المسيري الفكرية: قراءة في فكره وسيرته، فرست بوك للنشر والتوزيع، ط (24)
 .142ص:  م،8014 ،القاهرة

، عصر الوصول: الثقافة الجديدة للرأسمالية المفرطة، ترجمة: صباح صديق الدملوجي، المنظمة جيريمي ريفكين (25)
 .88ص: ، م8002، بيروت، لبنان، 1ة، طالعربية للترجم

(26) Thomas C. Frank, Le marketing de la libération, Le Monde diplomatique (manière de 
voir), n°63, Mai-juin, 2002, p. 83. 
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 .84ص: مرجع سابق، ، عصر الوصول: الثقافة الجديدة للرأسمالية المفرطة، جيريمي ريفكين (27)
  .804ص:  ف عنبتصر ،نفسه (28)

(29) Dominique Wolton, Il faut sauver la communication, Flammarion, 2005. 
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 . 112-112رحيمة الطيب عيساني، العولمة الإعلامية، وآثارها على مشاهدي الفضائيات الأجنبية، بتصرف عن ص:  (30)
م، 8010، سلسلة الفنون، القاهرة، مصر، مصطفى محرم، الدراما والتليفزيون، الهيئة المصرية العامة للكتاب (31)

 .102ص:
عزي عبد الرحمن، الزمن الإعلامي والزمن الاجتماعي: قراءة في تفكك بنية التحول الثقافي بالمنطقة العربية، مجلة  (32)

 .21م، ص: 8005، لبنان، 82، مركز دراسات الوحدة العربية، السنة 881المستقبل العربي، العدد 
 .112ص: مرجع سابق، عزي، دراسات في نظرية الاتصال: نحو فكر إعلامي متميز، عبد الرحمن  (33)
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 .121ص: مرجع سابق، وسائل الإعلام والمجتمع: رؤية نقدية،  آرثر آسا بيرغر، (34)
() ( قام باندوراBanadura بمعية باحثين آخرين بتعريض أطفال تتراوح أعمارهم بين ثلاث وست سنوات لمشاهد عنيفة )

بها بالغون تجاه دمية، ثم قاموا بملاحظة وقياس مدى تأثر هؤلاء الأطفال بهذه المشاهد، وممارستهم للعنف على الدمية  يقوم
( من انتقادات ذات بعد أخلاقي، إلا أنها Bobo Doll Experimentنفسها فيما بعد، ورغم ما أثارته تجربة الدمية بوبو )

 يربط بين مشاهدة الأطفال لوسائل الإعلام وتزايد عدوانيتهم.أسست لنظرية جديدة تعتبر مرجعا أساسيا 
 .102ص: مرجع سابق، وسائل الإعلام والمجتمع: رؤية نقدية، آرثر آسا بيرغر،  (35)
()   تداولت قصاصات إخبارية خلال السنوات الأخيرة عبر العالم كله إقدام بعض الأطفال والمراهقين على قتل زملائهم أو

ب إدمانهم على بعض الألعاب الإلكترونية التي تطلب منهم في مراحل متقدمة من اللعب ذلك، ومن الألعاب الانتحار بسب
البوكيمون غو، ولعبة مريم، ولعبة جنية النار، لعبة لعبة تحدي شارلي، ولعبة الإلكترونية المتهمة: لعبة الحوت الأزرق، و

 ، وغيرها.بابجي
(36) Leonard Berkowitz, Aggression: Its causes, consequences, and control, New York, 
McGraw-Hill, 1993, pp. 107- 108. 
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 .85م، ص: 1222، الإمارات العربية المتحدة، 1طمحمد عبد العزيز الباهلي، التليفزيون والمجتمع، مكتبة المسار،  (37)
م، ص: 1224لبنان،  1بي، دار النهضة العربية، طعبد الرحمن عيسوي، الآثار النفسية والاجتماعية للتليفزيون العر (38)

85. 
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 (: 00H88على الساعة  8080-05 – 82الموقع الرسمي لمنظمة الصحة العالمية )آخر زيارة للموقع:  (39)

https://www.who.int/features/qa/gaming-disorder/ar/ 
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The reality play electronic games among the children of the Aures rigion 

in the Covid 19 period and suggested alternative             

Abstract :    
     This study touch a problem that happens in the Algerian family ,but we chose the Aurasian 
family because it is a community that preserves the cotumes and the traditions. It is necessary 
to engage in the  new ticnologies ;but this domain full of risks and difficulties for the child 
,because there are electronic games which threatens his life, that he have no mountain and moral 
capacity to play his present parents as guides, and the children will be face to face with the 
danger ,example of its danger  is the worrying (blein - blue) the game which pushes the youth 
to suicide. Also the adventure games and the violence for its accompaniment  .Parents should 
protect their children and orient them to other games like "playing them classic for romping" 
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and orienting them to follow up on the TV program ,and read books or other activities. This is 
what we will see in this  study in an Eurasian society  as a conservative society. 

Keywords: Electronic games, Child, Academic achievement, Aures region. 
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صلى الله عليه وسلم

                                                           

 52/52/5555العاب الاطفال  ، الموسوعة العربية بتاريخ  –امينة رزق  
5 https://www.merriam-webster.com/dictionary/video%20game

6  Nicolas Esposito University of Technology of Compiègne Heudiasyc UMR CNRS 6599

  الآيَّة 11 

 12 

https://www.merriam-webster.com/dictionary/video%20game
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https://portal.shjmun.gov.ae/ar/Education/Lists/MagazineGallaryList
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Henri pieron traite de psychologie aplique tomei puf paris 1960  

 

merriam-webster.com/dictionary/video%20game

Nicolas Esposito University of Technology of Compiègne Heudiasyc UMR CNRS 659         
Nobert sillamy dictionnaire encyclopedique de psychologie edition michel mastrojanni 1980  

https://portal.shjmun.gov.ae/ar/Education/Lists/MagazineGallaryList
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The effect of electronic games on the cognitive and linguistic abilities 

of the Algerian child 

-A descriptive study on a sample of children playing during the home quarantine- 

Abstract :   

This study aims to discuss the effect of electronic games on the cognitive and linguistic abilities 

of an Algerian child during a stone quarry in Algeria on the positive side, especially since most 

studies tend to neglect this aspect and focus on the negative side, realizing the benefits helps us 

to minimize the damages. 
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     In this research context, we highlighted the study of the following aspects: the time they 

spend on a computer, tablet or smartphone to play, the types and names of favorite games, and 

the ways that parents supervise them, especially during the outbreak of the Corona epidemic 

and their presence in the home quarantine, where they became on a long holiday and deprived 

From playing in various amusement and entertainment facilities, which allowed them to access 

digital media that enabled them to develop thinking and increase the ability to observe and 

creativity in overcoming traps, in addition to improving their foreign languages, considering 

that all games are in either French or English. 

     We have relied on the survey method by conducting an electronic interview in the presence 

of the two parents with twelve children of both sexes and between the ages of 08 and 14 years, 

and this is in order to answer the problematic effect of what is the effect of electronic games on 

the cognitive and linguistic abilities of children playing during the period of home quarantine 

in Algeria ? 

Keywords:. Electronic games, smartphone, cognitive and language skills, childhood.  
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Vision, Meliora Hall, University of Rochester, Rochester, NY 14627-0268, p1-11 . 
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Electronic Games and their relationship to Ceberbullying in children

Abstract : 

     This paper aims to illustrate the supposed relationship between cyberbullying as a child-

aggressive behavior and, in light of the domestic quarantine caused by the spread of the 

COVID-19 pandemic, the special violent games. Parents sought to fill children's time when 

they were in the home, especially with the closure of schools, playgrounds and public 

entertainment.  

     The researcher sought to survey all the studies and articles written on the subject, as possible, 

drawing on the descriptive approach of the results of these studies in the absence of field 
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experiments, which are summarized on special samples of children; The researcher found in his 

initial theoretical results - at least - that there is a progressive relationship between the addiction 

of playing electronic games and the electronic development in children, and the increase of 

suicide rates and cybercrime in children is an important indication of the spread of this 

aggressive behavior.. 

Keywords:. Electronic Games, Cyberbullying, Children. 
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 Tanya Beran and Qing Li, The Relationship between Cyberbullying and School Bullying, 

Op. Cit Journal of Student Wellbeing December 2007, Vol. 1(2), 15-33. , p.p 17-18 
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Electronic games and their repercussions during the emergence 
of the new Corona Virus: Their prevalence and risks 

Abstract :   

The sales of electronic games witnessed a clear rise during the past months, along with a 

significant growth in the rates of using electronic games, due to the repercussions of the spread 

of the Corona Virus. The Games Industry specialized platform reveals that the large seating 

rates in many countries around the world due to the spread of Corona, It contributed greatly to 

the increase in electronic gaming use, as well as the increase in the sales market for games. And 

with the continued application of precautionary measures imposed by governments to confront 

the new Corona virus, and the stay of many in homes. The widespread use of electronic games, 

and the increase in hours spent by children in playing with them, so he started raising questions 



 نتشارها ومخاطرها: اِالمستجدتها أثناء فترة فيروس كورونا اة وتداعيكتروني  لالألعاب الإ
Electronic games and their repercussions during the emergence 

of the new Corona Virus: Their prevalence and risks 

Covid-19  19 

 

by educators and sociologists about their psychological and social effects, and this issue has 

become a subject of controversy among scholars .. 

Keywords: Sales - Electronic games - Corona Virus - Psychological effects - Social effects. 
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The impact of  E-Games on aspects of children's health during  

the Covid 19 pandemic

Summary : 

This study aims to highlight the impact of electronic games on the following aspects of the 

child's health: physical, psychological , cognitive and social . The researcher focused  attention 

on childhood because it is considered as one of the most stages in which the child needs to play, 

move and discover, it is his gateway to the coming years of learning, achievement and giving. 

However, the steady development of technological tools with all their attractive effects such as 

colors, shapes, music and movements has made the movement of children much less than the  
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children of previous generations. The Covid 19 pandemic, which all countries are going through 

is making the situation worse, as schools have closed  and children have no shelter except 

electronic games,  certainly none of us know the harms of these games on all aspects of health.    

