O ghia daals

|
MIDOCEAN (A3l - 5190

g sl ) sie
Sl Sguadl o llgiiall Jslia gle 2 KT OLIYI S
The Impact of Electronic Games on Consumer Behavior in the Saudi Market
Ul ad
dans G e ]

Tz A g s

0 sl se ol 5 Y1 S

O sl e dnala -3 )Y S -yl Aip guine

2024 -J5Y) o 53 Jual

Dr. Mona Moustafa Elashry M' DOCEA.I[%I.



Oy gind)

Gamal) 8 Alginall gl e 45 IY) QlalY) il
Lgdj:.mj\

The Impact of Electronic Games on Consumer
Behavior in the Saudi Market



- dadBall

i ¥ Te 3o A s SOV ) Cinsal c@upaall s gl €3I yime 8
aasul) d\yY\quh\jmaM\uﬂ\M\ il ¢l 3l (ya
iladl a8 Tyl yia 1Ll 2¢id Al

AALE) 5 SO Clalad) 85 € Gl juad (et A g KV ey
“ A

e Ay Y bl Ll Jalas g calasin) ) Al all sda Caags
Gl A e la il 46K agh s (0 sl (§ guall 3 ellginaal o oL
dpeldial) cail sl (o 58 il aa ¢ o8 gl agS shu 5 Slginall
0l 13g AEN ¢ LalaBYl

daliall bl Jidas (oal et Jadii ddalas dmgia Al Hall o328 aiins
Gty slad pSlgiaall @l gl g o) T agdl Cblyind 5 Cila guse ) sal s
A5 ASTY)

ﬁﬁhﬁsdpzma&})ﬁﬁ@h\)ﬂ\a& @uuig}m\w
8 aaludin g ¢oa sl (3 sl & llginall & gl e 45 yiSIV) ClatY)
ol & sum gl 138 Jsa 48 pall &)




:g\ubﬁ\ ad<iia

o A8 lia () Y] b 8 dagad i A yad s A g SSIY) QlatY) o a2
IS (50 smad) (5 guall A cllgiinall @l gl e s el gl ol al
Sendll clale o itV oda il8 40aS J s Al 80| Julia g 22
L yidall g o) il el ) 3 e la il saa s o pSleioad) Cdlucadt
Ll ae (52 grall adinall 8 435 ySIV) L) aladiad Lagl iy
aelaia ) cliMall 5 ladl Jaai ¢ cdpndill daally 3laii Cilass
(S Jaaill

ladSU Sl il agdl dfiae Al oy Jilad ) Gloalll oda gzUins
gyl (3 sl (8 Sllginall A slus e 435 S

rdoc) Al Aar|

A gl o Ao SV CladV) 8l agdl Aol 4l 5all 38 i
Sig Gl Jalgall e s gl bl gb (s gmaadl (5 guadl & Sllgiondll
Clill 528 dgal so (A 8 suill agS sl y (Slgiual) Ol lial e
uzdj}md\jt_\&)uﬂu& c)\_aﬂﬁ\ XY e@ﬁdv\aw 4_\.)&;]\ %SJ.\S\
Ol 5 Cilalbiiad bl Joad) JSG agilndi) yinl yy olal (s gul
g2l (5 sl b (pSlginnall

er\ 4:15\3.\3\}4#:\.&;\2[\ &_1\)[};35\?@3)})4@@\)&5\ 53 doadl yag
Sl Sy Sy e g ASIVI LD il Al dais Chaas
il S8y (pSlgianall (pe A3dl) o3 e Jual il Cilions 3all




ra) sl

1- Anderson, C. A., & Dill, K. E. (2000). Video games and
aggressive thoughts, feelings, and behavior in the
laboratory and in life. Journal of Personality and Social
Psychology, 78(4), 772—790.

2- Gentile, D. A., Lynch, P. J,, Linder, J. R., & Walsh, D. A.
(2004). The effects of violent video game habits on
adolescent aggressive attitudes and behaviors. Journal of
Adolescence, 27(1), 5-22.

3- Yee, N. (2006). The psychology of massively multiplayer
online role-playing games: Motivations, emotional
investment, relationships and problematic usage. In R.
Schroeder & A. Axelsson (Eds.), Avatars at Work and Play:
Collaboration and Interaction in Shared Virtual
Environments (pp. 187-207). Springer.

4- Griffiths, M. (2008). Videogames and consumptive
capitalism. Ephemera: Theory & Politics in Organization,
8(3), 269-279.

5- Hussain, Z., & Griffiths, M. D. (2009). The attitudes,
feelings, and experiences of online gamers: A qualitative
analysis. Cyberpsychology & Behavior, 12(6), 747-753.



6- Weinstein, A. M. (2010). Computer and video game
addiction—a comparison between game users and non-
game users. American Journal of Drug and Alcohol Abuse,
36(5), 268-276.

7- Rehbein, F., Kleimann, M., & MoRle, T. (2010).
Prevalence and risk factors of video game dependency in
adolescence: Results of a German nationwide survey.
Cyberpsychology, Behavior, and Social Networking, 13(3),
269-277.

8- Lemmens, J. S., Valkenburg, P. M., & Peter, J. (2011). The
effects of pathological gaming on aggressive behavior.
Journal of Youth and Adolescence, 40(1), 38—47.

9- Kuss, D. J., & Griffiths, M. D. (2012). Internet gaming
addiction: A systematic review of empirical research.

International Journal of Mental Health and Addiction,
10(2), 278-296.

10- Kim, K. (2017). The Relationship between Video Game
Addiction, Self-Control, and Academic Achievement in
South Korean Adolescents. International Journal of Human
Computer Interaction, 33(10), 777—784.



