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Abstract

Wellbeing impacts of electronic games were inspected with a poll overview and a test review. In the
study, age, sex, playing time with electronic games in a day, seeing distance between the eyes and the TV
screen, emotional side effects of eye strain, and changes of visual sharpness were explored in students. The
consequences of this study were as per the following, when playing video games, the distance between the
eyes and the television screen was shorter than when watching television programs. Compared to other
children, children who played video games for more than 120 minutes per day had a significantly higher rate
of eye strain complaints. Compared to traditional VDT work, eye movements during video games were more
rapid and frequent. For both the word processing task and the video game, a decrease in CFF value, an
expansion of the near point distance, and an increase in subjective fatigue symptoms were observed. No
massive contrasts were seen between the over two trial conditions. This recommends that the visual burdens
for computer games are like those for VDT work. Based on these findings, limiting children's playtime to no

more than 60 minutes per day may be necessary to protect their health.

Keywords: computer eye syndrome, dry eyes, childhood
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Introduction

At first, adults used computers almost exclusively. Today, a great many kids use Electronic Games
consistently at school and at home, both for training and diversion. Only a handful of studies have examined
the same issue in children, even though adult studies have examined the visual effects of computer use. When
using a computer, children can experience many of the same symptoms as adults. Broad review of the
electronic games screen can prompt eye distress, weariness, obscured vision and migraines, dry eyes, and
different side effects of eye fatigue. Poor lighting, glare, a misaligned workstation, unidentified vision issues,

or a combination of these factors could be to blame for these symptoms (Berqqvist et al., 1995).

Side effects happen on the grounds that the visual requests of the undertaking surpass the visual
capacities of the person to easily play out the errand Notwithstanding, a few novel parts of how youngsters use
Electronic Games might make them more helpless than grown-ups to the improvement of these issues. During
the previous ten years, vision issues that were credited to the utilization of computerized screens have
continuously moved from being a working environment medical problem to a more extensive general medical
problem. " Computerized eye strain-DES" is a more current term, begat to incorporate all parts of visual
perception issues connected with extended periods of work before a computerized screen. Practitioners are
receiving guidance on vision issues related to digital screen viewing from several professional bodies. Be that
as it may, these accessible rules will often ignore significant purposes behind vision-related side effects from
delayed openness to screen seeing Web compulsion and gaming issue. Nonetheless, it is significant that there
are irrefutable discoveries that videogames further develop vision in general and these are much of the time
referred to as a counter-contention on the adverse consequence of videogaming. This review focuses
specifically on related vision issues because it is becoming increasingly important to have a clear picture of
the full impact of internet addiction in general and gaming disorder in particular on general health and

functioning. (Berqqvist et al., 1995).

Previous studies

For people who use computers and other digital screen devices daily, it is necessary to be able to see objects
clearly and accurately in the near distance. One of the main causes of ocular and physical discomfort in the
digital age is prolonged use of visual (or video) display terminals (VDTs) like computers and smartphones

(Parihar et al., 2016).

Most of visual and actual side effects are related with the impacts of drawn-out VDT use on visual
capabilities (Fenga et al., 2007). In addition to visual symptoms such as eyestrain, dry eyes, blurred and double

vision, computer vision syndrome (CVS) is characterized by physical discomfort such as musculoskeletal
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shoulder disorders, neck pain, headache, and dizziness (Berqqvist et al., 1995). As per the Korea Games Clients
Review Reports 2017, the pace of ELECTRONIC GAMES gaming in the overall Korean populace matured
10-65 years of age was expanded from 67.9% in 2016 to 70.3% in 2017 (The Korea Imaginative Substance
Organization, 2017), which could prompt expanded issues connected with electronic games use. electronic
games have turned into a piece of recreation exercises in day-to-day existence, with youthful people investing
unnecessary energy enjoying such games (Wittek et al., 2016). The ongoing most famous games expect clients
to consider their VDTs, and the players show profound degrees of profound and actual fixation while gaming

(Kim et al., 2016).

According to Zastrow (2017), ubiquitous gaming cafes known as "electronic games bang" are
extremely common in Korea, where 24% of children are reportedly diagnosed with an internet gaming
addiction that necessitates hospitalization (Ahn (2017)). Addiction to video games can lead to mental and
physical problems (Saquib et al., 2017). Additionally, problems associated with inadequate computers have

been linked to excessive computer use (Toomingas, 2014).

