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Abstract: Playing as an activity has roots that are lost in the mist of the past and it has obviously endured though
time due to its spontaneous nature. It is a notion tightly intertwined with childhood, as playing is inherent in a
child’s nature. This activity is an index of mental health and development, through which children broaden their
mind, learn to overcome difficulties, sharpen their judgement, explore their surroundings, immerge themselves in
imaginary worlds built as their spirit and will dictates.

With the evolution of time, however, playing has been changing forms and means. The development of technology
has had its impact on the type and form of playing. Our focus has shifted, at least partly, from what has been
defined as traditional to a broader perception of playing. The last decades have seen the appearance of new forms
of playing based on contemporary electronic means developed by modern technology.

Children, nowadays, have forged their own perception and reality regarding the procedure of playing. The way
children play is influencing their socialization and the pace and manner in which they activate their body and do
sports, key features of the notion of playing. It is undoubtedly true that the changes brought to playing have
affected all aspects of everyday life, not only for the children, but for their parents, who get to decide for their
offspring’s activities, as well as for the teachers, who, in their respect, are involved in the learning procedure, for
which playing constitutes an inextricable aspect.

Keywords: child, research, traditional game (outdoor), video game (indoor).

I. INTRODUCTION

The main aim of this research has been to investigate the concept of “playing” and especially its two-edged nature,
ranging from the traditional to the electronic. Additionally, it has been examined by means of questionnaires how much
the children of an urban environment are engaged in the above aspects of playing (traditional and/or electronic). The
research has been conducted in Greece, in the second biggest city of the country after Athens, a seaport in the north. The
demographic data according to the 2011 census are as follows: Municipality of Thessaloniki (historical city center)
325,182, Thessaloniki Metropolitan Area 1,030,338. The respondents were residents of the broader Thessaloniki area and
were classified as belonging in three distinct areas: the city center of Thessaloniki, eastern suburbs (regarded as middle
and upper class), western suburbs (considered working class).
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The sample of the study were pupils of the last two classes of elementary school (10-12 years old). These children are
going through a transitional phase, slowly abandoning childhood and entering puberty, during which many changes take
place, emotional as well as physical, thus affecting their psychology and the choices they make regarding their playing
habits.

Il. THEORY
A. Definition of play

The necessity along with the educative value of playing has already been underlined by ancient philosophers such as Plato
and Aristotle and stressed in later years by Montaigne, Rousseau and other scholars. Plato emphasized its inherent nature.
Even earlier in Homer’s Odyssey the verb play zaiw appears, meaning not only behaving like a child but also connecting
to the mythical world of nymphs and their gay dancing. The ancient Greeks acknowledged the importance of playing and
this is apparent through the numerous findings related to everyday life, significant part of which was dedicated to playing.
The first gift given to a newborn was a ziazdyn, a form of rattle, which apart from its practical use was also invested with
magical properties and was considered an evil repellant. The children clung to their toys all through their childhood only
to part with them before marriage by dedicating them to the gods. The boys to Hermes and the girls to Aphrodite or Hera
as a symbol of their transition to adulthood, when they reached this marginal age of becoming mature and fertile, ready
for procreation.

Playing can be defined as a very interesting occupation including a physical or mental effort aiming at emotional and
bodily pleasure (Tsantis, 1991).

According to Haralambopoulos (1973), when referring to “playing” we mean not only various group or individual games
but also psychosomatic and mental playful drills like riddles, conundrums and collections. This dual reference both to the
kinetic and the mental aspect of playing appears as the means for the normal development of the child, as a preparatory
stage for its future life.

When Knox designed the Knox Play Scale (Knox, 1974), she defined play as the spontaneous activity through which the
child learns about itself by rehearsing, experiencing, experimenting and orienting itself to the work (Knox, 1997).

The play has also been defined as exploratory in nature and consisting of a variety of activities that involve movement and
manipulation in relation to the environment (Robinson, 1977: Sutton — Smith, 1967).

Playing is the fulfillment of learning through action (Feeney, Christensen, & Moravcik, 1996).

The child through play can learn subtle and complex movements, develop intellectual skills, release tension stemming
from serious issues that trouble it and at the same time the child enriches its mind with new representations, information
and pictures, learns how to focus, to observe, to remember and compare, to discern potential evolution, to create (Kappas,
2005).

