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1. 71]0]4 uﬂxﬂﬂ _E_/H
Aol o)

I 71]%1«1 = b PN Eav Ty
1. (AC b o} YAA| 2 A
2. Al YAz} TAAZZ B2
3. AF-AT ' e AE
v, Alde] g4 74
1. §8 7s3t 3D 7PEt
2, AlEdolA 7l T A
vV, 2=

o] 22 Y& ol(Gameplay)2t sHY A (Hyperreal) 2= ¥l Al Al 7] =5t

& =Bx2 gt ol2 a3 ABIE F402 nlrlolel S48 Fuel,
=4 YAIA|X(en: Diegesis, fi: Diégése)d] =<9 IS Folstal, A txE AlEH
ooz A YA e ARtk FAA A2 WREE 7N S &
olo] Al <Al F B = WEkal>(Assassin’s Creed Valhalla, 2020)& &=t} A
3D A A 2Hzs HFE 2o ofulxel A K, U A= Fe)

714 W] WYol WS O 220 AW FAEES TSk k. AU 7MY AL

o

* o] 2L 20209 UstefotiLe] x| o] oJste] 1TE %L(INHA-65543).
** HEAZ), o]4K, Qlelrstn ajatela el olstu), s, jinara@inhaacke



o] BAE Rl xR, AF-07|g= 2 AAIE "X Aa-A7le thE
AAZE AAs= A" A3 o stolw 2| sHA| AldE . s ojufxlEo] A
AP 2 Ao Agoles U E oA Ed|o]ol(player)= 2919 2o AU ke
N AA FFE viAE T HAA LA S4S BT Ade] e St &
A9 di el obdzt 23 Eeolshe Aolo] di/dolal, A E L edE FRl=7) of
yzk Eeo]e] S2jol met vglshs Fel=o]7] o], TAA Az
< 71T AR B GRS W 7120 A7 Al EHl=E0]
o] 71#E5S TUTH, AU AT-A7I-AS AT 21

o3t Mol A AU U EE njrjoio] =ehd = glow, 7 AlAA HAA

T 17

20} TYAAS ATeke AlEdol4 e olo]c,

S0 : AYSHOl, CTIMAIL, THYMR, 7HdS2E AlZ2(014, stolm2|Z2lE], of

Ml F2|=, dreat

2
r
e

Mg olrjol
-2-A|(contemplation) 2. T} 3§ $](action) =,
ZF(tradition) 2T} TR Ei= FF(present) O 2 FF3ITHD

F @20l A A7) Ztlls Gl M F8

[e]
PAE AT T 5 o, ol A7) 7MY F8%t E3fdle

ﬁ
fu
=
2
)
rlr
of

>

ok J
Felze e doAgAdol ek "AE Aotk 1990dH) 25|
AN s st=dole] digee HarE ¥ (Computer graphics,

CG)e} A+ AYA o]u]X|(Computer-generated imagery, CGI) 7]<&2] H]
obf WHS olBYh B8] of Al HYE UA A
(Graphics processing unit, GPU)Q] FA|th& 7g< 1sfAt=(High
definition) - Z7ZA = (High fidelity) 3D CG9Y &3S o]&E3, CG ¥

1) Hans Magnus Enzensberger, Critical essays, New York: Continuum, 1982, p.55.
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CGIY] WHo] ]2 G5fe} 3D ofuieo] 4] shalw} WHETE of

o
ol
1

brow

YA A Zezo] FAw AEstel 7Y $83% 84892 9
Aoty s stEgole] B MER QIEH oA 3
ZE o9 1restE Ao =N A22-EAY Aol A 719H
ot ARARE S A2E B o)A} =Sk AZEY S Fof Fof
A A2EE ¥ S50l ¢ Al WAooz 283 4 A =
AL, A =Rt Eﬂ AR ARSAE A Ao Alael 2

