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i

=2

o] 22 H|Y e AYolA AFF] I =Fota, AFgS Bl wi7hE vl
L AT AZF EololY] TAE EAstarA} gtk vt e Al)le] FarelEe] 9
3t ‘AE3hE ZFo)(automated play)= EoloA AEFQ] EAS Akt
A3k EFoloAe] AR EFolojet AU AFZHE, A=A A=zt 9
o thzstect A5k Sdlo] /-9 Hojet vl-ol, At AlEEolM, F5
3} Atgtolals o]F F29| A ol AF3 Auls GEHo= g3l
o} ApsskE Zdojolld ARFY] A= A7t Edololet AlQle] Wi #31%Ql
A EA-4E4 954E oldloH F=th ol k%ol olo] f3nukA A3t
== Aol =ol9k AlYY JulE Aok AVlE AFe

ﬂJPF

FHO: HHR AY, XSakE 220, XY, R MSel, Y3l ALY

| . S0{71H
1. EHH|

21471 AY EehdelA HHQ Al9l(video games)> AWE
sl AR FoPl R 9] E(tools)olRt FFHIHOl(new
media)2 FRHES. o] F2 vt AU k} vigolA HFyE= A
Feol Aule] ikt qio] glttal Hil, olE =3P 98l HHe
Aldst 1 Seolo A FhE= AR theAl o] At S £
Astarat gtk we Aol Aeete] EAE tEe AL Kt 7
& TAHCRE AT SHoleiet Bl Aol R #5141 BA
IES FToteEle Almolch o ARk kEat RVt AEshEE
Aldfel] Eoleh AYS) oJulE =Eothe AR AVIE AT Aol

_
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2. XI28t0) AlAH

]‘:]3 AL A 7o) A|Ad”o|t), 73} AAFAR] AHolA o] A%
A2}t Wi == Z]quﬂjﬂ Z2E AJLY HPERl YAfo] AF3)
Al AYE Atk @, 52 AYE sk =5 AFSIAA AdS
TSR AojAl= @A 5ol LEsth AU ¢t HPZolA FYE=
= Aju] gAre] AsfE olsjd 4= itk 1By Hoh ARl A}
YollA AT BT Afdo] AulE BAkeks 20 R A53ith o
= HHL AJuiA9] o]FH fxoA = IWHTAE olsid o H=E
A oA tEdth BYe AQdoA  Edoloje] s5d o
(participation)} Es{(actions), °|9]A]e] AF(representation), =
o]oj9] FE(attention) o= YATH AU 2 <StolA Edolo)7t &
slog AAd S QRS HAS AoAge] FPE s gt
g aolnt HTQ AQoA olzdt AYY 842 o]FHQl 1RE
HAET: Fojet 52 747 vl-Zoje} H|-Zsat A, AL AlEE
o] X(simulation)®} ZAFH|C]A(computation)t T, FEL BAEH F
E(split attention) ¥ AMFsHdistraction)¥} &7 53t H|HQ A
U9 o]F fLERE HAloHA EHule Hi= X]EQ}Q Edolo|t}. AFs
3k Edlol= QRE E&olort 71l A AR HHHE, YHAl=
Z1AA] Aol oJsiA Alfde] AP o] WAE ougith. As3st
H EFolst, BlHQ A P4 Edolol] 5EZQl Xofrt d
AolA] UAY FHager QFEHe AU 7HEIXIY AY adgs
(gamic algorithms)o] IZF E#o]ol9] 7Y glo] A48 AYS XY
rh= oJulofA 271 ZE Ed°l(self-running play)= &217]% 2t
QIZE E&olo7t AlYE A5k At Bt Aol P2 AP
Ad(idle games)oll gﬁ] 75.%5]% AY EFo] HE2E dHA Qich
2010¢°] AltE]o] 48 mitjololA & I71E & 9] AbssHE &
glo] AU AHEAL. 6/\]L Ieh & 3t w7t o] AE(FaceBook) |

)
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o] utepdeh. 45 st Avh 4k @ WMol 2Y Fo o
Zelg )7k Beolol 6AZRE 7Ickelok Btk (e ZEA(Cow
Clicker))20101= AY o]E7olzt A 7pkAfel ol BuAEs} whe
WAY 44 Adelth 9 Me] w21 WA Alzto] A9] ARl of
AYL 20109t o5 24 HejolE Fof P Sitel A5sie =
dlol AYe Hlst] SAaf ARHct. olelUsHAE, 1 SAE
A AAR 288 dom A Ak

