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ABSTRACT 
Aim: The recent pandemic has spread all over the world and has become a common global problem. Pandemics 

leave significant marks on the memories. Going beyond a cause of disease or death, they can have 
consequences in many aspects; social, physical, and psychological. Aim of this study is to investigate the impact 
of the pandemic period on students’ loneliness and digital game addiction levels.  
Methods: The study group consisted of 398 volunteer 5th-8th grade students from Altın Vuruş Karate Center and 

Defne Middle School in Hatay, 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 
program was used for the analysis of the data. 
Results: According to research findings, it was found that there was a statistically low positive correlation 

between digital game addiction and loneliness (p=0.002, r=0.155). The game addiction and loneliness level of 
students increased during the Covid-19 pandemic (p<0, 05). As the age of students increases their level of 
addiction also increases (p<0.05). 
Conclusion: Being a licensed athlete didn't have significant effect on the game addiction level of students during 

the Covid-19 period (p>0, 05), however they felt more lonely during the period (p<0.05). 
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INTRODUCTION 
In December 2019, a viral outbreak of pneumonia of 
unknown origin occurred in Wuhan, China. On 9 January 
2020, the World Health Organization (WHO) officially 
announced the discovery of a novel coronavirus: SARS-
Cov2. This new virus is the pathogen responsible for this 
infection respiratory disease called COVID-19 (Coronavirus 
Disease)1. The most typical symptoms of the disease are 
fever, myalgia, fatigue, and dry cough. Other referred 
symptoms are chills, rhinitis, sore throat, nausea, vomiting, 
and diarrhea2

.
 

 Covid-19 has been one of the biggest threats facing 
the world in recent years. Just in three months, Covid-19 
has become a worldwide pandemic with more than 353,000 
cases confirmed on March 23rd 2020. According to World 
Health Organization (WHO) reports, because of Covid-19 
3.6 million people died worldwide by May 21, 20213. The 
whole world has mobilized and immediately taken various 
measures against this rapidly spreading virus, which 
emerged at a time when no one expected it4. The Covid-19 
virus spreads from person to person via virus-laden 
respiratory droplets produced when an infected person 
talks, coughs, exhales, or sneezes. These droplets can be 
inhaled by the people nearby, and/or fall over objects and 
surfaces, which another person can touch, and then touch 
their nose, eyes or mouth and get infected5. 
 Among the prevention methods recommended by the 
World Health Organization (WHO) such as wearing mask, 
keeping rooms well ventilated, cleaning your hands, and 
coughing into bent elbow or a tissue, avoiding crowds and 
physical distancing. On March 11, 2020, the Turkish 
Ministry of Health declared the first Covid-19 case. On 
March 13 2020, the Turkish Ministry of Education stopped 
face- to-face education until 21 of September6. This whole 
situation has drastically changed the lives of students living 

in Turkey in a matter of days. The students are 
experiencing a new, unpredictable, and rapidly changing 
situation. They have to stay confined at home and therefore 
family dynamics have remarkably changed.   
 The pandemic, which has been going on for over a 
year, caused several problems such as; increase in suicide 
rates7, socio-economic problems8,9, anxiety, stress, and 
depression10, mental, physical and psychosocial11,12,13,14,15, 
educational16, and there has been a reduction in times 
spent on leisure activities and social life5. Particularly, 
children and adolescents' lifestyle behaviors, such as 
physical activity and sedentary behavior may have been 
drastically impacted due to the prolonged school closures 
and home confinement during the Covid-19 pandemic12. 
When the literature is examined the recent studies showed 
that the pandemic period affected people in terms of 
loneliness17,18,11 and digital game addiction19,20,21,22 level of 
individuals. However, there wasn’t any study which 
conducted before and during the pandemic period. Our 
motivation to do this study is to help to fill the literature gap. 
 In recent years, a lot of technological developments 
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 lifestyle23. Excessive and inappropriate 
use of computers and the internet by the students in 
school-age can cause negative effects on social relations, 
physical, mental and, adversely affect both academic and 
personal development24,25,26. In the literature, game 
addiction has been described as an impulse control 
disorder characterized by symptoms 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"27,28. In 2019 the WHO called 
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game addiction a sign of mental disorder and warned 
people against increasing game addiction. With the 
increase of technological developments, the time that 
individuals take to themselves and to their environment is 
decreasing, which causes the individual to be isolated from 
the society the person lives in and becomes lonely29.  
According to Kuss and Griffiths game addiction may lower 
teenagers' motivation for communicating with other people 
and consequently impose negative effects on their social 
relationships30. Therefore, we can say that game addiction 
causes students to become lonely. 
 Loneliness is a multidimensional concept with 
different meanings under different causes and conditions31. 
When the literature is examined, we encounter different 
definitions of loneliness. Even before the coronavirus crisis, 
loneliness was a public health issue because it is 
widespread and associated with an increased risk of 
morbidity and mortality18. According to Groarke et al. 
loneliness is associated with worse physical and mental 
health issues and increases mortality risk17.  Rook 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 activities32.  Studies of 
quarantine have found that individuals struggle to adapt to 
a way of life incongruent with humans’ social nature and 
report a range of negative psychological reactions to 
quarantine, including loneliness17. Especially, the Covid-19 
crisis presents many challenges for dealing with loneliness. 
For these reasons, the present study aims to determine 
how Covid-19 period affect the loneliness and digital game 
addiction level of middle school students according to 
various variables. 
 

