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ABSTRACT 
 
This study investigated the relationships among children’s social skills and computer games usage, by the analysis 
of their time spent on computer games, in Iran-Miandoab region primary schools in academic year of 2010-2011. 
The methodology of research is correlation and descriptive and it is applied from purpose viewpoint. The statistical 
population involves 2200 students and 237 students were selected according to Morgan sampling table. The data 
were collected by two questionnaire and they were analyzed by software SPSS, Spearman correlation coefficient 
tests. The results show that: There is a significant relationship between children’s social skills and computer games 
usage. 
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INTRODUCTION 
 
Children grow with playing without or with purpose, and play is natural and necessary in their development. Play 
gives children joy, amusement and motivation so that it encourages them to continue playing. Through play, 
children develop their cognitive, social, physical, and emotional abilities. Galiguzova (1995) described that 
children’s play is filled with repetitions of and imaginations based on what they have heard, seen, and experienced. 
Play is a method for children to investigate their surrounding world with fantasy and creativity [1]. Anderson, 
Huston, Schmitt, Linegarger, and Wrigest (2001) mentioned that “creativity by young children may be manifested 
most obviously in imaginative play, that is, where children generate roles, characters, objects, and plots”[2]. They 
need the hands on approach to their world with enough human touch. The 1990 Tokyo International Conference on 
the Children’s right to play discussed the lack of material resources for children’s creative play [3].  
 
Children use material objects for their pretend play or make-believe play. Through their play, they imitate and repeat 
what they have seen, heard and experienced. They associate together what they learned and experienced and create 
new ideas or games. Thus rich atmosphere for play with materials and time can give children much experience to 
develop their creativity. Inciting the 1989 adoption by General Assembly of the United Nations of the Convention 
on Children’s Rights, Morris (1990) said that “Play is an educational process of fundamental importance and the 
birthright of every child”. Children play not only for ontological reasons to learn social and cognitive skills for 
survival, but also for natural reasons to have fun, freedom, joy and passion, realizing at the boundary of real and not 
real world with internal motivation [4].  
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Children’s play provides cognitive, social, emotional and physical developments. Gelfond and Salonius-Pasternak 
(2005) described the contributions of play such as “emotional regulation, peer and familial relationships, attention, 
problem solving, creativity, fine and gross motor skills and overall physical health”[5]. Russ (1996) pointed out that 
personality and affective processes are important into creative process, such as motivation, curiosity, self-
confidence, and tolerance of ambiguity[6]. Thus, we can say that children’s pretend play consists of affective and 
cognitive processes in the creative process. Play experience with materials and time seems to be necessary for 
children’s emotional, social and cognitive development [7]. Piaget saw play as involving a mix between processes of 
accommodation and assimilation. Play is a child’s natural and developmental process of learning. Through play, 
children develop their social, emotional, physical and cognitive development [4,8]. Piaget stressed the natural play 
without adult’s interference and direct experiences through physical and social activity may develop children’s 
cognitive development without structured educational forms [9]. Without an adult’s direction or educational 
recitation, spontaneous and free natural play to interact with their surrounding enables children to develop their 
cognition [10]. 
 
Based on Bandura’s (1973) social learning model, there has been long and deep concerns about the effects of 
playing computer games with violent content [11]. Anderson and Dill (2000) reported the exposure of violent video 
games increases violent behaviors. Another research study using meta-analysis, which tested the effects of violent 
video games on children’s aggressiveness in laboratory and field settings, reveals that exposure to violent video 
games increases children’s aggressiveness and decreases pro-social behavior [12].However, some researchers argue 
that violent content in computer games are different than actual aggression [5; 13;14; 15]. 
 
Online computer games can make it possible to interact together with other children who are known or not during 
computer games. Online games provide collaborative work with others too. Newman(2004) describes computer 
gamers’ social and interactive activities as “players indicated the ways in which they learned from others, and 
helped others to learn, by sharing information on strategy and technique through talk and observing of the play of 
others”[16]. Greenberg(2004) pointed out the main reason for children’s playing computer games as social aspects 
of computer games which generate friendship, social events and common interest that often goes beyond the playing 
itself [17]. Children produce the winning strategy together during the computer games by chatting, or by 
telegram[18]. Computer games provide a virtual place to meet and play with friends. Computer games provide the 
natural way of textural communication and especially in multi-player games; social skills are needed or must be 
developed [19]. Even some researchers argued the hypothesized link between frequent computer game play, social 
withdrawal and isolation can be no longer supportive [20]. Sakamoto’s research found “a reverse causal relationship 
in which elementary school students with lower social adjustment tended to play video games” [21], i.e., they 
choose to do so. As a matter of fact, children are not playing alone at computer games, but play with others to 
produce a winning strategy. If they are good at playing computer games, they gain popularity and respect easily 
from peers. 
 
