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Investigation into Emotional Intelligence, Social 
and Emotional Loneliness and Digital Game 
Addictions of Mid-Adolescent Students 

 Orta Ergenlik Dönemindeki Öğrencilerinin Duygusal Zeka, 
Sosyal ve Duygusal Yalnızlık ile Dijital Oyun Bağımlılıklarının 
İncelenmesi 

ABSTRACT 

The research was conducted to examine the emotional intelligence, social and emotional 
loneliness and digital game addictions of mid-adolescent students between the ages of 10-
14. The research-designed personal information form, the "Social and Emotional Loneliness 
Scale" (SELSA) developed by DiTommaso et al. (2004) and adapted to Turkish by Çeçen 
(2007), and the “Trait Emotional Intelligence Questionnaire – Adolescent Short Form” 
(TEIQue-ASF) developed by Petrides and Furnham (2000) and adapted into Turkish by Ergin 
(2017) were used to collect data. Additionally, the “Digital Game Addiction Scale” (GAS) 
developed by Lemmens et al. (2009) and adapted into Turkish by Irmak and Erdoğan (2015) 
was utilized. The analysis of the data was performed in computer environment with SPSS-25 
statistical package programs. Skewness and kurtosis tests were performed to determine the 
distribution of the data. Descriptive statistics were applied to normally distributed data, t-
test was used for independent groups, and simple linear Pearson correlation analysis and 
multiple regression test were performed to determine the relationship between variables. In 
conclusion, it was founded that as the digital game addiction of middle-adolescent students 
increased, social and emotional loneliness increased and that emotional intelligence (5.4%) 
was at an explanatory level in predicting digital game addiction. 
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ÖZ 
Araştırma, 10-14 yaş aralığındaki ortaokul öğrencilerinin duygusal zeka, sosyal ve duygusal 
yalnızlık ile dijital oyun bağımlılıklarını incelemek amacıyla yapılmıştır. Araştırmacılar tarafından 
hazırlanan kişisel bilgi formu, DiTommaso ve ark. (2004) tarafından geliştirilen ve Çeçen (2007) 
tarafından Türkçeye uyarlanan "Sosyal ve Duygusal Yalnızlık Ölçeği" (SELSA) ve Petrides ile 
Furnham (2000) tarafından geliştirilen ve Ergin (2017) tarafından Türkçeye uyarlanan “Kişilik 
Duygusal Zekâ Ölçeği – Ergen Kısa Formu” (TEIQue-ASF) veri toplamak amacıyla kullanılmıştır. 
Ayrıca, Lemmens vd. (2009) tarafından geliştirilen ve Irmak ile Erdoğan (2015) tarafından 
Türkçeye uyarlanan “Dijital Oyun Bağımlılığı Ölçeği” (GAS) kullanılmıştır. Verilerin analizi, SPSS-
25 istatistiksel paket programı ile bilgisayar ortamında gerçekleştirilmiştir. Verilerin dağılımını 
belirlemek için çarpıklık ve basıklık testleri yapılmış, normal dağılıma sahip verilere tanımlayıcı 
istatistikler uygulanmış, bağımsız gruplar için t testi kullanılmış ve ölçekler arasındaki ilişkiyi 
belirlemek için basit doğrusal Pearson korelasyon analizi ve çoklu regresyon testi yapılmıştır. 
Sonuç olarak, orta ergen öğrencilerinin dijital oyun bağımlılığı arttıkça sosyal ve duygusal 
yalnızlığın arttığı ve duygusal zekanın (%5,4) dijital oyun bağımlılığını açıklamada anlamlı bir 
yordayıcı olduğu belirlenmiştir. 
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Introduction 

Emotions have an important role in the control of human life as a social being. Emotions play a critical role in enabling 
individuals to understand themselves, set goals, evaluate alternatives, predict future outcomes, make decisions, and 
effectively execute actions, including the ability to respond quickly in decision-making processes (Damasio, 1994). In 
addition to emotions in controlling human life, the concept of emotional intelligence emerges when it comes to analyzing 
behavior and determining the underlying causes. Emotional intelligence is defined as an individual's ability to control their 
impulses, regulate their mood, empathize, motivate themselves, and endure difficulties (Goleman, 1995). Emotional 
intelligence has been defined as the ability to recognize both one’s own emotions and the emotions of others, as well as to 
use these emotions in social relationships (Cornell, 2003). While emotions and emotional intelligence play a pivotal role in 
personal and social interactions, the lack of emotional and social connections can lead to negative feelings such as 
loneliness. 

