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Satisfying Desires Using Auto-Combat in Mobile RPG

Chul-Gyun Lyou, HwaHyun Kim
Division of Digital Media in Ewha Womans University

2 o
¥ A7 muted RPGAA AY AsgeR 498 ABAT J5e] Feolo &9 %
e Ampag @b ol S8 WA AEARe] FEL B4 ARH Bdolo A A
EE FoR REH AFAT 9 AFAEE BRATh ofF 43 Feo] FAe =
Zalol, Zelloloe] el Ude e (Lacan)®] SolES vlEtow AW usi o i
BEA ABARNA Felolols S¥E 242 ol 0% ¥ wAE FFaw 4L §U
AHa Qgem, &uel dae ARAe] wolwst frh v g ABATAMe] Felolo]
= olele] e gusl olaeta, AFA Fek o F H5W 4 ol wAe il U 2
98 AEE AAD e 49 AT Taolelrt @l e A5em Uw 1Rol
stk A2 9 Hn A &we) g2 el Fsl Ak o BN AEA
RS0 gae g5aes FA0 434 A9 g

ABSTRACT

The purpose of this study is to analyze how auto-combat function in mobile RPG
satisfies player's desires. The auto-combat is classified into two types—complete and
partial- by timing of activation and degree of control. With elicited aspects of play,
players’ desires are examined based on Lacan’s Desire Theory. A player employing
partial auto-combat desires to master higher stages with perfect or flawless control, and
one’s ‘object petit a’ is to be the difficulty of the stages. On the other hand, a player
applying the complete auto-combat demands to fully comprehend the rules of the game
and to attain the rewards of completed stage to build more competent characters. Once a
player acquires the desirable object, one recognizes the illusion of one’s achievement and
seeks for new objects. In this succession, auto-combat function is utilized as an active
action of willingness for fulfilling one’s desire.
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[Fig. 1] Flowchart of auto—combat
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[Table 1] List of game contents of mobile RPG
providing auto—combat
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@] @] A A @]
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Raid A A A A A
PvP A A A - A A
RVR - A A A A
Daily X A A A A
Dungeon

O @ Total Auto A : Conditional Auto,
X @ Manual, - : Impossible to control
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