
1/14 
ANUJR-B. Vol. ××  (×), ××××                 Published: An-Najah National University, Nablus, Palestine 

An-Najah University Journal for Research – B 

Humanities 
 

 ب – ثاـــــــــحـبلأـل حاــــــجـنـلا ةـــــعـماـج ةـــــلـجـم

 ةیناسنلإا مولعلا

Investigating Parental Perspectives of the Effects of Digital 
Games on Kindergarten Children’s Aggressive and Social 
Behaviour 
Hesham Alomyan1*, Ali Alelaimat2 
Type: Full Article.  Received:11 November 2025, Accepted:13 May 2026 

Accepted Manuscript, First Online 

Abstract: Objective: The purpose of the present study is to investigate parental perspectives of the effects of digital games on 
kindergarten children’s aggressive and social behaviour. Methodology: To achieve this objective, the study using purposive sam-
pling technique surveyed four hundred and fifty (N=450) kindergarten parents’ perspectives in Al-Mafriq province, Jordan. Find-
ings: The results of the study highlighted that, according to those parents’ points of view, there was a significant relationship between 
digital games and the emergence of socially aggressive behaviour and changes among 4-6 year old kindergarten children. Addition-
ally, the findings showed that female children and digital game owners exhibited higher levels of aggressive behaviour than male 
children and non-digital game owners. Parents' educational level had no influence over children's social and aggressive behaviour. 
The results also elucidated that gender and digital game ownership were associated with children's social behaviour, suggesting that 
females and children who own a digital game were less sociable. Conclusion: The findings suggest that digital game use may be 
linked to increased aggressive behaviour and reduced social interaction among kindergarten children, underscoring the need for 
mindful and guided use. Recommendations: As per the study, it was recommended that parents should be fully acquainted with the 
beneficial and adverse consequences of digital games on behaviour, and thus children should be made aware of it. 
Keywords: Digital technology, digital games, aggressive behaviour, social behaviour; kindergarten children. 
 

 
 يعامتجلااو يناودعلا كولسلا يف ةیمقرلا باعللأا راثآ لوح روملأا ءایلوأ رظن تاھجو ءاصقتسا
 لافطلأا ضایر لافطأ ىدل
 ²تامیلعلا يلع ،*1نایمعلا ماشھ

 13/05/2026 :لوبقلا خیرات ،11/11/2025 :میلستلا خیرات

 لافطأ ىدل يعامتجلااو يناودعلا كولسلا يف ةیمقرلا باعللأا راثآ لوح روملأا ءایلوأ رظن تاھجو ءاصقتسا ىلإ ةیلاحلا ةساردلا تفدھ :فدھلا :صخلملا
 )450( نم ةنوكم ةنیع ءارآ علاطتسا للاخ نم اھتانایب تعمجو ،ةیدصقلا ةنیعلا بولسأ ةساردلا تعبتا ،ةساردلا فدھ قیقحتل :ةیجھنملا .لافطلأا ضایر
 ،نیكراشملا روملأا ءایلوأ رظن تاھجول اًقفو ،ةساردلا جئاتن ترھظأ :جئاتنلا .ندرلأا ،قرفملا ةظفاحم يف لافطلأا ضایر لافطأ رومأ ءایلوأ نم رمأ يلو
 نیذلا لافطلأا ضایر لافطأ ىدل يعامتجلاا كولسلا يف تاریغتلاو يناودعلا كولسلا روھظو ةیمقرلا باعللأا نیب ةیئاصحإ ةللاد تاذ ةقیثو ةقلاع دوجو
 ةنراقم يناودعلا كولسلا نم ىلعأ تایوتسم اورھظأ ةیمقر اًباعلأ نوكلتمی نیذلا لافطلأاو ثانلإا نأ جئاتنلا ترھظأ امك .تاونس 6و 4 نیب مھرامعأ حوارتت
 .لافطلأا ىدل يناودعلاو يعامتجلاا كولسلا يف ریثأت يأ نیدلاولل يمیلعتلا ىوتسملا رھظی مل ،كلذك .ةیمقر اًباعلأ نوكلتمی لا نیذلا لافطلأاو روكذلاب
 نیذلا لافطلأاو ثانلإا لافطلأا ناك ذإ ؛لافطلأل يعامتجلاا كولسلا يف نارثؤی ةیمقرلا باعللأا كلاتماو نیسنجلا نیب قورفلا نأ اضًیأ جئاتنلا تحضوأو
 لعافتلا ضافخناو يناودعلا كولسلا ةدایزب ةیمقرلا باعللأا طابترا ىلإ جئاتنلا ریشت :تاجاتنتسلاا .يعامتجلاا لعافتلا ىلإ لاًیم لقأ ةیمقر اًباعلأ نوكلتمی
 راثلآاب روملأا ءایلوأ ةیعوت ةرورضب ةساردلا تصوأ :تایصوتلا .اھل ھجّوملاو يعاولا مادختسلاا ةیمھأ دكؤی امم ،لافطلأا ضایر لافطأ ىدل يعامتجلاا
 باعللأل يعاولا مادختسلاا زیزعت يف مھسی امب راثلآا هذھب لافطلأا فیرعتو ،لافطلأا كولس يف ةیمقرلا باعللأا مادختسا ىلع ةبترتملا ةیبلسلاو ةیباجیلإا
 .ةیمقرلا
 .لافطلأا ضایر لافطأ ،يعامتجلاا كولسلا ،يناودعلا كولسلا ،ةیمقرلا باعللأا ،ةیمقرلا ایجولونكتلا :ةیحاتفملا تاملكلا
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Introduction 

 The use of digital technology has become 
one of the major developments in the contem-
porary world. At present, the number of digital 
devices has increased significantly due to their 
widespread availability and ease of use. This 
has led to a significant increase in the number 
of users, especially as the cost of these devices 
and related services has fallen. According to re-
cent estimates offered by the International Tel-
ecommunication Union, around 82% of the 
global population owns a smartphone (ITU, 
2025), making it easy for people of all ages, in-
cluding children, to access and use it. 
 Digital media content can exert influence on 
our values and behaviour. Recent studies (e.g., 
Gunawardhana & Palaniappan, 2015; 
Greitemeyer, 2014; Przybylski et al., 2010) 
have indicated that the availability of violent 
games through digital media devices can have 
a negative effect on the behaviour of the users 
especially children. However, there is still con-
troversy among researchers as to whether en-
gagement in violent digital games leads to real 
life violence. For instance, some researchers 
(e.g., Greitemeyer, 2014; Willoughby et al., 
2012) have suggested that viewing and/or par-
ticipating in violent games can lead to negative 
behaviours, while others dispute and argue 
against these findings (e.g., Williams & Skoric, 
2005; Ferguson & Rueda, 2010). Nonetheless, 
a growing body of research (Prot et al., 2014; 
Gentile et al., 2016) has found that exposure to 
violence in television and digital games over 
time can increase aggressive behaviour and af-
fect psychological and cognitive development. 
Other studies (e.g., Anderson & Bushman, 
2001; Burkhardt & Lenhard, 2022; Jiang et al., 
2023) have showed that the impact of aggres-
sive video games was immediate, yet long-term 
effects in the form of aggressive tendencies 
have also documented (Anderson et al., 2003; 
Anderson et al., 2010; Huesmann 1988). 
 Within this context, parents play a pivotal 
role in mediating the impact of digital gaming 
on their children by monitoring content, regu-
lating screen time, modeling appropriate tech-
nology use, and guiding children at the kinder-
garten stage toward balanced social 

