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SUMMARY

Introduction: The number of adolescents playing
online games worldwide is increasing. This poses a
risk of low emotional intelligence among adolescents.
This study aimed to determine whether gender, age,
duration of play, and online gaming addiction affect
the emotional intelligence of adolescents who play
online games.

Methods: A cross-sectional study was conducted
among 277 junior high school students selected
through proportionate random sampling, with the
inclusion criterion of having played online games for
the past 6 months. Data were collected online using
the Indonesian version of the Game Addiction Scale.
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Logistic regression analysis was used to identify
determinants of adolescents’ emotional intelligence.
Results: The prevalence of high emotional intelligence
among adolescents engaged in online gaming is 85.2
%. The omnibus test showed a significance of 0.004
(< 0.05), indicating that gender, age, duration, and
online game addiction simultaneously affect emotional
intelligence. The Nagelkerke R-squaredvalueis 0.105.
Gender has a partial effect on emotional intelligence
(OR 3.981; 95 % CI 1.75-9.034).

Conclusion: Gender, age, duration, and addiction to
online games affect emotional intelligence; therefore,
it is necessary to control online gaming behavior
and strengthen emotional intelligence, especially in
teenage boys.

Keywords: Emotional intelligence, adolescent, online
game.

RESUMEN

Introduccién: El niimero de adolescentes que juegan
a videojuegos en linea estd aumentando en todo el
mundo. Esto supone un riesgo de baja inteligencia
emocional en los adolescentes. El objetivo de este
estudio fue determinar si el género, la edad, la duracion
deljuegoylaadiccionalosvideojuegos online afectan
a la inteligencia emocional de los adolescentes que
juegan a videojuegos online.

Meétodos: Se realizo un estudio transversal con 277
estudiantes de secundaria, seleccionados mediante
muestreo aleatorio proporcional, con el siguiente
criterio de inclusion: haber jugado a videojuegos
online enlos iiltimos 6 meses. Larecopilacionde datos
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se realizo en linea mediante la version indonesiana
de la Escala de Adiccion a los Videojuegos. Se utilizo
un andlisis de regresion logistica para identificar los
factores determinantes de la inteligencia emocional
en los adolescentes.

Resultados: La prevalencia de alta inteligencia
emocional entre adolescentes que participan en
Jjuegos en linea es del 85,2 %. EI resultado de la
prueba omnibus mostro una significancia de 0,004
(< 0,05), lo que indica que las variables de género,
edad,duraciony adiccion alos juegos enlinea afectan
simultaneamente alainteligencia emocional. Elvalor
de R cuadrado de Nagelkerke es 0,105. El género
tiene un efecto parcial en la inteligencia emocional
(OR 3,981; IC del 95 %: 1,75-9,034).

Conclusion: El género, la edad, la duracion y la
adiccion a los juegos en linea afectan la inteligencia
emocional; por lo tanto, es necesario controlar
el comportamiento de juego en linea y fortalecer
la inteligencia emocional, especialmente en los
adolescentes varones.

Palabras clave: Inteligencia emocional, adolescente,
Jjuego en linea.

INTRODUCTION

Online games are widely used today, butnot all
adolescents play them responsibly. Adolescents
who play online games excessively are at risk
of experiencing psychological effects (1).
Adolescents with highlevels of gaming addiction
tend to have lower emotional intelligence (2).
Emotional intelligence plays various roles
in adolescents’ mental health and behavioral
management. Adolescents with higher emotional
intelligence tend to have better psychological
well-being and resilience (3.,4). Adolescents with
high emotional intelligence are at a lower risk of
engaging in problematic behavior (5).

Most adolescents worldwide play online
games. As many as 85 % of adolescents in the
US play games (6). More than 85 % of internet
users in Indonesia actively play online games,
with adolescents accounting for the majority
of this group (7). A survey by the Indonesian
Child Protection Commission found that 55 %
of children and adolescents play online games,
and 49 % play daily while studying (8). In fact,
a meta-analysis study found an estimated 8.6
% of gaming disorder among a total of 641 763
adolescents (9).
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Adolescents who play online games for
excessive periods of time and who have
developed an addiction to online gaming are at
risk of having low emotional intelligence (10).
Excessive online gaming and gaming addiction
can affect emotional control, social awareness,
and empathy, which are components of emotional
intelligence (11).

