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ABSTRACT

This study examines’ form ’‘and’ color 'by paying attention to the art of emotional
game, which is directed toward abstract, as opposed to the game’ s art is directed
toward concept. First, the form and color were quantitatively analyzed through the
researcher model and the NCS color system, and the result was derived as 'abstract’
and color as ’'pastel - ash’. Based on the results, he insists that 'emotion’ game is
oriented to abstract form and plane color, and supports the claim through the boring
almost abstract impulse and Baudrillard 's pastel order.

Keywords : Emotional Games(Z/3 A}, F94 HFel(Abstract shapes), HWZA Mz)(Flot
colors), dt2€l(Pastel), 3’ abstraction), Game arts(AY ©}E), Game graphics(AY ZzF)
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