Ao 36, 2020, [Espeeial [1° 2@

Clencfes humenas v Seciales
ISSN 1AZ-18E 7] 1SSNer 247 1-9885
DeposiitolFegalippMi©O8402ZUas)

Revista de Antropolegia, Ciencias de Ia Comanicacitn y de la Informaciin, Filosofia,
Lingiisticn ¥ Semitticn, Proble mas del Desarrollo, I Ciencin y In Tecnologin

Universidad dell Zulfie

Facultac Experimental ce Clencias
Departamento de Clencias Fumanas
Maracaibo - Venezuela




Opcion, Afio 36, Especial N0.26 (2020): 1464-1481
ISSN 1012-1587/1SSNe: 2477-9385

The importance of games practiced by children
from the perspective of teachers/children

Mohamed M. Al-Hileh'
Faculty of Educational Sciences, Middle East University, Jordan.
Mhileh@meu.edu.jo

Sara M. Hamdan®
“Private Riyadh Najd Schools, Middle East University, Riyadh, KSA.
Shamdan@meu.edu.sa

Hebah H. O. Nasereddin®
*Faculty of Information Technology, Middle East University, Jordan.
hnasereddin@meu.edu.jo

Abstract

This study aimed at inquiring the advantages and disadvantages
of electronic games practiced by children at the late childhood and
adolescence stages, from teachers' and children’s point of view via
comparative quantitative research methods. The findings revealed that
both teachers and children from late childhood and adolescence stages
agreed that there were a lot of advantages of practicing electronic
games. In conclusion, the majority of electronic games are positive
experiences illustrating caring and nurturing behaviors where players
earn points for similar positive behaviors.

Keywords: Advantages, Electronic games, Childhood,
Adolescence.

La importancia de los juegos practicados por los nifios
desde la perspectiva de los maestros / nifios

Resumen
Este estudio tuvo como objetivo indagar las ventajas y
desventajas de los juegos electronicos practicados por nifios en las
etapas finales de la infancia y la adolescencia, desde el punto de vista
de maestros y nifios a través de métodos de investigacién cuantitativa
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comparativa. Los hallazgos revelaron que tanto los maestros como los
nifios de las etapas finales de la infancia y la adolescencia coincidieron
en que habia muchas ventajas de practicar juegos electrénicos. En
conclusién, la mayoria de los juegos electrénicos son experiencias
positivas que ilustran comportamientos de cuidado y cuidado donde
los jugadores ganan puntos por comportamientos positivos similares.

Palabras clave: Ventajas, Juegos electrénicos, Infancia,
Adolescencia.

1. INTRODUCTION

Electronic games are some of the most popular modern games
in the world, which are displayed on TV (video games) or on a
computer screen (computer games). They may also play on their own
control shelves, or in their own custom playrooms to provide fun for
the individual, through the challenge of using an eye-to-eye (visual
kinetic synergy) or challenging mental potentials. This is through the
development of electronic programs. KHUFASH & NASEREDDIN
(2015) He explained that electronic games are entertainment activity,
which is the most used in the field of different games, and the main
element is the sense of the image produced by the automated media
system, which is used by the individual, nicknamed the player. While
NASEREDDIN & ABDELKARIM (2010) note that they develop a
sense of initiative, logic, planning, memory development and speeding
up thinking. These games also develop intelligence and stimulate
attention and focus, because they are based on imaginary virtual
worlds and solving puzzles. Electronic games are an important source
of education for children because they feed children's imagination in

an unprecedented way. The child discovers a lot through his practice.
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These games provide the child with activity and vitality. Children's
electronic games offer an opportunity to practice problem-solving
steps that stimulate scientific thinking. Among its advantages, it
generates the spirit of competition among friends in multiplayer
games. KHUFASH & NASEREDDIN (2015) He noted that studies
have demonstrated the effectiveness of electronic games in improving
and accelerating interaction, and improving visual Kinetic synergy.
Those who have been trained through electronic games have achieved
better results than the control group, a slight difference, but this
difference is important in some cases. Electronic games facilitate
learning, stimulate self-learning and increase the child's technological

knowledge.

