*%

SHUsty ietd DjHofsfy, saisty OH0st&
tians@maat.kr, jsy@ssu.ac.kr

A Study on the evolution theory of digital game rules

Suk Chon*, Joon-Sung Yoon™
Dept. of Digital Media, The Graduate School of Soongsil University

o OfF

o 5
woARE e PHSE AAM T 289 FHS 540l neh wAEE BRsa 7
4w 4d 2As Ade JABTh oUW olE wgor AY FHe W A4S
2Asn A el AsE BN W Utk 4L @t AW AY e W
8 Txt 870 wel o Tl MR A% FE} Lo T2E AQG U AR ¥
Aol A wetu o ATE FAA A A Asksh YRS A8 Fze] FRA FAYL
Avi, w3 OAY AY ol SRR R

-

ABSTRACT

This research is to classify game rules which are important factors for the game, and
to define the basis of the each level of rules and concepts. In terms of these definitions,
the process of transformation in the game rule is analyzed, and examined the
development related to evolution. The rule of digital game is analogous to the biological
evolution. From this point of view, This research presents the structural similarities
between the game rules and biological evolution. It is for the investigation of the
development using new perspective and for the conceptualization of the process.
Moreover it makes us rediscover the game as a scholastic research subject
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