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Abstract 

 

A study examining parental perspectives on their children's use of mobile games for both entertainment and education 

revealed multifaceted outcomes. The investigation focused on three age groups: toddlers (1-3 years), pre-schoolers (3-5 

years), and school-age children (5-17 years). Analyzing 266 responses through PCA, Multiple linear regression, and One-

way ANOVA, the research found that parents recognize a strong entertainment value in these games but also 

acknowledge their educational benefits. However, perceptions of the educational utility vary with the child's 

developmental stage. 

 

The most pressing concern highlighted by parents is the predominance of gaming in children’s daily routines, with a 

mean score indicating it as a significant challenge. From an analytical standpoint, when considering educational purposes 

as an outcome variable, cognitive development surprisingly showed a negative correlation while other factors positively 

influenced this aspect; this model accounted for 62.9% of variance observed. In contrast, only 38.8% of variance was 

explained for entertainment purposes where academic performance did not show any notable effect. 

 

In essence, while mobile games are seen to offer both fun and learning opportunities for children across different ages, 

there is caution regarding their overuse and varying impacts on cognitive growth depending on age-related expectations 

from such interactive platforms. 

Keywords: Children; Entertainment; Educational; Interactive; Mobile Games 

 

1. Introduction 

Child development is one of the critical phases in the lives of parents. Their vulnerability leads to attainment of many 

beneficial as well as affective sets of traits. The parents at this level are experimenting with the best options for their 

children and look for a balance between entertainment and educational features. This would allow the children to develop 

the right set of understanding about various things. In the present times, the parents are technologically advanced and 

thereby look for solutions related to it. Mobile phones are one of the most innovative and disruptive products launched in 

the market in the recent past. With an affordable approach in its provisions, mobile phones in the present times are 

endowed with several different applications. Such applications include several entertainment and educational tools that 

can facilitate the learning and enjoyment values of individuals at different levels (Cheung & Ng, 2021; Santosa et al., 

2022). It is one medium that is preferred by parents for their children in terms of deriving entertainment as well as 

education. However, one of the challenges found in terms of the use of such applications in mobile phones is that 

interactive games are addictive to children and cause a hindrance to their development (Rahayu et al., 2021). It has been 
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observed that children as early as in their toddler phase are exposed to mobile phones where they seek various content to 

keep them interested. This method although helps in engaging the children can sometimes generate a dependency on 

mobile phones. Several studies have talked about the use of mobile games among children but the preference to use them 

as an entertainment or educational tool is still an ongoing debate (Elsherbiny & H. Al Maamari, 2021; Jeong, 2022; 

Vega-Ramírez et al., 2020). The study here is interested in understanding the usage preferences of interactive mobile 

games among children either in terms of generating a learning experience or solely to serve their entertainment needs. 

According to (Laricchia, 2023), the number of children owning mobile phones went up from 11% in 2015 to 31% in 

2021 and the age group owning these phones averaged 8 years only. Moreover, (Shah & Phadke, 2023) mentioned in 

their study that the phone usage time among children in the 3 to 4 years of age group is 3 hours or more. However, 

studies investigating the same in a childhood phase level are scarce and the study would include each of the stages of 

childhood to develop the perception based on every level. To dive into the area of interactive mobile games among 

children, the study will attempt to answer the following research questions – 

 

RQ1: Which is the most preferred use of interactive mobile games among children – entertainment value provided or its 

use as an educational tool? 

RQ2: Does the perspective of using interactive mobile games as an entertainment or educational tool vary over the stages 

of childhood?  

RQ3: Are the cognitive development, social interactions, and academic performance levels of children a determinant of 

looking into interactive mobile games as an entertainment or educational tool? 

 

An extensive review of the literature is conducted to understand the studies in the current body of knowledge and design 

the methodology to be followed in this course of study. The details are provided in the next section of the study.  

 

2. Review of Literature 

Entertainment value of mobile games for children 

The primary use for which the development of mobile games for children occurred has been for entertainment purposes. 

The entertainment value of mobile games for children range from a number of benefits pertaining to its optimum use, 

mostly enhancing interactivity (Zamri et al., 2020). However, over the period of time, its use has been optimised by 

including elements of learning for better adoption. It has been established that there are certain game based applications 

that are designed for child development and extend a positive impact on the overall well-being of a child (Yadav & 

Chakraborty, 2022). It finds its application in the video chatting apps which include storytelling and uttering vocabulary 

as the game proceeds into the next stage. There are several science and mathematics based games which foster skill 

development and problem solving abilities in the children (Göksu et al., 2020). The interactive mobile games designed 

today for children converge to the idea that it needs to be entertaining along with providing some sort of benefit to their 

developmental state of mind (Anthony et al., 2021; Gocheva et al., 2020). Its use as a medium of engagement and social 

interaction for children suffering from special abilities such as Attention Deficit Hyperactivity Disorder (ADHD) and 

autism can be highlighted in this regard (Doulou et al., 2022). Here, the use of such interactive based mobile games can 

serve to be more purposeful as compared to traditional methods of learning. Overall, the use of mobile games for children 

in terms of entertainment refers to using them for engagement and recreation.  

 

Educational benefits of Interactive Mobile Games for children 

The educational benefits of providing interactive mobile games to children have been investigated and established by the 

works of many researchers such as (Griffith et al., 2020; Papadakis et al., 2020; Papadakis & Kalogiannakis, 2020) They 

talked about exploring the educational values of mobile interactive games and how it helps to provide an advantage to the 

children in terms of their educational development. The use of mobile games for education have been an innovative way 

of engaging children with the virtual world. As it acts as a medium of learning, parents often do not hesitate in providing 

such games to the children (Hassan et al., 2022; Zamri et al., 2020). The learning experience through such games are 

devised in a dynamic and interesting way that instantly captures the attention of the children. The use of animation and 

other audio video medium makes its attractive (Papadakis & Kalogiannakis, 2017). Moreover, the engagement of the 

children in terms of answering quizzes, selecting options to move further or put up their innovative options on screen 
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make it more approachable (Ni & Yu, 2015). However, there are many shortcomings of such methods as well. These 

include the deviation from the traditional teaching methods making children develop their own way of understanding 

which can lead to them not having good academic performances (Genc, 2014; JOHANSSON & GÖTESTAM, 2004). It 

is worth noting that mobile games have devised special emotion based educational games that have been designed for 

autistic students to enhance their abilities (Heni & Hamam, 2016). The applications as seen from the discussion can 

sincerely help in formulating a learning base for the children and help them derive a good understanding of their learning 

abilities with the aid of such interesting tools. But it must be understood that the use of such tools needs to provide under 

supervision and for a definite period of time to avoid the negative consequences.   