One of the important goals of modern educational systems is to train individuals who are easily able to overcome the 
difficulties and problems in everyday life and the social environment [22]. These educational systems help people to 
obtain knowledge, skills and attitudes required for overcoming the difficulties. (Altun, 2003), Celest (2007) argued 
that even in such an environment where supportive individuals are abundant, students should have a vast social 
skills resource to enter the social and provide a stable social interaction to be considered socially independent [23; 
24]. Failure of social skills can lead to academic, social problems and have a negative impact on future life [25].  
 
Social skills are a set of learning capabilities that enable an individual interact with potentiality in an appropriate 
way in a social context. Among the most commonly known social skills are self expression, coping skills, 
communicative skills, making friends, interpersonal problem solving, the ability to regulate cognition, emotions and 
behavior of individuals (American Psychological Association, 2007). Appropriate social behavior in a particular 
social status is called social skills [26]. 
 
Tyler's social skills include[27]: 
1 - Having the ability to calm down or be patient while 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 others and continuing to interact with different people 
5 - Self-disclosure 
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6 - Good eye contact 
 
Gresham & Elliot (1990) considered social skills as a set of learned and reasonable behaviors that enables an 
individual to have effective relationships with others and avoid unreasonable social reactions. Cooperation, 
partnership with others, helping, being the initiator of the relationship, seeking help, praising others and 
appreciation, are examples of social skills [28]. UNICEF defines social skills as an approach based on changing or 
forming behavior which considers three areas of consideration for establishing balance: These 3 include: knowledge, 
attitudes, and skills. UNICEF’s definition is based on research evidences which shows that, if in the empowerment 
of community members, knowledge, attitudes, skills, are not considered all together, the expected result, ie, 
reduction of risky behaviors, will not be achieved [29].           
 
 Social competence is a social dance between all participants, in that each individual evaluates and adjusts subtle 
differences of interaction, often on a subconscious level. It’s very strange that most of children in order to join this 
dance fight and struggle with others or dance with different tunes and steps [30]. 
 
 Interpersonal communication is the process by which we share information and feelings through verbal and 
nonverbal messages with others[31].               
 
Interpersonal communication is the basis and cornerstone for human excellence and identity and forms the initial 
base of linking with others. Effective social skills cause individuals to flourish and improve the quality of the 
relationships.  On the other hand, non-effective social skills prevent human’s flourishing and are considered as a 
poison for relationships, they even destroy relationships. People involve in the relationship in search of identifying 
and deepening bonds with others in the community and also solve the problems of the society [32]. 
 

MATERIALS AND METHODS 
 

The research method is descriptive and correlation and it is applied according to purpose. The statistical population 
consists of all 2200students of Miandooab region primary schools that 327students were selected by random 
sampling method according to Morgan table. The data were collected by using two questionnaires. Computer games 
and social skills questionnaire were employed for measuring of variables and the date were analyzed by software 
SPSS. Cronbach’s alpha coefficient was calculated 0.85 for the computer games and 0.81 for the social skills 
questionnaire, which indicates the reliability of the questionnaires is appropriate and desirable. 
 

RESULTS 
 
According to table 1 the correlation coefficient of 0.32 in significant level less than 0.000 was obtained between use 
of computer games and social skills that by confidence level of %99 it can be said that there is a significant 
relationship between use of computer games and social skills and in general hypothesis zero is rejected and the 
research hypothesis is confirmed.  
 

Table 1: correlation use of computer games and social skills 
 

social skills Variable 
r=0.32 

P=0.000 
n=327 

use of computer games 

 
CONCLUSION 

 
Computer games correlated positively with children’s social skills, Computer games provide children fantasy and 
realism which can make them feel real and vivid during playing computer games . Computer games provide many 
levels or graded challenge so that children choose their proper level to make a strategy for winning. Dimensions of 
control which computer games provide children may bring different results, Children feel ownership because they 
can control the game to choose their levels and can aim to improve their level. Computer games provided is the most 
appealing factor and computer games increase self-esteem after gamers fulfilled certain challenges or goals that the 
games provided. Computer games provide children an opportunity to create their own strategy for improving their 
level in many different ways. 



Fatemeh Moghanni Aghabigloo and Mir Mohammad Seyyed Abbaszadeh                                     Euro. J. Exp. Bio., 2013, 3(5):361-364         