Keywords : E-Games - Health - Child - Covid Pandemic 19  
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The risks of electronic games to children and their alternatives 

Abstract : 

this study aims to know the raisons of Quarantine and know what is  families solutions against  

this pandemic . In this study we try to know features of electronic games addiction , And 

touched its risks . We used the descriptive method . In the end of this study we suggested 

some alternatives in order to underestimation the electronic games addiction . 

Keywords: Electronic games , Electronic games Risks , Alternatives Of Electronic games. 
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Abstract : 

 Throughout the ages, nations have known various forms of deadly viruses that have killed a 

large number of people in a short time, and in light of the difficulty of searching for anti-viruses 

and the delay in obtaining effective treatment for it, we have claimed many lives. This made 

parents fear for the lives of their children. Given that their age does not allow them to perceive 

the danger. The third millennium witnessed the spread of a fatal epidemic, which the World 

Health Organization described as the most dangerous and fierce ever since it was very advanced 

on viruses that had previously spread, and it was called the "Corona Covid 19 Virus", which 

made everyone abide by public safety laws through The curfew was imposed, which had an 

effect on the psyche of people, old and young, especially since young people possess great 

energy to play and learn about the world and the things around them. They only had to search 

for new virtual worlds that compensated for this infested world, so the Internet was the solution, 

but addiction to its use without a law led to the creation of disorders in the mental and 

psychological development of children and their autistic disorder, especially those who carry 

in their genetic genes a willingness to contract this disease 

Keywords: Autism - Corona Virus - Childhood - Education - Information Technology. 
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 0202مارس  –و السيطرة عليه في المدارس آذار  9-أنشطة رئيسية للوقاية من مرض كوفيد  رسائل و 

unicef ://www.unicef.orghttp

      covid-arabic http://www.unfpa.org- 19فيروس كورونا :  

( من منظور النوع الاجتماعي حماية الصحة و الحقوق النسية 99-فيروس كورونا المستجد )كوفيد 

نيويورك  – المقر الرئيسي لصندوق الأمم المتحدة للسكان 0202و الإنجابية و تعزيز المساواة بين الجنسين. مارس 
https://www.unfpa.org

https://www.who.ini(:سؤل و جواب 99-منظمة الصحة العالمية : مرض فيروس كورونا )كوفيد  

http://www.unicef.org/
http://www.unfpa.org/
http://www.unfpa.org/
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Abstract : 

The current study addresses the phenomenon of addiction to electronic play, and its effect 

on the healthy sleep of a teenager. As the individual becomes attached to it to the point of his 

reluctance to eat, drink, study and sometimes even sleep and this is what several recent studies 

have indicated, the game becomes the primary axis of a teenager's life and a way to bridge his 

psychological satisfaction, which causes his immersion in the world of imagination and social, 

family and even self-esteem of the addicted teenager. One of the most important findings of the 

study results is that addiction to electronic play on the line or outside the line may result in 
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negative results, the most important of which are sleep disorders that children and young people, 

especially adolescents, suffer from psychological consequences, with the emergence of 

pathological and organic conditions and add to the reflections that can It results in the mental 

level of lack of focus and attention and the deterioration of school results in general. And 

therefore one of the most important recommendations that can be presented is the media 

education staircase within the curriculum to sensitize the risk of excessive exposure to smart 

devices in general and to use electronic playing applications available on the network and 

others. 

Keywords: Electronic gameplay ,sleep, sleep disturbances. 

                                                           

 02، ص :  5102، هنداوي ، مصر ،  النوم : مقدمة قصيرة جداستيفين ديبلولوكلي و راسل جيف وستر ترجمة نهى بهمن ،   
 https://www.hindawi.org/books/86397307/ 
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 33-33، ص :  0991، بيروت ،  3، المؤسسة العربية للدراسات و النشر ، ط باب النوم و التنويمعلي كمال ،  2 
 031م ،  ص : 5111،  0، دار غريب للطباعة و النشر  ، ط رابات السلوكية و علاجهاالاضطجمعة سيد يوسف ،   
  53، ص :  5111، وهران ،  0، دار الغرب للنشر و التوزيع ، ط النفسية و السلوكية الأطفالمشكلات منصوري مصطفى ،    
لية التذكر و حل المشكلات و اتخاذ القرار لدى أطفال مرحلة الطفولة ة على عملكترونيالإ الألعابمها الشحروري و محمد عودة الريماوي ، أثر   

 319- 333ص : ، ص 5100،  5، ملحق  31، دراسات ، العلوم التربوية ، المجلد  الأردنالمتوسطة في 

http://journals.ju.edu.jo/DirasatEdu/article/viewFile/2658/2382

http://journals.ju.edu.jo/DirasatEdu/article/viewFile/2658/2382
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6 Juliette Lédée, Impact des écrans sur le sommeil des enfants de 6 à 12 ans ,thèse pour le diplôme d’état de 
docteur en médecine générale , université Toulouse «3,Paul Sabatier ,2018 

http://thesesante.ups-tlse.fr/2100/1/2018TOU31017.pdf 
7 Arnoux G . ,Gigon A .,Perdikis K. ,Stolz H .,et Schwartz V .Troubles du sommeil chez les adolescents des cycles 

d’orientation ,travaux de recherches :unité immersion en médecine communautaire ,Université de 

Genéve,Faculté de médecine ,2012-2013 

http://www.medecine.unige.ch/enseignement/apprentissage/module4/immersion/archives/2012_2013/rappo

rts/trouble-sommeil.pdf 

 

http://thesesante.ups-tlse.fr/2100/1/2018TOU31017.pdf
http://www.medecine.unige.ch/enseignement/apprentissage/module4/immersion/archives/2012_2013/rapports/trouble-sommeil.pdf
http://www.medecine.unige.ch/enseignement/apprentissage/module4/immersion/archives/2012_2013/rapports/trouble-sommeil.pdf
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8 https://www.manaraa.com/post/3519/%D8%A7%D9%84%D8%A8%D8%AD%D9%88%D8%AB-

%D8%A7%D9%84%D8%AA%D9%81%D8%B3%D9%8A%D8%B1%D9%8A%D8%A9-%D8%A3%D9%88-

%D8%A7%D9%84%D8%A8%D8%B1%D9%87%D8%A7%D9%86%D9%8A%D8%A9 

https://www.manaraa.com/post/3519/%D8%A7%D9%84%D8%A8%D8%AD%D9%88%D8%AB-%D8%A7%D9%84%D8%AA%D9%81%D8%B3%D9%8A%D8%B1%D9%8A%D8%A9-%D8%A3%D9%88-%D8%A7%D9%84%D8%A8%D8%B1%D9%87%D8%A7%D9%86%D9%8A%D8%A9
https://www.manaraa.com/post/3519/%D8%A7%D9%84%D8%A8%D8%AD%D9%88%D8%AB-%D8%A7%D9%84%D8%AA%D9%81%D8%B3%D9%8A%D8%B1%D9%8A%D8%A9-%D8%A3%D9%88-%D8%A7%D9%84%D8%A8%D8%B1%D9%87%D8%A7%D9%86%D9%8A%D8%A9
https://www.manaraa.com/post/3519/%D8%A7%D9%84%D8%A8%D8%AD%D9%88%D8%AB-%D8%A7%D9%84%D8%AA%D9%81%D8%B3%D9%8A%D8%B1%D9%8A%D8%A9-%D8%A3%D9%88-%D8%A7%D9%84%D8%A8%D8%B1%D9%87%D8%A7%D9%86%D9%8A%D8%A9
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9 Liz Neporent , Hospital first in us treat internet addiction , ABC news , 4 September 2013 

  المقال متاح على الرابط  التالي :
     الكتب ل :" كيمبرلي يونغ " أهمبعض  إليكللاستزادة في الموضوع  01:21     00-5-5103   

Kimberly S. Young    : 
Caught in the net (1998) / Tangled in the web / Internet addiction 

http://abcnews.go.com/Health/hospital-opens-internet-addiction-treatment-program/story?id=20146923
http://abcnews.go.com/Health/hospital-opens-internet-addiction-treatment-program/story?id=20146923
http://abcnews.go.com/Health/hospital-opens-internet-addiction-treatment-program/story?id=20146923
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،  في العالم العربي  نترنت، وقائع مؤتمر صحافة الأ و التفاعل الاجتماعي لدى الشباب الجامعي نترنتالأاستخدامات نائلة ابراهيم عمارة ،  
 Kim Kom Ando Mmight , as نقلا عن :     437 -381، ص ص :  5112نوفمبر  53-55الشارقة  ) الإمارات العربية المتحدة ( ، 

welle face it – youare addicted to the internet , business first Columbus , april 27 , vol :17 , p :A30  
 

11 Michel Hautfeuille et Dan Véléa , Les addictions à internet , payot , Paris , 2010, pp :36-37 
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12 Bull.Acad . Natle Méd ., Addiction aux jeux vidéo : des enfants à risque  ou un risque pour tous les enfants ? , 

vol 196, no :1, 10 janvier 2012 , pp :15-26 . 

تم استرجاع المداخلة عن موقع الأكاديمية الوطنية للطب بفرنسا  ، على الرابط التالي : 
 

  05:33      5103-5-00يوم : 

 02ستيفين ديبلولوكلي و راسل جيف وستر ، مرجع سابق ، ص :    

http://www.academie-medecine.fr/publication100036418/
http://www.academie-medecine.fr/publication100036418/
http://www.academie-medecine.fr/publication100036418/
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  نفس المرجع و نفس الصفحة  
فسية للصحة الن لكتروني، الدليل العلمي ، المرجع الإ و المراهقين اضطرابات النوم عند الاطفالكورتيز ، ايفانكو ، راميكتا و انغريمان :      

  5،  ص :  5101، الجمعية الدولية لطب نفسي الطفل و المراهق و المهن المرتبطة ، المراهقينللأطفال و 
  حة فنفس المرجع و نفس الص  
 03ستيفين ديبلولوكلي و راسل جيف وستر ، مرجع سابق ، ص :  
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- insomnie

- hypersomnies

- les troubles du rythme 

circadien /syndrome d’avance et de retard  

- les parasomnies 

- les troubles 

moteurs liés aux sommeil  

- les troubles du sommeils liées à l 

environnement, bruit, literie..     

