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Abstract 

The play is considered as an important activity practiced by 

children. It contributes in a vital role, through forming 

children’s personalities, with all their traits and dimensions. It 

is an important educational mediator that works on teaching, 

growing, satisfying needs and discovering the dimensions of 

the interactional relations among children and people. This 

study aimes aims at investigating the advantages and 

disadvantages of electronic games played by children from the 

age category (3-6) years, from mothers and kindergarten 

teachers’ point of view. A convenient sample that consisted of 

(60) mothers and (60) kindergarten teachers were drawn from 

the population. A questionnaire was developed, and applied to 

the sample subjects, after finding its validity and reliability. 

The study revealed the following findings: (a) Both mothers 

and teachers agreed, to a great extent, on a number of 

advantages, (b) Mothers and teachers’ point of view were 

identical regarding the disadvantages of electronic games, (c) 

There were no significant differences in the assessments of 

mothers and teachers regarding the advantages and 

disadvantages of electronic games. 

Keywords: Kindergarten, electronic games, children from the 

age category (3-6) years, teachers’ point of view. 

 

INTRODUCTION 

Educational games provide a fertile environment that helps in 

child development, motivates his learning motivation, and 

argue active interaction with subject matter, and these include: 

facts, concepts, principles, skills, laws and theories in a real 

climate closer from his sensory perceptions, that make him 

attracted to games and seeks to deal with them in an 

entertaining and enjoying style to achieve certain objectives 

(Al-Hileh, 2013). 

Play, in all its different patterns and methods, helps children 

in discovering the world around them, and acquire a lot of 

information and facts about things and people in their 

environment. They can find out figures, colors and sizes, 

know their shared characteristics, and the relationships among 

them. Through play, they also know their functions and 

importance. All of these, enrich the intellectual life of 

children, through the extensive knowledge about the world 

around them, and provide them with cognitive skills that help 

in understanding the world and adjust with it (Al- Hileh, 

2013). 

Electronic games have started to occupy a position instead of 

popular and educational games, as an inevitable result of the 

boom that occupied our lives, in all its details like; computers, 

laptops and different game devices, as X box game, play 

station, Boy, Wii, and tablets and handsets like; Galaxy Tab, I 

Pad and I Pod, as well as smartphones like: Galaxy, Black 

Berry, and I phone that children wish to work on them with 

passion and seriousness (World Bank, 2015). 

Al-Hadlak (2013) defined electronic games as an activity that 

players share in a fabricated conflict governed by specific 

rules that lead to results that can be measured quantitatively. 

Any game is called an electronic game through being in a 

digital format and can be turned on the T.V., computer, video, 

mobile phones and portable handheld devices. So electronic 

games can be defined as a group of games that can be played 

by children, from the age category (3-6) years, and available 

on the electronic devices between their hands. 

Electronic games carry their importance, from their 

attractiveness and suspense for children, because of their 

spread in houses, games and entertainment places. Their 

spread reached to mobile phones, and computers. Foreign 

electronic games are considered as the most produced and 

common in light of the huge reduction in electronic games in 

the Arab World. This may be attributed to the few specialists 

and technicians, and the scarcity of faculties and specialized 

centers for training on manufacturing these games (Al-Harbi, 

2013).  

Al-Shahrory (2008), classified electronic games into; motion, 

adventure, playing a  role, sports, simulation and old games. 

Al Omari (2015), classified these games according to their 

nature: the invader (Warrior and fighter), the director and the 

participator. Fath Alah (2015) summarized the reasons related 

to children’s attachment with electronic games that they help 

them in controlling self and are attractive to children. 

Electronic games have many advantages and disadvantages 

that affect their users. Many other previous studies have 

named the advantages of electronic games, while other studies 
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have dwelt their disadvantages. Al-Hadlak (2013) explained 

that electronic games develop attention, focus and activate 

intelligence because they use exploring games that help 

children to participate in the games. They work on the 

development of memory and accelerate thinking process, and 

develop initiative, planning and logic in children, as well as, 

they lead to enlarging the child’s imagination. Ahal (2009) 

added that electronic games help the child in learning English 

language in an easy and interesting method. While Quaider 

(2011) clarified that electronic games work on weakening the 

child in all his aspects.  