AYS =3 23} 57—1‘, =2, AL, 93 T4 A4 de 4=
Asshe T st=gol, AZES O, HEYT 5 d¥d AR Al
SHS o r gaite SAS deth esd9e] Alde HarH
oA TS AAL Ao AFEH, YAE HEYIE T vz
TRPHAIR HAE HEYAE Fof viEd wjx|(Pach)e} JHIOIE &

of oaf FAEH, 7ML HFEHU F& AlYU7](Video game console)
Ee TSR AnkE 77]50A EeloldEnh a4 HAE AYS &
s}2| #|o]of(Cultural layer)e} ZIF-E] #|o]o}(Computer layer)"27} &t o
o] ¢34 AT

2 A9 AdE WHEE HAER Z45Y, b de A
“]ﬂﬂﬂ‘/} /\}ﬂ g5 & @qgi/ﬂ ei‘ﬂ‘)]‘ﬂ—J Ael e

2) Lev Manovich, The Language of New Media, Cambridge, Massachusetts: The MIT
Press, 2001, pd6. “Eak4] dlo]olo] 3R ARISS RRBREIE Wb B 4
A, 2Eesl B, PAT A, viAI20} AEREA L, 823} uF S| 9. 2
*Ei glojojol] £ot= MFRe ZRA|AS JH"(p«'ﬂcket HERAE Bl AdHe
glolel 9f3l), R (sorting)} Sr5-7](matching), oF=pof W, HFE <lofel HlolH

x E.o] oh;]_
HFEE 7N R Sk w|tofo] wafAehd Fez-gAolg= MEe Sofu
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[e]

Amul ojyzt HE #HFE 7[HE v]t]o](Computer-based media)oj| A
A A== 7|22 g4x017] wmo|th thAl & A= FAIH 7F

A

i 21 2

g FEAE Balls 2H2d UXE Ade] S4S woh 4EH B
e A

)

njg] ZAE WeEEE AgAe
£ Pl gle A=A 23l 271 ofyel, A= W EE A
Yoz FE ofgsto] o]t HHo| 7Hsdt dYl F2E A=tk &4
o]o|(Player)®= <AC Hdep7t AlFdl= I =(Parcours), I
(Farming), HE&7], HE37], 241, 43y, A, gt 2|4, diqf
AUA 5o opefet AdEde] WAl FskA Hoh <oiil FZg=>
AEze A AARCZ QA =7} Al ZgHAto]=(Franchise) 5
shifolm,0 uff AQ) ehAE eE ==d°|(Singleplay) =

~
lo Mo o

r H
o
N
N
Ir o
l

o

3

o]t}.” Manovich, op. cit., p.55.
4) o714 AL AN A7k AW o A Bat o] paAL o] opiet
7V 7H2he] fxof BRE= Golth 7H HAE AlYelA 1903 NS 7H 71
27k A & Zdlolo] A Y wo] 2l Ao fAste] BT Be A
AY "reld 2 AGEE 228k Sdo]of7l Hie o] dXshe Ae W,
390% NS 7H 7zt iR E Y Foll HRIRke =N EHolo] AEEH Y T
H] 23 ARE SA o] ZFlojojofA] &&50] HojXe AS Witth
frARRE o2 F-8E= ‘Aol (Gamer) = Z2 Ao|HAH Aoy & 54
o8 AYE Eolshs A& F2 Lo Foh= AEE A7E 7Fe/do] Sitk ol
g BAR, o] FZ I 99 AY EHololE At LAL ‘Eolof 2k §olE T
Aoz ARGRIT) o] el ‘Eeolsh= A=A AY ZHolol nE A=
Aol Edlel2A 9 A elehs WiAY] B4 Aosta dY AdE B
7171e] &olslrt
6) ZFal. https://www.videogameschronicle.com/news/assassins-creed-valhalla-helps-drives-
strong est-quarter-in-ubisofts-history. 744, 2022. 01. 21. 2007d¢] A|Z}+E ol =
7P HZARL <AC EEE7A|, <oyl A2e> A2 oy mekd 85
Alelstar Z 12¢o] WufE|glom 20204 114 7|& F+4 19 5500971 o]4<] &

5

~
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I. AlYEel Aostr] - dAstd Yo AY