 

Parent’s concern on consumption of Mobile Games by children 

As parents, the use of mobile based games among children has raised many concerns. While the provision of such games 

to children has become inevitable, parents often try to regulate the type of games they offer their children. For example, 

(Brito & Dias, 2020) did their study to derive an understanding of how parents of children select apps. The study focused 

on how parents look for positive content online and look into the operating guidelines for providing the content. They 

often consider offline experiences as a measure for reference. They are drawn towards applications with educational 

points such as puzzles, quizzes, etc. Another concern that regulates the minds of the parents is about the lack of physical 

activities due to the involvement of the children in the mobile games (Faric et al., 2019; McMichael et al., 2020a, 2020b). 

(Lee & Gao, 2020) investigated the role of mobile-based applications on the physical activities and psychological levels 

of children. It is seen that while there are significant improvements in psychological beliefs, in case of physical activity 

driven tasks are limited.  In order to achieve both psychological and physical benefits from such usage, the alignment of 

the learning goals in the selection of the apps to use is suggested. It can be regulated by parents in case of children who 

are of younger age group and accordingly form their habit of aligning mobile games with physical activities. The children 

and adolescents exposed to online games using mobile often fall prey to cyberbullying (Q. Li et al., 2021; Tintori et al., 

2023). The concerns of being victimised especially in a multiplayer environment serves as an area of concern for the 

parents (Huang et al., 2019).  

 

3. Method  

An appropriate research design is the need for any study conducted. The study here has designed a systematic plan of 

research methodology that has helped in generating an error-free and bias-free set of results. The study here is descriptive 

in nature and follows a quantitative method to arrive at the results.  

 

Participants 

The study here makes use of both primary and secondary sources of data. The secondary data gathered from journals, 

books, reports, and online websites have been used thoroughly in designing the survey instrument. The study involves 

understanding the role of mobile games as an educational or entertainment purpose among children. However, as 

different stages of childhood would be considered and data from the children themselves would not be feasible, the 

population of the study is being restricted to the parents of the children. Using purposive sampling, only those samples 

have been considered in the study who have children in the age group of 3 to 17 years and use interactive mobile games 

either for educational or entertainment purposes. A sample size of 266 is taken and the data collected are analyzed using 

appropriate statistical tools. The demographics of the participants are shown in the tables 1 & 2  below. 

 

Table 1 - Frequencies of Gender 

Gender Counts % of Total Cumulative % 

Female  188  70.7 %  70.7 %  

Male  78  29.3 %  100.0 %  
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  Table 2 - Frequencies of Age of Children You teach 

Age of Children you teach Counts % of Total Cumulative % 

Preschool (3-5 Years)  79  29.7 %  29.7 %  

School Age (5-17 years)  130  48.9 %  78.6 %  

Toddler (1-3 years)  57  21.4 %  100.0 %  

 

The children considered for the study include 70.7% female and 29.3% male. The children investigated in the study have 

been mainly classified into three groups based on the phases of childhood. The first category is that of toddlers who are 

in the age group of 1 to 3 years. These include 21.4% of the total responses. The next includes pre-schoolers falling in the 

age group of 3 to 5 years with 29.7%. Lastly, the next includes the children who are school-going and includes 5 to 17 

years of age. As the age bracket in the third category is high, there are 48.9% of the children in this phase.  

 

Data Sources and Procedures 

The participants being investigated in the study here are informed about the cause of the study and consent has been 

taken before recording their data sources. The instrument design is a structured questionnaire in a 5-point Likert-type 

scale used to collect the primary set of data. The purpose of designing this questionnaire is to be able to quantify the 

responses and analyse them using statistical tools such as principal component analysis, multiple linear regression, and 

One-way ANOVA. The questionnaire is divided primarily into three sections- 

 

Section 1 – Usage Patterns of the Children 

The first scale includes a total of 10 items that are based on understanding whether these children are provided access to 

interactive mobile games for entertainment or educational purposes. The idea is to define the category towards which the 

use of interactive mobile games among the children are inclined. It uses questions that determine when the use of mobile 

phones are provided and exactly for what purpose it is being used. The items have been prepared by referring to the 

inputs provided by (Genc, 2014; Radesky et al., 2015). 

 

Section 2 - Challenges 

The next section of the questionnaire deals with the negative aspects of the challenges related to the use of mobile 

interactive games by children. Such uses are often termed as addiction and the same is investigated with the following 

five-item scale. It only points out the challenges that are observed in the children when they are deprived of using the 

interactive mobile games. Many studies have found the development of addiction when such games are not provided to 

the regular users. In order to understand how it works in terms of children, the five items are derived from the works of 

(JOHANSSON & GÖTESTAM, 2004; Lortie & Guitton, 2013) and modified according to the need of the study.  

 

Section 3 – Behavioral Aspect of the Children 

In the next set of items in the questionnaire there are a total of 15 items that include questions related to the behavior of 

the child according to the respondents. This is a crucial scale as it would investigate how the use of interactive mobile 

games affect the behaviour of the children in their day to day activities. The components that are expected to be resolved 

using this section of the questionnaire includes their cognitive aspect, the social interactions that they are involved in 

lastly, the academic performance. These three are crucial as it can help in shaping a child’s overall development. The 

scale used is prepared by considering the works of (Chen et al., 2018; M. Li et al., 2022) and modifying to meet the 

requirements of the study here.  

 

As the questionnaire items cover the items required to answer the research questions above, the detailed analysis with 

these datasets and its interpretation are provided in the next section.  
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4. Results 

The study has been conducted using the SPSS software and a total of 266 responses have been used for the final data 

analysis process. Firstly, the demographics of the children being investigated in the study are being analyzed. As these 

266 responses are from the teachers, the demographics shown below are for that of the child they are answering the 

questionnaire for.  

 

The questionnaire design includes an investigation of the questions in hand in three distinctive phases.  

