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 ثحبلا ةلكشمو ةمدقم

 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 يف

 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

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

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

 دارفا يف ةریبك ةوجفو ةریبك ةروث تببس اھنا ىری سكعلا ىری ضعبلاو لفطلا ىلع ةیناودعلا ىوتسم

 لاصتلاا لئاسو نم ةلیسوو ةثیدحلا ةیجولونكتلا تاینقتلا نم ةینقت تنرتنلاا ربتعی ،ءاوس دح ىلع تاعمتجملا

 بعلل ةعتمم هذھ ةفینعلا ویدیفلا باعلأ لافطلأا مظعم دجی .ةریخلاا ةنولآا يف ةریبك ةیعامتجا ةروث تببس يتلا

 وھ كلذ ىلع لاثم .اھبعل دنع سفنلاب ةقثلا زیزعتو ةیفرعملا تاراھملا ملعتل صرفلا میدقتل دادعتسا ىلع مھو

 بعلب نیبعلال حمست نأ نكمی اھنلأ ةعتمم ملاعلا يف لافطلأا مظعم اھدجی يتلا تیان تروف ،ةریھشلا ویدیفلا ةبعل

 ةعرس يف ةریبكلا ةدایزلا ببسب ةیقیقح اھنأ ىلع ویدیفلا باعلأ ىلإ لافطلأا مظعم رظنی .ةطشن ةلتاق راودأ

 )Misawa، 1991( .لافطلأا ةلیخم يف ةیموسرلا ةیعقاولا ىلإ ىدأ امم بوساحلا ةجلاعم

 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

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

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

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

 ثحبلا ةیمھأ

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

 نكلو ،ةیؤرلا ءوس ىلإ ةرورضلاب ةلیوط تارتفل ویدیفلا باعلأ ةسرامم يدؤت لا ،لافطلأا دنع ةینورتكللإا

 ىلإ كلذ عجریو .عادصلاو ةیؤرلا شوشتو نیعلا داھجإ لمشی يذلاو ،طقف نیعلا داھجإ ىلإ يدؤت نأ نكمی

 نیعلا لكاشم ةجلاعم حیضوت يف ثحبلا ةیمھأ نمكت ببسلا اذھلو ،ةیمقرلا ةزھجلأا نم ثعبنملا قرزلأا ءوضلا

 تارتفل بعللا مدعو ویدیفلا باعلأ ةسرامم دنع قرزلأا ءوضلا تاراظن ءادترا لثم .ةیمقرلا باعللأا نع ةجتانلا

 )1998  ،نلابق( .ةلیوط
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 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

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

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

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

 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

 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
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 :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

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

 .ةلباقملا تارقف نم ةرقف لكل .ةساردلا تلاؤاستو فادھأ

 .تاطسوتملا نیب قورفلا ةللاد رابتخلا 2اك رابتخا  -2

 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

 :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
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 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

 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 ذخأ

 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        

 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 نم

 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 ةّیباجیلإا
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 ثحبلا صخلم

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

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

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

 مادختسلاا عمً اصوصخ مئاد عادص مث نمو ،اھقاھرإو نیعلا داھجإ لثم اھمادختسا يف طارفلإا نع ةمجانلا

 ،رظنلا رصقو ،ءوضلل ةیساسحلا دایدزاو فافج وأ ناقرحب ساسحإ هولتی ،ةیؤرلا يف تقؤم شیوشتو لیوطلا

 وأ نیعلا ةقدح لخاد ضیبأ نول دوجو وأ ،نیعلا يف مئاد عیمدتو رارمحا دوجو ىلإ ةفاضلإاب .رظنلا لوط وأ

 ىلولأا ةتسلا رھشلأا ذنم لفطلا رظن ةعباتمو ةظحلام ىصویو ضیبأ ءام دوجو ىلإ ریشی ام ،نیعلا ؤبؤب