Playing is a key characteristic of a person’s personality and predisposition to engage in a particular, individual way in
playful activities of various kinds and duration (Boyer (1997).

The dispositional characteristics of play were proposed to be that play:

« Is more internally than externally motivated.

« Transcends reality as well as reflects reality.

« Is controlled by the player.

« Involves more attention to process than product.

* Is safe.

« Is usually fun, unpredictable, pleasurable.

« Is spontaneous and involves non — obligatory active engagement.

(Stewart et al. 1991: Bracegirdle, 1992: Goodman, 1994: Bundy, 1997: Parham & Primeau, 1997).
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During the last years the play has gone through transformation. Apart from its traditional aspect, the electronic game has
gained a strong presence in children’s everyday life. The time dedicated to the electronic game constitutes a popular
activity that is not connected to school and a social phenomenon spreading in many countries, Greece included.

Nowadays the access to digital gaming is widespread, as mobile phones, tablets and the like are omnipresent in our
environment. Moreover, the addition to the urban space of amusement centers offering children the opportunity to have
easy access to a number of electronic games is a worth-noticing phenomenon of modern city life.

This new form of entertainment, which is winning over teenagers living in urban space has raised criticism and debate
regarding possible benefits and drawbacks to its users.

On the positive side one can site references to the development of cognitive skills but also to the possible fostering of
children’s imagination and creativity.

On the negative side, one can raise concern about correlation of frequent playing games with violent content and rise of
aggressive behavior, the gradual desensitization of children to violence, as well as the risk of addiction.

B. Why is this a necessary research?

There have been various researches and surveys regarding the preferences children show to the traditional play. Surveys
examining the tendencies appearing in the various stages of children development; preschooler, schoolchild, teenager. Or
the time children and teenagers dedicate to the traditional play and the particular forms of it they prefer, the spontaneous
playing of the first years and its contribution to the shaping of a toddler’s personality.

Not so many, however, are the references regarding modern tendencies shaping the landscape of playing. The new trends
which show up are those defined by the massive introduction of the electronic games in the life of children. The field of a
comparative approach to the two aspects of playing -outdoor/traditional and electronic/digital, which gains ground in the
life of children- has not been thoroughly explored.

Furthermore, surveys examining the possible positive and negative effects of playing electronic games on children result
in a plethora of contradictive conclusions, with opinions covering the whole range between positive and negative.

Undeniably all the above lay the ground for the initiation, with the incitation of the relevant research, of a fruitful dialog
regarding the concept of playing and how one can be involved with it in an efficient and advantageous way. The present
study tried to examine in an inclusive way the above approaches and to record the extracted results for children of
preadolescent age.

C. Aim of the study

The aim of the present research effort was to record the preferences concerning the electronic game of preteenagers living
in a contemporary urban environment, taking into account all the restrictions and the opportunities for entertainment that
such a surrounding offers. An additional goal of our work has been to examine how much time children spend playing
electronic games, possible effects of long hours of playing, as well as which particular type of games are most popular,
examining variables such as gender. Last, in a comparative table, we tried to record the opinions of pupils and their
parents concerning the control that the latter have over the time that their children dedicate to electronic games’ playing.

D. Methodology of the research process

The present research has been conducted as a survey research with qualitative control of the opinions of pupils with
simultaneous control of latent variables, applying Cronbach alpha validity check.

In September 2015 we started distributing questionnaires for completion by the selected group of individuals. The whole
effort spanned over 12 months of school terms (the entire school year 2015-16 and the first three months of the next
school term 2016-17).

We examined:
o The type of electronic games the children prefer to play and the time they consumed playing them.

e The type of homework school children carry out when they connect to the internet.
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o Possible effects on the behavior and the psychosomatic status of children observed after long hours of electronic game
playing.
o Whether there is a risk of addiction and dependence,

e Effort to detect linked symptoms.

The opinion, which pupils expressed regarding playing, has been recorded in a specially designed questionnaire which
comprised several basic demographic features of the pupils’ group. The questionnaire has been completed by a total of
523 pupils; 125 were studying in downtown Thessaloniki schools, 209 in eastern suburban schools and 189 attended
western suburban schools.

