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ABSTRACT
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The research had the objectives to study the lifestyle in games community of
teenagers playing Ragnarok, imitation of games to real society and affects caused by online
games.

The population of this research consisted of 2 groups, that is, 5 game masters of Asia
Soft International Co., Ltd., who were responsible for online games server of Ragnarok and 30
teenagers (15 males and 15 females) playing Ragnarok. The instruments used to collect data were
in-depth interviews and participating observation.

According to the research, lifestyle in games community of Ragnarok was similar to
the real society. However, the lifestyle of games community was tangible and depended on the
imagination and Internet network.

Lifestyle in games commﬁnity partially imitated by teenagers in real society included
fashion dressing, working, communication, interaction and language usage. In addition, the
imitation applied to the real living was based on each teenager.

The affects of imitation of games community in real society were both positive and
negative. In particular, the government and parents were concerned about the negative ones
because Ragnarok could change the behavior of teenagers so much that it could finally lead the
teenagers to “games addiction.”





