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ABSTRACT 

 

Introduction and Purpose: The increased accessibility of digital 

games through phones, computers, 

and other devices may lead to reductions in physical activity and 

sleep quality, as well as increases in 

pain levels among young adults. This study aims to evaluate physical 

activity, sleep quality, and back 

and neck pain in digital game players aged 18-35.  

Method: The study involved 111 digital game 

players aged 18-35, recruited via an online snowball sampling 

method. Data was collected on 

sociodemographic characteristics and included the Pittsburgh Sleep 

Quality Index (PSQI) for sleep 

quality, the International Physical Activity Questionnaire - Short Form 



(IPAQ-SF) for physical 

activity, and the Istanbul Low Back Pain Disability Index (ILBPDI) 

and Neck Bournemouth 

Questionnaire (NBQ) for back and neck pain, respectively.  

Findings and Discussion: Among 

participants, 64.5% were female; 75.5% were single; 90% had a 

Body Mass Index (BMI) between 

18.5 and 24.9 kg/m²; 90% were students; 83.6% did not use 

alcohol; 73.6% did not smoke; 40% 

played games for less than 1 hour per day; 58.2% played games on 

their phones; and 52.7% preferred 

adventure, combat, and strategy games. The average age was 

25.24±4.56. The PSQI score was 

4.64±2.97, the ILBPDI score was 7.35±12.37, and the NBQ score 

was 19.40±16.22. There was a 

moderate positive correlation between PSQI and ILBPDI (r = 0.451; 

p &lt; 0.05), a weak positive 

correlation between PSQI and NBQ (r = 0.370; p &lt; 0.05), and a 

moderate positive correlation 

between ILBPDI and NBQ (r = 0.424; p &lt; 0.05). These results are 

consistent with existing 

research. 

Conclusion: The study concludes that deteriorating sleep quality 

among digital game 

players is associated with increased neck and back pain, though the 

impact on neck pain is less 

pronounced. These findings offer insights for future research and 

suggest that improving physical 

activity, enhancing sleep quality, and managing back and neck pain 



through education and 

intervention may be beneficial. 
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