
  

 

Abstract—The purpose of this quantitative study was to 

investigate Saudi teachers’ experiences with video gaming. This 

study described the current condition of video game usage and 

the reasons that attract teachers to play video games and their 

preferable games types. Also, it showed the different between 

gender (male, female), and teachers’ experiences in teaching 

(1-5, 6-10, 11-15, 16-20, more than 20 years), and level of teaching 

(Elementary school, Middle school, and High school) and 

teachers region (North, South, West, East, Middle). There were 

930 teachers from Saudi Arabia who participated in this study. 

In general the Saudi teachers' spent in average about 84 minutes 

per week playing video games. The findings revealed 53.3% of 

total participants did not play video games and 46.7% of 

participants played video games about three hours a week as 

average. The results showed that the most popular reason for 

playing video games among the participants was for enjoyment. 

Although Puzzles games were the most popular type of games for 

female participants, the most popular type of games for male 

participants was sports. Also, the results showed that male 

teachers reported more hours playing video games than female 

teachers and teachers who had 6-10 years of experience reported 

highest number of hours playing video games. On the other hand, 

the results showed that there were no different among levels of 

teaching (elementary school, middle school, and high school) and 

teachers' regions (North, South, West, East, Middle) in the 

number of hours spent per week on video game play. 
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I. INTRODUCTION 

In recent years, technology has impacted the daily lives of 

humans and now plays a significant role for our futures [29]. 

Games are one of the important technologies that affect 

children and adolescents. Today, the impact of video games on 

the youth is similar to that of religion, political movements, 

music, and culture [24]. They have become a primary 

entertainment tool for children and a very prominent part of 

our kids' leisure time [18]. Games are one of a few 

technological applications that have improved at a constant 

 
* Corresponding author 

Manuscript received October. 15, 2015. This research is a part of big project about 

"Saudi teachers’ experiences and attitudes toward integrating video games for 

learning: affordances and constraints of using video games in Saudi Arabia 

classrooms 

Dr. Alqurashi is working at Ministry of Education in Saudi Arabia. He 

graduated from Educational Technology Department, College of Education and 

Behavioral Sciences, University of Northern Colorado Greeley, CO.   

Dr. Williams is Assistant Professor of Educational Technology and Social 

Foundations, College of Education and Behavioral Sciences, University of 

Northern Colorado Greeley, CO.  

and rapid speed [30]. Miller said in reference [24], “Outside the 

classroom, playing is one of the fundamental human activities, 

one of the first that human children develop together with 

talking, toddling, and relating to others” (p.3). Also, Miller 

mentioned in reference [24] that video games have become the 

center of attention in all homes today including all modes of 

digital applications such as PlayStation, GameCube, Sega, and 

Xbox. Therefore, the concept of gaming has transferred from 

being a form of entertainment to a form of technological 

literacy.   

Although playing is a natural human activity such as 

communicating, eating, working, playing has different 

characteristics since it is often a spontaneous activity [24]. 

Reference [30] stated that playing games becomes a normal 

action like language. 

Nowadays, about 155 million Americans play video games. 

In the United States, there is an average of two players in each 

family and about 80% of families own devices to play video 

games [11]. Since 1996, there has been a marked growth in the 

development of video games. Recently, the percentage of 

Internet expansion in Saudi Arabia has increased at a high rate; 

there are 19.6 million users, representing about 63.7% of Saudi 

Arabia's population compared to 5% in 2001 [9]. 

Reference [11] showed there was a sharp increase in game 

titles from 2002 to 2011. In parallel, the gaming industry has 

increased; more than 135 million games were sold during 

2014, which provided about $22 billion in revenue [11]. In 

Spain, the gaming industry recorded outstanding economic 

results in 2012 with 822 million games sold [21]. The size of 

spending of the Saudi child on electronic games and 

entertainment was $400 a year [4]. 

Games are an innate activity for both humans and animals. 

