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This research is conducted to seek the meanings of Ragnarok and Guild, the bonding and bridging
methods between Guilds, and also the roles of Guilds in the Guild War. This study also aims at how the
bonding and bridging methods help achieve the goal of the Ragnarok game, how the relationships appeared in
Guilds relate to reality, if existed, and their impacts on the players’ behaviors, and also the factors that lead the
players to join Guild War. The data was collected during July 1- September 30, 2004,

The results indicate that Ragnarok Online is Massive Multiple Online Real Play Game or MMORPG,
using the internet as a medium. The game was created to represent each player and consists of a number of
systems designed for creating interactivity among players. Guild is a system in Ragnarok, providing rooms for
players to form teams so that the members can gain experience through invading the castles, which possess
both dungeon and treasures. Thus, to rule the castle is the aim of the game.

The findings reveal that trust is a key fundamental factor in bonding and bridging between players.
The patterns of Guild-bonding start from seeking and inviting players who know each other in the real world,
and later spreading out to their acquaintants.  contrast, when the players have never met each other before,
they must have played the game for a while and collected experience together before forming a team in a
Guild. The glory of a Guild rises when the Guild Master is accepted by the members.  orderto accepta Guild
Master, the members will consider his justice in the process of castle's treasures-selling, as well as his friendly
behavior and openness. The Guild Master’s ability in strategic planning is also a key to success. His honor
does not only derive from the victory, but also from his adaptation to various situations.

For the bridging methods between the game society and the real society, itwas found that the bonds
between players exist. The relationship between players is formed through joining activities held by the
company or Guild Masters i.e. appointment between Guild’s members to a party or do some activities together.
The results point out that the members are highly enthusiastic to join the activities since they need to meet other
players in the real world out of cyberspace. The trading of items in the game is also an evidence proving the
bond in the two worlds. Although the commercial activity in the real world is prohibited, the research reveals
that it occurs frequently. The items traded mostly are rare and thus expensive, including the game's money-
purchase outside cyberspace. Besides, the study also indicates that the need to meet other players in the
game is a significant stimulus which encourages the players to join Guild War’s activities, in which the pattern
of communication in the game are set similar to those in reality.
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