                                                           

 03ديبلولوكلي و راسل جيف وستر ،نفس المرجع ، ص : ستيفين  
  19 p /16, . op citeédéJuliette L 
  011 ص: سابق،مرجع  كمال،علي    20 
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  010جمعة سيد يوسف   ، مرجع سابق ، ص :   21 
 020علي كمال   ، نفس المرجع ، ص :  22 

23 Juliette Lédée .OP CIT /P 19 
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- 24 Marie-francoise vecchierini , impact de l’usage intensif des ecrans sur le sommeil ; author’s personal 

copy ,num 190 ; oct 2017  

http://www.elsevier.com/authorsrights 
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http://www.medecine.unige.ch/enseignement/apprentissage/module4/immersion/archives/2012_2013/rapports/trouble-sommeil.pdf
http://www.medecine.unige.ch/enseignement/apprentissage/module4/immersion/archives/2012_2013/rapports/trouble-sommeil.pdf
http://www.academie-medecine.fr/publication100036418/
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Abstract 

       The research aims to uncover the level of electronic violence among children in 

light of the pandemic of the Corona virus, and to find the statistical significance 

differences for acquired electronic violence according to the gender variable for 

students and students (male-female), find the statistical significance differences for 

acquired electronic violence according to the variable of the intermediate primary 

school stage It also aims to reveal the manifestations of electronic violence that a child 

faces in the shadow of the Corona virus pandemic, and to reveal the psychological and 
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social effects that are reflected on the child’s personality in light of the Corona virus 
pandemic. To achieve the goals of the research, the researchers built an electronic 

violence tool consisting of (24) paragraphs divided into three areas, the researchers 

chose the sample of the research from the parents of middle and elementary students, 

and the number was (100) male and female, and the researcher used the statistical bag 

(SPSS) in statistical analysis The results showed an increase in the manifestations of 

electronic violence among children, and that the manifestations of violence are high 

among male students compared to females, and that middle school students were more 

affected by the manifestations of electronic violence than primary school students, and 

the researchers identified the phenomena of electronic violence affected by children, 

which are determined between the arithmetic mean (4.65 (Arithmetic mean (3.70) The 

research also identified some psychological and social effects that affect the personality 

of the child, including neglect and indifference, and the acquisition of aggressive 

behaviors, and the researchers   developed a number of recommendations and proposals    

psychological violence, child behavior, online community, family 

environment.
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Abstract: 

    The current research aimed to shed light on to identify the impact of electronic games on 

children and ways to prevent the negative effects resulting from them, and to provide a 

conceptual framework for electronic games, as well as to identify the positive and negative 

effects of electronic games on children, and to know ways to prevent the negative effects of 

electronic games on children, and was used Descriptive, analytical and inductive approach, and 

the research reached a number of conclusions, including: that electronic games are among the 

most important reasons that led to children playing electronic games: Electronic games are one 

of the most important reasons that led to children playing electronic games: they represent a 

source of attraction for children, and they constitute for the child a framework and a field in 

which the characters reincarnate, and provide children with a fictitious world about the real 

daily world, and that one of the most positive effects of electronic games: (increasing concepts 

Information for the child, developing skills through the development of intelligence and speed 

of thinking, saturation of imagination in children, increases the activity and vitality of the child, 

and the ability to deal with modern technology, encourages innovation and finding creative 

solutions, stimulates intelligence in children and improves the level of understanding, and 

works to develop cognitive skills and speed Make decision), Also, one of the most prominent 

negative effects of electronic games that belong to the country of origin for these games that 

are Western-made and that do not take into account the educational and ethical aspects, as the 

cultures and morals of the West differ from the Arab world and this has led to a lot of damage 

to children in some areas and these damages: (damage Religious, behavioral damage, security 

damage, health damage, social damage, and academic damage), and that the most important 

ways to address and overcome the negative effects of electronic games, including:  



The effect of electronic games on children and ways to prevent their negative effects: 
"Study theory" 

 

 

Covid-19 022 

 

(Specifying a specific time for playing these games, the child’s participation in choosing the 

games that suit his age and inclination, observing him without feeling it taking into account the 

space of his freedom, his participation of his friends in the game so that he does not get used to 

isolation, encouraging him to practice hobby reading so that his time is not limited to games, 

his desire In practicing activities that develop his talents, attaching him to sports clubs, training 

him in disclosure, dialogue and conversation so that he is not discreet and games are the only 

outlet for him). 

    The research concluded that a number of general recommendations were made by reviewing 

the main axes of the impact of electronic games on children 

Keywords: electronic games, children, ways to prevent negative effects of electronic games. 
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The effectiveness of the legal protection of the child from the risks of electronic 
toys in light of the Corona pandemic 

 

 

Abstract 

There is no doubt that it accompanied the changing of the style of games from traditional games 

to electronic games, a set of dangers that threaten the child and threaten his security and safety, 

and because the study focused on the legal side, all the legal texts related to the study were 

highlighted so that the outcome of the conclusion is that the Algerian legal system is empty. 

From any legal text that protects the child from the dangers of electronic games, especially in 
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light of the ambiguity of the concept of the child itself, and the failure of the Algerian legislator 

to adopt the concept of information risks. 

As a result of this, the same problems arise with regard to the risks associated with the Corona 

pandemic, since under quarantine the risks increased and the child became more and more 

exposed to these risks, especially in light of family neglect and the absence of supervision, 

which culminates with him necessarily reviewing the legal system entrusted to protect The child 

is one of the dangers of electronic toys, because these risks generate no locality of violence and 

crime. 

key words : 

Child - legal protection - risks - games - Corona pandemic. 
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Abstract:   

This study aims to highlight the role of parents and their partnership with the teacher in working 

with their children in cyberspace. To achieve the aim of the study, the descriptive analytical 

method was used, whereby the study used the participatory observation, the natural observation 

and the interview as tools of the study. 

The results of the study showed that the electronic space has proven its strength as an alternative 

to face-to-face lectures in Palestinian schools and universities, and that it can be built upon at 

work in times of crisis, as it contributed to displacing boredom among children and students, 

after playing the role of school in the child’s life and that electronic education is an effective 

and interesting education that is characterized by diversity Children's learning resources, It also 

contributes to the children's visibility of their other hidden talents, and the specialized 

educational platforms launched by the UNRWA educational areas in Palestine have proven 

successful in attracting students that they are working in the cyberspace for the first time 

without previous experiences, and the decision to advance students in the stages had a negative 

impact on the learning process in Electronic space, and the number of students' participation in 

e-learning was reduced. 

In light of the results, the study recommended spreading the culture of e-learning in Palestine 

and showing its importance and impact on the child and his behavior, and making tools, tools 

and courses for teachers on how to work with the help of cyberspace, and the decision-makers 

in the Palestinian Ministry of Education and cooperation with the educational institution in the 

International Relief Agency, setting a vision A clear strategy and strategic plan for advancing 

the educational online space in Palestine. 

Keywords: Corona, Covid-19 Virus, Cyberspace. 
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The role of family education in educating children about the dangers of 

technology in light of the Corona pandemic "Covid 19"  

Abstract :   

In view of the technological acceleration and expansion in its present time, which has 
become possible for different individuals of all walks of life to acquire what has become a threat 
to the children’s segment in light of the crisis that the world knows about due to the epidemic 
of Kovid 19 which changed the way of life in the world beyond social repercussions in dealing 
with the circumstance in the shadow of stone The children are in an alternative to their 
extraordinary reality, closing schools and preventing play spaces. Technology of all kinds has 
become a refuge to fill the void, which constitutes a threat to family building and socialization 
in light of unrestricted reception and wide consumption of large times, which gains new 
behaviors, social, psychological and behavioral effects, and addiction to technology has become 
a drug. The digital community that threatens the family community in its ethical and ethical 
construction. This intervention deals with the role of family education in spreading awareness 
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of the dangers of technology and highlighting the family’s position in monitoring and its 
responsibility in raising awareness of rational and optimal exploitation. 

Key words: family - family education - awareness – technology. 
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The problem of family communication and its relationship to the child’s addiction  

to electronic games 

 Transactional Analysis Theory  

ERIC BERNE لــ 

Abstract :

In this research, we try to analyze the problem of family communication between parents 

and their children in its relationships with addiction to electronic games from the theory of the 

Transactional Analysis Theory of ERIC BERNE, which allows looking at how individuals 

relate to each other, and the implications of this on the nature of their personal relationships, on 

the grounds that This theory is concerned with the internal aspects of the individual 
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(psychological) in its relationship to the external aspects (the relationship of the individual with 

others), which makes it play an important role in revealing the necessary forms of family 

communication that should be formed in order to protect the child from the risks of addiction 

to electronic games, especially with the quarantine imposed in Corona pandemic remained. 

Keywords: Addiction - ego states - Transactional Analysis - family communication - children 

- electronic games. 
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“Transactional Analysis is an explanatory theory of personality and is a 

psychotherapeutic system dedicated to the development and personal 

change”. 
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Electronic games and academic achievement during the Coronavirus pandemic,  

In the need of media education. 
 

Abstract: 
     This study aims to research the effects of electronic games on students’ academic 
achievement and the importance of media education in protecting them from the potential 

negative effects. The study adopts a descriptive analytical approach to investigate the research 

problem. Despite their postive effects if they are well invested, the findings also confirm and 

emphasize several negative effects of the studied electronic games mainly on electronic games 

addicted students. Therefore, this paper endeavours to accentaute the need for media education 

in protecting students from the various media messages/ from the harmful content they are 

exposed to. In addition, it calls for the necessity of empowering students with soft skills such 

as critical thinking, problem solving and analytical thinking. Finaly, it recommends fostering 

the teaching of media education and the importance of employing parenting education. 