This can clearly be seen when kids enjoy interacting and 

playing with others from childbirth. Reference [30] indicated 

that a game is a "free activity" known to be “not serious” and is 

not considered a part of formal life (p.470). Also, it is practiced 

in specific places and times. Games are "an anthropological 

constant" and we can say that the game is a counterpart to 

leisure [30]. Playing a game is dependent on elements that exist 

in the game such as rules, steps or levels, collaboration, 

competition, whether or not a player wins or loses, and fun 

[24]. 

All the above evidence is in agreement with many 

researchers’ views that games can no longer be considered a 

minor part of our culture and our lives because games have 

become an essential element in many peoples’ lives [6]. 

According to reference [10], gaming is gaining huge value in 
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daily life and playing games has invaded everything in our 

lives. 

Regarding learning, researchers have noted that games can 

fascinate learners and get their attention [8]-[21]. Yet, teachers 

in learning contexts have not embraced gaming concepts 

despite technology integration practices. In the 21st century, 

the issue of games in education is prominent, especially due to 

huge developments in the games industry [11]. The role of 

teachers is to provide quality education indicated by critical 

elements of the learning process [15]. Therefore, effective 

teachers utilize sound methods and active learning strategies 

including collaboration and use of games [15]. Some teachers 

may still not recognize the role of games in education; 

however, teachers need to be prepared to use games in 

education [24]. Games can be used in classrooms but to be 

effective, teachers need to be familiar with this technology. 

Therefore, this study aimed to identify if teachers in Saudi 

Arabia had any experiences with video game. Teachers’ 

experiences with video game are very important and play a 

main role in the adoption and application of educational games 

in the classroom.  

Games have a long history. Following the 15th century when 

Europeans were playing chess, the military changed the 

chessboard to terrain maps in the 19th century [33]. War games 

have become the most famous and widely played games; they 

were very popular around World War II [33]. The 

scientific-technical and the information and 

telecommunications revolutions have played major roles in 

improving and developing games. These revolutions produced 

new types of games called electronic games or video games. 

Since 2009, interaction games have begun to compete in the 

gaming industry. Today, in 2016, anyone can carry a game 

system in their pocket with the wide spread use of the mobile 

smartphone [26]. 

There are many researchers studied the teachers experiences 

with games. Reference [17] conducted a pilot study about 

pre-service teachers’ experiences with computer games and 

found more than 92% of participants played their first 

computer games in elementary or high school [17]. 

Furthermore, reference [16] conducted a study about attitudes 

toward digital gaming with 125 pre-service teachers. The 

researchers found most pre-service teachers played digital 

games [16]. 

Moreover reference [13] conducted a survey study with about 

223 pre-service teachers about their attitude toward technology 

and using games in education. About 93 pre-service teachers 

currently played games. All of them played games before 

college. About 48 pre-service teachers (51.6%) reported 

playing games before first grade. While 5.4% of participants 

were playing games for eight or more hours per week, 72% of 

participants were playing three or less hours per week [13]. 

Also, reference [38] conducted a study with 116 pre-service 

and in-service teachers about their current experience, 

attitudes, self- efficacy, and perceived challenges and barriers 

to the implementation of digital game-based learning (DGBL) 

in the classroom. He mentioned that most teachers played 

games lightly by using mobile devices [38]. 

Although boys and girls play games, there is a difference in 

their enjoyment.  There is also a difference in the games used 

and playing style between the genders [24]. A number of 

studies showed there are differences between genders in 

learning, thinking, and playing [24]. Interestingly, according 

to many studies in the field, there is a significant difference 

between genders with regard to playing games. It has been 

observed that males are willing to play video games more often 

than females [13]-[24]. Reference [34] mentioned that 

computer are appeal to the male more than female because 

most the games have been related to math and science fields 

that show an overrepresentation of males. [34]. 

Many researchers discussed the reasons for playing games. 

Although, reference [20] presented four main reasons for 

playing games (motivation, fantasy, challenge, and curiosity), 

reference [5] believed there is one widespread reason that 

motivates players to play game--curiosity. According to [24], 

many motivational characteristics of games include 

competition, curiosity, and challenge. Moreover, video games 

should contain challenge elements because challenge is a 

strong motivator for students to play them [1]. In contrast, 85% 

of parents in the United States feel fun is the main reason their 

children are playing games [11]. Reference [3] found there are 

three underlying factors that attract middle school students to 

play video games in Saudi Arabia--competition, discovery, and 

knowledge. Reference [24] mentioned males seek to win or beat 

the video games rather than simply playing for enjoyment. 

