4 v 1 a 1 a J
%ﬂ!%ﬂ@ﬂ1§ﬁuﬂ%1!!ﬂﬂaﬁ§$ ﬂ'ﬂllﬁ‘nwuﬁ’ﬁgﬂ'J"N'Wi]ﬂﬂﬁﬁﬂJﬂ']ﬁlauLﬂﬂJﬂi’)ﬂJW'J!ﬂﬂi
9
d o 4 o o
@’E’J“LlVlauﬂUﬂ'JnJﬂﬁ’]ﬂ“l/l’N'ﬂ’]ﬁNm‘UﬂQUﬂﬁ‘(’J‘Ll“b'u

WEeuANYI 81100109 39N IAUIU
a 4
Al UNAIUGUA AULAND
YSayan ANBITUFUANTATUNTDNA

v 4 a v
da = a
ﬂﬁn‘ﬁl‘mJiﬂH1ﬂ1§ﬁﬂﬂ'§ﬁ!!ﬂﬂﬂﬁi$ ATISLRS. WInnod TIUYY

UNAALD

9

= QSJI A A
NITANHIAIIUY

[

s A = a 1 a 4 4
@]Qﬂi%ﬁ\iﬂ L‘Wﬂﬁﬂ’HTWi]@]ﬂiillﬂﬁlﬁulﬂﬂﬂﬂﬂWﬁL@]ﬂiﬂ@ullau uag
4 v A qu/ % = A a J 4 =
mmaammqmmmmmumsﬂuﬂmu‘ﬁfmﬁﬂymmummauwammaau"lau TIUN
[ [ 4 1 a 1 a o 4 .
WW‘ITJHJET?J‘WL!‘E§$WTJNWi]WﬂiillﬂTiLﬁulﬂNﬂ@ﬂJW’JL@ﬂi@ﬂuqau (sxﬂznmﬁmu uag
A @ J v A qu @ = 1w ] |
ﬂizmwmmmumau) AUAINURAIAN NN ITUUUDIUNITYUFUNTYNUANHN ﬂQN@]’JE]EJNLﬂu

1 o

o 3 o { o [ [ o <
NG eusuiseuanylN 1 - 6 luuadunomod 39MIAUIU 11U 379 AU RINTOVIIVTIY

aad A

FoyaTlaslduvuaeuniy addnldlumsiinszideoya fe 1) Fesas Aunde uazdiu
gﬁ'mmummgm SnumsAnymgAnIsuMsununeuiuneseou latitazaunaia
NeesualvewinG sudunuaeuinaeseeu lall 2) adadidulseansanduiuive
aflosuuy dmiumsanEIANUFURUT sz IR LoznafilduTuAURaIAN19e TN 3)
AR NUFURUTIA (Eta) dnTumsAineianuduiuiseninadssianveanuiuaunan
naeINal

HAMIANEINLIN RquAIRd1uaunuasNiaaesooula s1uau 244 au (Fovay
64.4) waz il didwnuneufinaeseen larfsman 135 au Gesas 35.6) ndusiaedafiduiny
aoufiaaesooulatl maouazimeavgasuiulndifesdu (fevaz 50.8 uaz ooy 49.2

o [ VA 1 a 4 4 1 A Y Yo
AVAAY) ﬁ')uclﬁﬂluLﬁulﬁulﬂllﬂ@ZJW'JW]’EITE)@H‘lﬁHN'Iﬂﬂ'N 6 1P U (3088 60.2) Tﬂﬂg’ﬂﬂfﬂﬁ



1 a o 4 A 1 1 v o a J VoA 9
@puauiuaes ey lationnien azawnulugidiuiwas - o1iad Tagiauniiu
[ 1 < 1 1 a 1 o
AUDd UARENA 13NAY mu“lwmﬁmm“lumimummmau 128 AU (%’aﬂaz 52.5) Uszinnvod
d' 1 d‘ A <3 o 1 a I'4 o d‘ [
DUNAUNINNGA AD LNULDAYU szaznalums@unyneuimesoou laimasuas 3.6
Q'J 1 [ 4 [y} ] 1 1 a 4 r'd 1
¥ 139 agmasdlaiviay 3.6 Tu HUINQUTZISLIAN Tumsiaunuasuiuaesoou lartinun
[ [} ] [ ] a a 1 a o
ﬂaqm’mﬂwmu”lwauj"lmmﬂu (%”oﬂaz 93.4) o) ﬁmeﬂiﬁuiuﬂwigauLﬂuﬂamwamas
J Y 1 o'.l [ dy q‘; 1 a 4 4 1 1Y ] =
poulatdosndn 3 ¥ lueSu wenindl vazuawnuneuiunes ooy lail NYNAIDYIY
v o 9 = Y A Y 1
21M31UIAKAY 11U 107 AY (50882 43.9) T8IAININDINITAN ADIAT eaaned i
[ o Y =~ ) k) =
¥ 21U 91 AU (Segaz 37.3) ¥o1N151an0 311U 87 AU (5owag 35.7) waziliafsHe 58
au Goeay 23.8) AIUANNAAIANIIOITND WU AUNEWNLTTEAVANYRAIANIID1TU]
z; 1 4 a 4 I 1
Tagsaudiniunasidnd (Fesaz 70.9) WetlSeumeuidlusisain Wyl A2uRa1ANIg
<Y = ¢; 1 4 a 9J ] <Y 1 9
915UAAIUARINIVNUNYNA (S88ALS82.4) FIUAIIUNRAIANIBITUAAUING (30802 48.8)
1 4 Aa o o [ o 4 1 a 1
uazﬁ’mqﬂl (%’eﬂaz68.4) agiummmﬂﬂ@ TIMITUANUANNUTISHINNOANTIUNITLAUINY
a s P2 ' i v o Jdw
ADNNIUADITLALAUNAIANIOITND WU 522 NAUANTANVTUANUTAUAIINRAA
J 9 S :JI A dY =
N1901TUE lUAIHANITY (r, = 0.149, P<0.05) TuvagnanuraIan1NeITNalfIus N o
Y] o J o [
mmmwuﬁﬂmﬂunﬂﬂizm‘n”luizﬂuﬂwuﬂma (n=0.400-0.573)
v Y
o 3| a [
NaNISANYIAT a1 ﬂzLﬂuummﬂummnuwumuqqumﬂiﬁmmﬂaumu

a 4 4 1 a 4 Y] '
ﬂ’ou‘mmmaau”lammzmn,aiummamﬂmqmmmmamﬂﬁﬂum"lﬂ



Independent Study Title The Relationship Between Online Game Behavior
and Emotional Quotients of High School Students in

Mueang District, Nan Province
Author Miss Narumon Tanatip
Degree Master of Public Health

Independent Study Advisor  Lect. Dr. Nuanlaor Thawinchai

ABSTRACT

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 Province returned 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
online 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.



