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 ثحبلا ةلكشمو ةمدقم

 يف عراستملا ينورتكللإاو ينقتلا مدقتلل ةجیتن يلاحلا انرصع يف لائاھ اراشتنا ةینورتكللاا باعللأا ترشتنا        

 ةلوھسو ةینورتكللإا باعللأا ةیمھأ مغر عیمجلل ةحاتم ةینورتكللإا باعللأا تحبصأ ثیح يعانطصلاا ءاكذلا

 هذھ يھ امف لافطلأا تایكولس ىلع ةرشابم ةیبلس ریثأت قلخت دق اھنإ لاإ لافطلأا غارف تقو لغش يف اھمادختسا

 )Misawa، 1991( ؟اھجلاع نكمی فیكو ؟راثلآا

 ضارغلأ طقف مدختست ایجولونكتلا ةزھجا تناك رملاا ةیادب يفف ادج ةدیدع رصانعب ایجولونكتلا ترم دقل           

 ةیناودعلا ىوتسم يف حضاوو يبلس رود ایجولونكتلل نا ىری عمتجملا ءانبا نم ریثكلاو يكیرملاا شیجلل ةیصخش

 ،ءاوس دح ىلع تاعمتجملا دارفا يف ةریبك ةوجفو ةریبك ةروث تببس اھنا ىری سكعلا ىری ضعبلاو لفطلا ىلع

 ةریبك ةیعامتجا ةروث تببس يتلا لاصتلاا لئاسو نم ةلیسوو ةثیدحلا ةیجولونكتلا تاینقتلا نم ةینقت تنرتنلاا ربتعی

 ملعتل صرفلا میدقتل دادعتسا ىلع مھو بعلل ةعتمم هذھ ةفینعلا ویدیفلا باعلأ لافطلأا مظعم دجی .ةریخلاا ةنولآا يف

 اھدجی يتلا تیان تروف ،ةریھشلا ویدیفلا ةبعل وھ كلذ ىلع لاثم .اھبعل دنع سفنلاب ةقثلا زیزعتو ةیفرعملا تاراھملا

 ىلإ لافطلأا مظعم رظنی .ةطشن ةلتاق راودأ بعلب نیبعلال حمست نأ نكمی اھنلأ ةعتمم ملاعلا يف لافطلأا مظعم

 ةیموسرلا ةیعقاولا ىلإ ىدأ امم بوساحلا ةجلاعم ةعرس يف ةریبكلا ةدایزلا ببسب ةیقیقح اھنأ ىلع ویدیفلا باعلأ

 )Misawa، 1991( .لافطلأا ةلیخم يف

 فعضو ةینورتكللإا باعللأا مادختسا نیب طبارو لاعف رثأ كانھ نأ ةقباسلا تاساردلا نم دیدعلا تراشأ        

 ،يضاملا دقعلا للاخ نیعلا ةحص ىلع راثآ نم ةیملعلا تاساردلا ھب تءاج ام ىلع اسیسأتو لافطلأا دنع رظنلا

 ةحص ةیضق ىلإ ةیحص ةیضق اھنوك نمً ایجیردت ةیمقرلا تاشاشلا مادختسا ىلإ ىزعُت يتلا ةیؤرلا لكاشم تلوحت

 ایاضق بناوج عیمج لمشیل ھتغایص تمت "يمقرلا نیعلا داھجإ" وھو دیدج يبط حلطصم قلطناو .عسوأ ةماع

 )1998  ،نلابق( .ةیمقرلا ةشاشلا مامأ ةلیوطلا بعللا تاعاسب ةقلعتملا رصبلا

 ثحبلا ةیمھأ

 ةینورتكللإا باعللأا نامدإ ةجیتن ةبترتملا نیعلل ةیحصلا لكاشملا ةعیبط يف ةدیدج ةبقاث ةرظن ثحبلا رظنی         

 ىلإ يدؤت نأ نكمی نكلو ،ةیؤرلا ءوس ىلإ ةرورضلاب ةلیوط تارتفل ویدیفلا باعلأ ةسرامم يدؤت لا ،لافطلأا دنع
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 ثعبنملا قرزلأا ءوضلا ىلإ كلذ عجریو .عادصلاو ةیؤرلا شوشتو نیعلا داھجإ لمشی يذلاو ،طقف نیعلا داھجإ

 .ةیمقرلا باعللأا نع ةجتانلا نیعلا لكاشم ةجلاعم حیضوت يف ثحبلا ةیمھأ نمكت ببسلا اذھلو ،ةیمقرلا ةزھجلأا نم

 )1998  ،نلابق( .ةلیوط تارتفل بعللا مدعو ویدیفلا باعلأ ةسرامم دنع قرزلأا ءوضلا تاراظن ءادترا لثم

 يتلا ةراضلا ةعشلاا نم ةمزح ىلإ نیعلا ضرعتت ،تاشاشلاو ةینورتكللاا باعللاا مادختساب مایقلا دنع          

 باعللاا كلت ھجاتحت امل نیعلا ةلضع فعض ىلا ریبك لكشب اھمادختسا يدؤی نأ نكمیو ،نیعلا ةیكبش ىلع رثؤت

 ىلا اضیا يدؤی دق امم ،ةشاشلا نم رداصلا ءوضلا ردصم ىلع ریبك لكشب نیعلا ةلضع زیكرت نم ةینورتكللاا

 نم تاشاشلل طرفملا مادختسلاا نأ ىلإ ریشت يتلا تاساردلا ضعب تحضوا .نیعلل مئادلا عادصلا يف ببستلا

