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ABSTRACT

This paper analyzed the body images of the posthuman characters in digital games
and the nomadic subjects formed through gameplay. Nomadic Subject is the subject with
a complex and non-single identity that appears as a posthuman identity. The player
experiences posthuman subject directly in the process of controlling characters. Body
images of posthuman characters are categorized into three types that imitate idealized
bodies, deform the bodies through articulation, and extend the bodies through equipment.
The player builds ethical identity by making choices under the constraints of the game.
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[Table 2] Ideal body images by imitation

Part

Character

Image

Feature

Head

Kara,
2B, 9S,
A2

Both male and
female types
have distinctive
features and
ideal

appearance.

Body

Markus,
Conner,

Kara, 2B, |||

9S, A2

Image of adult
male is
muscular that
emphasize
strength.
Image of adult
female is
sexually
emphasized.
Image of yong
boy is
boundary form.

Hand

Markus,
Kara, 2B,
A2

Adult male’s
body emphasize
muscular arm.
Adult female’s
body emphasize

the line of
delicate arms.

Old android’s
body emphasize

aging skin.

Leg,
Foot

Markus,
Kara, 2B,
A2

Adult male’s
body emphasize
muscular leg.
Adult female
wear high
heels.

ofl

o 1 2

Mo O 8 R T

[t

f
:Oég‘
2,
BN
sl
Hl
Hoox
=

o
[
o F
ot
oy
o
0
o,
=
Ir
X

[o
o
1o,
N
rir "
L
ok
ro,
=
1
A
il
Ho
=
[A'O
of\
1o
o
ox

Holx &= 44 aago

o]= 2B, 9S, A2%¥ W7|3

o 4

o NN
i,
=y
)
nt
¢
Iy

2
k1
M o mr Ky 1%

ol Qth A29 H$-
2ol Br|®, =9d
wo] urh

ol whg] WAL (Anne Marie Balsamo)©l
W AAE 2k A oA 7 YEbeE W
webA B ow gk ALS] A Aol EAE @
A% 4 ArH14]. <HERZE: H[H Fu>i
<Hol: QEwtER>o] A E = A F ou] X7t 7
stel QIZFe] FAE atiE AAgeh oprt ol

2ol A AR gy uAddd AT

oS

o,

> 8
2

]

J

°
12
>
o,
o
=
=
=
o
foff @
il
o
X
g
= o>
oot
[o
[>
=
ol
0

0 ML

X

ol

k]

b

rlO

o

N

tlo =

%

v

A

m T

2
fo

i

=)

o,

V

1o

il ol
o
N
rE
rlot
ox.

=
i)
lnl
Lo
2
—_>'£4
(]
=)
>
rr
)
alss
g "
o
]
N ol

Nzre) 74 sleks Aol Bnd oholal

128 | Journal of Korea Game Society 2020 Feb; 21(1):

125-138



— An Analysis of Posthuman Characters in Digital Games —

SEY Pas g B
AR 2EeA A

© a"e ags A

i, Ky
o L
s
Pgﬂ o
Il )
i ox

e

-

N
>
2
ol
L
!
o
=2
)

O )
oo o

N
>,
)
rot
&
[\
Iss
O
w
o8
Do
t
rot
-0,
Y
>
>
tohy
ot
=
u

il

w_;(]

A Y

Iomx dn o o oY o
Y
o > 2
rlr
Y,

QA7+ M et FEAES oA LAE oln]H|
IR A PSS T
Z

ZEA E o,

MR mEW Be drE AR WEd 2
& o MBS AW Byl gl F o )
1A, AlslH, ARH ezl AgE Fitold
& QUH15). EAEFY A A4 Ed vhe
@ EAS A A Q¥ Al B A
B A olulA AAE el A onAE B
A9 9, ANAA ouAE Aze AAw Ages

|4 Aol o]Fo|xi Sl
AAE AsA7)= Aol ol AHEIZE 914
& Ake 2 AHA dAE 28ET

X2EFH e AA AFe 5 x| I
B2RE Aztdd, <dla 2EAY>O ZY

ALElol A e BeAze] A= enlet 2}

rE
ot

o] AAA . TS 4§ HF TES S
7Fzl o] e el A Bl JFEA Hd A
= F9lel &Ho] Ptk 2ol wEW A9
AL ol ERlAe] AZ] ik FrE U
A FAom Ble] deagAe wA bl
AT AFS FEsEe Aelviel A4 %
= B2 EAN A ¥H B se F59 A4
AllA gow ‘A wuirt Extet 2b=o] gkt
A Fell AAAA FHe=d, ol Feo® JEY

AAZE e E AT 8-S Tl v deE &

Aoleh 2 4 3l

[Table 3] Deformed body images through

articulation
Part Charac Image Feature
ter
Enucleation eyeballs
and replacement.
Microchip can be
Hea
d Markus removed from the
forehead. Skin can
be dismantled and
bonded.
Hand marks on
Sam .
Bod entire body, and
Porter
y . cross scars on the
Bridges
belly.
Sam Porter Bridges:
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L hell
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[Table 4] Extended body by equipment

