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ABSTRACT

The purpose of this study is to analyze visual environmental elements of game space
by play-event in adventure games. We extracted common six types of play-event
through exploring ten representative adventure games and organized three types of space
structure and four types of object as the criteria of analysis. Based on the criteria, we
embodied the characteristics of visual environmental elements by performing direct
playing and monitoring. As a result, we verified that the story intended and the
gameplay induced by the play—-event are closely related to visual environmental elements.

Keywords : Adventure Game(o]=wlx A|Y), Play-Event(Z#|o]o]¥lE) Game Space(7
o F7h), Visual Environmental Element(AZ2}4 374 2 2)

Received: Dec. 31. 2019 Revised: Jan. 22. 2020 © The Korea Game Society. Al rights reserved. This is an
Accepted: Jan. 28. 2020 open-access article distributed under the terms of the Creative
Corresponding Author: Mijin Kim(Dongseo University) Commons Attribution Non—-Commercial License
E-mail: mjkim@dongseo.ac.kr (http://creativecommons.otg/licenses/oy-nc/3.0), which permits
unrestricted non—-commercial use, distribution, and reproduction in
ISSN: 1598-4540 / elSSN: 2287-8211 any medium, provided the original work is properly cited.

Journal of Korea Game Society JKGS | 47



H]Zo] =il

R

L

3 T

s

o] o]

e
=

— oj=lA AYGelA

.M

i =M AR ﬂwok@%mq%w_ﬁ%ﬂ@ﬂ R@LMHEW%%MEﬂ%%
i o M mg PER Ty PRl R Tl RRITELRT Ny
) = o do O R Eﬂ%JLIMu 3l N = ﬂ.ﬁﬂﬂﬂg WOﬂArEE M o oy Ao of
o <1 E LR BN R YT =T oo W o= mnﬂmLer G "
= o9 = i B M B e ol e L I
Hp R B2y SF BB o ozt pde s 0
T O~ B A - W E s w0 B
o Wl e X m ey oy T YL S Sr el algd
e B oohofdgdabmadgdry Fog tady FrEal
= S e S~ o T 0 ol . " R >
- N R42%a_Jas24 e Tv Shuw®eo, oo
A_.# < aOLEEOMZTm\M.O ,A_.#HTQLMN_lH_.O%ﬂ ‘%QMMEO ‘Oldﬂﬂ%lc_oEEm‘#,OlE#
o B T DwoBe i RaTw RNEE Yo w i E¥r thzw
o N T g ¥R T — oo M S T %d.é%ﬂmﬂ,%u_
‘;Io_ﬁ 1_,_AI __“./_Q ‘mo, k) = 0 m 7E . X N4 bo - XOOXP - — Elﬁ O#E bl E# T lﬁ_Al " oH O..#
W= B R e g T TR oo Mo 2o = B 2
- M = B = ERE < op T om B N T
X ol Moo o B m oo, M A R e Ty, =~ T = 2]
o TR ST ANl U U S Tl i T R T
< ®E ﬂﬁ%ﬂﬂwﬁﬂv ﬂzuwoﬁﬂA%%% 0T B
Tr T 7 N RO - ) o0 wOX - S B =
T 2 NOEMHGRS S TEXHT LT ey BH NS
R o o] 7 O]Wxﬁan.ﬂo%;o_sg o e oF ~ oo 2 of g T . 9
Ho T TR PTG AT 0 7= T oK TR B G RD A
Ca NWR oo WA HW Y RO TE R o KN
TER TR R PDT R M T NG HH T R R o Wl A T T
@%iimﬂﬁnmmhmﬂm#EWmﬂmoomﬁom;_b_so#Emej.ﬁ ﬂuliE%soo»Lquﬂ
o = K T T ™ T o T QRN T OE OE A B o X o & T .
M) o T s O M = Wp T o= g W o T o = W Mo 5 —n N + = W
I T O v S YUY T h T Yo TN E T
N I I BN ol R T o S T e = CETE_FPT e
TR %R R TR KT 20w E T W gREEmTER
o Iy X = Qe o < N = mo =N W T N o B oL T omm BN
o o s Ao T o X o+ " oo W W P oH ~ o M e
=B E el g gd g T el gl e @R m T W
y PFEN PR AR B cE T TS b L T, TXEE@I gl
9 A < L P~ e o = o) . = g &
BT HH "3 ﬂ@%mmumoowﬂ%ﬁﬂﬂWﬂﬁﬂaﬂiia%@ﬂﬂﬂ
ﬂuﬂﬂﬂﬂ%ﬂﬂﬁw%lmefmuwﬁmm@%uu%iL_L%ﬂm:&ﬂm%%m.ﬂ
W R uuTA,o%%omﬂﬂ%mﬂ g "= of I 2w o i =
ﬁﬂ%b&ﬂ.%ﬁ%ﬂﬂamﬂGHi_1@m#glﬂﬂ %ﬂ%@%%ﬂﬂowwﬂ%%
w8 g = o) . o o —_—
ﬂ@ar%@urmxm%ﬂr&ﬂ%g%m%zeggmg oo g WE W T e o Ry
o_uuoﬂly%%abwwb%oﬁoﬂ ﬁﬂo%&wﬂp‘imo?%%%muﬂ@]%an% oF
EE LIa L 0§ L T .5 < = s I R oS
o) T g = ) R W oot BT g T = o —
9 oy X wE SR T Mgk o 53X 5 E X <] XO = i
F T %@%zm@%ﬁﬂoﬂg@m@&ﬁﬁizﬂm%mﬂﬂﬂLﬂMmAB%J.%ﬁ
< N 0 750 ; ' s’ = n X R D T E oz
ﬂozﬁxmoowhsa%ao%%dﬁﬁﬂ% z 7 myw,ymﬂ_mjwhmnm S B
U T ® L p PR w2 FgN U ST T ooy
z o W W W 2 W " T RmHERRAPTRSdPT TS wEw
TRHERESD S A THA NG T oY Mo & B W our w T T TR OAR M oK W T