 )1998  ،نلابق( .اھیف ةیغبصلا ایلاخلاو ةیكبشلا رثأت ةجیتن تلااحلا ضعب يف ىمعلا يف ببستی نأ نكمملا

 ةیملعلا ةیمھلأا

 باعللأا رثأ ىلع فرعتلا ىلا فدھت يتلاو نیعلا ةحص لاجم يف ةثیدحلا تاساردلا نم ةساردلا هذھ ربتعت

 .ةیلھلأا نودلخ نبا سرادمل ةیئادتبلاا ةلحرملا تابلاطو بلاطل لافطلأا دنع نیعلا ةحص ىلع ةینورتكللإا

 ةیقیبطتلا ةیمھلأا

 حیضوتو ةینورتكللإا باعللأا مادختسا نم دحلا يف دعاست دق ةساردلا هذھ نأ يف ةساردلل ةیقیبطتلا ةیمھلأا لثمتت

 .لافطلأا دنع ةینورتكللإا باعللأل طرفملا مادختسلاا راثآو كلذ ةجلاعم لبس

 لافطلأا دنع نیعلا ةحص ىلع ةینورتكللإا باعللأا راثآ ىلع فرعتلل ةساردلا هذھ ءارجإ ىلإ ثحابلا عفد امم

 .ةیلھلأا نودلخ نبا سرادمل ةیئادتبلاا ةلحرملا تابلاطو بلاطل

 ثحبلا فادھأ

 ةیئادتبلاا ةلحرملا تابلاطو بلاطل نیعلا ةحص ىلع ةینورتكللإا باعللأا رثأ ىلع فرعتلا ىلا ثحبلا فدھی

 :ةیلاتلا فادھلأا للاخ نم ةیدوعسلا ةیبرعلا ةكلمملا يف ةیلھلأا نودلخ نبا سرادمل

 لافطلأا ىدل ةیؤرلا شوشت ىلع ةینورتكللإا باعللأا ریثأت ىلع فرعتلا

 لافطلأا ىدل عادصلا ىلع ةینورتكللإا باعللأا ریثأت ىلع فرعتلا

 لافطلأا ىدل نیعلا داھجإ يف ةینورتكللإا باعللأا ریثأت ىلع فرعتلا
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 ثحبلا تلاؤاست

 ؟لافطلأا ىدل ةیؤرلا شوشت ىلع ةینورتكللإا باعللأا ریثأت وھ ام

 ؟لافطلأا ىدل عادصلا ىلع ةینورتكللإا باعللأا ریثأت وھ ام

 ؟لافطلأا ىدل نیعلا داھجإ يف ةینورتكللإا باعللأا ریثأت وھ ام

 

 ثحبلا تاحلطصم

 :ةلوفطلا .１

 ةایح نم ىلولأا ةلحرملا يھو ،غولبلا ىتح دلاجملا نم ةلحرملا“ ،ھغولبو ناسنلإا دلاجم نیب ةلحرم وأ ةرتف        

 ھتیاعرل ھیوبا ىلع ناسنلإا اھیف دمتعی يتلا ةلحرملا يھ ً:ایئارجا .”.اھللاخ نم ھتیصخش لكشتت يتلاو ،ناسنلإا

 .يعامتجاو يسفنو يلقع جضن لفطلا اھیف جضنی يتلا ةلحرملا يھو ةیلوؤسملا لمحت ةلحرملا هذھ يف عیطتسی لاو

 )١٩٩٦ ،يلع(

 :ةینورتكللإا ةزھجلأا .２

 لیمج كولس وا ةراھم يا وكت ىلولاا نیتملك نم ةقتشمو لصلاا ةینانوی ةملك اھناب ایجولونكتلا ةزھجا فرعت       

 اھلو ھقیبطت مت يذلا ملعلا وا ،ةساردلا وا ،ةفرعملا وا ،ملعلا نم ةقتشم يھف ایجول ةیناثلا ةملكلا اما صخشلا ھنقتی

 يبایسنا لكشب تاراھملاو فراعملاو مولعلا قیبطتب موقت ةلماش ةیلمع اھناب ایجولونكتلا فرعتف ىرخا تافیرعت ةدع

 )١٩٩٢ ،نامثع( ةیثحب ضارغاو تایضرف قیقحتل نرمو

 :ةیعامتجلاا تاقلاعلا .３

 ،قیدص نوكی نا وا محر ةلص وا ةبارق ةلص ءاوس رخلاا درفلاب درفلا طبرت ةقلاع وا ةلص وا طباور اھناب فرعت

 )١٩٩٢ ،نامثع( .نامزلا وا ناكملاب رخلاا درفلا عم ھعمجت ةیعامتجا ةقلاع وا ،ةفرعم وا ،برقم وا ،بیرق وا

 :نیعلا ةحص .４

 ةروص ةیؤر ىلع نیعلا ةردقل يمكلا سایقملا يھو ةقیقدلا لیصافتلا ةنابتسا ىلع نیعلا ةردق يھ راصبلإا ةحص

 يف لصفلا ىلع ةردقلا وھ )6/6 وأ 20/20 رظن( راصبلإا ةحصل يرایعملا فیرعتلاو .ةنیعم ةفاسم ىلع ةزكرم
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 ةیرایعم ماسجلأا نم 6/6و 20/20 ناحلطصملا دمتسیو .ةیسوق ةقیقدب ردقت راصبإ ةیوازب لوصفم يزیح طمن