E. Figures, Graphs and Tables

Answering the open question “what is the meaning of playing for you?” the pupils described their feelings. Subsequently
their answers were classified in seven (7) broad categories. Since there was no limitation regarding the notions of playing
that the children could state, this was considered a multiple-choice question.

The results presented in the table below show clearly that the prevailing answer with 81.6% frequency was that playing is
mainly fun and entertainment. The concept of “escape and relaxation” as well that of “friendship, socializing” were
significant as well, since around one fourth of the children encompassed these in their answer sheet. At around 10% we
find answers referring to playing as “learning tool” and “sport”, while the notion of “imagination” is related to playing for
a mere 2.5% of the respondents.

Table 1: What is the meaning of playing for you?

What is the meaning of playing for you?

Escape, Leamning  Friendship  Entertainment . Vital
Relaxaion  Tool Socializing  Fun Sport Imagination necessity
1 (%) 1 (%) 1 (%) (%) 1 (%) 1 (%a) 1 (%) P i
Gender
Boy 67(26.3) 20078 6202430 204(30) 320125 4018 340133 1561 0913
Girl M7 N@EH 6545 223842 A1 9G4 28 (10.67 : -
Class
5% Grads 730288 2403%m 73269 22308 30QLL 503 U2 s naas
6" Grade 63253 18(72) MQLD 202(6LD 3(33) @ 27¢08 T -
In whicharea is vour
Eastern
:,l;;urban 001 409 13063 178(836) 8039 (1) 20(9.6)
:'\-fﬂlrlidpa]it}-'ﬂf T dd A S AT O 7 o s 17 17 5l : 4 797
Thessaloniki. 35044 150105 47379 107(863) 15(121) JEY 14(11.3) 178293 0,000
Western
:’::;Ibm 65(34.6) 23(133) 67(33.6 1420753 40213 6032 283(149

When the pupils were asked to state if they preferred an individual way of entertainment almost half of them answered “a
lot” and “very much” (both “a lot” and “very much” sums up to 49.3%). Higher percentage has been scored by children
residing in the Center of Thessaloniki. There is no surprise there since the scarcity of open-air spaces for playing in the
city center orientates pupils to opt for individual forms of fun and entertainment.
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Table 2: Can you tell us if you prefer an individual way of entertainment?

[ choose an individual way of entertainment

Never Rarely  Sometimes  Often ﬁl?lrc.\n
n (%) n (%) n (%) n (%) n (%) X : p
Gender
Bov 14(54) 35(13.6) 70(27.2) 89 (34.6) 49(19.1) 133 0364
Girl 16 (6)  44(16.5) 80 (32.3) 82 (30.8) 38 (14.3) tT "
Grade
Sth grade 9(3.3) 47(17.3) 73(26.8) 90 (33.1) 53(1‘).?] 12.089 0.017
oth grade 21(84) 32(12.7) 83(33.1) 81(323) 34(13.5)
Where is your school situated?
Eastern Suburban
Area of Thessaloniki 15(7.2) 31(148) 69(33) 62(29.7) 32(15.3)
Municipality of Thessaloniki S5@4)  17(136) 29(23.2) 46(36.8) 28(224) 9085 0335
Western Suburban
Area of Thessaloniki 10(5.3) 31(16.4) 38(30.7) 63(33.3) 27 (14.3)
Father's profession
Self<mployed 7(42) 23(13.9) 48(29.1) 33(32.1) 34(20.6)
Employee 23(6.7) 32(15.2) 101 (29.4) 116 (33.8) 51 (14.9)  9.188 0,327
Unemploved 0(0) 4267 7¢H6.7) 2(13.3) 2(13.3)
Mother’s profession
Self-emploved 5(7 497 14(19.7) 25(35.2) 13(18.3)
Employee 13(49) 34(12.7) 77(28.7) 97(36.2) 47(17.5) DIIF®6
Housewife 12 (6.5) 31 (16.8) 65(35.3) 49(26.6) 27 (14.7)
Father’s level of education
Primary 3(6.1) 13(26.5) 14(28.6) 9(184) 10(20.4)
Secondary 14(6.8) 34(16.5) 68(33) 63(30.0) 271(7l§1li) 0.131
Tertiary [1(5.6) 25(128) 53(27.2) 72(36.9) 34(174
Second Stage Tertiary 2127 709.6) 21(288) 2737 16219
Mother’s level of education
Primary 2(45) 6(13.6) 12(27.3) 1125 13(29.5)
Seco_ndzm' IZ('_f..‘»} 33 (20) 4}_%(29.” 51(30,9) 21(12.7) 15.065 0.238
Tertiary 13(5.6) 31(13.3) 75(32.2) 76(32.6) 38(16.3)
Second Stage Tertiary 3G.7) 9L 21(25.9) 33 (40.7) 15(18.5)

