e-mail: redbeanron@naver.com,

2 Zel=l= 2o ket
o

i

im@ck.ac kr”

A Study on the Principle the Games that deeply imprinted

in Human Perception and Memory
Hyon-A Kwak', Hyo-Nam Kim®
"Dept. of Game Contents, ChungKang College of Culture Industries,

“Dept. of Game Contents, ChungKang

College of Culture Industries

e o
AWk ARSI Aldold Tl Bhe e GAEAL itk AlRtEe dAEiA ol

20, BAE oA IS e

A vl UGS Uisrt. olsk 2o] arke] A1) ol uke] Q=

Aok 7= HFHos ARlo] SElshe MR EAlE it &, U 2A27) AEd @

ofsll 7QPke] BAL olgrhe Zlolck Aol
W A ARdow 2eat A ek

719E: Al (Game), A= (Stimulation), &% 2¢

[, Introduction
A7t Jiskelrs Al tigt delg] sl a7-ec) Bk
Zalsk A, Boh S99 & e A, B vEhs 24 5

e AN e ARES AtkES 7RIk siekssl el
A oleh= 7dE Bk Bl Hold Fejel2 7 B= 2lvlo]as
o] Eolert ol Wde FA3| Wilske Zledd o, =
ole} M| “Fdeke Edlolotae] 7] sl <l BEvhde
o= Fdoltt. ke ol “AHE Lol = oe Arkgs
3] ffete] LS Fot A= Eob ke AR 1 73
AR

oAH LS Tl ofeol deks AR TRl
tkEok a237)0) QRE AA|e] ARl Fjk) Slo] ST TS
A= AL BFssithaL & 2 3fok SR of2iel 7Iiele] kS
BEafaL ARHES] Q124 Lol vkl Al olehs A 7|9l
gt A7} dedsirhs ol gkt of= ARSI Slof
Mg A=53 ARES ofgellie 947t I oM AL B
AL AP 2 At ofvlolt).

£ =i o] st Aab7 vehs Z3do] o1

lick i o] F3to] Algige] Aol BT F 9k

Q14 &l 2| wsl= Zlo] *EFE AL o] F)o] it
wzfef=Ae] wet 249 ol
A BgASo] o] 5 A 4SS Fol ALS FH3RA, Tl ofE ol
T 250] ST ABE ot 9] ZARRo A Aldo] ARIS ZRIske 27

olo]l 2 EFolf
RS LX)
AT,

=
[e]
s

o] & (Flow Experience Theory)

ZEAPP) Slshhe ol 2SIk
QJohgo ) Afgise] Q1 ol 28] e 5 gk el

Il The Main Subject

21 X3 42

el i) Ffslelie o) Qhge] A Flote Agic
W% £2HOR g AUAZ BESR= Zolr). de]
A B tb ol A3 shee o] opeh 22t
o= Al ole lHFe] gk elmlol] ek e
MRS ol ARES S5} itk Az Hoke AR
glo] shealis 14 W SR ol
SREE A} Wi} TSI S 7 7P ik Rl
e AF0] 8 4] 7ile] Mok5el 2 Sl U wels
2= 717} el delE gholshel Aeidom ANgke e
S ik A FTshs Sl Wale] o] WA o1

=
=

H

535



SR FEIRESS| siAstEts| =FF H28R 25 (2020, 7)

HlgE Bg 7L 7= §F Flolth
oIZto] Folylell S| wr)7] QleiME e e e
AT Hofgliol sIRRE 15l0] Wike T Al 450 HoiA

‘i 2he7 71918 4l7] Sl tbdol 83 4+ Q= w9
ol e AT Hellolol itk oleldt A Fofshz
e A FPolela Hak Teht B AT e
oS Fe), Al A HolslA) ehe A A e A
5] ojal) B T ASE <o) QRe Wy delw
i,

A AT o] Sl FAYREES 23 8] elrk 23]
o] TRKERF AR) ATl g e Hashal)] Sl
e RNISE TR AL A8, TR APsle st
#8-9 Wals gamvto] ofje, slelile] qlukl Bl fiSe)
7Rz 2wes 2 A ALEL i oIE Ao

