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ABSTRACT

The cultural status of the game is always compared with the various area of art,
and this discussion is continuing from appearance of the game to the present. During
the same period, the cultural influence of the game is gradually increased, but public
awareness was significantly undervalued the artistic value of the game. So, the change
in this evaluation is needed in order to constantly maintain a cultural influence and to
provide a positive influence on our society. Therefore, it is required that the research to
prove their aesthetic value in the viewpoint of the game. This paper explores the new
aesthetic potential of the game through a discussion of various similarities and the
relationship between games and art. We look at the views on the game from the artistic
point of view through game art and art game. And it find out the aesthetic subject and
value of game. Finally, the approach through features of the information aesthetics and
the generative aesthetics helps your understanding of the game aesthetics.
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[Fig. 3] "Heart" spray by AM.S &
Velvet Strike, 2002[13]

h)
juies
o
ik
2

Sl Hdste] Apale) HAA =

Adshs FxUAE RoF= ASJotEe]

e

= (}3\}]:]_ ?_Hj] _U]_ ﬂ % Eﬂ o] L‘] Anne-Marie Schlcincry =
o} %]_ = i'ﬂ Joan Leandre, -1 ‘j/] Rl i\:] 7H %‘__Br()dy Canon
el <Velvet Strike(2002)>= FPS  AY<

o,

<Counter Strike(1999)>Z o]-&3%F 2Fo]t},
Hruss AQe szesoly EdolE %
Ashe A g AY 246l 44 Askel A
e dehr o g 22 g g
+E A E glo] =19 o & 3} of <Velvet
Strike(2002)>% WEAAMYIS Falw gl o]

g Ak ZHlolo 5 IAtolEdA g F
ol W mxle] onA S teRESe
doll shA T 2o AYS AYAA A A
o &7 Qrollq Zdololrt HxE sk e A
i T BES FEY F& 2E i A3
REE ol w A 7 e Al ®l 13,

AQelet e dertel o mu

2.2 OIEAIY

Eluh] gzliny Homesis ol selo] Azt 4
Ve 34 el =Hste] ALEH Ee AL
HS AlFsh, Aol WAoo oopr|slE dN
Ao freel2g A AFolgka Holgitt
[14]. 28y E=9] Hoz2& olEYdvte] 540
B seuA] o, sl AdolEY tx™
olEe}e] o] BTty WA W TRA] F ARELO]
OFEAIel g Hele wlad W 545 Ko

2

)

-

¢

—

Fh o olEAYe & &, agu A9 2
e ofd ARES 97T & Yt AHA Ho]
Ade ARSI Qa4 AQel R FHesE
?_] }g,i;g'__g_,\élnteractivity 7“?:1 U_“ﬂ_‘:}iMechanics’ -1
g3 Feolo] HEC S AR 2 Golunt
[15]. % AQS AEL A% ARE AGahE Aol

o WA AMgEHE Alolth TeEE T of
Aol Fo8 Bresrz Fae WAL A
2 B3 Agsolel sluz 1 Ankze] A 3
9E AU glolof gk A4 g,

o n% |m

134 | Journal of Korea Game Society 2016 Oct; 16(5): 131-148



— Aesthetic Potential and Value Characteristics of the Game —

R N T oo PN oY TR W R o
B o F g M &r%dﬂﬂwﬂﬁﬂﬂ%ﬂmwuﬂoﬁfrﬂg%
Nl ~ o o 2y o8 ® - X Hp -~ .o g 1| v L
T X = G ow . I F MW
R~ R ) Ko ¥ i - R T 5 drmﬂ%ﬂoqw
o) o) T ¢ = wrﬂge%mudﬂn%mq%%drﬂmﬂﬂuaur
oS — —~ = —~
R © Tog® B was XLy aw ),
T ORR AT ) o O#E Ot ~ ~5 — q o :.L crv ko] — E.E
T oy OO SEC - M_zo@kwulﬂ_mEATL%HN —
=T X W g . o e R E R R =
i X ~ 5 o o — o il _ m Ao
T ) 5 xWﬂmEzﬂﬁ_aﬂﬂﬁfe_e%ﬁaﬂa%ﬂ%wﬁ
-1k o o W s ® 1 ! — o Mr o = B B T =
- 0 <7 = = LEﬁ ]ﬂE iy B3 ) 3
o o 2o B W et s 5 4 O g W o 2o oF - zo%% =
< T 2 E 5 o WP W o=y B Hop T wow
oo ™o B|A) r 6 = AN = N o o w0 e O~ =F B A
o T o o = - = B 2 D~ o o 9K o o oy < X W
ey ® o Lﬂ b - 8 = ) oy o W o K oW o=
%a%n_rmﬂﬂ m ) nﬂ%@‘dréLemﬁﬂ_ﬂo%mimﬂ%wmﬂ%aﬁ
EREETE SoMEEEHe T el Nl aee T L
N F e g Ex g ®BL T w2
o = _ A TEE NP R B oo L R B ©
wp T 4 M o o ° T Mo o = T = Wk
of T T T T G B T LA G S SN s N : N
7o g B Mo Jl WYX AT THRAATETET AR TN
%%.ﬂﬂEM%;o%ﬂﬂﬂﬂﬂ.ﬁmﬁﬂ@mﬁ&ﬂl%.@ﬂﬁ%%
= = ~ = — 50 0