These findings are emphasized by the vision of the United 

Nations Organization for Children (UNICEF, 2015), that 

indicated the most important advantages of electronic games 

and their great effect in manipulating many aspects of health 

among them. : Games are considered as motivating tools that 

accelerate child recovery, and help in shortening the period of 

treatment from chronic diseases, and work on improving the 

child’s ability on using his hands automatically and coherent 

with eyes movement, and they help in increasing the children 

awareness, thereby, exploring their energies and talents. 

Colver, Staiano & Bond (2013), mentioned that electronic 

games have academic drawbacks. The regular use of 

electronic games, for example, affects academic achievement 

negatively, and leads to learning disorders, neglecting 

homework’s, and escaping from school during school period. 

Researchers have proven that electronic games have passive 

effects, especially when the child is under ten years, related to 

these games. The games a child’s thinking and study 

passively.  

Among the studies related to electronic games, the study 

conducted by Gulyaeva & Solovieva (2012), that’s aimed at 

finding out the video games for children in kindergarten. They 

suggested dividing games into two parts: Roles games, where 

the player acts a certain role, but not role-playing, i.e. the 

player does not play any role for personality. They suggested 

a new addition to the current classification, by entering the 

educational and developmental games, through analyzing the 

advantages and disadvantages of video games. The features of 

these games were highlighted.  

The study of Abo-Al-Rob and Al-Kaseery (2014) aimed at 

finding out the behavioral problems, because of the use of 

smartphones by children, from parents’ point of view, in light 

of some variables. The findings showed that the most 

behavioral problems are; social problems, followed by 

educational problems, and finally, psychological problems.  

Straker, Abbott, Collins & Campbell (2014) conducted a 

study aimed at presenting guidelines for the wise usage of 

electronic games by children, based on personal experiences. 

A model was proposed for the factors that affect child 

interaction with electronic games. Evidence was presented 

regarding the effect of these games, from the positive and 

passive aspects, the physical activity that is represented by 

laziness behavior. Finally, this information was translated into 

a clear group of guidelines, based on the evidence about the 

proper and wise usage of electronic games by children. These 

guidelines were directed to children, parents, specialists and 

the makers of the game industry. 

STATEMENT OF THE PROBLEM 

Two leading trends can be determined toward the advantages 

and disadvantages of electronic games on children. The first 

trend views these games contain many advantages that can 

help in supporting the intellectual, emotional and 

psychological development of children, as well as including 

positive effect, on the short and long ranges, on the child life 

(Al-Shahrori & Al-Reemawi, 2011). The second trend views 

electronic games having a passive effect on children life, 

delay their emotional and intellectual growth, and delay their 

usage of attention and speed strategies in manipulating 

information and effectiveness in problem – solving (Abo-Al-

Rob & Al-Kaseeri, 2014). 

This study came as a complementary study of the previous 

studies but is different from them. It was applied in the 

Jordanian environment. It is the only study to the knowledge 

of the researchers that was conducted on Jordanian children 

from the age category (3-6) years, to investigate the 

advantages and disadvantages of electronic games, from 

mothers and teachers’ point of view. 

 

THE OBJECTIVE OF THE STUDY AND ITS 

QUESTIONS 

The present study aimed at investigating the advantages and 

disadvantages of electronic games, that are practiced by 

children aged from (3-6) years, from mothers and 

kindergarten teachers’ point of view. To achieve this 

objective, the study sought to answer the following questions: 

1. What are the advantages and disadvantages of 

electronic games that are practiced by the children 

from the age category (3-6) years, from the mothers’ 

point of view? 

2. What are the advantages of and disadvantages of 

electronic games that are practiced by the children 

from the age category (3-6) years, from kindergarten 

teachers’ point of view? 

3. Are there any significant differences at (α ≤ 0.05) in 

the advantages of electronic games, that are practiced 

by children from the age category (3-6) years, 

according to mothers’ and kindergarten teachers’ 

point of view? 