 ).Walsh، 2006( ةنیعم ةفاسم نم »يداع رظن اذ صخش« اھاری نأ نكمی يتلا مجحلا

 :ثحبلا تاءارجإ

 ثحبلا جھنم :لاوأ

 :وھو يثحبلا لاؤسلا ىلع ةباجلإل يلیلحتلا يفصولا جھنملا وھو ثحبلا جھنم مدختسا

 ةیلھلأا نودلخ نبا سرادمل ةیئادتبلاا ةلحرملا تابلاطو بلاطل نیعلا ةحص ىلع ةینورتكللإا باعللأا رثأ وھ ام

 ؟ةیدوعسلا ةیبرعلا ةكلمملا يف

 ثحبلا تلااجم :ایناث

 % ٢٢و كراشم ٪٧٨ ،ةنس ١٨ ىلإ ١٠ نم مھرامعأو لفط ١٠٠ مھددعو ةیلھلأا نودلخ نبا سرادم نم مھ

 تقرغتسا دقو ،١٤٤٤ يرجھلا ماعلل ةجحلا يذ رھش يف ةساردلا ءارجإ مت .ةساردلا ةنیع يلامجإ نم ةكراشم

 .لماك رھش اھلیلحتو تانایبلا عمج ةیلمع

 تانایبلا عمج

  ةیملعلا تلااقملاو بتكلا يھو :ةیوناث رداصم

 .ثحبلا فادھأ قیقحتل ھنم جئاتنلا صلاختسا متو ثحابلا اھدعأ يذلا ةنابتسلاا يھو :ةیلوأ رداصم

  ةمدختسملا تاساقملا :اثلاث

 :ةساردلا تانایبل يئاصحلإا لیلحتلا

 مزحلا جمانرب مادختسابو يللآا بساحلا ةطساوب اھتانایب لیلحتو اھغیرفتو اھزیمرتو ةلباقملا ةلئسا ةعجارم مت

 :للاخ نم ایئاصحإ ةساردلا تانایب ةجلاعمل )spss( ةیعامتجلاا مولعلل ةیئاصحلإا

 فادھأ ءوض يف تامولعملا لیلحتو ةیرایعم ةیفصو ةروص جارختسلا ةیوئملا بسنلاو تاراركتلا باسح-1

 .ةلباقملا تارقف نم ةرقف لكل ةساردلا تلاؤاستو

 .تاطسوتملا نیب قورفلا ةللاد رابتخلا 2اك رابتخا -2
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 تارقف نم ةرقف لك نیب نوسریب طابترا لماعم باسح للاخ نم ةادلأل يلخادلا قاستلاا قدص جارختسا مت امك

 كلذ نیبت يلاتلا لودجلا جئاتنو ،سایقملل ةیلكلا ةجردلاو ةادلأا

 )١( مقر لودج

 ةنابتسلاا تارقف نم ةرقف لك نیب نوسریب طابترلاا تلاماعم نیبی

 رواحم

 ةنابتسلاا

 خابونورك لماعم نوسریب لماعم

 روحملا

 لولاا

0.651** 0.9 

 روحملا

 يناثلا

0.717** 0.89 

 روحملا

 ثلاثلا

0.677** 0.89 

 

 .0.01 ةللادلا ىوتسم دنع ایئاصحإ ةلاد**

 جئاتنلا ةشقانمو ضرع

 ةساردلا ةنیع فصو جئاتن

 ةساردلا رواحمو تلاؤاست نع ةباجلإا جئاتن كلذكو ةساردلا ةنیع فصول اضرع ةیلاتلا لوادجلا نمضتت        

 )٢( مقر لودج

 رمعلل اعبت ةساردلا ةنیع فصو

 ةبسنلا ددعلا ریغتملا تائف رمعلا 

 ٪34 34 12 ىلا 10 نم رمعلا

 ٪39 39 15 ىلا 12 نم

 ٪27 27 18 ىلا 15 نم

 100 100 عومجملا
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 12 نیبام مھ ثحبلا ةنیع دارفأ ةیبلاغ نأب و رمعلا يھو ثحبلا ةنیع صئاصخب قلعتملا و قباسلا لودجلا راشأ

 .٪٣٩ ةبسنب ةنس 15 ىلإ

 )٣( مقر لودج

 عونلل اعبت ةساردلا ةنیع فصو

 

 .٪٢٢ ةبسنب ثانلإا و ٪٧٨ ةبسنب روكذلا نم مھ ةنیعلا دارفأ ةیبلاغ نأ قباسلا لودجلا راشأ

 :ةساردلل ةسمخلا رواحملا جئاتن

 )٤( مقر لودج

 ةسمخلا ةنابتسلاا رواحمل ةساردلا ةنیع تاباجتسا فصو

 طسوتملا روحملا م

 يباسحلا

 ةجرد يرایعملا فارحنلاا

 ةقفاوملا

 ةللادلا ياك عبرم بیترتلا

 ةیئاصحلإا

 ىلع ةینورتكللإا باعللأا ریثأت  .1

 لافطلأا ىدل ةیؤرلا شوشت

 ٠.٠١ ١٢٢.٣٣ ١ ةدشبو قفاوم ٠.٧٧ ٤.٥

 ٠.٠١ ١٣٤.٠٩ ٢ ةدشبو قفاوم ٠.٨ ٤.٧ ةبعللا ءانثأ ناوللاا ةیؤر ریثأت   .2

 ىلع ةینورتكللإا باعللأا ریثأت   .3

 لافطلأا ىدل عادصلا

 ٠.٠١ ١١٠.٠٠ ٣ ةدشبو قفاوم ٠.٩ ٤.٥

 داھجإ يف ةینورتكللإا باعللأا ریثأت  .4

 لافطلأا ىدل نیعلا

 ٠.٠١ ١٣٤.٠٩ ٢ ةدشبو قفاوم ٠.٨ ٤.٧

 باعللاا نع جتانلا نیعلا داھجإ جلاع  .5

 ةینورتكللاا

 ٠.٠١ ١١٠.٠٠ ٣ ةدشبو قفاوم ٠.٩ ٤.٥

 