As a social being, humans need to interact and coexist with others to maintain an orderly life. Loneliness arises in people 
who have problems in establishing relationships with people. Loneliness is a feeling that arises when rejected or 
misunderstood by other people, unable to find friends or partners to carry out the activities that one wants to do, and 
(Rook, 1984). Weiss (1973) categorizes loneliness into two types. One is social and the other one is emotional loneliness. 
Social loneliness is due to the lack of social relations. Emotional loneliness, on the other hand, is a type of loneliness that 
results from a person's lack of closeness or attachment to another person. The consequences of loneliness can have a 
significant impact on a person's mental and physical health. Chronic loneliness has been linked to increased stress, 
depression, and even cardiovascular problems. Efforts to combat loneliness often involve improving social skills, expanding 
social networks, and fostering deeper emotional connections with others. However, one of the factors contributing to the 
rise of loneliness in modern times is the increasing reliance on digital tools. While digital devices simplify tasks, they also 
encourage social isolation by absorbing individuals for long hours. This can lead to a disconnection from real-life 
interactions and further contribute to feelings of loneliness (Magid et al., 2024). 

One of the reasons that push people to loneliness is digital tools that develop rapidly and enter our lives quickly. It can 
be said that digital devices not only make our lives easier, but also make people lonelier by taking hold of them for hours. 
Today, the computer field, which affects every segment of society, has brought the concept of digital games to children's 
lives as an innovation (Erboy et al., 2010). The influence of digital games has spread globally, affecting people of all ages and 
cultures. With the rapid advancement of technology, digital games have become a prominent part of modern 
entertainment, captivating individuals in various regions. This widespread influence has led to a significant shift in how 
people spend their leisure time, as more and more individuals are drawn into the immersive experiences offered by these 
games. The amount of time spent on digital games can make individuals addicted over time. Digital game addiction can be 
defined as individuals' incessant playing games, the game becoming an integral part of their life, not fulfilling their 
responsibilities in real life and preferring the game to other activities (Griffiths, 2002). People may have psychological 
problems such as loneliness and may have low social relationships and competence in their lives. It is highly likely that they 
can play digital games to meet their needs that they cannot meet in real life and to get rid of the negative mood (Caplan, 
2003). Therefore, individuals who experience emotional loneliness may prefer to play digital games in a virtual environment 
instead of interacting with people face to face in order to meet their unmet needs in real life (Liu & Peng, 2009). 

When the literature is investigated, there are different studies on emotional intelligence, social and emotional 
loneliness, and digital game addiction (Kim et al., 2009; Irmak & Erdogan, 2016; Lemmens et al., 2011; Mentzonı et al., 
2011; Kubey et al., 2001; Jeong et al., 2017). These studies often explore the individual effects of these factors, yet few have 
integrated them to analyze their interconnectedness. Emotional intelligence, for instance, has been linked to both the social 
and emotional aspects of loneliness, suggesting that people with lower emotional intelligence may experience more intense 
feelings of loneliness. Moreover, while digital game addiction has been studied in isolation, its relationship with emotional 
and social factors such as loneliness has not been comprehensively explored. Therefore, there is a significant gap in the 
literature regarding the combined impact of these variables, particularly in the context of middle adolescence, where social 
and emotional development is particularly crucial. In this direction, the aim of the study is to examine the relationship 
between emotional intelligence, social and emotional loneliness and digital game addiction of students participating in 
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recreational activities in middle adolescence. 

