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Abstract: Article info 

This  study aims to clarification the effects of electronic games on the child, 
especially with  the widespread use of these games recently by children. It has 
turned into a dangerous tool that leads to his addiction  to it and affects many 
aspects, including: health, psychological, and social aspects. From this point of 
view, we present through this article a scientific approach to the electronic games 
and its varied effects on the child's health, psyche and social relations. 
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