Table 3 - Descriptives - Usage pattern of your child for interactive mobile games 

  N Mean Median SD Minimum Maximum 

My child plays interactive 

mobile games primarily for 

entertainment purposes 

 266  4.30  4.00  0.637  3  5  

I find interactive mobile games 

to be a fun way to spend my 

free time 

 266  2.60  3.00  1.016  1  4  

I believe that interactive mobile 

games have helped me learn 

new things 

 266  3.29  3.00  1.093  2  5  

When playing mobile games, 

my ward's main focus is on the 

entertainment value rather than 

the educational content 

 266  4.30  4.00  0.637  3  5  

I think interactive mobile 

games can be a useful tool for 

learning and education 

 266  2.89  3.00  1.041  1  5  

I believe that mobile games 

with educational content are as 

enjoyable as purely entertaining 

games for my ward 

 266  2.80  3.00  0.743  2  4  

I encourage my child to play 

educational mobile games to 

learn new things 

 266  3.03  3.00  1.205  1  5  

I feel that the time spent 

playing interactive mobile 

games contributes positively to 

my ward's overall development 

 266  3.50  4.00  0.920  2  5  

I believe that interactive mobile 

games strike a good balance 

between entertainment and 

education 

 266  2.90  3.00  0.825  2  4  

I would recommend educational 

mobile games to my friends as 

a way to learn and have fun 

 

 

 266  3.01  3.00  0.905  1  4  
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The highest mean score of 4.30 indicates a strong inclination towards viewing online interactive games primarily as a 

source of entertainment rather than for educational purposes. This suggests that the participants are more likely to engage 

in gaming activities for recreational enjoyment rather than for learning or educational enrichment. The two items where 

the score of 4.30 is found both indicate the use of such games for entertainment purposes and even agreed to place it 

above educational fulfillment that such games can offer. On the other hand, the lowest score of 2.60 reflects a lower level 

of agreement among participants regarding the idea of considering these games as an enjoyable way of spending free 

time. This discrepancy in perception suggests that while some participants may find use of interactive mobile games 

enjoyable and engaging, its use as a preferred leisure activity is not that highly seen. This is a good sign for the children 

as spending their leisure time is not preferred using the mobile games but would rather involve other sources of activities. 

There is a difference in the usage levels observed and although this source acts as a tool of entertainment, its use in times 

of leisure is not highly preferred. This has opened an interesting area of discussion and further studies would continue it.   

 

Based on the analysis above, the 10 items have been segregated into two levels i.e., preference for using interactive 

mobile games for education or entertainment purposes. The combined mean scores for the two categories are as follows- 

 

Table 4 - Descriptives for two sections of Usage Patterns 

  N Mean Median SD Minimum Maximum 

Education Purpose  266  3.26  3.50  0.464  2.50  3.75  

Entertainment Purpose  266  3.73  3.67  0.462  3.00  4.67  

 

With a 3.73 mean score, the agreement for the games being for entertainment purposes is more than the 3.26 mean score 

for education purposes. However, the mean score difference is not that high and both exhibit a high level of agreement 

for mobile interactive games serving both purposes. As discussed above, the entertainment purpose is mostly fulfilled 

among the children with the use of interactive mobile games. This shows that the preference of the children for using it as 

an entertainment source is higher than education purpose. As the difference is not that high, it can be stated that there is a 

chance of using interactive mobile games for education purpose over entertainment in the future. This can be further 

beneficial to establish the educational usage of such interactive games.  

 

In this section, the second scale which is solely to understand the challenges related to the use of interactive mobile 

games among the children is discussed. Firstly, in table 5, the responses against each of the items are provided for 

understanding the perception of the respondents.  

 

Table 5 - Descriptives - Challenges 

  N Mean Median SD Minimum Maximum 

Do you feel your child is 

preoccupied with their gaming 

behavior? 

 266  2.18  2.00  0.990  1  4  

Does your child feel more 

irritability, anxiety, or even 

sadness when you try to either 

reduce or stop their gaming 

activity? 

 266  2.87  2.00  1.461  1  5  

Do you think gaming has 

become the dominant activity in 

your child’s daily life? 

 266  3.28  3.00  1.419  1  5  
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Table 5 - Descriptives - Challenges 

  N Mean Median SD Minimum Maximum 

Do you systematically fail 

when trying to control or cease 

your child’s gaming activity? 

 266  2.97  3.00  1.625  1  5  

Has your child lost interest in 

previous hobbies and other 

entertainment activities as a 

result of their engagement with 

the game? 

 266  2.87  2.00  1.320  1  5  

 

 The mean scores show a highest value of 3.28 for the games becoming a dominant activity in the lives of the children. 

The lowest score is 2.18 for the agreement of the child’s preoccupied behavior with the gaming behavior.  There are 

items scoring 2.87 and 2.97 where the agreement is that the child has lost interest in other entertaining hobbies and feels 

anxious or unstable when the mobile interactive games are taken away from them. It also shows that parents agree to a 

sufficient extent that they fail when they try to control the level of use of interactive mobile games in their children. 

Overall the mean score for challenges stands at 3.06 which is above the mid-level of the 5 Point scale. This interprets the 

presence of some level of challenges in the use of mobile interactive games among the children according to the 

respondents. The above mentioned challenges are quite concerning and as the mean scores are mostly more than the 

halfway scoring of 2.5 in the scale of 5, it shows that the problem exists and parents do face such challenges in restricting 

their children with the use of interactive mobile games.  

 

The mean score as shown in table 6 below stands at 3.06 which is very high and depicts the presence of these challenges 

among the parents of the children using interactive mobile games. 

 

Table 6 – Mean Score for Challenges Scale 

  N Mean Median SD Minimum Maximum 

Challenges  266  3.06  2.60  1.377  1.40  5.00  

 

 

 

As there is a significant amount of challenges observed among the parents in regulating the use of interactive mobile 

games, the behavioural influence that these games are causing are discussed by using the third scale in the study.  

 

The next set of items in the questionnaire includes a total of 15 items that include questions related to the behavior of the 

child according to the respondents. Before understanding its impact level on the children, the use of PCA is done to 

identify the underlying factors in the scale and terming them with respect to the variables aimed for.  To extract the 

underlying factors from the 15 items, PCA using varimax rotation is conducted. The varimax rotation allows one to 

maximize the factor loadings and as per (Hair et al., 2006) based on the sample size of more than 200, factor loadings of 

more than 0.4 are considered acceptable. 