Methods 
 
Research Pattern 
In the study, both the descriptive research method and the relational research design, which are among the quantitative 

research methods, were used together. The descriptive research method aimed to provide an overall view of the data after 
it was collected and to better understand the relationships between variables (Büyüköztürk et al., 2008). The relational 
research design, on the other hand, aimed to examine the relationships between two or more variables in line with the 
purpose of the study. The combination of these two research designs enabled the analysis of the data in a broader context 
and facilitated the testing of the study's hypotheses. While the descriptive method provided a detailed presentation of the 
participants' characteristics, the relational design helped identify potential relationships between these characteristics 
(Tenenbaum & Driscoll, 2005). Thus, the use of both designs together ensured a more comprehensive approach to the 
research. 

 
Study Group 
The study group of the research consists a total of 568 students of whom 285 girls and 253 boys (Mage=12.07 ±1.07), 

between the ages of 10-14, who study in schools affiliated to the Ministry of National Education in Tokat between 2021-
2022 academic year. Convenience sampling refers to a sampling method that involves selecting individuals who are easily 
accessible, located in the immediate vicinity, and willing to participate, without covering a specific region (Erkuş, 2009). 

 
 Data Collection 
A personal information form, "Social and Emotional Loneliness Scale" (SELSA), “Trait Emotional Intelligence 

Questionnaire – Adolescent Short Form” (TEIQue-ASF) and the “Digital Game Addiction Scale” (GAS) were used to collect 
data. 

 
Social and Emotional Loneliness Scale (SELSA) 
The Social and Emotional Loneliness Scale (SELSA), developed by DiTommaso et al. (2004), was later adapted to Turkish 

by Çeçen (2007). The scale is a Likert-type, self-report instrument consisting of 15 items, where respondents indicate their 
level of agreement on a 7-point scale, ranging from 1 = Strongly Disagree to 7 = Strongly Agree, allowing for a nuanced 
assessment of emotional and social loneliness. The scale consists of three dimensions: family, romantic, and social. The 
social dimension is represented by social relationships, while the emotional dimension is formed by romantic relationships 
and family relationships. Specifically, the family relationships dimension is measured by items 1, 4, 8, 11, and 12, the 
romantic relationships dimension by items 3, 6, 10, and 14, and the social relationships dimension by items 2, 5, 7, 9, and 
13. Additionally, items 2, 3, 5, 6, 8, 9, 11, 12, and 14 are reverse-coded. The Cronbach's alpha values for the scale were 
found .74 for social loneliness, .83 for romantic loneliness and .77 for family loneliness. 

 
Trait Emotional Intelligence Questionnaire – Adolescent Short Form” (TEIQue-ASF) 
The Emotional Intelligence Trait Scale-Adolescent Short Form (TEIQue-ASF), developed by Petrides and Furnham (2000), 

is a 7-point Likert scale designed to assess emotional intelligence in adolescents. The Turkish adaptation of the scale was 
carried out by Ergin (2017), with responses ranging from 1 (strongly disagree) to 7 (strongly agree). This measurement tool 
consists of 4 subscales—Well-being, Self-control, Sociability, and Emotionality—and includes 15 items in total. Items 2, 4, 6, 
7, and 9 are reverse-coded. The internal consistency reliability of the instrument was assessed using Cronbach's alpha 
coefficient. The Cronbach's alpha values were found to be .77 for the Well-being factor, .70 for Self-control, .69 for 
Sociability, .65 for Emotionality, and .78 for the overall scale. 

