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ABSTRACT

The paradigm of the human experience through computer as a medium is moving
from cultural interface to cultural software. Mod represents this paradigm shift in
digital game culture. Until now, Digital game play focused on the immersive agency in
the process of achieving the goals of the game. On the other hand, In Mod, play
focus on generative agency in the process of creating and solving problems in game
world. Through Mod, original game perceived as transformable data and creative
material. Transformation and generation of such a game content through the user’s
Mod presents a sustainable model of the digital game.
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[Table 3] Examples of Race Generation

Terminator Race Ronzo Race

- 100% resistance to

. . - magic absorption
disease, fire, cold & P

- self explosion

0,
100% - fire breathe
- metal bone _ breath
- health 5000 - Z(tlour?e bf:atllee
- stamina 5000 :
i - jump
- magic 0
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