Key words Electronic games, Academic achievement, Media education, Parenting education. 
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The effect of electronic games on the child 

 

Summary: 

  In the current conditions that the world is going through in general, and Algeria in particular, 

entertainment has become an urgent necessity and a rare commodity as a result of the outbreak 

of the new Corona epidemic, where we are witnessing unprecedented demand for all of the 

electronic games that have become particularly attractive to children because of their 

exploration, excitement and fun in addition to The diversity of its games and its continuous and 

exciting developments that interest them and affect them to a large extent, especially as it 

depends on the characteristic of interaction or reaction by the child, which increases the 

negative impact of the games with its strong attachment to them and with encouragement from 

parents until the goal of reaching an addictive stage and then loses many of the characteristics 
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and characteristics The social necessary for the completion of his healthy mental, psychological 

and physical health are negative sediments that may reflect negatively on him and his social 

upbringing. The research paper problem is summarized in its main question:. What are the 

negative effects that electronic games have on the child…? 

Key words: child, electronic games.
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Impact of Electronic Games on Children Attendance of Virtual Classes 

 in Time of Coronavirus 

في ظل أزمة وباء كورونا ةفتراضي  ة على حضور الأطفال للصفوف الا أثر الألعاب الإلكتروني    

 

Abstract:   

As the 2019 novel coronavirus has ravaged the world, large scale social distancing measures 

and home confinement have been imposed. With the suspension of school classes mandated by 

the Moroccan government as an effort to stem the spread of the infection, there has been an 

emergency plan to move from traditional education to distance learning programs using online 

educational applications and videoconferencing platforms. However, it is hypothesized that 

home confinement and exams cancellation make children deeply engaged in video game- 

playing at the expense of home schooling especially with the absence of parents’ supervision 

during the day. The study is based on qualitative data collected through telephone interviewing 

with parents of 16 Moroccan middle school students. Observation was also used as a 

complementary data collection method. Findings show a significant effect of video games on 

virtual class attendance and sleep patterns. Implications are discussed and recommendations 

are made for future research. 

Keywords: Electronic games - Coronavirus pandemic - teenage students - virtual classes - class 

attendance. 
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Introduction 

The COVID-19 pandemic, a global health crisis that constitutes the greatest challenge 

the world has faced since the Second World War, was confirmed to have spread to Morocco on 

2 March 2020. The Moroccan health authorities announced the first case involving a Moroccan 

expatriate who arrived from Italy on 27 February. As of May 25, 2020, there have been 7,532 

confirmed cases, of which 4,774 have recovered and 200 have died. In fact, after the 

announcement of the first cases, Morocco has started to implement strict preventive measures 

against the proliferation of this pandemic. In addition to cancelling large public gatherings, 

closing borders and airspace, quarantining citizens and imposing the curfew, the government 

decided to close all schools and training institutions starting from March 16 until further notice 

in order to limit the spread of the virus, then later confirmed to prolong the closure until 

September 2020. With very little notice, teaching had had to be undertaken remotely to insure 

that school learning is undisrupted. Massive efforts have been made at all levels to create online 

resources, use digital platforms and online portals and deliver them through TV broadcasts, 

with the use of specific TV channels for different levels. As for exams, they were later 

announced to be cancelled for primary and secondary education. Only Baccalaureate exams 

have been scheduled for July. As a result of this dramatic and abrupt transition to online 

learning, teachers are faced with the challenges of maintaining high-quality education by 

innovating new pedagogical approaches, while students are expected to adjust to learning 

through online platforms. As video and electronic games have grown in popularity, they have 

become an increasingly time-consuming leisure activity, and since it is more particularly 

popular with teenagers, we assume that some of this time could likely be at the expense of 

schoolwork. Therefore, the research issue addressed in this research paper is whether time spent 

https://en.wikipedia.org/wiki/COVID-19_pandemic
https://en.wikipedia.org/wiki/Morocco
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on playing video games is associated with students’ online class absenteeism during the 

coronavirus pandemic. 

Motivation and Engagement 

Motivation is indeed critical to any learning situation as it stimulates comprehension 

and is generally associated with high educational achievement. However, prolonged school 

closure and home confinement have had great impact on children’s physical and mental health 

(Brazendale, K et al., 2017). Students’ lifestyle has changed; they have been deprived from 

outdoor and/or sports activities; their wake-up and bedtimes patterns have no longer been 

maintained. The delay and uncertainty over the school year and over the unknown future have 

fueled anxiety, stress and feelings of boredom and loneliness; students have become moody, 

lazy, less active and demotivated. Resuming school online did not truly replace proper classes. 

Having to use technology on a daily basis for their schoolwork, students are continually exposed 

to online temptations. Though the duration of the online video conferencing class was mostly 

minimized to avoid the prolonged contact of the students with the screen, this proved to be 

unmanageable since many assignments are to be accessed and completed online before being 

sent. Accordingly, many students tend to abandon their schoolwork or miss their real-time 

online class in favor of social media and gaming through which they interact with classmates 

and same-aged friends. As opposed to virtual classes (Hang out meet- Slack- Skype Zoom…), 

the system of formal classical education functions on the basis of fixed regular timetables, 

grading, homework assignments, tracking students’ progress and behavior, parent-teacher 

meetings and attendance tracking. When these functions are missing, students feel no longer 

engaged. Interaction, feedback and monitoring have ultimately proved to be a great challenge. 

Moreover, as the Moroccan ministry of education recommended the cancellation of official 

grading during the online education process, students felt as if they were already released to 

summer vacation.  

Video Games 

The potential of the impact of video gaming on children’s lives remains intensely 

debated in the scholarly literature and among the general public. It is an increasingly dominant 

form of entertainment brought about by advances in information and computer technologies. 

For teenage students, it has become an integral part of their lives outside school hours 

(Brockmyer, et al, 2009; Ferguson & Kilburn, 2010). Online gaming has seen record numbers 
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of players during the pandemic. While quarantined at home, most children have turned to video 

games as a kind of distraction and gratification. In the context of the pandemic and imposed in-

house confinement, video games enable children to escape the four walls of the home and 

interact with their friends. A number of investigations have  discussed  the  use  of  electronic 

games  as  a  means  to  cope  with  extreme  emotions  such  loneliness  (Sum et.al, 2008), 

stress and anxiety (Schott  &  Hodgetts,  2006; Greenwood & Long, 2009). It can also be an 

escape into the fantasy world of a fictional gaming situation and regain the feeling and pleasure 

of being totally in control of it (Grodal, 2000). As the outcome of a particular video or electronic 

gaming experience can never be anticipated beforehand, children experience curiosity and 

suspense wondering about their fate in the next level. New communication technologies and 

astounding features and vocals have added to gamers’ amusement and fun. However, other 

studies have shown a significant negative relationship between video games and academic 

schoolwork and/ or scholarly achievement. 

The Study 

The study was conducted on 16 junior male teenage students aged 11 and half to 13 

years old from a private school in the city of Casablanca. Only males were selected for the study 

since research supports the idea that video gaming is more popular among boys than among 

girls (Padilla-Walker et.al, 2010; Winn & Heeter, 2009). 

Table 1. Mean Age of the students 

 

 

  

The school was in fact reflective of Morocco’s upper socio-economic class. Therefore, 

as the situation necessitates a shift towards online education, the essential facilities needed are 

internet coverage and availability of computer sets, smart phones or other handheld devices to 

connect with their teachers. As the pupils enrolled in that school are from high income families, 

we hypothesize that all the necessary facilities are available to them.  

To achieve the objectives of the study, an exploratory design was utilized to describe 

patterns common to a little studied group and then formulate hypotheses to eventually test for 

Number of 
Participants 

Minimum Age Maximum Age Mean Age 

16 11,5 13 12,25 
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the larger population. It thus adopts a qualitative approach as the research topic necessitates the 

use of an in-depth and flexible research methodology underlying reasoning and rationality 

especially that the behaviors of the population to be studied are critical to examine and 

understand. To collect our empirical data, we decided to adopt a combination of methods. Both 

phone interviewing and observation were used. Using a mixed-mode of data collection has the 

advantage of providing a broader approach to the research questions, establishing relationships 

among variables, drawing stronger results and offering a better understanding of the 

phenomenon under study (Davis et al, 2011; Rusby & Dishion, 1990; Skinner et al., 2000). The 

observation method was useful in determining who interacted with the teacher and who did not, 

how often or how long that interaction was, as well as noting attendance and absenteeism. 

Through observation, the researcher could also confirm or refute certain issues provided by the 

informants concerning their children. As the observation was relatively naturalistic, i.e. without 

any intervention or control from the researcher, the situation being studied occurred naturally. 

In fact, because students were not aware that they were observed, they did not modify their 

behavior, which helped establish the validity of the research findings and extend them to the 

general population with similar sampling criteria.  

As the subjects are in fact in the same classroom as the researcher’s son, the students’ 

parents were reached via the WhatsApp group of the class created at the beginning of the school 

year to share and communicate information relevant to the class and to the school. After 

providing explanations on the aim of the research, parents were kindly asked whether they 

accept to take part in the study by means of a telephone survey. In the context of the current 

social distancing to prevent the spread of the disease, a telephone survey approach was thought 

to be a very practical way to collect the needed information. In addition, phone surveys help 

promote precision and accuracy in eliciting responses from the respondents (Groves et. al, 1988; 

Rubin & Rubin, 1995). After consent from the participants, the majority of phone interviews 

were recorded which later facilitated the analysis and processing of the collected data. Parents’ 

participation was completely voluntarily and they were also assured that their answers would 

remain safe and secure as they would be treated anonymously. The survey was constituted of 

two sections. In the first section, we were concerned about the sample demographics; we 

investigated fathers and mothers’ carriers, parental status, marital status and job situation amid 

the current health crisis. In other words, parents were asked whether their job has been impacted 

by the pandemic (layoff, annual leave or unpaid leave instruction, furlough, salary cut or 
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others), and whether they work from home during the confinement or need to commute to their 

workplace to be physically present for their job. The second section included questions about 

their children’s sleep hours, schoolwork patterns, and the number of hours of video game 

playing. The researcher chose not to ask parents about their children rate of virtual class 

attendance, since the researcher herself could easily investigate this information. Indeed, by 

looking at my son’s screen during the virtual zoom call, I was able to check the number of 

participants displayed in the gallery view feature. 

Information on parents’ demographics, though used as control variables, are likely to 

provide valuable data about the sample and might help provide additional explanations 

concerning teenage students’ excessive electronic game-playing, online class absenteeism, as 

well as irregular or unhealthy sleep habits. 