4. Are there any significant differences at (α ≤ 0.05) in 

the disadvantages of electronic games, that are 

practiced by the children, from the age category (3-6) 

according to mothers’ and kindergarten teachers’ 

point of view? 

 

METHODOLOGY 

The descriptive – survey methodology was used, which 

depends on studying reality or the phenomenon as it is found 

in reality and describes it accurately and expressed 

quantitatively. 
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Population of the study 

The population consists of two categories: 

First: Mothers category: 

This category consists of all mothers that have children 

enrolled in kindergartens related to the Ministry of Education, 

in Amman Governorate. Their children were from the age 

category (3-6) years for the academic year (2015-2016). 

 

Second: Female teachers’ category: 

This category consisted of all female teachers who teach 

children from the age category (3-6) years for the academic 

year (2015-2016). 

 

Sample of the study 

The researchers used a convenient sample, based on a 

consultation with a group of specialists in the field. They 

suggested that the sample size should be (60) mothers and 

(60) female teachers. 

 

Tool for the study 

The questionnaire was used, as a tool, for the study to collect 

data. It was developed in light of the previous literature 

related to electronic games, as well as some questionnaires, 

like Quaider study (2011). The questionnaire consisted of (31) 

items distributed on two domains. 

 

Validity of the tool 

The questionnaire was distributed to ten jury members, who 

were interested in electronic games. They were asked to 

clarify their opinions regarding the questionnaire. In light of 

the jury responses, the proposed modifications were carried 

out on the questionnaire items. The jury opinions consisted of 

the face validity of the tool. Their consistency ratio was 

(98%). 

 

Reliability of the tool 

In order to prove that the tool measures were prepared for, and 

to be sure of reliability, test – retest method was used, the 

Cronbach – Alpha formula was used to find the internal 

consistency reliability. The results are shown in Table (1) and 

Table (2).  

Table 1: The value of (test – retest) method 

The Domain Reliability 

Value 

Advantages of practicing electronic games 0.82 

Disadvantages of practicing electronic games 0.91 

The total 0.85 

 

Statistical treatment 

The following statistical tools were used: 

1. Means, standard deviations and t-test for two 

independent samples. 

2. Cronbach – Alpha formula. 

 

Procedures of the study 

The following procedures were conducted: 

1. Developing the tool for the study, and assuring its 

validity and reliability. 

2. Determining the population of the study and 

selecting the sample. 

3. Applying the tool to the sample subjects, in 

cooperation with kindergarten principals. 

4. Analyzing data statistically. 

5. Presenting findings, their discussions and 

recommendations. 

 

FINDINGS AND DISCUSSION 

1. To answer the first question: What are the advantages 

and disadvantages of electronic games that are practiced 

by children from the age category (3-6) years, from the 

mothers’ point of view?  

Means, standard deviations and ranks were used. Means were 

arranged in descending order. Table (3) clarifies them. 

 

Table 2: The value of Cronbach – Alpha formula for the 

internal consistency reliability 

The Domain Reliability 

Value 

Advantages of practicing electronic games 0.86 

Disadvantages of practicing electronic games 0.89 

 

The findings in Table (3), indicated that mothers agree that the 

practicing of electronic games has many positive effects. 

These findings agree with the findings of the following 

studies: Al-Hadlak (2013), Fath Alah (2013), Al-Shahrori & 

Al-Reemawi (2011), Al – Harbi (2013) and Auf (2014). 

 

 

 

 

 

 



International Journal of Applied Engineering Research ISSN 0973-4562 Volume 13, Number 4 (2018) pp. 1805-1812 

© Research India Publications.  http://www.ripublication.com 

1808 

Table 3: Means, standard deviations and ranks for the 

advantages of practicing electronic games from mothers’ point 

of view 

Item 

No. 
Items Mean S.D. Rank 

16 Stimulate their imagination. 4.10 0.96 1 

14 Contribute to developing their 

skills in English language. 

3.93 0.77 2 

1 Considered as a self – teaching 

recreational facility. 

3.86 0.89 3 

2 Children are used to meeting the 

challenges involved in electronic 

games. 