 

The sampling adequacy tests conducted using KMO and Bartlett’s test show an overall KMO of 0.896 which is more 

than the acceptable value of 0.7. The p-value in Bartlett’s test is less than 0.05 and meets the sampling adequacy 

parameters of the below items. This shows that the sample size collected for interpreting the results using this scale is 

adequate and can be proceeded to attain the results with precision.  
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Table 7 - Component Loadings 

 Component  

  1 2 3 Uniqueness 

My child shows curiosity and interest in learning new 

things 
 0.840      0.0714  

My child demonstrates problem-solving skills 

appropriate for their age. 
 0.952        0.0696  

I believe my child's memory and recall abilities are age-

appropriate 
 0.902        0.1713  

My child can concentrate and focus on tasks for a 

reasonable duration 
 0.604      0.2033  

I observe my child engaging in imaginative and creative 

play 
 0.510       0.3668  

My child enjoys spending time with peers and shows 

interest in forming friendships. 
      0.952  0.0696  

I notice my child expressing empathy and understanding 

towards others. 
       0.922  0.1325  

My child effectively communicates their thoughts and 

feelings. 
       0.415  0.8862  

I believe my child demonstrates good manners and social 

etiquette. 
       0.920  0.1326  

My child engages in cooperative play and teamwork with 

other children. 
      0.957  0.0644  

I am satisfied with my child's academic progress in 

school 
   0.771    0.0931  

My child completes homework assignments and 

classwork with minimal assistance 
    0.939     0.1133  

I believe my child is developing a positive attitude 

towards le 
    0.846    0.0926  

My child's teachers provide constructive feedback on 

their academic performance 
   0.672     0.3092  

I observe my child demonstrating an understanding of the 

subjects taught in school. 
    0.938     0.0651  

Note. 'varimax' rotation was used 

 

The above table shows that the 15 items extract a total of three factors with an eigenvalue of more than 1. All the factor 

loadings are above 0.4. The first factor with 5 items represents the cognitive development of the children, The second 

factor represents the social interaction levels of the children and the third factor represents the academic performance of 

the children. Cognitive development represents the levels of understanding developed by the children for their age. In this 

case, this understanding is to be interpreted in relevance to the use of interactive mobile games. Cognitive development 

suggests the learning and decoding capabilities of the children with respect to the developmental process that they are 

exposed to at different stages of their lives. The next factor is social interaction showing how the children behave in 

social situations. Every individual needs to be social and for that purpose the steps need to be taken from a very early 

stage. This children group considered here are crucial for developing such social interaction levels and the impact mobile 

interactive games would cause would be interesting to understand. Lastly,  academic performance showing their 
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performance in terms of their learning abilities and to perform in the educational activities conducted at schools. The 

academic performance is based on their educational capabilities and understands how it can be impacted through the use 

of such games.  

 

As observed from table 7 above, there are three factors having eigenvalue of more than one and to understand how much 

the children are scoring in them, table 8 shows the descriptives of the three extracted factors below. 

 

 

Table 8 – Descriptives of Extracted Factors 

  N Mean Median SD Minimum Maximum 

Cognitive Development   266  3.35  3.40  0.548  2.40  4.20  

Social Interaction   266  3.69  4.00  0.565  2.80  4.40  

Academic Performance   266  3.34  3.20  0.785  1.60  4.60  

 

  

The highest mean score is that of 3.69 for social interaction followed by 3.35 for cognitive development and 3.34 for 

academic performance. All three factors have very close mean scores representing equal levels of these attributes in the 

children considered for the study. It shows that considering the use of interactive mobile games mostly for entertainment 

purposes and having challenges among the parents in restricting the use of such games in the children, it is seen that the 

social interaction levels have developed more than the other two. The children are considered to be socially more active 

compared to cognitive understanding and being best in their academic performances. It shows that mobile interactive 

games and its usage can impact on increasing the social interactivity levels among the children rather than causing an 

impact on cognitive and academic development.  

 

Now as all the factors considered in the study are being extracted and discussed, the relationships among these factors are 

investigated using multiple linear regression.  

 

Based on the first objective of the study, the use of mobile interactive games for education or entertainment purposes, the 

below two regressions are conducted to understand the impact of the three factors on opting for the education or 

entertainment purpose of the games.  

 

Table 9 - Model Fit Measures - Education Purpose 

 Overall Model Test 

Model R R² Adjusted R² F df1 df2 p 

1  0.797  0.635  0.629  113  4  261  < .001  

 

 Table 10 - Model Coefficients - Education Purpose 

Predictor Estimate SE t p 

Intercept  -0.0538  0.2228  -0.241  0.809  

Cognitive Development   -0.3326  0.0733  -4.534  < .001  

Social Interaction   0.5327  0.0582  9.161  < .001  

Academic Performance   0.5972  0.0388  15.408  < .001  
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 Table 10 - Model Coefficients - Education Purpose 

Predictor Estimate SE t p 

Challenges  0.1524  0.0196  7.757  < .001  

 

The above model with education purpose as the dependent variable and the three factors as the independent variables. 

With a p-value of less than 0.05, the model is statistically significant. The adjusted R2 is at 0.629 which means that for a 

unit change in the independent variables along with challenges, the consideration of interactive mobile games for 

education purposes changes by 62.9%. Considering the model co-efficient it is seen that all the independent variables 

have a significant impact on deriving an educational purpose perspective. While cognitive development has a negative 

impact, the others have a positive impact.  The highest impact is exerted by academic performance followed by social 

interaction. When the consideration of using interactive mobile games are based on educational purposes, it is seen that 

there are chances that the academic performances of the children would be influencing them to use the games for such 

purposes. It can be stated that if the academic performance of the children can be enhanced, there are high chances that 

they would start using the games for educational purposes over entertainment purposes. This can help in overcoming the 

challenges as well where the use of mobile games for education can be beneficial for both the children and the parents.  