Findings and Discussion  

The quasi-worldwide confinement due to the coronavirus outbreak is a unique situation 

that has not taken place in recent history. Therefore, with the unprecedented suspension of 

classes for the remaining months of the school year, teenage students may tend to believe they 

were already released to vacation. Nonetheless, parents have received a message from teachers 

of the class in question, complaining about students’ chronic absenteeism and low engagement 

in online classes. In fact, while trying to check for these two aspects of learning, the researcher 

was able to notice that many students do not log in to all their virtual classes, most cut their 

cameras if they join the meeting, including the researcher’s son, while others tend to mute their 

micros from the beginning of the class to the end. In fact, teachers schedule their classes and 

send out invitations to both students and parents. This enables parents to supervise their children 

and provide guidance. While sitting by my child during almost all the weekly scheduled online 

classes, I could easily gather information about the rate of attendance and commitment of his 

classmates and identify who joined the class and who did not. As it is explained earlier, all the 

students in the sample are expected to have consistent and equitable educational opportunities 

since no disparities in terms of access to distance learning tools and/ or resources have been 

observed. The majority of students had personal rooms at home and most have computer sets 

and a television in their own room. They also benefit from good internet connectivity; most of 

them have fiber optic connection as a home internet service. Contrary to other types of internet 

connection, the fiber optic is commonly known for its speed, security, reliability and lowered 
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interference. In addition, they have individual laptops and/ or tablets, modern mobile phones, 

portable internet devices and printers. In short, as these children are from more advantaged 

families, they are not likely to be disadvantaged by online teaching. 

Along with the above schoolwork-related facilities, these children do also possess the 

latest and most innovative and attractive game consoles. Most have the famous home video 

game console from Sony (PlayStation 4, commonly abbreviated as PS4) or the Nintendo 

Switch, the newest hybrid video game console developed by Nintendo or both. Some still have 

their former consoles such as the Wii, Wii U, PS3 or Xbox one. 

While socialization happens during interactions with the environment and with others 

principally through play or games, social networking and gaming tend to be very immersive as 

an entertainment (Lenhart et al. 2011). Adolescence is indeed a period during which one 

explores and develops his or her identity (Arnett, 1995) and tries to adapt to and internalize the 

norms, values and behaviors in a given society or social group (Lutfey & Mortimer, 2006; 

Handel et.al, 2007). Today, children’s socialization with same-aged friends occurs merely 

through social networking and digital game playing especially after school hours and during 

vacation. What is of big concern therefore is the amount of time that adolescents spend 

socializing on the internet. Because of the current conditions, which dictate that children and 

adolescents stay indoors for whole days and be limited only to indoor activities, the likelihood 

of playing video games as well as the duration of video game play is undoubtedly higher. As 

hypothesized, indeed, the students in our sample are found to play for long hours a day. When 

asked: “On average, how many hours does your son / do your sons play video games during 

this home confinement period?”, most parents indicated that their children typically play 

between four to five hours a day. After calculating, we have found a mean average of about 

5.15 hours of play a day with a minimum of half an hour and a maximum of nine hours. We 

were, therefore, able to differentiate between casual play and unhealthy obsession. (Figure 1/ 

Table 2) 
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        Figure 1: Students’ average time spent on video game play per day 

 

                    Table 2: Students’ mean video game playtime 

Number of Participants 
Minimum 

played time 
Maximum 

played time 
Mean  

16 0.5 9 5,15 

 

An important characteristic of video games is the regular variation of the game, which 

makes children play for hours on. Moreover, when a game is rated higher and perceived as 

being more interesting by the gaming community, more gamers purchase it and spend more 

time playing it. Most of the interviewed parents gave the example of Fortnite, a very popular 

digital game that had an unprecedented appeal. Released in 2017, Fortnite is in fact an online 

battle game where the players fight against each other in a hostile land and try to be the last one 

surviving. It is therefore a surviving game where players hide, run, escape, build shelters and 

manipulate weapons to defeat the 99 other online players (Parker, 2018). As players are 

eliminated, the field of play gets smaller and players are put closer together. This competitive 

fast-paced aspect of the game along with its action element, immersive nature and colorful 

animations and graphics fascinates children to the extent of obsession. Some children find it 

difficult to stop playing and stay in front of their screens for hours especially if they are 

achieving a high level in the game. This inability to play in moderation constitutes the biggest 

concern for parents. An interviewed mother explained that asking teenagers to leave mid-game 

would be very frustrating to them; another father affirmed that ordering his two sons to do so 

generally causes tension. It is worth noting that, with the exception of one boy who lives with 
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his grandparents after his mother’s death, all other children in the sample are raised by their 

joint biological parents. This variable does actually exclude the possibility that a non-biological 

parent might feel less responsibility and / or concern for the child’s health or education. 

Table 3. Number of Biological Parents 

 

 

Vacation was found to be a positive predictor of adolescents’ video game play and other 

daily media consumption (Barnett et.al, 1991). There may be several explanations for this; 

summer vacations and other school holidays are likely to inspire more game among children 

and enable them to spend much leisure time together. Since students are home during the crisis 

of COVID-19 and know they will not return to school for the rest of the academic year, they 

contribute little input into educational activities and assignments.  With regard to parents work 

situation during the coronavirus pandemic, they did not lose their jobs; most parents continue 

to work  full-time outside their homes because of the nature of their fields of work (health, 

sanitation, banking, food service and others), and few work from home; three mothers were 

homemakers. Therefore, it was found that due to less or no parental oversight during the day, 

students, in our sample, spent hours playing video games at the expense of attending their 

classes online. Parents’ absence during the day increased the likelihood that children choose to 

play, fail to complete their assignments and miss their online classes. Absence of adult 

supervision and control resulted in teenage students’ being more distracted. Paradoxically, 

children of parents who work from home were found to spend less time on video gaming than 

their other classmates. We assume that, when at home, parents implement rules with discipline 

and rigor, and help their children be more focused. Though homeworking during the health 

Covid- 19 pandemic has generated many challenges for some employees who need to juggle 

work with their children’s home-schooling, it nonetheless proved beneficial for some parents 

from the sample. In addition to protecting oneself and others from the virus, being at home with 

one’s children, a mother explained: “enables parents to create an environment where children, 

especially adolescents, are expected to fulfill their duties”. In other words, when parents are 

home, students in our sample were found to respect the established rules regarding gaming and 

be more engaged in their home schooling. They were particularly found to play less than their 

  N Blank Yes %Yes No %No     100% 

Biological 
Parents 

16 0 15 0,96 1 0,04     1,00 



Impact of Electronic Games on Children Attendance of Virtual Classes 
 in Time of Coronavirus 

 

 

Covid-19  332 

 

classmates whose parents commute to their workplace on a daily basis, and attend all the 

schedules online classes. This was consistent with other research that documented a strong link 

between parental involvement and children’s academic behavior and attendance (Jeynes, 2007; 

Hill & Tyson 2009; Wang & Sheikh-Khalil, 2014). 

Table 4. Test Result- Effect of Parents’ work situation during the COVID 19 pandemic 

on children VG playing time 

 

Likewise, a growing body of literature has investigated the effects of video gaming on 

sleep patterns. Researchers have found that frequent video gaming, especially at night, has been 

associated with delayed bedtimes, a shorter sleep duration, increased sleep-onset latency, and 

more daytime tiredness (Adam et al., 2007; King et.al., 2013; Van den Bulck, 2004; 

Zimmerman, 2008). Because video gaming is often a night-time entertainment activity, teenage 

students are generally found to start playing in the late afternoon after they finish their online 

classes, if ever they showed up to the video conferencing classroom meeting. Playing during 

the first hours of the evening and at night brings to a relevant sacrifice of time of sleep. 

Therefore, each additional hour of nighttime video gaming delays bedtime, which, in turn, 

affects children’s wake-up time. With insufficient sleep, teenage students find it difficult to get 

up in the morning to attend their online classes. The observation approach used by the 

researcher helped examine students’ engagement and feedback as well. While secretly sitting 

next to my child during his Zoom or Hang out Meet class, I observed the behavior of his 

classmates, and took notes on everyone’s participation, if any, and noted down the behavior 

displayed during the 40-minute class (laughters, comments, camera and audio mode…etc.). A 

very important finding concerned signs of tiredness (yawning, the cheek resting on the palm of 

the hand…); these were more apparent during morning classes. This confirmed that bedtime 

delays due to gaming affects students energy and well-being in the following day. As classes 

start at 9 or even 10 a.m. and finish at four p.m. at the latest, a higher rate of absenteeism was 

noticed in the early morning compared to early afternoon. In sum, the findings from the current 

Commute to the workplace work from home

Child does not play 0 0 0

Child plays less 2 hours 0 2 2

Plays from 2 to 5 hours 4 3 7

Plays more than 5 hours 5 2 7

Total 9 7 16

Children VG play-time

Parents' Work situation
Total
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 study suggest two conclusions. First gaming volume was found to be negatively related to 

bedtime, rise time and fatigue, which all affect online class attendance and work engagement. 

Second, children’s home schooling commitments are not taken as seriously as in-person classes. 

Conclusion 

The fight against the COVID-19 outbreak has been unique. In spite of being primarily 

a health crisis, it has impacted all industries. Education, for example, has changed dramatically. 

National efforts have been made to make use of technology in support of remote learning on an 

unprecedented scale. Meanwhile, since students are confined home for an extended period of 

time, they were found to spend more time on video games than during normal school days. 

Video games, which during the best of times, have been blamed for their negative influence on 

teenagers, are found, in the present study, to induce some to abandon their online classes. 

Repeated and continuous exposure to video games during the current at-home order apparently 

caused teenage students to become so addicted that it interfered with their attendance at virtual 

classes. The results clearly indicated decreases in virtual class attendance due to video game 

playing that is generally congruent with late sleep. This issue has led to a widespread concern 

among parents, teachers and policy makers. As children cannot be held accountable for this 

sudden, dramatic and unprecedented change in education, it is suggested to schedule an earlier 

academic start, program a beginning of the year diagnostics to figure out students’ levels and 

problems and assign remedial courses for those in need.  To conclude, we think that the 

continuous development of new information technologies will lead to an increasing variety of 

new leisure activities. To the extent that these technologies engender attractive and entertaining 

activities especially within contexts where extreme needs and emotions are ample, they are 

likely to affect time children and teenagers spend in schoolwork and other recreational 

activities. 
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Violence in the electronic games and its relationship with the aggressive 
behaviour in children 

Abstract: 

Electronic games are one of the pests which worsened in the modern era, and devoured 

a long time from their lovers, as well as caused great damage to children, especially 

those whose parents permitted them to enjoy playing for long periods. 