3.73 0.93 4 

6 Contribute in increasing children 

familiarity with new technologies. 

3.73 1.16 4 

4 Help them in developing their 

skills to use the computer. 

3.70 0.90 6 

15 Encourage children to challenge 

and compete with others. 

3.53 0.98 7 

3 Help children to get new ideas and 

information. 

3.50 1.03 8 

13 Help children to coordinate their 

senses. 

3.25 1.12 9 

12 Develop children’s sense of 

initiative and logic. 

2.90 1.05 10 

11 Reinforce children’s logical 

thinking. 

2.86 1.03 11 

5 Contribute to developing 

children’s typing skills. 

2.85 0.93 12 

8 Help children to distinguish 

between the right and wrong 

behavior. 

2.80 1.03 13 

10 Help children stimulate the 

neurons of their brains. 

2.63 1.14 14 

9 Help children to cooperate with 

others. 

2.48 1.14 15 

7 Help children to make friends. 2.26 1.11 16 

The total score 3.25 0.57  

 

Item (16) which states “stimulate their imagination” came in 

the first rank, with a mean of (4.10). This result may explain 

that electronic games depend on high levels of lighting, 

sounds and multi – dimensional graphics that stimulate the 

child imagination, in a way that is not available in practicing 

the traditional games. Item (14) which states “Contribute in 

developing their skills in English language” came in the 

second rank, with a mean of (3.93). This result can be 

attributed to the fact that electronic games rely on using 

English language, which helps the child to acquire vocabulary 

and formulas. While the item (1) which states “Considered as 

a self – teaching recreational facility” came in the third rank. 

Its mean was (3.86). This result may be due to the reasons that 

electronic games are taught in an easy and enjoyable way, and 

one does not need to make a great effort in learning. They 

develop the mind and quick thinking, as well as, provide a 

mental simulation, and develop the reading skills of children 

with low reading skills. 

It is evident from reviewing the means of mothers’ responses, 

that some of them were low toward some items. Item (10) 

which states “Help children stimulate the neurons of their 

brains” came in the fourteenth rank, with a mean of (2.63). 

This result may be due to the fact that children spend long 

periods of time with specific techniques that cause the absence 

of activities and innovation, they have. While item (9) that 

states “Help children to cooperate with others” came in the 

fifteenth rank, with a mean of (2.48). This result may be due 

to the fact that electronic games encourage children to play 

alone, or with virtual friends in a fantasy world. While item 

(7) that states “Help children to make friends” came in the 

final rank. Its mean was (2.26). This may be attributed to the 

fact that electronic games compensate children about meeting 

friends and play with them. 

It is clear from reviewing the means of mother’s responses, 

that some of them were low toward certain items. Item (26) 

that states “Affect their verbal ability negatively” came in the 

thirteenth rank with a mean of (3.33). This may be due to the 

practicing of electronic games at an early age, which makes 

the child speechless, especially, he/she needs to develop 

his/her language and style to communicate with others at this 

age. Item (27) that states “Considered as a waste of time”, 

came in the fourteenth rank, with a mean of (3.05). The reason 

may be returning to the electronic game that last long hours in 

practicing them. So, children may be distracted from studying 

and practicing other activities. While item (29) that states 

“Affect their religious beliefs negatively” came in the final 

rank, with a mean of (2.96). This result may be due to some 

adventure games that affect the thoughts of children 

negatively because they promote porn in dress, and profanity 

words, as well as, they affect the brains of children, when they 

think that fantasy characters available on games control the 

world. 

In order to find out the disadvantages of practicing electronic 

games by children from the age category (3-6) years, from the 

mothers’ point of view, the means, standard deviations and 

ranks were used. Table (4) shows the findings. 
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Table 4: Means, standard deviations and ranks for the 

disadvantages of practicing electronic games from the 

mothers’ point of view 

Item 

No. 
Items Mean S.D. Rank 

18 Make children addicted to practicing 

them.  

4.20 0.93 1 

17 Affect their visual abilities 

negatively. 

4.16 0.97 2 

23 Affect their physical fitness 

negatively. 