Age and gender are additional factors to
consider. The influence of age on emotional
intelligence varies. Dimensions of emotional
intelligence, such as emotion recognition,
develop during adolescence (12), but the
dimension of stress management does notchange
significantly (13). Gender affects emotional
intelligence, with female adolescents generally
exhibiting higher emotional intelligence and
improved emotional regulation skills than male
adolescents (14).

Although the relationship between excessive
online gaming and emotional intelligence
has been widely studied previously, research
that comprehensively examines the combined
effects of age, gender, duration, and online
gaming addiction on the emotional intelligence
of adolescents is still limited. Therefore, this
study aimed to provide a more comprehensive
understanding of how age, gender, duration, and
online gaming addiction affect the emotional
intelligence of adolescents who play online
games.

METHODS

This study is an analytical cross-sectional
study of junior high school students. Atotal of 277
of 672 junior high school students were selected
via proportionate random sampling, meeting the
inclusion criterion of having played online games
for at least 6 months. The variables under study
include gender, age,duration of play,online game
addiction, and emotional intelligence.

The instrument used to measure online game
addiction is the Indonesian version of the Game
Addiction Scale, comprising 21 items rated on
a Likert scale. The validity and reliability test
results obtained were r=0.883 (>rtable =0.878)
and Cronbach’s alpha = 0.770 (15). Emotional
intelligence was measured using the Indonesian
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version of the Self-Reported Emotional
Intelligence Test,comprising 33 statements rated
on a Likertscale. The validity test results yielded
anrof 0.62 (r>0.355) and a Cronbach’s alpha of
0.846 (16). Age, gender, and duration of online
gaming were asked using closed-ended questions
with the following response options: age (11-14
yearsand 15—17 years); gender (male and female);
duration of gaming in hours (<= 3 hours/day and
> 3 hours/day); frequency of playing (1-3 days/
week and 4—7 days/week).

Procedure

The sampling technique used in this study
was proportionate random sampling, whereby
the sample size was allocated proportionally
across classes. The total sample comprised 277
respondents, selected using the Slovin formula,
with 93 in grade 7,92 in grade 8, and 92 in grade
9. Grades 7, 8, and 9 each comprised 7 classes:
7A-7G, 8A-8G, and 9A-9G. The sample was
drawn proportionally from each class relative to
the overall sample, so that the average sample
size for each small class (7A-7G, 8A-8G, and
9A-9G)is 13. Aweb-based randomizer was used
to draw a random sample of all respondents who
met the inclusion criteria, achieving the required
sample size.

After obtaining research permission from the
school principal, the purpose of the study, the
treatment to be administered to the respondents,
the benefits and risks, the right to withdraw, data
confidentiality, the incentives to be provided,
and the research procedures were explained
directly to the parents and children. If parents
agreed to their children participating as research
respondents, they were asked to sign an informed
consent form. Respondents then completed the
questionnaire online viaa Google Form provided
by the researchers.

Data Analysis

Data analysis was conducted independently
by the researcher. The proportions of each
independent and dependent variable were
presented in frequency distributions. The
Hosmer-Lemeshow test was used to assess
model fit, the F test was used to determine the
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combined effect of independent variables on the
dependent variable, and logistic regression was
conducted in SPSS to determine the determinants
of emotional intelligence in adolescents who play
online games.

Ethical Clearance

Ethical clearance was obtained from the
Health Research Ethics Committee (KEPK) of the
Faculty of Medicine, Diponegoro University, with
number 124/EC/KEPK/FK-UNDIP/IV/2023.

