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ABSTRACT

The Purpose of this study is to analyze the mechanism of permanent death and
playing aspects in Rogue-like games. The death in digital game is not only punishment
of failure, but reward for player’'s growth. However the mechanism of permanent death
which does not allow to resurrect is critical penalty for players and causes play-cycle
with high anxiety. In the mechanism of permanent death, players do critical play to
evade the death. But when they replay the game they modify their unethical choices to
build alternative game world. Through the mechanism of permanent death which
demands critical and alternative play, it could be possible to find the way to design
games with serious choice.

Keywords : Permanent Death, Rogue-like Games, Punishment and Reward, Critical Play

Received: Jan. 12. 2016 Accepted: Feb. 12. 2016
Corresponding Author: Kil-Dong Hong(Korea Game Society)
E-mail: kcgs@kegs.or.kr

ISSN: 1598-4540 / elSSN: 2287-8211

© The Korea Game Society. All rights reserved. This is an
open-access article distributed under the terms of the Creative
Commons Attribution Non-Commercial License
(http://creativecommons.otg/licenses/oy—-nc/3.0), which permits
unrestricted non-commercial use, distribution, and reproduction in
any medium, provided the original work is properly cited.

Journal of Korea Game Society JKGS | 33



— 2aztela Al vebd g4 S5 viAYS A7 —

1. M B

B =i B4e 2wko] A(Rogue-like) AY
gE 59 F3s Ad¥Ea o
SR %ﬂ%EIMQ-EJﬂNi7PMM1ﬂ
% & g(permanent death)?] wAUE

o] A%, HELJJr /‘*ﬂ«] AFA Ehﬂ;/q

NN A
e g Ix
jﬁ Sk
fo o H
Lo
an of = H
o S gy ™
> iSS
By B m
o lo
o
N
2,
rir

d

H 3

13tk A Ag Felgel Frehe F2d

A A AL S e sbsge AdY] b
= o

of Al e

1)
o
il
Q2
Ny
Mo
£ 4
M
jale
|
=
oo
-
Q
8
%
Z,
a
=
8
Q
2
rlo

)
iy to
()

oo o R
10 ok
=

o H~

=
iul
to
X,
ke
o,
2
o
|
AN
oo
2
>
2
m

Bre AQEe Aoln xel
1%&& @ ol A
B9 Bge

u}

&
o
9 (I
lo X
o
2o
o

N
!
ol

o

R

o,
o

o

o2
rot

>

T

i)

f 1r l-o
il

-1r
N
fo
N
L
0%
2
of
L
o
2

|

(<4

do Lo Hu oo

o AN ¥ of Ml 2o BN

érn
R

I

N

)

X

K
o3 o x
o N

Mg oot o !
1A 5

H

X

512

o
AN rir

:{o

A

o

1o

0,

oz

rlo

o

o (2

o
uj
o
[l
1o
X,
jale
2
R
AN
dlo
o
ikt
2
i

22 dr i
E)
k1
=0
[o
[o of
o
oX,
o3l
tlo
N
N
off
)
ol
!
4 o2 rr d
2%
= 2
SO

|
AN
oo
K
>
L
1o
M
it
o
il & 1
2
SNy
RO
2 o

X
juies
e
o)

O GEE 0 P G e Easli
2o-dholze] A Hgo WAUEES At
= AYe e AP AU g Felol
o Waish 1 ojvlE mAshuA @k

Ll
AdelAe] 55 vhE 7189 A7+ A

S (narrative leveD)®t =o14 FH(ludic level)
of Ao vdTh AAMA Fgel AAF TE
ATEL FEe B 4WE ouiad AEH A
EoAe F53 ‘o] obd AFE ofuntE A
ANEEe] FEol Aot des AH 3, AL
SeS H2Y ANEE Fete Ao AALR
gt 5

3] MMORPG®l Yeld Al 7lEE

o] H&2 Ado] ohd HFI FEE 7S
gow vy v =de wEodE AAke o
o] "rH2l molA F919 #HAME AldelA
o] F5& 27 T3, A o, APA HA5S
e Al=e} A4 (trial-and-error) ] WHE, A4
g wEatr] 9% gEdele Thedew niEkEtt

