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 إجراءات البحث

 أولًا: منهج البحث 

  ثانياً: المشاركون
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 رابعًا: أساليب المعالجة الإحصائية
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 خفامسًا: التحقق من اعتدالية توزيع متغيرات البحث
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 Digital Games and Its Relationship to Achievement Emotions, 

Attentional Control, Cognitive Failure, and 

Cyberbullying Among Adolescents

Abstract

Abstract

The current research aims to describe digital games among adolescents and 

the detection of demographic characteristics and characteristics of play that 

are predictive of the rate of play. In addition, the research aims to reveal the 

effect of time spent playing digital games on achievement emotions, 

attentional control, cognitive failure, and cyberbullying. Six hundred and ten 

teenagers from (Kafr El-Sheikh Governorate, Egypt) participated. The digital 

games questionnaire, Achievement Emotions Questionnaire (AEQ), 

Attentional Control Scale, Cognitive Failures Questionnaire (CFQ), and 

Cyberbullying Questionnaire were applied. Six hundred and ten teenagers 

from (Kafr El-Sheikh Governorate, Egypt) participated in the research. The 

digital games questionnaire, Achievement Emotions Questionnaire (AEQ), 

Attentional Control Scale, Cognitive Failures Questionnaire (CFQ), and 

Cyberbullying Questionnaire were applied. The results revealed that more 

than )71.02% (of the sample used to play digital games. Moreover, the 

percentage of adolescents who play combat digital games and sports games 

are more significant than those who play educational digital games, and most 

of them use smartphones to play these games. The results also indicated that 

gender, method of playing, and the type of device used were predictors 

variables of the rate of playing; The rate of gaming among males was greater 

than that of females, and the rate of group play was greater than that of 

individual play, and the rate of playing increased with the ease of carrying the 

used device. At the same time, there was no relationship between the place of 

residence, age, educational stage, and playing rate. Finally, the results revealed 

that increasing the rate of playing digital games reduces positive achievement 

emotions while it increases negative achievement emotions and 

cyberbullying. The current research contributes to understanding the 

dimensions of the phenomenon of digital games among adolescents and 

determining its impact on adolescents' emotional, cognitive, and social 

aspects. 

Keywords: Digital games; Achievement Emotions; Attentional Control; 

Cognitive Failures; Cyberbullying; Adolescents. 
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