interactions. However, the fast-paced develop-
ment of digital games, coupled with limited pa-
rental awareness of their psychological and be-
havioural implications, presents substantial 
technological challenges for families. Under-
standing parental perceptions is therefore es-
sential, as parents are not only primary gate-
keepers of children’s digital experiences but 
also key agents in shaping children’s behav-
ioural and social development in an increas-
ingly digital environment. Consequently, the 
present study seeks to investigate the effects of 
digital games on kindergarten children’s ag-
gressive and social behaviour from their par-
ents’ perspective, who are considered the first 
socialization agents in their children’s life and 
have a unique understanding of their behav-
iours. 

Literature review 

 With the invention of the computer, re-
searchers began to study the effect of this new 
technology on children, focusing mainly on 
children's learning and less on their behaviour 
and personality (e.g., Carlson & White, 1998; 
Elliott & Hall, 1997; Klein et al., 2000; McKe-
than et al., 2001). However, with the recent ad-
vancement in information and communication 
technologies (ICTs), new forms of digital tech-
nology have emerged, and are becoming a reg-
ular part of young children’s daily life. These 
technologies including iPads, tablets, 
smartphones, iPod Touch and much more, offer 
digital games and interactive media. A report 
from the US’s Common-Sense Media found 
40% of children had a tablet by age two and 
almost a quarter have their own smartphone by 
age eight. According to the report, gaming time 
increased by 65%. (CSM, 2025). 
 This widespread use of digital technology, 
especially digital games, by children has raised 
concerns among researchers about the potential 
dangers and the impact they could have on chil-
dren’s behaviour (e.g., Dakin & Chung, 2011; 
Ferguson, 2017; Hosale, 2013). Earlier studies 
investigated the effect of digital games on chil-
dren’s behaviour at schools (e.g., Milani et al., 
2015; Onwukwe et al., 2017; Sherry, 2001; 
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Sheikha, 2007; Wang et al., 2021). These stud-
ies reported a relationship between playing dig-
ital games and young children’s aggressive be-
haviour at school. 
 In support of the above findings, a more re-
cent meta-analysis by Prescott, Sargent, and 
Hull (2018) inspected 24 longitudinal studies 
involving over 17,000 participants aged 9 to 19 
years. This analysis found that exposure to vio-
lent video game content was positively related 
to later evident physical aggression even after 
controlling for baseline levels of aggression, 
highlighting that violent gaming may contrib-
ute to the emergence of aggressive behaviour 
over time. 
 While many studies, as illustrated above, 
have found that digital games have a negative 
effect on children behaviour, other studies (e.g., 
Granic et al., 2014; Green & Bavelier, 2012; 
Kuhn et al., 2019; Parkes et al., 2014; Przybyl-
ski & Weinstein, 2019) found that such an ef-
fect was no longer there at all. These studies re-
peatedly concluded that the effect of such 
games was minimal or nil. The studies also 
showed that digital games of all kinds could be 
used as being a learning tool of fun because of 
their multiple benefits. They can engage with 
the virtual world and simulate children's desires 
and inclinations in an attempt to increase their 
motivation and skills. The inconsistency of re-
sults regarding the effects of digital gaming 
among studies can be attributed to differences 
in participants’ age, content of violent gaming, 
and research methodology, which is generally 
experimental. It must be also stressed that iden-
tifying the cause-effect direction of digital 
games under experimental conditions in every-
day life may be not possible and difficult to as-
sess. 
 Therefore, the present study approaches the 
issue differently by scrutinizing the effect of 
digital games on kindergarten children’s ag-
gressive and social behaviour from their par-
ents’ perspective, and such a topic therefore 
distinguishes it from other studies. In addition, 
most of previous studies have focused on ele-
mentary school-age students, adolescents, and 
adults, whereas this study bridges a gap in the 
literature when concentrating on preschool 

children, as being a critical developmental pe-
riod. The researchers aimed to study both ag-
gressive and social behaviour as positive be-
haviour promotes social harmony and reduces 
children’s negative habits and emotional con-
flict. Negative and violent social behaviour can 
lead to social and psychological disorders that 
can contribute to aggressive behaviour result-
ing from gaming. This can create a sense of ir-
responsibility towards peers and society, guid-
ing to selfishness and a lack of acceptance and 
tolerance towards others whereby negative and 
aggressive behaviour. would be noted (Belhadj, 
2011; Sit et al., 2016). 
 
Study problem and questions 

 In recent years, digital games have become 
a mean form of entertainment among children 
(Isikoglu et al., 2021). Many of these games are 
of violent content (Parkes et al., 2014). This vi-
olence can lead to aggressive behaviour and in-
cidents that occur in schools, on the streets and 
in playgrounds so that it endangers children’s 
safety and violets society’ security. Bandura 
(1977) believes that individuals have an innate 
tendency to mimic the behaviour of others, 
even when they receive no reward or reinforce-
ment for doing so (Al-Zahir, 2004). Bandura’s 
theory states that much of what we have learned 
is resulted from observing the behaviour of oth-
ers, and it also confirms that people simply tend 
to observe the behaviour of others to learn par-
ticular behaviours, and then employ those ob-
servations as a guide for saving them from 
adopting new behaviours in the future. 
 Although Bandura’s theory is valuable in 
analyzing the potential impact of digital vio-
lence, it is also a general learning theory ap-
plied to other aspects of the effect of digital 
gaming (Nasr, 2015). Bandura points out that 
individuals practice their behaviour based on 
the reactions of others, especially those who are 
close to them. Moreover, individuals exercise 
their behaviour, whether being negative (e.g., 
prosocial behaviour, self-regulation and persis-
tence) or positive (e.g., aggressive behaviour 
and rule-breaking) depending on what is 
watched on television, and what is interacted in 
communication modes, or what is played in 
games in general. if those sorts of behaviour are 
rewarded, the person will repeat them and 
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mimic others. On the contrary, when these 
types of behaviour are received with punish-
ment, they can end and cannot be imitated (Al-
Warikat, 2013). 
 Therefore, the present study adopted Ban-
dura’s theory as being the most appropriate the-
oretical basis. The theory helps interpret the 
long-term effects of digital games on children, 
and how these games can guide them to learn 
various social skills by imitating what they see. 
Based on Bandura's theory, the researchers aim 
to investigate parents’ perspectives as far as the 
effect of digital games in general and violent 
games in particular on their kindergarten chil-
dren’s aggressive and social behaviour are con-
cerned. More specifically, the study seeks to 
answer the following research questions: 

1) What are parents’ perspectives on the 
effects of digital games on the emer-
gence of aggressive behaviour among 
their kindergarten children? 

