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ABSTRACT

The research on virtual identity via online computer game in virtual world on
real time employed qualitative method aiming at studying the relationship between
game players and the online games in real time and the players' conversion of virtuality
to reality. The researcher has reviewed the related literatures to set up the conceptual
framework for the analysis of the information derived from observation of their acts,
thought, and feeling towards the virtual beings during the play as well as their actualization of
such virtuality in real world. The information was collected through participant observation
during the players’ engagement in the game Ragnarok Online in a game shop in
downtown Chiang Mai, informal conversation, structured and semi - structured interviews.
The sample comprised 5 teenage players aging between 15 - 21 years 4 of whom were
boys. The collected information was analyzed and interpreted basing on the conceptual
framework.

The research revealed that the game players had behavior resulted from their
interpretation of the game as their real life in which they brought along their reat life info
the game playing. The players expressed their identity of the virtual individuals. These

two identities-real and viriual ones which existed in the simulated urban setting of



capitalist society overlapped. These contexts led the players to form materialistic values
and regard social life as competition between groups to conquer physical spaces.
Identities expressed were multiple and divert depending on the context of interaction to
satisfy the needs of the players which otherwise had been missed out from their real life
and could benefit them.

The needs also included those of peer and social acceptances. The online
game had served as the psychological space in which players could released tension,
expressed feeling, perform gender role, and actualize the players’ imagination, and
disguise under certain personalities during the play. '

The players were found to have good attitude towards the game reasoning that it
helped practice their life skills which could be applied in real world such as skills of
saying no to survive in the virtual world. Other skills included goods trading, bargaining
for the price through the process of persuasion to reach the needed goals and
strategies to build relationship with others in the society. All these skills were expressed
in great dynamism through behavior, language, and drawing.

The players had actualized the virtual identity in their real iife by converting
game money into the real one. Nonetheless, all these acting outs were at moderate level
and in their control to not cause them any serious problems.

One risk resultant of the game was the over-value of material and money which
could be brought to real life. The selected game reflected the player's future
individualistic context which wés clearly envisioned by their existence without interaction

but surrounded themselves with materials.