 ةبسنلا ددعلا 

 %78 78                                                                                        ركذ سنجلا

 %22 22                                                                                        ىثنأ

 100 100 عومجملا
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 فارحنلااو ةدشبو قفاوم ةقفاوملا ةجردو ٤.٥ يباسح طسوتم اھیدل لولأا روحملا جئاتن نأ ةساردلا جئاتن تراشأ

 ریثأت كانھ ھنأ ىلع ةدشبو نیقفاوم ةنیعلا دارفا ةیبلاغ لولأا روحملا جئاتن نأ ينعی اذھو ٠.٧٧ براقی يرایعملا

 .لافطلأا ىدل ةیؤرلا شوشت ىلع ةینورتكللإا باعللأل

 )٥( مقر لودج

 .لافطلأا ىدل ةیؤرلا شوشت ىلع ةینورتكللإا باعللأا ریثأت :لولأا روحملا

 ةیبلاغ تباجأ ثیح لافطلأا ىدل ةیؤرلا شوشت ىلع ةینورتكللإا باعللأا ریثأت نأ يناثلا روحملا جئاتن تراشأ

 بعصت ةینورتكللإا ةبعللا يف زیكرتلا دنع ( يھو ٣ مقر ةرابعلا ىلع ٪٧٤ ةبسنب ةدشب قفاومب ىلع ةنیعلا دارفأ

 يفو تاقولأا ضعب ةبعللا يف ناوللأا لخادتت ىلع صنت يتلاو اضیأ ٪٧٤ ةبسنب ٤ مقر ةرابعلاو ةیؤرلا يلع

 قفتتو  .٪٧٢ براقی ام ةدشبو كلذ ىلع قفاو ادیج ءایشلأا ةیؤر يل حضتت ءاھتنلاا دعب ةبعللا قلاغإ دنع ةرابعلا

 ةیؤرلا شوشت ىلع ةینورتكللإا باعللأا ریثأت كانھ نأ اھجئاتن زربأ نم يتلاو )2008( ،ریشب دمحأ ةسارد كلذ عم

 .لافطلأا ىدل

 )٦( مقر لودج

 ةبعللا ءانثأ ناوللأا ةیؤر ریثأت :يناثلا روحملا

 

 مقر

بعلا

 ةرا

 ةرابعلا

كتلا

 رار
 لافطلأا ىدل ةیؤرلا شوشت ىلع ةینورتكللإا باعللأا ریثأت .أ

 طسوتملا

 يباسحلا

 فارحنلاا

سنلا يرایعملا

 ةب

% 

 ةدشب قفاوا لا قفاوا لا دیاحم قفاوم ةدشب قفاوم

 دنع ةیؤرلا يف شوشتب رعشأ 1

 ةینورتكللإا باعللأا مادختسا

 لیوط تقول

% 70% 18% 4% 4% 4% 3.4 0.5 

 ةینورتكللإا ةبعللا يف زیكرتلا دنع 2

 ةیؤرلا يلع بعصت

% 74% 14% 6% 2% 4% 3.1 0.1 

 ءاھتنلاا دعب ةبعللا قلاغإ دنع 3

 ادیج ءایشلأا ةیؤر يل حضتت

% 72% 16% 6% 4% 2% 3.4 0.5 
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 .ةبعللا ءانثأ ناوللأا ةیؤرل ریثأت كانھ نأ يناثلا روحملا يف ةساردلا جئاتن تراشأ

  )٧( مقر لودج

 .لافطلأا ىدل عادصلا ىلع ةینورتكللإا باعللأا ریثأت :ثلاثلا روحملا

 

 دارفأ ةیبلاغ نأ ىلع لافطلأا ىدل عادصلا ىلع ةینورتكللإا باعللأا ریثأت روحمب قلعتملا و قباسلا لودجلا راشأ

 قفتا ثیح سأرلا يف ملا مھنم دیدعلل ببسی ةبعللا يف ریكفتلا يف فقوتلا ىلع ةردقلا مدع ھنأ ىلع تقفتا ةنیعلا