2) What are parents’ perspectives on the 
effects of digital games on the social be-
haviour of their kindergarten children? 

3) Are there significant differences at (α = 
.05) in kindergarten children’s aggres-
sive behaviour and their social behav-
iour based on gender, parental educa-
tion level, and ownership of digital 
games? 
 

Methodology 
Participants 

As shown in Table 1, a total of 450 parents (188 
fathers and 262 mothers) of 4 to 6 year old kin-
dergarten children participated in the study. 
These parents were responsible for supervising 
their children’s digital game use and were 
therefore able to provide informed perceptions 
regarding the effects of digital games on their 
children. The study's participants were chosen 
from thirty-five kindergartens in Jordan's 
Mafraq province. The 35 kindergartens, repre-
senting 10% of those in the province, were pur-
posively selected and distributed across the 
three education directorates to facilitate access 
to parents of the children, which is the target 
age group of the study and to capture variation 

in children’s ownership of digital games and 
parental education levels. While this may limit 
generalizability, the sample provides meaning-
ful insights into the population. The selected 
kindergartens enrolled between approximately 
10 and 15 children each in the second semester 
of the school year 2024/2025. 

Table (1): Study participants. 

Variable Category Frequency Percent-
age 

Parents Father 188 41.8 
Mother 262 58.2 

Total 450 100 
 

Instrument 

 The study instrument was a quantitative 
questionnaire developed by the present re-
searchers to examine the effect of digital games 
on the aggressive and social behaviour of kin-
dergarten children from their parents’ perspec-
tive. The questionnaire comprised two fields, 
aggressive behaviour and social behaviour, 
which were derived from the related literature 
and based on the objectives of the present 
study. Table 2 presents the 23 items that made 
up the questionnaire: 

Table (2): Fields of study and the number of items 
belonging to each field. 

Field 
number 

Field Item 
number 

1 Aggressive behaviour 12 
2 Social behaviour 11 

Total 23 
 

Validity and reliability of the instrument 

 To verify the validity of the study instru-
ment, a group of educationalists and psycholo-
gists were asked to evaluate the instrument 
items, clarity of their content, and their ability 
to achieve the study objectives. Based on the 
experts' feedback and obtained scores, the Con-
tent Validity Index (CVI) was calculated and 
found to be 0.82. Hence, the content of the in-
strument was validated. To verify the reliability 
of the instrument, the Cronbach Alpha equation 
was employed to calculate the internal 
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consistency of the instrument, and the results 
are shown in Table 3. 

Table (3): Reliability coefficients "Cronbach Al-
pha" results 

Field Alpha 
value 

Aggressive behaviour 0.806 
Social behaviour 0.913 
Total degree of instrument 0.911 

 

 The instrument items were rated on a five-
point Likert. The responses to the items took 
five degrees (strongly agree, agree, neutral, dis-
agree, strongly disagree) and weights given 
were 5, 4, 3, 2, and 1 respectively. To determine 
the agreement level of each item, the following 
calculation was performed: 
High Score (5) - Lower Score (1) ÷ 3 (number 
of levels) = 1.33. The number 1.33 is the length 
of the category. Consequently, as presented in 
Table 4 the following categories will be 
adopted: 

Table (4): Classification of degree of Study instru-
ment items 

Category Degree 
1.00 -2.33 Low agreement 
2.34 - 3.67 Average agreement 
3.68 -5.00 High agreement 

 

Procedures 

 Initially, a letter of consent was prepared and 
sent to the administrations of the kindergartens 
under study and the children’s parents to obtain 
their consent for participation in the study. Sub-
sequently, the researchers gave the question-
naire to the kindergarten children and the chil-
dren passed it to their parents after seeking their 
permission. A total of 450 parents answered the 
items of the questionnaire. After data collec-
tion, the Statistical Package for Social Sciences 
(SPSS) was applied to analyse the data.  

 

 

 

 

Data Analysis 

 Data was analysed using the following 
methods within the Statistical Package for So-
cial Sciences (SPSS): 

• Simple statistical methods including 
frequencies, percentages, means, and 
standard deviations to describe the 
characteristics of the study sample 

• Cronbach Alpha to measure the internal 
consistency of study variables and di-
mensions. 

• Pearson correlation coefficient to test 
the validity of the study instrument. 

• One Sample T-Test to examine the sig-
nificance of differences between the 
mean of the answers and the mean of 
the hypothetical scale (3), which repre-
sents a neutral position. Likert-scale re-
sponses were treated as approximately 
interval data, consistent with common 
practice in educational and social sci-
ence research, allowing for meaningful 
comparison of mean scores against this 
neutral baseline. 

• An independent samples t-test to exam-
ine differences in parents’ perspectives 
based on gender, parental education 
level, and ownership of digital games. 

 
Results 

 The present study results are organized to 
cope with the research questions as follows: 

Question one: What are parents’ perspectives 
on the effects of digital games on the emer-
gence of aggressive behaviour among their kin-
dergarten children? 

 To answer the first question, a one-sample t-
test was conducted to compare the mean re-
sponses for each item related to aggressive be-
haviour against the hypothetical mean of the 
scale and results reported in Table 5. 
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Table (5): Results of a one-sample t-test to investigate parents’ perspectives on the effect of digital games on 
the emergence of their kindergarten children’s aggressive behaviour. 