A large proportion of studies have written about the dangers of
electronic games, such as AL-ARIFI (2015) they pointed out that
according to many studies and research on electronic games, it is
generating aggressive tendencies in children. He also KHUFASH &
NASEREDDIN (2015) noted the shortcomings associated with the
practice of electronic games, the most important lack of family
communication between family members, which leads to family
problems because parents do not know of course their children and
their needs. As long hours spent by the child playing behind the
electronic screens are inversely proportional to the hours of study,
which negatively affects the student's achievement. Electronic games
also affect the verbal memory of children and weaken them.
ALHROUT & NASEREDDIN (2018) Added that electronic games

have a lot of damage to the destructive contents, and messages hidden
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behind these games. The use of electronic games for a long time

affects growth and hinders the development of children.

ALHROUT & NASEREDDIN (2018) Some studies have
suggested a relationship between excessive use of electronic games
and increased obesity among children, and that electromagnetic
radiation emitted from the electronic screen causes eye dryness and
redness. ALHROUT & NASEREDDIN (2018) He pointed out that
spending a lot of time playing electronic games makes her characters a
role model for the child, which may disturb the child's mind about
what is acceptable in real life and what is unacceptable, which affects
his psychological behavior emotional development. Here lies the fear
that this habit will turn into an insurmountable electronic addiction.
The exposure of children to many scenes of violence generates a sense
of indifference and reduces the sense of sensitivity to death and
destruction, which distorts the child's basic instructions of sympathy
and develops his indifference to what affects others. The study
ALHROUT & NASEREDDIN (2018) revealed some of the
disadvantages of playing electronic games, including the impact on the
back vertebrae, resulting in strong pain in the back and neck. In a study
PROT, ANDERSON, GENTILE, BROWN & SWING (2014)
conducted aimed at clarifying the impact of the practice of some
electronic games in the aggressive behavior of high school students in

Kuwait.

A study PROT ET AL. (2014) conducted that exposure to

electronic devices often creates a crisis; many of these games enhance
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the stability of the individual and increase the consumption of foods
containing high calories. The study ALHROUT & NASEREDDIN
(2018) revealed that active electronic games have gained attention as a
means of increasing physical activity in children and young people.
The study found that electronic games are linked to high energy
consumption, but their impact on physical activity is not clear. The
results showed that active electronic games are a sign of success when
used for learning and rehabilitation within special population groups.
AL-HARBI (2013) Conducted a study aimed at explaining the
stereotypical image that was associated with electronic games players
that they hated their peers or suffered from overweight or suffering
from social integration. The results indicated that the stereotypical

image of gamers is not experimentally supported.

2. METHODOLOGY

Electronic games are the most common means for children to
spend their leisure time, seeking entertainment and comfort, but they
have become a concern for parents, because of sitting in front of
electronic screens for days, which led to the emergence of
disadvantages of these games. The present study attempted to answer

the main question:

What advantages and disadvantages of electronic games

practiced by children from teachers, children's views?
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From this question stemmed the following sub-questions:

1. What are the advantages and disadvantages of electronic
games practiced by children from the teacher’s view?

2. What are the advantages and disadvantages of electronic
games practiced by children from children’s view?

3. What are the advantages and disadvantages of electronic
games practiced by adolescents from the teachers’ view?

4. What are the advantages and disadvantages of electronic
games practiced by adolescents, from their view?

The importance is the following points: - Highlights the
advantages and disadvantages of electronic games, and their positive
or negative effects on the development of children and adolescents
educationally, psychologically, cognitively, physically and socially. -
Raise awareness among parents about electronic games and their

various aspects to form a comprehensive idea about them.