 مقر

بعلا

 ةرا

 ةرابعلا

كتلا

 رار
 ةبعللا ءانثأ ناوللأا ةیؤر ریثأت .ب

 طسوتملا

 يباسحلا

 فارحنلاا

سنلا يرایعملا

 ةب

% 

 ةدشب قفاوا لا قفاوا لا دیاحم قفاوم ةدشب قفاوم

 دنع ءادوس وأ ةیدامر عقب ىرأ 4

 بعللا ءانثأ ةشاشلل رظنلا

% 71% 16% 4% 6% 3% 2.85 0.3 

 ضعب ةبعللا يف ناوللأا لخادتت 5

 تاقولأا

% 72% 16% 6% 4% 2% 3.4 0.5 

 مقر

رابعلا

 ة

 ةرابعلا

 لافطلأا ىدل عادصلا ىلع ةینورتكللإا باعللأا ریثأت .ج راركتلا
 طسوتملا

 يباسحلا

 فارحنلاا

 ةبسنلا يرایعملا

% 
 ةدشب قفاوا لا قفاوا لا دیاحم قفاوم ةدشب قفاوم

 0.5 3.4 %4 %4 %4 %16 %72 % ةینورتكللإا باعللأا مادختسا نع سأرلا يف ملأب رعشأ 1

 0.3 2.85 %6 %2 %4 %16 %72 % ةبعللا يف دیدشلا زیكرتلا دنع عادصلاب روعش ينباتنی 2

 0.1 3.1 %4 %2 %6 %18 %70 % عادصلا بابسأ نم ببس ةبعللا ءانثأ لكلأل ةیھشلا ناصقن 3

 0.7 3.2 %4 %4 %4 %18 %70 % ةبعللا يف يتراسخ دنع دیدشلا رتوتلاب رعشأ 4

 ملا يل ببسی ةبعللا يف ریكفتلا يف فقوتلا ىلع يتردق مدع 5

 سأرلا يف

% 74% 14% 4% 4% 4% 3.4 0.5 

 لحارمل لوصولاو ةبعلل سامحلا نع جتان عادصب رعشأ 6

 ةمدقتم

% 74% 14% 6% 2% 4% 3.4 0.5 
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 سامحلا نع جتان عادصب رعشأ( ىلع صنت يتلا و يناثلا روحملا نم ةسداسلا ةرابعلا يف و ٪٧٤ ةدشب و كلذ ىلع

 دنع عادصلاب روعش ينباتنی  ةرابعلا يف ةساردلا ةنیع دارفأ ةیبلاغ تباجأ و )ةمدقتم لحارمل لوصولا و ةبعلل

 لئاو ةسارد يھو ةقباسلا ةساردلا كلذ عم قفتت و ،٪٧٢ ةبسنب ةدشب و قفاوم ىلع ةبعللا يف دیدشلا زیكرتلا

 لافطلأا ىدل عادصلا ىلع ةینورتكللإا باعللأا ریثأت كانھ نا ، اھیلإ تلصوت يتلا اھجئاتن مھأو )2007(ناضمر

. 

 

 )٨( مقر لودج

 لافطلأا ىدل نیعلا داھجإ يف ةینورتكللإا باعللأا ریثأت :عبارلا روحملا

 

 

 

 مقر

 ةرابعلا
 ةرابعلا

سوتملا لافطلأا ىدل نیعلا داھجإ يف ةینورتكللإا باعللأا ریثأت .د راركتلا

 ط

سحلا

 يبا

ارحنلاا

 ف

رایعملا

 ي
 قفاوم ةدشب قفاوم % ةبسنلا

احم

 دی
 ةدشب قفاوا لا قفاوا لا

 يف زیكرتلا ءانثأ نیعلا يف ناقرحب رعشأ 1

 ةبعللا

% 74% 16% 4% 2% 4% 3.4 0.5 

 ببسب ءوضلل ةیساسحلا دیازتب رعشأ 2

  ةینورتكللإا باعللأا

% 76% 12% 6% 2% 4% 2.85 0.3 

 باعللأا ببسب ةءارقلا يف ةبوعص يدل 3

 ةینورتكللإا

% 78% 10% 6% 2% 4% 3.1 0.1 

 0.7 3.2 %6 %2 %4 %10 %78 %  ادیج ةدیعبلا ءایشلأا ةیؤر يلع بعصت 4

 يرصبلا داھجلإا نع جتانلا نیعلا فافج نإ 5

 باعللأا يف ةلیوطلا تاعاسلل ارظن

 ةینورتكللإا

% 78% 10% 4% 2% 2% 3.4 0.5 
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 باعللأا ریثأت وھ ام ،يثحبلا لؤاستلا ىلع بیجی يذلا وھو عبارلا روحملاب قلعتملاو قباسلا لودجلا جئاتن تراشأ

 باجأ ةینورتكللإا باعللأا ببسب ةءارقلا يف ةبوعص يدل ةرابعلا يف  ؟لافطلأا ىدل نیعلا داھجإ يف ةینورتكللإا

 يف اضیأو ٪٧٨ ةدشبو قفاومب ادیج ةدیعبلا ءایشلأا ةیؤر يلع بعصت ةرابع يفو ٪٧٨ ةدشبو قفاومب كلذ ىلع

 ةدشب و قفاومب ةینورتكللإا باعللأا يف ةلیوطلا تاعاسلل ارظن يرصبلا داھجلإا نع جتانلا نیعلا فافج نإ ةرابع

٧٨٪. 

 

 )٧( مقر لودج

 ةینورتكللاا باعللاا نع جتانلا نیعلا داھجإ جلاع :سماخلا روحملا

 

 جتانلا نیعلا داھجلإ جلاع لضفأ وھ ةشاشلا ةفاظن ىلع ةظفاحملا نأ سماخلا روحملا يف ةساردلا جئاتن تراشأ

 .٪٧٤ كلذ ىلع قفتا ثیح ةینورتكللإا باعللأا نع

 

 

 مقر

بعلا

 ةرا

 ةرابعلا

 ةینورتكللاا باعللاا نع جتانلا نیعلا داھجإ جلاع .و راركتلا
 طسوتملا

 يباسحلا

 فارحنلاا

 ةبسنلا يرایعملا

% 
 ةدشب قفاوا لا قفاوا لا دیاحم قفاوم ةدشب قفاوم

 ةبطرملا تارطقلا مادختسا 1

 فافجلاب روعشلا دنع نیعلل

% 70% 18% 4% 4% 4% 3.4 0.5 

 0.1 3.1 %4 %2 %6 %14 %74 % ةشاشلا ةفاظن ىلع ةظفاحملا 2

 ةشاشلا عوطس نم لیلقتلا 3

 نیعلا داھجإ بنجتل

% 72% 16% 6% 4% 2% 3.4 0.5 

 بیطرتل تارطق مادختسا 4

 نیعلا

% 72% 16% 6% 4% 2% 3.4 0.5 
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 ةساردلا جئاتن