Item 
number 

 Items Mean SD t-value DF Sig. 
level 

Degree 

1 I notice my child practicing vio-
lence after the completion of the 
game. 

3.47 1.61 6.177 449 0.000* Average 

2 My child practices aggressive 
movements seen in the game on 
the kindergarten classmates. 

3.65 1.55 8.970 449 0.000* Average 

3 My child tends to play aggressive 
games. 

3.44 1.68 5.593 449 0.000* Average 

4 My child feels like one of the play-
ers in the game. 

3.19 1.67 2.424 449 0.000* Average 

5 My child loves violent digital 
games. 

3.40 1.67 5.077 449 0.000* Average 

6 My child exchanges violent games 
with his friends. 

3.10 1.38 1.464 449 0.144 Average 

7 My likes playing on the computer 
more than playing with his friends. 

3.27 1.42 3.978 449 0.000* Average 

8 Digital games make my child feel 
strong. 

3.45 1.27 7.445 449 0.000* Average 

9 Digital games affect my child's ac-
ceptance of criticism. 

3.26 1.35 4.114 449 0.000* Average 

10 My child does not respond to the 
teacher's directions in kindergarten. 

3.31 1.32 5.019 449 0.000* Average 

11 My child acts aggressively with us. 3.21 1.43 3.109 449 0.002* Average 
12 Digital technology causes anxiety 

in my child. 
3.31 1.40 4.658 449 0.000* Average 

Total score   0.84 449 0.000*  
* The differences are statistically significant at (α = .05). 

 The test results, as shown in Table 5, indi-
cate significant differences (at α = 0.05) for 
most items, suggesting that parents perceive a 
significant relationship between digital games 
and their children’s aggressive behaviours. For 
instance, the item assessing the children’s ob-
servation of practicing violence after playing 
game had a mean score of 3.47 (SD = 1.61), 
with a t-value of 6.177 (p< 0.001). Similarly, 
the item related to children practicing aggres-
sive movements against their classmates 
showed the highest mean score (M = 3.65, SD 
= 1.55), with a t-value of 8.970 (p< 0.001). 
Other notable findings include the preference 
for aggressive games (M = 3.44, SD = 1.68, t = 
5.593, p< 0.001) and the feeling of being like a 
player in the game (M = 3.19, SD = 1.67, t = 
2.424, p< 0.001). 
 The data also reveal significant results con-
cerning children’s love of violent digital games 

(M = 3.40, SD = 1.67, t = 5.077, p< 0.001), their 
feeling of strength associated with playing 
game (M = 3.45, SD = 1.27, t = 7.445, p< 
0.001), their difficulties in accepting criticism 
(M = 3.26, SD = 1.35, t = 4.114, p< 0.001), and 
their aggressive interactions with family mem-
bers (M = 3.21, SD = 1.43, t = 3.109, p = 0.002). 
However, one item, which measured the chil-
dren’s tendency to exchange violent games 
with friends, did not yield significant results (p 
= 0.144), indicating less agreement among par-
ents with this behaviour. The total score for the 
factor of aggressive behaviour was also signif-
icantly different from the hypothetical mean (t 
= 0.84, p< 0.001). The notion, which digital 
games are perceived as influential in fostering 
aggression among kindergarten children, is fur-
ther supported. 
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Question two: What are parents’ perspectives 
on the effects of digital games on the social be-
haviour of their kindergarten children? 

 To answer the second question, a one-sam-
ple t-test was conducted. The analysis 

 compared the mean responses for each item to 
the social behaviour scale with the hypothetical 
mean of the scale and results presented in Table 
6.  

 

Table (6): Results of a one-sample t-test to investigate parents’ perspectives on the effect of digital games on 
their kindergarten children’s social behaviour. 

Item 
number 

Items Mean SD t-value DF Sig. level Degree 

1 My child prefers playing with digi-
tal games to going out. 

3.83 1.43 12.274 449 0.000* High 

2 My child prefers playing on the 
computer to mixing with others. 

3.76 1.47 10.898 449 0.000* High 

3 My child prefers playing with digi-
tal games to eating meals. 

3.08 1.62 1.018 449 0.309 Average 

4 Digital games provide relief for par-
ents from their children's problems. 

2.95 1.59 -0.652 449 0.515 Average 

5 My child prefers spending time on 
digital games to sitting with the 
family. 

3.01 1.64 
0.086 449 0.931 

Average 

6 Digital games make the child active. 2.89 1.78 -1.348 449 0.178 Average 
7 Digital games make children more 

attached to staying indoors. 
2.97 1.81 -0.366 449 0.715 Average 

8 Digital games contribute to isolation 
in children. 

2.96 1.76 -0.535 449 0.593 Average 

9 Digital games stimulate the child to 
think  

3.83 1.50 11.760 449 0.000* High 

10 Children who play digital games 
tend to dislike playing physical 
games. 

3.80 1.51 
11.158 449 0.000* 

High 

11 My child prefers computer play to 
engaging with friends. 

3.67 1.59 8.938 449 0.000* Average 

Total score 3.34 0.84 3.80 449 0.000* Average 
* The differences are statistically significant at (α = .05). 

 The test results, as shown in Table 6, reveals 
several statistically important findings (at α = 
0.05), indicating that parents perceive a notable 
impact of digital games on their children’s so-
cial behaviour. The item with the highest mean 
score, "My child prefers playing with digital 
games to going out" (M = 3.83, SD = 1.43), had 
a t-value of 12.274 (p< 0.001), suggesting a 
strong parental agreement. Similarly, the item 
"My child prefers playing on the computer to 
mixing with others" (M = 3.76, SD = 1.47) 
showed a significant t-value of 10.898 (p< 
0.001). The preference for playing computer 
over physical games (M = 3.80, SD = 1.51, t = 
11.158, p< 0.001) and the stimulation of think-
ing of digital games (M = 3.83, SD = 1.50, t = 

11.760, p< 0.001) were also crucial, highlight-
ing specific behavioural patterns. 
 In contrast, several items did not elucidate 
statistically outstanding results. These include 
preferences of digital games over eating meals 
(M = 3.08, SD = 1.62, p = 0.309), the percep-
tion that digital games provide some sort of par-
ents’ relief from their children's problems (M = 
2.95, SD = 1.59, p = 0.515), and the belief that 
digital games contribute to make children in-
creasingly attach to staying indoors (M = 2.97, 
SD = 1.81, p = 0.715). Other non-significant 
findings pertain to the contribution of digital 
games to children’s isolation (M = 2.96, SD = 
1.76, p = 0.593) and their role played in increas-
ing activity levels (M = 2.89, SD = 1.78, p = 
0.178). 
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 The total score for the social behaviour scale 
was significantly higher than the hypothetical 
mean (M = 3.34, SD = 0.84, t = 3.80, p< 0.001), 
pointing out that parents generally perceive 
digital games as having an influence on their 
children’s social behaviour, with a tendency to-
ward reducing social interaction on the one 
hand, and increasing preference for solitary 
digital activities on the other. 

