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Abstract

The aim of this study was to examine the loneliness levels of students at the middle school level and their digital
game addictions in terms of various variables. The study group consisted of 404 volunteer students in 5th-8th grade
in Kutahya, Turkey. As data collection tools, "Digital Game Addiction Scale", developed by Lemmens et al. (2009)
and "UCLA Loneliness Scale" developed by Russell et al. (1980) were used. The SPSS package program was used
for the analysis of the data. According to research findings, it was found that there was a statistically significant
difference between the levels of digital game addiction and loneliness according to participation status to sports
activities (p<0,05). Moreover, it was found that the levels of both loneliness and digital game addiction of the
participants to sports activity were lower than non-participating. When gender and age variables were examined, it
was determined that there was a statistically significant difference between digital game addiction, gender, and age
(p<0,05), whereas there was no statistically difference between loneliness level and both variables (p>0,05). In
addition, it was determined that there were a moderate level and positive relationship between the level of loneliness
and digital game addiction of middle school students.
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1. Introduction

One of the most important social functions of education is the preparation of children in society for the future and the
continuity of society. This common task in all societies is assessed as meeting the mental, emotional, social, and
psychological needs of children as well as their physical needs such as nutrition, shelter, and health. It is clear that a
healthy community is composed of healthy individuals both physically and psychologically (Ozdemir, 2015). In this
respect, passing students around the world through a successful educational process has become one of the main
objectives of education and society (Haghbin, et al. 2013; Badua & Badua, 2018). In the education process, the
games have an important place and role in terms of development and learning (Kayabast & Akbas, 2017; Badua, et al.
2018). The game, which played an important role in the development of the child, has been observed to support
instinctual achievement and progress if it is used effectively and correctly. It has been observed that especially
numerical based games strengthen hand-eye coordination, problem-solving and multitasking competence (Saka &
Aktiirk, 2012).

In recent years, the technological developments that have been experienced and the convenience of accessing

technological devices (computer, tablet, and phone) accordingly constitute a great obstacle for the students to achieve

a healthy education in the education process by increasing their addiction on digital games (Giircan et al. 2008).

Excessive and inappropriate use of computers and the internet by the students in school-age can cause negative

effects on social relations and adversely affect both academic and personal development (Qin & Nan, 2010; Harris,

2001). In the literature game addiction has been described as an impulse control disorder characterized by symptoms
nn nn

such as "the inability to control the time spent on game-playing", "a loss of interest in other activities", "continuing to
play despite the adverse effects" and "feeling psychologically deprived when not being able to play" (Yalgin Irmak,
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& Erdogan, 2016; Yalgin Irmak, & Erdogan, 2015). According to Qin & Nan (2010), there are ten standard rules for
diagnosing symptoms of game addiction:

e Having strong request or impulsion for internet usage,

o Dissatisfying the time of internet usage,

o Eliminating displeasure and worry once using internet,

e Feeling discomfort in case of stopping,

e Concealing own frequent online conducts from relatives and friends,

e Regarding online as more important behavior than study,

e Spending much money on internet usage,

e  Giving up many other hobbies due to internet usage,

e Remembering internet after stopping internet usage,

e Having alienated and disappointed sensations without using internet (Qin & Nan, 2010).

Recently, research on excessive gaming has received increasing public attention (Griisser et al. 2006). With the
increase of technological developments, the time that individuals separate into themselves and their environment is
decreasing, which causes the individual to be isolated from himself/herself and from the society he lived and
becomes lonely (Ekinci, et al., 2015). Many similar studies have been found to our research in the literature. For
example, Haghbin et al. (2013), while playing such games, players may forget about everything and get immersed in
the game (Haghbin, et al., 2013). According to Yee (2006), as the addiction progress grows, gamers become less
interested in hobbies or activities that they used to enjoy and become more fascinated with living inside the game
(Yee, 2006). Kuss & Griffiths (2012) game addiction may lower teenagers' motivation for communicating with other
people and consequently impose negative effects on their social relationships (Kuss & Griffiths, 2012). Therefore,
we can say that game addiction causing the students to become lonely.

Loneliness is a multidimensional concept with different meanings under different causes and conditions (Arslan,
2013). Loneliness was defined in different ways by the researchers. While some researchers defined it as a situation
related to objective conditions, other researchers defined as completely subjective, and existentially. The common
feature of all of them is that the concept of loneliness is a painful emotional state (Eskin, 2001). Several definitions
of loneliness are given by some researchers as follows: According to Duyan et al. (2008) a process that exists for
humanity and will exist in the future (Duyan et al., 2010), to Davis (1990) it is an experience that is unpleasant but
common among children, young people and adults (Davis, 1990). to Demir and Tarhan (2001) it is a common
phenomenon especially in adolescence because puberty is an important and developmental process (Demir & Tarhan,
2001). Rook (1984) defines it as a constant increasing feeling when one is rejected by others, is misunderstood, and
has no suitable friends or partners to perform the desired activities (Rook, 1984). It is known that sportive activities
have an important place in solving loneliness (Ozgelik et al., 2015).

