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ABSTRACT

This study proposes the method for converging Buddhist Worldview into games. The
Rogue-like game “Dungeed” and “Nectar Ritual Painting” were selected for analysis.
Next, the characteristics of the Buddhist worldview in Nectar Ritual Painting and the
Rogue-like game Dungeed were compared and analyzed. As a result, this study proposed
game elements of Rogue-like that analyzed in the characteristics of Buddhist world view.
In the future, we will examine the expandability of the game through the Buddhist
Worldview.
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[Table 1] The Element of Roguelike

Number
Random environment generation
Permadeath

Term

Turn-based
High Grid-based
value Non-modal
Complexity
Resource Management
Hack ‘n’ slash
Exploration and discovery
Single player character
Monsters are similar to players
Tactical Challenge
ASCII display
Dungeons
Numbers

factors

Low

value

factors
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[Table 2] The Components of a Game

No |Spatial expression Temporal element

1 Sensation Sense-pleasure

2 Fantasy Make-believe

3 Narrative Drama

4 Challenge Obstacle course

5 Fellowship Social framework

6 Discovery Uncharted territory

7 Expression Self-discovery

8 Submission Pastime
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[Table 3] Visualization Elements of The Game

No Visualization elements
1 Goal
2 Interaction
3 Game token
4 Resource
5 Obstacle
6 Information
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Act Construction World
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[Table 5] Vogler's Character Prototype

No Character Type Characteristics
1 Hero Service, Sacrifice
2 Mentor Lead

3 | Threshold Guardian Test

4 Herald Messenger

5 Shapeshifter Trickery

6 Shadow Destruction

7 Trickster Chaos
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[Fig. 1] Nectar Ritual Painting
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[Table 6] Character of Nectar Ritual Painting

Classification Character
UhR o 2 (2B n2k)
Ko B (B W anzk)
PEE BAX S AW A k)
(L) gkl of o (i 2 k)
o] 32 o] o 2l (@b K Anzk)
A2 o] (g8 E k)
ofu| el of 2 (b Fe ak)
I Tk AR 35 3
R EETiT
VHEHGREFD) o (8 R)
Hl (ML)
AHRTHE v Y (FL e JE)
(PUEBRZR ) S-uRA (B UE5E)
(

F-upo] (5 3£ )

Sl obg REQl Fheke wo

d
*‘r‘
>~
>
|
Ny
—~i
o
1o
Hx
S
o
2
ot
Q'L
rr

30
I
)
X
1o

e

2 30

2
oy
Ex

o

o
>
.
o B oo
|m

= 9

)
o
Ho
ot

(o3
il
=
o
o

. =
PR}
ﬁ&

X

fd

809
lo,
>,

o
o ol
s &
T
o jin
ok
£
o
fr o=

_N
oo
o

rr
=

[Table 7] Nectar Ritual Painting's Structure
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[Table 9] Game Elements

Roguelike Buddhist World

1 Retry Samsara

2 Random Karma

3 | Inappropriate choice Unjust death

4 | Achievement of goal Enlightenment
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