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The Reality of University Female Students Playing Electronic Games: 
A Study on a Sample of Female Students of the College of Social 

Sciences at Umm Al-Qura University 

Abstract 
 

The study aimed mainly at diagnosing the reality of the practice of electronic games 
by the university female students targeted in the research, in addition to determining 
the distinctive demographic characteristics of students who play electronic 
games,and revealing the pattern and nature of practice. The study used the social 
survey method and applied it to a sample from the College of Social Sciences at Umm 
Al-Qura University. The number of the targeted sample reached (813) female 
respondents, and their data was collected by using a questionnaire. The study 
revealed a number of results, the most prominent of which is that the vast majority of 
the students is in the age group (18-23 years) living a stable life in the presence of 
their parents, and they belong to families that are predominantly large in size, and 
most of them (44.7%) were from low-income families less than (7000) Riyals, and 
most of them with a high GPA (3.51-4) ; they started playing games in the late 
childhood stage, attributing this to their having ample leisure time and to their desire 
for recreation, their keenness on following-up and keeping pace with technical 
development  in the field of gaming. Most of them nowadays play on mobile phones 
and most likely play through free apps, and their playing style is mostly multiplayer 
but with relatives and friends. Most of them spend less than three hours a day 
playing games, and it was found that about (94%) of the respondents played 
combative and violent games finding out that the negative effects of these games 
were often represented in excessive nervousness, addiction, anxiety and tension, 
while the positive effects, from the point of view of most respondents, were getting 
them to be accustomed to patience and the discovery of new worlds. 
   
Keywords: Recreation - Electronic games- Sociology of leisure - Saudi society 
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