Sports activities provide positive contributions not only to the feeling of loneliness of the individual but also to the
physical, social, and emotional development. These activities improved talents such as creativity and leadership
functional, and they develop personality characteristics such as aggression, determination, harmony, productive,
decisive, respect, and understanding, adherence to rules, cooperation, independence, self-discipline, and diligence
(Akgiin, 1986).

In this respect, the increasing association of individuals by using sport's integrating and socializing feature suggests
that participation of individuals in sports and recreational activities, the maturation of the person, and the completion
of the adolescence process in a physically and socially healthy manner are a necessity for the social community
(Ekinci, et al., 2015). For this reasons, the aim of present study was to determine whether there is a relationship
between gender, participants to sports activities, and age variables of middle school students and their game
addiction and loneliness levels.

2. Method
2.1 Research Model

The research was based on quantitative research design and descriptive cross-sectional study. A general screening
model was applied in order to arrive at a general judgment about the universe, in which the whole universe or a
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sample taken from it was scanned (Karasar, 2012). According to Gratton and Jones (2010) this method is perhaps the
most commonly used method in social and sport based studies.

2.2 Research Sample

A total of 404 [(n=173) female, (n=231) male] primary school students was chosen via the simple coincidence
method from several schools and they participated as a volunteer in the study.

2.3 Data Collection Tool

UCLA Loneliness Scale: UCLA Loneliness Scale consists of 20 items (11 positives and 9 negatives). The 20 items
are rated on a 4-point likert scale in accordance with the rate of frequency, ranging from never (1) to always (4).
Scores on the scale range from 20 to 80 with higher scores reflecting greater loneliness (Russell, et al. 1980). The
validity and reliability of the scale into the Turkish was carried out by Demir (1989). The internal consistency factor
of the Turkish version of the scale was. 96, and test-retest reliability was. 94. In the scale, 1, 5, 6, 9, 10, 12, 15, 16, 19
and 20 numbered items were reverse coded. In the present study "Digital Game Addiction Scale (DGAS-7)"
developed by Lemmens et al. (2009) was used in order to determine digital game addiction levels (Yalgin Irmak, &
Erdogan, 2016). The Turkish adaptation study of the scale was performed by Irmak and Erdogan (2015). The
DGAS-7 is a 5-item likert type, single-dimension scale consists of 7 questions. The Cronbach's alpha coefficient was
found 0,72.

2.4 Analysis of Data

For the data obtained in the study, the SPSS package program was used and frequency (f) and percent (%)
distributions of the variables were calculated. The Skewness and Kurtosis values were checked for normal
distribution of the data. The Skewness and Kurtosis were considered to be valued -2 to +2 (George et al. 2006).
Therefore, the independent samples t-test, One-way ANOVA and Pearson Correlation test were used. Tukey test was
used to determine the insignificant differences between the groups.

3. Results
Table 1. T-Test Results on Loneliness and Digital Game Addiction, According to Gender Variable
Variables Gender n X Sd t p
. Woman 173 45,23 7,09
Loneliness Man 31 4437 7.56 1,157 ,248
.. . Woman 173 16,60 5,60 "
Digital Game Addiction Man 131 20,05 7.40 -5,132 ,000
*p<0,01

When table 1 was examined, there was no statistically significant difference between loneliness levels of the students
according to the gender variable (p>0,01). A statistically significant difference was found between the level of digital
game addiction (p<0,01) according to the gender variable.

Table 2. One-way ANOVA Test Results on Loneliness and Game Addiction, According to Age Variable

Variables Age n X Sd F p Tukey
211 55 45,33 6,08
12 41 44,63 7,63
. °13 145 44,74 7,44
Loneliness i14 100 44,88 731 235 918 -
°15 63 44,05 8,29
Total 404 44,74 7,37
11 55 16,76 6,54
b12 41 17,46 6,77
. . 13 145 18,42 6,60
Digital Game Addiction i14 100 19,09 6.69 2,488  ,043* a-e
°15 63 20,38 7,87
Total 404 18,57 6,90

#p<0,05
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According to table 2, there was no statistically significant difference between loneliness levels of the students
according to the age variable (p>0,05). A statistically significant difference was found between the level of digital
game addiction according to age variable (p<0,05). According to these results, a statistically significant difference
was found between 11 years old and 15 years old students, whereas there was no statistically significant difference
other age groups.

Table 3. T-Test Results on Loneliness and Digital Game Addiction, According to Their Participation in the Sports
Activities

Variables Participate to Sportive Activities n X Ss t p
Loneliness Yes 198 43,04 7,55 4,658
No 206 46,37 6,82 ’ 000*
Digital Game Addiction Yes 198 16,84 5,54 5132 ’
No 206 20,23 7,64 ’
*p<0,01

When table 3 examined, there was a statistically significant difference between loneliness levels and digital game
addiction of the students according to participation in sports activities (p<0,01).