People do differ in their game preferences [19]-[2]-[24]. 

There are many types of video games: fighting games, puzzle 

games, sports games, adventure games, strategy games, etc. 

Some studies discovered most students prefer fighting games 

[32]. Reference [3] found male students preferred fighting 

games and sports games while female students preferred puzzle 

and adventure games. In general, males prefer fighting games 

because, as reference [24] mentioned, some characteristics 

present in fighting games use short-term memory and repeated 

actions. Males usually prefer the types of games that require 

strong qualities, such as fighting and sport games, while 

females prefer puzzle games [2]-[24]. 

Reference [23] conducted a survey study of English school 

children; they found playing games was the first activity choice 

for boys. In contrast, the girls played games when they felt 

bored. Similarly, in the same area, reference [31] conducted 

research on German secondary school children to examine 

game preferences with regard to performance and gender 

differences. The authors used three types of players: non- 

players, action and simulation game players, and logic and 

skill-training game players. More than 81% of males preferred 

the action and simulation play while more than 82% of females 

preferred logic and skill training game play [31]. 

The purpose of this quantitative study was to investigate 

teachers’ experiences with gaming in Saudi Arabia. This study 

described the current condition of video game usage. In 

general, this study identifies whether or not the teachers in 

Saudi Arabia play video games and, if there is a high 

percentage of game players and playing hours, then the 

integration of games in middle school curriculum may be a 
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useful teaching strategy. 

The game in this study means video game. In Oxford English 

Dictionary, a video game is defined as “a game played by 

electronically manipulating images displayed on a television 

screen” [36]. 

II. RESEARCH QUESTIONS 

This quantitative study was designed to answer seven 

research questions that are:  

Q1) What are Saudi Arabia teachers' current gaming 

experiences as defined by the number of hours spent on video 

games per week? 

Q2) What are the common reasons that attracted Saudi teachers 

to play video games? 

Q3) Which type of video games are preferred by Saudi 

teachers? 

Q4)  Is there a significant difference between teachers' gender 

in the number of hours spent per week on video game play?  

Q5)  Is there a significant difference among teachers' level of 

teaching (elementary school, middle school, and high school) 

in the number of hours spent per week on video game play?  

Q6) Is there a significant difference among teachers' years of 

experience (1-5, 6-10, 11-15, 16-20, more than 20 years) in the 

number of hours spent per week on video game play? 

Q7)  Is there a significant difference among teachers' region 

(North, South, West, East, Middle) in the number of hours 

spent per week on video game play?  

III. METHOD 

There were 930 Saudi teachers completed the survey. The 

participants included educators who are teaching in Saudi 

Arabia. The ages of participants ranged from 22 to 60 years. 

Participant characteristics included Saudi Arabia teachers 

working for the Ministry of Education in public or private 

schools; taught in elementary, middle, and high schools; and 

taught in many different content areas [25]. According to the 

Ministry of Education in Saudi Arabia report in 2014, there are 

about 441,529 teachers--201,551 male teachers (45.6%) versus 

239,978 female teachers (54.4%). According to the Ministry of 

Education in Saudi Arabia, there are five regions: the north, the 

south, the east, the west, and the middle.  Each region has many 

education departments or districts [25]. 

Quantitative methods were employed in this study. The data 

was collected by questionnaire. The researcher used online 

questionnaire to investigate gaming usage. The questionnaire 

consisted of two sections. The first section requests 

demographic information and the teacher’s background such 

as gender, level of teaching, years of experience in teaching, 

region, and playing experiences by the number hours teachers 

currently play video games per week on average. The second 

section contained questions about favorite video games and the 

reasons for playing the games. These sections are the first 

section of The Games in the Classroom Attitudes Survey 

(GCAS) developed by the researcher. 