A new report showed that the neck and shoulder are the most normally revealed regions impacted by
over-the-top electronic games use (James et al., 2018). Headaches, eyestrain, double vision, dry eyes, and
ocular fatigue are additional common symptoms have additionally announced that close to deal with VDTs
might cause visual and actual side effects as well as transient changes in refraction, visual keenness,
convenience, and combination. Tosha and co. 2009) analyzed the connection between visual distress and the
convenience reaction in a school populace with visual uneasiness and observed that expanded visual
inconvenience is described by accommodative weariness, with a higher slack of convenience creating at a

close to review distance over the long haul.

Besides, an investigation of more than 1,173 Korean school-going youngsters detailed that the members
spent roughly 1.35 h on electronic games put together scholastics and 2.03 h with respect to electronic games
gaming during a typical day, and electronic games utilizing time was 3.6 = 2.2 h for web dependent Korean
youths as revealed by Yang et al. ( 2014). The "shutdown law" was recently implemented in Korea to protect
youth from internet-based computer games (Kim et al.,). Computer overuse has resulted in progressive

negative effects on users' physical and mental health each year.

Adverse consequences of Videogaming, Problematic Web Use, and Gaming Addiction on Vision
Nearly every one of the recovered examinations didn't endeavor to deferential ether subjects as indicated by
the exercises while survey digital screens. The result measures were generally self-reported symptoms and not

equitably estimated findings. Symptoms of dry eye syndrome (irritation/burning sensation, ocular fatigue,
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discomfort, and photosensitivity) and prolonged physical immobilization in front of the screen (such as neck
pain, tension headache, and other atypical musculoskeletal pain) are also very common. The issues that were
reported were either related to prolonged near-term adaptation (i.e., blurred vision at close range, difficulty in
focusing, and numerous headaches after screen use) or dry eye syndrome. Prior vision issues
(hyperopia/nearsightedness, astigmatism, and adaptive issues) can add to the presence of the syndrome if they
are not sufficiently tended to or have not yet been analyzed. A survey of 38 investigations of hazardous web
use among students from the Southeast Asia, a locale with high reported prevalence of web and gaming
fixation, detailed that 19%o0f the subjects experienced eye strain (11). This percentage compares to the findings
of a new meta-examination on the incidence of DES in pediatric populaces that detailed a pooled prevalence

of asthenopia as being 19.7% (12.4-26.4%).

Studies in South Korea exhibited that time spent watching content in any computerized screen and
particularly cell phone are risk factors for DES in teenagers. Studies on the impact of exposure time to digital
screens on children show that the likelihood of symptoms increases after 2—4 hours of exposure. Smartphone
use for more than 2 hours per day is linked to a higher incidence of multiple DES symptoms. A subjective
research article introduced results from center gatherings and interviews conducted with 368 youngsters
somewhere in the range of 9 and 16 years of age in nine European nations on what they saw as being potentially
negative or risky while utilizing the internet and innovation. Children complained of a variety of eye issues,
including pain in their eyes, eye strain, and the need for glasses due to prolonged internet use. A recent
controlled concentrate on selected fifty sound undergrads to play an online videogame on their PCs ceaselessly
for4 h in the evening. The results showed that there were problems with convergence and accommodation as
well as more physical and ocular discomfort. Near phoria also showed an exophoric shift, and the facilities for
accommodating and vergence as well as blink rate were significantly reduced. Distance phoria remained
unaffected, and the following morning, all visual functions returned to baseline levels. Ergonomic practices
convey a much more significant impaction the event of eye weakness in youths and young adults, contrasted
with a long time back. With the fresher handheld devices, the confines of a work area never again exist, along
with the proper ergonomic measures that can be applied. The pupil's reflex becomes fatigued by low ambient
illumination, and a small font and screen size lead to faster adaptation fatigue. Students in South Korea aged
7 to 12 who used a smartphone for more than four hours per day for at least four months developed acute

acquired. (Berqqvist et al., 1995).

Objectives, assumptions, and methodology
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The research aims to identify the impact of electronic games on eye health for male and female primary school

students in Ibn Khaldun Private Schools in the Kingdom of Saudi Arabia through the following objectives:
Identifying the effect of electronic games on blurred vision in children

Identify the effect of electronic games on headaches in children.

Identify the effect of electronic games on eye strain in children.

Research questions

What is the effect of electronic games on blurred vision in children?

What is the effect of electronic games on headaches in children?