SEgIiITeTsiaiiipglziTiiiiic

S o T RE T of HoE N oo bk R w T

= SRR T T RT TTHE W o F T N N

© TR THEAFE LT WTFTRL R —H DT BN W R A

E fm o c, P ik _wRa S NEBEERTy = Uagd

S E"® 4T ®BRXELT L yxXdmghm et ww LW

8 ST . AR g X®BROCHE® gl S e  FEF

- 25 R - T S i A R S N TR -

oy v = T X 1o ﬂrLumo,mo — o = Llﬂ;legidlur ‘olPrEE&l‘o|

& o up o X o o < o Gl 20 o

g Tﬂwﬂﬂ%_5_#oﬁefmow#%ﬂxﬂﬂﬂ,ﬁﬂ}ﬂ&rmﬁoﬂn%%ﬂn

2 <1Lrﬂ.szl.%__ﬂduﬂﬂe#aoiﬂmo_moovﬂunm%ﬂn_uﬂ%ﬂdWﬂHlﬂL

T o> B T 5 w N D

g = aMW%%Q%W&WM%&@%W%%Hﬁ%ﬂ1 TR

sl Ry T E ey g S Row Fogmm o R ek N

~ dd]dnﬂ&.m_. wmu_.ﬂaowmgomoﬂ}rﬂo%ﬂoﬂﬂ%q&mﬁmﬂfﬂr.00

% & 9 ;%_nilmﬂ__ox BT O R PP RNE®DE

ERTPIE  BeRAPE XL TRPew BT R g %y
auﬁmwmhm,o#ooﬂovﬂuxqﬂ%ﬂ%%ﬁmeiiiovo%EeﬂA

— 2] 0 e

EoA7m_@1urﬂgeﬂova_oWﬂﬁaT R I

MR B TOHF | FIFT g o HOW OB o) B X0OR AN T

N oMo T oo AR B W %o ke SR X N K o BRI N BN T OE oof ¥ N o

Journal of Korea Game Society JKGS | 135




— Al vsE gAY A S —

g 5 ool =44 o w2 A &dE 5 9
A Ao 24 Fdelose] HFT ddL 7=
of W Atgd FA des T AN VE
Afolol A wt & FASE Aol 2o A
=< A= 2D F4 otz AzE Y. 1
v Fdelolgol A AAH, LA FHE
o A AlaE dazhgel d4ds 72 4R
oo a2Ear azk eojek 22 AHAR o=
g2 AYE A A Ade T84 ==
{ AFE3 2 oy

[Fig. 6] Journey, 2011

oM =AY vlasA <Journey(2011)>+=
HEzdom de 48z Aldolth o Ad Al
Q) 7wy hateamecomany 7} ) gjol GedHow 2 A4
TS AT wiEolth o] AYL AT Zwo]
5L <Journey(2011)>7} o<y Aol Ao
whol gt w7}t

= 2yl
<Journey(2011)>¢] A& Iz oAPS FAZ
g AdE AlFERE AP AUA B A9
o] Zats|of st o] of Ho] AFHETE Fo]
o]7b gt AntEA AR Solthun F4
AR AR, AA F
Aot Fdolol= AlHhE ZﬂLﬂ*‘E 55 AlE
A W= Y5

e g2 v

gel olWAE  Ba gAY F el
(o] H
PR

o5 iz ol
glojoj Sl Al g

=
il
ofd

ooy &

S
o
o do

rie ol
2 o
o,

v W
N

X

o iy
O
I,
ﬂo —_
oy
or
myo

o
=2

0y
2

o
o,
o
2

~
>
k)
ro,
=
9

fr
ol
oy
[m
S
L
N rlo
~ y ru
ok B o
* W
= N
> o =
o2 18 e
TS oo o
TN X
X o
&2
~N
R
e
=2

2

1o,

| 1o,
o M
tlo

ra,

i

=

kY

o]

2
ot o
oL -
1

o 2

t}. <Journey(2011)>2]
H]— iﬂ]enova chen_g_ 7_“ o]_o__

ddstazt ok wE{18]. ELPE}

N
_L|>i
X
of
to (IR
)
o
N
b

tlo

©

ne o
F}O
k)
l-«O
X
jale
Lo
i
:i
fL
o
o
=
©
o
lo

o

of ek A Wal WA Al o,
ARE A 5 S AY

o] ~& AAHTE o]

9] @E_\,} A ns

0}71] dﬁ‘rj FER7 “Hv‘i— lD}.

o
0,

s O O R T =
& 4
°
9
5, ;{>
O

‘5}1' r_}j

l°l Oi solA =t

FxE AEAQ

=)
2
i
offt et
E)
> ruihl =0

A
A& ATIAL, AL Flol} A
WAAE selahs

ZAeloF sk el ket &

E}[14]. AR

>
O
to
X
jsicH
=2
=
R
of

g
oz
oX,
Ir
2
[Rn
!
o

T,
[
k=
rlr
a
o
ox.

o
tlo
of
o

O o Moo oy
ol
rlo
p)
)
Lo

=)

i

z0
vl

d

[yt

T
o

(m

X
jale
rlo

(7]
)
B ()
[[=: N
4

k)

My lo lo

\
2k
>

i

flo w2
L
3 of
+
& Lo
=
N
o
o
o
=
L

i)
il
o
2 g
re
N
fr
4 R
ol
N
o
W)

2
rO
0,

>,
)
-
I

2o

P
L
O
o
e
N
)
_O|L

)

B

rlo

25 o[>

e (N d

o to
)

Y

)
N
X

o
017
=
ol

iy
o
X
=2

e =

o
H

&

o
2

&

ot

|
X
o
£
L
T
_?L

X
sl
rlo
v
N
O =
2o K

! E—lr Mo mx ¥ T oX N d
o]
fru
=)
(7]
=
o
N
i)
rr
Y
(o]

136 | Journal of Korea Game Society 2016 Oct; 16(5): 131-148



— Aesthetic Potential and Value Characteristics of the Game —

oA ApA|E] K askazt gk

A F7A] AHE AQJolES olEAYS] A
d& T gz gy vwstlozA d&y 9
o] & 7HthE Q1Ae] HA Frbsta ok 2y
olg{gt FFETHE oz AYA AN A
of B4A mgte] feot 7hx #HES ulE]r] o
Het 239 dsAolr] fd FFrke] o= w
2 Ao 7NEn FRE olgdTid, oE X
d# FES 8 AUdE FF =FRA o83
Zo] opd7}? sk o 4le] o713
ol wEbA] AQe] EAA wgte] xS AHwR
JNE The ds okl JFe wA Fr A
dvrol Xl wgA Jpx|et 1 g ¥E|7] ¢