 Table 11 - Model Fit Measures -Entertainment Purpose 

 Overall Model Test 

Model R R² Adjusted R² F df1 df2 p 

1  0.630  0.397  0.388  43.0  4  261  < .001  

 

 Table 12 - Model Coefficients – Entertainment Purpose 

Predictor Estimate SE t p 

Intercept  6.9671  0.2851  24.43  < .001  

Cognitive Development   -0.1504  0.0939  -1.60  0.110  

Social Interaction   -0.4643  0.0744  -6.24  < .001  

Academic Performance  -0.0529  0.0496  -1.07  0.287  

Challenges  -0.2750  0.0251  -10.94  < .001  

 

The second model with entertainment purpose as the dependent variable and the three factors as the independent 

variables. With a p-value of less than 0.05, the model is statistically significant. The adjusted R2 is at 0.388 which means 

that for a unit change in the independent variables along with challenges, the consideration of interactive mobile games 

for education purposes changes by 38.8%. Considering the model co-efficient it is seen that all the independent variables 

have a significant impact on deriving entertainment purpose perspective except for academic performance. All the 

significant variables have a negative impact and the highest impact is exerted by social interaction followed by the 

challenges. In this case, the challenges that are occurring among the parents, if not regulated, would lead to using 

interactive mobile games more for entertainment purposes. It means that the parents need to reduce the challenges and 

work towards minimising the use of such games for entertainment purposes.  

 

Now in the next segment, the mean score calculations are considered where based on the age groups and age the 

perspectives are measured.  
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Table 13 - One-Way ANOVA – Age Group of Children 

  F df1 df2 p 

Cognitive Development   475  2  148  < .001  

Social Interaction  126  2  167  < .001  

Academic Performance   576  2  138  < .001  

 

The above table shows that there is a significant mean difference in the case of all the variables. To understand the levels 

at which these differences exactly occur post-hoc analysis is conducted (Refer tables 14 to16 in appendix).  

Across the three parameters, there is a significant mean difference observed among the toddlers and the remaining phases 

of the children. Pre-schoolers and school-going children do not have significant mean differences. The approach for the 

toddlers hereby is different across the three factors. This means that this group of children and their approach towards the 

use of interactive mobile games needs to be different from those who are exposed to the education system. They must be 

tackled differently with respect to the behavioral influence from the use of the interactive mobile games. The parents of 

the toddlers need to make their approach differently in order to overcome the challenges and contribute towards their 

development.  

 

Table 17 - Independent Samples T-Test - Gender 

    Statistic df p 

Cognitive Development  Student's t  1.654 a  264  0.099  

Social Interaction   Student's t  -0.787  264  0.432  

Academic Performance  Student's t  1.850 a  264  0.065  

ᵃ Levene's test is significant (p < .05), suggesting a violation of the assumption of equal variances 

 

For the gender consideration, the independent samples t-test shows that there are no significant mean scores observed.  

Now, the age group of the children i.e., the phase of childhood that they are currently in is being investigated concerning 

the entertainment and education purpose responses. It is quite interesting to note that the age group does significantly 

impact the views towards the educational use of interactive mobile games but not for entertainment purposes.  

Table 18 - One-Way ANOVA – Age Group of Children 

  F df1 df2 p 

Education Purpose  109  2  155  < .001  

 

 The analysis conducted reveals the results of the objectives and a detailed discussion of this analysis is provided in the 

next section below.  

 

 

 

 



   
  
  
 

820 

European Economic Letters 

ISSN 2323-5233 

Vol 14, Issue 2 (2024) 

http://eelet.org.uk 

5. Implications 

Mobile games in the present times are widely used as a medium of entertainment among individuals. While for adults it 

serves as a source of relief in their hectic schedules for children it might pose as an addictive medium of entertainment. 

There have been many studies such as who has posited the use of mobile games as addictive and having more negative 

than positive aspects (Baabdullah, 2018; Chen et al., 2018). However, with the evolution of technology, the perspective 

on mobile games has been altered as it has also been able to generate an educational sense of purpose in the process as 

well (Costa et al., 2020; Laine & Lindberg, 2020; López-Faican & Jaen, 2020; Martinez et al., 2022). The educational or 

entertainment benefits of interactive mobile games have always been a source of debate and this study has attempted to 

provide further insights into the process by conducting a descriptive study. The research here explores the understanding 

of interactive mobile games as an entertainment or educational purpose of use among different stages of children. The 

study used three levels of children for understanding their take and included toddlers comprising the age group of 1 to 3 

years, pre-schoolers in the age group of 3 to 5 years, and school-going children in the age group of 5 to 17 years. The 

population of the study is the parents of these children belonging to the three different stages. This method of sample 

design has been undertaken as responses from toddlers and pre-schoolers cannot be considered effective to use. The 

discussion on the approach of the children towards mobile games have been found to serve the purpose of entertainment 

mostly with the parents providing the devices to keep them engaged. However, this habit can lead to a state of concern as 

it is observed here as well that there are challenges faced by parents to restrict the use of these games. The challenges 

have been termed as concerning in the studies by (Lazarinis et al., 2020; Rahayu et al., 2021). The dependability of the 

children on these interactive mobile games for engagement has led to the development of anxiety in them when they are 

not allowed to use it (Gioia et al., 2022; Wang et al., 2017; Wei et al., 2012). This can lead to various consequences and 

the future. Some of them are in the form of the behavioral influences discussed in this study - cognitive development, 

social interaction and academic performance.  

 

The implications can be as follows. Interactive mobile games can generate both positive and negative impacts on 

cognitive development. Considering the brighter side,  there are certain games which are solely designed to enhance 

problem-solving skills, raise awareness levels, empower memory retention, and enhance critical thinking abilities. These 

games often require players to strategize, make decisions, and adapt to changing scenarios, which can stimulate cognitive 

growth. However, the negative aspect of it lies within the use of excessive screen time which can sometimes lead to 

addiction. Further,  exposure to certain types of games may hinder cognitive development, leading to attention deficits, 

reduced concentration, and impaired memory function. For social interaction, mobile games allow multiplayer features 

which can contribute towards social interaction among children. It makes them connect with others playing with them, 

collaborate on levels of the game, and somehow develop a teamwork based mindset. These games provide opportunities 

for communication, cooperation, and competition, which can help in generating social bonds and interpersonal 

relationships. However, there is the negative aspect where the fear of excessive gaming leading to isolation coexists. As 

children may prioritize virtual interactions through this habit, their face-to-face communication abilities might decrease. 