S8 T 7Ise W & Slo] 88 ARk

2 275p7] Slsto] Paolhe ghnA 2ot
AL Al A4 Sol Sl 22 ik ekt 7o) et
31 gl ot BEAUE AE3he ofgol B ATl
%

Al Tkl 72hg vlElar E9s st 228191 $HEelA
e R B0l oA} AIEUlg ARsax] T2 A
74%(Optimal Experience) 3M E w doid &= e Ho=
Ao)=r, 2 “d3)(Flow Experience Theory) o]&o]] u}2 £<]
AL WAL Soll P 5 e dFe] JelzA] “ehds]
mA=E A3 oAl Zidshec1]2]. zRkle] EY8laL o= ubd
o tisirlE ARl =& ke 58 5 UARE v o]
S FEert HolAle didell tisixe 719zt 1 e

T3]

221 =& As(Optimal Experience)

A e Ale] 7kt sEEe] Uxjel AdelM Folxl
RIS Patots vl veRdeh o] I} VR = Fdolis Tkt
T} Sl BE Y oo [l Hof TRk edeie ZNE BAIY
T)=Z] Aldelr] the Aol ofwigh B35S AWsh= Z7kA A} 2
T Sl REe] 7lle] B AFRIE SRR £ 4 ok, ofeieh

RFRE Ao] tle FARSE S TS ) A,

au

Fig. 2, creation of earth - MINECRAFT

FRVIe Bxshs 7k e ATt =2 AdE s
Ho] opd AefH FAlt B3k FEARICE FAl(perceived control)
ofgk Aol U, g Ate Eeit $Pdel tis] ARile] SalEe
2kl Qe AZeke Q14 B oRIT4]. ARt A R
Aol FAlzto] 28wk a4 wek 270 4 ke Y,
nh sl 2k welrh A7Rs dl2uk sl Alde] S v
2 5k o] SAREe] FAell ofgk Ao,

222 n=el
B3] whe S FokS Al S 9k BAle 2Us

Opge)al o] 2wk, Eeie] v thdsiae] 2P Hor
] o] F1Ae 9} S, o] FlAle St Al waRlofe}
= AlARHo] BalEle ol 2 Hile] RS e ReR}
olk, ke ARLS U] T2 offlosy] Fo) thgos
Fe b o] A9 A M= Heke Rrads)

7R 2she sRkel Pesp] glov] ojzle] HE sk
o] QIER= ke 2 Jllelo] opriEh ThE F2llo] W] 4k
olulolc. ofelal WHFEASE bt A S Fokchl,
7% wlhe e Sk Ao el St 40 s Aol
o] sk} Ashe v olgbll ks Ujolnls Eabol] Akt
Sl ol wioht So] Alte] 8-S Agss 2el)
olefgt 71k 7lolell -8 7S el Qo) 7k 2 izl
FIHS].

frr

o,

536



SR FEIRESS| siAstEts| =FF H28R 25 (2020, 7)

lIl. Conclusions

SHE AP oI A2 SlelF Wt BUT 5 SRl el
iekan we 3jto] ofuick Qo] Hold Az A=GE 71
o) 7] ukzolck, & 9] AR Yoz et FriE
PP B2 A o} w8 Tol JHT 4 oles s B

o] t% el £ 9 dke 84S AdurAk

3.1 Z& MH™ 0|&E[goal setting theory]

3% A7 ol 2{goal setting theory]o|eh F315 @8l o=
© 5719] 24lo] "ok of2ole1][6]. 3 o]E2 RE AEel
5 S wet 71 AtEel Wik g FrslErkE Ve
ol2ES vlushY SRieo] FeHoR FFehhe 2s Ve AR
sheh EQle] 7R Ao 2w QX E, 1 FAS ek
ole} k.

1) Beka AlUele] wEshA ke =EE Aerh
2) z2)e) Bas} Aol lafor g

3) AAE ZZolol B,

4) 42 7158 Ao o[ FAHolo} B,
5) Azl £7] el B vj=wlo] lojot T,

100

90 r

80

e —— P GRIR REEE2Y

60 r e HHG CHSI2P DT UB 2

Fig. 3. Muchinsky P, M, ( 2000)
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Fig. 4. fourth wall — The Stanley Parable
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