21 ©
& gk geste, ol Bl d&d dRwd
obel AdH BAIN= 1 T E

@ Bast Qok

re
2
X
sl
=
o
tjo
ot
ol
2
ol
1o
M
N
X
tlo

o
%
=L
ofm

f

A elgat vgte] Aldel g dHS

I A AR Frotr i k. dEA
uA #ES dEshs Qe ol
A3k Az vA JpAE Hehs
2 Aosa v spArRE
Aol ejste] xate HigowA
o gk o g tle
A ofE kel =%
EReady*madey g ) geconceptual ot 2}s] "] o

Socially Engaged Art interactive art — o
, CIE|HE R o}lE R

oo vgke] dE vhd FElR RejFal gl

Wy |d

g
Lo -
=)
o
fo
9 o

o

N
oL _1101',
Mo

lo
=)
Lo
Wy & o & o o

a=}
N
w2
Jo
fo o

("

SuA: )
Y
o

i)
B
g

=2

N
K
)

jas)
I
7
o
w
Q
&
=
3
2

il
o
D
e
>

o7} 2 e frn JdFaEH, dE 4
FHE molt AL FHA

sl aElE elmahs o] opel, A& #F
H

JaL FARTH20]. o

Rulls, i)
L=

N

FHES 2 FAS AN AA <ol
sfEe} A dE>olA AEs Qo aE
7}O]Q}Roger Caillois-o/] bé_o]oﬂ EH—‘:SJ' %%6) % OH‘?

9l relol, wulel, JPasg oEw A

e My we 2 9
;N

He Ao AR 2= molsh Aol

T A 4Tt dEde dibies yeht
A AR T A T 84T dedAx Sst
= aabolal FAe, vad o] ARt
A AR sl FAEE S 84
som, deob= Al dwe] Fa 55 T skt
9 JEA A gamgtioeenng go N gy
= AT Ve A% WA Azl A5 st
© aaete glolv22]. ey o]¥g HFe
Pt Azl ARES BolF3 A, Al =
A B Adel 2244 ks Hes
ERikaL 91783h7] ol Hot kst oA frakeel
AYoE Adel 54 axE AAom, A
olg]gt B4 & Fxstd mololth - v
2 o] ‘A 248 AAZ HI2 Aol Ad
g7 SARE 7 A Al Az BAE =8t
= Ao7] wiEolth ok Al ZHA] mole] 540l
d=o] thd Fopelld =evtar glve e
aes A deel A2 Frsta slvkar whof

6) A Fholoh= =pale] A <io|el olzMan Play and
el molg A4, $9, R, WFoR R
s 77t aEzolz AR, A7)E Hehe ofmt
gelolz a8 $ds e OE]'E]]O]—Ale Jol 2
W, wHbe Eap= nmIaMmiey g sen agE

°ol& Hahz dyaxtE Mygich[21]

&

)

Journal of Korea Game Society JKGS | 137



— Al vsE gAY A S —

94 B

LA e |

<
T

L
L

Zdlo]o

2 o] A <A

s Kel
SR

il

)

NF

3

A}-j!_

=
=

g o] o]

&bl =

g

Zs

o] 3}

oy

i

Z7 o]

A2

J=
&

p
L

e =3

93

FdlololEe] AYA

gehw

o sty 4AE

o]
=4

171 olfeh webA Al

S

gVrmines) Qe fo

o] AYds F3l 7t

=
=

glo]o

3L
=

e A oA,

o}
-

= A4S Az

i} ol e A7k ol

1= A9 W A

xr

o

[e)
Ae

L
T

Fo] Eo] ojije}

o] & ‘s’

A

ol
o)
o+

1

3.2 Mol=

Eilsy

dlolofzh w5 & Felol

3L

Hol A= &

=
-

A

o uE A (Fun)' o]tk

71l

o

2o Aeldr) Aule]

-

—

0

A=

o

nj

S
A F g

o
oo

ole] Mol £4Al ol
WA Aol A

o

L
T

=
-

=

L

R

i gl 22y <A Theory

S

o)
-,

o]q

of Fun for Game Design(2005)>2] #x}el A

HHhew

KX
s

=

3L

L

=

#o]o]

T =

3

3 mofo}

)

[e]

=

ALO

o

27k ]

Zolth

=
=

Aiel A

L
L

Raph  Kost
i_/_\_Ei apl oster

i

Oately 2

L
L

#lo]o]

=
=

A A

o]},

]

3

0

S

A

el

94

gl Alde] A

o
T

3]

1919 2

X ZH) Le

27F AL

Ky

Bele] wgel A QoA

L

ZF
R

Zojtt.[23]

hhe

SRR
ozt

L
ok

shul ek Am gl

of| A 2]