 
Digital Game Addiction Scale (GAS)  
The adaptation of the Game Addiction Scale (GAS), developed by Lemmens et al. (2009), to Turkish was carried out by 

Irmak and Erdoğan (2015) to assess participants' levels of digital game addiction. The GAS is a unidimensional scale 
consisting of 7 items. Participants were asked to rate the items on a 7-point Likert scale. The Cronbach's alpha coefficient 
for the GAS was 0.72, and the three-week test-retest correlation was 0.80. The scale does not include any reverse-coded 
items, and higher scores indicate an increased risk of digital game addiction. 
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Data Collection Process 
The data collection process of the study was carried out by following the necessary steps to allow participants to 

respond to the measurement tools within the scope of the research. First, voluntary participants for the study were 
identified and selected according to the appropriate sampling criteria. Participants were informed about the purpose of the 
study and confidentiality principles, and their written consent was obtained. No questions regarding personal identity 
information were asked from the students who voluntarily participated and filled out the informed consent form, as the 
principle of confidentiality was respected. During the data collection process, each participant was administered 3 scale 
forms and personal information forms. The scales were presented to the participants in a face-to-face setting, and the 
required responses for each scale were collected. The data collection process was carried out in accordance with ethical 
rules and with due consideration for participants' privacy. Ethical approval for the study was obtained from the Scientific 
Research and Publication Ethics Committee of Tokat Gaziosmanpaşa University with the decision dated 23.05.2023 and E-
54589112-824.99-2484357. Verbal consent was obtained from all the participants. 

 
Data Analysis 
The analysis of the appropriate data obtained from the sample group was conducted using the SPSS-25 statistical 

software. Before analyzing the data, the skewness and kurtosis values, which indicate the normal distribution of the data, 
were examined to determine whether the conditions for parametric tests were met. It was found that these values were 
within the acceptable range of -2 and +2, indicating that the data followed a normal distribution. Therefore, in addition to 
descriptive analyses, independent samples t-test, Pearson's correlation analysis for detecting relationships between the 
scales, and multiple regression analysis were applied (Tabachnick & Fidell, 2015). Furthermore, a significance level of p = .05 
was considered for all analyses. 

 
 

Results 

(SELSA) Social and Emotional Loneliness Scale 
(TEIQue-ASF) Trait Emotional Intelligence Questionnaire – Adolescent Short Form 
(GAS) Digital Game Addiction Scale 

 
Table 1 presents the descriptive statistics for the scales used in the study. Tt can be observed that the highest mean 

score in the Social and Emotional Loneliness Scale (SELSA) is in the Romantic dimension (M= 4.32), while the lowest mean 
score is in the Family dimension (M= 2.81). For the TEIQue-ASF, the highest mean scores are found in the Well-Being and 
Emotionality dimensions (M= 4.33), and the lowest mean score is in the Sociability dimension (M= 3.39). The overall mean 
score for the GAS scale is M= 2.03. Additionally, it was determined that the skewness and kurtosis values for each 
dimension of the scales fall between -2 and +2, indicating that the data is normally distributed. 

 
 
 
 

Table 1  
Distribution of Scale Scores (SELSA, TEIQue-ASF, GAS) (n:568) 
Scales  M SD Skewness  Kurtosis 

 

 

SELSA 

Family  2.81 1.41 .588 -.389 

Romantic  4.32 .99 -.814 1.428 

Social  3.09 1.40 .286 -.642 

 Total 3.41 .87 .156 .159 

 

 

TEIQue-ASF 

Well-being 4.33 1.01 -.686 .814 

Self-control 4.04 1.70 -.074 -.920 

Sociability 3.39 1.48 .286 -.391 

Emotionality  4.33 1.35 -.264 -.336 

 Total 4.09 0.86 -.562 1.449 

GAS  2.03 0.81 0.58 1.19 
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**p<0.01. *p<0.05 
(SELSA) Social and Emotional Loneliness Scale 
(TEIQue-ASF) Trait Emotional Intelligence Questionnaire – Adolescent Short Form 
(GAS) Digital Game Addiction Scale 

 
The statistical significance of mean scores for the three scales in the study was tested using an independent samples t-

test. According to the analysis results, it was found that there were no significant differences in the SELSA mean scores 
based on gender. However, there was a statistically significant difference in the TEIQue-ASF mean scores, specifically in the 
Self-Control dimension [t(566) = 2.01, p<.05]. In this dimension, male participants had higher mean scores than female 
participants. Additionally, there was a significant gender difference in the mean scores of the GAS [t(566) = 6.13, p<.01], with 
female participants having higher mean scores than male participants. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Table 2  
Comparison of SELSA, TEIQue-ASF and GAS Scores by Gender 