Questions three: Are there significant differ-
ences at (α = .05) in the kindergarten children’s 

aggressive behaviour and social behaviour 
based on gender, parental education level, and 
ownership of digital games? 

 To answer the third question, the independ-
ent samples t-test was used as follows. 

First: Testing differences in the emergence of 
aggressive behaviour based on differences in 
gender, parental education level, and owner-
ship of a digital game.  
 

Table (7): Means, standard deviations, and the independent samples t-test results of aggressive behaviour by 
gender, parental level of education, ownership of digital games. 

Variable Variable cate-
gory 

No. M SD t-value DF Sig. 
level 

Effect 
Size 

Child gender Male 212 3.03 0.82 7.921 448 0.000*  0.74 Female 238 3.61 0.75 
Owning a digital game Yes 121 3.49 0.81 2.374 448 0.018*  0.26 No 329 3.28 0.84 
Father education level Less than BS 91 3.23 0.73 1.423 448 0.155 0.17 Higher than BS 359 3.37 0.86 
Mother education level Less than BS 251 3.32 0.85 0.428 448 0.669 0 .05 Higher than BS 199 3.36 0.82 

* Differences are statistically significant at (α = .05).  

 Table 7 displays the results of the independ-
ent samples t-test. The findings illustrate piv-
otal variations attributable to gender, namely 
females achieve a higher score than males, and 
to ownership of a digital game, i. e. digital 
game owners exhibit more aggressive behav-
iour. The calculated t-values were 7.921 and 
2.374, respectively, and the significance level 
of these values was greater than the tabulated t-

value at degrees of freedom of 448, which was 
1.96. Conversely, the results did not reveal any 
significant differences associated with the level 
of parents’ education. 

Second: Testing differences in social behaviour 
based on differences in gender, parental edu-
cation level, ownership of digital games.  

 
Table (8): Means, standard deviations and the independent samples t-test results of social behaviour change 
by gender, parental level of education, ownership of digital games. 

Variable Variable category No. M SD t-value DF Sig. level Effect 
Size 

Child gender Male 212 2.77 1.09 9.392 448 0.000*  0.89 Female 238 3.70 1.01 
Owning a digital game Yes 121 3.21 1.16 0.543 448 0.588 0.6 No 329 3.28 1.14 
Father education level Less than BS 91 3.24 1.18 0.222 448 0.825 0.03 Higher than BS 359 3.27 1.14 
Mother education level Less than BS 251 3.24 1.08 0.444 448 0.657 0.04 Higher than BS 199 3.29 1.23 

* Differences are statistically significant at (α = .05). 
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 The results of the independent samples t-test 
as shown in Table 8, illustrated important dif-
ferences in gender whereby females show a 
considerable change in social behaviour. The 
calculated t-value of this difference was 9.392, 
which was higher than the tabulated t-value at 
degrees of freedom of 448 (1.96). However, 
there were no significant differences in the 
change of social behaviour due to differences in 
the level of parental education or ownership of 
digital games. 
 

Discussion 

 The present study investigated parents’ per-
spectives on how digital games affect their kin-
dergarten children, focusing on aggressive and 
social behaviours, as well as possible differ-
ences related to child gender, parental educa-
tion, and ownership of digital games. The dis-
cussion below interprets these findings within 
the context of existing theories and empirical 
evidence, while recognising the observational 
nature of the study. 
 The first research question raised in this 
study concerned parents' perspectives regard-
ing the impact of video games on the develop-
ment of aggressive behaviour in their kinder-
garten children. Children's exposure to digital 
games was seen by parents as positively corre-
lated with aggressive behaviours, especially vi-
olent role-playing and imitation. These views 
are consistent with Bandura's Social Learning 
Theory (Bandura, 1977), which states that chil-
dren learn and replicate behaviours observed in 
their environment, including media characters. 
The results also support the General Aggres-
sion Model (Anderson & Bushman, 2002), 
which links exposure to violent media with in-
creased aggressive thoughts, feelings, and ac-
tions but is not a cause per se. Moreover, par-
ents’ observations that their children immerse 
themselves in violent character roles corre-
spond with empirical research highlighting that 
identification with aggressive characters may 
intensify emotional and behavioural responses 
(Przybylski et al., 2010; Kjærvik & Bushman, 
2021; Gao et al., 2023). 
 In addition to aggressive manifestations, 

parents reported broader behavioural and emo-
tional concerns observed in their children, in-
cluding reduced social interaction, increased 
anxiety, and difficulties responding to author-
ity. Previous studies have similarly associated 
extensive digital game engagement with dis-
ruption in early social and emotional develop-
ment (Gentile et al., 2004; Twenge & Camp-
bell, 2009). The non-significant finding related 
to children exchanging violent games with 
peers suggests that such behaviours may be 
more indicative of social bonding than aggres-
sive tendencies. This interpretation is supported 
by Granic et al. (2014), who underscore the im-
portance of social context of gaming in shaping 
behavioural outcomes. Overall, these findings 
highlight the importance of parental awareness 
and mediation of children’s digital game use, 
within the interpretive limits of an observa-
tional design. 
 The second research question asked in this 
study addressed parents’ perspectives on the ef-
fect of digital games on the social behaviour of 
their kindergarten children. Parents reported a 
mild yet statistically significant negative ten-
dency in their children’s social behaviour, spe-
cifically in relation to physical activities and 
peer interactions. The finding that children’s 
preference for digital games over outdoor play 
is consistent with empirical evidence indicating 
that screen-based activities may supplant so-
cially and physically beneficial experiences 
during early stages of child development (Boer 
et al., 2020; Domoff et al., 2020; Ellis et al., 
2021). At the same time, parents acknowledged 
potential cognitive benefits for digital gaming, 
such as stimulation of thinking skills. This find-
ing ties with a recent study conducted by Malo-
ney et al. (2022). It shows that certain types of 
games, particularly those requiring problem-
solving or strategy, can enhance cognitive abil-
ities and creative thinking. 
 The above results are consistent with the 
dual nature of digital games. That is, while dig-
ital games may provide cognitive stimulation 
and creative benefits, they also create some 
kind of risks concerning physical activity and 
social interaction. Thus, to reap the benefits of 
digital games, parents need to carefully monitor 
and balance their children gaming practices. In 
addition, research is encouraged to further ex-
plore the conditions under which digital games 
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can support rather than hinder young children's 
social and emotional development. 
 The neutral responses to items related to so-
cial isolation and gaming during meals suggest 
that not all children are equally affected by dig-
ital games. This finding aligns with the Differ-
ential Susceptibility to Media Effects Model 
(Valkenburg & Peter, 2021), which theorizes 
that media effects depend on personal, social, 
and situational factors and supported with evi-
dence highlighting the role of individual differ-
ences and situational factors in shaping the ef-
fect of gaming (Verheijen et al., 2019). 