Concomitant with the confinement imposed by the COVID-19 pandemic, some parents 

tolerated their children and let them play for a long time without paying attention to 

the electronic game dangers on the physical and psychological health of their children 
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who consequently become addicted to these games. Thus, the lack of control to 

children and excessive playing electronic games during the period of the home 

confinement, in addition to the long-time sitting watching TV without movement can 

negatively affect the physical and mental activities, and psychological and social 

behaviours of children. Mostly the increase in the tendency to violence and aggressive 

behavior is due to the attachment of children to continuously 

playing these violent games, and habituation of their mind to these games, and hence 

their thoughts become less rejecting violence which, as a result, leads to increase 

children aggressive behavios. 

Key words: Violence, Electronic violence, Aggressive behavior, COVID-19. 
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Abstract: 

       Corona pandemic emerging globally and locally imposed a state of social separation and 

the application of a quarantine system for the home for all individuals  This led to a sudden 

change in the lives of the children as their families resorted to the option of electronic games to 

enable their children to relax themselves after they lost the opportunity to go to their educational 

and recreational institutions, the homes of entertainment and out of the house. However, the 

application of this system needs studies because of the reflections and repercussions these 

children have on children of different age groups, because this method created discussions 

between those who reject and support it, however most of the questions focused on the 

effectiveness and efficacy of this pattern in light of what they described as the lack of views of 

the specialists and the plans followed in the directives. this is after ignoring the psychological 

effects, social isolation, fear, and anxiety. From the foregoing, this intervention aims at the 

emergence of new challenges to clarify and explain what electronic games are and the 

requirements for their use, in addition to knowing its psychological effects on children, and thus 

clarify its effects on the future of children, in line with the theoretical nature of the research, the 

descriptive approach was used, according to which we will review and analyze research 

concepts and contributions related to the subject of the research, and through what is reviewed 

from the concepts and theoretical origins of the concept of electronic games, and the importance 

of sound education for the child, especially in light of the Corona crisis, and we can reach a set 

of results that the family should focus on, and be guided by, in order to benefit from it in raising 

children effectively to improve the psychological compatibility of the child on the one hand, 

and keep pace with the developments of corona Covid-19 on the other hand. 

Key words: electronic games, addiction, psychological compatibility, children.
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The effect of electronic combat games on children under of the Corona pandemic 

"Free Fire game and Pubg game" 

Abstract : 

This research paper came in order to shed light on the topic of the impact of electronic combat 

games represented by the Free Fire game and the game of Pubg on children under of the Corona 

pandemic, This is due to the various psychological, social and health problems that it causes on 

the behavior of children practicing it, without knowledge or awareness the parents the 

seriousness of these combat games, which necessitated a study of this phenomenon in order to 

find solution and reduce the risks of these electronic games. 

Keywords: electronic games, children, Corona pandemic. 
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The effects of electronic games on children - attachment to the medium is a big 

danger that adds to the obsession of content 

Abstract : 

       It left the knowledge of the various electronic games that are transmitted through the virtual 

world in abundance, the development of the various choices of children and adolescents' 

tendencies for "Sadi" violence games on the self, especially those games that have become a 

major concern of the media and academic researchers because of their psychological 

repercussions And behavioral never seen before in the world, in the end it leads teenagers and 

children to direct suicide as a final result of its use. 

Keywords: Electronic games, Internet, self-violence, games selection, child psychology. 
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Abstract 

Video games are triumphing over time and education of teenagers. However, the caveat to this 

article deserves mentioning the side effects, grievous, as the consequences are not obvious, and 

a threat to the cognitive and social steady growth of adolescents. This position article dares to 

unveil the downside effects of video games of the intrinsic and extrinsic teenagers' characters 

in the time of the Coronavirus pandemic. Thus, this research probes deep into the psychic realm 

of Video Game users and the effects engendered by time abuse and voluntary solitary 

confinement. The findings sustain the idea of the damage that may cause predicaments in 

character and social involvement of teenagers. An assessment of a bench of articles devoted 

recently to the topic along with a qualitative analysis of the available data. Data gathered reflect 

what extent side effects that are not obvious but engender significant consequences, are harming 

progressively teenagers' characters; yet game designers, the most zealous defenders of video 

games, are trying convincingly to coax foes on their benefits on teenagers' education.  An 

implication for teachers and educationalists is that video gaming should be apprehended in tune 

with the educational attainment of teenagers, but never a vacuum to fill in the time of 

coronavirus pandemics.   

Keywords: Coronavirus, video games, teenagers, side effects, character, education.   
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Introduction  

The side effects of videogames on male and female children, adolescents and adults harm 

substantially their characters (e.g., Buchman & Funk, 1996; Federal Trade Commission, 2000; 

Walsh, 1999). Their long-term effects discreet grievous consequences and tend to sustain the 

damage progressively. Growing number of video games users, in times of coronavirus 

pandemic, grab opportunities of entertainment and “edutainment”—the marriage of education 

and entertainment – (Buckingham and Scanlon 2001) provided by versatile games for all ages; 

yet the asymptomatic syndrome  is jeopardizing the normal growth of children’s cognitive 

development. (C Anderson, B Bushman, 2001) 

Researchers hope to use the games to gain insight into the learners’ memory, reasoning, and 

socialization, which can aid efforts to protect them from being contaminated by the pandemic 

coronavirus covid-19. (Fischer & Bidell, 2006; Rose, Rouhani, and Fischer, 2013). Scholars 

from several disciplines have convincingly advocated the merits of video games as a 

https://link.springer.com/referenceworkentry/10.1007%2F978-1-4419-1428-6_1938#CR1_1938
https://www.tandfonline.com/doi/10.1080/10888691.2018.1537791
https://www.tandfonline.com/doi/10.1080/10888691.2018.1537791
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pedagogical tool (e.g., Gee, 2007; Greenfield, 2009; Ritterfeld, Cody, & Vorderer, 2009; Squire 

& Jenkins, 2003). 

Conversely, perverse effects are noticeable as time devoted to fill the vacuum of confinement, 

imposed by corona virus, is beyond expectation. Video games are pervasive in today’s culture, 

and the time kids spend playing them may seem, from a teacher’s perspective, as time that is 

lost to education. Besides, after school, millions of children and teens spend inordinate amounts 

of time immersed in virtual worlds that invite exploration and reward (Hutchison, 2007). Are 

Game designers aware of the grievous consequences engendered by the games? Video Games 

as a media of entertainment provoke a set of negative affective sentiments that is not obvious 

but their significant consequences are still a matter of debate among academic educationalists 

and video gamer designers. 

Video Gaming a Controversial Issue 

A substantial body of research throb into the subject of video games and its impact on teenagers’ 

characters during the confinement; yet they swung between two ostensible directions. This 

chasm is due to the outcome of each view. On the one hand, there is evidence that cognitive 

skills contribute to an individual’s educational achievement and success in the labor market, as 

measured by wages, employment, work experience, and occupational choice (Heckman et al., 

2006; Fletcher, 2012; Currie and Thomas, 2001). Besides, the human brain mostly develops in 

early years, but important changes continue into adolescence, when the neural connections that 

are used are strengthened and those that are not used are cut off (Department of Children, 

Schools, and Families, 2008). Another supportive argument is that Video games design is an 

industry rather than a tool to enhance education and develop cognitive abilities of learners. A 

world of wild consumerism stigmatize the side effect of video games on the fragile containment 

of children mind. They should not be taken for granted. They are also big business in today’s 

economy. By several estimates, U.S. revenues from video games are now greater than those 

from movies and films combined, and in the fall of 2013, the video game Grand Theft Auto V 

broke all entertainment records by generating $1 billion of revenue in its first 3 days on store 

shelves (Fortis Inc. Annual Report Griffiths, 2013). In the United States, the commercial video 

games industry is a $9-billionper-year business (NPD Group 2005) the video game industry 

now rivals Hollywood as an economic and cultural tour de force in the United States. 
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 On the other hand, discontinuity in relationships is, in itself, stressful and can be 

counterproductive – especially for young people who have little continuity in their home and 

community environments. Furthermore, at a vulnerable time in young adolescence, when 

children should be developing greater competence and confidence to support their growing 

autonomy, they can stumble when placed into an environment that reduces opportunities for 

attachment and introduces comparisons among students that include negative attributions about 

competence, intelligence, and other talents. A growing body of evidence notes that 

underachievers are not the only ones at risk during this time: unusually high rates of 

maladaptive behaviours are found among affluent youth beginning around seventh grade, 

including substance abuse, eating disorders, and even suicide attempts (Luthar, Barkin, & 

Crossman, 2013). There is an important caveat to this article that also deserves mentioning: the 

notable downsides of video games. They can be highly addictive (Leigh 2005); they can lead 

children to play outside less; they are sometimes associated with repetitive stress injuries and 

other ergonomic problems (Wlazelek 2005). As far as education is concerned, children and 

teenagers jeopardize their intelligence and creativity through repetitive game patterns, and even 

risk their social ego. (Burgard, 2007)    

The issue has raised considerable controversy. Most research on the effect of gaming on youth 

has focused on problematic gaming and negative effects like aggression, anxiety, and 

depression. Yet, they failed to display the hidden part of the iceberg; the intrinsic traits that 

shape the intellectual construct of video game users. These video games waned the users’ 

potentials; they set their intelligence at high risk, as users focus on predesigned games, recursive 

processes, static layers, and well-structured layouts. (Juul, (2005). 