Table 4. Pearson's Correlation Coefficient between the Loneliness and Digital Game Addiction of Middle School
Students

Loneliness Digital Game Addiction
Loneliness ; !
_ -y T ,058%* 1
Digital Game Addiction P 000
**p<0.01

When table 4 was examined, it was determined that there were moderate level and positive correlation between
levels of loneliness and digital game addiction of middle school students.

4. Discussion

The present study showed that there were no significant differences between gender and loneliness (p>0,01). When
the related studies are examined, it is seen that study of Cassidy and Asher (1992), support that results (Cassidy &
Asher, 1992). But, according to study of Yilmaz et al. (2008) and Eskin (2001), significant differences were found
between gender and loneliness level of the students (Eskin, 2001; Yilmaz & Karaca, 2008).

A statistically significant difference between digital game addiction levels was found according to gender (p<0,01).
Previous studies have reported that male students were addicted more than females to play digital games (Bonannoa
& Kommers, 2005; Phillips et al., 1995). Additionally, Bonanno and Kommers (2005) tried to explain this situation
as: "the gender difference in time dedicated to playing a game can be attributed to the fact that boys find digital
games much more attractive and conducive to their natural cognitive processing" games (Bonannoa & Kommers,
2005). But according to study of Kim et al. (2008) and Colwell et al. (1995), there were not any significant
differences between game addiction and gender (Kim et al., 2008; Colwell et al., 1995).

When we examined loneliness levels according to age, statistically significant difference no found between middle
school students (p>0,05). This result may be due to the fact that the participants' ages were close to each other. When
different studies were examined, it was found that, in the study of Orug¢ (2013), there was no statistically significant
difference between age and loneliness (Orug, 2013), in the study of Ozkaya (2017), a statistically significant
difference was found between the students aged 21 and 22 and the students aged between 22 and 25 years (Ozkaya,
2017).

A statistically significant difference was found between the level of digital game addiction according to age variable
(p<0,05). According to these results, a statistically significant difference was found between 11 years old and 15
years old students, whereas there was no statistically significant difference between other age groups. As the age
increases, it was seen that the students' digital game addiction levels increase. This is thought to be due to parents
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being more tolerant of their time spent with technological devices (mobile devices, computers, tablets, etc.),
depending on the age of their children. In the related literature, results supporting this study are included (Eni, 2017,
Hazar et al., 2017).

There was a statistically significant difference between loneliness levels and digital game addiction of the students
according to participation in sports activities (p<0,01). According to this result we may say that participating to the
sports activities has a positive effect on loneliness and game addiction level of the students. Ekinci et al. (2015)
suggested that participation in sports activities contributed to the socialization of the individual, and naturally, this
factor contributed to the individual's not to feel lonely (Ekinci et al., 2015). Kim (2016), and Khan et al. (2017),
suggested that participating to the sports activities lower game addiction and violent tendencies (Kim, 2016; Khan et
al., 2017). However, Ekinci et al. (2016) stated that there was no statistically significant difference in terms of digital
game addiction among those who regularly participated in sporting events and those who did not (Ekinci et al., 2016).
In addition, Correlation test results between loneliness and digital game addiction show that it was determined that
there were moderate level and positive correlation between levels of loneliness and digital game addiction of middle
school students (r =, 658 p <0,01). As a result of this study, as the level of loneliness increases, digital game
addiction also increases. In the study conducted by Durualp and Cicekoglu (2013), it is concluded that as the
loneliness levels of the individuals' increase, the levels of internet addiction also increase (Durualp & Cigekoglu,
2013). This result supports the results of our study and it is expected that feeling alone will increase the students'
addiction level to the technological devices.

As a result, it was found that male participants were more addict to digital games than women, and individuals who
participate to sports activities had lower levels of digital game addiction and loneliness than those who do not. In
addition, it was observed that as participants' ages and loneliness levels increase, digital game addictions increase,
similarly. Finally, it is seen that participating to the sportive activities has a positive effect on loneliness and digital
game addiction level of the students. That is why it is suggested that students should be directed to the sportive
activities by their parents and educational institutions

4.1 Limitations and Suggestions

The present study has a number of limitations. The study group consisted of 404 volunteer students in 5th-8th-grade
school students. Loneliness and game addiction in children is a relatively new research topic. It can show as an
obstacle for a more comprehensive study that there are not enough studies which relate to sports and the researchers
exist are mostly studied for adults. Therefore, it is thought that studies in this area should be increased. Also, further
studies may focus on larger example groups. Family economic conditions also can be an important factor to control
for further studies, and it will be an excellent factor to check.
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