1 AL oiME Ed

-1 | o

ZA|slchAlE, 712e] QA A AHoR e $20] A -

3204 WFee A

O

Foht o AT A 2212 5 =S k] HAlE 2l 9l
ok sk 8o A A, AR 29718 24k ASE AL 24 &
Advke HAG AEd weket 4, agE A 33 o Hef AE
o SupEE), Joh AAE Axbe 2 Al2E SOl Jetust Hes
€ YZEHAEAY. O2|al el gehte Sol7ke &3 ofvl B4 ol
ol Atk F3F FEEL 719 e B BREY, vlad At olF
Lo A, dle U= L3S SABHA "k [.] @dolMe A2 3 Al
2718 S8 25 717 SAAEE BAL oluAZE Gkl o &
oM &2 e Ao HTHrk thA] Tl FokA e FATE F
5 AolA WA er X744 e5S ASTHA 88t s Teth)

st Talo] A7t B2 B3 AYWL AES AN Ao ATAet
L=

o e juge AR, AY Sdjojolis ol7]o] F|HE - ufes -

1E 712383 9k o] Alg]2E Aakeh(Brotherhood)d} 7] A Templar) Afo]e]
AEE AR AATE 55k, <AC 28%0>(2017), <AC 2YA|0]>(2018),
<AC @gel> 382 A3} 35 %togt BRE7|E gt

7) o)A, TATAE W 2o ThE g3t 25| F 7RA WAYE ‘gsie] 7hr) et
‘gstE ), RSP E/E S, TEdu]E, Vol. 08, 2021, 314~315%.
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AY VEZY T thdet oY degolaE Eejroez 22 9 Ao
| 22 2 Alo7h Al Aol AA7H(Real-time) &=

ok o o‘cf& %QL oA vtefrith

A dEHo]AE 2AetE H9le 7t Edo

ZtZ oz Waks gt 7 Sdlololzt e AE

oj2f] MI MES wEW AY & A= M=k gHE 0EF

o7 7]go|d 74]%1 % HPEE LEHOR o]FdlaL, nheAE FF]0]

= A "ok Al
ol o

4 & Aeele] g0 Belololel Yetol Rk wE WA & B
dlojofe] Eel&(Physical) & WSIH ZH4Ol(Virtual) A Eeolek
“FASH A B AP UL oulsick. Telm Qe slolx
2 24k B9 3h0) of L kA 2elt BeltA AE 7)2e]
At st 3 Boll A ThE ¥ Zom AS §71% A ol4el Al

o L.iﬂ %
rds

EREEEE u}b X*Oﬂ*i ARE A2 - 32 H31<h EMoon) 3

&

7F E=3F 711 4 Oﬂ@rﬂ %LE!J_ L 203 2ok 919 elEHo]A
£ Zdoloe] B} 71 7ike oA Edolojel Ae gk £t
A EFHAARE 7)1k A GollA Fof ke WA 2 7

o2 Eojuxl Ego|oj7}t 119 & Hﬁ = 74101 AEZH] ¢
H717) WES FEH A & s S S w71, Z9
7F WotaE J7Id AY & NYEE 2o Al%% g7, ZHlo]eizt
Yol S o A & NYEHE AYE Fol ke &) e 3}
S uﬂﬂi I%E 7] 2 EPT% e Esg g1 Z3h3t Ao,

Zoltt. o] u, Z|o]o]
=

N, e
m

o)
2

8) Alexander R. Galloway, Gaming: Essays on Algorithmic Culture, Minneapolis :
University of Minnesota Press, 2006, p.121.
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Fol A912 B FL5S AI9le] Bl ahel] Flo] o Ho] SoirlE
E23o] WolAE B o] WU4S o W Flo] Sol/Es wierelo]
ey DET ARE AYES o T 2 sl Ze 9Eg wo|
ol AYA ol o 2ol A & sitrel o A, el
shate] 9lelo] vx Zepu zu 28 B5ajol Hol
A = Rolug, F47t A9IE
oloj= 19| A o] Folxl YRE 4
et 0 oA Wollel el IFaoh e ol A
2 82 el £5 ALY ohleh Eolot 0] el v
Aol o) T Uaks T $HolES TEL o) Hsl 1k
2% AKSensory-motor coupling) T+ 71225 F3HSensory-motor
integration) 5= 17| B_—TL?SLO OJu| gt}

sk Aok Eeleleleld A3 % 4 S ohie
O 5o P7LF FANE WA 2F AL 2750, Ade) g
Al (en: Diegesis, fr: Diégese)) @} TR AR (fr: Hyperréel)10+= Z|o]o]
7t Qlejsks 2A(Action)3t AY % e} Seoks HF(Reaction)