On the Nature of Video Games 

The design of video games is the process of constructing the content and rules of games in 

different stages, environment, plot, and characters. Game designers create character sketches, 

hand-written sticky notes representing the video sequences, and the lines of code that translate 

these concepts into high-quality graphics. Actually emulating a fanciful world that is not 

possible to cope with reality. When designing the game content, a set of ideas cross the mind 

of the designer as which idea best suits children or game users. What are the challenging spots 

that could be inserted to excite and push to the extreme? Then comes the rules of the game; the 

stages of game development, i.e., from maps to characters, these games fulfill a reaction for 

https://www.tandfonline.com/doi/10.1080/10888691.2018.1537791
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every possible action.  Steps are set beforehand; the stages are finite and hermetically designed. 

Video game designers make that concept of gameplay and layout come alive, often through 

experimentation with several themes and genres, as well as developments and improvements 

on existing games. (Syah putra  2019). There are countless steps to account for a game, yet the 

principle is the same. One-step gained or fulfilled, another step is ahead…etc. Game designing 

is a routine based conception. Starting with the usual and ending in imbricated steps, 

challenging video game users. The more you play, the more you overcome steps through habit 

formation. However, the scope of intelligence and creativity go beyond this squared format of 

design. How could video games comply with the set of intelligences (see the Multiple 

Intelligences theory) Gardner and Coleman’s emotional intelligence? Designing video games 

could not cover the whole spectrum of human intelligences and creativity. Which intelligence 

is targeted? Do they enhance creativity? The closer they are connected to character traits, the 

more distant is the efficiency to these traits.   

Advocates of Video Gaming  

Researchers hope to use video games to gain insight into the learners’ memory, reasoning, and 

socialization, which can aid efforts to protect them from being contaminated by the pandemic 

coronavirus covid-19 (Lane & Yi, 2017).  Video games have a potential to improve children's 

cognitive abilities. They may also positively affect such non-cognitive skills as the ability to 

sustain attention and pro-social behaviour. Scholars from several disciplines have convincingly 

advocated the merits of video games as a pedagogical tool (e.g., Gee, 2007; Greenfield, 2009; 

Ritterfeld, Cody, & Vorderer, 2009; Squire & Jenkins, 2004). 

With such widespread popularity, video games have had a strong impact on the players 

themselves, altering the very ways in which they learn (Beck & Wade, 2006; Prensky, 2001) 

Although educational video games are strongly supported, the research literature contains very 

few quality studies on how effective educational games are at promoting learning (Fletcher & 

Tobias, 2006). The development of a video game is a complicated and often expensive task, 

and there has been limited research in video game design in general (Bjork, Lundgren, & 

Holopainen, 2003) and educational video game design specifically (Dempsey, Rasmussen, & 

Lucassen, 1996). Advocates of the positive impact of games on educational outcome, claim that 

video games are not an end, rather, they help teenager to learn and get entertained. The reality 

of such experiments in “edutainment”—the marriage of education and entertainment   

https://srcd.onlinelibrary.wiley.com/doi/full/10.1002/sop2.3#sop23-bib-0108
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The game does not require quick reflexes or particular cleverness at solving puzzles, nor does 

it feature dramatic cut scenes or surprising narrative twists. Studying history interactively is not 

simply more fun—it invites students to consider a new range of issues, such as identity, 

perspective, agency, and causality. 

  Edutainment is an application compounded with educational aims and measurements and 

providing learners with regarding the value of life. The term usually refers to a form of 

education that seeks to captivate, instill excitement and evoke emotions-a "rousing of learners' 

feelings" as Aksakal (2015Aksakal) puts it. However, the combination of education and 

entertainment is not unanimously seen as positive (Okan, 2003) 

Game materials were designed to demonstrate to adults how playing an imaginative game with 

a child could contribute to preschool children’s readiness for effective school entry and 

cognitive, social, and literacy preparedness (Norman 1993), he has proposed, but also for 

reflecting and interiorizing the deeper meanings of events.  

Video Games are also big business in today’s economy, and then they should not be 

depreciated. U.S. revenues from video games are now greater than those from movies and films 

combined, and in the fall of 2013, the video game Grand Theft Auto V broke all entertainment 

records by generating $1 billion of revenue in its first 3 days on store shelves (Griffiths, 2013). 

In the United States, the commercial video games industry is a $9-billion per-year business 

(NPD Group 2005) the video game industry now rivals Hollywood as an economic and cultural 

tour de force in the United States.  

Video-game industry leaders deny the harmful effects of their products. For example, in a May 

12, 2000, CNN interview on The World Today, Doug Lowenstein, president of the Inter- active 

Digital Software Association, said, “I think the issue has been vastly overblown and overstated, 

often by politicians and others who don’t fully understand, frankly, this industry. There is 

absolutely no evidence, none, that playing a violent video game leads to aggressive behaviour. 

Character Traits and Video Games 

During the time of confinement, we tried to confront teenagers’ character traits with video game 

contents. The character traits can be summed up to include internal and external factors. These 

dependent variables, like intelligence, creativity, anxiety, ego enhancement, inhibition, social 
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ego, un/conscious thinking, motivation and self-esteem, get inclined, even lost ground when 

allied with video games.  (Skoric, Teo & Neo, 2009) 

Studies consolidated the link between intelligence and game performance. The relationship is 

correlational and so the causality is unclear. (Kokkinakis, 2017). Despite a bulk of literature 

devoted to the topic, there is still no standard definition of intelligence. At the beginning of the 

20th century, the intelligent person was one who executes orders competently, i.e. someone 

who behaves according to given instructions rigorously. Then, video games are likely to be time 

consuming rather than enhancing players’ intelligence.  

Since game developers conceive a standard player, they could not cover the whole spectrum of 

intelligence. In Emotional Intelligence, Goleman argued that our world has largely ignored a 

tremendously significant set of skills and abilities. Moreover, Lippmann noted the risks 

associated with assessing an individual's intellectual potential via a single, brief oral or paper-

and-pencil method. To capture the full range of abilities and talents that people possess, Gardner 

theorizes that people do not have just an intellectual capacity, but have many kinds of 

intelligence, including musical, interpersonal, spatial-visual, and linguistic intelligence. 

Indirectly related, working memory can be inhibited by highly violent games, potentially 

because of the highly arousing nature of the games (Maass, Klopper, Michel, & Lohaus. 2011). 

If video games can disrupt working memory, it is not a far stretch to suggest that they may 

affect creativity as well (Dietrich 2004). Then, video games affect negatively ingenuity, as they 

are closed set of procedural steps; creativity is limitless and may be damaged when confined to 

predesigned games. Teenagers are spending more time distracting themselves on electronic 

devices and possibly inhibiting creativity. We do not expect creativity to develop within an 

addiction process to video games.  

Another major trait that is worth noting is motivation whether intrinsic or extrinsic. Motivation 

matters in the construct of teens’ personalities. The pursuit of a challenge is the prevalent 

motivation reported by regular gamers of both genders. What motivates teens is the challenge 

to contest the game itself and to check their abilities to score and defeat the challenge. The 

difficult issue in this vein is how to sustain motivation. Game developers vary the scope of the 

video game contents by updating, creating new design to lure fragile brains.  

https://www.ncbi.nlm.nih.gov/pmc/articles/PMC4117274/#B27
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Being addicted to video games, teens are left to loneliness; they grow insulated from their 

natural milieu. They jeopardize their social egos, even their communicative linguistic skills. 

Their language heritage sticks to rudiments, which may harm substantially their long-term 

education curricula. Studies warn against the time abuse that allotted to games (Wei,R. 2007), 

that they waned time devoted to revision and homework. Besides, the dislocation of family ties 

as communication is lost among its members. Teens are, thus, enclaved in a fanciful world 

where their presence is unconscious.       

Discussions and implications 

It is common sense to raise the issue of the side effects of video games nowadays. As stated  

above, the still effects of video gaming run deep on children‘s characters traits. The harmful 

effects of video gaming are not obvious in short-term span; they are the smallest of all growths. 

The outcome of the present article warns against the long-term effects that can be disastrous. 

Teenagers, as well as parents should seek alternatives in due time, as to choose outdoor 

activities and manage a time schedule for tasks. The grievous effects of video games have been 

discussed exhaustively in articles and symposia, still measures and laws do not meet the needs 

of social changes.  

Video gamers and developers have launched a new era in extravagant design that lure teens 

everywhere. They diversify the content and characters to overcome the dullness of previous 

games. They claim that they promote relaxation and ward off anxiety. Videogames have great 

positive potential in addition to their entertainment value. There has been considerable success 

when games are specifically designed to address a specific problem or to teach a certain skill. 

Griffiths, M.D. & Hunt, N. (1998).  To what extent do they succeed in convincing virtual 

players? A question that needs a myriad of theories and instructions.  

Videogame industry is flourishing as consumers’ orders are increasing at an alarming rate. This 

industry shares are indexed in world trade centers, and employs hundreds of workers. 

Sometimes the income goes beyond expectations. This fact is likely to explain even the 

commitment of some scholars to praise the benefit of video games in developing skills and 

entertaining positively children. 
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Scholars and educationalists have emphasized the importance of control over video games 

recurrently, as they notice the long-term effects and their grievous consequences. They 

disapprove the lax state in decreeing some laws over the control of video gaming.  

Conclusion   

It is necessary that we continue to warn on the side effects of video gaming while remaining 

aware of the edutainment value of these means. Given current findings, it is reasonable to be 

concerned about the impact of violent games on children and adolescents. We do not believe 

that video games develop teens' character traits. Even though, game developers insist on their 

positive effects on some traits, like intelligence, creativity, and ego enhancement…video 

gaming leads to addiction, form remote personalities, break family ties, and damage teen’s 

citizenship.  

Some suggestions that could be considered in future research are promulgating laws and setting 

measures to wane the side effects of electronic games. When it comes to the games our children 

play, industry self‐regulation and parental supervision, not government coercion, offers the 

optimal solution. 
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Child and video games in the corona pandemic between entertainment and addiction

Abstract :  

       This research paper aims at studying one of the major issues that are strongly raised 

in the current context of the corona pandemic, it is mainly about approaching the role of 

video games in children’s lives and the impact they have on them, this issue raises the 

question of whether these games are means of entertainment and learning or a tool of 

addiction. 

  As everybody knows, the corona pandemic and the subsequent quarantine measures 

have had remarkable psychological effects on children, making them more eager and 

willing to use video games than ever before. 