RESULTS

Table 1
Determinants and emotional intelligence of respondents

(n=277)
Variable n %o
Age
a. Pre-adolescents (11-14 years old) 220 794
b. Middle adolescents (15—17 years old) 57 20.6
Total 277 100.0
Gender
a. Male 125 451
b. Female 152 549
Total 277 100.0
Duration of online gaming (hours)
a. 1-3 hours/day 214 773
b. >=4 hours/day 63 227
Total 277 100.0
Duration of online gaming (days)
a. 1-3 days/week 171  61.7
b. 4-7 6 days/week 106 383
Total 277 100.0
Online gaming addiction
a. Not addicted 252 910
b. Addicted 25 9.0
Total 277 100.0
Emotional intelligence
a. Low 41 14.8
b. High 236 852
Total 277 100.0

Table 1 shows that the majority of respondents
are in the pre-adolescent stage (79.4 %), with a
nearly balanced gender distribution, although
the percentage of female respondents is slightly
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higher (54.9 %). The majority of respondents
(77.3 %) play online games for 1-3 hours per day,
61.7 % play online games 1-3 days per week, and
91 % do not experience addiction. The majority
of respondents (85.2 %) have high emotional
intelligence.

Table 2

Simultaneous influence of determinants on emotional

intelligence
Step  Chi-square df p-value  Nagelkerke R-
squared
1 17.005 5 0.004 0.105

Table 2 shows that gender, age, duration of
play, and online game addiction simultaneously
affect emotional intelligence (p-value: 0.004
< 0.05). The ability of independent variables
(gender, age, duration of play, and online game
addiction) to explain emotional intelligence in
adolescents who play online games is 10.5 %.

Table 3

Determinants related to emotional intelligence

Determinant OR 95 % CI p-value
Sex 3981 1.75-9.034 <0.001
Play duration (hours) 0937 0.379-2.318 0.888
Play duration (day) 0908 0.391-2.112 0.832
Age 0.705 0.311-1.596 0.402

Game online addiction 1.717 0.453-6.507 0427

Table 3 indicates that gender partially
influences emotional intelligence in adolescents
(OR 3981; 95 % CI 1.75-9.034). Female
adolescents are 3.981 times more likely than male
adolescents to have high emotional intelligence.
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DISCUSSION

The study’s results indicate that adolescents’
emotional intelligence when playing online
games is mostly strong. This shows that online
games are not a significant factor in adolescent
emotional intelligence. Furthermore, gender,
age, duration of play, and online game addiction
simultaneously affect adolescents’ emotional
intelligence, although the influence of these
variables is low. To some extent, gender
influences adolescents’ emotional intelligence
when playing online games. Meanwhile, playing
duration, age, and online game addiction do not
partially influence adolescents who play online
games.

Female adolescents are likely to have higher
emotional intelligence than male adolescents who
play online games. Thisis consistent with findings
indicating that pre-adolescent and adolescent
girls have higher emotional intelligence scores
than adolescent boys (17). Female adolescents
naturally exhibit stronger emotional intelligence
components, such as perception and emotion
regulation, than male adolescents (18). Women
tend to express their emotions with their
peers, thereby strengthening their emotional
intelligence (17). Female adolescents find it
easier to manage theiremotions. They understand
how to express their feelings and listen to other
female adolescents as they pour out theirs. This
supports the improvement of female adolescents’
emotional intelligence.

In the context of online gaming, male
adolescents generally play more intensely than
female adolescents, which may influence the
development of emotional intelligence (19).
Female adolescents tend to choose music and
dance games, while boys prefer adventure
games (20). The game genres that female
adolescents enjoy provide opportunities to
express their feelings more effectively, thereby
enhancing their emotional intelligence.

Age does not affect emotional intelligence
among adolescents who play online games.
Emotional intelligence develops withage (21,22).
In early adolescence, emotional intelligence is
relatively unstable compared to middle and late
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adolescence (23-25). However, previous research
shows that EI development in adolescents is more
influenced by family and school factors than by
small age differences during early, middle, and
late adolescence (14). The respondents were
pre-adolescents and early adolescents, with
the majority in the pre-adolescent category. In
adolescents, emotional intelligence increased
across each phase but remained relatively stable.
Adolescents’ emotional intelligence is not yet
fully developed.

