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ABSTRACT

The aim of this study is to examine the relation
between digital game addictions of high school
students and their loneliness levels. The study was
conducted using the relational screening model.

The population of the research consists of students
in Anatolian, Vocational and Technical, Fine Arts
and Sports high schools, which are located in
Beykoz and Atasehir districts of Istanbul and
affiliated to the Ministry of National Education, and
the sampling consists of 779 high school students
selected from this population using convenience
sampling method. “Digital Game Addiction Scale”,
“UCLA Loneliness Scale” and “Personal Information
Form” were used as data collection tools in the
study. Descriptive statistics, independent groups t-
test, one-way variance analysis (ANOVA) and

Pearson correlation analysis were applied to the
collected data.

When the research findings are examined, digital
game addiction scores were found to differ
significantly (p<.05) according to gender and school
type. The loneliness level scores in the study were
found to differ significantly (p<.05) according to the
school type; while they do not differ significantly
(p>.05) according to gender.

Finally, it was found that there was a positive low
level of significant relation between digital game
addiction and loneliness levels of licensed sports
players and non-sports players (p<.05). It was also
found that the whole sample group had a positive
low level of significant relation between digital
game addiction and levels of loneliness (p<.05).
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INTRODUCTION

With the developing technology, the spread of the internet and the shrinking of digital tools to be carried in the
pocket allow people to be intertwined with technology at any time and anywhere. In addition to its positive
developments such as reaching every part of the world in seconds, receiving all kinds of education and
information, it is driving people to become increasingly isolated and digital life addiction. Social media platforms,
which offer the opportunity to socialize in virtual environments, have become an indispensable part of life,
especially the young generation. So much so that even the need for communication has begun to be met
through social media. And this situation leads to the widespread use of social media sites by many people for
various purposes today (Yaman and Yaman, 2014). Although a person thinks that the social media environment
and this emotional state are eliminated when he feels lonely, it is inevitable that he will face the same feeling of
loneliness when he leaves social media tools such as phone, computer, tablet. This can cause the feeling of

loneliness to deepen even more.

In today's world, where the differences between virtual and real are decreasing day by day and daily lives are
replaced by virtual lives, the games played on the street have started to give way to digital games. Technological
developments, the desire to distract themselves, the narrowing of physical activity areas cause individuals to
turn to digital games (Tekkursun-Demir and Bozkurt, 2019; Namh and Tekkursun-Demir, 2020) and facilitate the
emergence of digital game addiction over time. Addiction is when a person loses control over an object or action
they use and cannot live without it. In other words, the will in use and behavior disappears and the person
continues the addicted use or behavior whether he wants it or not. In addition, this use and behavior takes up a
serious part of life, and the person spends all his time and physical energy on the substance or action to which he

is dependent, except for the jobs and relationships that he has to do (Kodaman and Ding, 2016).

Since a significant part of daily life is spent on the Internet (Hergiiner, 2011), the problematic use of computers
and the Internet is also reflected in digital games today. Especially digital games, which are handled on the axis
of free time activities, have an aspect such as satisfying the pleasant emotion. In the addiction dimension, it
causes physical, emotional and social problems on young people. Although it is important to know what the
harm of digital game addiction is to individuals and to increase awareness about digital game addiction (Hazar
and others, 2017; Tekkursun-Demir and Cicioglu, 2020), digital game addiction is among the most important
problems frequently seen in recent years. It is known that it causes many problems such as isolation from the
outside world, attention deficit, aggressive behavior, violence tendency, family communication disorder, physical
ailments caused by being inactive for hours, obesity, neglecting lessons and academic failure. The American
Psychiatric Association (APA) suggests that digital game addiction should be considered as a disorder as a clinical
diagnosis in the 3rd research annex to DSM-5 (Hazar and Hazar, 2017; Yalgin- Irmak and Erdogan, 2015). In this
context, the main purpose of this research is to reveal the relationship between digital game addiction and

loneliness levels of high school students.
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METHOD

Research Model

This research, which examines the relationship between high school students' digital game addiction and
loneliness levels, was carried out using the "relational screening model". Relational screening model is “research
models that aim to determine the existence and/or degree of change between two or more variables” (Karasar,

2018, p. 114).

Population and Sample of the Research

The population of the research is the students of Anatolian, Vocational Technical, Fine Arts and Sports high
schools in Beykoz and Atasehir districts of Istanbul province, affiliated to the Ministry of National Education, in
the fall semester of 2019-2020 education, and the sample is 779 (331 doing sports + 448 not doing sports) high
school students selected from this population using convenience sampling method. Convenience sampling is

“the shortest way to obtain data quickly and cheaply” (Karagéz, 2017, p. 66).

