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ABSTRACT

Some games distract the player’s immersion on purpose through the progression and
direction of the game, thereby giving them an opportunity for rational awareness. In this
paper, we tried to analyze the characteristics and types of alienation strategies of digital
games. So we investigated the anti-immersive property of the game with the effect of
Brecht ’s alienation and proposed three strategic types of digital games that cause the
anti-immersive effect into 'disturbance of sensory information’, 'reversal of narrative and
overturning of genre’ and 'limitation of experience’.
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[Table 1] Anti—-immersive Strategy

Term Characteristics
-Interfering with the
player’s emotional immersion
through an excess of
. audiovisual information and
Disturbance .
of sensor; deception
. . y -Hallucinations, surreal
information

mise-en-scene, scattering of
light, sensory information
blocking, auditory
hallucination
-Induce critical reflection by

making the provided
Reversal of | information, narrative clues,
evaluation, game
conventions, and genre
grammar unfamiliar
- Plot twist, genre
subversion, code breaking
- To restrict the rights of

narrative and
overturning of
genre

the player through the rules
and the penalty or impose

Limitation . i
experiences such as failure

of experience .
D or detained for the player.

-The rhetoric of failure,

internment, ethical dilemma
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