When asked “what do you usually do when you are on the internet?” most of the children answer that they like to play
internet games (70.94%). In second place they say that they use the internet for their homework (61.19%) and third comes
communication with friends and relatives (55.64%).

81,1% of boys against 63,7% of the girls state that they use the internet to play internet games. On the other hand, girls
lead in using the internet for their homework; 69,9% of girls versus 54,7% of the boys.
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Table 3: What do you usually do when you are on the Internet?

What do you usually do when you are on the Internet?

Communicate Facebook
Play  with friends or other

Seek Do Internet o other social Chatting
Information  Homework Games re|atives medias
n (%) n (%) n(%) n(%) n(%) n(%) ¥ P
Gender
Boy 95(374) 139(54,7) 206 (81,1) 142 (55,9) 105 (413)54(21.3) 62,844 0000
Girl 99(38,2) 181(69,9) 165 (63,7) 149(57,5) 70(27) 20(7,7)
Class

SthGrade  1OGLA 164 (OLD) 7LD 133 (50 76 (286) 2490 34687 0,000
6th Grade 84 (34)  156(63,2) 174(704) 158 (64) 99 (40.1) 50 (20.2)
Where is your school situated?

Eastern Suburban 70 (343) 139 (68,1) 159 (77,9) 132 (64,7) 80 (39.2) 35 (17.2)
Area of Thessaloniki

Municipal‘it}‘i of 47 (38,2) 70 (56,9) 81(65,9) 063 (51.2) 45(36,6) 20(16,3) 33293 0,001
Thessaloniki ’
Western Suburban -+ (41.4)

111(59.7 96 (51.6) 50(26,9) 19(10,2
Area of Thessaloniki (59,7) 131 (704) (51,6) 30 (26,9) 19.(10.2)

Leading the list of electronic games that the children choose to play are the games described as sport games with a
percentage of 19,2%. Strategy games come in second place followed by role playing games in the top three positions of
the list.

Table 4: Favourite electronic game. Gender variable

Gender
Favourite Electronic Boy Girl

Game A n (%) n (%)
Adventure 2(66.7) 1(33.,3)
Educative-mind games 0(0) 10 (100)
Battle games 7(77.8) 2(22,2)
Fix — shooters 9(81,8) 2(18.2)
On line strategy 34 (79,1) 9(20,9)
Music 1(16,7) 5(83.3)
Platform games 13 (23,2) 43(76,8)
Puzzles 1 (20) 4 (80)
Racing games 21(87,5) 3(12,)5
Retro 1 (20) 4 (80)
Role playing 7(10,8) 58(89,2)

Third — person shooters 13 (100) 0(0)
Multigame sites Friv & Kizil0 (16,1) 52 (83,9)

Sport games 73 (78,5) 20(21,5)
Strategy games 56 (70,9) 23(29,1)

It is noteworthy how gender appears to differentiate the children’s answers and preferences. Boys tend to select mostly
racing and sport games, as well as strategy and battle games, whereas girls express mainly inclination to educative-mind
games, role playing and music games.
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Table 5: How often do you play video games on weekdays?

How often do vou play video games on weekdays?