What is the effect of electronic games on eye strain in children?
Data:

Methodology of the Study:
The research method, which is the descriptive analytical method, was used to answer the research question,

which is:

e What is the effect of electronic games on the eye health of male and female primary school students
at Ibn Khaldun Private Schools in the Kingdom of Saudi Arabia?
They are from Ibn Khaldoun Private Schools, and they number 100 children, their ages range from 10
to 18 years, 78% of participants and 22% of participants from the total study sample. The study was conducted
in the month of Dhu al-Hijjah of the Hijri year 1444, and the data collection and analysis process took a full

month.
Data collection

Secondary sources: books and scientific articles, and the Primary sources: It is the questionnaire prepared by

the researcher and the results were extracted from it to achieve the objectives of the research.
Statistical analysis of the study data:

The interview questions were reviewed, encoded, transcribed, and their data analyzed by computer and by
using the Statistical Packages for Social Sciences (SPSS) program to process the study data statistically
through:
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1- Calculating frequencies and percentages to extract a standard descriptive image and analyzing the

information considering the objectives and questions of the study. for each paragraph of the interview.

2- chi-square test to test the significance of differences between means.

1. The validity of the internal consistency of the tool was also extracted by calculating the Pearson

correlation coefficient between each item of the tool and the total score of the scale.

Results and Analysis:

Study sample description results

The following tables include a presentation of the description of the study sample as well as the results of

answering the questions of the study.

Table 2

Description of the study sample by age

Ratio number Variable Age
347. 34 From 10 to 12 Age The
397 39 From 12 to 15
277 27 From 15 to 18
100 100 Total

previous table related to the characteristics of the research sample, which is age, and that the majority

of the research sample members are between 12 to 15 years by 39%.

Table 3

Description of the study sample by type

Ratio Number
78% 78 Male type
22% 22 female
100 100 Total

The previous table indicated that the majority of the respondents are males (78%) and females (22%).

The results of the three axes of the study:

Table 4
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Description of the responses of the study sample to the three axes of the resolution

Statistical Chi- | Order | Degree of | Standard | Arithmetic Research questions
significance square approval | deviation mean
0.01 12.33 1 strongly 0.77 4.5 | The effect of electronic |.i
agree games on blurred vision in
children
0.01 134.09 2 strongly 0.8 4.7 | The effect of electronic | .ii
agree games on headaches in
children
0.01 110.00 3 strongly 0.9 4.5 | The effect of electronic | .iii
agree games on eye strain in
children
0.01 134.09 2 strongly 0.8 4.7 | The effect of electronic | .iv
agree games on eye strain in
children
0.01 110.00 3 strongly 0.9 4.5 | Treatment of eye strain |.v
agree caused by electronic
games

The results of the study indicated that the results of the first axis have an arithmetic mean of 4.5 and the degree

of approval strongly agrees, and the standard deviation is approximately 0.77, and this means that the results

of the first axis The majority of the sample strongly agree that there is an effect of electronic games on blurred

vision in children.

Section A

Table 5

The effect of electronic games on blurred vision in children.
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Standa mean| I Does the effect of electronic games on Question n
rd blurred vision in children
deviati
Strongly | disagr | neutral | Agre | Strongl | %
o disagree ee e | yagree
0.5 3.4 4% 4% 4% | 18% 70% | % |1 feel blurred vision All
when using electronic
games for a long time
0.1 3.1 4% 2% 6% | 14% 74% | % | When concentrating in Al2
the electronic game, it
is difficult for me to
see
0.5 3.4 2% 4% 6% | 16% 72% | % | When I close the game AI3
after  finishing, it
becomes clear to me
that I see things well

The results of the second axis indicated that the effect of electronic games on blurred vision in children, as the
majority of the sample answered strongly agree by 74% on statement No. 3, which is (when focusing in
the electronic game, it is difficult to see, and phrase No. 4 by 74% as well, which states that colors overlap
in the game at some times and in the phrase when closing the game after completion). It turns out to me
seeing things well and agreed, and with a severity of about 72%. The study of Ahmed Bashir (2008), whose
most prominent results are consistent with this, that there is an effect of electronic games on blurred vision in

children.
Section B

Table 6
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Table No. (5) shows the answers to the second axis (the effect of electronic games on headaches in children?)

where (n =100)

Standar | mean | II. The effect of electronic games on Question n
d headaches in children
deviati
Strongly | disagre | neut | Agre Strongly %
on
disagree e ral e agree

0.5 3.4 4% 4% | 4% | 16% 72% % | I feel a headache from | BII1
using electronic games

0.3 2.85 6% 2% | 4% | 16% 72% % | I get a headache when | BII2
concentrating too hard in
the game.

0.1 3.1 4% 2% | 6% | 18% 70% % | Decreased appetite during | BII3
the game is one of the
causes of headaches

0.7 3.2 4% 4% | 4% | 18% 70% % | I feel very nervous when I | BII4
lose the game.