The duration of online gaming does not affect
adolescents’emotional intelligence. These results
are consistent with previous studies explaining
that the duration of gaming in adolescents
is not always associated with mental health
problems (26). In this study, most participants
played games for 1-3 hours perday, with aplaying
time of 1-3 days per week. The duration of gaming
is much shorter than that of addicted gamers, who
play for at least 30 hours per week (27). Short
playtime allows teenagers to maintain strong
self-control, including emotional regulation.

Online gaming addiction does not partially
affect the emotional intelligence of adolescents
who play online games. The results of this study
differ from previous studies, which suggest that
adolescents who play online games excessively
are at risk of experiencing emotional and
behavioral problems, which negatively affect
theiremotional intelligence (28). Several studies
explain that gaming addiction is negatively related
toadolescents’emotional intelligence (2,10). This
is possible because the majority of teenagers who
play online games in this study do not experience
addiction,or in other words, teenagers use online
games for recreational purposes. Recreational
games are intended for momentary entertainment
and, when played for a reasonable amount of
time, do not affect emotional abilities that can
hinder the developmentof emotional intelligence.

CONCLUSION

Multiple factors, including age, gender,
duration of play, and online game addiction
influence the emotional intelligence of adolescents
who play online games. Efforts are needed to
maintain healthy gaming behavior so that it does
notdevelop into online game addiction, which can
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interfere with adolescentemotional development.
In addition, interventions are needed to strengthen
emotional intelligence, particularly among male
adolescents.

Acknowledgment

The author thanks Diponegoro University for
the doctoral scholarship awarded.

REFERENCES

1. Alrahili N, Alreefi M, Alkhonain IM, Aldakhilallah
M, Alothaim J, Alzahrani A, et al. The Prevalence of
Video Game Addiction and Its Relation to Anxiety,
Depression, and Attention Deficit Hyperactivity
Disorder (ADHD) in Children and Adolescents in
Saudi Arabia: A Cross-Sectional Study. Cureus.
2023;15(8):1-13.

2. Satria B, Mustanir, Oktari RS, Marthoenis, Juanita,
Maulina. The Relationship between Emotional
Intelligence and Internet Game Addiction among
Adolescents in Aceh Indonesia. J Liaquat Univ Med
Heal Sci. 2024;23(1):7-11.

3. Mancini G, Ozal Z, Biolcati R, Trombini E, Petrides
KV,Mancini G, et al. Trait emotional intelligence and

adolescent psychological well-being: A systematic
review. Int J Adolesc Youth. 2024;29(1).

4. Ibrahim D, Altahir AM, Ibrahim A, Tarteel E, Dalya
A,Mohamed R, etal. How do emotional intelligence,
resilience, and parental employment affect anxiety
and depression levels among Sudanese adolescents ?
Discov Ment Heal. 2024;4:36.

5. DubeyD,KewalramaniS,SanyalS.Cultural Perspective
on Emotional Intelligence and Behaviour Patterns
Among Adolescents in Gujarat and Maharashtra. Ann
Neurosci. 2024:09727531241254154.

6. Gottfried J, Sidoti O. Teens and Video Games Today.
2024. Available from:_https://www.pewresearch.org/
internet/2024/05/09/teens-and-video-games-today

7. APIJIL. Survei Penetrasi & Perilaku Internet 2023.
2023. Available from: https://survei.apjii.or.id/

8. Komisi Perlindungan Anak Indonesia. Hasil Survei
Pemenuhan Hak Dan Perlindungan Anak Pada
Masa Pandemi COVID-19 (Survey Results on the
Fulfillment of Children’s Rights and Protection During
the COVID-19 Pandemic). Jakarta, 2020. Available
from: www.kpai.go.id.

9. Satapathy P, Khatib MN, Balaraman AK, R R, Kaur
M, Srivastava M, et al. Burden of gaming disorder
among adolescents: A systematic review and meta-

Vol. 134, Supl 1, enero 2026



11.

12.

13.

14.

15.

16.

17.

18.

19.

NURRAHIMA A,ET AL

analysis. Public Heal Pract. 2025;9:100565.

Biolcati R, Ozal Z, Ambrosini F, Villano P, Palareti L,
Mancini G. Emotional Intelligence and Behavioural
Addictions: A Systematic Review. J Clin Med.
2025;14(4).