The study population consists of two main categories: First:
Teachers and Teachers: This category includes 225 teachers and 1958
teachers. Second: Students category: This category included 22929
students and 14094 students. The sample consisted of (100) teachers
and (100) students in the Qweismeh area. They were selected using a
deliberate sample. The student sample was divided into two parts.
Each part consists of (50) students in late childhood. Their ages ranged
from 6-12 years. The second part consists of 50 students in

adolescence. Their ages ranged from 13-18 years. A sample of
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students was selected on condition that they play electronic games,
such as the study of ALHROUT & NASEREDDIN (2018); each
questionnaire consisted of two parts: The first included the advantages
of electronic games, and the second part included the disadvantages of

electronic games.

The triple Likert scale was used. Each part consisted of (18)
items. The two tools were confirmed to be applied. the reliability
coefficient was calculated in two methods: the first method was the
internal consistency by using Cronbach Alpha formula. It was found
that the reliability coefficient of the first tool was (0.83) and the second
tool was (0.85). The second method was by using the test-retest
method. The study tools were applied to a pilot sample, and after two
weeks, they were reapplied to the sample subjects themselves. The
Pearson correlation coefficient was calculated. The coefficient of
reliability of the first questionnaire was found to be (0.84). The second
guestionnaire was also (0.84). These values are sufficient for the
purposes of this study. Table (1) shows the reliability coefficients of

the two tools.

Table 1: Reliability coefficients by using Pearson correlation
coefficient and Cronbach - Alpha

Pearson corvelation | Crembach — Alpha
The tool Items .
Coefficient formula
First Aftlvantages 0.79 0.77
testionmaire Disadvantages 0.81 0.80
estions Total 0.84 -
S i Advantages 0.81 0.83
;‘:run(' . Disadvantages 0.79 0.84
questiomnaire | ——o 0.8 N
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3. STUDY FINDINGS AND DISCUSSION

First: The answer to the first question and its discussion:

What are the advantages and disadvantages of electronic games

practiced by children?

To answer this question means, S-Ds, ranks and the degree of
the advantages and disadvantages of practicing electronic games by
children of late childhood in general, and for each item were used;
Table (2) shows that the degree of electronic games advantages
practiced by children of late childhood was medium. The mean was
(3.54) with S-D (0.34). Item (6) that states develop a sense of time to
accomplish the task the first, with a mean (4.30), and S-D (0.71).
While item (14) that states Develop their research and exploration
skills in the final. Its mean was (2.66) with S-D (1.22). The finding of
the table (2) revealed the degree of disadvantages of electronic games

practiced by children of late childhood was high.

The mean was (3.75) with an S-D of (0.31). Item (4) that states
lead to feelings of isolation and introversion the first, with a mean of
(4.22), S-D of (0.79). While item (7) that states adversely affect their
moral values in the final. Its mean was (3.22) with S-D of (1.02). The
findings showed that the degree of the advantages of electronic games
practiced by children of late childhood was medium; these games are

an important source of late childhood education. They reveal a lot of
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things to them. They make them more energetic and active and provide
them with better opportunities to deal with modern technology. They
also teach them scientific thinking and develop their sense of initiative,

planning, and logic.

On the other hand, some teachers are convinced that most
electronic games do not focus on the educational aspect, and some feel
that they are a waste of time. And that their lack of awareness of the
objectives and nature of electronic games led to the degree of
assessment of the advantages of those games at an average level. The
finding was agreed with the study of KHUFASH & NASEREDDIN
(2015). The findings of the study also revealed the existence of many
negative effects of electronic games, which agreed with the study of
and the study of (AL-ARIFI, 2015). The degree of disadvantages of
electronic games practiced by children of late childhood was high. The
disadvantages of electronic games are more than their advantages,
because a large proportion of these games depend on entertainment,
enjoying Killing others, destroy their properties, and assault them

without rights.

These games develop in children’s minds violence and
aggression. Item (4) that states lead to a feeling of isolation and
introversion the first. Its mean was (4.22) with S-D (0.79). These
findings may be attributed to the fact that electronic games may expose
the child to a breakdown in social relations if he becomes dedicated to
exercise them. This may be due to the fact that the child is used to

satisfy his needs from social communication with the characters of
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electronic games. Item (7) that states adversely affect their moral

values the final. Its mean was (3.22) with S-D (1.02). This finding may

be due to the fact that the children’s exercise of these games, with their

morals and negative thoughts, gradually makes them acceptable and

inadvertently add to their moral system.