Table 1: Percentage and frequency distributions regarding the demographic characteristics of the students participating in
the research.

Gender n %
Male 571 73,3
Female 208 26,7
Grade n %

9. grade 182 23,4
10. grade 276 35,4
11. grade 220 28,2
12. grade 101 13,0
Licensed Sports Status n %

Doing Sports 331 42,5
Not Doing Sports 448 57,5

Table 1 shows the distribution of students' demographic characteristics. It was determined that 73% (n=571) of
the students were male; 26.7% (n=208) were female, 23.4% (n=182) were 9th grade; 35.4% (n=276) were 10th
grade; 28.2% (n=220) were 11th grade; 13.0% (n=101) were 12th grade students. In addition, it was determined
that 42.5% (n=331) of the students were doing sports; 57.5% (n=448) consisted of students who do not do

sports.

Data Collection

This research was carried out by reaching high school students who study in Anatolian, Vocational Technical, Fine
Arts and Sports high schools in Beykoz and Atasehir districts of Istanbul province and selected by convenience
sampling between the dates of 23 September-12 November 2019 in the 2019-2020 academic fall semester. After

obtaining official permissions for the research, the implementation phase was carried out directly by the
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researcher at the schools where the students studied. Before the data were collected, permission was obtained
by informing the school administrators, the school's guidance service and the teacher in charge of the current
course. Afterwards, the purpose of the research was explained to the students with written and oral instructions,
and the students who participated voluntarily signed the voluntary participation form and the measurement
tools were distributed. The importance of the research was mentioned to the students and they were asked to

give sincere answers as informed the measurement tools will contribute to education.

Data Collection Tools

“Personal Information Form”, “Digital Game Addiction Scale” and “UCLA Loneliness Scale” were used as data

collection tools in the research. Information about the measurement tools is given below.

Personal Information Form

During the preparation of the personal information form used within the scope of the research, literature
research was conducted and as a result of the research, it was seen that the effects of variables such as gender,
class and whether or not to do sports were more. Therefore, the researcher determined the demographic

variables in this direction.

Digital Game Addiction Scale

The Digital Game Addiction (DGA-7) scale was developed by Lemmens Valkenburg and Peter (2009) and adapted
into Turkish by Yalgin-Irmak and Erdogan (2015). It is the 7-item short form of the DGA-21 scale, which consists
of a total of 21 items and 7 sub-dimensions. The scale has a 5-point Likert-type, single-factor structure and scores
1-5 (1=never 5=always) points (min: 7; max: 35). As a result of the adaptation study, the Cronbach Alpha
coefficient of the measurement tool was found to be .72. As a result of the current research of the measurement

tool, the Cronbach Alpha coefficient was determined as .85.

UCLA Loneliness Scale

The UCLA loneliness scale, created by Russell, Peplau, and Ferguson (1980), is a Likert-type self-evaluation
inventory used to determine the general loneliness status of the individual. The revised form of the scale has a
gradation between “Totally Agree” (1) and “Totally Disagree” (4) with 20 items in total, 10 of which are positive,
meaning that they do not contain semantically loneliness, and the other 10 items are negative, meaning to
identify individuals who are semantically lonely. The validity and reliability studies of the scale in our country
were carried out by Demir (1989). In the study of Demir (1989), the internal consistency Cronbach Alpha internal
consistency coefficient of the scale was calculated as .96. As a result of the current research of the measurement

tool, the Cronbach Alpha coefficient was determined as .86.
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Data Analysis

The data collected from the students were transferred to the SPSS package program by making numerical
coding. First of all, the normality test for the measurement tools was performed. In the normality test, the
skewness and kurtosis values of the data were examined. After the statistical process, it was determined that the
data were in the range of -2...+2. Evidence can be given for the conformity of these values to normal distribution
(George and Mallery, 2001, pp. 86-87). Since the data showed normal distribution, they were analyzed using
parametric tests. In the general evaluation of the data, descriptive statistics, independent groups t-test, one-way

analysis of variance (ANOVA) and Pearson correlation analyzes were used.

FINDINGS
Table 2. T-test comparison results of students' digital game addiction scores by gender.
Gender n X ss t p
Digital Game Male 571 15,85 6,19 9.44 o1
Addiction Female 208 11,67 5,17 ! !