X HE
o

lr

9) olgjdll 4=2] 2 (Etienne Souriau)7} ol AEH A0 Ea}ES JES AH R A
B AstHA @3t Ate] =Yt Afgoltt YAA A= v M| Al A(mimesis) @t 4 ©]
F MO, ofop] SholH AR RAPY 22 A% AN, HeT
of A% A FHo| ZAxd A uwA A} FElth J3ke] AL, HAAN A=
QAH Qa(47], EH*P v, o)A, wls, A E)Oﬂ ol FAE= HA AAE 9
ulgtth fAA A FE] AAPE JdE= 5ot A FEEE, 1 WE 845
< A AA< -ﬂ%fﬁ Axet {2 et %XH?‘&EPV (FaL : André Gaudreault,
“Narratologie des premiers temps: la mimesis et la diegesis”in Du littéraire au filmique,
Paris, Armand Colin, 1999, pp.55-69.) AlY 2] TAA| 20 Bl A= 37 oA S&317]
2 gk

TR = A e(fi: 0r1g1ne)°1| tf-&ot= A= §la FA(fir: réalité)o]] th-5-5h=

= AA(fi: réely & AJTTh o] 29 ‘THPAAN Nd-2> F HED R Zi% 7&%
ZGPEP ZefAo] hypers ‘FEO, ‘TE FOoE HYH 4 §lon, o] FoA=
HEgof2 o] A E FEOE HH3E QA9 ofolt]olE w217} Fitt A w|&
oo A= FAMF 2 Motk AEo] itk A BHEglofZ, TAEZAE,, 5t
B3t o, "ISAL 2001, 12%. AlDe] abg Aol ez 43olA F£8 Aotk

10

~
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o) ojTele Adz PR = AYE “Hatol FAlo FAom, 1
doe ety o Y SekAy EU GsAE Al dA 13
A o¥an WREA] AAR(Actually) Selojsjopst SH= miR|ckID

2. Al¢=zelolel 2o

Aol ¢l il K= RN ofyzt ‘AAR Eeolsh ) 7HAIE of
9. 2rhi w92 ol h AARKHAF[Linear]o]S )41 % [Non-lincar]
o [TreelolS) AHZH Aele] whe AksA Fgto] opni, 74
=2 HFgMirror of rules)> HU % obdg oU|t12)

2 52| A(Gilles Deleuze)7} F2] W2 14(Henri Bergson)2| 7@
A Alste] AAIRE A A QD A-A SR Z(fr: le virtuel-Iactuel)” 7l
B AlYEH ol e oladlishe ©l Fasith 1o wam AfE el
e A} 7hse Be AAA TFeAdES WARE Al S ok
AT A] oFe S ol=m, ‘AAskE A WAlE A 7
shu7h Hl2a AASHE FEE o8tk o] wf rhsAde dAS}
(Actualization)+= 3t ol AT, tfA] &afl F+Y5F-0](Singular) 9] "
s
ES

1
Nomyt dof 4 glom, uehy 2] ‘AASE e & AU

ofN et

11) Espen Aarseth, “Computer Game Studies, Year One”, Game Studies No.l, 2001.7.
http://gamestudies.org/0101/editorial.html.(FHAH Lz} 2022. 1. 5.) o|AH 2419 F&
QIEHE HAolA th oledee Halrh

12) #F31 : Jesper Juul, Half-Real: Video Games Between Real Rules and Fictional Worlds,
Cambridge: The MIT Press, 2005, pp.83 ~88.

