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ABSTRACT

To affect users’ attitudes on social issues, some serious games use narrative which
can be an effective tool to provoke users’ emotions. In this paper, focus group interview
on the experiences about playing <Nanu Planet> was conducted to figure out if the
parts of narratives containing educational goals can actually provoke certain emotions or
not. From the interview, words having emotional meaning were extracted and matched
with Korean Emotion Terms Database. Then the emotion terms were compared with
Russell’s schematic map of core affect and were categorized. The result showed that
users mostly felt unpleasant emotions during the play. The unpleasant emotions helped to
achieve the game’s goal which is conveying the tragedy of war.
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[Table 1] The parts of narratives containing educational goals

Educational goals

The parts of narratives which contain
educational goals

The implicated meanings
of the educational goals

The ecological value of
DMZ(Demilitarized zone)

The beautiful forest which can keep its
beauty because no one lives in the place

The beauty of the nature
in DMZ

The historical
background of
DMZ(Korean
War)

Pachi who misses Puchi when he reads

her diary, the sad ending which depicts the

separation of Pachi and Puchi because of
the war between Gazzi and Mazzi

Dispersed families’
sadness in North Korea
and South Korea

The animal who lost its one arm by a
mine

The danger of battlefield
weapons

The underground tunnel dug by Mazzi

The implication of North
Korea's spying on South
Korea

Gazzi and Mazzi were at war with each
other years ago

The Korean War

The life of the
South Korean
village, Daesung
Dong (Haru
Village), adjacent

The to DMZ

Pachi needs to wear a mask if he wants
to go into Haru Village. No one can go in
and out freely of the Village

The limited freedom of
the border districts
around DMZ

Pachi can see Daro Village in the
observatory, but he can take a bullet shot
by Daro Village

A confrontation between
South and North Korea

The life of the
North Korean
village, Gijung
Dong (Daro
Village), adjacent
to DMZ

history
of DMZ

Buildings in Daro Village which were
looked fancy but actually made of paper,
the people living in the village who are

satisfied with the paper buildings

The North Korean
village in the border
district which shows off
its wealth, but actually
living in poverty

The life of South
Korean
city(Gazzi City)

Roads filled with cars, high buildings, a lot

Wealthy South Korean

of people City
People who wear different masks each The individualities of
other South Koreans

A person who does not answer Pachi’s
question saying he is too busy to talk

Egoistic tendency of
some South Korean

A villager in Gazzi who gets suspicious
when he sees a stranger thinking if the
stranger is a spy from Mazzi or not

A confrontation between
South and North Korea

The life of North
Korean
city(Mazzi City)

A worker in Mazzi who believes that the
wing of the pigeon statue is moving
properly, which in fact is broken

North Koreans who
blindly obey their
government

Peaceful way of conflict
solution and consideration
for others

Pachi tries to make hungry animals clear
the way for him by giving them fruits

Peaceful way of conflict
solution

Pachi tries to make hungry animals clear
the way for him by threatening them
using a gun

Violent way of conflict
solution

Pachi helps a deer and the deer helps him

Reciprocity

back
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[Table 2] The list of extracted Korean emotion

terms

Korean Pleasant- Activation
Emotion terms | Unpleasant level level
a1 5.50 3.77
L= 2.20 3.64
A 2.58 5.39
&5ttt 2.97 3.33
&bt 2.51 4.88
st 2.53 4.45
55tk 5.75 4.63
&t 2.69 3.44
|t 2.24 4.76
Q2 gt 297 3.34
&3ttt 2.49 2.80
A m ook 5.72 479
=t 5.54 513
7 stk 1.64 450
& stk 291 2.53
shuprt 2.17 591
vl 5.56 476

329 gAUel: 9aEd 44 dWel 88

Fol #o AF] ANE BAR FEAe Ay

We Fustel & FAE UHZ Fn AREe

o
)

48 AT <Y olopr>E FAlE —

FH-E9 7k A== ZA3Hactivation—deactivation)

ko2 A3 Rus

selle] AANNFREG Slo] APal

tHiz2l. olF =ro] FAAolek A7t 71 71t

& AAgolE 1

Russell?] AAMYI TS g Aol
gl shz, - —‘%f’ﬂ/‘c}‘iﬁg} 7 A=

gA3 AEHE 7

I ®xdska gk 9

of wjx|s] &3 kb
AL

A (Core Affect)ES eI

/- Surprise

Fear

/

Anger nervous
/ stressed
Disgust

upset

ACTIVATION

tense alert

excited

elated

happy Happiness

UNPLEASANT

sad

Sadness

depressed

[Fig. 2] Russell'

e 498 o
R4S

lethargic

PLEASANT

contented

serene

relaxed

calm

fatigue
DEACTIVATION

s schematic map of core affect

A AL FAE AA dols A AR ¥

12 wel e s, o
e

FRE A 64 e

Ekman®] 7] A= 7HzI012]. 712 A

AN A Bl B3, w2 G4l HoH

of gt ol 91F A AN TR

A =

o] 919 39k AE AAS A = G, 28

o oumE we 848 e 447 e

59071

SR AP BF @l gAvele] ojnrt 9

72
i
I
I
T
513
2
N
03 0
ol
ra n\l
}'_
2
Ir

Ao} ZH AlEIE 7|Zoz MM 7t
2 JEZ 5l °'01[12, 2t Sl
0| M&s| EelX|= LiEt °'7<|
SHAIF M| Oix|=l=

136 | Journal of Korea Game Society 2012 Dec; 12(6): 131-144

L



— Emotional User Experiences on Narrative-Based Social Issue Serious Game '@ Focused on <Nanu Planet> —

o2l Russell 34 AA, Ekman 7]& AA<9} 2
(e}

gt ergol WARGT ol BHY Tk
Aoz Qole] fear'd] WARNE A T 9

of molv wAHelsEyel Wy gom:

‘stressed’©] mX|EC} ulolzi= 3

9 AL wo] syt FHA-EFe A=E Hu
1

2 4 AgsAT FuA9

A g3 FEe & gk

QoA xokal UoheE AduS ¥ vF oy 1o
froll tsixe FEiskA ¥elAl st o] "
FEA e drelME duEen, a= o 94l
< Russell?] Z¥o] Ekmane 2S5 d$AZ
ul AREE FE T AA do] BE 5] AL
48 22 ool tE Ad Uvtn F5Poh
A ATE UiFY &3 A AA 2A4E
AN F de A=" Tl HE7 e
g FEAQ o5E AUAeE FasH AvH
] 2]

J 3
s & dEHem 054 A AR
o] A% Ut E AdstudE RE o] 714
o]7} Russello]y Ekmano] #AoksE A2 2jol &)

o

A A WA HAE ol FuEstEel 3o
7 A8 ghol o] AME EakEe #A &4
4 Az

st gk wop goigem wir] migel o
B

[Table 3] The matching of Korean emotion terms
and Russell's Core Affect after adjusting of
activation level

Korean Russell’s Russell’s Ekman's
Emotion Core Core terms

terms Affect Affect

after
adjusting

g Contented Happy Happiness
sttt Sad Upset Disgust

T4 Stressed Nervous Fear
243tk Sad Sad Sadness
EQtatt Upset Stressed Disgust
EHslot Upset Upset Disgust
st Happy Elated Happiness

&z} Sad Sad Sadness

#oh Upset Stressed Disgust
QrAg T} Sad Sad Sadness
$-&3tt; | Depressed Sad Sadness
A w) et Happy Elated Happiness
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