MATERIAL AND METHOD 
Research Model: The research is based on a 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 sample taken from it was scanned33. 
According to Gratton and Jones, this method is perhaps the 
most commonly used method in social and sport-based 
studies34. 
Research Sample: A total of 398 [(n=203, 51%) female, 

(n=195, 49%) male] primary school students was chosen 
via a simple random sampling method.  The first survey 
was conducted before the Covid-19 pandemic from Altın 
Vuruş Karate Center and Defne Middle School 2 to 6 
March 2020 and the second survey from 21 to 25 
September 2020 (during the new educational term). 
Students participated as volunteers in the study. 
Data Collection Tool: UCLA Loneliness Scale consists of 

20 items (11 positives and 9 negatives). The 20 items are 

rated on a 4-point 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 loneliness35. The validity and reliability tests of the 
scale were carried out by Demir36. The internal consistency 
factor of the Turkish version of the scale is .96, and test-
retest reliability is .94. In the scale, 1, 5, 6, 9, 10, 12, 15, 
16, 19, and 20 numbered items were reverse coded. 
 Digital Game Addiction Scale (DGAS-7) developed by 
Lemmens et al.37 was used in order to determine digital 
game addiction levels27 The Turkish adaptation study of the 
scale was carried out by Irmak and Erdogan28. The DGAS-
7 is a 5-item likert type; a single-dimension scale consists 
of 7 questions. The Cronbach's alpha coefficient was found 
0,72. 
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 at -2 to +238. According to the 
statistical results, it was seen that the data did not show 
normal distribution. Therefore, Mann Whitney U, Kruskal 
Wallis and, Pearson Correlation test were used. Bonferroni 
test was used to determine the insignificant differences 
between the groups. 
 

RESULTS 
Table 1. Correlation Between Digital Game Addiction and 
Loneliness Attitudes 

Variables 
Digital Game  
(Attitude) 

Loneliness 
(Attitude) 

Digital Game (Attitude) 1  

Loneliness (Attitude) 0.155 1 

When table 1 was examined, statistically low positive 
correlation found between Digital Game Attitude and 
Loneliness Attitude variables (p=0.002, r=0.155).  
 
Table 2. Correlation Between Demographic Variables 

Variables Gender Age 
Licensed 
Athlete 

Gender 1   

Age 0.151 1  

Licensed Athlete -0.103* 0.186* 1 

* p<0.05, statistically important. 
When table 2 was examined, a very low negative 
correlation found between gender and being a licensed 
athlete (φ =-0.103, p<0.05), and very low positive 
correlation found between age and being a licensed athlete 
(φ=0.186, p<0.05). 
 

 
Table 3. Digital Game Addiction and Loneliness Attitudes According to Gender Variable 

Variables 
Gender 

Total p 
Female Male 

Digital Game (Attitude) 1.43 (1.14/1.71) 1.86 (1.43/2.29) 1.57 (1.29/2.00) <0.001 

Loneliness (Attitude) 1.60 (1.40/1.95) 1.75 (1.50/2.05) 1.68 (1.45/2.00) 0.004 

*Data Median is expressed in the form of (1st Quarter/3. Quarter). 
 

When table 3 was examined, a statistically significant difference was found between digital game addiction attitude and 
loneliness attitude (p<0,005) according to the gender variable. 
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Table 4. Loneliness and Digital Game Addiction According to Covid-19 Periods 

Variables 
Cov-19 Periods (before/during) 

Total p 
Before Cov-19 During Cov-19 

Digital Game (Attitude) 1.71 (1.29/2.14) 1.57 (1.29/1.86) 1.57 (1.29/2.00) 0.006 

Loneliness (Attitude) 1.65 (1.45/2.06) 1.70 (1.45/1.95) 1.68 (1.45/2.00) 0.895 

*Data Median is expressed in the form of (1st Quarter/3. Quarter). 

 
When table 4 was examined, digital game attitude and loneliness variables were compared with the Covid-19 periods 

variable. There is a statistically significant difference between the digital game attitude variable and the Covid-19 periods 
variable (p<0.005). 
 
