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The purposes of this study were to survey an online game behavior and
emotional quotients (EQ) of the high school students and to correlate the online game
behavior (playing time and online game types) to the EQ of the high school students.
379 high-school students in Mueang District, Nan Provincereturned all
questionnaires. Descriptive statistics were used to analyze the online game behavior
and EQ, Spearman rho coefficient were used to analyze the relationship between the
playing time and the EQ, and Eta coefficient were used to analyze the relationship
between the online game types and the EQ.

The results found that there were 244 high-school students who played an
onliné game (64.4%) and 135 high-school students who did not played an online
game (35.6%). Girls (49.2%) played the game ‘as same as boys (50.8%). Most
students started to play the game more than 6 months (60.2%) and knew how to play
from their friend. Although most students played game on the weekend at their own
house, 128 students (52.5%) reported that they paid for playing game. Action game
was the most access game. The students played 3.6 hours per day and 3.6 days per
week. Most students did not addict to game because they played less than 3 hours per
day (93.4 %) During playing game, the students reported back pain (43.9%), dried
eyes (37.3%), neck pain (35.7%) and headache (23.8%). In addition, the students
found to have low EQ (70.9%) especially, the good EQ (82.4%). For the relationship
between the online game behavior and the EQ, the results found that the playing time
correlated to only the good EQ (rs = 0.149, P<0.05) while the total EQ had a moderate

relationship with the game types (n = 0.400 — 0.573)
The results of this study would be the information for planning guide about

the online game behavior and the EQ in high-school students in Nan Province. .