 بلالاو ،ةیكذلا تلااوجلاو دوبیلأاو دابیلآا :لثم ةینورتكللإا باعللأاو ةثیدحلا تلااصتلاا ةزھجأ لغشت          

 ةفرعم وأ ،اھمادختسا قرطب يعو كلذ بحاصی لاو ،لافطلأا مامتھاو نھذ نمً اریبكً ازیح ،نشیتس يلابلاو ،بوت

 رمع نم لافطلأا يضقی ثیح ؛نویعلا ضارمأ اھرطخأو ،اھمادختسا يف طارفلإا نع ةمجانلا ةیحصلا رارضلأا

 ىوتسم ىلع ةریبك ةیحص رارضأ يف ببستی امم ةزھجلأا كلت عم ایموی تاعاس 5 نع دیزی امً اماع 18 ىلإ 10

 عادص مث نمو ،اھقاھرإو نیعلا داھجإ يف ببستت ةزھجلأا هذھ نإ .لافطلأا ىدل راصبلإا ةحص ىلع كلذكو ،ءاكذلا

 وأ ناقرحب ساسحإ هولتی ،ةیؤرلا يف تقؤم شیوشت نم لفطلا اھدعب يناعی ،لیوطلا مادختسلاا عمً اصوصخ مئاد

 هذھل طرفملا لافطلأا مادختسا نأ .رظنلا لوط وأ ،رظنلا رصقب ھتباصإ يلاتلابو ،ءوضلل ةیساسحلا دایدزاو فافج

 اھتظحلام نیدلاولا ىلع بجی رصبلا يف لكاشم دوجو ىلإ ریشت يتلا ضارعلأا ضعب روھظ يف ببستی ةزھجلأا

 ءانثأً اصوصخ رمتسم عادصو ،ءوضلل ةدیدشلا ةیساسحلاو ،رارمتساب نیعلا كرفو ،زافلتلا نم برقلاب سولجلاك

 ،نیبناجلا دحأ ىلإ سأرلا ةلامإو ،ةباتكلا وأ ةءارقلا ءانثأ ةبوعص دوجوو ،نینیعلا ىدحا ةیطغتو ،ةءارقلا وأ زیكرتلا

 كلذكو ،ةكرحتملا ماسجلأا ةعباتم يف ةبوعص و ةءارقلا ءانثأ تاملكلا عبتت يف ةبوعص دوجوو ،زیكرتلا يف فعضو

 عیمدتو رارمحا دوجو ىلإ ةفاضلإاب ،امئاد وأ اعطقتم نوكی دقو ،امھیتلك وأ ةدحاو نیع يف ءاوس نیعلا يف لوح

 ."تكارتاك" ضیبأ ءام دوجو ىلإ ریشی ام ،نیعلا ؤبؤب وأ نیعلا ةقدح لخاد ضیبأ نول دوجو وأ ،نیعلا يف مئاد

 :تایصوتلا

 يف يضرم خیرات دوجو يف اصوصخ ىلولأا ةتسلا رھشلأا ذنم لفطلا رظن ةعباتمو ةظحلام ىصوی •

 يدافتل ةركبملا ةلوفطلا ةلحرم يف اھجلاعل هریغ وأ ،لوحلا وأ ،ضیبلأا وأ ،قرزلأا ءاملا لثم ،ةلئاعلا

 ىلع لفطلا ضرع ىلإ ةعراسملا بجی ةلكشم يأ ةظحلام وأ فاشتكا دنعو ،لابقتسم ةلاحلا روھدت

 .نویعلا بیبط وأ تایرصبلا يئاصخأ

 ةسراممو )ةیضارتفلاا( ةینورتكللإا باعللأا ةسرامم نیب لفطلا ھیفرتل صصخملا تقولا میظنت يغبنی •

 ةدئافلاب دوعت يتلا ةطشنلأا نم اھریغو تلاحرلاو اھعاونأب ةركلا بعلو ةحابسلا لثم ةیقیقحلا ةضایرلا

 .ةیلقعلاو ةیسفنلاو ةیمسجلا ةیحانلا نم لفطلا ىلع

 يأ نم ةیلاخ نوكت نأو ،مھدلاوأ رامعلأ ةبسانملا ةینورتكللإا باعللأا اراتخی نأ نیدلاولا ىلع يغبنی •

 .ةیسفنلاو ،ةیفطاعلاو ،ةیمسجلا مھتحصو ،مھنیدب لخی ىوتحم
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 ذخأ طرشب ایموی بعللا ةسراممل مویلا يف نیتعاس نع دیزی لا بعلل نیعم نمز دیدحت نیدلاولا ىلع يغبنی •

 .ةیمویلا ةطشنلأا يقاب ةسرامم يف تقولا يقاب يضقی مث ،ةقیقد 15 لك ةحار تارتف

 تابجاولا نم ءاھتنلاا دعب لاإ ةینورتكللإا باعللأا ةسراممب لفطلل احمسی لا نأ نیدلاولا ىلع يغبنی •

  .ةیسردملا

 ماعطلا تابجو لوانت تارتف يف ةینورتكللإا باعللأا ةسراممب لفطلل احمسی لا نأ نیدلاولا ىلع يغبنی •