Moreover, interactions within online gaming communities may expose children to inappropriate language, cyberbullying, 

and other negative behaviors, impacting their social development (Fahy et al., 2016; Ildırım et al., 2017; Olenik-Shemesh 

et al., 2014). Such instances often lead to psychological distress among the children impacting heavily on their future 

behaviour. The relationship between mobile gaming and academic performance is complex and influenced by various 

other relevant factors in the universe. Some educational games are specifically designed to support learning objectives 

and make academic concepts easier to understand. Such games are positioned as a way of potentially enhancing academic 

performance. These games can sometimes make learning more engaging, interactive, and enjoyable, leading to improved 

retention and comprehension. However, allowing excessive gaming can distract them from traditional methods of 

learning, their designated study time, disrupt concentration, and negatively impact academic achievement.  

 

It can be established that the use of interactive mobile games can be a source of entertainment and education. But, the 

main point to concentrate here is that the role of parents can be highly game changing. Their monitoring and allocation of 

time to the children for using such games can help in striking a balance between the two and use the interactive mobile 

games to strengthen the overall development of the children.  
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6. Limitation 

The study is a small scale attempt with a sample size of 266 parents only. A larger group of samples can help in 

generalising the results better. The samples collected however, represent the parents belonging to different groups of 

children and have contributed towards achieving a high external validity for the study.  

  

7. Future Research  

There are many interesting areas to dwell on in the future course of research from the findings generated here. The type 

of relationship coming out of each childhood phase can help in throwing further light into this area of study. For 

example, the behavioural influence of toddlers are found to be different from the other categories and this can be 

investigated further. The relationship between the individual characteristics of the children i.e., their cognitive, social, 

and academic attributes along with the challenges shows that the alteration in the use of interactive mobile games for 

either educational or entertainment purposes is possible. The study here considers challenges to the use of mobile games 

but has not included them in terms of addiction levels. In future research directions, the addiction levels of children 

related to the use of mobile games can be added to the present conceptual model. The results of the study can be used 

quite effectively in shaping interactive mobile games for entertainment or educational purposes for children according to 

the stages of childhood.  

 

 Conclusion 

The widespread use of mobile phones and their applications, particularly games, has brought both advantages and 

challenges. A study focusing on the perspectives of parents revealed that while mobile games are primarily seen as a 

source of entertainment for children, they also possess educational value. However, this perceived educational benefit 

varies with a child's developmental stage. The research suggests that children's cognitive, social, and academic 

characteristics influence how they interact with these games for learning or fun. Future studies could explore the 

relationship between childhood stages and game usage more deeply and consider the potential issue of gaming addiction 

among children. The findings have implications for developing age-appropriate interactive mobile games that balance 

entertainment with education.  

 

Appendix 

Table 14 - Games-Howell Post-Hoc Test – Cognitive Development 

    
Preschool (3-5 

Years) 

School Age (5-17 

years) 

Toddler (1-3 

years) 

Preschool (3-5 

Years) 
 

Mean 

difference 
 —  -0.142  -1.051  

   p-value  —  0.078  < .001  

School Age (5-17 

years) 
 

Mean 

difference 
    —  -0.909  

   p-value     —  < .001  

Toddler (1-3 years)  
Mean 

difference 
       —  

   p-value        —  

 

 Table 15 - Games-Howell Post-Hoc Test – Social Interaction 

    
Preschool (3-5 

Years) 

School Age (5-17 

years) 

Toddler (1-3 

years) 
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 Table 15 - Games-Howell Post-Hoc Test – Social Interaction 

    
Preschool (3-5 

Years) 

School Age (5-17 

years) 

Toddler (1-3 

years) 

Preschool (3-5 

Years) 
 

Mean 

difference 
 —  -0.139  -0.757  

   p-value  —  0.124  < .001  

School Age (5-17 

years) 
 

Mean 

difference 
    —  -0.618  

   p-value     —  < .001  

Toddler (1-3 years)  
Mean 

difference 
       —  

   p-value        —  

 

 Table 16 - Games-Howell Post-Hoc Test – Academic Performance 

    
Preschool (3-5 

Years) 

School Age (5-17 

years) 

Toddler (1-3 

years) 

Preschool (3-5 

Years) 
 

Mean 

difference 
 —  -0.733  -1.83  

   p-value  —  < .001  < .001  

School Age (5-17 

years) 
 

Mean 

difference 
    —  -1.10  

   p-value     —  < .001  

Toddler (1-3 years)  
Mean 

difference 
       —  

   p-value        —  

 

References 

 

1. Anthony, W. L., Zhu, Y., & Nower, L. (2021). The relationship of interactive technology use for entertainment 

and school performance and engagement: Evidence from a longitudinal study in a nationally representative 

sample of middle school students in China. Computers in Human Behavior, 122, 106846. 

https://doi.org/10.1016/j.chb.2021.106846 

2. Baabdullah, A. M. (2018). Consumer adoption of Mobile Social Network Games (M-SNGs) in Saudi Arabia: 

The role of social influence, hedonic motivation and trust. Technology in Society, 53, 91–102. 

https://doi.org/10.1016/j.techsoc.2018.01.004 

3. Brito, R., & Dias, P. (2020). “Which apps are good for my children?”: How the parents of young children select 

apps. International Journal of Child-Computer Interaction, 26, 100188. 

https://doi.org/10.1016/j.ijcci.2020.100188 

4. Chen, L., Liu, R., Zeng, H., Xu, X., Zhu, R., Sharma, M., & Zhao, Y. (2018). Predicting the Time Spent Playing 

Computer and Mobile Games among Medical Undergraduate Students Using Interpersonal Relations and Social 

Cognitive Theory: A Cross-Sectional Survey in Chongqing, China. International Journal of Environmental 

Research and Public Health, 15(8), 1664. https://doi.org/10.3390/ijerph15081664 



   
  
  
 

823 

European Economic Letters 

ISSN 2323-5233 

Vol 14, Issue 2 (2024) 

http://eelet.org.uk 

5. Cheung, S. Y., & Ng, K. Y. (2021). Application of the Educational Game to Enhance Student Learning. 

Frontiers in Education, 6. https://doi.org/10.3389/feduc.2021.623793 

6. Costa, M. C., Manso, A., & Patrício, J. (2020). Design of a Mobile Augmented Reality Platform with Game-

Based Learning Purposes. Information, 11(3), 127. https://doi.org/10.3390/info11030127 

7. Doulou, A., Drigas, A., & Skianis, C. (2022). Mobile applications as intervention tools for children with ADHD 

for a sustainable education. Technium Sustainability, 2(4), 44–62. 

