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ABSTRACT

The aims of this study are to theorize genre convention of the digital games and to
draw digital game genre grammar. This study verified the need for game genre and
derives FPS Game genre grammar in six features. There is a formulation of the genre
theory of meaning to academic researchers who studies digital games. And game
designers to provide universal principles of a specific genre that is meaningful. As well
as this study found that game play through the convergence of different media genres
and the new format of storytelling or do it the potential to generate content may also be
expected.
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[Table 1] The component of shooting feeling

Classification Detail
wobble effect of
rebound character’s hand,
shoulder and  game
play screen, etc.
muzzle flash, look to
.. replace the cartridge
firing .
) motion cage or  magazine,
Shooting change of character’s
arm position, etc.
percussi | shooting sound, sound
on of bolt moving, sound
sound cartridge case flies, etc.
firearms
flame and smoke, etc.
effect
lean back on the hit
blow .
. areas, painful face and
motion .
acting, etc.
the sound of getting a
blow .
Blow bullet in the body,
sound
sound of a scream, etc.
bloodstain effect,
blow .
exaggerated bloodstain,
effect
etc.
flicker in screen,
change of chroma on
tremor ..
the screen, limit of
of the ,
player character’s
screen ;
action, change of cross
hair, etc.
sound of bullet-ridden,
Hit hit sound of moaning,
sound sound of hear beat,
heavy breathing, etc.
the trace of bullet, the
mark of enemy’s firing
hit effect | point bloodstain effect,
exaggerated character
motion, etc.
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