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Using Social Work Group Techniques to Limit the Social Problems 
Resulted from the Addiction of the University Youth to the Electronic 

Games 

Abstract
 

According to many studies and research, playing electronic games was the cause of 
some tragedies and violent behavior. The results of these games during the last thirty-five 
years have been associated with an increase in violent behavior and a high rate of murders, 
rape, serious attacks and suicide in many societies, and the common denominator in all 
these countries is violence Which is presented by the media or electronic games and 
presented as a kind of entertainment and fun. The question arises: To what extent do violent 
electronic games that young people prefer to play affect? Especially with the spread of many 
violent and dangerous games that led to the death and suicide of dozens in the world and at 
the Arab level. The method of working with groups bears the brunt of the burden in this field, 
by helping individuals and groups to modify and change their directions, helping them to 
mature, develop their personalities, meet their needs to the maximum extent possible, and 
provide the opportunity for individuals to acquire various skills that increase their abilities 
through collective participation in aspects of activity. for them, Based on the foregoing, we 
see that it is necessary to identify the nature of the techniques used by social workers, and 
the role of these techniques in reducing social problems resulting from university youth 
addiction to electronic games, in order to try to develop a proposed program to activate the 
use of the techniques of working with groups in reducing the resulting social problems On 
the addiction of university youth to electronic games 
 
Key words electronic games, university youth, techniques, social problems 
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 أولا: مشكلة الذراسة: 
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