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ABSTRACT

The purpose of this study is how to occur the temporality in Digital Gameplay. There
is two types of time in Gameplay. One is Irreversibility time that goes passed through a
game world like a chronology order. Another is Reversibility time that returns and
renews the time. The time’s duality is caused by player’s intervene and experience. And
the polychronic temporality in gameplay makes the rhythm as replay and eternal cyclic
time.
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