4.01 1.04 3 

21 Considered as a way to escape from 

meetings and family sessions. 

4.00 1.00 4 

22 Encourage children to commit 

unhealthy and incorrect behavioral 

patterns. 

3.90 0.93 5 

19 Encourage them to act violently. 3.90 1.05 5 

31 Affect children’s sleep rates 

negatively. 

3.88 1.00 7 

 

20 Cause obesity in children due to the 

length of sitting and lack of 

movement. 

3.70 0.92 8 

24 Make children mind stray always. 3.61 0.94 9 

25 Affect children’s performance 

negatively. 

3.56 1.01 10 

30 Lead to a lack of concentration in 

practicing their daily work. 

3.38 0.99 11 

28 Lead to health problems. 3.36 1.00 12 

26 Affect their verbal ability 

negatively. 

3.33 0.95 13 

27 Considered as a waste of time. 3.05 0.96 14 

29 Affect their religious beliefs. 2.96 1.08 15 

The total score 3.67 0.57  

 

Table (4) shows that there was an agreement among mothers 

regarding the negative effects of electronic games. This result 

agreed with Fath Alah (2013) and Sabti (2014) studies. Item 

(18) which states “Make children addicted to practicing them” 

in the first rank with a mean of (4.20). This item may be 

explained that the reasons may be this type of games is 

characterized by enthusiasm, that help children to escape from 

the pressures imposed by educational and family systems. 

With regard to item (17) that states “Affect their visual 

abilities negatively” which came in the second rank, with a 

mean of (4.16). This result may be attributed to the rapid 

movements of the eyes, when practicing electronic games, 

which may cause eye strain, as well as the radiation from the 

screens lead to dry eyes, redness and myopia. While item (23) 

that states “Affect their physical fitness negatively” came in 

the third rank, with a mean of (4.01). The reasons for this 

result may be due to children’s distancing from motor games 

and sit for long periods of time. 

2. To answer the second question: What are the 

advantages and disadvantages of electronic games that are 

practiced by children from the age category (3-6) years from 

teachers’ point of view? Means, standard deviations and ranks 

were used. Means were arranged in descending order, this is 

shown in Table (5)  

Table (5) shows that teachers agree that the practicing of 

electronic games produces many positive effects. These 

findings agreed with the findings of the following studies: Al 

– Hadlak (2013), Fath Alah (2013), Auf (2014) and Queader 

(2012). 

Table 5: Means, standard deviations and ranks for the 

advantages of practicing electronic games from teachers’ 

point of view 

Item 

No. 
Items Mean S.D. Rank 

14 Contribute to developing their skills 

in English language. 

4.00 0.80 1 

1 Considered as a self-teaching 

recreational facility. 

3.85 0.57 2 

6 Contribute in increasing children 

familiarity with new technologies. 

3.81 0.83 3 

3 Help children to get new ideas and 

information. 

3.78 0.64 4 

16 Stimulate their imagination. 3.68 1.11 5 

2 Children are used to meeting the 

challenges involved in electronic 

games. 

3.60 0.74 6 

4 Help them in developing their skills 

to use the computer. 

3.56 0.98 7 

15 Encourage children to challenge and 

compete others. 

3.36 1.00 8 

5 Contribute in developing children’s 

typing skills. 

3.08 1.02 9 

13 Help children to coordinate their 

senses. 

2.96 0.93 10 

11 Reinforce children’s logical 

thinking. 

2.91 1.52 11 

10 Help children stimulate the neurons 

of their brains. 

2.68 1.04 12 

12 Develop children’s sense of 

initiative and logic. 

2.53 0.87 13 

9 Help children to cooperate with 

others. 

2.18 1.01 14 

8 Help children to distinguish 

between the right and wrong 

behavior. 