 The final research question investigated 
whether significant differences existed in ag-
gressive and social behaviour based on child 
gender, parental education level, and owner-
ship of digital games. findings indicated signif-
icant differences in aggressive behaviour 
among kindergarten children based on gender 
and ownership of digital games. Parents re-
ported higher levels of aggressive behaviour 
among female children. This result challenges 
traditional assumptions associating aggression 
more strongly with males. This gender dispar-
ity may be interpreted by social and environ-
mental factors, such as differences in how chil-
dren spend their time. Female children might 
spend more time playing digital games indoors, 
where exposure to aggressive content could re-
inforce their aggressive behaviours. Con-
versely, male children may spend more time in 
outdoor activities, which could reduce their ex-
posure to digital games and mitigate their ag-
gressive tendencies. However, further research 
is needed, particularly qualitative studies, to 
help unpack the specific types and contexts of 
aggressive behaviour observed in children. 
 Ownership of digital games was associated 
with higher perceived levels of aggression, a 
finding that is supported by recent meta-analyt-
ical evidence suggesting that consistent expo-
sure to violent digital content is linked with 
children’s increased aggression (Burkhardt & 
Lenhard, 2022; Prescott et al., 2018). While 
earlier research linked higher parental educa-
tion to more regulated media environments 
(Bornstein et al., 2003), the absence of differ-
ences in aggressive behaviour based on paren-
tal education level found in this study could be 
attributed to the sample characteristics or other 
mediating variables, such as socioeconomic 

status or parental involvement whose examina-
tion is not directly conducted in this study. 
Therefore, these results should be interpreted 
cautiously. 
 To summarize, the above discussion high-
lights that parents perceive both risks and ben-
efits of digital game use in early childhood. 
Digital games were associated with increased 
aggressive tendencies and decreased prosocial 
behaviour, whilst also being perceived as 
providing cognitive gains. It is of note that 
these findings show associations, not causality 
and must be taken in the context of a cross-sec-
tional design. To this end, the present findings 
underscore the significance of balanced and 
guided use of digital games through which age-
appropriate game content is selected and paren-
tal supervision is employed and ultimately 
point to the need for future longitudinal and 
qualitative research to further understand the 
complex relationship between digital games 
and children’s social and emotional develop-
ment. 

Recommendations and Implications 

 Based on the study findings, several im-
portant recommendations and implications can 
be devised for parents, educators, and policy-
makers, as well as researchers. First, the study 
highlights the likelihood of aggressive behav-
iours and diminished social interaction is asso-
ciated with children’s exposure to violent or 
overly immersive games. Therefore, inclusive 
educational interventions should be introduced 
to parents at all educational levels to guide 
them in the selection of age-appropriate games, 
monitor digital play, and foster positive social 
behaviour. 
 Second, kindergarten educators should in-
corporate media literacy and social-emotional 
learning experiences that allow children to 
make sense of behaviour showed in digital 
games and expand on positive behavioural 
models within off-screen contexts. These kinds 
of interventions might be able to improve chil-
dren’s self-regulation, cooperation, or prosocial 
behaviours. At the policy level, the results high-
light the need for explicit guidelines and sup-
portive structures that help families and early 
childhood educators to handle children’s digital 
game exposure. 
 Finally, further research is recommended to 
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explore how factors such as socioeconomic sta-
tus, parental involvement, and cultural influ-
ences mediate the effects of gaming on aggres-
sion and social behaviour. Longitudinal re-
search could offer deeper insights into how 
these behaviours evolve over time, while qual-
itative studies may uncover the specific mech-
anisms through which children engage with 
digital games. The observed gender differences 
and the role played by game ownership in in-
fluencing behaviour also merit extra explora-
tion to develop gender-sensitive and context-
specific strategies. 

Limitations 

 This study has a few limitations worth not-
ing. First, the cross-sectional design of the 
study relied solely on parental self-reports, 
without complementary data from children, 
teachers, or objective measures, which may be 
subject to social desirability bias. Second, some 
characteristics of digital game use, such as 
game type, duration of gameplay, or parental 
mediation strategies were not controlled, which 
may differentially impact children’s behaviour.  
Finally, the sample was drawn from a single 
province (Mafraq), which may limit the gener-
alizability of the findings. Despite these limita-
tions, the study provides valuable insights and 
contributes to a deeper understanding of the 
topic within its specific context. 
 
Disclosure Statement 

- This study was not derived from a thesis 
or dissertation. 

- Ethical approval and informed con-
sent: The study was conducted in ac-
cordance with relevant ethical guide-
lines and standards. All participants 
provided informed consent before their 
participation in the study. 

- Availability of data and materials: 
The datasets generated and/or analyzed 
during the current study are available 
from the corresponding author upon 
reasonable request. 

- Author contribution: All authors con-
tributed equally to the writing and data 
analysis of this manuscript. 

- Author Contributions: All authors 
contributed equally to the 

conceptualisation, data analysis, and 
writing of the manuscript. 

- Conflict of interest: There are no con-
flicts of interest. 

- Declaration of funding: No funding 
was received. 

Acknowledgements: The authors gratefully 
acknowledge the editorial board and reviewers 
of An-Najah University Journal for Research 
– B (Humanities) for their valuable feedback 
and constructive comments, which helped im-
prove the quality of this manuscript 
 
References 

– Al-Warikat, A. A. (2013). Criminology the-
ories (1st ed.). Wael Publishing and Distri-
bution. 

– Al-Zahir, Q. (2004). Behaviour modifica-
tion. Wael House for Publishing and Distri-
bution,  Amman, Jordan. 

– Anderson, C. A., & Bushman, B. J. (2002). 
Human aggression. Annual Review of 
 Psychology,  53, 27-51. 
https://doi.org/10.1146/an-
nurev.psych.53.100901.135231 

– Anderson, C. A., & Bushman, B. J. (2001). 
Effects of violent video games on aggres-
sive  behaviour, aggressive cognition, ag-
gressive affect, physiological arousal, and 
prosocial  behaviour: A meta-analytic re-
view of the scientific literature. Psycholog-
ical Science,  12(5), 353-359. 
https://doi.org/10.1111/1467-9280.00366. 