2=~8
o T

3

ERa=kS

R
L

Huj7p se R

Ith ==

3

P gtk ol

295

—
1o

T

0

=

K

oy

138 | Journal of Korea Game Society 2016 Oct; 16(5): 131-148



— Aesthetic Potential and Value Characteristics of the Game —

o T T WT W E YR o TEBFWT RN
ﬁmwoﬁ%W% awﬁ% s ﬂ%aﬂ%ﬁrﬁﬂ.%
Ko iy e
e o= BE N I o S SN
Nl o KO LR s ® M9 n
PRt iy S ooﬂ o o WK &
o_mﬂmomjlﬁﬂﬂw v derar%ﬂuT%ﬁ,
K = = ‘_‘.v_AI = = —_ = —
N o m n —_ -
oo T E g AT RS w SR
BT 2o N oop B s XN
LI %41% S aTEen s UF
d NS T e BB E ARy oI
o U EET g N 2 a2 awow g
o B o T e < =S RDN _wo ¥
—~ — —_—
ﬁxﬂﬁ%mﬁﬂmpﬂ 3 %ﬂm_wﬂaﬂ%_&ﬂ
= = ) 4 e — AN 5
cE g W< I 2Rl Lav%
L N - N o= 2o — oF -2 [
BT A E Y g F o N SCNE
o NI RS g xxge <D
Fa R g MZHTDn S ZZXZEBE SN _B T
79 F " gy — N3 o} o
P E D c ok T ~ BRI eAe
T s BN T W o M T o R T T og
FiGawqﬁr%dﬂi_W i <nwiﬂmﬁcw@wﬁ
o M o AP B <] W To = T OW OHr X W o o
o MW SR ) E ook TohHERLTEYTDTNERST TR RN VT
Nom o TSR %ﬂmﬁiﬁﬂumnﬂwﬁgﬂo_bd_%ﬂ P o
o o Nl K - N o f o =
0 E..ﬂ O#E‘Mﬂ%o‘l_/rA; _ WFL#L I\ C# aMﬂMonl ™~ M./Hb“ ﬂelﬂlﬁlﬂ ;é‘wHL jnm ﬂﬂw._!
WERT 5T % V%%Mﬂ%@&% FRTCR® FedTn
M T o o - N of I TR o 0 - Up oA W T
LTI al @%ME%%ﬂ%ﬂw%%wmﬂ% LERTEw
WﬂW%M%% .=A_._ <nmnmr%ﬂﬁﬁﬂ%ﬂ ﬂﬂﬂ%%“ HXOT oy ®
s Y= z oL _Prxgwm’w TEFTELE B T oo oo
° o o = o = T mo = = £y ] B ~ T 2 o A5 BN
gy _ P g v BB e s o T W
WOE 2 g m T ﬂﬂMMoraﬁio oy o Mo L aﬂ{qqt,ﬂ
ﬁ%%%@ow o [ T X%Tg S WEWpo N fﬂmu = 0 5
SR SR SR R S R el o
. =n 0 o — E Mo o A < R o 3 o)
pEZeole? o § %Mmﬂ%_d,@aﬁA%o.iwm AT T W
g DRy Mo mae n TR HRT MY o Gy Py
K = @J u iy MM 0 (=] I Eo X ~ it o# OM g ow o s ™
bl e T o R m ol Wﬁ o iy .9y ol nl Wy oF o e o mﬁ = 10.! ) o o T 1 M# K
2R E = Zw I I S G R B
wE L EERLT A A A I A B i
: n o ; o o o ) =
deFa®Pafx @ AGEYHoen i el Eionax &
S B P L == S S - S R I Y IR Ny
MR TR <o ST HFEFTTTFTHEHR F of oY o

Journal of Korea Game Society JKGS | 139

EfF o] 22 ARG AL

i

k)
o

SE BRI

_(H



— Al vsE gAY A S —

ol wobd A7E HA=ESH 7)ol oW vEgR  HHE st H95 FolstA] etk o]
FEZ AT AL dART 9 2 ddor e W A FF ALY QEuolang H3
7] A e ou e AAE lof steAE W= B Zradd 22 Zgolth o] AYe S
AL AZbeof it EHlolol= AEHHom Al Ageb Je #efshs Aot Edolols Al
HES setste] AYHE AT B% &AL A o AF Ade] AHHES 2Hske AR g
g Abasks A belA A AvE =7A 0 A Al A #Estel Alel go] g
"ok o] Aol EE EFdelolgo] ok Ze & A 53 S de AE HEE vk afa
glo] Hgomnt AgPsl= A opyrh e & o] Hx 2AE T AE derh olE A
B A HAAT dreom guprhy] flEiAE Zyolo]= Aole] AT} YolE2 WEs] B
oleld o] BHoleh= oo ek thE Al L skl §S oFook Itk

52 ol o] Qlrk= A2 obyrh 1yt ojA Y ZdololEe] 7%]0‘4 T A AlAE
ol A2l A5, Fdelol7t A} FeHg k= B} FEHAES T AvE deves AL gAY
Hgol v Fad Fdo] WHelek= AS WE  AY od BE AYH 22 Zdi A M= 2
8 =efa gtk Aol aelal o] Aljlel= Aot Ty 2EE] $49 oj=ulA
‘Aol 7wl 2 ,

Alq_ 7]1%]‘]_:17]_ IOO%% %ﬁ]—é’]— Adventureﬂ_ QB]—O] i‘—"—‘gﬂo]MMORPGol _1:6—_ ],_5_1 _5_]_5

| 9% W B8 T Atk ol wHom AY adige] vhde] wAshEA

AL oAl 155 AYE oAl Aok §kA Ade] Anzt Ade] ZAZ olFd AAH H
O

REotial g ofoldl S Wtk oA &7 A=At o] wiitel EelelolEe AR Aol

ol A&t Eolol @ AT Al A SA1EH WA o] dvh BAEA], drh
S T B o £ Fo o mEA = A2 2E7F FAEAEA, 2 ol e
28 7 U "ok Feleloled AeHd Al 71o] AGE A=A WA A4S BTk whebA
deFs ZlUEelA ek, Aol dzfe & Edolol7t AYS d4se #4e MDA =4
A ?If_“:‘r. lﬂ o = 01017} ?r%‘% ol o ATNRE g o AAS olsfe] waa gk

3.4 A Tx9| 0|8ty J}x]

MDA J.E.“ —?’Jﬂ—‘ U}-EL 28 E]_Marc Leblanc EH]

’

aRobm Humke, iH:IE ‘?_H_ﬂ'RoVert Zubeko] X‘“ \__zxﬂ' 7ﬂ

Qo) Bz F2E olsfets] AR AL PHEo]

P

[Fig. 8] Interface of Football Manager 2016, 2015 DeSIgEr «xesssssssnmnsmssssssnnnnenisssssnnsnnsiisssssnnnns >

} [Fig. 9] MDA Framework
<Football Manager 2016(2015)>-¢ 3|

S 2a s AY T shdelth Al A
Zo] 2TE AAZ AN ZHololE A%

N,

MDA Z#l9as Adde] 55 732 olfAl
7H i, o] Tre 7_”%] E-]]ﬂk]'_{:M“hamcs, 74]%] E]—O]LH

w1 riy
4 2

32

140 | Journal of Korea Game Society 2016 Oct; 16(5): 131-148



— Aesthetic Potential and Value Characteristics of the Game —

)

Pyoamics - Q) o] 2 g Atz A QI
A FzoH,
Eg} Paoz FA9 dHoly Ay daglge
ojtt. 74101 DM H‘%‘ét Edolo] 59 Al
= A daAgsts
o] A4 —SHOM wpA o 2 A el
A Az Aogs wf Fdolo] <t
of WAshE A kgl F$lo|th25]. MDA
of tieh ojl&2 74|
of tE =ejrb of uA wAA gtk H
29 gdeA & & ok ZHololgd dWtHow
[Fig9lellAl RAAF1 dE ZHdolole H W
S wh Adel HLsA "ok Zlo]l o)A
Ael 7Hg wpg% F995E 4 =
o dzEHE 2z S B ke Eoby Fo's 7MY
A