https://doi.org/10.47577/sustainability.v2i4.7344 

8. Elsherbiny, M. M. K., & H. Al Maamari, R. H. (2021). Game-based learning through mobile phone apps: 

effectively enhancing learning for social work students. Social Work Education, 40(3), 315–332. 

https://doi.org/10.1080/02615479.2020.1737665 

9. Fahy, A. E., Stansfeld, S. A., Smuk, M., Smith, N. R., Cummins, S., & Clark, C. (2016). Longitudinal 

Associations Between Cyberbullying Involvement and Adolescent Mental Health. Journal of Adolescent Health, 

59(5), 502–509. https://doi.org/10.1016/j.jadohealth.2016.06.006 

10. Faric, N., Yorke, E., Varnes, L., Newby, K., Potts, H. W., Smith, L., Hon, A., Steptoe, A., & Fisher, A. (2019). 

Younger Adolescents’ Perceptions of Physical Activity, Exergaming, and Virtual Reality: Qualitative 

Intervention Development Study. JMIR Serious Games, 7(2), e11960. https://doi.org/10.2196/11960 

11. Genc, Z. (2014). Parents’ Perceptions about the Mobile Technology Use of Preschool Aged Children. Procedia 

- Social and Behavioral Sciences, 146, 55–60. https://doi.org/10.1016/j.sbspro.2014.08.086 

12. Gioia, F., Colella, G. M., & Boursier, V. (2022). Evidence on Problematic Online Gaming and Social Anxiety 

over the Past Ten Years: a Systematic Literature Review. Current Addiction Reports, 9(1), 32–47. 

https://doi.org/10.1007/s40429-021-00406-3 

13. Gocheva, M., Somova, E., Angelova, V., & Kasakliev, N. (2020). TYPES OF MOBILE EDUCATIONAL 

GAMES FOR CHILDREN IN PRIMARY SCHOOL. 2291–2300. https://doi.org/10.21125/inted.2020.0698 

14. Göksu, İ., Aslan, A., & Turgut, Y. E. (2020). Evaluation of mobile games in the context of content: What do 

children face when playing mobile games? E-Learning and Digital Media, 17(5), 388–407. 

https://doi.org/10.1177/2042753020936785 

15. Griffith, S. F., Hagan, M. B., Heymann, P., Heflin, B. H., & Bagner, D. M. (2020). Apps As Learning Tools: A 

Systematic Review. Pediatrics, 145(1), e20191579. https://doi.org/10.1542/peds.2019-1579 

16. Hair, J., Black, W., Babin, B., Anderson, R., & Tatham, R. (2006). Multivariate Data Analysis (6th ed.). Pearson 

Prentice Hall. 

17. Hassan, S. A., Rahim, T., & Shin, S. Y. (2022). ChildAR: an augmented reality-based interactive game for 

assisting children in their education. Universal Access in the Information Society, 21(2), 545–556. 

https://doi.org/10.1007/s10209-020-00790-z 

18. Heni, N., & Hamam, H. (2016). Design of emotional educational system mobile games for autistic children. 

2016 2nd International Conference on Advanced Technologies for Signal and Image Processing (ATSIP), 631–

637. https://doi.org/10.1109/ATSIP.2016.7523168 

19. Huang, C. L., Yang, S. C., & Hsieh, L. S. (2019). The cyberbullying behavior of Taiwanese adolescents in an 

online gaming environment. Children and Youth Services Review, 106, 104461. 

https://doi.org/10.1016/j.childyouth.2019.104461 

20. Ildırım, E., Çalıcı, C., & Erdoğan, B. (2017). Psychological Correlates of Cyberbullying and Cyber-

Victimization. The International Journal of Human and Behavioral Science. 

https://doi.org/10.19148/ijhbs.365829 

21. Jeong, K.-O. (2022). Facilitating Sustainable Self-Directed Learning Experience with the Use of Mobile-

Assisted Language Learning. Sustainability, 14(5), 2894. https://doi.org/10.3390/su14052894 

22. JOHANSSON, A., & GÖTESTAM, K. G. (2004). Internet addiction: Characteristics of a questionnaire and 

prevalence in Norwegian youth (12–18 years). Scandinavian Journal of Psychology, 45(3), 223–229. 

https://doi.org/10.1111/j.1467-9450.2004.00398.x 

23. Kopecký, K., Fernández-Martín, F.-D., Szotkowski, R., Gómez-García, G., & Mikulcová, K. (2021). Behaviour 

of Children and Adolescents and the Use of Mobile Phones in Primary Schools in the Czech Republic. 

International Journal of Environmental Research and Public Health, 18(16), 8352. 

https://doi.org/10.3390/ijerph18168352 



   
  
  
 

824 

European Economic Letters 

ISSN 2323-5233 

Vol 14, Issue 2 (2024) 

http://eelet.org.uk 

24. Laine, T. H., & Lindberg, R. S. N. (2020). Designing Engaging Games for Education: A Systematic Literature 

Review on Game Motivators and Design Principles. IEEE Transactions on Learning Technologies, 13(4), 804–

821. https://doi.org/10.1109/TLT.2020.3018503 

25. Laricchia, F. (2023, October 26). Share of U.S. children owning a smartphone 2015-2021, by age. Statista. 

26. Lazarinis, F., Alexandri, K., Panagiotakopoulos, C., & Verykios, V. S. (2020). Sensitizing young children on 

internet addiction and online safety risks through storytelling in a mobile application. Education and 

Information Technologies, 25(1), 163–174. https://doi.org/10.1007/s10639-019-09952-w 

27. Lee, J. E., & Gao, Z. (2020). Effects of the iPad and mobile application-integrated physical education on 

children’s physical activity and psychosocial beliefs. Physical Education and Sport Pedagogy, 25(6), 567–584. 

https://doi.org/10.1080/17408989.2020.1761953 

28. Li, M., Li, J., Yasin, M. A. I., Osman, M. N., Hashim, N. B., Ang, L. H., & Xue, Y. (2022). Analysis on the 

Cognitive Impact of Social Mobile Games on Left-Behind Children in the Era of Big Data. Frontiers in Public 

Health, 10. https://doi.org/10.3389/fpubh.2022.915801 

29. Li, Q., Luo, Y., Hao, Z., Smith, B., Guo, Y., & Tyrone, C. (2021). RETRACTED ARTICLE: Risk Factors of 

Cyberbullying Perpetration Among School-Aged Children Across 41 Countries: a Perspective of Routine 