Scales  Gender   n  SD df t p 

 
 
 
SELSA 

Family  
Male 283 2.70 1.32 

566 -1.92 .056 
Female 285 2.92 1.49 

Romantic  
Male 283 4.33 1.00 

566 .154 .878 
Female 285 4.32 .98 

Social  
Male 283 3.14 1.32 

566 .862 .389 
Female 285 3.04 1.47 

 
Total  

Male 283 3.39 .86 
566 -.513 .608 

Female 285 3.43 .88 

 
 

Well-being 
 

Male 283 4.26 1.06 
566 -1.73 .084 

Female 285 4.41 .95 

 
Self-control 

Male 283 4.18 1.74 
566 2.01 .044* 

Female 285 3.90 1.66 

TEIQue-ASF 
Sociability 

Male 283 3.29 1.49 
566 -1.64 .102 

Female 285 3.49 1.45 

Emotionality 
Male 283 4.26 1.44 

566 -1.28 .202 
Female 285 4.40 1.25 

 
Total 

Male 283 4.05 .93 
566 -.977 .329 

Female 285 4.12 .79 

 
GAS 

 
Male 283 2.23 .87 

566 6.13 .000** 
Female 285 1.82 .70 
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**p<0.01. *p<0.05 
(SELSA) Social and Emotional Loneliness Scale 
(TEIQue-ASF) Trait Emotional Intelligence Questionnaire – Adolescent Short Form 
(GAS) Digital Game Addiction Scale 

An independent samples t-test was conducted to test whether there were significant differences in the mean scores of 
participants on the SELSA, TEIQue-ASF, and GAS scales based on the time they played games. The analysis results revealed 
that participants' mean scores on the SELSA scale were significantly different in the Romantic [t(566) = 2.18, p<.05] and Social 
[t(566) = 2.38, p<.05] dimensions. In both of these dimensions, participants who reported playing games during the day had 
higher mean scores. There were no statistically significant differences in participants' mean scores on the TEIQue-ASF based 
on the time they played games (p>.05). Additionally, there was a significant difference in the mean scores of participants on 
the GAS based on game-playing time [t(566) = -4.91, p<.05], with participants who reported playing games during the day 
having lower mean scores than those in the other group (Table 3).  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Table 3  
Comparison of SELSA, TEIQue-ASF and GAS Scores According to Playtime 

Scales  Playtime  n  SD df t p 

 
 
 
SELSA 

Family  
Daytime 279 2.74 1.33 

566 -1.24 .214 
Nighttime 289 2.88 1.48 

Romantic  
Daytime 279 4.42 .895 

566 2.18 .029* 
Nighttime 289 4.24 1.07 

Social  
Daytime 279 3.23 1.39 

566 2.38 .018* 
Nighttime 289 2.95 1.40 

 
Total  

Daytime 279 3.46 .828 
566 1.42 .154 

Nighttime 289 3.36 .907 

 
 

