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This research called “The behavior of teenagers playing Ragnarok, the imaginations and the
effects of game-online Ragnarok to teenagers” is a qualitative research. Its objectives are to study the

behavior of teenagers playing Ragnarok, their imaginations and the effects of the game to them.

The results show that, the behavior of teenagers playing Ragnarok is different from the
behavior of those playing other games. To play Ragnarok has two essentials namely 1. The Ragnarok
playing of teenagers is based on dimensional aspect, for example, they play with thousands of real
people, not Artificial Intelligence (Al), and those people are being online at the same time, they chat
and also reveal their feelings through emotional icons which is funnier and more exciting than to chat
in other web sites’ chat rooms, the negotiation or sale and purchase in simulative market, to enjoy the

assemblies of online societies that do not effect the real life in other dimensions

Teenagers are so addicted to Ragnarok online game that they cannot control their time,
they ignore life in other dimensions because they live happily in simulative world. They have freedom
and they can be themselves the way they want to be. The imagination process of teenagers playing
Ragnarok is related to their social circumstances and their mental state, including the outstanding
essentials of games simulation. Teenagers create their imagination in two ways, both creative and
destructive. There are both positive and negative effects of Ragnarok, which is different from other
games, for example, that the teenagers pay money to buy “money” and “valuable items” in the
game, that they are seduced or defrauded by online chat , that the boys and girls use the space of

the game to create deep relationship. Teenagers stick to the simulative world because in that

world it is easy to make friends, have freedom and be their own masters.