13) 23l : Gilles Deleuze et Claire Parnet, Dialogues, Paris: Editions Flammarion, 1996,
pp.180-181. kAo virtuel: FWo]| whe} 7R Q& ou|shr| = sk, 58|29
Ndojol] =3t - A o2 HAGrh “d A3 actualisation)= A4 Q1
A(le virtuel)of] WA= o] Ut A1 A9 dAMI= T4=2d/E0]/d(la singularité)
o] EANS z'= why, #AsE  Alactuel) AL EAE AJAAANAA
(Iindividualité)o]th.” o] 22 =2 AWAF S22 7go] B3 o]= Ao 7iekst
SzolA] S el glomz, AN A o Mg Fsh] vtk ol
digith, Tmo] ek Aol Hak - Aol BALOR,, AR - ol HS
ol Z12lH], 2009.
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(Individual)o]|gl= EAE Zt=th14
SF =9 JdS A AldEEolol A8k A A o
2 EYo]=X] g2 A, ‘dAF = AU E=lolstr e, 1
AASE S EeolE Al FR: (P A HFA &
SN = AR 771 A 4] Fo] A oR ABSHA|TE,
dutA oz Joto] FHl= AAl= ou| 7hs/do] Sk o]9-9] Fo
th) AlYe] ¢ Z'l== oju] Al Aol ofye} 7 (Individual) &
glojo7t AYde AA= Edoltemy, & HAA 7S A
=2 o7 FEEE Ao 7Hth & J5ke Aol oln
S dd3t FH=E 7 AR AEA] A o= QIX|SkAL sfjA st
= A, Ade ApEAES 2 EEoleirt 19 A
(Individuality)ol] @} Aol AA| =
NEAR Ao A s AoREE VRIgL dF 59, 9
s} 'z oln] Aozl %‘\OlEi W HollA Ed DVDE &3 2+
oz o]Eglthd ] A7k 23 9l DVDoflA Yaks 2| -8 Alels)
Ayt Aoz OIOW He Ao] 7hssith 22y AlYS Edols)
= FE5ke dflelEr A9 I A9 Uk Y
ok 9l 1&5 W7t st Al 25l FollAl olojA &
o= gl 2hes] WA, e AldEEels ol glo] A om dAd

A

—_

Rl

N
o

_

Srlolde=y Inte] =S
[oR=1

14) E8=+= o]5 FAFY Y& (Infinitive) 1} E-8(Conjugation)S E3] Asict ‘AL
Zd|o|sltHPlay) eh= A € ShE A= %013%} A ¥ s WY
ANE Edolsiy AH 4 Hold IR AME-E 4= §loh ‘215G AA B4y olvt
WP AAY 2 AF el e o) Sxjel UAE A AECIAE B4
olgTH T a Aolthat R 2t Sof thopet B4 B0 TR ALA) % 3
Uz FAstEC) a1 Gilles Deleuze, Logique du sens, Paris: Editions de minuit,
1969, p.30.
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. Aol QAA LA 24
1. (AC ZE2het CIMAA F2

<AC %"QEP% e Zdolo] Aol A ZEsks W EE A7)
% olop|E wet Edoleith %
A <AC % LE}>°1—E A#RDAQL olopr] 25 wet AgS 2] fI9t
TE(Hien o Zeol7t ). T Edol= A9 /\Oﬂ 7N =
Eg-24] A U(Story-driven T Narrative-driven game)oﬂkl XA 218
= Ut dES e AFRez We yople EdolE gtk
<AC Tep>o e B 941717 HiolHo] =& A3 oluke
< A|(Great Heathen Army) A|7]E HjZA SR 3l wlo]7] ZALR] o
olmEsl TS} dFUse] FABH AN el A A
WS Gt Ao|  ARe|)

3, Qe W vel AAESS| o

T

() Zloleh Aziol sick, Bl Edols
£ YA BUE S A2 ALm S 9 ofe) el
dolg Ba 2Ee 99 e asEe] BAL 2 3
HO <AC SEERE 27 29| SHAF oI B A U
Foll WA of® A Felo| TR 2AS T T 4

T S
YSUE, YR TREE 579 PYMap) T3 feleBe] Azl

12
olt
o\'
ol
2
u—o
(]
S
o
N
N
™
i)
=

b r°4'

15) o] 2ol Edolol7t “dH Y EXES o] fleiA Ald F3kE 2ol
FEoHA s P Al F77RA HAAES ORItk Espen Aarseth, “Quest
Game as Post-Narrative Discourse”, Narrative across Media : The Language of
Storytelling, Lincoln: University of Nebraska Press, 2004, p.368.