 .ةیمویلا

 ةمتاخلا        

 نم ھّنإف تأطخأ نإو ،الله دنع نم وھف تبصأ نإف ،ثحبلا اذھ يف تقفو نوكأ نأ ریدقلا يّلعلا الله نم ىّنمتأ         

 دھجلا اذھ دعبو ،لّدو لّق ام ملاكلا ریخو ،هرخآ نسح ام لمعلا ریخو ً،ةیاھن ةٍیادب لّكل نّإف اذكھو .ناطیشّلا

 ةّیباجیلإا راثلآاً احضّوم ،ریصقت لاو ،ھیف للم لاً ادرس ،ةقباسّلا رصانعلل يدرس يفً اقّفوم نوكأ نأ ىّنمتأ عضاوتملا

 اعیمج انحلاص ھیف امل مكاّیإو الله ينقّفو ،عتمملا قیشّلا عوضوملا اذھل ةّیبلسلاو

 عجارملا

 .يدلو ةلجم .ةینورتكللإ باعللأاب لافطلأا قلعت ءارو فقت يتلا ةیعامتجلااو ةیسفنلا بابسلأا .)2004(زیمتملا

 .48 ص ـ 2004 ویام )66( ددعلا

 :ةزیمتملا .)1( راطخأو ایازم - ةینورتكللإا باعللأاو كلفط  .)ـھ1425( حارج وبأ( :نع لاقن دمحأ ،بوذجملا

    .1425 ةدعقلا وذ ـ نورشعلاو ثلاثلا ددعلا

 ةنسلا ، سلبارط .3 ددعلا ،ةیملاعلإا ةلجملا .عمتجملا ةایح يف اھتیمھأو ةیئرملا ةعاذلإا .)م1996( .دمحم ،بارش

 127-110ص ص .ىلولأا

 عقاولل ينانبللا بابشلا كاردإ ىلع نویزفیلتلا يف ةیبنجلأا اماردلل ضرعتلا ریثأت .)م1999( .ةزمح ةعراب ،ریقش

 .ملاعلإا ةیلك .ةزیجلا ،ةرھاقلا ةعماج ،ةروشنم ریغ ةاروتكد .يعامتجلاا

 .عمتجملا راد ،ةدج .3ط .ةلوفطلا ةلحرم يف دلولا ةیبرت يف ملسملا بلأا ةیلوئسم .)م1992( .نسح ناندع ،حلاص

 .ةیقیبطت ةیرظن ةسارد :يعامتجلاا عقاولاو ةینویزفیلتلا اماردلا .)م1992( .دمحم فوؤرلا دبع ينامأ ،نامثع

 .ملاعلإا ةیلك .ةزیجلا ،ةرھاقلا ةعماج ،ةروشنم ریغ ریتسجام
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 ةبرل يعامتجلااو يداصتقلاا كولسلا ىلع ينویزفیلتلا نلاعلإا رثأ .)م1996( .دیسلا راتسلا دبع ةلیبن ،يلع

 .يلزنملا داصتقلاا ةیلك .موكلا نیبش ،ةیفونملا ةعماج ،ةروشنم ریغ ریتسجام .ةرسلأا

 ةلحرم يف لفطلل يعامتجلاا كولسلا ىلع ةینویزفیلتلا لافطلأا جمارب رثأ .)م1997 ( .ملاسلا دبع ناھیج ،ضوع

 .ملاعلإا ةیلك ةزیجلا ،ةرھاقلا ةعماج ،ةروشنم ریغ ریتسجام .ةیبیرجت ةسارد :ةنس )12 – 9( نم ةرخأتملا ةلوفطلا

 ریتسجام .ةینادیم ةسارد :يعامتجلاا لعافتلا ىلع نویزفیلتلل ضرعتلا رثأ .)م1998( .مساج زیزعلا دبع ،نلابق

 .ملاعلإا ةیلك .ةزیجلا ،ةرھاقلا ةعماج ،ةروشنم ریغ

-13ص ص .ربوتكأ ،65ددعلا ،ةیملاعإ تاسارد ةلجم .لاصتلاا ةیملاعو يعاذلإا ملاعلإا .)م1991( .دعس ،بیبل

29. 

 .ةیرصملا ةرسلأل يعامتجلاا عقاولا كاردإ ىلع ةینویزفیلتلا اماردلا ریثأت .)م2000( .میظعلا دبع ةزع ،دمحم
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 ثحبلا صخلم

 زربأ ناكو ،ةیدوعسلا ةیبرعلا ةكلمملا يف لافطلأل نیعلا ةحص ىلع ةینورتكللاا باعللاا رثأ ثحبلا شقان           

 سرادمل ةیئادتبلاا ةلحرملا تابلاطو بلاطل نیعلا ةحص ىلع ةینورتكللإا باعللأا رثأ ىلع فرعتلا ثحبلا فادھأ

 نع ةمجانلا ةیحصلا رارضلأا ضعب كانھ نأ جئاتن زربأ نمو ،ةیدوعسلا ةیبرعلا ةكلمملا يف ةیلھلأا نودلخ نبا

 شیوشتو لیوطلا مادختسلاا عمً اصوصخ مئاد عادص مث نمو ،اھقاھرإو نیعلا داھجإ لثم اھمادختسا يف طارفلإا

 .رظنلا لوط وأ ،رظنلا رصقو ،ءوضلل ةیساسحلا دایدزاو فافج وأ ناقرحب ساسحإ هولتی ،ةیؤرلا يف تقؤم