Never Rarelv Sometimes  Often -
Alwavs
n{%) m{%a) n(%) n %) T : P
Gender
, 100157 272 3.2
lft-]} : }(1:3...} 114 (44.4) T'f’[}l-?.-l 34.{ I'..-] 33475 0.000
Girl 81 (30.5) 114(42.9) 56(21.1) 15(5.6)
Class
sth eade 0 (Y5 95 6 (2 2 -
5 {.'rdd" ._[J (25.7y  1253(46)  36(206)  21(7.7) 2180 0.066
6" Grade 500199y 103¢41y  TO(27.9) 28(11.2)
Where is vour school situated?
Eastern Suburban
Areaof 48(23)  T8(37.3) 63 (30.1)  20¢(9.6)
Thessaloniki
Municipality of Thessaloniki 23(184)  36(448)  30(24)  16(12.8) 14.880 0.021
Western Suburban
Amaok 49(259) 94(49.7) 33(17.5)  13(6.9)
Thessalomki
Father's Profession
Self - emploved 41 (24.8)  T5(45.5) 35(21.2)  1448.3)
Emplovee 79(23)  146(42.6) 86(25.1) 32(9.3) 7033 0.309
Unemployed 0 (0) 7(46.7)  5(333) 320
Mother's Profession
Self - emploved 18(25.4)  33(46.5) 131183 7(9.9:
Emplovee 62(23.1) 111(414) 75028  20(7.5) 6.833 0,335
Housewife 400217y B4(43.7y  38(2007)  22(12)
Father’s level of education
Primary B(16.3) 23(469) 12(245) 6(12.2)
Sec ' 002 g 3 2 Q{92
_.‘»_LLgudauj. 50 (_4.?} D3 (43.1) 44 (214)  19(9.2) 7261 0.610
lertiary 40(20.5)  84(43.1) 55(28.2) 16(8.2)
Second Stage Tertiary 22(30.1y  28(384) 15(20.5) 8(11)
Mother’s level of education
Primary 8(182) 21(47.7) 9205 6(l3.0)
SeC J 2 g/ 302
:ﬁ.u_‘{.n{hl'.\ 'f% (207 16 (46.1)  39(23.6) 17(10.3) 3436 0.795
lertiary 56(24)  96(41.2) 61(26.2) 20(8.6)
Second Stage Tertiary 23(284) 35(43.2) 17420 6(74;

At the question examining the time that children spent playing electronic games the prevailing answer is “rarely” with a
percentage of 43,6%. However, the positive answers of sixth grade pupils tend to be higher. The profession of the parents
apparently sets a trend, as the answers “often” and “always” come primarily by pupils whose father is unemployed and
mother an employee.

To this, as to previous questions alike, the responses of boys studying in schools of the city center present statistically
significant differences from the rest, given that they tend to opt for “often” and “always” when asked to comment on the
time they spent playing electronic games.

Regarding some questions aiming to record the psychosomatic effects on children after long hours of electronic game
playing, the majority of the respondents admitted the appearance of such symptoms, namely headaches, eye or back pains.
In the second place we list consequences relating to quarrels with close friends and family and in the third place what is
classified as the desire of the children to simulate and live in reality the scenarios of their favourite electronic games.
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Table 6: How do you feel after playing electronic games for several hours?

After plaving electronic games for several hours vou feel

Ready to quarrel with my friends
and family

1 am lying about the time
1 spent playing

I am doing worsein school subjects

I want to quit or reduce some

of my physical activitizs
J0%
Lonely 47
I am =uffering from eve pains, 32.3%
headaches (migraines), aching back “1.&9

The desire to live it in reality

None of the above

Table 7: Comparison between the views of parents and children regarding the degree of control on behalf of the
parents of the time their children spend playing electronic games

Do parents control the time their children
play electronic games?

90 823

20

70

60

50

40

30

20 I 0 149

10 X —
0 — I

Always WNeaves

m Parzntz = Pupils
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III. CONCLUSION

The survey has showed that for the majority of children (81.6%) the play is predominantly fun and entertainment. The
notions of “escape and relaxation” and of “friendship, socializing” are also considered important for them, since almost
one fourth of them select this answer.

When the pupils were asked whether they preferred to entertain themselves playing alone, half of them answered “often”
and “very often”. Children attending schools in the city center opted for individual ways of entertainment in higher
percentage and this could be attributed to the scarcity of open-air spaces for playing in the city center which orientates
pupils to individual forms of fun and entertainment.

When asked “what do you usually do when you are on the internet?”” most of the children answered that they like to play
internet games (70.94%). The gender variable plays a significant role: 81,1% of boys against 63,7% of the girls state that
they use the internet to play internet games. On the other hand, girls lead in using the internet for their homework.

It is worth noticing also that girls are less encouraged by their parents to engage in playing electronic games. This is
undoubtedly linked to fixed social perceptions regarding gender related roles and stereotypes.