Mehroof M, Griffiths MD. Online Gaming Addic-
tion: The Role of Sensation Seeking, Self-Control,
Neuroticism, Aggression, State Anxiety, and Trait
Anxiety. Cyberpsychology Behav Soc Netw.
2010;13(3).

Whitaker L, Widen SC. How does emotional
intelligence relate to adolescents’ interpretation of
cues for disgust? Cogn Emot. 2018;32(5):1097-1104.

Esnaolal, Revuelta L, Ros I, Sarasa M. El desarrollo
de la inteligencia emocional durante la adolescencia.
An Psicol. 2017;33(2):327-333.

Megias-Robles A, Gutiérrez-Cobo MJ, Fernandez-
Berrocal P, Goémez-Leal R, Cabello R. The
development of ability emotional intelligence during
adolescence. Pers Individ Dif. 2024;224(October
2023).

Arthy CC. Validity and Reliability of the Indonesian
Version of the Game Addiction Scale (GAS).
Universitas Sumatera Utara; 2019. Available from:
http://repositori.usu.ac.id/handle/123456789/22775.

SariIK. Studentinvolvementin school as amoderating
variable in the relationship between emotional
intelligence and academic achievement among students
atMuhammadiyah Junior High School in Malang City.
Thesis (unpublished). Magister Psychology Program.
Universitas Negeri Malang; 2018.

D’Amico A, Geraci A. Sex differences in emotional
and meta-emotional intelligence in pre-adolescents and
adolescents. ActaPsychol (Amst). 2022;227:103594.
Tsabedze WF, Maepa MP, Pila—Nemutandani RG.
Emotional intelligence and aggression among South
African adolescents: Preliminary evidence. J Psychol
Africa. 2018;28(3):242-244.

Aleksic V, Ivanovic M. Digital Gameplay Habits and
Multiple Intelligences Profile of Early Adolescents

Gac Méd Caracas

20.

21.

22.

23.

24.

25.

26.

27.

28.

Living in Rural Areas. Proc - IEEE 17th Int Conf
Adv Learn Technol ICALT 2017. 2017:119-122.

Lange BP, Wiihr P, Schwarz S. Of Time Gals and
MegaMen: Empirical Findings on Gender Differences
in Digital Game Genre Preferences and the Accuracy
of Respective Gender Stereotypes. Front Psychol.
2021;12:1-12.

Vucenovi¢ D, Hajncl L. Effects of age on the
relationship between verbal and nonverbal abilities
and emotional intelligence. Suvremena Psihol.
2018;21(2):121-139.

Sepiadou I. Emotion regulation strategies and
perceived emotional intelligence: The effect of age.
Adultspan J. 2024;23(1).

Li D, Wu M, Zhang X, Wang M, Shi J. The Roles
of Fluid Intelligence and Emotional Intelligence in
Affective Decision-Making During the Transition to
Early Adolescence. Front Psychol. 2020;11:1-14.

Candeias AA. Emotional Intelligence in Portuguese
Youth: Age and Gender Differences. J Intell.
2025;13(4).

Keefer K V, Holden RR, Parker JDA. Longitudinal
assessmentoftraitemotionalintelligence: Measurement
invariance and construct continuity from late childhood
to adolescence. Psychol Assess. 2013;25(4):1255-
1272.

Skripkauskaite S, Fazel M, Bear H, Borschmann R,
Fernandes B, Geulayov G, etal. Time Spent Gaming,
Device Type, Addiction Scores, and Well-being of
Adolescent English Gamers in the 2021 OxWell
Survey: Latent Profile Analysis. JMIR Pediatr Parent.
2022;5(4).

APA. Diagnostic and Statistical Manual of Mental
Disorders: DSM-5. 5% edition. United States of
America: American Psychiatric Publishing;2013:796-
797.

Singh A, Ali A, Choudhury M, Gujar NM. Online
gaming and its association with emotional and
behavioral problems among adolescents-A study from
Northeast India. Arch Ment Heal. 2020;21(2):71-76.

S29