48| Journal of Korea Game Society 2020 Feb; 20(1): 47-56



— Visual Environmental Elements of Game Space by Play-Event in Adventure Games —

Edlolo] #AAA A xR} SHAETL sto] HdEl4 PEs HIPrh oA FE dishi
Zb= oo} S| A oA 1 EAHE EAsta IES 23 A Aast= Aot fiiio]y)
Ap gt uiTol Aol BB wa, NEE B ~EIE

BAA201D)S TS 2 AAY 2ujd 5 ol&|ati W= Fojof slgomz olo]e] FHo]

J1E
Z2(Point & Click) oJ=wlx Aldo]l 7N
J

. Zdolol= AEEHE AH

=
S Rl Wl wel Themed Space, Scenic 195 2 A4H $HLALE g3
Space, Storytelling Space &= T-&3at Ut Al HATH22] AHYE e AR xFe] Ths

=z
[17]. Markovi'c(2012)+= "4 AHERAg<} #HHH AHA Fololo] FE-2 vhF AT
XA Yelhtes L EAE d ARE =
dl=9] MAME ZWH(Story, Symbolism)¥ X [Table 1] Play—Event in Adventure Games
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Play-Event Description

Actions that do not directly affect
Customize | gameplay, but modify avatars for
player enjoyment or motivation[23].

Acquire professional behavior or
Collect store or collect game elements in
the available object units[24].

3. O'IEIE'ﬂi‘I 7‘"olzlg-l %Eﬂolollﬂlg Attack and defense through the
Combat actions of the player—controlled
character[25].

ol=dlA AYE EH oozt Ae vt B
£ AWME(Command)®] delolv} APy =%
B Foldl 2EYE TEAH EE FEHOR
dolat @4e) A9 Felri{19],

19724 A ZA(Crowther)oll ol& 7He ‘E=

Finding things to solve problems or
Puzzle open doors for the game’s story

M o oot

progression[26].

Finding the key of an object or
puzzle in the development of a

A Alel® o=l A (Colossal Cave Adventure)'e] Explore story, or searching for hidden
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] Aol WAool Hul ojuwlx] AL movements[7].
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[Table 2] Inclusion of Play—Event in Case
Analysis Games

Play-Event
Game Title |Cysto| Coll | Com |Puzz | Expl |Dialo
mize | ect | bat | le | ore | gue
Life is
- O - - O O
Strange 2

The Walking
- @] O - O O
Dead
Devil May
O O O - O O
Cry 5
Resident Evil B o o o o o
2
Sekiro @) O O - O -
Subnotica @) O O - O -
Hellblade - @) @] O -
Assassin’s o o o o o o
Creed
A Plague Tale| O (@) (@] - @] -
The Awesome
Adventures of | - @) - - O @)
Captain Spirit

[Table 3] Game and Play—Event selected as Final
Case Analysis

Play Event Game Title
Customize Sekiro
Collect Resident Evil 2
Combat Devil May Cry 5
Puzzle Assassin’s Creed
Explore Life is Strange 2
Dialogue The Walking Dead
Customizex= F1F MEE o AN =245

Zdoloi7t HaE & J=EEF AAE <Sekiro>9]
9= FAE(Warp Point)¢! ‘Senpou Temple, Mt.
Kongo - Bell Demon Temple a3 @@= XA
skl om, Collect®= 54 oFolglg dojof 3=
2E7F F04 9= <Resident Evil 2>914 ‘Gas
Station - First Mission’ 313 #H¥2 X3}
t}. Combat2 NPC 7H=E¢te] HEF7F HAs=
2 Ao gl <Devil May Cry 5>¢ ‘Red
Grave City - First Mission’ 313 # g X3}

°
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[Table 4] Criteria for Analysis of Visual
Environmental Elements in Game Space

Analysis Criteria Description
A space where a single
theme is tied to a unified
Themed theme by expressing a
Space design element and drawing
(ThS) out a design element to
express a practical character
in itself.
A space that intentionally
expresses three—dimensional
. Scenic and depth through symbolic
Space
Space and exaggerated elements as
(ScS) a way to give a large
amount of information in
three dimensions.
A space that contains a
. story and expresses the
Storytelling .
space itself so that the
Space .
(StS) character of the subject can
be determined and influenced
in advance.
Relating to declarative
Story,
. knowledge to understand the
Denotation . .
(SD) explicit meaning of a story
or topic.
. . Related to professional
Symbolism,
knowledge that has a deep
Metaphors . ..
(SM) meaning in itself and
Object provides aesthetic feelings
Physical .. . .
Y Implicit meaning of physical
Features characteristics of objects
(PF) !
Structural
Regularities| Rules for organizing objects
(SR)
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[Table 5] Distribution of Visual Environmental
Elements by Play—Event

Custo| Coll | Com | Puzz | Expl |Dialo
Criteria mize | ect | bat | le | ore | ge

Analysis

ThS 0 2 0 1 4 0
Space | ScS 0 2 0 1 5 2
StS 1 1 1 1 2 4
SD 3 5 31| 10 | 66 | 16
SM 2 23 | 16 5 50 | 17
Object
PF 6 7471 | 26 | 170 | 57
SR 1 23| 5 0 35 | 12
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