1S ZelA9] Edolol HTe A Befole] SEHE Hofs
7% S Holsh 1= Gk Beololi ojolzAy mAH 2 7
Yee A@H ouR BEI|E L, oA SYFOZH HFA]

T gtk 4 YRS R84 e S| Wl FEsIE ok,
¥ ¥o) 29 o|F ¥ Yol o*om Zdolol o 1 FEE A=

o). o] BE

|0

Folo] By, FH, AL ool AL Eefololt
Aggolet. of7]o)4 xlfoL— 45 1YE Aobt Aeldon
AR A2 gt ofeh, vde AYuA] S ofF Fao

14BA] B3o] Edolofol ] £A-eH 02 A& (embodied)

oj2fgt oA, BHHQ AU AFTS Iustr] {7t &5 A
Aolgy| Btz EFojoj& stoia w2t AT A3 E(interplay)<
ojsiste s Ztisk= AlAHl|th HHQ A9l tifgt Azt & BRIz
FAAY] FRl= AFFES 7= ste] Az EHololE Amiet HSIAE
(entangled) ok, I H3ES EA=(disentangled) 3t} o] =2

HH e AdS Aujel AFFe g8 A sk 459 H59Y
AN AE(affective systems) 082 H D o]#jst 2&3ke] A=A o]
ro=N Al ARE]Q QIZHofA Qlof =olet A, 18l {39 A5H
A(affective entanglement)2] 2Ju]7} FAIQAA] ThA] ARRSIALA}F Sict,

1) Anable, A.. Playing with Feelings: Video Games and Affect, Minneapolis:
University of Minnesota Press, 2018, p. xii.
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AEsE o9 Ao AAd

i7E Zolof] ARE QAZE EdlolofolAl AFolo] ofEA FIHEHAIE

T 7]&(describe)dl?] 913 At wpx|gro g,
QPRI AZ QIEEE EA H|YQ AY9 A=shE Zdole YA
A AEHo R Q?_EH /\}31—5_,] ﬁ(ég 502, oq__’?_;q_ 7H°]-4

3
HAA Fd == AF °L«1 FHE BASIAL F A4S AT 3o
A =l AFske 1 1941%E 300 FRAAS] ARl 6rgelH, §
5o AQZ ALt Al oz 5= 22l HHe AY AFUE
oM EHRA. A HERESE fsiA A AHAt2 EFRIE A
Fee Elth

X|22t0ll CHotof
HIT Q. AollA AF5e] «lﬂl B3] YAl A 2glolak= 7]
Mgo] ¥Fel gEE e 2
Fag i g Fuixs %E_E-_ E*JEI% A A e A
ARlofA A ZeRe AAQl AdEolth &, i)l AAZ QIX|eHe AR
(bored) AE] &2 7iQlo] ofmdt ARtolA TAF] 1 ouE S 5
A= ‘AF3Kboring) AHE UERIAW2 1 F JR9] AFAS mT

2) Svendsen, L.. A Philosophy of Boredom. (trans.), J. Irons, London: Reaktion
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stz A AsHboredom) 59| Tl gl gtk wTh Alostn
Aoz AHPEe AFE He(ennui) Y ‘A|ARtedium) ol2k=

dez FAEV|E JYot
2

120l A A, -‘z@w wetol ule} clorshA AMgslolgtT
A 7153 ARe] AREL obAldeHacedia) £ olskd 4 itk obA
ok el Aog, Lzz & vehus T A e 2 s
o, SHHE Ale] F QlolA %—a@ e o
O ofAzY] ThEeltkd FA 7S ASAE ABS FEIAE 4L

T Aol Tago] Haw, Ake e
B2 Fo3lA Roke Aol Azl AL Y

u}. J %103 AT £ ARG AEo] 718e & AE 3o}
2 AL web A7 o) Holgsiel oeto] Sk Ao
wow AT & 4 ek FW7 © ol flke F4 25t
ARl APl Q7he £ Aefo] wiAco

F

0

o = T
nE

eQISS eAtele] GAPAQl 7 HoRA RS ABSA thF
o AP 1947] 2 AP YEFIL sk s 5
59 78 =

O]d 253k AHS tsHQl FHesE gt dyk
19A17] = ARRl9] dgy ZgAgyS d5E 7 BEs)
(standardization)9] A% &4 A 3
25t GAl AdEY 2 FAEEY A S5

1o
fr o

Books, 2005, p. 25.