2.15 0.86 15 

7 Help children to make friends. 2.08 0.96 16 

The total score 3.14 0.43  
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Item (14) that states “Contribute in developing their skills in 

English language” came in the first rank, with a mean of 

(4.00). The reason behind this result may be attributed to the 

exercise of electronic games at an early age which helps the 

child in acquiring English language, because the child at this 

age can learn any language easily as most electronic games 

are in English language. While item (1) that states 

“Considered as a self-teaching recreational facility’ came in 

the second rank. Its mean was (3.85). The reasons may be 

attributed to the thrill factor, which is included in electronic 

games, with their colors, voices and drawings that contribute 

to children learning and recreation. Children tend, by their 

instinct, to learn what is new and interact with it, according to 

their needs and wishes. While item (6) that states “Contribute 

in increasing children familiarity with new technologies” 

came in the third rank, with a mean of (3.81). The reason may 

be due to that practicing electronic games makes the child 

familiar with new technologies. He can use technology easily 

and can understand the language of the computer. 

It is clear from reviewing the means in table (5) that teachers’ 

responses were low toward some items. Item (9) that states 

“Help children to cooperate with others” came in the 

fourteenth rank. Its mean was (2.18). The reason may be 

attributed to the electronic games that make the child lonely, 

doesn’t like to share with other children. Item (8) that states 

“Help children to distinguish between the right and wrong 

behavior” came in the fifteenth rank, with a mean of (2.15). 

This may be due to some applications, through which children 

learn wrong behavioral patterns. The child may think that 

patterns are accepted, so when he encounters similar 

situations, he exhibits the wrong behavior. While item (7) that 

states “Help children to make friends”, came in the last rank, 

with a mean of (2.08). The reasons may be due to the children 

who don’t need anyone to play with in electronic games, so 

they don’t try to communicate with other children. 

With regard to the disadvantages of electronic games, table 

(6) shows that teachers agree that the practicing of electronic 

games has some negative effects. This result agreed with Al-

Hadlak (2013) and Basheer (2008) studies. 

Table 6: Means, standard deviations and ranks for the 

disadvantages of practicing electronic games from teachers’ 

point of view 

Item 

No. 
Items Mean S.D. Rank 

17 Affect their visual abilities 

negatively. 

4.38 0.66 1 

18 Make children addicted to practicing 

them. 

4.20 0.81 2 

23 Affect their physical fitness 

negatively. 

4.20 0.85 2 

20 Cause obesity in children due to the 

length of sitting and lack of 

movement. 

4.06 0.88 4 

31 Affect children’s sleep rate 

negatively. 

3.98 0.83 5 

Item 

No. 

Items Mean S.D. Rank 

21 Considered as a way to escape from 

meetings and family sessions. 

3.98 0.92 5 

19 Encourage them to act violently. 3.98 0.92 5 

22 Encourage children to commit 

unhealthy and incorrect behavioral 

patterns. 

3.78 0.86 8 

24 Make children stray mind always. 3.78 1.05 8 

25 Affect children’s performance 

negatively. 

3.66 0.93 10 

30 Lead to a lack of concentration in 

practicing their daily life. 

3.43 0.96 11 

27 Considered as a waste of time. 3.40 1.00 12 

26 Affect their verbal ability 

negatively. 

3.38 0.84 13 

28 Lead to health problems. 3.33 0.96 14 

29 Affect their religious beliefs 

negatively. 

3.20 1.10 15 

The total score 3.78 0.43  

 

Item (17) that states “Affect their visual ability negatively” 

came in the first rank, with a mean of (4.38). This result may 

be attributed to the child who becomes more likely than 

others, to myopia, dryness and redness of eyes, as a result of 

his exposure to the short-frequency electromagnetic fields 

emitted from the screens of electronic games. Item (18) that 

states “Make children addicted to practicing them” came in 

the second rank, with a mean of (4.20). The reason behind this 

result may be due to their attraction to children, and children 

desire to play with, as well as, they were available that make 

them easy to play with. Item (23) that states “Affect their 

physical fitness negatively” came in the second rank too, with 

a mean of (4.20). The reason for this result may be due to the 

continuous sitting during playing that leads to muscle 

dyslexia. Item (20) that states “cause obesity in children due 

to the length of sitting and lack of movement”, came in the 

fourth rank, with a mean of (4.06). The reason for this result 

may be attributed to the long period of sitting, so the body 

does not lose calories, as well as, the child eats fast food when 

playing with electronic games. 