After the data were collected, the researcher conducted 

quantitative analyses. The obtained data were uploaded to 

SPSS. First the researcher found the demographic information. 

Then descriptive methods such as frequency and means and 

standard deviations were used to answer the first three research 

questions. The rest of questions were analyzed by an ANOVA 

method because there was one dependent variable (the numbers 

of hours’ video games are played) and many independent 

variables such as (gender, teachers’ experiences in teaching, 

level of teaching, and region). 

IV. RESULT 

There were 930 Saudis’ teachers who completed the survey 

as participants in this study (see Table I). Male teachers totaled 

447 and represented 48.1% of the participants while female 

teachers totaled 483 and represented 51.9% of the participants.  

 
TABLE I: FREQUENCIES AND PERCENTAGES OF PARTICIPANT 

CHARACTERISTIC VARIABLES. 

                  Variables Frequency Percent 

Gender 
Male 447 48.1 

Female 483 51.9 

    

Region of  

Saudi Arabia 

Residency 

North 61   6.6 

South 102 11.0 

East 30   3.2 

West 602 64.7 

Middle 135 14.5 

    

Level of 

teaching 

Elementary  385 41.4 

Middle  239 25.7 

High 306 32.9 

    

Teachers’ 

experience in 

teaching 

1-5 201 21.6 

6-10 225 24.2 

11-15 138 14.8 

16-20 165 17.8 

More than 20  201 21.6 

 

For the first research question, the participants were asked 

about the number of hours they spent during the week playing 

video games. The mean for hours that spent per week was 

(M=0.9). Their responses showed 496 teachers (53.3%) did not 

play video games at all. Teachers who spent one hour a week 

were 256 (27.5%). Teachers who played two hours a week were 

47 (5.1%) while 41 teachers spent three hours a week (4.4%) 

playing video games. Four hours a week were spent by 15 

teachers who represented 1.6 % and five hours were spent by 19 

teachers who represented 2.0%. Nine teachers (1.0%) spent six 

hours a week plying video games and the same number of 

teachers spent seven hours a week. The rest of the teachers 

(4%) mentioned they spent different numbers of hours--eight 

hours by eight teachers to 30 hours by four teachers as can 

clearly be seen in Table II. 

For non-player teachers, there were 224 (45.2%) male 

teachers and 272 female teachers (54.8%). In the West region, 

there were 331 (66.7%) non-player teachers and the Middle 

region had 76 (15.3%) non-player teachers. While there were 

51 (10.3%) non-player teachers in the South region, there were 

27 (5.4%) in the North region. Finally, there were 11 (2.3%) 

International Conference on Education, E-Governance, Law and Business (ICEELB-17) Jan. 1-2, 2017 Dubai (UAE)

https://doi.org/10.15242/ICEHM.UH0117025 60



  

non-player teachers in the East region of Saudi Arabia. The 

highest percentage of non-player teachers taught in elementary 

schools (216, 43.5%) while the lowest percentage of non-player 

teachers taught in middle schools (118, 23.8%). High schools 

had 162 (32.7%) non-player teachers. There were 103 (20.8%) 

non-player teachers with 1-5 years of experience and 96 

(19.4%) non-player teachers with 6-10 years of experience. 

The lowest percentage was non-player teachers who had 11-15 

years of experience (76, 15.3%). There were 89 (17.9%) 

non-player teachers who had 16-20 years of experience. 

Non-player teachers who had more than 20 years of experience 

had the highest percentage (132, 26.6%). 

 
TABLE II. NUMBER OF HOURS SPENT PLAYING VIDEO GAME 

DURING THE WEEK BY TEACHERS 

Hours spent Frequency Percent 

Not plying 496 53.3% 

1 256 27.5% 

2 47 5.1% 

3 41 4.4% 

4 15 1.6% 

5 19 2.0% 

6 9 1.0% 

7 9 1.0% 

8 8 0.9% 

9 1 0.1% 

10 8 0.9% 

12 1 0.1% 

14 5 0.5% 

15 5 0.5% 

16 1 0.1% 

17 1 0.1% 

20 2 0.2% 

21 1 0.1% 

28 1 0.1% 

30 4 0.4% 

 

For the second research question, the survey asked the 

respondents to identify reasons that attracted them to play video 

games. Not all teachers could answer this question. Just 434 

teachers (46.7%) who played video games could answer this 

question.   