Independent groups t-test results in Table 2 show that digital game addiction scores differ according to gender
(t777=9.44; p< .05).

Table 3. One-way analysis of variance comparison results of students' digital game addiction scores according to school type.

High School Types n X ss F p Difference
Digital 1) Fine Arts High School 100 14,39 6,73
igita - -
Game 2) Anatolllan High Sc.hool : 279 13,60 5,71 6,31 01 452
Addiction 3) Vocational Technical High School 145 15,17 5,74
4) Sports High School 255 15,85 6,59

One-way analysis of variance (ANOVA) results in Table 3 show that there is a statistically significant difference in
digital game addiction scores of students according to school type (F(778)=6.31; p< .05). According to the Post Hoc
(SCHEFFE) results made to determine the source of the difference, the digital game addiction scores of the sports

high school students are significantly higher than the Anatolian high school students.

Table 4. T-test comparison results of students' loneliness level scores by gender.

Gender n X ss t p
Loneliness Male 571 37,35 10,86 151 13
level Female 208 38,69 11,10 ! !

Independent groups t-test analysis results in Table 4 show that loneliness level scores do not differ according to
gender (t(777)=-1.51; p>.05).
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Table 5. One-way analysis of variance comparison results of students' loneliness level scores according to school type.

High School Types n X ss F p Difference
1) Fine Arts High School 100 40,82 10,88
. 2) Anatolian High School 279 37,22 11,07
L | 3,19 02 1>2
ONEINESs  73)Vocational Technical High School 145 3694 9,94 ' '
4) Sports High School 255 37,47 11,20

The one-way analysis of variance (ANOVA) results in Table 5 show that there is a statistically significant
difference in the loneliness level scores of the students according to the school type (F(778)=3.19; p< .05).
According to the Post Hoc (SCHEFFE) results made to determine the source of the difference, the loneliness level
scores of the fine arts high school students are significantly higher than the scores of the Anatolian high school

students.

Table 6. The results of the relationship between digital game addiction and loneliness levels scores according to the status of
students doing or not doing licensed sports.

Licensed Sports Status Loneliness
2
Doing Sports Digital Game Addiction ; :Ogi**
. L - r ,197
Not Doing Sports Digital Game Addiction 0 001+

The results of the Pearson correlation analysis in Table 6 were positively low (r=.286; p<.05) between digital
game addiction and loneliness levels in licensed sports players; showed that there is a low level of positive

relation between digital game addiction and loneliness levels (r=.286; p<.05) in those who do not licensed sports.

Table 7. The results of the relationship between students' digital game addiction and loneliness levels scores.

Loneliness

,231

,000**

The results of Pearson correlation analysis in Table 7 showed that there was a low level of positive relation

Digital Game Addiction

between students' digital game addiction and loneliness levels (r=.231; p<.05).

DISCUSSION AND CONCLUSION

It was aimed to reveal the relationship between high school students' digital game addictions and their

loneliness levels in this research.

When the findings regarding the digital game addiction of the students participating in the research were
evaluated according to the gender variable, it was determined that the digital game addiction was significantly

higher in male students than in female students. It is seen that these findings obtained according to the gender
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variable show parallelism with the literature. As a matter of fact, in the studies conducted in this field in the
literature, it has been found that students' digital game addictions or internet addictions differ significantly
(Vaizoglu and others, 2004; Ekinci and others, 2016; Bonanno and Kommers, 2005) and addiction level is high in
favor of male students (Bayram and Giindogmus, 2016; Chou and Hsiao, 2000; Cakir-Balta and Horzum, 2008).
When the results obtained in the research and the results of previous studies in this field in the literature are
evaluated, it can be said that among high school students, digital game addiction is higher in male students than

in female students (Goldag, 2018; Horzum, 2011; Koseliéren, 2017; Solak, 2012).

When it is considered according to the variable of high school type of education, it was determined that the
digital game addictions of the students participating in the research differed significantly, and according to the
findings, it was found that the digital game addiction was higher in Sports High School students when compared
to the Anatolian High School students. It can be thought that the reason for the difference in digital game
addictions of students according to the type of high school education is that the course load and free time of the
students differ according to the type of high school they study, and the time period they allocate to digital games
varies in parallel. In the literature, the results of the research show that digital game addiction differs according
to the type of high school studied (Solak, 2012). In addition, it was found that the level of students' preference
for digital games over other activities differed significantly according to the type of high school they study
(Koselioren, 2017).