Table 5. Digital Game Addiction and Loneliness Attitudes According to Age Variable 

Variables 
Age 

Total p 
11 12 13 14 15 

Digital Game 
(Attitude) 

1.57 (1.29/2.11)ab 1.57 (1.43/2.00)ab 1.57 (1.29/2.14)ab 1.43 (1.14/2.00)a 2.00 (1.57/3.14)b 1.57 (1.29/2.00) 0.039 

Loneliness 
(Attitude) 

1.65 (1.45/1.94) 1.65 (1.45/1.90) 1.70 (1.45/2.10) 1.65 (1.40/2.00) 1.70 (1.33/1.80) 1.68 (1.45/2.00) 0.647 

* Data Median is expressed in the form of (1st Quarter/3. Quarter). 

 
When table 5 was examined, a statistically significant difference was found between digital game addiction attitude and 

age variable (p<0.05). 
 
Table 6. Digital Game Addiction and Loneliness Attitudes According to Licensed Athlete Variable 

Variables 
Licenced Athlete 

Total p 
Yes No 

Digital Game (Attitude) 1.57 (1.29/2.14) 1.57 (1.29/2.00) 1.57 (1.29/2.00) 0.396 

Loneliness (Attitude) 1.60 (1.45/1.94) 1.75 (1.50/2.05) 1.68 (1.45/2.00) 0.019 

* Data Median is expressed in the form of (1st Quarter/3. Quarter). 

 
When table 6 was examined, a statistically significant difference found between loneliness attitude and being licensed 

athlete variable (p<0.05). 
 

DISCUSSION 
The present study showed a statistically low positive 
correlation between digital game addiction and loneliness 
(p=0.002, r=0.155). When the relevant literature is 
examined; study of Durualp and Cicekoglu, concluded that 
as the loneliness levels of the individuals increase, the 
levels of internet addiction also increase39. 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 or being addicted will increase 
the feeling of loneliness. 
 The present study showed that there were statistically 
significant differences between loneliness (p<0, 05) and 
digital game addiction (p<0, 05) levels of the students 
according to their gender. However, results showed that 
male students are more addicted (1.86 (1.43/2.29) than 
female students (1.43 (1.14/1.71). Previous studies have 
also reported that male students were addicted more when 
it is compared to females40,41. Bonanno and Kommers 
explained 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"40. When 
the relationship of gender and loneliness was examined, it 
is seen that male (1.75 (1.50/2.05)) students typically have 
higher loneliness scores than female (1.75 (1.50/2.05) 
students. When the related studies were examined it is 
seen that there are a few studies that support our 
findings41,42,43. 
 The present study showed that there were statistically 
significant differences between game addiction and Covid-
19 periods (p<0, 05). When the related literature were 
examined there are a few studies which support our 

findings20,22,44,45. However, there were no significant 
differences between loneliness and Covid-19 periods (p>0, 
05) in our study. But, when the related literature was 
examined it is seen that a few studies showed different 
results than ours. The Covid-19 period affect the loneliness 
level of individuals in a bad way 17,46,47,48,49. 
 The present study showed that there were statistically 
significant differences between game addiction and the age 
variable (p<0, 05). To find the difference between the 
groups Bonferroni test was used. The differences were 
between students who aged 14 and 15. In Turkey the 
students’ gets an exam when they are on their 14th that’s 
why we may say that their attention were on their exam.  
When the related literature were examined studies showed 
that as age increases the addiction level of students also 
increases50,51. However, there were no significant 
differences between loneliness and the age variable 
(p>0.05) in our study. 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 Oruc, there was no statistically significant 
difference between age and loneliness52. 
 The present study showed that there were statistically 
significant differences between loneliness (p<0, 05) and 
being licensed athlete. The students who are licensed had 
low level of loneliness. Ekinci et al. suggested that 
participation in sports activities contributed to the 
socialization of the individual, and naturally, this factor 
caused the individual to not feel lonely29. However, 
statistically no difference found between game addiction 
level of students and their sportive status (p>0, 05) we may 
say that students who were related to sportive activities has 
a self-discipline and self-control on gaming. 
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Suggestions: Study of Messias et al. found that 5 hours or 

more of daily exposure to video games was associated with 
a higher risk of reported sadness, suicidal ideation, and 
suicidal planning among youths53. Jiménez-Pavón et.al. 
mentioned that reduced physical activity and prolonged 
sedentary behavior are linked to both negative physical and 
mental health outcomes54. The results of our study suggest 
that sport is an effective way of reducing game addiction 
and feeling of loneliness.  Also, the related studies suggest 
that physical activity provides protection from viral 
infections, especially among vulnerable populations12,14.  
 It is obvious that the Covid-19 period affect the 
society in a bad way. However, it is our duty to protect 
ourselves and the people around us: being active, filtering 
negative feedback of our families, friends and the news, 
paying more attention to the people around us, getting 
support from experts such as psychiatrists, psychologists, 
occupational therapists, social workers and doing daily 
sportive, exercise and recreational activities10,55,56,57,58,59. 
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