 يف اھجلاعل هریغ وأ ،لوحلا وأ ،ضیبلأا وأ ،قرزلأا ءاملا لثم ،ةلئاعلا يف يضرم خیرات دوجو يف اصوصخ

 ىلإ ةعراسملا بجی ةلكشم يأ ةظحلام وأ فاشتكا دنعو ،لابقتسم ةلاحلا روھدت يدافتل ةركبملا ةلوفطلا ةلحرم

 .نویعلا بیبط وأ تایرصبلا يئاصخأ ىلع لفطلا ضرع
  



 1 

 

  

 

 

Research title: The Impact of Electronic Games on The Eye Health 

of Children in The Kingdom of Saudi Arabia 

Ibrahim noorulislam Tajuddin 

Academic number / 221001437 

The name of the course supervisor/ Walid Siddiq 

Academic year / 2023 

 

 

 

 

 

 

 

 

 

 

 
 

University Name / Everyone's Smart 

University 

College / College of Project Management 

Program and Specialization / Master of 

Project Management 

 

 



 2 

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 electronic 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). 

Research problem. 

           Playing Electronic games can influence vision. Eye strain, irritation, and even electronic 

vision syndrome can result from prolonged gaming. There are ways of lessening eye strain from 

electronic games. Kids can protect kids’ eyes by taking breaks, using artificial tears, and blinking 

frequently. Kids eye doctor should also check kid’s eyes on a regular basis. 
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The importance and objectives of the research. 

        The facts confirm that delayed video gaming meetings can meaningfully affect your eye 

wellbeing. The American Optometric Association refers to this as digital eye strain, or computer 

vision syndrome. Extreme utilization of advanced gadgets like tablets and PCs can prompt eye 

strain, cerebral pains, dry eyes, and weariness in your shoulders and neck. This is brought on by 

several things, such as glare and low contrast on the screen, which force your eyes to work harder 

than usual. Since computer games require consistent utilization of screens, and frequently by 

configuration urge players to keep playing for broad timeframes, you might encounter PC vision 

condition more frequently while gaming than during ordinary utilization of your gadgets. To assist 

with forestalling eye strain, ensure you have legitimate lighting to decrease glare, enjoy successive 

reprieves to rest your eyes, and squint frequently. Your eyes will be grateful that you didn't miss 

that power up. You can also try specialized lenses, which help reduce glare and alleviate digital 

eye strain. You can contact an eyecare proficient close to you for more data. 

Research hypothesis  

• There is effect of electronic games on blurred vision in children. 

• There is effect of electronic games on headaches in children. 

• There is effect of electronic games on eye strain in children.  

Objectives, assumptions, and methodology  

  

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? 
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Literature review 

      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, electronic vision syndrome (CVS) is characterized by physical 

discomfort such as musculoskeletal 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 electronic 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. 
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         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 electronic games 

(Kim et al.,). Electronic 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, 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 
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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). 

Research Methodology:  

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 electronic 

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. 

Research limits: 

• Time limits: Preparation for research began on the time from Jun 9 to July 15, 2023  

• Place limits: The research sample was distributed at Ibn Khaldun Private Schools in the 

Kingdom of Saudi Arabia? 

• People's limits: They number 100 children, their ages range from 10 to 18 years. 

•  

Months 

/Process  

May 

1-5 

May 

5-10 

May 

10-

15 

May 

15-

20 

May 

20-30 

Jun 1-

5 

Jun 5-

10 

Jun 10-15 Jun 15-

20 

Jun 20-30 July 1-15 July 

1-15 

Proposal              

Literature 

review  

            

Ethical 

Consider

ations 

            

Data 

Collectio

n  

            

Data 

analysis 

            

Writing 

up 
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The General Perception of the research structure 

• Introduction (Research problem, questions, objectives, and research questions) 
• Previous studies (literature review) 
• Methodology (Data collections, data tools and data analysis) 
• Results and analysis 
• Discussion 
• Conclusion and recommendations  
• References  
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