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Abstract
The proliferation of electronic games, video games and computers has caused
children and teenagers to become attracted to these games and become their
favorite entertainment. The widespread of these games has generated widespread
debate about positive aspects and negative aspects. It is evident that there are two
main trends in the impact of electronic games on the behavior of children and
adolescents. The first trend is that e—~games have positive effects on children and
adolescents, especially in cognitive abilities and skills in learning. While the second
view sees that electronic games have negative effects that appear in social isolation
and lack of movement and aggression. Through the review of previous literature, the
current research reached a number of conclusions, the most important of which is
that the effects of electronic games are divided into two parts: positive effects is the
development of certain mental abilities. Negative effects include physical, social and
aggressive health in children and adolescents. In the light of his findings, the

research reached a set of recommendations and proposals.

Keywords: electronic games, psychological effects, children, teens.
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Conclusions:
1.

The emergence of electronic games and the widespread spread of changing the style of play in

children and adolescents, from the collective games and games based on the movement, which

are generally outside the home, to the electronic games they are alone and for a long time in

their homes.

The effects of electronic games divided into two positive effects are the development of mental

abilities and certain aspects of mental activity in children and adolescents. Negative effects

appear in physical, social and cultural aspects of personality.

There is a widespread controversy and a split opinion that includes scientific literature between

those who focus on the positive effects of electronic games and those who focus on the

negative effects on children and adolescents.

— There are a number of positive effects of electronic games in children and adolescents can

be summed up in the following:

A. Video games provide children with a rich visual inventory and accumulated experience and
great in their artistic productions.

B. the emergence of elements of movement and the speed that characterize these games on

the children's products as well as wide open perception.

To strengthen visual-motor synergy. And strengthening spatial visual skills.

Strengthening the sense of the importance of time and its relation to achievement.

beneficial effects of positive social games on the behavior of assistance.

nmo o

And - Electronic games can be associated with positive growth attributes when the games

provide an invigorating environment for entertainment by providing participation in a

particular challenge.

G. Electronic games have direct positive effects on specific skills such as spatial abilities,
representational skills, image processing, and attention skills.

There are a number of negative effects of electronic games in children and

adolescents can be summarized as follows:

A. Influenced by the symbols of violence, murder and theft that appear in electronic games.

The negative impact on student achievement.

causing addiction to its practice.

cause introversion and isolation in children.

moow

The negative impact of violent electronic games on the aggression of children and

adolescents.
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Recommendations:

1.

Follow—up parents to the content of electronic games practiced by their children
and understand and recognize it on a continuous basis.

Focus on the positive effects of electronic games on children and adolescents
through the selection of games with positive content that strengthens and
strengthen the skills and abilities of children and adolescents.

Overcoming the negative effects of electronic games on children and
adolescents by keeping them away from violent games or carrying ideas that are
incompatible with the cultural and moral aspects of society.

Balancing the positive and negative effects of electronic games, to achieve the
possibility of optimizing the use of electronic games for children and adolescents
through the benefit of the positive and neutralize or reduce the negative effects.
Monitoring the time spent by children and adolescents in the exercise of
electronic games for the purpose of maintaining this time within reasonable

limits.
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Proposals:

Conduct a study on the negative and positive effects of electronic games on

other age groups such as youth and adults.

exercise of electronic games and the health of children and adolescents both

physically and psychologically.

Conducting an applied study aimed at identifying the relationship between the

practice of electronic games and the educational achievement of children and

adolescents.

Conducting an applied study aimed at identifying the relationship between the
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