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ABSTRACT

The main purpose of the study is to examine Da-Yeh University’s students self concept, interpersonal relationships, online game

involvement and mantal health situation, and to analyze the correlation of the items. The study address different colleges for study

sample, and adopted Cluster Sampling, totle of the effective sampling were 523, the result of the study showed： 1. In the Variation

analyze found, Engineering College’students have the highest online game involvement, Managament College’students is the

second, in addition, Design and Art College’students have the lowest online game involvement. 2. In the Correlation analyze

found, self concept and interpersonal relationships has striking negative correlation with online game involvement, in addition,

online game involvement has striking negative correlation with mantal health.
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