Ag A4s W ang #

g AYY b 2rEe

=

>

il

=

> 2 r[m ;L > mo 1>

s i

o= & o

g
v}

o,
o

[
7
o
&1'
%
fz
=)
X
sl

&
S
>
}O{I
"
oo
o
o
o

slol g Ael wee BH 45 3
F92 olFay, vAvtez Ade PHHE 3
8 AzgloRA Ao G FAA A9 &
A T 2 RE Felololrt AYE el
Foha A4 BT F9744 AQE F Qe A
o ohith. Eelolojgel ¥l we QY F
e wAe WAV ek Felolofs] HEe
22E9) Ho)E Fal Golugd AvE Foprhs

$4e) 4a welolr. Zejolols} A koA A
A9l AR Aeel B4R Tz ouE sebel
E o9 A AYe] FHL KA glojopu
A 9744 m9E 4 gtk
Heh B =RolAE Zelolol HHol wel 3
A BAR TR WA AY Fedel HPAA
A o zEE s SR QAR AR AR

e gy gtk ase Qe Az, 37,
Sea AALE ERIA ANE FRe o 2Hg
28 dold teluus 398 Axse AEs
Fejolof el 3y @tk oj5e Aol o
g3 Q= mole] WAL 3] fa) w@ A
she] el WA, & AEAE YA Fe AvE

Ja hstom HF woel MAY s B91%

o

X

jale

1o

e

S

)

N

L

N

il

n)

)

o

o

1>

]

4

32
fz

R
i)
2
v
o
ol
o
av)
2
o,
>
o
il
lo
X
r e
=2
2
o,
o &

da S AME Qdefrk AZEA e
Aale] olslg 3} o2 7]y
3RS B Aol MY B
olof A% Ak Q1A Fe.
Az AQe] wAH we] 7=
Ao dehila g A oz
of w20 wr} o] g%

4

rf
lo
il
o
=9
o M B o ro

o

2 ox

A<

-3
[ =2 o

©

[
e o
N

s
)

[e]

N
i)
b}

o[>
o
=3

wo—
o
o

©

oA A9 vAYAE Jlgle] A Fa T
o], Eelolojs} BEAEL ol AvE WHA
7tk 283 o] F9jolA AYe] FAHeln B
Ml axzd 9% s AL 2B 7o
Ao|E AgKatie Saleny) o) @) ) p)upbric Zimmermanng)

159 AA <Rules of Play: Game Design
Fundamentals(2003)>0l 4 F43t= Aol thsh
Aoe oY S s E 252 Ald
2 Zololr} 'FHEER AW AT g
=

Artels Alz=wlo|a, 1 AlxHlo 2 RE ARksE
F A At AE &4"013}3 g 2] 3T} 26]
A ol e E 2} wAY 71 ALl A
of gqS wHA g AL olYth AT o8
of Ajulell WA= FFE AQdnitt H|Fo] 2w,
So "FHolx ¢& 4 Utk Wk EHolofrt
A¥H o2 AsAgsi, AdS T4 M

_%

Aremnl A9

Azg el e slch. Anwst
eE

Information Aesthetlch+

Journal of Korea Game Society JKGS | 141



4. HE0/8, MMOjsh, J2|7 Ao ckEstd Aus BdE guE o #Ave 3
Rolth, #a71% d5E WAE HE BHA

4.1 ME0|5 A gt #HE 54AE dgd AR 3 A

wel 7 ojmg ANaA Hr}

AE olZel elEel MEd ol el 71 olgt e ARUANA Ho] Ao o
AFUAelAd =elet #go] HAp FHERT] Wi o= ZEAET) Sofe] AL Solrli= obAS we
otk A ol&e Azkel Aol APHCE A&y mop opge Am 2solu, 4T Bwold
stef SAR HAe Wes I A= AT = wg pzE =4 olwo] addd = zae
yAlelde] Fa4dSs AAsA A 715E solo] Aus} Ok§§]- HE BAolth 1e]a o] of
A s ARUA mae FRE AT ya yg o)z g gz, ol 4us
bl sla AR, 28 AR T gy pae)) gote] AuHE Relnk wAe A
shar AEHE Aol ol Vles Ko7k M8 g ga) gotg Em, goto) = AuE 4
A A FE WS w9 AFIAM L sgie) g wgd oluix MBAALL A7
e A 47F AR 8 MER BE dE FoplAE ol AR

Aol Aol BAsA EAlskn, o7t Ak
" Souice  Transmiter Recever  Destinaion b A1%9] 54l we Ade] et ARE AF
| o NEs} e 2o Aol Aelth oA Hust
I AR I, ks AU $AXNE FAe AF
Message Message _

o) ool FAWAY] AP Lelw AL B
A AR A D 3, AEH o] HHAe] =eta

g waje] @aagel Sgsl
souee AL A AR HAL xmc} A o

[Fig. 10] Shannon’s Communication Model[27]

B} o] AuE mwo

ARE Bdd Jejel vz fZHOlE‘r ol ¥ 9 i
Nareh e T e pag, olm ge  EIE AIY Azgel 9 Felololol) A
WS Aw e e A pan T EACIOIES ol El AY dAols
Tt ga) Amw obsgirhn aage | AR BE AME As80. odw H42
G el due mades axd o gn  FAA EAGIOE AU AuE QA At A
NEE FASsE Aol Ang P 7] jfi‘jgii];]iiif: niii}ji?ﬁj
so) Fel= wiAlel we} dsl masAe, o) 0 T = A e
& wol MEE e ke wed om e | CVRATH ALl {FHol AEn okassel A
deh ohashel AmL Alas mel ey 8 ASHEE $AXE B AU B
At AE Aurt e s e qae TR UL AY FlE g Fao) o=
A A An %S FRU o B ol o SACIOUE Aol Weke o) wdshe
N gno] 1Al WBel ria guel wae | PES EAolols] A g Ac
AT ATk U ANE e s oo AHRPICTE Sha s Fa
Jek g e esel e s | CF THE A& AHOITh dEol ARuAGIE 5y