Part Charact Image Feature
er
Concealed body.
Comm- Removing the
ander biological image
Shepard |§ of the body and
Body ’ ..
, Sam replacing it
Porter with a
Bridges |Sbl mechanical
body.
Concealed hand
Chell, image by
Arm, | Comm-— weapon. Extend
Hand | ander the ability to
Shepard interact with
environment.
Leg, Comm- The shape of
Foot ander leg muscles.
Shepard
The body
Whole| 2B, 95 ogerates .a 4
single giant
machine core.
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FetbsE ddstd 749 BEst Aae e AL A 55 A" vk dEe At o
Ak, Zpale] fEUQ] =9 A ETt Asst, A Feolo] JHYE O] AAA ] depint o] A
ol g5 t=Rol=E whul fnk 28y Aol A MEA 5 W3} of o g FEE He e
S S ctERolu: S Hal Ao AF e, Zdlelole] MEo] waba  E#olo]
L= stekste, Usol 1 AlAlE ZAMSHAl ®Th NeE ] &213 AAde] dAHL Aol e F3F
oz Felolojo] &ulA e wepa Z¥ofof S vk =3 FH NPCe 3s F8 <7
N o] FAAo] niyar 3 A= te] A= 2 AEES 58 F = olu ofd A=A
7F WgtsHAl W= e AXEA, SHelos A 5 al2vpe]| webd geket #AlE Hojud
2ol Aee digk A3g FAAe® AAsH | Atk 7FE Q17E, BIQIZMS xEE] thst T3
L= L= A = 1= ) Bt | ] B = R i e e ool &2 TN BAE 2E 5 Uk F ¢
T8 77F dojuvbe dEA e AHES 3" A Ad Asdelegks 7 AAL 7Y AHYEE S3
A Adex] F2erb sAdsked, 1 3kl Eelol A, dJd AAY] 184 A AANS S8kl B
o AAE Yike wIIHoR Eoprl oAl Al A4 AHHE Sl = e Aotk
sk 4= Q) ol9} 7o ZHolE EF3I &84 HA =42 Zgl~7HGonzalo Fraska)ol A
4 FAe AAHL HEdA oL bgFH ol o5 Ads S QIS A AEE ‘Si{— AES
¢l FA = vepd 28] Algdolds 3 AFE 4+ JvH29] E2EF
<HERO|E: H|H FH>9 A< A9 #7] A AYE7E S Ads B, Feloloe
= 72 AMEHY S AAEY Utk & &9 ol5e] EAY ZhAlol wiald A, Ao w
7hetel g A&HA FE gke] dyxE ekl AAe= Al Yozl AAl XAEFW] #
AvkE &9 dAlE AR YEepdt) b Aol A Aesta st Fe shAl Ak =g
A2~ 57 g 154 wF-olA] e = AdEdele] 272 JFAFE F54 FAE 3l
zradgy @ AdA gEdd BEFete] dis nZE olw| A7} opd ) MEe] we} F]lgle]

134 | Journal of Korea Game Society 2020 Feb; 21(1):

125-138



— An Analysis of Posthuman Characters in Digital Games —

=2

N
BN
o
oX,
2
x
o
m
flo
ol
o

Lo
rO
o~
o
o2
N
1o,
=
>
T
o
<

Joahgol neh f54 FAYS TH v 5
o

Atk 17k} H[QI7be] oAbl FEEoF o)
= A S dellA, A" AlYS EXAEFHL]
7HAE ARAR AP ow AFstal vk

2 =ioAE T2EFHS Yoo JEHEH=R
ek A 5FS AT o= AAs 1 o]
Aot BAEE FAY 1 Ay x2EFE A
B AA vIzte] M-S st 73, 7he
ool 7IAE Ass 3, g s S5 2l
AE st FIor FERIAY w3 FAEFR
d AgEHE A SHelE B deHor wE
o] X1 o] ARl AAE T3l EbAF] AMSA A=
glstar, FHIe] JoAEs T A AA
E AT o] tE AlA 52 A9 H9
s S AlAle WEs SElA ATEAE AlA
89S Azt Wstste AAEA ATAEE A
gE9] AlA olu[X|o] FHoloje] fEA A}
7hA| o] FREHEA HFA R YE= E1E
FHogAM FHA FAH IS AFsiA =
t}.

ok 2 =2 thdst F29] AJS FE X
2EFHe Ao ARt EAstE A, F=
AMARERL A F 7| A-IZte 2N HEshE X
EFH AAE 7 AYHE dideR & A
SHAZE Atk adel B etal vEA ErEFH
el oA fAE Aljlel] vephd Z#olo] A
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