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mes are widely known in Indonesian youth community.
the facts that Online Game contributes to youth
4e in English and motoric-skill, the technology has been
das havingsome negative impacts. These negativeimpacts

d te o.Bw:mBNNma. mcam_imma@maim ﬁrmim<ﬁoamm_ E::
Mpact of online game playing need to be mnnoaaoamﬁmg
BVarious parties, including teenagers. Adolescenceis astage of
Bitacterized by the development of critical thinking skills and

ment. The aim

ltural Studi
E gly influenced by the surrounding environ
dy was to describe the guidelines proposed by youths

tferent cultures (i.e. Manado and Yogyakarta) for public
glated to Online Games. Data were collected through
up discussions conducted in two groups of students
Barivate high schools in the city of Manado and Yogyakarta.
Ralysis of the discussion suggests that there are similarities and
-es between the two groups of adolescents in different
“The youths’ recommendation for guidelines could be
art of the references for preventing and dealing with the

jmpact of Online Game.
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games allow players to play simultaneously in one time, alth
one place. Although online game has only been 88:5\\ am<o_c. g
w%m _mmw 10 years, but the number of online games users in va, .
increasing rapidly. Detiknet.com on February 6, 2009, re o::ao. .,
number of online game users in Indonesia qmmn:.ma up wo mﬂ : i
people. Approximately half of the number of the users of oc”.m_
mﬂ.m students. These data is also in accordance 8, the result o:,ﬁ_.:
with the Lolly Amalia of the Ministry of Communication a onH _*:
of the Republic of Indonesia (Sadar, 2008), the number “ i
players totaled at least 30 million people. oo

gronal TNINKING Meadns tidl Uigy Uu HUL Uty worn et r(..r.r:.
g5 but they could work through statements of an argument in their
& capacity to be able to use proportional reasoning means they
3pply their concept of ratio and suggestion to solve problems.
apacity to use hypothetical reasoning means that they could make
toward the structure of the point of view from its content
‘hypothetically. As the implication of the teens’ capacity to use
serational thinking like the adult do, their view and guidelines will
to be considered in developing policy related to their lifestyles.

eens’ behavior could not be separated from the influence of

snment. Bronfenbrenner (1979) recommended four systems
7zé the environment for explaining individual behavior. The four
\micro-, meso-, macro-, and chrono-systems. One part of macro
m nfluence individual behavior is culture. Culture is learned and
8d early in individuals’ life (Hofstede, Hofstede, & Minkov, 2010).

Defining a culture is not an easy task. Culture as a concept is
BRI 1t's established senses and uses result from its usage within
B80S discourses (Hartley, 2002). One of the convincing models came
fS .wa@ Hofstede and Minkov (2010:6). They argued that culture

nd “shared with people who live or lived within the same
vironment, which is where it learned”. Hofstede et al. (2010)
fed four concepts to described manifestations of culture,
mbols, hero, rituals, and values. Among the four concepts,
sent the deepest manifestation of culture.

ve ,m.n due to the nature of value that is acquired so early in
ves, Hofstede et al (2010:11) argued that many values remain
4s to the holder. They cannot be discussed, nor directly
he values “can only be inferred from the way people act under
CU . stances”. Furthermore, Hofstede et al. (2010:29) reminded
.m_.m,m_.nam:@ people’s statement about their value, we need to
s between desirable (what ought to), and the desire (what
_ The two concepts were differed in the nature of norm
ich is “the desirable relates more to ideology, the desire
['fhatters”. Based on the Hofstede's et al. (2010) arguments,
n regarding people statements regarding values need to be

The impact of online games were studied extensively in a
qu_a. One study that looked at the negative effect ﬁ:mw mi mo
.o:__nm-@mBmm was conducted by Williams and Skoric (2005) ._.ﬂ (
is .B_mﬁma to the use of online-games with aggression _”o. »
this longitudinal research on 200 respondents found 3% :“. o:ﬂ ]
that appears varies associated with their long-time play, the ool
place m:.a instrument playing, as well as age. The _o:@m.ﬂ ﬁrmwﬁmr,
tendencies of aggression will increasingly emerge. In maa:._am
games also determine the level of aggression. The m.@mam.a _oz,.ﬁ
game will be lower than the first person shooter game _U_Mm_w% ,

@m

Besides aggression, another negative concern about onli 5
the level of addiction that can lead to psychological proble %
and Danforth (2007) tried to distinguish between maamnzo:ms m..
mnmn_w_aw:.ﬁ on online-games. From the test gauges, they &mns_ﬁ. ,
the U..&.:@-:mﬁcﬂm of online-games makes a U_m<mﬂ. to beco o
the minimum scale and addicted in the maximum scale "

