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Study on Establishment of Internet ethics expressed through Language
convert in computer games
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Abstract

Today the Internet is being used in all areas. However, part of everyday life, the lack of ethics on the
Internet, the Internet lies in state. Especially the youth, should exploit the anonymity. As a result, has caused
many problems. Fps online game from young people enjoy the use of profanity and slang, and increasing the
damage of cyber violence has also increased. The damage type of cyber violence, abusive and slang, and the age,
the lower the investigation was to increase the damage. Lot of publicity and public service advertising is in
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progress in order to prevent problems, but its expected effects is lacking. In addition, using abusive and slang

words, This is a fundamental and provide a service to handle deleted or blinds, but if you can not see the

solution. In this paper suggests the language convert that can be applied to Fps online games. Language the

conversion process, if applicable to the game, the abusive and slang language, helps to purify. Proposed language

the conversion process is expected to reduce cyber violence used abusive and slang.
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