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ABSTRACT

This study investigated the relationships amonddodm’s social skills and computer games usagethleyanalysis
of their time spent on computer games, in Iran-Mi@ab region primary schools in academic year ofa011.
The methodology of research is correlation and dptge and it is applied from purpose viewpoinheTstatistical
population involves 2200 students and 237 studeete selected according to Morgan sampling tablee data
were collected by two questionnaire and they weralyeed by software SPSS, Spearman correlatiorficeat
tests. The results show that: There is a signiticaelationship between children’s social skills atmimputer games
usage.
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INTRODUCTION

Children grow with playing without or with purposand play is natural and necessary in their devetoy. Play
gives children joy, amusement and motivation sa tha&ncourages them to continue playing. Throudgy,p
children develop their cognitive, social, physicahd emotional abilities. Galiguzova (1995) desmdlikthat
children’s play is filled with repetitions of anthaginations based on what they have heard, sedrexgerienced.
Play is a method for children to investigate thairrounding world with fantasy and creativity [nderson,
Huston, Schmitt, Linegarger, and Wrigest (2001) tioered that “creativity by young children may bemiasted
most obviously in imaginative play, that is, whetéldren generate roles, characters, objects, &td"[2]. They
need the hands on approach to their world with ghdwman touch. The 1990 Tokyo International Carfee on
the Children’s right to play discussed the lacknatterial resources for children’s creative play [3]

Children use material objects for their pretend/ mlamake-believe play. Through their play, theytate and repeat
what they have seen, heard and experienced. Tkegiate together what they learned and experieanddcreate
new ideas or games. Thus rich atmosphere for pley mwaterials and time can give children much eigrere to
develop their creativity. Inciting the 1989 adoptioy General Assembly of the United Nations of @envention
on Children’s Rights, Morris (1990) said that “Playan educational process of fundamental impogand the
birthright of every child”. Children play not onlfpr ontological reasons to learn social and cogeiskills for
survival, but also for natural reasons to have freedom, joy and passion, realizing at the boundéreal and not
real world with internal motivation [4].
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Children’s play provides cognitive, social, emotiband physical developments. Gelfond and SaloRasternak
(2005) described the contributions of play suchemsotional regulation, peer and familial relatioips) attention,
problem solving, creativity, fine and gross motkitls and overall physical health”[5]. Russ (19%®#)inted out that
personality and affective processes are importatd icreative process, such as motivation, curipssgif-
confidence, and tolerance of ambiguity[6]. Thus,ca@ say that children’s pretend play consistsfigfctive and
cognitive processes in the creative process. Ptaggreence with materials and time seems to be sacgdor
children’s emotional, social and cognitive devel@min[7]. Piaget saw play as involving a mix betwpescesses of
accommodation and assimilation. Play is a childisural and developmental process of learning. Tdgoplay,
children develop their social, emotional, physiaatl cognitive development [4,8]. Piaget stressedhtitural play
without adult’s interference and direct experientt@®ugh physical and social activity may develdpldren’s
cognitive development without structured educatiocimems [9]. Without an adult's direction or eduicatal
recitation, spontaneous and free natural play teréwt with their surrounding enables children &velop their
cognition [10].

Based on Bandura’s (1973) social learning modedretthas been long and deep concerns about thdsefiec
playing computer games with violent content [11hd&rson and Dill (2000) reported the exposure ofevit video
games increases violent behaviors. Another resesitrty using meta-analysis, which tested the effettviolent
video games on children’s aggressiveness in labgrand field settings, reveals that exposure tevit video
games increases children’s aggressiveness andadesrpro-social behavior [12].However, some rekesascargue
that violent content in computer games are diffetkean actual aggression [5; 13;14; 15].

Online computer games can make it possible toaotengether with other children who are known ot during
computer games. Online games provide collaboratigek with others too. Newman(2004) describes comput
gamers’ social and interactive activities as “ptaymdicated the ways in which they learned froreo$, and
helped others to learn, by sharing information tvategy and technique through talk and observinthefplay of
others”[16]. Greenberg(2004) pointed out the maimson for children’s playing computer games asas@sipects
of computer games which generate friendship, sesiahts and common interest that often goes beyanglaying
itself [17]. Children produce the winning stratetggether during the computer games by chattingbyr
telegram[18]. Computer games provide a virtual @lacmeet and play with friends. Computer gamesigeothe
natural way of textural communication and espegiall multi-player games; social skills are needednust be
developed [19]. Even some researchers argued fhethgsized link between frequent computer game, glagial
withdrawal and isolation can be no longer supperfR0]. Sakamoto’s research found “a reverse caetaionship
in which elementary school students with lower abeidjustment tended to play video games” [21], iteey
choose to do so. As a matter of fact, childrenrareplaying alone at computer games, but play withers to
produce a winning strategy. If they are good ayip@a computer games, they gain popularity and retspasily
from peers.