It was found that the loneliness levels of the high school students participating in the study did not differ
significantly according to the gender variable. In studies dealing with the loneliness levels of high school
students, it can be thought that the reason for the differences according to the gender variable is the fact that
the students live in different socio-cultural environments and that their friendships are different from each
other. In the literature, it has been reported that in some studies conducted on students studying at different
education levels, the loneliness levels of students do not differ significantly according to the gender variable
(Ekinci and others, 2016; Erozkan, 2009), while in some studies, the loneliness levels of students differ according

to gender (Karakog and Taydas, 2013; Solak, 2012).

It was determined that the loneliness levels of the students participating in the study differed significantly when
the school type was studied according to the variable, and according to the findings, it was found that the
loneliness levels of the Fine Arts High School students were higher when compared to the Anatolian High School
students. In similar studies in the literature, it has been reported that students' loneliness levels show some
differences according to school or department type (Bulus, 1997). In this context, it can be said that the findings
obtained according to the school type variable show parallelism with the literature. On the other hand, in some
studies in the literature, there are also study results revealing that the loneliness levels of high school students

do not differ significantly according to the variable of high school type (Solak, 2012; Déner, 2018; Erézkan, 2009).
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In the study, it was determined that there is a positive and significant relationship between digital game
addiction and loneliness level in high school students who do or do not do sports under license. It is known that
addiction to digital technologies increases the level of loneliness in people, and research findings in the literature
support this view (Aktas and Yilmaz, 2017; Bian and Leung, 2014; Morahan-Martin and Schumacher, 2000;
Déner, 2018; Mert and Ozdemir, 2018; Oktan, 2015). In this context, it can be said that the findings obtained in
this study are compatible with the literature. In similar studies conducted on students studying at different
education levels in the literature, it has been reported that as the level of digital game addiction increases, the
level of loneliness also increases (Balci, 2018; Gakir and Cetinkaya, 2019; Torun and others, 2015; Ekinci and

others, 2019; Koyuncu and others, 2014).

It can be thought that the reason for the positive and significant relationship between digital game addiction and
loneliness lies in the fact that students addicted to digital games become anti-social individuals over time and
make the virtual environment their basic living space by isolating themselves from society. In the studies in the
literature, digital game addiction paves the way for anti-social personality over time (Budak, 2017, p; Kowert and
Oldmeadow, 2013; Cuhadar, 2012; Kim and others, 2008) has been reported to isolate people accordingly. In a
study conducted on secondary school students on this subject, it was determined that as the digital game
addiction of the students increased, their relations with their friends deteriorated, and the students found
spending time in the virtual environment more enjoyable than spending time with their friends. In the same
study, it was concluded that 15.2% of the students sometimes felt lonely and 7.5% of them often felt lonely

(Celik and Ulusoy, 2019).

Although it is seen that digital game addiction predicts the level of loneliness in the studies on students in the
literature, the research findings conducted on the students' parents also support the view that there is a
significant relationship between digital game addiction and the level of loneliness. In a study conducted by Celik
and Ulusoy (2019) on the parents of students on this subject, it was reported that as the level of addiction of
their children to computer games increases, the level of loneliness also increases, according to the opinions of
the parents. In the compilation study conducted by Jeong and others (2016), the effects of digital game addiction
on the relationship between aggression, depression and loneliness were discussed in the light of different
research findings. According to the findings of the study, it has been reported that digital game addiction
increases the tendency to aggression and depression, and in parallel, the loneliness levels of individuals with

digital game addiction increase.

As can be seen, digital game addiction in high school students and the time spent at the beginning of electronic
technologies negatively affect their psycho-social structures (Vaizoglu and others, 2004). In a limited number of
studies in the literature, it has been reported that there is no significant relationship between digital game

addiction and students' loneliness levels (Solak, 2012).
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As a result; It has been seen that digital game addiction of high school students is an element that increases the
level of loneliness. At this point, awareness raising activities can be carried out to prevent digital game addiction
in order to minimize the loneliness levels of students. In addition, by being directed to various arts and sports
activities, it can be ensured that they have a social environment and reduce their loneliness level. The research is
limited to high school students in Beykoz and Atagehir districts of Istanbul and selected for the research. Studies
can be conducted in which a larger sample group will be selected. In addition, the research was conducted at the
high school level. Similar studies can be planned at different levels of education (primary school, secondary
school and university). In order to investigate the effects of digital gaming and loneliness on young people,
studies can be conducted in Turkey and regionally. Finally, performance can be performed on athletes and

according to branches.
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