Table 2: Stats practiced by late childhood children from the teacher’s

point of view arranged in descending order

No. | Ttem | Mam | 5.D. | Ramk |
Electronic games advantages
& Davelop the sensa of time to accomplish the task. 4.30 0.71 1
10 They work 1o strengthen their kinatic visuwal synerzy. 4.10 0.21 2
17 Halp them in identifring new fisnds. 4.08 1.14 3
12 Provvide them with new information. 3.592 1.03 4
18 Comvey plessure in themaslyss. 3.78 1.17 5
15 Halp train them on modsm techniguas. 3.6 1.27 &
4 Gt wsad to soouracy in complsting the wodk. 3 1.31 7
g Contributs to their treining to simulsta differant siteations. 3.5 0.73 g
11 Stimulata their motivation to lesm through educational slactronic gamas. 3.5 100 g
3 Halp to devalop logicsl thinking in solving their problems. 3.5 0.8 10
1 Ganorata 3 sansa of accomplishmont and salf-actealization. 348 150 11
T Inztill the spirit of challangs and compatition in them. 3.42 028 12
13 Divalop their skills in Asshic snd Englizh. 3.38 Lo 13
2 Inztill tha spirit of parsovarancs snd dotsrmination to schisve the soal 3.18 028 14
5 Spsading ssaction tima. 3.18 098 14
16 Dvalop tha zpirit of participation and cooparation with othsrs. 3.18 1.38 14
2 Activats nerve calls of the besin. 3.04 1.05 17
14 Divalop their razesrch and sxplosation skills. 1.66 1.22 18
Total score .54 034
Electronic games disadvantages
4 Lsad to faslings of izolation and introversion. 4.22 079 1
13 Foaducs their academic achisvemsnt. 4.02 LOD 2
11 Lsad to s lack of commitment to praver times. 3.04 102 3
1 Considerad as a cauzs of tension and deprassion. 3.02 105 4
2 Encourazs them to stasl 3.02 Ll§ 4
3 Lead to addiction to its practice. 3.80 1.02 &
14 Faduce their fitnass. 3.86 1.01 T
12 Theyv are non-useful way to spend tims. 3. 0.87 g
kd Negatively affect the family bondins. 3. 008 g
17 Canse pain in the hands. 3. 1.02 3
5 Instill the idess of violence in them. 3.78 1.13 11
15 Lead to problems in their spina. 3.76 1.02 12
10 Encoursgs them to witer foul words. 3.56 0.70 13
16 Lead to a dacline in their visusl ability. 3.56 1.11 13
18 Increasa their chances of obasity doe to length of sitting. 3.54 0591 15
2 Ganorata s senss of indiffersnce towsnds the cslamities of others. 3.52 1.28 18
6 Adverssly affect their socisl rslations. 3.28 114 17
7 Adverzaly affect their mogsl valnss. 3.2 1.02 18
Total score 3.75 0.31 -

Second: The answer to the second question and its discussion:

What are the advantages and disadvantages of electronic games

practiced by children of late childhood, from children’s view?
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To answer this question, means, S-Ds, ranks and the degree of
advantages and disadvantages of practicing electronic games by
children of late childhood children, in general, and for each item were
used. Table (3) shows that the degree of the advantages of electronic
games practiced by late childhood children was medium. The mean
was (2.18) with an S-D of (0.32). Item (10) that states Do electronic
games help you develop your ability to connect your different senses?
The first. It means (2.40) with S-D (0.54) and at a high degree. While
item (14) that states do electronic games make your search and
discover things in your life? The final. It is mean (1.78) with S-D

(0.65) and to a medium degree.