142 | Journal of Korea Game Society 2016 Oct; 16(5): 131-148



— Aesthetic Potential and Value Characteristics of the Game —

oA Mdste AHE 27FA A<

Information semantiqueg]r

o A
U] &) Xé Elnformation esthetiquei ?_

BR8] on] ARl e Tze mE PR

vl £@oz A4 Agdrh vg gu 247
o FAzel 54 SNl od ANH g
gejQor met Ausk BAeA 2HH A4
2 AgsE Aotk A Bo), Soke A3 B
oehs weF FxE Bd omz ov] Aug
EAG ohne) el P2 odEa i AF
be FTE uE sl A7 F Aok 1
it ohnol] UE AFAE S PAel we
Agse vs guel do| webdnt e B
5o gore A4S AR PytmE, 4w
o 3 YnE Q%?‘&E}
Ael AuE ofu] %

AR AEFE ARt ﬂwo 71101-;— ?“és}
= omE TERl FAlel A Fdlele] It Ak
Edlolole 7k, A=, 2ea 3«3 AAk gl 1-9
A EAE F AR & g glvhs 2R A
Hol wekA AldE Felolgth. Edololrt of gt
& Ag3] oA, 2EFE Atz Edold)

ue e o
o

Wy %
o
4
=2
N
o
Ll
Ir
N

=3 OIO}EiEh o Aol Al
3, 182 48 £ Yk aRe

Qo) o YnE Fal vk AuE ofYA wolE

ol=Ao] thg S|4 7} gheke] FAY Zloltt.

4.2 ddojstat A

AR} Zelojole] Felo] WAL AFUACIA &
gunlstos ol % 5 o, A9
3} Azgle] S At g gk

= =

o =
g5 F3k

%]_’E}Philip GalanterE Kg’%‘ Oﬂ%Generatlve Art% E]—
Qolgieh. Ao zold d&77h U
see Qo] ¥, AFE Zzoy, mE

eI e ol @554 A&7

= odo T 1o do pE I
N o
o = N
o 1 & rnE UM
N =)
)
i Ho
>
>‘
@,
10
>
>
%O
ol
ol
\
m{>
i
e

N
PN
_O|L
rir

=

>,
o,
B
a2
filo

o
3
kel
%0,
oX, XL il
%)
L
N
N

Toglo o N
Lo £
o, o,
L 2w
2 ol
= r
_>|"'_, -

o
) o,
oX, 2
L
i flo
1

2
TN RS
> mL
flo

[
0% Au)

o,

f

o

ey

Generative Systemgl A}-Q—O]U:]
o ) =4
uhE T OITh[30] A4 Alsdle AAASl
& 9 A2 A DL AEYE
[e3]

]E]— l-:aﬂo

s
il
2
ro
= u
JN'

2 o
9 ox
4
N
o ol ¢
N S
T rr
o :LI
[
At m“)
l O
=

o

d

>~
>

fmorfLooo oo X oo g

o ©
N o -

o

-y

a

-

©

q

=

4

w

=

=2

>

A

i

-L:

o

D
10/\
)]

=

T,

o (@)

fitl

LIS

T

S Asdel S B
Qo] 374 Fold ALl BA, HE, AR
2~

of W WdH grHol A" A Alade 3
ST o] Axde Az eldel AE udg
oz Apor ALEY F57 Az RS
Azgle] AgHoR YYstel melEth 1 A3t
e FAAZAE 4F T & glovl, A ne
A A

*@*jcﬂlg% 'FILZ] 7]‘?1_ Oﬂ%Rulefbased Arti]_ %?:._18]—

A AAR = Adko] v} wpm =g x)Mere Glimehery
| ohel vhevt 2ol Aejgt. 73
718k oS ZAE AR e el g sy
EE T ol4be] = + A

= o]
A dgolth. Jlsjets AR e Fol ot

Journal of Korea Game Society JKGS | 143



— Al vsE gAY A S —

Aol A, =g 7|s Fi JSA B2H, A sosith AY tpelyrt merek AR oR T4
|25 &8 TH32]l AdE 1 IRk dsed H AY A="E EHolofet AEFA EHHolE
ek Aol s Hlws|ry 7 Al ~ge] ARgolg} i ABRES A FHolde AYe A
= WA FEHS 7L ATk 28y Al=H I A=l EolE E7WA 45 E7bee 4
o] ‘A olF FAdA o7} AUt A eES HEol gt FsAgn sew F3AgE Zilo] 4
g Azglo] 222 AeAS 7 AdES st Ao F57HA] A& Witk 2 BAol
AAstARE 572 7|RE ol 222 &85 U A Alz=gle] gt3 BA3 HeEf oy A9 &
A BF, YHeee Gae]s opEAkoihm At Ho=z Q3 AnE dv Aotk F A&l
AR o giommation At sl A sEle] AlgolehE Al B L] e e 2o ARE AP 0]
dollA T3 Aol AT *@’“Cﬂ]%] gk ¥ ole] 7t glewd E7bed Zlo] Aolie]l =
gk ol ol tElA oJx3] w=o Folrth 1 Aolth, sARE W2 A&l o] A
ool e ofz AAddso] thddt FEHE o7} Fask AselA Ade] FAE Aot A
HHE 7 e 7 94 v AE vt = dAgth AaAon Qe A4 A~
ek Aol HHw Fol B 5 glEs Floltt do] &2 A gl AiEe dF Ete
g A7) afdE 7HIh 1Ea AL Feo]o

Game 7F AL Alz=gl Ao A Aol sk o
Destgner = E7bse A7) afAds Tt

Concept & Rule

l --------------------------------------
* Rule-based Interaction & Pll
! Generativesystem  FeedbackProcess o

