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ABSTRACT

This study aimed to design and develop a program to enhance parent-child relationships through
a group video gaming activity for parents and children. It explored the effects of this program
on improving parent-child relationships and parental self-efficacy, as well as participants'
experiences and perceived impacts. The researcher drew upon concepts from Filial Play
Therapy, Family Play Therapy, and Experiential Counseling, while also delving into the
psychosocial influences and applications of video games. A 10-week groups program was
developed. This study adopted a one-group pretest-posttest design, small sample time series
design, and qualitative interviews, employing a mixed-methods approach. Three parent-child
pairs participated, with the researcher serving as the group leader. Quantitative measures
included self-report questionnaires and observational assessments. The quantitative results
showed an increase in parent-child relationship scores, albeit not statistically significant.
Changes in parental self-efficacy varied across cases, with no overall significant improvement.
Observational assessments of parent-child interactions revealed an upward trend for two dyads
and noticeable fluctuations for one dyad. Qualitative results indicated participants' subjective
positive experiences and concrete gains, including improved understanding and acceptance of
children, changed attitudes towards video games, mutual recognition of goodwill and
adjustment, enhanced parental self-efficacy, improved parent-child interaction skills, and
changes in parent-child interactions. Therapeutic factors identified included the positive
influence of video games, encouragement of genuine expression, direct guidance from the
leader, promotion of awareness of interactional relationships, preparatory effects of the parent
group, and group cohesion. This study demonstrated the potential value of electronic games as
a medium for working with children and families. The qualitative data supported that the co-
play group had beneficial effects on improving parent-child relationships and parental self-
efficacy. However, the quantitative results were not statistically significant, requiring further
validation.
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