 
Fig. 1. Reasons for playing video games by gender. 

 

As seen in Fig. 1, the most popular reason for playing video 

games among the participants was for enjoyment--66.8% of the 

total responses--with 148 for male and 142 for female.  Playing 

for competition, which was 37.5% of the total participants, was 

higher for males--98 answers than for females--65 answers. On 

the other hand, 115 females played video games for 

intelligence development, while only 71 males played for the 

same reason. Playing video games for intelligence development 

represented 42.8% of the participants. Male and female 

participants were similar in playing video games for discovery 

(16.3%) and for communication (5.7%) reasons with 34 and 14 

for males and 37 and 11 for females, respectively. 

Only 15.2% of teachers played video games with others; 48 

male and 18 female teachers chose this reason for playing. 

Playing video games for curiosity was chosen by 21 (4.8%) of 

total participants (15 for male and 6 for female). A high 

percentage (45.1%) of participants played video games to 

spend during leisure time—196 total answers where 102 of 

them were from males and 94 were from females. Playing video 

games to develop talent represented 18.9% of the total 

participants with 82 teachers (36 for male and 46 for female). 

Most participants who chose “Other” as the reason for playing 

video games represented 2.1% of the total responses; they 

mentioned that they played video games to share with their 

friends or spend some times with their kids and their families 

and relevant.   

 
Fig. 2.  The Number Of Respondents Playing Different Types Of Video Games By 

Their Gender. 

 

For the third research question, the survey asked the 

participants about the type of video games they preferred see 

Fig .2. Only 434 (46.7%) teachers who played video games 

answered this question. The highest percentage of teachers 

(56.9%) chose the puzzle games as their prefer type of video 

games with 247 choices. Puzzles were the most popular type of 

games for female participants with 145 answers compared to 

102 answers for male participants. On the other hand, the most 

popular type of games for male participants was sports with 127 

answers but sports was a rare answer for females with only 25 

responses.  Sports video games represented 35.1% of 152 

participants. While 46 male participants played fighting video 

games, which represented 12.7% of the total participants, only 

nine female participants did. The least chosen type of video 

games was fighting with only 55 participants. Males and 

females were similar in playing adventure video games with 58 

and 66 answers, respectively. Adventure video games 

represented 28.5% of teachers who played video games with 

124 choices. Female participants played strategy video games 
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(87 answers) more than male participants (58 answers) where 

strategy video games represented 33.4% (n = 145) of total 

teachers’ choices. Teachers who chose “Other” for the type of 

video games presented 8.5% of total participants with 37 

choices. 

To answer the fourth research question, a one-way ANOVA 

was used to assess whether there was significant difference 

between genders. The result of a one-way ANOVA showed 

there was a statistically significant difference between male 

and female teachers in the number of hours spent per week on 

video game play, F(1,899) = 4.03; (p < 0.04). An inspection of 

the mean scores indicated male teachers reported more hours 

playing video games, (M = 1.02, SD = 1.67) than female 

teachers (M = 0.81, SD = 1.41). 

To answer the fifth research question, a one-way ANOVA 

was used to assess whether there was a significance difference 

among levels of teaching (elementary school, middle school, 

and high school). The result of a one-way ANOVA showed 

there was no statistically significant difference among 

elementary, middle, and high school teachers in the number of 

hours spent per week on video game play: F(2,898) = 1.88; (p < 

0.15). Although the mean scores looked very close, high school 

teachers reported more hours playing video games (M = 1.04, 

SD = 1.77) than did middle school (M = 0.9, SD = 1.4) and 

elementary school (M = 0.8, SD = 1.4) teachers. To answer 

the sixth research question, a one-way ANOVA was used to 

assess whether there was significance difference among 

teachers' years of experience (1-5, 6-10, 11-15, 16-20 years, 

and more than 20 years). The results of the Welch ANOVA 

showed there was a statistically significant difference among 

teachers' years of experience (1-5, 6-10, 11-15, 16-20, more 

than 20 years) in the number of hours spent per week on video 

game play: Welch’s F(4,420.5) = 4.12; (p < 0.003). A post hoc 

analysis was conducted to determine where the differences 

were within the level of teachers' experience (1-5, 6-10, 11-15, 

16-20, more than 20 years). The Games-Howell post hoc 

analysis indicated a significant difference was between 6-10 

years of experience and more than 20 years. 