These negative impacts need to be minimized. Guidelines:
the s\mﬁ.o deal with the impact of online gaming need to be accom ,
from various parties, including teenagers. Viewed from Piaget's’
am«m_o.un:m:ﬁ teenagers or adolescent is in a stage of *o:.:m_ ;
which _.w.n:m&nﬁm_‘nma by their ability to use (a) combinatio o“_w. ,
propositional thinking, (c) proportional reasoning, _m:a (d) __“w:,g

reasoning (Mclnerney, 2006). The capacity to use combinatig full
efully.
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1ensions is that it enable
S us : A
baREvine to compare two cultures and theirig M of grade 11. Their age ranged between 15 and 18 years old.
, Ven students in each group, two of them were girls, and the

They were randomly selected from the class, four to five
presented the students who played online games, and one or
ts represented students who do not play online games.

ddition to the students who participated in Focus Group
, other participants were two teachers who have good
e of both, game online and the local culture. The first is Mr.
hout 53 years, an English teacher and deputy school principal.
nd is Mr. S, aged about 45, Religion teacher and deputy school
Both of them are selected due to their concern on online game
eir good knowledge in game online and the local culture.

“Two Different Cultural Background Cities

ants were two groups of students in private high schools
wz_m:mao (later named as School M) and Yogyakarta (later
chool Y). Both groups of students consisted of seven students.
the group consisted of students from three classroom of

~

Schwa ;
Wiris ?HH (1996) 8<._m<<ma many definitions of values a
i) mhﬁ“mw o.: which most theorists agree. First, values
S et .m__m*m .m_,m not objective ideas. xmﬁrmﬂ that ”s
i M”“_M: *mw__:m when they were activated .E.m secon
y refer to enviable goal g
: encoura > goals and to the mode
i m@m ﬁ.wmmm mo&m. The third feature of values is m:w
e v_wn_ Ic actions and situations. For example, ob .
0 ; , O
gers ;mﬂﬂomﬂwh_“oo_m but might not be relevant in the qm_mmﬂ_.
'9ers. eature of values is th .
ling s ; - is that values serv
e w _m_mQ.._o: or evaluation of behavior, people, and A
alues are . ! d events
he review, it m.::nE_‘. ed by importance relative to one anoth
value m:m. i _w possible to analyze teens’ statements to 1
ehavior, because fro h understan
{ infe ; ’ m the teens’ opinion :
r their evaluations toward behavior, peo U__um = statements
! ' events

The aim of thi
bty _Hmﬁ:_w Mﬁﬂ_% was ﬁo,.dmmnzcm the views and quig
akarta) for n:m\_mn uo_mﬂmw&w_mﬂhﬂﬂm:ﬂ M::c_‘mm i
i . 0 online game playi
_ao_mwnms MM MMMM_@@ scope (national scope) study BMEM_*”M (
e <_M_‘ E_mﬁma. to online game playing E:mn:..m i
i . o:. oa.mﬂ..mc__m:m:m recommendation for ;
€ negative impact of online game playing %mo_,“n

ikarta are two big citi
g cities repres P
W A presented two of big island in Inder

study is conducted in two big cities intwo bigislandsin Indonesia,
Manado and Yogyakarta. Manado city is the capital city of the
of North Sulawesi. Information gathered from manadokota.co.id
tah Kota Manado, 2012), sulut.bps.go.id (Badan Pusat Statistik
ulawesi Utara, 2012), and manadokota.bps.go.id (Badan Pusat
¢ota Manado, 2012), showed that Manado covers 15,902 km
ea, with the population is 410,481 people (data in year 2010).
julation of North Sulawesi province is 2,265,937 people, and
o city is the densest city in the North Sulawesi province. The vision
ado is “model city for ecotourism”, and the motto of Manado
itou timou tumou tou”, which means “manusia hidup untuk

siakan orang lain” or “human purpose in life is to nurture and

‘others”.

akarta city is the capital city of the province of Yogyakarta Special
Information gathered from <om<mxm2m.gm.@o.a (Badan Pusat
Kota Yogyakarta, 2012), and _.om_.mxoﬁm.@o.a (Pemerintah Kota
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on size. However, wi

\ado i , With regard k!
do is much lower than <om<mrm2m %m e rethe

lan
ado, there are many open public s

ering and do som

€ open air activiti

" L Ivities. i TR

Karta. With its ity dliateis fis The situation is diffg
) 5

1o gathering. People ten ited public space when

slosed public area.