U e

Unpredictable Result of
Game Aesthetics

A e AYS 5 Aolds ¥ 7t

AT QY. oA ekE wI gpE sluke] A4 Al [Fig. 12] Build Order of Star Craft 2, 2015
2ElS ARkl Aol Wddv= Aol 2 Aol FH Alxeo] AU AT AeALe
i AzbEel A A Aol v Al zgjoio)g) gl tig Aol 4YH G v
E& AL ke pHow FHE A2yl A}, 2t mESenlt A= g 0w A=
ANES A&HoR AASY AR 1 A} League of Legends g pgCivilzation sja1z 9= 0B €]
Boll tigh o Zo] E7bssith 2#a A4S 13 gfj 3z g World of Warerall = g1 ] AA)7k4] AlQ) A
I Azl g ARE] AN FAE A HUEA 1 e ogws Aese ey,
atv] gt w= e whgo] 2] AdkE 2B, ASE 5 A9e o A QAER EF
of wrwso]l ML Aade] AMUAHVE T Hoquw 32y A xdoe] Zgo]ole] A gy
o wEA BdEel s hEE B dEwe & g6 gt Age AeAS Awsit o] Hi]
2 wk2le] o] g A gk ey AL a9t Apalure] Zelo] WAL AAEE, Zelgle] =W}
A Feolojel AoAEs B A¥Eol U w ggo] saic) o]Hd A FHT Al2E

144 | Journal of Korea Game Society 2016 Oct; 16(5): 131-148



— Aesthetic Potential and Value Characteristics of the Game —

dzleh o] oWlEE wE JleAls T2
Zo] shapuiiog) glzte] ol E geke] whE
7];;\{ ?—]%X]%Aniﬁcial Intelligencejq_ ?_]Zl‘—o/] o 11] 9}]\
© WE2E AAY F5& Btk AR 41

2 @start FEldEA ABAS JlE FEe

O

lo

s

ok ok 3o tfAdA HE o]ME 9T At

T ofd3] EYg 8ol H Ha ddch
ol B HAE Hold oAE 9ut
Bl A71e) FFs wbdAHTE A A
Fol =2 7INES 8FE
, olAlE 9xte] FEsl=dl
I FHAskAh 785 4t A
el (11, 8ol & 3te]
gt o] Eo] AA Adel "X
59 HtR & 4 vk ¥
EE59 Aole FololH, AtgEe]

T gk %9l shte] Fof o) o

1‘
o 1
o
=
An
o
rt
N

>
Lo
e
BT
=
o
ﬁ(
5

iin)

i ox
i

fo

S

o

32

i

d|

__)li_l‘l
o
R
)
o
=
A

4
t=7
©

Mo ofr 8o
N

o Mt
o rlo H

]
o'g)
BuR)

o (5 orr o
lo v o mS of

X,
1A

)
ot
o
N
AN
it
=
AC)
rl
Y
e
N
~

[Fig. 12]914] Heoles ®HE
bstish vhEe] FH A2

0

o
=
O
o Ml
flo
o

fuit)

=2

f.

ol

o
2
o Koo

o,
o
o,
il
fo
[l
-
)
N
rr Lo
lo,
=
AN e
B

3
o
£ ox,
O s
B
=
oo
k1

539 94 f7o ueh ¥RKow wew
sieh. webd Z47ke] EEol A4 ojn) Arel e
E Ak Alelth Ty Azl BEe] sk b4
e W et 53 850 vd e 3
Aol 99 B BE aeln A4 S5 BAeA
waeke, Al mAE del g 2zt An
£ wa ok uhEe) FHe A% aea el
olsfeta Qrhel o Ame] 7bx ghgo] b,
A AFAURE & X WS el Aol
oA HES] FH3t Aol Feloloist Eelo]
£ Fal @A A4 QRS otk St v
5o F2o] Qdwh} 2 AT PHYS THn
A @ k. whEe] vl edH s 7
3 QAT AAAAE HEe] g Felolofe] A
2@ o] AAEI WE Algo] ous] Felol
sha Qirke Aol 1 AMS FHstn

0.0y
iRt

I

[Fig. 13] White 78 as divine move in Game 4,
AlphaGo verse Lee, Sedol
(White: Lee, Sedol, Black: AlphaGo)

A Al=je] AR Telan AR ARk o)kt
3 b

=

£

Az Feololge] olF B AHA A4e Fh

= RN gD ALY msH AXE fa)
= <)

Journal of Korea Game Society JKGS | 145



— Al vsE gAY A S —

déo 2Ae Fal DAl At T S
HlastelE 1 glgol A etk AS Q4o
shul, emR A 7 Alzge] A vlehy
AAE A%Aon 478 Badel

5.3 =

o}% olo THEO T wlEhR i, T
2 spofaln] etel mgH AQ 4 vk 24 7}

7} ‘gholrjopfdiargl <z sludis o)

®
r\r

Jshi o]
A el ofs) A FAw stolrje}
Qo ol o AEHAW, §3),
ofRle] Zgolet: Sfulzk ol gtk FF2 G
solehz o ARAR, £/, AF, 37] Sol
T oule] Fzolth[33] FEAT Als H7, X
Ash 2ol A4 FA% WA ANE A
Fbl, stoltjob dlxm, el G ol (aFis
o), $EHQ wol(Puha, kol sk gol ofd
ofel 5ol A thehh Eelole] FHow ojad
ek, olst @e slolstel Aelol wEw, AYL
P ol e, & Aol el s
oot weh Fejoloj5e AAle
G Alst g g we Edolath. of 5
e ved EAE AARS A7) S8 Foln)s
A wlshe Azbe] opun, e ob4 o] 34
o] FelolojolA AlFekz ARH B sl
A4eA 2@ ARl FAT o MEF Astn
o W% F7)E A AL Felols B
Qolx= @A ol B selrjols molo)
A% ool A @ & Ak qejuz 7
e wd Afel wolm vehni wBHoR
el Aol o] Agur AR R ww

daelu oAl Ade At

Aok gtHol AsjAH, A

Butal Aol EA1E™, Eelo]

A= Ae) F27 A

ol Zd#lolgth o] Ede] ¥

gk Aol wgh Al
4 R
aL3ha

ZhE

s

el Al BFHoRE 3
R e
W oomel mA gus

e AYL, o

29 B4 ofsls

e Fal Zelolol
A

A drelviel Azke oldlstn AL AAlel
How aa @ A 44 AL TRzt A

2 ol ofwl ofujet
aejal EYolo7t 1 HR
of mel zbzkel A 2l
AlAste] 8k, AAst
ShelM 1 7HAE I
23 oA Mz