0.5 3.4 4% 4% | 4% | 14% 74% % | My inability to stop | BIIS
thinking about the game
causes me a headache

0.5 3.4 4% 2% | 6% | 14% 74% % | I feel a headache caused | BII6
by enthusiasm for the
game and  reaching
advanced stages
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The previous table, related to the axis of the effect of electronic games on headaches in children, indicated
that the majority of the sample members agreed that the inability to stop thinking about the game causes
many of them pain in the head, as it was agreed that strongly 74% and in the sixth phrase of the second axis,
which states (I feel a headache resulting from enthusiasm for the game and access to advanced stages)
and the majority of the study sample answered in the statement G I feel a headache when focusing heavily
in the game on OK and strongly by 72%, and agree with that previous study, Wael Ramadan (2007) and its

most important findings, that there is an effect of electronic games on headaches in children.

Section C
Table 7

The effect of electronic games on eye strain in children
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Stand | mea | HI.  The effect of electronic games on eye Question N
ard n strain in children
deviat
) Strongly | disagr | neu | Agre | Strongly | %Ratio
ion
disagree ee | tral e agree
0.5 3.4 4% 2% | 4% | 16% 74% % | I feel a burning sensation in | CIII1
the eye while concentrating
in the game
03] 2.85 4% 2% | 6% | 12% 76% % | I feel increased sensitivity | CIII2
to light due to electronic
games
0.1 3.1 4% 2% | 6% | 10% 78% % | I have difficulty reading | CIII3
because of  electronic
games
0.7 3.2 6% 2% | 4% | 10% 78% % | It's hard to see distant | CIII4
objects well
0.5 34 2% 2% | 4% | 10% 78% % | Dry eyes caused by visual | CIIIS

stress due to long hours in

electronic games

The results of the previous table related to the third axis, which answers the research question, indicated what

is the effect of electronic games on eye strain in children? In the phrase I have difficulty reading due to

electronic games, he answered that with OK and strongly 78%, and in the phrase, it is difficult for me to see

distant objects well with OK and strongly 78%, and also in the phrase that dry eyes resulting from visual

fatigue due to the long hours in electronic games agree and strongly 78%.

Section D

Table 8
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Treatment of eye strain caused by electronic games

Standa mean | IV. Treatment of eye strain caused by Question
rd electronic games
deviati -
Strongly | disagr | neutral | Agre | Strongl %
on
disagree ee e | yagree
0.5 3.4 4% 4% 4% | 18% 70% % | Use moisturizing eye | DIV1
drops when feeling
dry
0.1 3.1 4% 2% 6% | 14% 74% % | Keep your screen | DIV2
clean
0.5 3.4 2% 4% 6% | 16% 72% % | Reduce screen | DIV3
brightness to avoid
eye strain
0.5 3.4 2% 4% 6% | 16% 72% % | Reduce screen | DIV4
brightness to avoid
eye strain
Discussion:

After playing computer games for an extended period, which also causes physical symptoms, the findings

clearly show that changes in visual functions cause ocular symptoms. Albeit these side effects are typically

transitory, the gathering of uniform could be potential gamble factors for irreversible physical and visual

unsettling influences related with electronic games abuse. clients might require rest to lighten exhaustion

because of electronic games use. in addition, people should be informed about their working hours. as a result,

it seems reasonable to advise everyone to take breaks and occasionally glance off into the distance to reduce
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accommodation and vergence disturbances; longer rest periods will bring about lesser physical and visual

weakness.

Recommendations

It is recommended to observe and follow-up the child's vision since the first six months, especially in
the presence of a sick history in the family, such as glaucoma, cataracts, strabismus, or others, to treat
it in the early childhood stage to avoid future deterioration of the condition. When discovering or
noticing any problem, it must be promptly presented. child to an optometrist or ophthalmologist.

The time allotted for the child's entertainment should be organized between playing electronic (virtual)
games and practicing real sports such as swimming, playing ball of all kinds, trips and other activities
that benefit the child from a physical, psychological, and mental point of view.

Parents should choose electronic games that are appropriate for their children's ages, and that they are
free of any content that harms their religion, and their physical, emotional, and psychological health.
Parents should set a specific time for playing, not more than two hours a day, to practice playing daily,
if they take breaks every 15 minutes, then spend the rest of the time practicing the rest of the daily
activities.

Parents should not allow the child to play electronic games until after completing homework.

The parents should not allow the child to play electronic games during the daily meals.
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