Blized by thematic categorization. Dominant responses weic
ed as the groups’ opinion, and the uncommon responses Were

8. The responses were analyzed qualitatively.

.“..‘*

igs and Discussion

{halysis of the interviews revealed the comparison of two research
S the analysis of the discussion suggests the similarities and

‘of responses between two groups of adolescents in two

sed on researcher obgep
paces wh &
ere peopl

ultures.

barison of Two Research Sites

search sites in this study were two schools in Manado and
a. Based on observation, Focus Group Discussion, and interview
& two teachers, some information regarding value dimensions in
esearch sites could be concluded. However, due to the data
g. not all value dimensions could be concluded.

A comparison study needs
e ) : control over variab ,
EEm::M“MMMN__.mﬁSr_n: :mwam to be mxb_oﬂm_m.ﬂ”“:n“ca
tural gnx@Bc:Qm M.a to online game playing. Unless W\:ﬁmN
heol Y were equal. Firs, the scacte o 01 sudy (S
Y. Second, th \ O's are one of th 1
viErallGien.T Mwﬂaimﬂm .caamﬂ the management of %M%MMW;@
S50 i I m :m influence and authorization of the f; i
ounds are'simi ek, .mocn? the students’ soc; .
imilar, from middle to high classes social e

st of the values on both research sites are similar. For example,
research sites, people respect on tradition with relatively high
vism, high concern on harmony, also high respect on people

However, they have different styles in their implementation.
Lin Manado seem to have higher society control and tighter
hip with each other compared to people in Yogyakarta, which
; dto have stronger relationship in their nuclear family rather than
i §der scope of people. In addition, people in Yogyakarta tend to have
| ftellectual autonomy.

ew in Mapping Media Effect

ollection

ita was collected
through Focus G
i roup Di i )
Hma Mﬁ h:_m paper. The Focus Grou P Discussion, guided
‘ed at the 2 of April 20 i
i 12 at the
onin Yo school hall, whi
ents’ n_mmmwwﬁ”im was conducted at the 11t of Ma :_MM H_nonc.. Srol
ents filled i m. The Focus Group Discussion Emw 2 the S8
in the questionnaire related to t conducteg

- The i s h i ;
questionnaire will be used in the _mﬁmw mMM_MMm WmBm i
9) mEQK ;

Based on Focus Group Discussion, the teens from two cultural
s have similarities and differences in their ways of defining negative
online game playing, defining whether the risks are avoidable or

idditi
dition to the Focus Group Discussion
tessary, the beneficial effect of online game playing.

S wer . , O i :
e conducted with two teachers in bservations, and

s were cond two differen
ucted after Focus Group Discussions of ﬁwmw:o&
eir stu

ers were the first and
. the second a
m . uthor. Al LD
ainly regarding behavior related to the M”wscms ﬁ_:m inte
e online p

. ties of the Views.

Both groups of students have similarities in all aspects, except their
n on the relationship between their cultures with online game
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Table 1 Similarities in Teens Mapping owshﬁ..

N

0. |A
spect Teen's Opinion

Ab i
out online game | Online game playing is com o
msa adolescent in both Zm:ﬂ%
-g. @ Manado's student said

: online games”
2. |Abo i . :
v_mv\w_wmo:__:m game |All right if the gamers could al
The gamers need to mana e
o M:Q. for playing. i
i nline games were perceived aceft,
online game

c:ﬁcm:mmmo*
H:m_(_m:maQ ~
h m ,
students’ culture 8@2323%%& <om<mxm3mmnc_8

Relationship of thei
their | [no similariti
culture with online oIS

game playing

Intro i
duction to the They introduced to online

online game game wﬁ

or big brother/sister. In Yogyak
out of seven students had me:mm r
o::__:m game through invitation f
the rest three students because J¢
big brothers/sisters. 5

Benefit of online

game playing most all participants agreed that'oh

playing have some b i

] enefits, su
ﬁwﬁm:_:@ especially in the mﬁ_,mmwa
adding knowledge including Enqlich

Disadvant i
- o:::h M%Mm The identified disadvantages w
b Mﬂm Boamx and disturbance o*mm_,
en in School Y said “[th
| 4 ] €ga
Moﬁoﬁ :3.@ play as they like m:% |
orget their family and friends": i :

be clung, could not see the :,mm,:‘ ?