16) ekt Fcre] Sajolo] Pt A P t=ojs TR =B ] iRk o],
QlE|eEl B Fuo] Fekal Feo] Hao] : <TIERO|E H|Y FH-& FHOD,

FolRZel 2, 598, QlEZel=23}3], 2020, 219~242%,
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552 et sl AukEA] UFY AW E WAS - UAE P
B UKl AR el B skl As] A e
B WA, fER), BEA], AR AAE], &2, 250, A
by

o A% B TRt A AAE EG Fue] Sdolg futic

<AC Wgek-9) AY & AAL & ot aEAsher. ofolnz, A
FEEe} e, Pt 2, uwr Sy, sk 2, dlolEa, 1
o BARE, 947) wEgolet JFAEL] A FL EAY Wi A
thh Eeflololi Azele] dho] BAAL AAA AAT ol o]FO
2 79 BE 378 AL WolEelth o] Fof <ol4l Fe=> A
AR A UL SIS DN 7185k AR A delel
2 the] FeolAZHAE DNAC] A5 o] AgEd], o As &

ol 1 71912 A1 = Sich ol AH8A9] DNAS FA] 1
Lol AT 249 71oe TRl Gl AAsks 7 A olch Ee
oloj7h 2} - Alofahs AL of sHbEAle] AR o]
‘ulgolul(fr: Mise en abyme, Z4 )2 4714171tk Aoleh 7t
A QoA ofum 27k A ZHFEAle] S] ujRolck /)
ol T A & @Ak RAlel FRE & ofd el |

AY ZH= & AAE, 4715 ide 2, HAA L 2 A
o Uk AL S Dol Aarsto A s e,
e dEshe wH A A(mimesis)” AHEY S o2tk mHAI A=
e Wy =2k 9ok AlY S 2ol olvAE &8ss =okEE
2of|A 53] AFAer I E4e =2lith A7l 71Eet I 719

= AR golA Qlel, FRI7F ouAE EApat Aoz &
Ao dide o7l wiZelnt yobrh <I1go] U gy, ‘CGT}

st 9 E?ﬂ% 2 27 Aol He uid £ A

A= omAE AHsh= oot o ofn||
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A AAE AR A9, T ALE ] B & 2
H

& (2)HA AAoIH, “OlolﬂlQL ﬂoltﬁ XWOLL A= AlAl0l 1
AEAE FASHE AE EFste] AAEA Y B AAE Xl%"f&
ch17)

2. AYel CIMIA|ARE CIMAAK St

e Zdole] AYe A EA F sl A-AlE YA 5

Hl AL AY "ARQD gaxolth!®) Zl-Alo] Ehe 2ol Al
S 2 <gl.mi>(Pac-Man, 1980) H+=CL19) Ao Zdo]oj=
Zo]7F FA] ‘B71=(Cut) FRgol A 2244eh= A FohAl a9
- WES0] AR £i1 £7]= A HARE ‘Al(Scene) = AR
th Z12]al o] Z-Ale) gk <Fl-gi>o AEE AAE F= Aok

<gl-ti>o] A LAE, tjFite] A-4loll= N eF A Apof gt
ui7d Argo] SRt Yo ® APd FAEC| dgt RS AF5to]
WeEl 2 wetoll A =24 Bl SHI dlE S0 ool Ert &
Y A oA 2e FEE AUt o]F, dEn|9} tidtehs A -

HoA, ofolnErt o m thuishA B =S AR, F1 A 5
TAZ AT o] ZLAlCIA Fedlololi Al A WEI AR
17) A 2Ee vz, A 713k, o4l o, Btk A AAL 2009, 387%.

