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This study has these objectives: to study factors that influence the building of
romantic relationship via Ragnarok online game (Thailand) which includes self-
representation of gamers in the game, characteristics of game, and communication
within and outside of game; as well as to compare self-representation of gamers within
game and in reality. Data was collected through a questionnaire-béséd survey and

in-depth interviews. Data analysis relies on descriptive and analytical statistics.

The research finds that self-representations as presented through avatars play
an important role in making first impression in game while self-representations through
information about the actual self in reality as well as expressions in game play a key
part in building romantic relationship. The research also finds that self-representations
of Ragnarok online gamers tend to bear resemblance to the actual self in reality.
Meanwhile, communication both within and outside game have contributed to the
increase in the intensity of relationship. Outside-game communication are perceived to
be more effective in promoting relationship than in-game communication. The selection
of channel of communication by gamers depends upon the convenience of access of
each particular gamer. In addition, certain game characteristics such as mutual activity
and participation in game, and diverse communication channel available in game also

contribute to and facilitate romantic relationship of gamers.