3) Sk & p. 22.

4) A Amekay], TASSITE Safe ARke] ok Alzlo] SelolA F A, 92t
AZkes S o, Azt (@), SHIR, 2016, 285

5) Svendsen, L.. A Philosophy of Boredom. (trans.), J. Irons, London: Reaktion
Books, ZOOS p. 52.; FUA AmHA7|, FAFSIIE [FIGE AZFS] Hek AJfte] &
oA F= A, 7 ADCE S Iy, A (D), 2FUE, 2016, 52%.

6) YE ol rEe),, o273 <, Mé A, 2011, 43%.

7) Svendsen, L.. A Philosophy of Boredom. (trans.), J. Irons, London: Reaktion
Books, 2005, p. 11.; &€, 29 4 ZAREA AT I E3HIAY He:
CIEFHI= (2, 2021, 89%.
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A53HE f3lek ARl Axd

ol EABRS Hlinat WAoR RS PHsAcks o
oh® 2 A B7re] sk ol WAl thEelA 3B A APL
AZFoZA, BAZE AT TAAY S840l FAA Az

—_

|

(0]

P
‘

5= AR

=] AT HAfe} Tﬂoﬂfﬂ A Hee] AgEEe AeTt
LA A 01 At AN BFEcAe AFESG AeEol ¥ o
FARA B HOIAT 10 A=xuAZS A AFE WF9] AoEe A

Hud. 154710] BHE BPEH1629-171D9] A (o] Hghath
L £0]7] 022 ololsi ofole] %zt 10 Het AlHske] A
TS A oleie E5H AL B} AN UF) A8 4

Aske G AR =EH weo] QU AoR FEF & Ytk F
d 18 AA 5o AFH HFo ACEL ok Fr AT HYL
zZostal UASA L, TFY AT it AejAlE At 7S
7] 447 ekeh1D wiek A2 go] uRafshs A7) ARl digt Atolae
EUSHE FIPYolelE, 2acfe) Anst Aehe AeprEel Al
Act. J7H1427~14560)9] (BHADoA= AR 8571 1= ALE

o 4] BE, Telm A} Az RSl et Ao}l Ao
9Iet12

“Agrol W | ek AR=d), HAlE} Bo] E wzstold Wl 3y

8) FUA AueAry|, NFSIE [ ARk Wek Aglo] SelolA R A, St
AREOR S 9, ZSW (), SR, 2016, 335,

0) HhiAl R folE, TRl Bl A N, AAESY Bd, wHe, WY
(2, v, 2006, 49%.

10) A%, AR, HE-A2Ye] ohtbEn], BEIATA FS, AT B, 2013, 11

ﬁ

1) 454, 219 379z A7, MEg-215819] oltErn]|, F2odt4 |3, #
=3 22, 2013, 63%. HU7 AZfL7], TAFSIALE [IRE ARES] "k Ajzio]
SEOA F= A, S ARICR Sk oy, A3V (), 23, 2016, 33%.

12) A, r*FH-.—«] ), 2 ‘j“‘“ﬂﬂm ofu] -0l (8F), A (B8R, A%
9 (F8)E Wder-, EH-AFHY ofuEn, E2dITL Fe, AT HE,
2013, 115%.
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Aeel 92 s, obRE AWK BEeA Bofrhn A g
o] girrt o] Zof A F vk F S0 FuHE St okl
Ak o] B 480] U7

gl glo] A=t HWejo PP AoFo|A s|glsks Hlgilo}
o]: a} oh:%o]ﬂ-ﬂiu]-_' uHo] uHo]Q_ ;(]Hﬂa']-}:_ Eoﬂ }:ﬂ-o] ouuql,} A=l
Qg SLojulstal FEglo] et Ap7]-QIXNS Bk oR AAS At
4% AZYAR. B wrl LIl et wgoRA AREE o
ngtshe A4S ATKHS Holdo] A Juldeld BEshe vclofatat
ol EakAl B2dlla TRANTY s ek Aol itk 1
E28I01A Slo] Al ABle] o7t ok S} A A8l (5%
(5H29), Foluldt HlQIzkgo] et Rl Hug mEs19WA Av]
oF %7%%9 7Idshs "4l of=Rt ol ARk "SARYA

|A1e] AF190] gk FAF whAgol et
A= AZF AW A" Wt Aol stk Awgle A
o o] whzn], 2 oAElX] oReth Wi, AR AR Bh] A

o] Sl £ WM 21 wEslA LA 10 Rast A7k
A wist g7] o], Q7he 2%} o mel glo] 1 wash
SFEAE HA] BET A%

A4} E] Yol 1) Aol

fr nsh > iy r:i r:i

Atoto] A upy|7} 0‘3}
Helz} ul2" sfolh A= ogh FA|24] QoA Azt 4, 17
I A& A= (Dasein2A] QIZto] 253 AT JAE 23l

13) 9191 2, 105%.