18) Rune Klevjer, “Cut-Scenes”, Routledge Companion to Video Game Studies, New York:
Taylor & Francis, 2014, p.302.
19) Ibid.
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th20) ZE]-AFHE| E(pre-scripted)F] 1L AT -2 Zg|o|o]Q] 7]7]of A
AA7EO 2 o]|RoiXE, 1990t =4 Za] #t(Pre-rendered), =
oju] &A% FJAK(full-motion video, FMV)©o]E, (F& QujoA9]) &

g7k da e I3 FHet fAksiekaL OHH A-4l& AnrE
(Cinematic) /\]—:ﬂi’ﬂ}i Hayjz 3ck2h

Z2F - Ao} E st Fold, AT sk Fatoldd, Al 249
Zo]= "hE A “x]ﬂ?si?_ Z%OI(fr: transfert perceptif)7} =" c}22) o
= T4 2T u, ‘Al m=op A7
= HA Oﬂoliie i“‘% oA HIZsh FojuEA & W, &2 A

(Slow motion) & &2 2|1l -o}s}A ssh= 2 US Hial, &g oo

L o2 FA2A a8 A7 FA2A BYsA Bk ofulxe} 4
B AL NEES A7 WY A B B AAsEA 52
Ao 20l oo G2 G () AYS T, H2 AU 7, 3

(Object)o| A FA[] HAA|
(Subject)o] 7| = &}r}.23)

>
<
T
o
i
=
_0|£
2
o
rr
N
é

20) && By 7|9 sk 3 AK Solshs FRto]l mAE ), & dupy wlHst
A Z-Ado] SAsh= 7ol wheh A9 £(pacing)7} ZX*FME Rias

21) FMV & Z1-A12 1990 ] 25 =Q1E o] 1990 S-3xbef 713 A= o
2 ZEH oL, 2000t 28E 013 A9 AHE FFUchAL s FRsith <AC
W of mE A1 e mlE] AdE Aolu AARRe R MHYEHe AR
H= Ho] g, EHlolol7) AEdt Ay shd HAf Ao wef, & 34 44
of mek sig A-Ae BAF = A EER| 7] wielth

22) W=, kol A, 142%.

23) Rune Klevjer, “Enter the Avatar : The Phenomenology of Prosthetic Telepresence in
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p.19.
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A Study on the Hyperreal of Digital Games:
Focusing on the Gameplay of Assassin’s Creed Valhalla

Lee, Soo—Jin

This article attempts an interdisciplinary study on the topic of Gameplay
and Hyperreal. First, focusing on Gameplay, we pay attention to the cultural
and computer layers at the same time. Second, we explain the Diegetic
lure (fr: leurre diégétique) as a key concept for a comprehension of
Gameplay immersive. Third, we define Game media as Simulation and
explain how hyperrealistic materialization processes are realized in games.

As a concrete example, we refer to the narrative-based single-player
game Assassin’s Creed Valhalla (2020). 3D Digital Games realize a very
high level of fidelity of representation thanks to technological advances
such as Computer Generated Imagery, Game Engines, 3D Modeling and
Real-time Rendering. In the game, a boundary between the Real and the
Virtual is blurred. Beyond the physical world of Hic et Nunc, the game
become more hyperreal as if another world exists in /bi et Nunc.

In front of a screen where high-resolution images are rendered in real
time, a player experiences the Diegetic lure as if his controls affect his
avatar in the game. The game is not an object of gaze for appreciation,
but an object of participation and interaction. The game is not a fixed and
finished product, but something that changes according to the
accumulation of gameplay. For this reason, Diegetic lure increases relative
to another visual art works. If traditional visual art works, including
photography and film, are based on the signifiers of Ca a é#é, the game
is based on the experience of Being there now. In this context, the game
cannot be limited to narrative media, but considered as Simulation media.

Keywords : Gameplay, Diegesis, Hyperreal, Virtual Space, Simulation, Assassin’s Creed,

Valhalla, Matrix Awakens

F09: 2022. 03. 07./ AAIY: 2022. 04. 14./ dArd=Y: 2022. 04. 14.

182 71338t A+ A|70"