]m
o

[3]. 3] ok~¥ &(Jesper JuuDe A%, AUL
Al JH—4 o % (the art of failure)Z TFAsH A
o Adl, A 2o Aol FyolojoA F]
oo Aag gt dMo] WAt FHEE
ArH4]. Aze] == Fdlolo]e] AR A <]
otute}, AIZHE FAb| 5‘”’*]74011 0} 7H%‘.E1°ﬂ

|

o,

A A A9l A2z
Bl dEelole] sbsye AN

8 Lo o

A9 @Al AR AdE e

34| Journal of Korea Game Society 2016 Feb; 16(1): 33-42



— Mechanism of Permanent Death in Rogue-like Games —

(Richard Bartle)> “T}A] EHolg 4 gl
_]

(never-to-return death)” & <

B

)
AN e Y
Ftodt oo do oF do

3
< At Aty &4 Y
of =¢gd A9 v Fdolort s AlA
Al "o HS AA-g Belt[5] o] 9
2] oJolr| & V&St AAFEA S <niql A=
E(Minecraft)> Z@lolojol dfa] A3 HAE
FZ(Brendan Keogh): AlYel FAH3F x o}
I AZE Wl At askE Edolrt v Y
of gl MAWsrE grH6] 9&5H 5

Zs|
Au

A4 %5 e Aol
wepd] B ATE 95 g9 MAYE Py
Mo, S9 anEol HAA Helo] 34

= . =
gt Ao RE 954 H55 AR o
= Z2adela A T AE AYde=E 48
= <¥ 2©ElH(Don't Starve)>$} <t § B
wl1(This War of Mine)>< AA3IH oldlE =
71 918l ZoEkela RPG]) <Az dixle] A5k
(Crypt of the NecroDancer)>< 7 53 A
ojth. olHg AT WIS HT dEHH F55
atupo] Alaglo R 283 AljlEe] solve @4
o] A9E #elE vk =S & 7 d& Ao
gt 71 gt

A st7]el, AY ZHole & 25y $E9 44
o] HTHT7IL. olHd AT FE HAlA o]
o= e 2704 Hopgol HRE A duE A
ola, #g A HRE oFA Estu Fvke
AL oujgith, Al EHolojEo] FHHoRE A
o, Z2 FAthe 2dE AMESE e &
xo A5 S A Alde] SHE diviEE Y
He & 555 3He)shy] wEolth

AR o2 FHoldt AEC Aol flojA=
Adolth. o714 Aol glojxitt= AL 55 |
=, A dhse] AR e AETH Ax=E g
A F e FoFE, fAE AQAdAY H52
MYEle] AEo] 0o o2& FX4, ey A
o] AFer FHEHATE AN o] AAS FH
olo] AN E9 eIk =ed Boly|o] Qw0
0ol ol2%& FAPol}t Lol AYE 7s HAE
At Eetthe SHAIE Adoh Alde] #4
FEA(procedural)?) mlAlEE HE gerstthd,
‘Fo] Qg AMHUE FHgo o2 HAY f
A& A Auopnt 1 gulg Y F ds A
ot}

AR Al Wl AEE Y S5 AY Edol 5
Ax Ao A uk mrEA o7 dojipE Aog W 3F
QA AR ofuth ZdlolofellAl o] AMYE =
solgt EdlolE Al HF e Ad A=A gon,
A 7F A Al $ AZERJENAFH A
< ARG T 7] wEolth ZHCIXE A&t
delzo <7y unlgle B2 (Super Mario