Table (3) revealed that the degree of disadvantages of electronic
games practiced by late childhood was medium. The mean was (1.94),
S-D (0.32). Item (16) that states do you feel pain in your eyes after you
finish playing? The first. Its mean was (2.34), S-D of (0.72) and to a
high degree. While item (8) that states do some electronic games
encourage you to steal? The final. It is mean (1.38), S-D of (0.64), and
at a low degree. The findings of the study showed that the degree of
electronic games advantages that practiced by late childhood children

was medium.

This finding may be attributed to the fact that the practice of
electronic games by the sample subjects enabled them to identify the
multiple positives, including leisure time investment by self-
promotion, as well as, some of these games expand children’s

imagination and their thinking, through the puzzles contained in those
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games. They also stimulate competition among children and introduce
new ideas and information. This finding was agreed with the findings
of (NASEREDDIN & AL-OMARI, 2018). Late childhood children
agree that practicing electronic games results in many negative effects,
and this finding is consistent with the study of AL-ARIFI (2015) and
the study conducted by (AL-SHAHROURI, 2008). The degree of
electronic games disadvantages practiced by late childhood children
was high. This finding may be attributed to children’s perception that
the disadvantages of electronic games are more than their positives,
and may not contain content that helps to increase their learning or

help them to think, but take their time for the purpose of entertainment

only.
Table 3: statistical of electronic games from children
No Ttem | Mea ‘ 5D | Ran
i1 L
Advantages of electromic games
10 | Do alactronic games halp vou develop vour sbility? 2.40 [ 0.54 1
§ | Do clactronic games teach wou the importance of the tima? 238 | 040 2
17 | Do dlactrondc games halp you mest new frionds? 2.36 .40 3
18 | Do vou fosl happy when vou win in clactronic games? 230 [ 048 4
1 Do vou fesl confident when vou win online gamas? 226 | D44 5
12 | Do alactrondc games provids vou with new infoomation? 2.26 | D4p 5
2 Do wou f2sl the desirs to continus playing until wou geach the goal? 224 | 0.45 T
7 Do vou f25] 8 desire to outdo vour collessus: when vou play with them? 2.24 | 0.43 7
3 Do alactronic gama: help vou solve yvour evervdsy pooblems? 2.20 [ 045 o
15 | Do slactrondc gasmes trsin vou on wing slactronic dewvicas? 218 | 048 10
4 | Do clactrondc games habituats vow to b aooersts in accomplizhing tasks 2.16 | 058 11
5 Dipos practicing sloctronic _sames continuonsly will make vou faster? 2.14 | 041 12
11 | As= vou attractsd to lesaming throush aducstionsl elsctromic gams:? 2.14 | 067 12
2 | Do vou wizh to be one of the characters of the gama? 208 | 063 14
o Do vou fosl mentsl activity when playing slactronic games? 2.08 0.63 14
13 | Do glochronic games enhance wour vocabulary in Arsbic snd English? 204 | 06T 18
16 | Do you zhars your gamas with your opllsaspss? 1.98 .58 17
14 | Do glochronic games make vou search and discover things in yowr lifa? 1.78 | 0.65 18
Total score 218 | 0.32 -




The importance of games practiced by children from the 1476
perspective of teachers/children
Disadvantages of electronic games

1& | Do vou f2al pain in vour eves after vou fimizh playine? 2134 | 0.72 1
15 | Do slactronic ssma: peacticing czuss the back pain to you? 2.24 | Q.87 2
17 | Dioes your hand burt when you practice elactronic gamas? 2235 ] 0.74 3
& | Doss vour fisguent use of alacrronic games raduce vou commundication? 218 | ©.75 4
10 | Do vou s=paat the foul lanpuase vou hesr in some clectromic gamas? 208 | 0.78 5
Do you prefer plaving slactronic game: on spending tims with parsnts? 206 | 0.70 ]