disadvantage identifi
tified was th o
&dm M:Qm?mom children play, iﬂ“ i
Responses of ZMH;M _m.ﬂﬂ M pposed their parents
ral it [the e
parents excessively. 7 SSinaK pisy criing

2

'

2 shows the diff
erence of
ng media effect. of the two groups of

fion of teens in School M

Opinion of teens In >CNoot ¥
(Yogyakarta)

do)
game is entertaining,
cing stress, and can be
to make money. One of
the teens' statements, “Online
ne is needed. We can be

if we keep going in

Online game were neutral,
namely the online game
playing was not too good or
too bad. On one hand, the
online game was needed for
entertainment but on the other
hand, it will not be good if too

much.

ave high concern in

95 .

erating others. For
cample, one teen said,
Vore friends in Manado

y online games; so we
eah........ They spent much
me for online games.”’

Have high concerns on
controlling self-emotion, and
politeness towards others,
but it is necessary to be
themselves. For example, a
teen said, “When [they play]
online game, many [of the
gamers] use impolite words.
But we can be ourselves [not
to follow them]."

< entertaining, but some
idents do not want to play
‘stop playing the online
names because of boring or
ifn to other activity such us

tomotive.

Online games were perceived

Online games were perceived
as.entertaining, but some
students identified the
limitation, “[online games] is
entertain in the right time.
When we need entertainment,
yes it entertained. But not
if it is too much.” Even one
students said, “[Game online] is
entertaining, but I do not like it,
1 prefer to do [real] sport.”

lways smiling, and many
ommunities, such as
notorcycle or car gang. “If

00, and know about the

e get problem, the whole
ommunity get the problem

Gathering.

fone group consisted of
ey who like plays online
ame, if there is any news,

will know; and if one finish

| the member of the group

playing, the other will finish

None (there is not any
relationship between culture

and online game playing).

es

[no difference]
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Opinion of teens In >CNoot 1

—cewmee

on of teens in School M

Table 1 Similaritiec ; ;
o e Similarities in Teens Mapping of Medi ado) (Yogyakarta)
Teen's Opinion Eayre—. e')game is entertaining, Online game were neutral,
ducing stress, and can be |namely the online game
playing was not too good or

1. |About online game

to make money. One of
eens’ statements, “Online
e is needed. We can be
if we keep going in

Online game ing i .
playing is co
M:a adolescent in both ZM_””%
.g.. @ Manado's i
o student said

All right if the gamers could 3 Nage

too bad. On one hand, the
online game was needed for
entertainment but on the other
hand, it will not be good if too

much.

2. |About online game

players The
gamers need to manage-th
d for playi ge.thei
3. [About the anc for playing. ) ‘ .

: Online game n e high concern in Have high concerns on
Mn_ﬁm_«mﬂm_zama of games were perceived 4 rating others. For controlling self-emotion, and

Same mple, one teen said, politeness towards others,

re friends in Manado but it is necessary to be
_ themselves. For example, a

online games; so we
.. They spent much
he for online games.”

Uniqueness of

the |Manado’
. o's
students’ culture ﬁommﬁrm_‘:wmﬂa "

Relationship of thei
their | [no similariti
culture with online (baSirilanties)

teen said, “When [they play]
online game, many [of the
gamers] use impolite words.
But we can be ourselves [not

gyakarta’s culty

game playing
Introduction t
o the F : p
online game They introduced to online game : to follow them].
1 Online games were perceived | Online games were perceived
L as.entertaining, but some

or big brother/siste
r.In Yo
out of seven students :mamﬁ”ﬂ.

entertaining, but some

dents do not want to play students identified the

limitation, “[online games] is

online am ey |
the _,mmm E:MMHWMM_”W:N ;mzoz..? r'stop playing the online
ecause learmed ames because of boring or entertain in the right time.
When we need entertainment,

fn to other activity such us
tomotive.

big brothers/sisters.
Almost all participants agreed that

yes it entertained. But not

Benefit of online
if it is too much.” Even one

game playing o
a
m%%mzaé some benefits, suchidSet
. addling _%.a Nm%wn_m:x in the stressful e students said, “[Game online] is
Disadvantage The identifi < .mm including En entertaining, but I do not like it,
of online game and _Bm:i_ma disadvantages wera ' I prefer to do [real] sport”
playing 5 ﬂmm:n:mx and disturbance of § ways smiling, and many Gathering.
in School ¥ said, “[the gam, ommunities, such as
, otorcycle or car gang. “1f

Hoaoﬂ z:._.@ play as they like unti
Uo@mﬁ their family and friends": “[tl
Q.m clung, could not see the ?mma .
; memﬂ:amm identified was the fa
nder-age children “They
play, “Th
Responses of NMF_MW \ _m.ﬂﬂ M D rox e paren -
al It [the: i
arents excessively. ARCHEit

e get problem, the whole
ommunity get the problem
00, and know about the
problem.
‘one group consisted of

ey who like plays online
game, if there is any news,
the member of the group
| know; and if one finishes
laying, the other will finish
laying too.
| [no difference]

None (there is not any
relationship between culture

and online game playing).