An inspection of the mean scores indicated teachers who had 

6-10 years of experience reported highest number of hours 

playing video games (M = 1.2, SD = 1.7).  Next were teachers 

who had 11-15 years of experience (M = 0.98, SD = 1.8), 

teachers who had 16-20 years of experience (M = 0.85, SD = 

1.5), teachers who had 1-5 years of experience (M = 0.88, SD = 

1.4), and teachers who had more than 20 years of experience 

(M = 0.61, SD = 1.3). 

To answer the last research question, a one-way ANOVA 

was used to assess whether there was significance difference 

among teachers' regions (North, South, West, East, Middle). 

Although there were different in the mean among teachers' 

regions East region (M=2.8), North region (M=2.1), South 

region (M=1.6), West region (M=1.3), and Middle region 

(M=1.01), The results of the Welch ANOVA showed there was 

no statistically significant difference among teachers' regions 

(North, South, West, East, Middle) in the number of hours 

spent per week on video game play: Welch’s F(4,129.4) = 1.9; 

(p < 0.14). 

V. DISCUSSION AND CONCLUSION 

Based on the results and findings from this section, male 

teachers represented 48.1% of the participants and female 

teachers represented 51.9% of the participants. The total 

teacher population in Saudi Arabia was represented by 46% 

male teachers and 54% female teachers. Thus, the ratio 

between male and female teachers in my sample was 

comparable to the ratio in the real population. In my sample, 

41.4% of participants were teaching in elementary school, 

25.7% were teaching in middle school, and 32.9% were 

teaching in high school. Slightly similar, the population of 

elementary school teachers in Saudi Arabia is 49.8%, 26.4% 

for middle school teachers, and 23.8% for high school. 

For the first research question, the findings revealed 53.3% 

of total participants did not play video games. This result 

aligned with prior studies conducted by references [28]-[12]. 

Reference [28] found 44% of their sample did not play video 

games.  Another study by reference [12] showed that of 1,628 

primary and secondary teachers, 42% of the teachers never 

played computer games and 23% teachers reported they played 

computer games less than once a month [12]. On the other 

hand, my results did not support prior studies conducted by 

reference [38]-[16] where only 15.5% and 3.2% of participants, 

respectively, had never played video games.  

By contrast, the results showed 46.7% of participants played 

video games. These results were similar to results found in a 

study by reference [28] where 56.0% of the respondents played 

video games. While only about 3% of my sample played more 

than eight hours a week, 15% played the same number of hours 

in a study conducted by references [17] on pre-service teachers 

enrolled at a north Texas university. The results from my 

survey showed that 27.5% of teachers play video games for one 

hour a week. My results agreed with findings by reference [12] 

study, which showed 23% of the teachers played video games 

for about one hour a week. Also, the findings of my study 

showed about 2% of teachers played video games for more than 

10 hours a week. This percentage did not support a prior study 

by reference [38] whose results showed no teachers played 

video games more than 10 hours a week.  

For In the second research question that about the reasons 

that attracted Saudi teachers to play video games, the results 

showed the most popular reason for playing video games 

among the participants was for enjoyment with 66.8% of the 

total answers. This was followed by leisure time--45.1%, 

playing video games for intelligence development--42.8%, 

playing for competition--37.5%, playing video games to 

develop talent--18.9%, playing games for discovery--16.3%, 

and playing for communication--5.7% of all participants. 

While 15.2% of teachers played video games to join others, 

only 4.8% of teachers played video games for curiosity. In 

general, the results showed most of the reasons for playing 

video games were similar between male and female teachers. 