5 Do wou {231 pp imitats the violent scene: contsined in thess games? 200 | 080 7
14 | Do vou poafsr clactionic gsme:s on motod ssmez? 200 | 001 7
1 Do vou f2al uncomfostable when vou cannot peactice elactromic gamas? 1.08 | .88 o
11 | Dwoes the practice of slactronic games distract vou from the performance? 1.04 | 0.85 10
13 | Diid elactromic games cause of the dacline in vour academic achievemsnt? 1.04 | D.BT 10
3 Do vou fasl 3 desirs to peactice slectromic games &l the tima? 1.2 | 0.8B3 12
4 | Do wou prafer to zit dlone in front of slactronic  games? 1.86 | 0.67 13
12 | Do vou consider practicing  elactrondc mams 3 wasts of tima? 1.80 | 0.81 14
18 | Hawve you noticad an increass result of sitting in font of aforesns? 1.78 | 0.76 ]
2 Do wou fosl that the soomes of violence have bacome normasl for wou? 1.5 | 0.73 16
7 | Do some elactromic game:s push wou to imitste immorsl acts? 1.58 | 0.81 17
8 | Do zome glactrondc gsmes sncoufass wow to stesl? 138 | 084 18
Total score 184 | 0.32 -

Third: The answer to the third question and its discussion:

What are the advantages and disadvantages of electronic games

practiced by adolescents?

To answer this question, means, S-Ds, ranks and the degree of

advantages and disadvantages of practicing electronic games by

adolescents in general and for each item were used. Table (4) clarifies

that the degree of electronic games advantages practical by adolescents
from teachers was medium. The mean (3.54), S-D (0.37). Item (10)

that states they work to strengthen their kinetic visual synergy the first.

It is mean (4.70), S-D (0.76) and at a high degree. While item (14) that

states Develop their research and exploration skills the final. It is mean

(2.28), S-D of (1.14) and at a low degree.




1477 Mohamed M. Al-Hileh et al.
Opcion, Afio 36, Especial No.26 (2020): 1464-1481

No. Ttem R
Mea 5D | an
n
Electronic games advantages
10 | They work to stromgthen their kinatic visual sypermy. 470 | 076 | 1
4 | Gat uzad to soowracy in complating the work. 464 | 0841 2
& | Devalop the ssnss of tims to sccomplizh the task, 4530 [ 081 | 3
17 | Help them in identifying new frisnds. 421 | 084 | 4
15 | Halp train them on modsm tachnigues. 308 [ QoD | 5
12 | Provida them with new information. 305|101 ] &
16 | Devalop tha gpirit of perticiparion snd cooparation with othars. 3721187
18 | Comvey pleasws in themaslves. 362123 | 8
8 | Contributa to their training to simulate difforont situations. 356 | 1441 0
11 | Stimulate their motivation to lasm through educztional electronic mes. | 349 | 0.50 | 10
1 | Gemorata a ssmsa of acoomplishment and salfactuslization. 3441140111
13 | Devalop thair =kills in Asshic and Englizh. 34405311
3 | Halp to devalop loricdl thinking in solving their problems. 3.10 | 040 | 13
7 | Inztill the zpirit of challen== and compstition in them. 3.05 | 0.28 | 14
2 | Instill the spirit of perseversnce and detsrmination to schisve the geal. | 3.02 | 086 | 15
o | Adtivate nerva calls of the brain. 166 | 144 | 16
5 | Epssdine reaction tims. 244 | 1.16 | 17
14 [ Develop their research and awplosation skills 228 | 1.14 | 18
Total score A5 | 037
Elecironic games disadvantages
3 | Lead to addiction to its practica. 402 (07| 1
13 | Feducs their academic achisvemant. 305 | 112 ] 2
1 | Considersd a3 csuse of tension and depression. 385 [ 10B | 3
8 | Encoursss them to staal. 385 | 1083
2 | Geneorate 3 semse of indifferonca towards the calamitiss of others. 3841002 35
5 | Instill the ideas of violonca in them. 384 | 093
14 | Foeducs their fimass, 384 | 105 | 3
T | Adversdly affact their morsl values, 3170 | 1| 8
15 | Lead to problems in their spina. 3277 e | @
17 | Causa pain in the hands. 375 | 082 | 10
11 | They are non-rssfinl way to spond tima, 3.74 | 0BS |11
16 | Lead to adacling in their visusl sbility. 360 ) 102 |12
10 | Encourses them to utter foul words. 361 | 090 | 13
11 | Lead to alack of commitment to praver times. 3.50 [ 1.02 ) 14
4 | Lead to faslines of izolation and introversion. 3.5 118 | 14
O | Masativaly sffact the family bondine. 352 | 088 | 18
1% | Incresse their chances of obesity dus to length of sifting. 344 | 085 | 17
§ | Adversaly affact their socisl s=lations. 280 | 078 | 18
Total score 3.69 | 0.35 | -

