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Due to the diverse and complex environment of modern society, social problems

have been increasing and making researches on EI (Emotional Intelligence) have

been gathering strength as the ways of solving such problems.

To diagnose the future of a society, what effects the educational system and

the overall atmosphere of home, school and society have on the students should

be examined. It can be fulfilled with not just high IQ (Intelligence Quotient) but

appropriate harmony of emotion and rationality.

The emotional intelligence can have greater effects in art games in which

diverse expressions can be made. Through art games, children can express their

inner side diversely. Art games can cultivate the ability of children to understand

art and heighten their creative power by providing them with the opportunity to

gain access to themes, techniques, and materials of art. Thus the emotional

intelligence can be further enhanced through art games.

This research was conducted on the elementary school students who were in

the 3rd year class which is the transition period from the schematization stage to

the peer group stage in the art development stage. This stage is the period in
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which schematized expression is replaced by the realistic description as

self-centeredness is disappearing and self-consciousness is further expanding.

Due to the development of vision and perception, students can perceive the

forms of things well and express the relations with objects realistically as they

see and feel them. As the 3rd year class of elementary school is the period in

which students respond fast to visual and concrete things, if they are taught with

emphasis being given on art games, it will enhance the effectiveness of emotion

and provide the learners with essential experience and recognition.

The results of analyzing the differences in changes in EQ (Emotional

Intelligence Quotient) of the 3rd year students of elementary schools in the

farming and fishing villages and in the urban center before and after the art

games were applied are summarized as follows.

First, there were no differences in the expression of emotion, empathy, and

emotion utilization before the experiment between the two groups, but there

were differences in the emotion recognition and the emotion adjustment between

the two groups.

Second, it was found that there were correlations in the recognition of

self-emotion, emotion adjustment, emotion expression, and empathy in the group

of the 3rd year class students of elementary schools in the farming and fishing

villages, but it was proved that there were hardly correlations in the emotion

utilization. Also in the recognition of self-emotion and the emotion expression,

the emotional intelligence quotient was enhanced, showing that the art games

were effective in learning. However, there were no big differences in the

emotion adjustment, empathy, and emotion utilization. But in the group of 3
rd

year class students of elementary schools, it was verified that there were

correlations in the 5 subordinate factors of emotional intelligence. The learning

with art games was found to be effective in enhancing the emotional intelligence

quotient since the recognition of self-emotion, emotion adjustment, emotion

expression, empathy and emotion utilization were found to be less than the

significance level of 0.05.



- 61 -

Third, after the experiment, the significance probability was 0.000, showing that

there were differences in all the items of the 5 subordinate factors of emotional

intelligence between the two groups.

Based on theseresults, it can be said that the group of students in the urban

center are influenced more through art games than the group of students in the

farming and fishing villages.

Based on the results of analyzing through the emotional intelligence test, the

development of teaching and learning programs of the art games are needed so

that the students in the farming and fishing villages can have interest, that is

different from the interest of the students in the urban center, and to know

themselves and others, with regard to the 5 subordinate factors.

Researches on the teaching and learning programs of the art games should

continue to be made so that students can recognize the importance of emotional

intelligence and choose and use diverse themes and materials. It will also be

helpful for the children to participate in art activities with interest and to

enhance their emotional intelligence quotient.

A thesis submitted to the Committee the Graduate School of Education, Jeju National※

University in partial fulfillment of the requirements for the degree of Master of Education

in 2010. 8
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