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ABSTRACT  

Background: Violence and aggression are prevalent in most of videogames and 

TV cartoons. The effect of media violence on children aggressive behavior has 

been a focus of public concern. 

Objective: To throw light on the association of violent media/video games with 

the attitude and behavior of primary school children. 

Methods: This study was conducted in Baghdad city during the period from the 

first of February through December 2015. A multistage probability sampling 

was adopted to collect 1000 student from 55 primary school. Assessment of 

aggressive attitude, aggressive behaviors (physical and verbal) and anger 

was done according to standard scales measures. 

Results: The number of boys who play electronic games was 615 (90.2% of all 

boys) and girls 250 (78.6 of all girls %), 27.7% of the sample reported 

playing electronic games since more than five years, 69.7% were playing 

daily. Of those playing; 53.1% spent five hours or less playing during all 

five schooling days, 36.0% spent 5-10 hours, and 10.9% spent more than 10 

hours. A significant association was found between playing violent games 

and reporting aggressive attitudes. (p<0.0001). Moderate-high attitudes were 

seen more (13.2%) in those exposed to violent games almost all days of the 

week compared to 2.4% in those exposed for one day (p<0.0001). Among 

children exposed to violent media, 35.4% reported having physical 

aggression in comparison to those not exposed (4.9%) (p<0.0001). 11.1% of 

children who play violent games reported anger state versus 1.6% in those 

who do not play (p<0.0001).  

Conclusion: Children play violent games showed more aggressive attitudes than 

those don’t play. Boys and girls that expose to both violent games and TV 

have higher rates of physical aggression, verbal aggression and anger than 

those expose to games or TV alone.   
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 تأثير البراهج التلفسيىنية وألعاب الفيذيى على السلىك العذواني بين الأطفال

 في الوذارش الابتذائية في بغذاد
 ا.د. رياض خضير لفته و ا.م.د. وليذ عارف تىفيق وزهلائهن

 أهيركا-بحث هنشىر في هجلة الورض والصحه العالوية
 الخلاصة:

صبئدح فٍ ٍؼظٌ أىؼبة اىفُدَى واىسصىً اىَزحسمخ فٍ اىزيفزَىُ. مبُ رأثُس اىؼْف اىؼْف واىؼدواُ الخلفية: 

 فٍ وصبئو الإػلاً ػيً اىضيىك اىؼدواٍّ الأطفبه ََثو ٍحىز اهزَبً اىجَهىز.

لإىقبء اىضىء ػيً اىسثظ ثُِ وصبئظ الإػلاً واىفُدَى اىؼُْفخ الأىؼبة ٍغ اىَىقف واىضيىك ىدي الهذف: 

 .الاثزدائُخأطفبه اىَدازس 

أجسَذ هرٓ اىدزاصخ فٍ ٍدَْخ ثغداد خلاه اىفزسح ٍِ الأوه ٍِ شجبط/فجساَس خلاه مبّىُ طريقة البحث: 

طبىت ٍِ اىَدزصخ  1000. واػزَد احزَبه ٍزؼدد اىَساحو لأخر ػُْبد ىجَغ 2015الأوه/دَضَجس 

جدٍّ واىيفظٍ( واىغضت وفقب . وأّجز رقٌُُ اىَىقف اىؼدواٍّ واىضيىمُبد اىؼدواُّخ )اى55الاثزدائُخ 

 ىيَقبَُش اىَؼُبزَخ اىزداثُس.

 250% ٍِ جَُغ الأولاد( واىفزُبد 90.2) 615: مبُ ػدد الأولاد اىرَِ َيؼجىُ الأىؼبة الإىنزسوُّخ النتائج

فٍ اىَبئخ اىؼُْخ ذمسد ثبّهب ريؼت الأىؼبة الإىنزسوُّخ ٍْر أمثس  27.7جَُغ اىفزُبد %(، و  78.6)

فٍ اىَبئخ قضً  53.1فٍ اىَبئخ َىٍُب. ٍِ اىرَِ َيؼجىُ؛  69.7اد، ومبّىا َيؼجىُ ٍِ خَش صْى

صبػبد، وأّفقذ أمثس ٍِ  10-5% 36.0خَش صبػبد أو أقو اىيؼت خلاه مو خَضخ أَبً اىدزاصخ، 

فٍ اىَبئخ. رٌ اىؼثىز ػيً ازرجبط مجُس ثُِ اىيؼت اىؼُْف والإثلاؽ ػِ اىَىاقف  10.9صبػبد ٍِ  10

%( فٍ ريل اىَؼسضخ ىلأىؼبة 13.2(. شىهدد ٍىاقف ٍؼزدىخ ػبىُخ أمثس )0.0001ُّخ. )> اىؼدوا

فٍ اىَبئخ فٍ أوىئل اىرَِ َزؼسضىُ ىَدح َىً واحد  2.4اىؼُْفخ رقسَجب مو أَبً الأصجىع ٍقبزّخ ثْضجخ 

ػزداء فٍ اىَبئخ ثُِ الأطفبه اىَؼسضُِ ىيؼْف فٍ وصبئو الإػلاً، ثؼد الا 35.4(. أفبد 0.0001)> 

فٍ اىَبئخ أطفبه اىرَِ َيؼجىُ  11.1(. 0.0001%( )> 4.9اىجضدٌ ثبىَقبزّخ ٍغ ريل ىٌ َزؼسض )

 (.0.0001% فٍ أوىئل اىرَِ لا ريؼت )> 1.6أىؼبة ػُْفخ أفبدد حبىخ اىغضت ٍقبثو 

ُ. اىفزُبُ الأطفبه اىرَِ َيؼجىُ أىؼبة ػُْفخ أظهسوا  ٍىاقف ػدواُّخ أمثس ٍِ اىرَِ لا َيؼجىالاستنتاج: 

واىفزُبد اىَؼسضُِ ىلأىؼبة اىؼُْفخ واىزيفزَىُ  ٍؼب اظهسوا ٍؼدلاد أػيً ٍِ الاػزداء اىجضدٌ 

     والاػزداء اىيفظٍ واىغضت ٍِ اىَؼسضُِ ىلأىؼبة أو اىزيفزَىُ ىىحدهب.

 ؛ ثغداد.أىؼبة اىفُدَى؛ وصبئو الإػلاً؛ اىؼدواُ؛ اىؼْف؛ اىَىقف؛ اىضيىك؛ الأطفبهالكلوات الوفتاحيه: 
 

Link of-----> Violent TV and Video game effect.... 
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