D. . ,
ifferences of the Views. Although most of the te
e eens

ar, there is so i
me uniquenes ;
s of the - .
Ir opinion in almost

* 2 shows the diffe
s rence of
’Ing media effect. the two groups of ¢

[no difference]
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Have concern on the Have high concerm vt v
self-control ability. The teens

possibility of the availability

of mxﬂmam_\oa:m?no::o_. identified the importance

A teen statement, “gach of self control in prevention
of addiction. "Just manage

community has t0 have
« »Should be control

a motor [leader]. Should time",
be one person who has ourselves, stop the game if it

influence toward others. felt enough.’
From him/her, the idea

8. | Disadvantage
of online

game playing

_m,_ﬁ_ﬁwﬂ Mo:nma to parental
L ion. One student said
i nts gave money for .
BO”MW ._u_.:: the fact is the

: inish fi i
online mmBmmu.Q S

Parent” i
t's warning could restrict

The identified dis
of online game

occurring if o=_<u,
was addicted,

9. | Responses of

parents ;
online game : P
playi arents ga
student said, “Usuall msm since Emw o W ,
pod themselves L_ id ~ |would be spread, and make
on "
other people MOVe.
Concern with the internal/

U_mv\mQ too lon

UJ%J\ with Bm_mmﬂwﬁwvﬂmﬂm
ill not be an i

[moderately]. gry if I play

considered theij
prohibited ﬁﬁmu:_,.
n_mv\_.:m. “No probl
providing I can cg
_m<m: my mother
ace book game”

Concern with consideration
self-control ability. Two

with balance and situation.
One teen said, ‘If we always |common opinions regarding

studying we could be crazy. the need of regulation Were:
freshing after (a) regulation is not needed

Therefore re
learning should pe available. | if everybody can control
When it is time 0 study, we | and manage themselves;

study, cwﬁ if it is time to play: | (b) regulation is needed, for
we play- example, the tightness of
age for registration.

Similariti

es. ﬂjm teen’

ave many similariti ns recomm ; '

mil . endatio

HoBBm:amzo:M:_ﬁ_mm. Their difference Emmsw ﬁoq the gu

.In nly i

ame is not necess essences, the teens agree 5< o Sl

ary. However, they agreed th at prohibitio
es

2eded. Table 3
: s Ca
how similarities of teen’s rec
ommendatio
ns, & : -
‘ s regarding the teen’s opinion and

on of the media effect, as well as their 8833%%&0:
ponding t0 the media, mvmgmnm_z

are in line with the similarities and differences of the values
by them. In their recommendation of regulation, higher
..mm:.no:io— within the teens in School Y reflected the higher
utonomy the people in Yogyakarta. In line with the higher
ntrol and tighter relationship in society, the teens in Manado
¢ortcern on the importance of model or leader for changing

ated to the online game playing.

rilarities and difference

Table 3 Simi
milarities o ; .
f Teens’ Recommendations
S
he best method in res

0. | Aspect

z Teens Onin
Prevention of addiction eens’ Opinion

Prohibiti :
; ng online s ;
restriction is :memeBm is not neces

ne,

Regulation

O some (
_ m mx_m_ _ﬁ _mmc_mﬂ_o_ 1 1S Nﬁﬂcm y
:memQ _ m rt 0

Difference
s. The diffe
ups of studen rence of teen
t ; g recom ] j
s was in their concern of no:~3w:amﬁ_o:m bety
rol. Students j
nts in:Se

\ <
b

dentsin S
chool Y
erence. concern more to the self control
rol. Table 4

gonclusion although the teens vm&n._nm»ma in this study were
| background cities, most of their views and

B gifferent cultura
;.,mmogmﬁma to online game playing are similar. The major

fee among the two groups cwagvmﬁma in this study were only
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behavior. Yogyakarta's teens tend to have higher conce
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