– Anderson, C. A., Berkowitz, L., Donner-
stein, E., Huesmann, R. L., Johnson, J. D., 
Linz, D.,  Malamuth, N. M., & Wartella, 
E. (2003). The influence of media violence 
on youth.  Psychological Science in the 
Public Interest, 4(3), 81-110. 
https://doi.org/10.1111/j.1529-
1006.2003.pspi_1433.x 

– Anderson, C. A., Shibuya, A., Ihori, N., 
Swing, E. L., Bushman, B. J., Sakamoto, 
A., &  Saleem, M. (2010). Violent video 
game effects on aggression, empathy, and 
prosocial  behaviour in Eastern and West-
ern countries: A meta-analytic review. Psy-
chological  Bulletin, 136(2), 151-173. 
https://doi.org/10.1037/a0018251 



13/14 
ANUJR-B. Vol. ××  (×), ××××                 Published: An-Najah National University, Nablus, Palestine 

– Bandura, A. (1977). Social learning theory. 
Prentice Hall. 

– Belhadj, F. (2011) Psychosocial compati-
bility and its relationship to the motivation 
to learn  among adolescents studying in 
secondary education, Algeria, Faculty of 
Arts and  Human  Sciences, University of 
Mouloud Mammeri. 

– Boer, M., Stevens, G. W. J. M., Finkenauer, 
C., & Van den Eijnden, R. J. J. M. (2020). 
 Attention deficit hyperactivity disorder-
symptoms, social media use intensity, and 
social  media use problems in adolescents: 
Investigating directionality. Child Develop-
ment,  91(4), e853-e865. 
https://doi.org/10.1111/cdev.13334 

– Bornstein, M. H., Davidson, L., Keyes, C. 
L. M., & Moore, K. A. (Eds.). (2003). Well-
being:  Positive development across the 
life course. Lawrence Erlbaum Associates 
Publishers. 

– Burkhardt, J., & Lenhard, W. (2022). A 
meta-analysis on the longitudinal, age-de-
pendent effects  of violent video games on 
aggression. Media Psychology, 25(3), 499-
512. 
https://doi.org/10.1080/15213269.2021.19
80729 

– Carlson, S., & White, S. (1998). The effec-
tiveness of a computer program in helping 
 kindergarten students learn the concepts 
of left and right. Journal of Computing in 
 Childhood Education, 9(2), 133-147. 

– CSM. (2025). The 2025 Common Sense 
Census: Media Use by Kids Zero to Eight. 
https://www.commonsensemedia.org/re-
search/the-2025-common-sense-census-
media- use-by- kids-zero-to-eight 

– Dakin, P., & Chung, E. (2011). Tech addic-
tion symptoms rife among students. CBC 
News. http://www.cbc.ca/news/technol-
ogy/tech-addiction-symptoms-rife-among-
studet-1.994827. 

– Domoff, S. E., Borgen, A. L., & Radesky, 
J. S. (2020). Interactional theory of child-
hood  problematic media use. Human Be-
haviour and Emerging Technologies, 2(4), 
341-349. https://doi.org/10.1002/hbe2.210 

– Elliott, A., & Hall, N. (1997). The impact 
of self-regulatory teaching strategies on 
‘‘at-risk’’  preschoolers mathematical 
learning in a computer mediated 

environment. Journal of  Computing in 
Childhood Education, 8, 187-198. 

– Ellis, L. A., Zarate, D., & Mathur, A. 
(2021). Mental health in the age of COVID-
19: A review  of the existing literature. 
Journal of Affective Disorders, 287, 145-
153. 
https://doi.org/10.1016/j.jad.2021.03.054 

– Ferguson, C. J. (2017). Everything in mod-
eration: Moderate use of screens unassoci-
ated with  child behavior problems. Psy-
chiatric Quarterly, 88(4), 797-805. 
 https://doi.org/10.1007/s11126-016-
9486-3 

– Ferguson, C. J., & Rueda, S. M. (2010). The 
Hitman study: Violent video game expo-
sure effects  on aggressive behavior, hos-
tile feelings, and depression. European 
Psychologist, 15(2),  99-108. 
https://doi.org/10.1027/1016-040/a000010 

– Gao, X., Li, Y., & Wang, P. (2023). Is play-
ing violent video games a risk factor for 
 aggressive behaviour? A longitudinal 
study among Chinese adolescents. Fron-
tiers in   Psychology, 14, Article 
1155807. 
https://doi.org/10.3389/fpsyg.2023.115580
7 

– Gentile, D. A., Lynch, P. J., Linder, J. R., & 
Walsh, D. A. (2004). The effects of violent 
video  game habits on adolescent hostility, 
aggressive behaviours, and school perfor-
mance.  Journal of Adolescence, 27(1), 5-
22. https://doi.org/10.1016/j.adoles-
cence.2003.10.002 

– Gentile, D., Bender, P., & Anderson, C. A. 
(2016). Violent video game effects on sali-
vary  cortisol, arousal, and aggressive 
thoughts in children. Computers in Human 
Behavior,  70, 39-43. 
https://doi.org/10.1016/j.chb.2016.12.045 

– Granic, I., Lobel, A., & Engels, R. C. M. E. 
(2014). The benefits of playing video 
games.  American Psychologist, 69(1), 66–
78. https://doi.org/10.1037/a0034857 

– Green, C. S., & Bavelier, D. (2012). Learn-
ing, attentional control, and action video 
games.  Current Biology, 22(6), R197-
R206. 
https://doi.org/10.1016/j.cub.2012.02.012 

– Greitemeyer, T. (2014). Intense acts of vio-
lence during video game play make daily 
life  aggression appear innocuous: A new 



14/14 
ANUJR-B. Vol. ××  (×), ××××                 Published: An-Najah National University, Nablus, Palestine 

 

mechanism why violent video games in-
crease  aggression. Journal of Experi-
mental Social Psychology, 50, 52–56. 
https://doi.org/10.1016/j.jesp.2013.09.004 

–  
– Gunawardhana, L. K. P. D., & Palaniappan, 

S. (2015). Psychology of digital games and 
its  effects to its users. Creative Educa-
tion, 6(16), 1726-1732. 
https://doi.org/10.4236/ce.2015.616174 

– Hosale, S. (2013). 25 Negative effects of 
technology. RooGirl. http://roogirl.com/25-
negative-effects-of-technology/. 