Well-being 
 

Daytime 279 4.39 .990 
566 1.16 .244 

Nighttime 289 4.29 1.03 

 
Self-control 

Daytime 279 4.17 1.66 
566 1.82 .069 

Nighttime 289 3.91 1.74 

TEIQue-ASF 
Sociability 

Daytime 279 3.36 1.49 
566 -.505 .614 

Nighttime 289 3.42 1.46 

Emotionality 
Daytime 279 4.33 1.39 

566 -.032 .975 
Nighttime 289 4.33 1.30 

 
Total 

Daytime 279 4.13 .885 
566 1.08 .279 

Nighttime 289 4.05 .839 

 
GAS   

Daytime 279 1.86 .724 
566 -.4.91 .000** 

Nighttime 289 2.19 .873 
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Pearson correlation analysis was conducted to test the relationship between the total scores and subscale mean scores 
of the scales used in the study. The analysis results revealed a statistically significant negative relationship between the 
SELSA and its subscales and the well-being and emotionality subscale mean scores of the TEIQue-ASF (p<.05). Additionally, a 
negative and significant relationship was found between the total score of SELSA and all subscales of the TEIQue-ASF, 
except for the sociability subscale. The relationship between participants' mean scores on the GAS and SELSA was 
statistically significant and positive. No statistically significant relationship was found between the mean scores of the 
TEIQue-ASF and GAS  (p>.05). 

 
 

Table 5  
Multiple regression analysis results between SELSA and GAS 

Variable B Standart 
Error B 

β t p Binary 
r 

Partial 
r 

Constant 1.888 0.167 - 11.316 .000 - - 
Family 0.106 0.025 0.182 4.183 .000 0.182 0.173 
Romantic -0.036 0.035 -0.044 -1.030 .303 -0.044 -0.043 
Social  0.000 0.026 -0.001 -0.012 .990 0.046 -0.001 

R= 0.187  R2= 0.035      
F(3,564)= 6.846  P= .000      

According to the results of the multiple linear regression analysis conducted to predict digital game addiction based on 
the SELSA subscales, the binary and partial correlations between the predictor and criterion variables were examined. It was 
found that there is a positive and weak correlation between the Family subscale and GAS (r=0.18), which decreases to 
r=0.17 when other variables are controlled. The three variables used explain 3.5% of the total variance in GAS. According to 
the standardized regression coefficients (β), the relative importance of the predictor variables on GAS is in the order of 

Table 4  
Correlation Results as to SELSA, TEIQue-ASF and GAS 

Factors  1 2 3 4 5 6 7 8 9 10 

1.Family R 1          

 568          

2.Romantic r .002 1         

p .968          

3.Social r .309 .229 1        

p .000 .000         

4.SELSA Total r .707 .505 .792 1       

p .000 .000 .000        

5.Well-being r -.282 -.116 -.191 -.300 1      

p .000 .006 .000 .000       

6.Self-control r -.220 -.031 -.135 -.204 .345 1     

p .000 .454 .001 .000 .000      

7. Sociability r .097 .011 .073 .096 .177 -.047 1    

p .021 .795 .083 .023 .000 .265     

8. Emotionality r -.225 -.124 -.287 -.323 .461 .389 .030 1   

p .000 .003 .000 .000 .000 .000 .471    

9. TEIQue-ASF Total r -.257 -.102 -.208 -.289 .810 .662 .416 .693 1  

p .000 .015 .000 .000 .000 .000 .000 .000   

10.GAS Total r .182 -.044 .046 .106 -.055 -.045 .211 -.053 .012 1 

p .000 .298 .275 .011 .191 .280 .000 .203 .781  
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Family, Romantic, and Social. The t-test results for the significance of the coefficients indicated that the Family variable is a 
significant predictor of GAS. 

 
 

Table 6  
Results of Multiple Regression Analysis between TEIQue-ASF and GAS 

Variable B Standard 

Error B 

β t p Binary 

r 

 Partial 

r 

Constant 1.955 0.166 - 11.754 .000 -  - 

Well-being -0.069 0.039 -0.086 -1.789 .074 -0.075  -0.073 

Self-control 0.002 0.022 0.004 0.077 .939 0.003  0.003 

Sociability 0.126 0.023 0.227 5.412 .000 0.222  0.222 

Emotionality -0.013 0.029 -0.022 -0.458 0.647 -0.019  -0.019 

R= 0.232  R2= 0.054       

F(4,563)= 7.982  P= .000       

 
The results of the multiple linear regression analysis conducted to predict digital game addiction based on the TEIQue-

ASF subscales show that the binary and partial correlations between the predictor and criterion variables were examined. A 
positive and weak correlation was found between Sociability and GAS (r=0.22), which remained the same (r=0.22) when 
other variables were controlled. The four variables used explain 5.4% of the total variance in GAS. According to the 
standardized regression coefficients (β), the relative importance of the predictor variables on GAS is in the order of 
Sociability, Well-Being, Emotionality, and Self-Control. The t-test results for the significance of the coefficients indicated that 
Sociability is a significant predictor of GAS, while the other variables do not have a significant effect. 