The findings of the table (4) revealed that the degree of
electronic games disadvantages practiced by adolescents was high. Its
mean was (3.69), S-D (0.35). Item (3) that states Lead to addiction to
its practice the first. It is mean (4.02), S-D (0.79) and at a high degree.
While item (6) that states Adversely affects their social relations the
final. The mean (2.80), S-D (0.79) and in medium degree. The findings
showed that the degree of electronic game advantages practiced by

adolescents from teachers was medium. This finding may be attributed
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to the above explanation in the findings of the first question, which is
the teachers’ conviction that these games are an important source of
education for adolescents. They reveal to them a lot of things, in an
attractive and great fun manner. They satisfy the adolescents’
imagination, make them more interested, active and give them better
opportunities to deal with modern technologies. They also strengthen

memory and stimulate thinking.

On the other hand, the lack of awareness of teachers of the
advantages and disadvantages of these games made their assessment
medium. This finding was agreed with the findings of (KHUFASH &
NASEREDDIN, 2015). The degree of electronic games disadvantages
practiced by adolescents, resulting in many negative effects of
teachers. This finding is consistent with the study of (KHUFASH &
NASEREDDIN, 2015). The finding showed that the degree of
electronic games disadvantages practiced by adolescents from teachers
was high. This finding may be attributed to the fact that teachers see
most games in the adolescence stage as negative games, such as war

games.

Fourth: The answer to the fourth question and its discussion:

What are the advantages and disadvantages of electronic games

practiced by adolescents?

Means, S-Ds and the degree of advantages and disadvantages of

electronic games practiced by adolescents, in general, and for each
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item were used. Table (5) shows that the degree of electronic game
advantages practiced by adolescents was medium. The mean was
(2.18), S-D (0.31). Item (4) that states do electronic games habituate
you to be accurate in accomplishing tasks? The first. Its mean was
(2.53), S-D (0.51) and at a high degree. While item (3) that states do
electronic games help you solve your everyday problems? The final.
The mean was (1.67), S-D (0.51).

Table 5: Statistical of electronic games practiced by adolescents from
_their point of view