The most popular reason for male teachers was competition, 

while the most reason for playing video games for female 

teachers was intelligence development.  

In the third research question, many types of video games 

were shown: fighting games, puzzles games, sports games, 
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adventure games, strategy games, and other games.  The 

findings revealed 56.9% of teachers chose puzzle games as 

their preferred type of video games. Next were sport video 

games-- 35.1%, strategy video games--33.4%, adventure video 

games--28.5%, and fighting video games--12.7%. Teachers 

who chose “Others” for the type of video games represented 

8.5% of the total participants. These results aligned with a prior 

study in Taiwan when reference [16] found 52.9% of 

pre-service teachers preferred puzzle games and about 33.9% 

of pre-services teachers preferred sport video games. This 

comparison among study findings shows that Saudi teachers’ 

gaming preferences are generally aligned with preferences of 

others documented in the literature. 

Regarding the difference between genders, the results 

revealed male teachers preferred fighting and sport video 

games while female teachers preferred puzzle, adventure, and 

strategy games. These results were supported by references 

[3]-[24]. Although the difference between gender about the 

type of preferring games is no important for this study, this 

difference proves the agreement between this study and 

previous studies. Also, this consideration will help the Ministry 

of Education in Saudi Arabia for designing the educational 

video games.   

The relationship between the results in question two and 

three was very interesting. The results showed that the male 

teachers play video games for competition more than female 

teachers and in the same time they preferred to play Fighting 

and Sport games. On the other hand the female teachers play 

video games for intelligence more than male teachers and in 

the same time they preferred to play Strategy and Puzzles 

games. This relationship appeared between the type of video 

games and reason of playing video games. The competition 

reason plays main role in Fighting and Sport games and 

prominent characteristic of these kinds of games. While The 

intelligence reason plays main supporting role in Strategy and 

Puzzles games and prominent characteristic of these types of 

games. 

There was a significant difference in the means between 

male and female teachers in the number of hours games were 

played (males = 1.02, females = 0.81). This result was expected 

and complemented the literature because many studies also 

found similar differences between male and female 

[2]-[3]-[14]-[27]-[32][35]-[37]. There are many reasons for 

these differences. The most likely cause of this difference is 

many games were designed for male players [2]. In addition, 

reference [24] stated, "One of the arguments that often arises 

about girls and video games is that girls are not willing to 

devote as much time to playing as boys” (p.63). Reference [24] 

also said, “Unfortunately, the current sophistication level of 

most video games cannot utilize girls’ greatest weapons: 

communication and imagination" (p.64). Finally, reference 

[35] provided five reasons for this gender discrepancy: “biases 

against women video game players; preferences of females for 

more social activities compared to males; less of a need for 

competitiveness, variety, and accomplishment compared to 

males; differentiation of play for females versus males; and 

differences in preferences regarding video game content or 

goals” (p.26). 

Reference [34] explained, Most of the computer games are 

violent and appeal to the male population; computers are linked 

to math and science, fields that show an overrepresentation of 

males; magazines and newspapers depict men using the 

computer more than women; when women are associated with 

the computer, it is in a secretarial role; and many teachers 

encourage boys to use computers but discourage girls from 

doing so. (p.405) 

To implement video games in classroom, students need to be 

guided through the gaming activities. To do that, teachers need 

to have some experience about video games to be able to tutor 

and guide students to use video games in learning [22]. 

However, having experience with video games is not 

mandatory. As stated by reference [7], “Teachers don’t 

necessarily need to become experts with every new medium, 

but at the very least need to know what is going on [...] in order 

to participate” (p.71). Also, it was said in reference [7] “the 

description of DGBL is an interplay between distinct but 

intermingling knowledge aspects, and the need for teachers to 

become anthropologists rather than gamers” (p.67).  

In conclusion, Saudi teachers do not need to be gamers but 

the Ministry of Education should train them for using the video 

games before approving the application of their use in 

classrooms. On the other hand, the difference in teachers’ 

experiences in playing video games between genders does not 

impact the ability of applying video games in classrooms. Many 

previous works and this study results proved that male play 

video games more than female.  
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