 

Discussion 

The primary aim of this study is to compare students' levels of emotional intelligence, social and emotional loneliness, 
and digital game addiction based on various variables and to examine the relationships between these variables; the 
findings obtained have been discussed in line with the study's hypotheses. The average scores obtained by the students 
from the scales used in the study were compared based on the gender variable. According to the results, statistically 
significant differences were found between male and female students in the TEIQue-ASF self-control sub-dimension and 
GAS. It can be suggested that male students exhibit higher self-control, indicating their ability to manage emotions, control 
negative feelings and impulses, adapt to changes in life, and prepare for challenges. The average SELSA scores of the 
participants do not show significant differences based on gender. These findings align with the results of a study conducted 
by Ekinci, Yalçın, and Ayhan (2019) in the literature. 

It was seen that the evaluations of mean and standard deviation scores obtained from the students' SELSA-S, TEIQue-
ASF, GAS and factors were between 1 and 5 for all factors, and the average score was 3. According to the total scores of the 
scale, it was observed that the social and emotional loneliness scores and emotional intelligence scores were above the 
average, while the digital game addiction scores were below the average.  The family factor (SELSA) scores were below 
average and the other factors were above average (Table 1). This finding can be interpreted as that students experience 
more romantic loneliness and their digital game addiction levels are low. In secondary school students (Guvendi et al., 
2019), it was reported that adolescents were in the risky group for digital game addiction, that is, their average scores are 
high. 

The mean scores of the students participating in the study were compared against gender variable. According to the 
results obtained, a statistically significant difference was found between male and female students in the Self-control factor 
(TEIQue-ASF) and the GAS scores (p<0.05). Men were found to be more self-controlled, to control their emotions, manage 
their negative emotions and impulses, as well as adapt to changes in life and be ready for difficulties.  In addition, no 
significant difference was found among SELSA scores. Similarly, Ekinci et al. (2019) concluded in another study that there 
was no significant difference between gender and loneliness. Some studies (Akagündüz, 1997; Tan, 2000; Eren, 1994) 



  
32 

 

Research in Sport Education and Sciences 

emphasized that there was no relationship between gender and loneliness. It has been observed that men are more 
addicted to digital games. Dursun and Eraslan-Çapan's (2018) study revealed that gender significantly predicted digital game 
addiction in favor of men. Again, there are studies in the literature showing that boys are more addicted to digital games 
than girls (Horzum, 2011; Li & Wang, 2013; Şahin & Tuğrul, 2012; Güvendi et al., 2019; Şahin et al., 2021; Chiu et al., 2004; 
Griffiths & Meredith, 2009). In the study among university students conducted by Satılmış (2021), it was reported that men 
were more addicted to the Internet than women. Karaaslan (2015) stated in his research that boys were more prone to 
digital games than girls because they were more intertwined with technology. In terms of cultural structure, it is understood 
that girls spend more time as well as have more responsibilities at home. Thus, it can be said that boys’ addiction increases 
considering that they have a wider range of opportunities in reaching digital games. 