Keywords:  video games, corona pandemic, entertainment, addiction 
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Abstract : 

            The child is considered one of the fragile groups that we must protect from the total 

risks that may arise from navigating the digital space, especially in recent times, following 

the outbreak of the Corona pandemic of COVID 19 in all parts in général and Algeria in 

particular, where it has become necessary to take a number of measures and measures 

Aiming at ensuring the right of the child to have safe access to the digital space and make 

the best use of it while maintaining his health and physical safety 

01- Legislative level. 

02- Protecting the child as a recipient, an exploiter, and using the electronic means of 

communication. 

03- Preventive level through general monitoring of information systems, social networks, 

etc., to ensure safe navigation of the child in addition to awareness and awareness of the 

risks and negatives of the digital space (such as health risks, digital autism, morbid obesity, 

lack of movement and inactivity, Diseases of the senses, especially eyesight ... etc), without 

neglecting the negative effects of the excessive use of these social networks and electronic 

games during periods of application of home quarantine measures to avoid infection due to 

the outbreak of the Corona pandemic COVID 19. 

           Therefore, parents must, during the mandatory domestic reservation period set by 

the Algerian state authorities, monitor children's use of cyberspace by finding effective and 

continuous monitoring mechanisms and methods, especially by family members to follow 

the overall children's choices and guide them in rational (temporal and spatial) use of games 

Electronic and networking sites via the internet and warning against negative consequences 

in exploiting them may make them captive to them, without caring for their physical fitness 

and maintaining their physical and health safety due to the lack of spaces and places to 

practice sports and physical activities as well as recreational and intellectual games, during 

COVID 19 Corona outbreak. 

            Therefore, time management and organization for a child is a skill that he acquires 

from his family and educational environment to distribute his intellectual and motor abilities 

(fitness and physical integrity), she overtakes the child throughout the day obligated to spend 

it at home due to the periods or hours of home stone, it is not dedicated to eating, playing 
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and teaching From a distance with its various means (audiovisual) and retirement only in the 

digital space, which was supposed to be compensated by alternative mechanisms to enable 

him to engage in some types of physical and sporting activities, for the purpose of recreation, 

pleasure and the development of physical abilities, so exercise by the child allows him By 

getting rid of negative charges and energies, as well as all mental disorders and correcting 

its aggressive behaviors towards others, in addition to alleviating the anxiety that emerges 

in abundance, especially among family members, children and adolescents, whose effects 

may be increased by applying home quarantine measures as a measure to prevent the spread 

of infection COVID 19 virus among members of the Algerian society applied by the state, 

and as we know that exercising regularly gives children and adolescents self-confidence and 

develops their motor, mental and cognitive abilities To guarantee the child’s right to health, 

normal and digital learning, play and entertainment, as well as exercise his sports hobbies, 

lead to the organization of his daily life and make him a person with normal and positive 

behavior, which encourages him to be creative and creative in order to face social, 

psychological, mental and health difficulties. ... etc, in an open world on the digital space, 

but we find that the outbreak of the COVID 19 pandemic in Algeria has had a severe 

negative impact on everything that was mentioned about children. This is what makes us ask 

the following question: 

"To what extent does the child's sporting and physical activities contribute to securing 

him from the dangers of the digital space in light of the effects of the COVID 19 

pandemic?" 

        This question is answered in the elements that were included in our research. 

Key words: Corona pandemic, COVID 19 - digital space - child - physical and physical 

éducation. 
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Abstract :    

In light of the enormous acceleration of information and communication sciences technology 

trends that have been widely incorporated with the Internet, new advanced applications and 

features have emerged. This development has encompassed electronic games where the use of 

wired video games connected to the TV has been replaced by modern developed games due to 

the emergence of multimedia via smart-phones that offered users a virtual world that matches 

the actual reality to interact with, and an opportunity to deal with up-to-date and high quality 

technological designs of picture, sound, color, and various semiotic typographic shapes. Most 

of the world's countries have recently experienced upheavals in various fields that generated 

psychological and social pressures and disturbances exposing society to a nightmare of terror 

and instability as a result of the outbreak of the global epidemic Covid-19 that tipped the world’s 
scale. These changes has an impact on children and adolescents who sought to fill in the terrible 

free time gap that resulted from home confinement by any entertainment tools including video-

games taking it as an outlet to escape from the unpleasing reality and  social environment, and 

seeking a better virtual reality. Consequently, addiction to video games spread among children 

and adolescents who seem to devote most of their time on them leading to full separation from 

their families and social surroundings and to total room isolation away from and daily life 

events. In spite of the importance of these games during the home confinement period, their 

danger remains associated with the phenomenon of violence, which is strongly apparent in most 

societies. This has enthused researchers to deeply investigate its aggression causing effects, 

especially after becoming a disturbing phenomenon among developed and developing societies, 

making the world a place of violent events of all kinds and levels namely;  social violence, 

school violence, urban violence, economic violence and so on, and leading us to call this century 

“ a century of violence”. From all this, we can say that these entertainment tools provided by 
means of these media affect children and adolescents lifestyles and behaviors, and open their 

minds to new values and ideas that they try to imitate in their daily lives, for this reason we 

wanted through this research paper to present a theoretical approach to this problem based on 

Impact theories and the Cultural Implantation theory, which is one of the theories that address 

these areas in terms of practice patterns and impact. 

Keywords: Video games - behavior and patterns - impact - cultural implantation - social 

violence. 

 



Electronic gmaes and thier impact on the behavoir of the child 
 during the crisis of corona covid 19 

 

Covid-19  444 

 

 



Electronic gmaes and thier impact on the behavoir of the child 
 during the crisis of corona covid 19 

 

Covid-19  444 

 



Electronic gmaes and thier impact on the behavoir of the child 
 during the crisis of corona covid 19 

 

Covid-19  444 

 



Electronic gmaes and thier impact on the behavoir of the child 
 during the crisis of corona covid 19 

 

Covid-19  444 

 

(Singletry , Micael & Stone , Gerald,1988,p61)



Electronic gmaes and thier impact on the behavoir of the child 
 during the crisis of corona covid 19 

 

Covid-19  444 

 

 

91-covid:

 Cultivation theory

Moderate 

effects theories

Gerbner

https://uqu.edu.sa/page/ar/180863
https://uqu.edu.sa/page/ar/180863
https://uqu.edu.sa/page/ar/180863
https://uqu.edu.sa/page/ar/180863
https://uqu.edu.sa/page/ar/180863
https://uqu.edu.sa/page/ar/180863
https://uqu.edu.sa/page/ar/180863
https://uqu.edu.sa/page/ar/180863
https://uqu.edu.sa/page/ar/180863
https://uqu.edu.sa/page/ar/180863
https://uqu.edu.sa/page/ar/180863
https://uqu.edu.sa/page/ar/180863
https://uqu.edu.sa/page/ar/180863
https://uqu.edu.sa/page/ar/180863
https://uqu.edu.sa/page/ar/180863


Electronic gmaes and thier impact on the behavoir of the child 
 during the crisis of corona covid 19 

 

Covid-19  444 

 



Electronic gmaes and thier impact on the behavoir of the child 
 during the crisis of corona covid 19 

 

Covid-19  444 

 



Electronic gmaes and thier impact on the behavoir of the child 
 during the crisis of corona covid 19 

 

Covid-19  444 

 



Electronic gmaes and thier impact on the behavoir of the child 
 during the crisis of corona covid 19 

 

Covid-19  444 

 



Electronic gmaes and thier impact on the behavoir of the child 
 during the crisis of corona covid 19 

 

Covid-19  444 

 



Electronic gmaes and thier impact on the behavoir of the child 
 during the crisis of corona covid 19 

 

Covid-19  444 

 



Electronic gmaes and thier impact on the behavoir of the child 
 during the crisis of corona covid 19 

 

Covid-19  444 

 

 

 



Electronic gmaes and thier impact on the behavoir of the child 
 during the crisis of corona covid 19 

 

Covid-19  444 

 

 



Electronic gmaes and thier impact on the behavoir of the child 
 during the crisis of corona covid 19 

 

Covid-19  444 

 



Electronic gmaes and thier impact on the behavoir of the child 
 during the crisis of corona covid 19 

 

Covid-19  444 

 

● 

 

● 

 

● 

 

● 

 

● 

 

 



Electronic gmaes and thier impact on the behavoir of the child 
 during the crisis of corona covid 19 

 

Covid-19  444 

 

 

 

 

 



Electronic gmaes and thier impact on the behavoir of the child 
 during the crisis of corona covid 19 

 

Covid-19  444 

 

5.   Singletry , Micael & Stone , Gerald . (1988 ) . Communication : Theory 

and Research Application.  Ammes , Iowa State  University Press , P 61. 

6. http://www.darculture.com 

 

68/fislogia.htm-nba67www.annabaa.org/

 

9.   - theory_10.html-http://constantine3.blogspot.com/2013/12/cultivation 

01. . Org/ Annabaa www.

 nba57/arqam.htm 

 

http://www.darculture.com/
http://www.annabaa.org/nba67-68/fislogia.htm
http://constantine3.blogspot.com/2013/12/cultivation-theory_10.html


The negative effect of the Free Fire game on children

 

Covid-19 064 

 

 The negative effect of  the Free Fire game on children



The negative effect of the Free Fire game on children

 

Covid-19 064 

 

Abstract : 

After the healthy confinement was imposed, the children were quarantined. Hence There has 

been a necessity for alternative entertaining means for making them passing time, especially 

after their schools, the cultural spaces, the parks, and the public gardens were closed. Moreover, 

playing outside their houses has become dangerous. 

Since there were  no enough alternatives, the children have found themselves obliged to use 

their mobiles  and computers, hence they’ve been captured by the enjoyable electronic games, 

which have strongly imposed themselves on them. 

Among these games, the game of Free Fire, which is at the forefront of the Children's games. 

For the sake of knowing its effect on children, a field study, on three children, has been carried 

outthought using the observation tool for two months and a half. After that, the following results 

have been attained: 

 The game is daily consuming more than three hours of the sample’s individuals’time. 

 The game also has an impact on the children’s time of sleeping and eating, as well as it 

negatively affects their mood, which leads to the acquirement of patterned aggressive 

behaviours related to this game. 

Keywords: the electronic games, the children, the game of Free Fire.
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