Table (6) shows also that teachers agreed that the practicing of 

electronic games by children produces many disadvantages. 

Item (26) that states “Affect their verbal ability negatively” 

came in the thirteenth rank”, with a mean of (3.38). This result 

may be the reason that the child at the beginning of his age, 

acquires vocabulary, but electronic games make him not to 

speak for a long time. This resultant effect of this may be the 

threatening of his language vocabulary. While item (28) that 

states “Lead to health problems” came in the fourteenth rank, 

with a mean of (3.33). The reason may be attributed to the 

electronic games that affect the spine and nerves. Item (29) 

that states “Affect their religious beliefs negatively” came in 
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the last rank, with a mean of (3.20). This result may be due to 

the fact that some adventure games negatively affect child’s 

ideas because they permit the taboos like killing and stealing, 

so he/she represents the ethics of the game, and his/her beliefs 

become wrong. 

 

3. The third question: Are there any significant 

differences in (α ≤ 0.05) on the advantages of electronic 

games, practiced by children, from the age category (3-6) 

years, according to mothers and kindergarten teachers’’ 

point of view?  

Table 7: Means, standard deviations and t-test for two 

independent samples to examine the differences between the 

means of mothers and teachers regarding the advantages of 

electronic games 

Domain The 

variable 

Mean S.D. t-value Level of 

significance 

Advantages of 

electronic games 

Mothers 3.25 0.57 
0.79 0.39 

Teachers 3.14 0.43 

 

To answer this question, t-test for two independent samples 

was used. Table (7) shows this.  

Table (7) shows that the “t” value was (0.79) at (0.39) level of 

significance. This result means that there were no significant 

differences in (α ≤ 0.05) between mothers and teachers’ point 

of view on all items regarding the advantages of electronic 

games. 

This result may indicate that mothers and teachers agree on 

the advantages of electronic games. It may be explained that 

mothers have acquired enough experience to judge the 

advantages of electronic games, through their university 

education, the availability of learning resources through the 

internet, and social media tools. 

The observed increase of mothers’ visits to their child – 

learning sites, and their interactions with teachers can lead to 

convergence of views, between mothers and teachers. 

 

4. The fourth question: Are there any significant 

differences in (α ≤ 0.05) on the disadvantages of electronic 

games, practiced by children, from the age category (3-6) 

years, according to mothers and kindergarten teachers’ 

point of view? 

Table 8: Means, standard deviations and t-test for two 

independent samples, to examine the differences between the 

means of mothers and teachers regarding the disadvantages of 

electronic games. 

Domain The 

variable 

Mean S.D. t-value Level of 

significance 

Disadvantages of 

electronic games 

Mothers 3.67  
-1.26 0.26 

Teachers 3.78  

 

To answer this question, t-test for two independent samples 

was used. This is shown in Table (8)  

Table (8) clarifies that the t-value was (-1.26) at (0.26) level 

of significance, which means that there were no significant 

differences in (α ≤ 0.05) between mothers and teachers’ point 

of views regarding the disadvantages of electronic games. 

This result may be attributed to the cultural convergence 

between mothers and teachers. Young mothers are educated 

and have university degrees that increase their knowledge 

regarding the dangers of electronic games. As well as, 

mothers from this age category, because of their young ages, 

have practiced electronic games and experienced their 

negative effects. Mothers and teachers attend lectures and 

seminars with regard to child growth in all aspects, as well as, 

mothers follow their children teachers, and discuss with them, 

their children affairs to increase their skills. 

 

CONCLUSION AND RECOMMENDATIONS 

Electronic games can have constructive, beneficial effects on 

players of all ages, particularly those with emotional 

problems. Games deliver a chance to tune out the strains of 

school day and decompress. Giving your children time to 

rest is critical for emotional and psychological well-being.  

The fieldwork commenced in this paper combined with the 

work undertaken into the literature have yielded prominence 

areas which have implications for current and future school 

services personnel (school social workers, school 

psychologists and school counselors) practices. This paper 

concludes the need for school services personnel to help 

children find a safe balance in their use of electronic games. 
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