1
=

o Al HE oA o
d

W, olsh 2
REE
4oz Bast

WA ARE PAEA,

REE o5 skt
4 el HE Aol
a

N

= o >
EAEL on @&

4

[el=1
, Wolsolgosd A
A F2ol e

118k Ak @ A

T

H

& e Eele] AN wae
= 499 ARE5e] @ vsty spxe] mzol
o theret ned o] Alwrt A9

4 gabd, 293 sted Bae SaA A%

REFERENCES

[1] Roger Ebert, "Video

games can never be

art”, http://www.rogerebert.com/rogers—journal

/video-games—can—-never—be-art
[2] Chris Bateman, "Imaginary games”, p.12,

Zero Books, 2011.
[3] Jane Mcgonigal, "Real
Penguin Books, 2011.

ity is Broken”, p.25-26,

146 | Journal of Korea Game Society 2016 Oct; 16(5): 131-148



— Aesthetic Potential and Value Characteristics of the Game —

[4] Kellee Santiago, "Are Video Games Art?”,
http://kelleesantiago.com/project/are-video—-ga
mes—art/

[5] Rochelle Slovin, "Hot
http://www.movingimagesource.us/articles/hot
—circuits-20090115

[6] Christiane Paul, translated by Chungyeon Jo,
"Digital Art”, p.8, Sigongsa, 2007.

[7] Rebecca Cannon, "Meltdown” from
Videogames and Art (Andy Clarke and
Grethe Mitchell, eds.). 2rd Ed., pp.40-42.
Bristol: Intellect Books. 2007.

[8] Matteo  Bittanti, “Game  Art”  from
GameScenes. Art in the Age of Videogames
(Matteo Bittanti and Domenico Quaranta
eds.) pp.7-11, Milano: Johan&Levi, 2006.

[9] John Sharp, "A Curiously Short history of
Game  Art”, pp.26-28, Proceedings of
International Conference on the Foundations
of Digital Games, 2012.

[10] Jon Haddock, "The Screenshots”,
http://whitelead.com/jrh/screenshots/

[11] Chad  Chatterton and  Julian
"Max_Miptex”,
https://julianoliver.com/output/max-miptex

[12] Dirk Paesmans and Joan Heemskerk, "SOD”,
http://www leonardo.info/gallery/gallery351/jod
i.html

[13] Anne-Marie Schleiner and Joan Leandre and
Brody Condon, "The Velvet-Strike”,
http://www.opensorcery.net/velvet-strike/abou
t.html

[14] Tiffany Holmes, "Arcade Classics Spawn
Art? Current Trends in the Art Game
Genre”, p.46, Melbourne DAC 2003, 2003.

[15] John Sharp, "Works of Game”, p.49, The
MIT Press, 2015.

[16] Rod Humble, "The Marriage”,
http://www.rodvik.com/rodgames/marriage.ht

Circuits”,

Oliver,

ml

[17] Jason Rohrer, "Gravitation”,
http://hcsoftware.sourceforge.net/gravitation/

[18] Emily Morganti, "GDC 2013: Designing Journey”,
http://www.adventuregamers.com/articles/vie
w/24361

[19] John Sharp, "Works of Game”, pp.53-54, The
MIT Press, 2015.

[20] Hans-Georg Gadamer, translated by Joel

Weinsheimer and Donald G. Marshal, "Truth
and Method”, p.102, Continuum, 2004.

[21] Roger Caillois, translated by Sangryul Lee,
"Man, Play and Games”, p.37, Moonyebooks,
1994.

[22] Wonjoon Yoo, "New Media Art and Game
Art”, pp.20-21, Communication Books, 2013.

[23] Ralph Koster, translated by Sohyun An, "A
Theory of Fun for Game Design”, p.24-42,
Digital Media Research, 2005.

[24] http://ww.w.hungryapp.co.kr/news/news_view.
php?bcode=news&catecode=010&pid=44833
[25] Robin Hunicke, Marc LeBlance, Robert
Zubek, "MDA; A Formal Approach to Game
Design and Game  Research”, pp.1-2,
Proceedings of the AAAI Workshop on

Challenges in Game Al, 2004.

[26] Katie Salen, Eric Zimmerman, "Rule of Play:
Game Design Fundamentals”, p.80, The MIT
Press, 2003.

[27] Claude Shannon, "A Mathematical Theory of
Communication”, p.2, Bell System Technical
Journal. 27, 1948.

[28] Hiroshi Kawano, translated by Jinjung Gwon,
"The Birth of Computer Art”, pp.78-83,
Humanist, 2008.

[29] Philip Galanter, "What is Generative Art?
Complexity theory as a context for art
theory”, p.4, GA2003-6" Generative Art
Conference, 2003.

[30] Margaret A. Boden, Ernest A. Edmons,
"What is Generative Art?”, pp.21-46, Digital
Creativity, Vol.20, Issue 1-2, 2009.

[31] Martin Gardner, "Mathematical Games-The
fantastic combinations of John Conway’s
new solitaire game "life””, pp.120-123,
Scientific American 223, 1970.

[32] Philip  Galanter, "Generative Art and
Rules-based Art”, pp.1-2, vague terrain 03:
generative art, 2006.

[33] Roger Caillois, translated by Sangryul Lee,
"Man, Play and pp.37-39,
Moonyebooks, 1994.

Games”,

Journal of Korea Game Society JKGS | 147



— Al wEE gAY A S

& H(Lee, Jangwon)

shA
A
Ax ATt nolsty} vl Fg

PAlRo} A o, A me, wjAl At

2 & M(Yoon, Joonsung)

1989 A7+ oigtal Ayvg st} shal

1993 Felujgtal Abg oAl etz A A}

1996 New York University Art&Art Professions AJA}
2001 New York University Art&Art Professions BFA}
A A w FE2HEu|r)o]dR Wy

Faldol 1wl G, wTle] ofE, AY ol

148 | Journal of Korea Game Society 2016 Oct; 16(5): 131-148