Ko, Ttem ).]}’ea Rank
4 Do elactronic gzme: hsbituate vou to ba acoursts in sccomplishing tasks? 2.53 1
10 | Do slectronic gama: halp wou devslop vour ahility to conmact soness? 2.52 2
17 Do slactronic games halp vou mast new friends? 2.42 3
& Do alectrondc games teach vou the importance of the tims accomplish task? 1.34 4
i3 Do vou wish to ba one of the charactors of the gama? 1328 5
12 Do clactronic games provids you with new information? 1328 5
1 Do vou f2al confidant when vou win online zamas? 2.26 T
2 Do vou faal the desire to continus plaving until wou reach the meal? 126
13 | Do slectronic games snhanos wour vocabulary in Arsbic and Enslish? 2268 T
15 Dio slactronic gsmes trsin vou on uzing slactronic davicas? 126 T
16 | Do vou shars vour gsmes with vour colleampas7 .26 T
18 | Do vou f2sl heappy when vou win in electronic games? 2.2 048 12
11 Afs vou ghtractad to leaming through educational slactromic games? 2.10 | 0.65 13
o Do vou foal mental activity and enthusissm when plaving slectronic games? 202 | 0.71 14
T Do vou f2al a desize to outdo your colleasues when you play with them? 200 | 0.12 L3
5 Do practicing elactronic game: continuowsly will maks vou faster times? 1.B2 | 048 16
14 | Dw clectronic games maka vou search and discover things in vour Lifs? 1.78 | 0.47 17
3 Do alectronic games halp wou solve vour sveryday problems? 167 | 0.51 18
Total score 213 | 031 -
Electronic games disadvantames
13 Did alsctronic gemas cawsa of the dacline in your acadsmic achisvement? 2.30 | 081 1
14 | Do vou prefor lsctrondc games on motor games? 2328 | 026 2
o Do vou prefer plavine slactrondic games on spending tims with parents? 224 |1 0.77 3
12 Do vou conzider practicing electronic same: 3 wasts of tima? 2323 | 0.82 4
16 | Do vou fasl pain in vour syas after vou finish plaving? 214 | 028 5
& Dwoas vour fiequant use of alactronic games raduce your communication? 2.02 | 0.82 &
1 Do vou foal uncomfortabls when vou cannot practice alactrondic games? 200 | 0.7TR T
15 Do alectiondc games practicing causa the back pain to you? 1.08 | 0.82 i)
4 Do vou pesfar to zit slons in font of alactronic gamss on the perticipation? 1.86 | 0.7R o
11 Dipas the practice of elactronic gzmes distract vou from the perdfoomance? 1.B2 | 0.B3 10
5 Do vou fosl tha dasisa to imitate the vielent scenes containad in thess games? | 1.80 | 0.21 11
3 Do vou faal the desire to practice clectrondc gamss 8l the time? 1.78 | 0.71 12
18 | Hava vou noticed an increass in weight fitting in front of slectronic screans? 1.78 | 0.20 12
17 Dioaz your hand hurt when you practice slsctronic games? 1.74 | 0.78 14
10 | Do vou s=paat the foul languase vou hesr in soms slactronic games? 1.68 | 0.7 5
) Do some slactronic games encourage you to stesl? 158 | .70 18
7 Do some slactronic games push vou to imitate immodal acts? 156 | 0.70 17
2 Do vou f2al that the somes of violence have bacome normal for you? 15 0.71 18
Total score 191 | 041 -
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The findings of the table (5) revealed that the degree of electronic
games disadvantages practiced by adolescents was medium. The mean
(1.91), S-D (0.41). Item (13) that states did electronic games cause of the
decline in your academic achievement? The first. It is mean (2.30), S-D
(0.61) and a medium degree. While item (2) that states do you feel that the
scenes of violence have become normal for you? The final. The mean was
(1.54), S-D (0.71) and at a low degree. The findings showed that the
degree of electronic game advantages practiced by adolescents was
medium. This interpretation of this finding may be consistent with what
has already been explained in the second question, that adolescents have
realized the multiple positives of electronic games, as a result of their
exposure to them directly and continuously. Among these advantages are
the spirit of competition, the stimulation of imagination, entertainment and
the acquisition of new vocabulary. This finding was agreed with the
findings of (KHUFASH & NASEREDDIN, 2015). Adolescents argue that
playing electronic games has many negative effects. This is consistent
with the study of AL-ARIFI (2015). The degree of electronic games
disadvantages practiced by adolescents was medium. This may be due to
adolescents’ awareness of the advantages and disadvantages of electronic

games. Therefore, their assessment of the disadvantages was medium.

4. CONCLUSION

Teachers have become mainly responsible for controlling
electronic games for their students. The majority of electronic games
are positive experiences illustrating caring and nurturing behaviors

where players earn points for similar positive behaviors. Subjectively,
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there are always hidden views, beliefs, and even stories that need to be
revealed and told. This study brought to light teachers’ and children’s
beliefs, insights, and narratives regarding electronic games. The results
from this study will contribute to the knowledge base on the
applicability of different aspects of implementing electronic games in
school children. With the inspirations of better education and brighter
futures for Jordanian children, adopting specific guidelines to current
educational reforms would inform best practices in choosing electronic

games.
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