One of the important goals of modern educationstesys is to train individuals who are easily ablexercome the
difficulties and problems in everyday life and gaeial environment [22]. These educational systkeefs people to
obtain knowledge, skills and attitudes requireddeercoming the difficulties. (Altun, 2003), Celé2007) argued
that even in such an environment where supportiddviduals are abundant, students should have aseasal
skills resource to enter the social and providéahls social interaction to be considered sociatiependent [23;
24]. Failure of social skills can lead to acaderaagial problems and have a negative impact orrdutie [25].

Social skills are a set of learning capabilitieattBnable an individual interact with potentialityan appropriate
way in a social context. Among the most commonlypwn social skills are self expression, coping skill
communicative skills, making friends, interpersopablem solving, the ability to regulate cogniti@motions and
behavior of individuals (American Psychological Asmtion, 2007). Appropriate social behavior in atgular
social status is called social skills [26].

Tyler's social skills include[27]:

1 - Having the ability to calm down or be patieritil@ facing anxiety in anxious social situations.
2 — Listening skills such as giving feedback

3 - Empathy with others in different situations

4 - Establishing a friendly relationship with oth@mnd continuing to interact with different people
5 - Self-disclosure
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6 - Good eye contact

Gresham & Elliot (1990) considered social skillsaset of learned and reasonable behaviors thdtlesnan
individual to have effective relationships with etk and avoid unreasonable social reactions. Catiper
partnership with others, helping, being the indraof the relationship, seeking help, praising cthend
appreciation, are examples of social skills [28NIOEF defines social skills as an approach basechanging or
forming behavior which considers three areas ofm®aration for establishing balance: These 3 irelkdowledge,
attitudes, and skills. UNICEF's definition is basem research evidences which shows that, if inethepowerment
of community members, knowledge, attitudes, skilse not considered all together, the expecteditreisy

reduction of risky behaviors, will not be achie\ad].

Social competence is a social dance between gicipants, in that each individual evaluates adflists subtle
differences of interaction, often on a subconscieusl. It's very strange that most of childrendrder to join this
dance fight and struggle with others or dance wifferent tunes and steps [30].

Interpersonal communication is the process by Wwhie share information and feelings through verdvadl
nonverbal messages with others[31].

Interpersonal communication is the basis and cetoee for human excellence and identity and fornesinitial
base of linking with others. Effective social s&iltause individuals to flourish and improve theligpaf the
relationships. On the other hand, non-effectiveiadcskills prevent human’s flourishing and are sidered as a
poison for relationships, they even destroy retetiops. People involve in the relationship in skartidentifying
and deepening bonds with others in the communitlyadso solve the problems of the society [32].

MATERIALS AND METHODS

The research method is descriptive and correlaiahit is applied according to purpose. The statispopulation
consists of all 2200students of Miandooab regiomary schools that 327students were selected bgloran
sampling method according to Morgan table. The detige collected by using two questionnaires. Coempgames
and social skills questionnaire were employed ferasuring of variables and the date were analyzesoliyare
SPSS. Cronbach’s alpha coefficient was calculat&® @or the computer games and 0.81 for the sakdls
guestionnaire, which indicates the reliability b&tquestionnaires is appropriate and desirable.

RESULTS
According to table 1 the correlation coefficient®82 in significant level less than 0.000 was oigtd between use
of computer games and social skills that by comftdelevel of %99 it can be said that there is aiB@ant
relationship between use of computer games andlsskills and in general hypothesis zero is rejgaad the
research hypothesis is confirmed.

Table 1: correlation use of computer games and s@gdiskills

Variable social skills
r=0.32
use of computer games  P=0.000
n=32i

CONCLUSION

Computer games correlated positively with childsesocial skills, Computer games provide childremday and
realism which can make them feel real and vividrduplaying computer games . Computer games pravidey
levels or graded challenge so that children chdlesie proper level to make a strategy for winniBgmensions of
control which computer games provide children megddifferent results, Children feel ownership dese they
can control the game to choose their levels ancagarto improve their level. Computer games prodigethe most
appealing factor and computer games increase stelém after gamers fulfilled certain challengegauils that the
games provided. Computer games provide childreapgortunity to create their own strategy for impnavtheir
level in many different ways.
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