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ABSTRACT 

 

The purpose of this study was to examine the relationship between emotional 

intelligence and online game addiction and the tendency for aggressive behavior in 

Mobile Legends game users in Surabaya City. The method used in this research is 

quantitative correlation. To obtain data, questionnaires were distributed to 272 

research subjects with the criteria of Mobile Legends game users aged 16-25 years 

who live in Surabaya City. The measuring instruments used to measure the three 

variables in this study are the Brief Aggression Questionnaire (BAQ), Emotional 

Quotient Index (EQI), and Game Addiction Scale (GAS). The collected data were 

analyzed using the correlation analysis technique. The results showed a 

relationship between emotional intelligence and the tendency of aggressive 

behavior negatively with a significance value of 0.001 (p < 0.05). Furthermore, 

there is a relationship between online game addiction and aggressive behavior 

tendencies positively with a significance value of 0.001 (p < 0.05). The amount of 

Effective Contribution (SE) given to the emotional intelligence variable is 35%. 

While the online game addiction variable is 36.1%. Thus, emotional intelligence 

and online game addiction simultaneously contribute to or influence 71.1%. The 

remaining 28.9% is influenced by other factors that are not in the study. 

Keywords: Aggressive Behaviour, Emotional Intelligence, Game Online Addiction, 

Mobile Legends Game.  
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