Activity Theory. International Journal of Bullying Prevention, 3(3), 168–180. https://doi.org/10.1007/s42380-

020-00071-6 

30. López-Faican, L., & Jaen, J. (2020). EmoFindAR: Evaluation of a mobile multiplayer augmented reality game 

for primary school children. Computers & Education, 149, 103814. 

https://doi.org/10.1016/j.compedu.2020.103814 

31. Lortie, C. L., & Guitton, M. J. (2013). Internet addiction assessment tools: dimensional structure and 

methodological status. Addiction, 108(7), 1207–1216. https://doi.org/10.1111/add.12202 

32. Martinez, L., Gimenes, M., & Lambert, E. (2022). Entertainment Video Games for Academic Learning: A 

Systematic Review. Journal of Educational Computing Research, 60(5), 1083–1109. 

https://doi.org/10.1177/07356331211053848 

33. McMichael, L., Farič, N., Newby, K., Potts, H. W. W., Hon, A., Smith, L., Steptoe, A., & Fisher, A. (2020a). 

Parents of Adolescents Perspectives of Physical Activity, Gaming and Virtual Reality: Qualitative Study. JMIR 

Serious Games, 8(3), e14920. https://doi.org/10.2196/14920 

34. McMichael, L., Farič, N., Newby, K., Potts, H. W. W., Hon, A., Smith, L., Steptoe, A., & Fisher, A. (2020b). 

Parents of Adolescents Perspectives of Physical Activity, Gaming and Virtual Reality: Qualitative Study. JMIR 

Serious Games, 8(3), e14920. https://doi.org/10.2196/14920 

35. Ni, Q., & Yu, Y. (2015). Research on educational mobile games and the effect it has on the cognitive 

development of preschool children. 2015 Third International Conference on Digital Information, Networking, 

and Wireless Communications (DINWC), 165–169. https://doi.org/10.1109/DINWC.2015.7054236 

36. Olenik-Shemesh, D., Heiman, T., & Eden, S. (2014). Cyberbullying victimisation in adolescence: relationships 

with loneliness and depressive mood. In Emotional and Behavioural Difficulties Associated with Bullying and 

Cyberbullying (1st ed.). Routledge. 

37. Papadakis, S., & Kalogiannakis, M. (2017). Mobile educational applications for children: what educators and 

parents need to know. International Journal of Mobile Learning and Organisation, 11(3), 256. 

https://doi.org/10.1504/IJMLO.2017.085338 

38. Papadakis, S., & Kalogiannakis, M. (2020). A Research Synthesis of the Real Value of Self-Proclaimed Mobile 

Educational Applications for Young Children (pp. 1–19). https://doi.org/10.4018/978-1-7998-1486-3.ch001 

39. Papadakis, S., Vaiopoulou, J., Kalogiannakis, M., & Stamovlasis, D. (2020). Developing and Exploring an 

Evaluation Tool for Educational Apps (E.T.E.A.) Targeting Kindergarten Children. Sustainability, 12(10), 4201. 

https://doi.org/10.3390/su12104201 

40. Radesky, J. S., Schumacher, J., & Zuckerman, B. (2015). Mobile and Interactive Media Use by Young Children: 

The Good, the Bad, and the Unknown. Pediatrics, 135(1), 1–3. https://doi.org/10.1542/peds.2014-2251 

41. Rahayu, I. S., Karana, I., Hardiansyah, M. A., Dewi, D. H., & Elihami, E. (2021). relationship of online game 

addiction with learning motivation in school age children on COVID-19 pandemic. Linguistics and Culture 

Review, 5(1), 384–396. https://doi.org/10.21744/lingcure.v5n1.1650 



   
  
  
 

825 

European Economic Letters 

ISSN 2323-5233 

Vol 14, Issue 2 (2024) 

http://eelet.org.uk 

42. Santosa, M. H., Pratama, I. P. S., & Putra, I. N. A. J. (2022). Developing Android-Based English Vocabulary 

Learning Materials for Primary School Students. JEELS (Journal of English Education and Linguistics Studies), 

7(1), 161–185. https://doi.org/10.30762/jeels.v7i1.1467 

43. Shah, S. A., & Phadke, V. D. (2023). Mobile phone use by young children and parent’s views on children’s 

mobile phone usage. Journal of Family Medicine and Primary Care, 12(12), 3351–3355. 

https://doi.org/10.4103/jfmpc.jfmpc_703_23 

44. Tintori, A., Ciancimino, G., Bombelli, I., De Rocchi, D., & Cerbara, L. (2023). Children’s Online Safety: 

Predictive Factors of Cyberbullying and Online Grooming Involvement. Societies, 13(2), 47. 

https://doi.org/10.3390/soc13020047 

45. Vega-Ramírez, L., Notario, R. O., & Ávalos-Ramos, M. A. (2020). The Relevance of Mobile Applications in 

the Learning of Physical Education. Education Sciences, 10(11), 329. https://doi.org/10.3390/educsci10110329 

46. Wang, C.-Y., Wu, Y.-C., Su, C.-H., Lin, P.-C., Ko, C.-H., & Yen, J.-Y. (2017). Association between Internet 

gaming disorder and generalized anxiety disorder. Journal of Behavioral Addictions, 6(4), 564–571. 

https://doi.org/10.1556/2006.6.2017.088 

47. Wei, H.-T., Chen, M.-H., Huang, P.-C., & Bai, Y.-M. (2012). The association between online gaming, social 

phobia, and depression: an internet survey. BMC Psychiatry, 12(1), 92. https://doi.org/10.1186/1471-244X-12-

92 

48. Yadav, S., & Chakraborty, P. (2022). Child–smartphone interaction: relevance and positive and negative 

implications. Universal Access in the Information Society, 21(3), 573–586. https://doi.org/10.1007/s10209-021-

00807-1 

49. Zamri, M. N. H., Ismail, N. A. F., Ali, A., Suaib, N. M., & Sadimon, S. (2020). Interactive mobile games 

development for children to learn about money. IOP Conference Series: Materials Science and Engineering, 

979(1), 012018. https://doi.org/10.1088/1757-899X/979/1/012018 

 

 

 

 

 

 

 

 

 

 

 

 

 