Bros.)>9 A5 £2HS FE7AU Hstate] A
JE7 FUE Al Sl 2H oA RE thA] A=}
v 71%E ZF . geH, <AAEE=
(Uncharted)> Al2]z¢t 22 ZEALANA GA|
Al A A" AZEJELY QE AolH(auto
save) ¥EQIEOAMEE K3
Atk A7IA AYEH 5 FdolE A
A7 gy Mdew Jsdt FEvga
ol FEdlel AR} FueAE &, A= wd

i

of

Journal of Korea Game Society JKGS |35



A —

=

™

ol mAY

=
=5

2 ebol 2 Aol vheb &

— =

e@ﬂ 5 MM%M%MQ%M%OW 4r
|2 R d I 1y = o B = oop T Be
T 0 avar < w oA Al R
G c - £ T o= w3 MoE W
o S _k g 2 fil I N op
N C .5+% £ £ Koy o K W o T K T
iJM]M mmmw .mmofm 8 ﬂnm?ﬂ%%ﬂ% Eoc].#momﬁ:o K
- = o] S

Mo S 22T Q2= 3 %.éﬁTNEW,#gEWﬁ%ﬂwﬂ IR
e %@m,m O =a E e N o M % 4ar L%ﬁ
RO . e Sae @ = o TITB _ =T HT by 80

Az £ @) 5 8 O X ol X oy X ® T o
2 T T © . Wy

iy T - T c 0 = of 0 JE@ e oF
o = . 5 a < o ol ﬁum|7q]%drx] o =
RH %o U a .8 g Wy el — T = ° xR .0 =
T X7 N a% o H 2 <y e o $
X AL T SLs 5 G N TS B R TR~ -

Bl R > 9 v 8 T o I Al O o N
Gl S &cs Q£S¢ 2 T cw s w NE
52 TE2 8 T gs o d3< —
T © = ® 23 g ® T E o Koo
T ~E & =T e x X e _w ™M I
T = & o= PELRYT o -
oy < Punishment T AL e oW S . E
.U k) o eE U R T WY TR aNE

T No w 5 R EE R W T oM

R N R I L N O N I B R s I T B BN B I
%Hleﬂﬂ @.fr%.ﬂ%t%ﬂﬂ%? BT 2B T %0 T 3T % T D
T R N oW E L FR, Lo E T A
T M oW R KAy o 8wt R - T
o 9n < Njo Hp © ™ oo o Aw — *XE G IR o oR Hp G
T © T PErFTRLINAN 5 gerT A fx I 8T
WL %mmuad. i ol AR AR DI N w9 o 2 off W N W g WP
B o T 5o o7 ~ = I~ | K Q) No oy = = W o W o= g = o

— = g B0 NN — N e = o ™9 o oF = T T o T W
of X B up oo e o T Loy W EWT =R gLy e
PRE LI PADTEOHR BN i e wuﬁomEA
ot o o o] o = E s ot = _ = = — ) ﬂﬂlo
B FTEy g PP g T HER REFEETTIT T E T
P aow T NTTRBTRI Mg g - imTALgidlosPed px
Ho o m o T W B oop X T ol o o i ol N e WO _ = =
WRR N T T oo kS e s T e B W,
i T ) S I R I I

> = i~ ) T i ' ! = — =
= ® w9 7%urywm%ar.ﬂ@%ﬂgiiTyg%%%ia%mia%%i
o T ko MW s M r o me N NN g oy
B . m N B I N S N s T B I il S
PE PR 7%@%_6_da:&iH%ﬂmﬂmuﬂaﬁﬂ%%ﬂ%%;
By® e woWeTd ERh o TR TEFTRNFTBTET BT
o =< Uz g oK oy o RO - ﬁc N iy Mowm 2 3R N y - % NI oy |
I ol e} L x Wl oS "o o e ol (- JASS B M or L ) o o oy
XK © N oo BT R omr W oo W M W ® oF . ° MWanxTx TN E
W3 odp e T T TR AT R T R XM N TSR TNMT D OW Y OT WA

=

=
[e)
=

1

S

o ojule}rt

=4

(<))
Alell= AAZEQ

A

o

.

= (permanent death)
th Aol ofntElTE

=
p

L

Z

o)
b

el
7IA1 7] 2L

=

[

o =
= ©

]

o)
A=

E R
g}

3L

=

o]

lasg

=

kel
pal

o
[e)

=
= o
e

oAl BAFo= 7]

36 | Journal of Korea Game Society 2016 Feb; 16(1): 33-42

SR EEE

sl
=



— Mechanism of Permanent Death in Rogue-like Games —
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