The playtime is an important factor that increases game addiction (Lee & Kim, 2017). When the research findings were 
evaluated according to the playing time, a significant difference was found in Romantic (SELSA) and Social (SELSA) factors 
and GAS scores (p<0.05). While the average scores were found higher in the Romantic and Social factors among those who 
play games during the day, and in the digital game addiction the average score was found higher among those who play 
games at nighttime. (Table 3). In the literature, there are not many studies examining digital gaming addiction and 
loneliness in terms of playtime. It can be said that those who play games during the day experience loneliness in their 
romantic and social relationships, while those who play games at night are more addicted to digital games. It can be due to 
the fact that the child who follows a daytime education spends more time playing digital games at night. In addition, it can 
be said that children who play games during the day do not spare enough time for their romantic and social relationships 
and spend most of their time on games, so they distance themselves from the aforementioned relationships and drift into 
loneliness. Kılıç (2020), on the other hand, similarly stated in his study that children who play digital games at night have  
more digital game addiction than children who play during the day, and differently, they have a higher level of loneliness in 
their social and romantic relationships. By Ekinci et al. (2021), it was determined that there was a positive and low 
relationship between digital game addiction and loneliness. 

When the correlations between SELSA, TEIQue-ASF, and GAS were examined, SELSA had a negative (r=-.289) relationship 
with TEIQue-ASF and a positive (r=.106) relationship with GAS. A positive correlation was found between GAS and TEIQue-
ASF, but this was not significant (Table 4). This means that while social and emotional loneliness increases, digital game 
addiction increases and emotional intelligence decreases. When evaluated at the level of factors, it is seen that the relations 
between TEIQue-ASF (Well-being-Self-control-Emotionality) and SELSA (family-romantic-social) are negative. Studies 
supporting the research findings have emphasized that social and emotional loneliness increases as digital game addiction 
increases (Kılıç, 2020), and internet addiction levels increase as individuals' loneliness levels increase (Durualp and 
Çiçekoğlu, 2013). Again, studies have shown that excessive internet use is associated with high levels of social and 
emotional loneliness (Moody, 2001). Ançel et al. (2014) revealed in their research that there was a negative and significant 
relationship between problematic internet use and TEIQue-ASF scores. In the literature, there is a body of research showing 
the negative relationship between problematic internet use and TEIQue-ASF (Far et al., 2014), and there are studies 
showing that problematic internet use negatively affects emotional intelligence (Parker et al., 2008; Mesgarani et al., 2013). 
When the scores of emotional and social loneliness in predicting digital game addiction were examined, it was found that 
there was a low-level significant relationship (Table 5). When the correlations between SELSA factors (predictive variable) 
and GAS (predicted/criteria) were examined, it was seen that there was a positive and low correlation (r=0.18) between 
“Family” and GAS. According to the t-test results regarding the significance of the regression coefficients, it was revealed 
that the family factor was an important predictor of the SELSA. SELSA with all its factors explains 3.5% of the total variance 
in GAS. Anlı (2018) reported that the contribution of loneliness in social relationships and loneliness in emotional 
relationships to the internet addiction was significant, while loneliness in family relationships was insignificant and 
explained 11% of the total variance in digital game addiction. According to the results of the regression analysis, it was 
observed that emotional intelligence predicted digital game addiction at a low level (Table 6). The t-test for the significance 
of the regression coefficients showed that sociability plays an important role in predicting digital game addiction, and all 
factors explained 5.4% of the total variance in GAS. It can be said that 5.4% of digital game addiction is explained by 
emotional intelligence. Dursun and Eraslan-Çapan (2018) revealed in their study that psychological needs predict 11% of the 
variance of digital game addiction. 

As a result, students in middle adolescence experience loneliness in their social and emotional relationships above 
average. In addition, it was observed that emotional intelligence scores were above the average and digital game addiction 
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scores were below the average. 3.5% of digital game addiction is explained by social and emotional loneliness and 5.4% by 
emotional intelligence. As social and emotional loneliness increases, digital game addiction also increases. It has been 
observed that children who play games at night are more addicted to digital games. 

Recommendation 

Families need to be more controlled in this regard and to impose some restrictions on digital gaming. Accordingly, 
families should show the necessary attention and care so that students do not feel weak in social and emotional loneliness. 
In addition, school administrators and teachers have great responsibilities for the effective operation of this process. It is 
recommended that they shed light on these problems and create awareness by organizing seminars, projects, information 
meetings and regular trainings. A larger sample group, different variables and different analysis methods can be suggested 
for future research. 
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