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ABSTRACT

In a game, the visual environment element is a means of expressing the intention of
the developer, and is mediums that enable the player to gain to play experience of
interaction. In this paper, the player’'s reaction to the visual environmental elements of
the adventure game was patterned with a collection and analysis process by empirical
experiments. The data collected through the experiment were about 10,000, and as a
result of the analysis, 24 types of player reaction patterns were found in total. This can
be used as a guideline for game space design by matching the properties of visual
environment elements and the reactions against players occurring in the game play
process to examine the play experience.
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— Patterning of Visual Environmental Elements and Player Reactions in Game Space of Adventure Games —
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— Patterning of Visual Environmental Elements and Player Reactions in Game Space of Adventure Games —
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s 1

N,
fru
)
a
Z,
=
)
>
wn
=
)
a
=
ey
o
ks
)
)
—
rlo
ox

o

# AES 4T oo Bge AEno
gl 2 viehgom 1 oA Selo
thorel A AL o

v = =l

<

<l

I
19
_O‘L
I
>
N
2
o O
o
(o]
b
B = o
jale
I o o l@
L7
Sufgiu}
e oo rff roox

o2

o,
o
>,

)

®

v

(7

%

oY

oL

a
1 o

2 T ot ox

M L ogd o AN
X 2 N
y Mot
o > Z
2o

= 9

o wn
X

UO

off N Im Ho

Journal of Korea Game Society JKGS | 143



WEW%M T o Mﬂ%ﬂwi%m_%ﬁﬂ_ﬁ_mxﬂm E3
o oy o o 1] < S OB < ™ o . Wop it
w o R T T N P B O_Lwﬂﬂﬂoﬂ%s%oﬂuhov%% i
Tow N =% |2]12] £ EZRTeswewl T oo =
4 n ol o = R o ER X o M
o w o Moo W TR R T T R R ow
o N O_ =y 4_ Wc = ZT o .Q ZT Lt ‘_lqm = Gy “W‘_ ,mﬁ ﬂ M 1_
N =~ < Ep T ETE TAew W % =
R TR ) 5 I I L o) O o v
il T R oo om T & W & do Pk = L gl o o T
R KR X o = . H RET o VT 4 o <
N o o BorR Ty < 3 iy E . Hp ~ D_ " T R — X K 3
TR g e L |G| 2 ﬂﬂﬁur_ﬂﬂﬂsﬂu%%@ﬁrﬁ% o
) U g — m o p o = ~o o P
QWS,JloTuUm%i%W S 2Z g®m YL Bdm oy <
A X 1o . o < I, o of XX w g o oot oy = of
E n T T =) ol o o_e o~ ay EE < I~ ,ﬂ! — L T — — ] TO
2 el S B AT @™ o % PR ER
W K 1 aow % O g ) " o 4 ﬂoﬂndrwﬁm: B
o | ERRTY = o = o S T oo o ~ 1dr| W oo Rn . B! _
® oL X o ogp X o - _ NCio - % E o _Ea@lﬁoi%dr = uﬁ
TR0 kB NI g ! ST L NN W e N
I W =< O a) o - 5 T o b ok w T o /o <
v oomx 2 s v ool & g7 %s 0 I A I
ROEE TP E T A = andRrrwwl wEwodF e
MFE T R ok H N X OBT AP FETRIDPT PR
~ o T ReR N R B A R oy T o N B P o H N
o~ 3Z_Eﬂ,mw@%ﬂﬁﬂ%noémoéi —_—) I N U
A == < o " . R A oy Al B E X
Z XD Mt E YT T W wl wl & XMoo
! e ol T e DAL S - SR Zl |z o o
s =m .op 2FXWPTTEXFE ) s m Pl M
= B W RN T E < T o = Bl R T
A e N I TR . - SR A L
g g R A - SR AN 2 g Tow _ P
5 ]Mﬂu&iﬂo D%Hoﬁoii_.ﬂﬂw A = 5} o R
£ o = Ny 7 vmdr < > M n £ o AW odo o NV
= fav P _TAZoh vl o+ 2 PR uww oy
= o X - 0 X : ]
B HLSaw_u%@ww@wmuﬂoTD_umM%%% Wﬁom «| °© m_ﬂr.h@ﬁﬂ
& ﬂE,_wiﬂomm1&mqﬁoS7oﬂu%onM %mewynlms Z ﬂﬂ?%%M
E oS TP IRADAT ey 8o £ R TER g
S . e T TErwS IR E®  ogp LS SN
E o iTOe e s B E LK 5o g o gats
= = m _1_@ K 7o s ol i £l ay W X T G = Tog P uj xo
- 2 T o W m WL o o T K = — Z o X A &
N e o A TamwE®T Trxk NI NN S wlgyw
g VP gw IRgde H4lcgm <z |0 o oS __w N
) A oW T e A PR 5 n i = R
I T A S L I ) = o MET T
XK oEHFAFTDTPHET = HFT R P Wy Mo X R E

Main Patterns of Element with SM_1

Fig. 5]
21(1):

[

s A

Fol

S

tojoj 2

3L
=

ol

4=
=

o]|Z& SD_39

144 | Journal of Korea Game Society 2020 Feb;

139—-148

Hrt.



— Patterning of Visual Environmental Elements and Player Reactions in Game Space of Adventure Games —
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— Patterning of Visual Environmental Elements and Player Reactions in Game Space of Adventure Games —
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