_____________________________________________________________________________ 

364 
Pelagia Research Library 

REFERENCES 
 
[1] Galiguzova, L. N. (1995). Journal of Russian and East European Psychology, 33(1), 50-64. 
[2] Anderson, D. R., Huston, A. C., Schmitt, K. L., Linegarger D. L., &Wrigest, J. C. (2001). Monographs of the 
Society for Research in Child Development, 66(1), 67-78. 
[3] Morris, B. (1990). The child’s right to play. Paper presented at the meeting of the International Conference on 
the Child's Right to Play, Tokyo, Japan. 
[4] Vandenberg, B. (1998). Real and not real: A vital developmental dichotomy. In O. N. Saracho& B. Spodek 
(Eds.), Multiple perspectives on play in early childhood education (pp. 295-305). Albany, NY: State University of 
New York Press. 
[5] Gelfond, H. S., &Salonius-Pasternak, D. E. (2005). Child Adolescent Psychiatric Clinics of North America, 
14(3), 491-508. 
[6] Russ, S. W. (1996). Development of creative processes in children. In M. A. Runco (Ed.), Creativity from 
childhood through adulthood: The developmental issues (pp. 31-42). San Francisco, CA: Jossey-Bass. 
[7] Singer, D. G., & Singer, J. L. (2005). Imagination and play in the electronic age. Cambridge, MA: Harvard 
University Press. 
[8] Wohlwill, J. F. (1988). Artistic imagination during the latency period revealed through computer graphics. In G. 
Forman & P. B. Putfall (Eds.), Constructivism in the computer age (pp. 15-35). Hillsdale, NJ: Lawrence Erlbaum. 
[9] Smolucha, F. (1992). The relevance of Vygotsky’s theory of creative imagination for contemporary research on 
play. Creativity Research Journal, 5(1), 69-76. 
[10] Crossman, B. D. (2004). Play and cognitive development: A Piagetian perspective. In R. L. Clements & L. 
Fiorentino (Eds.), The child’s right to play: A global approach (pp. 89-94). Westport, CT: Praeger. 
[11] Bandura, A. J. (1973). Aggression: A social learning analysis. Englewood Cliffs, NJ: Prentice Hall. 
[12] Anderson, C. A., & Dill, K. (2000). Journal of Personality and Social Psychology, 78(4), 772-790. 
[13] Goldstein, J. (1994). Toys, play, and child development. New York: Cambridge University Press. 
[14] Pellegrini, A. D. (2003). Child Development, 74(5), 1522-1533. 
[15] vanSchie, E. G. M., &Wiegman, O. (1997). Journal of Applied Social Psychology, 27(13), 1175-1194. 
[16] Newman, J. (2004). Videogames. New York, NJ: Routledge. 
[17] Greenberg, N. (2004). The beast at play: The neuroethology of creativity. In R. L. Clements & L. Fiorentino 
(Eds.), Children’s right to play (pp. 309-327). Westport,CT: Praeger. 
[18] Tuzun, H. (2004). Motivating learners in educational computer games. Unpublished doctoral dissertation, 
Indiana University. Dissertation Abstract International, 65(05), 1749A. (UMI No. 3134052) 
[19] Aarseth, E. (2001, July). Computer game studies year one. International Journal of Computer Game Research, 
1(1). Retrieved February 1, 2005, from http:// www. gamestudies.org/0101/editorial.html 
[20] Kestenbaum, G. I., & Weinstein, L. (1985). American Academy of Child Psychiatry, 24(3), 329-337. 
[21] Sakamoto, A. (2005). Video games and the psychological development of Japanese children. In D. W. Shwalb, 
J. Nakazawa, & B. J. Shwalb (Eds.), Applied developmental psychology: Theory, practice, and research from Japan 
(pp. 301- 319). Greenwich, CT: IAP. 
[22] Salcuk, G. S., Caliskan, S., & Errol, M. (2007). Journal of Turkish Science Education, 4, 10-16. 
[23] Altun, I. (2003). Journal of Nurse Education Today, 23, 575-584. 
[24] Celest, M. (2007)  Journal of Visual Impairment and Blindness, 100, 521-532. 
[25] Caldarella, P., & Merrell, K. W. (2008) School Psychology Review, 26, 264-278. 
[26] Canney, C & Byrne, A. (2007) Practicing Social Skills: How to Teach Your Students Social Interactions 
.National Center for Technology Innovation and Center for Implementing Technology in Education (CITEd)  
[27] Tyler, Jo A.2007. Human Resource Development Quarterly .Volume 18, Issue 4,pages 559–587, Winter 2007. 
[28] Khoshkam, Z. et al. (2007). Research on exceptional children/ issue 8 , No. 2, 2008/141-156. 
[29] Foroghmand, A. (2008). The effect of  Life Skills on self- social adaptation of Ahvaz students. MA thesis, 
University of Ahvaz, Faculty of Psychology 
[30] Deborah, Pl. (2011).  Games for improving social skills of children . Khalil. S; IsmaeilpourParvizi .Tabriz: 
Forouzesh publication. 
[31] Abili, Kh; Movafaghi, H. (2001). Human resource management strategies. Armstrong, Michael. Tehran: Fara 
Publication 
[32] Wood, H. (2005). Interpersonal communication (psychology, social interaction) .FerozBakht, M. Second 
edition, Tehran:  Ketabpublcation, Mahtab 
 