Sport games are the most popular electronic games with children, followed in second place by strategy games and role-
playing games in third position.

It is noteworthy how gender appears to differentiate the children’s’ answers and preferences. Boys tend to select mostly
racing and sport games, as well as strategy and battle games, whereas girls express mainly inclination to educative-mind
games, role playing and music games.

When asked to comment on the psychosomatic effects they might be experiencing after long hours of electronic game
playing, the majority of the children admitted the appearance of such symptoms, namely headaches, eye or back pains. In
the second place we recorded effects such quarrels with close friends and family and in the third place what is classified
as the desire of the children to simulate and live in reality the scenarios of their favourite electronic games.

Most parents, regardless of their gender, age, profession, educational level and area of residence, recognize the educative
and emotional value of playing. Their majority adopts a positive stance towards the traditional play. As for the playing of
electronic games, parents believe that their children’s young age allows them to control the time they spend playing and
set limits. This is why they rarely observe changes in their children’s attitude. Nevertheless, the majority of parents does
not know the type of electronic game that their children prefer to play.

REFERENCES

[1] Boyer, W. (1997). Enhancing playfulness with sensorial stimulation. Journal of Research in childhood Education,
12: 78-87.

[2] Bracegirdle, H. (1992). The use of play in occupational therapy for children: What is play? British Journal of
Occupational Therapy, 55, 107 — 108.

[3] Bundy, A.(1997).Play and playfulness: What to look for. In: L. D. Parham & L. S. Fazio (Eds). Play in occupational
therapy for children (pp. 52 — 66). St. Louis, MO: Mosby.

[4] Feeney, S. & Christensen, D. & Moravcik, E. (1996). Who am | in the lives of children? Englewood Cliffs, NJ:
Merril.

[5] Goodman, J.F. (1994). “Work” versus “Play” and early childhood care. Early Childhood Care, Early Childhood
Care, 23, 177 — 196.

[6] Handel, G., Cahill, S. & Elkin, F. (2006). Children and Society: The Sociology of Children and Childrenhood
Socialization. USA: Oxford University Press.

[71 Kappas H. (2005) The role of playing in childhood, (the original Greek title is O pérog Tov marvidiod oty Tadikn
nhkia) Athens, Atrapos.

Page | 9
Paper Publications




ISSN 2349-7831

International Journal of Recent Research in Social Sciences and Humanities (IJRRSSH)
Vol. 7, Issue 2, pp: (1-10), Month: April - June 2020, Available at: www.paperpublications.org

[8] Knox, S. H. (1974). A play scale. In: M. Reilly (Ed.), Play as exploratory learning: Studies of curiosity behaviour.
Beverly Hills, CA: Sage Publications.

[9] Knox, S. (1997). Development and current use of the Knox Preschool Play Scale. In: L. D. Parham & L.S. Fazio
(Eds), Pain occupational therapy for children. St. Louis, Mo: Mosby.

[10] Tsiantis, G. (1991). Children and family mental health, (the original Greek title is Wy vyeio Tov w6100 Ko TG
owoyévelag), Athens, Kastaniotis publishing.

[11] Haralampopoulos, I. (1973) General pedagogy 6th, 466-477, (the original title in Greek is I'evikn Ttodaywywkr, T,
466-477.) Athens.

[12] Parham. L. D. & Primeau. L. A. (1997). Play and occupational therapy. In: L. D. Parham& L. Fazio (Eds), Play in
Occupational Therapy for Children (pp. 2 — 21). St. Louis, MO: Mosby.

[13] Robinson, A. L. (1977). Play: The arena for acquisition of rules for competent behavior. American Journal of
Occupational Therapy, 31, 248 — 253.

[14] Stagnitti, K. (2004). Understanding play: The implications for play assessment, Australian Occupational Therapy
Journal, 51(1): 3 —12.

[15] Stewart, D., Harvey, S. Sahagian, S., Toal, C., Pollock, N& Law, M. (1991). Play, the occupation of childhood.
Hamilton. Ontario: Neurodevelopmental Clinical Research Unit, The Ontario Ministry of Health.

[16] Sutton -Smith, B. (1967). The role of play in cognitive development. Young Children 9Septembe), 361 -369.

Page | 10
Paper Publications




