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## 4585101328 : MAJOR MASS COMMUNICATION

KEY WORD: VIOLENCE /IMMORALITY / RAGNAROK / ONLINE GAME
PANOMKORN TANGTHATSWASD: VIOLENCE AND IMMORALITY IN
“RAGNAROK” ONLINE GAME. THESIS ADVISOR: ASST. PROF. KITTI GUNPAI,
Ph.D., 178 pp. ISBN 974-17-4433-1.

It is found that, in the present day, the violent and immoral substances contained in the online
games have been increasing continuously, and as a consequence, it is generating the negative social
effect. Therefore, this thesis is aimed to study and analyze the violent and immoral content contained
in such online game, specifically, Ragnarok online game, as well as its rules criterion theme scene and
specific symbols found therein for the purpose of the interpretation of their meanings as existing in the
online game-world. In this regard, the researcher has collected .and gathered the involved information

by means of field observation and then conduct the analysis applying the textual analysis method.

The result of this research shows that some parts of the content of Ragnarok online game is
combined with the violent and immoral substances in the following aspects: the communication
among players and the connection between players and the game itself or its scene and symbolic signs.
It is also found that the significant theme of Ragnarok online game is full of the violence and
immorality in various aspects. However, to make the characters survive and to maintain in the game,
the players need to apply the violence or the immorality, by which, it constitutes the ﬁegative criterion

of the game.
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