 ریشی ام ،نیعلا ؤبؤب وأ نیعلا ةقدح لخاد ضیبأ نول دوجو وأ ،نیعلا يف مئاد عیمدتو رارمحا دوجو ىلإ ةفاضلإاب

 خیرات دوجو يف اصوصخ ىلولأا ةتسلا رھشلأا ذنم لفطلا رظن ةعباتمو ةظحلام ىصویو ضیبأ ءام دوجو ىلإ

 يدافتل ةركبملا ةلوفطلا ةلحرم يف اھجلاعل هریغ وأ ،لوحلا وأ ،ضیبلأا وأ ،قرزلأا ءاملا لثم ،ةلئاعلا يف يضرم

 يئاصخأ ىلع لفطلا ضرع ىلإ ةعراسملا بجی ةلكشم يأ ةظحلام وأ فاشتكا دنعو ،لابقتسم ةلاحلا روھدت

 .نویعلا بیبط وأ تایرصبلا
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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%of 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: 

• 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 

 

The 

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 

 

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 

Age  Variable  number Ratio 

Age  From 10 to 12 34 34٪ 

From 12 to 15 39 39٪ 

From 15 to 18 27 27٪ 

Total 100 100 

 Number Ratio 

type Male 78 78% 

female 22 22% 

Total 100 100 
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Description of the responses of the study sample to the three axes of the resolution 

 

 Research questions Arithmetic م

mean 

Standard 

deviation 

Degree of 

approval 

Order Chi-

square 

Statistical 

significance 

i.  The effect of electronic 

games on blurred vision in 

children 

4.5 0.77 strongly 

agree  

1 12.33 0.01 

ii.  The effect of electronic 

games on headaches in 

children 

4.7 0.8 strongly 

agree  

2 134.09 0.01 

iii.  The effect of electronic 

games on eye strain in 

children 

4.5 0.9 strongly 

agree  

3 110.00 0.01 

iv.  The effect of electronic 

games on eye strain in 

children 

4.7 0.8 strongly 

agree  

2 134.09 0.01 

v.  Treatment of eye strain 

caused by electronic 

games 

4.5 0.9 strongly 

agree  

3 110.00 0.01 

 

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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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 

n Question   I. Does the effect of electronic games on 

blurred vision in children 
mean Standa

rd 

deviati

on 
 % Strongl

y agree 

Agre

e 

neutral disagr

ee 

Strongly 

disagree 

AI1 I feel blurred vision 

when using electronic 

games for a long time 

% 70% 18% 4% 4% 4% 3.4 0.5 

AI2 When concentrating in 

the electronic game, it 

is difficult for me to 

see 

% 74% 14% 6% 2% 4% 3.1 0.1 

AI3 When I close the game 

after finishing, it 

becomes clear to me 

that I see things well 

% 72% 16% 6% 4% 2% 3.4 0.5 



 
 

 27 

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

where (n = 100) 

 

 

 

 

n Question   II. The effect of electronic games on 

headaches in children 
mean Standar

d 

deviati

on 
% Strongly 

agree 

Agre

e 

neut

ral 

disagre

e 

Strongly 

disagree 

BII1 I feel a headache from 

using electronic games 

% 72% 16% 4% 4% 4% 3.4 0.5 

BII2 I get a headache when 

concentrating too hard in 

the game. 

% 72% 16% 4% 2% 6% 2.85 0.3 

BII3 Decreased appetite during 

the game is one of the 

causes of headaches 

% 70% 18% 6% 2% 4% 3.1 0.1 

BII4 I feel very nervous when I 

lose the game. 

% 70% 18% 4% 4% 4% 3.2 0.7 

BII5 My inability to stop 

thinking about the game 

causes me a headache 

% 74% 14% 4% 4% 4% 3.4 0.5 

BII6 I feel a headache caused 

by enthusiasm for the 

game and reaching 

advanced stages 

% 74% 14% 6% 2% 4% 3.4 0.5 
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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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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 

N Question   III. The effect of electronic games on eye 

strain in children 
mea

n 

Stand

ard 

deviat

ion 
Ratio % Strongly 

agree 

Agre

e 

neu

tral 

disagr

ee 

Strongly 

disagree 

CIII1 I feel a burning sensation in 

the eye while concentrating 

in the game 

% 74% 16% 4% 2% 4% 3.4 0.5 

CIII2 I feel increased sensitivity 

to light due to electronic 

games  

% 76% 12% 6% 2% 4% 2.85 0.3 

CIII3 I have difficulty reading 

because of electronic 

games 

% 78% 10% 6% 2% 4% 3.1 0.1 

CIII4 It's hard to see distant 

objects well  

% 78% 10% 4% 2% 6% 3.2 0.7 

CIII5 Dry eyes caused by visual 

stress due to long hours in 

electronic games 

% 78% 10% 4% 2% 2% 3.4 0.5 
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 Treatment of eye strain caused by electronic games 

 

 

 

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 

n Question  
 

IV. Treatment of eye strain caused by 

electronic games 
mean Standa

rd 

deviati

on 
 % Strongl

y agree 

Agre

e 

neutral disagr

ee 

Strongly 

disagree 

DIV1 Use moisturizing eye 

drops when feeling 

dry 

% 70% 18% 4% 4% 4% 3.4 0.5 

DIV2 Keep your screen 

clean 

% 74% 14% 6% 2% 4% 3.1 0.1 

DIV3 Reduce screen 

brightness to avoid 

eye strain 

% 72% 16% 6% 4% 2% 3.4 0.5 

DIV4 Reduce screen 

brightness to avoid 

eye strain 

% 72% 16% 6% 4% 2% 3.4 0.5 
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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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