– Huesmann, L. R. (1988). An information 
processing model for the development of 
aggression.  Aggressive Behav-
iour,14(1),13-24. 
https://doi.org/10.1002/1098-
2337(1988)14:1<13::AID-
AB2480140104>3.0.CO;2-J 

– Isıkoglu, N., Erol, A., Atan, A., & Aytekin, 
S. (2021). A qualitative case study about 
overuse  of digital play at home. Current 
Psychology. 
https://doi.org/10.1007/s12144-021-
01442-y 

– International Telecommunication Union 
(ITU). (2025). Measuring digital develop-
ment: Facts and Figures 2025. ITU. 
https://www.itu.int/itu-d/reports/statis-
tics/facts-figures-2025/ 

– Jiang, S., Shen, H., & Lin, Y. (2023). Short-
term effects of competitive video games on 
 aggression: An event-related potential 
study. Brain Sciences, 13(6), 904. 
 https://doi.org/10.3390/brain-
sci13060904 

– Kjærvik, S. L., & Bushman, B. J. (2021). 
The link between narcissism and aggres-
sion: A  meta- analytic review. Psychologi-
cal Bulletin, 147(5), 477–503. 
https://doi.org/10.1037/bul0000323 

– Klein, P. S., Nir-Gal, O., & Darom, E. 
(2000). The use of computers in kindergar-
ten, with or  without adult mediation: Ef-
fects on children’s cognitive performance 
and behavior.  Computers in Human Be-
havior, 16(6), 591-608. 
https://doi.org/10.1016/S0747-
5632(00)00027-3 

– Kuhn, S., Kugler, D. T., Schmalen, K., 
Weichenberger, M., Witt, C., & Gallinat, J. 

(2019). Does  playing violent video games 
cause aggression? A longitudinal interven-
tion study.  Molecular Psychiatry, 24(8), 
1220-1234. 
https://doi.org/10.1038/s41380-018-0031-
7 

– Maloney, A. E., Schaefer, S. M., & Da-
vidson, R. J. (2022). The role of digital 
technology in  children’s flourishing dur-
ing the COVID-19 pandemic: A double-
edged sword. Child  Development Per-
spectives, 16(1), 45–51. 
https://doi.org/10.1111/cdep.12435 

– McKethan, R., Everhart, B., & Sanders, R. 
(2001). The effects of multimedia software 
 instruction and lecture-based instruction 
on learning and teaching cues of manipula-
tive  skills on preservice physical education 
teachers. Physical Educator, 58(1), 2–13. 

– Milani, L., Camisasca, E., Caravita, S. C. 
S., Ionio, C., Miragoli, S., & Di Blasio, P. 
(2015).  Violent video games and children’s 
aggressive behaviors: An Italian study. 
SAGE Open,  5(3), 1–10. 
https://doi.org/10.1177/215824401559942
8 

– Nasr, H. (2015). Media theories. Beirut, 
Lebanon, University Book House. 

– Onwukwe, L., Njemanze, V., Njoku, E., & 
Obia, W. (2017). Effects of violent video 
games  and violent movies on aggressive 
behaviour of children in Imo State, Nigeria. 
 American Journal of Psychology and 
Cognitive Science, 3(1), 1-7. 

– Parkes, A., Sweeting, H., Wight, D., & 
Henderson, M. (2014). Do television and 
electronic  games predict children’s psy-
chosocial adjustment? Longitudinal re-
search using the UK  Millennium Cohort 
Study. Archives of Disease in Childhood, 
98(5), 341–348. 
https://doi.org/10.1136/archdischild-2011-
301508 

– Prescott, A. T., Sargent, J. D., & Hull, J. G. 
(2018). Meta-analysis of the relationship 
between  violent video game play and 
physical aggression over time. Proceedings 
of the National  Academy of Sciences, 
115(40), 9882-9888. 
https://doi.org/10.1073/pnas.1611617114 

– Prot, S., Anderson, C. A., Gentile, D. A., 
Brown, S. C., & Swing, E. L. (2014). The 



15/14 
ANUJR-B. Vol. ××  (×), ××××                 Published: An-Najah National University, Nablus, Palestine 

positive  and negative effects of video 
game play. In A. Jordan & D. Romer (Eds.). 
Media and the  Well-Being of Children 
and Adolescents (109-128). New York: Ox-
ford University Press. 
 

– Przybylski, A. K., & Weinstein, N. (2019). 
Violent video game engagement is not as-
sociated  with adolescents’ aggressive be-
haviour: Evidence from a registered report. 
Royal Society  Open Science, 6(2), 
171474. 
https://doi.org/10.1098/rsos.171474 

– Przybylski, A. K., Rigby, C. S., & Ryan, R. 
M. (2010). A motivational model of video 
game  engagement. Review of General 
Psychology, 14(2), 154-166. 
 https://doi.org/10.1037/a0019440 

– Sheikha, H. (2007). TV programs and digi-
tal culture and its relationship to aggressive 
 behaviour and weaken sensitivity in chil-
dren, unpublished master thesis, Faculty of 
 Education, Damascus. 

– Sherry, J. L. (2001). The effects of violent 
video games on aggression: A meta-analy-
sis. Human  Communication Research, 
27(3), 409-431. 
https://doi.org/10.1111/j.1468-
2958.2001.tb00787.x 

– Sit, C., lam, J., & Mckenzie, T. (2016) Chil-
dren use of electronic games: choice of 
game  mode  and challenge levels. In-
ternational Journal of Pediatrics, 12(4) 
1687-9759. 
https://doi.org/10.1155/2010/218586 

– Twenge, J. M., & Campbell, W. K. (2009). 
The narcissism epidemic: Living in the age 
of  entitlement. Free Press. 

– Valkenburg, P. M., & Peter, J. (2021). The 
differential susceptibility to media effects 
model:  A review of its utility in communi-
cation research. Journal of Communication, 
71(2),  358-377. 
https://doi.org/10.1093/joc/jqab006 

– Verheijen, G. P., Burk, W. J., Stoltz, S. E. 
M. J., van den Berg, Y. H. M., & Cillessen, 
A. H.  N. (2019). Friend influence and 
susceptibility to peer pressure during ado-
lescence: The  role of affective decision 
making. Journal of Research on Adoles-
cence, 29(3), 636-651. 
https://doi.org/10.1111/jora.12400 

– Wang, Q., Zhu, H., & Bian, Y. (2021). Lon-
gitudinal associations between digital tech-
nology use  and adolescent development: 
A literature review and narrative synthesis. 
Computers in  Human Behavior, 123, 
106901. 
https://doi.org/10.1016/j.chb.2021.106901 

– Williams, D., & Skoric, M. (2005). Internet 
fantasy violence: A test of aggression in an 
online  game. Communication Mono-
graphs, 72(2), 217-233. 
 https://doi.org/10.1080/03637750500111
781 

– Willoughby, T., Adachi, P. C., & Good, M. 
(2012). A longitudinal study of the associa-
tion  between violent video game play and 
aggression among adolescents. Develop-
mental  Psychology, 48, 1044-1057. 
https://doi.org/10.1037/a0026047 

 

 

 

 

 

 

 

 


