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The purposes of this research were to compare and search for a relation between playing online
game and emotional quotient. The research is an experimental research. The representative sample
used in this research is 70 of Primary School Student in Bangkok. The sample group was chosen
according to Yamane’s concept. The questionnaires are used as tool in collecting the information
composed of, 1) General information of the representative sample. 2) Online games playing
behavior. 3) Emotional Quotient measurement from Department of Mental Health, Ministry of
Public Health. The results indicate that Majority of the representative samples are male, amounts of
34 which are 56.66%, the average ages of 11 — 12 year-old studying in Grade 6 (elementary

education.) 36.66%. Living with parents 86.66%. "

The results of this research could sum up as follow. To compare the Emotional Quotient finds that,
passing 400 minutes of playing online_games, the majority of representative sample have decreased
8 out of 9 fields of their Emotional Quotient. The relation between online games playing behavior
and the Emotional Quotient finds that relation between online g';lmes playing behavior and the
Emotional Quotient has 3 behaviors. To be arranged in order from much to little is, 1) The period
of playing online games per week (r=-.404**), 2) Online games experienced. (r=-327%) 3)
The time average on playing online games per one time. (r=327*) By having negative relation

(turned around) of statistic record significance in .01 and .05 level.