14) Grossberg, L.. “Another boring day in paradise: rock and roll and the
empowerment of everyday life,” Popular Music 4, 1984, p. 233.

15) 919] &, p. 238.

16) FA Axesy), ARILE foE Agte] sk Aiglo] felol] Fe A, 9l
7 AREe R Sh= o, ASKE(Y), LB, 2016, 19

17) $19] 4, 38%.
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A5ake G319 2] Aag

stoldAE d4E AFTE A3t AFFprofound boredom: Tiefe
Langeweile) O 2HE FE5} @44 X|F3to] E4%E iAoy A
A2 JA2AQPE AT A2 Uee AFES

= T AFFolH,
A3t 2 Fodo|tt18) 53], oSt Hedt ARAZ Ve ]1-4194 =X
2l 7]%E(the fundamental attunement; Grundstimmung) ©|t}. s}o]
glA9] 72 AHE Aore] =4 HA FHlEEre, Rk 7le
o] ¥ 53T BAR IRt AEH EAFAC 7T 71, ARe 7
At olE7|&] W FofofF A v ARE & RS9kt 11 A
£ AR Ade AEA SIS EEsHA Eo mige] 29 Ro|
TAE sHA] gi= ARto]l 2ol AL AEA dEAS Aol ofsiA
gk 7ksstd, ol2dt Af= FEAY AIsgol osiARt 7hssttt19)
Stolg| A7} Toks @A A2 AlAl W SAETe] 2k &2
A SolA AEA 9] 7hs/dE Bk IS 2RI o] gAY
A oA AT IA ekl HskA] Y= @A Al gk F
Skal Fr1Eet AN HREA] b=t

AFotolghe e uget Bt 8RR 38w 5 &
U= A FIRIZE? A AF9o] T4 Fmete] sl uiEE
A4 AJE7E obet ATt AJEle] BISkE FEltthe ARHolth AlojA
HEERZ 29 QoA X|FoHA BESFELL st F2F QoA &7

_4

g ol A8 5 fle AE oA, FEeE =L Adske ARE <
oM, dFe BUYel 7IEAdES, HE4 fY 7S vl U= 4
o] FAZ Zot it A7 AFdT oA ofuEdt TAX 4
7t . ARk HE Afote] A4 dHiz viy=A &,

£ A WA g2 U UE 2EEd A A #A
A7), A7) A AEA sie] ¥A W], S FH Azt 9wkt

18) Heidegger, M.. The Fundamental Concepts of Metaphysics World, Finitude,
Solitude. (trans.), W. McNeill & N. Walker, Bloomington: Indiana University
Press, 1995, p. 161~162.

19) §19] A, pp. 148~149.
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ZAE ¥A 97 59 Akt AHo] 1313}‘3} 2 29t A FeF £oflA
TAAQ] AZQFA 0 20| Wsl= T4 Zuigto 2 Yoy Stk
oA ths] AEAoHA, FAlol| BE ’%4%}% Fstr] fAzt Ae
Mol BAG ZE wEUE g YR olsiAS A4 At 4
oA S5l gty & 4 9t = EIL IAA 419 AAHS
&l 24 "=z Mghd 7FsAds Adoh

. X|=2g, 0], A

1. 20| x X|Zgf

ARG ArlgEolt o] WA B TARLel. ol Aulet
A=t Aolo] 74 Aol Aasha, A&ska, FEwlw, A
AN, A%, FG A Sl s A=gE A
e AR, Eolg AR] Aol Izt WS WEAe)
wE, WS NSAY o4 |EAne JF FuANS

N e
e
19

1o
ox o
Rl
)

20 ek P Bol7k AdEn v, Sdolola] Foleh At
AL i ofd Feje] Azl AFD > et Eol9 FHL ol
She d mE deld Be uR 418, ol Al g slckel A
2k, o] & WHEEL AgolA Y1lske wHEE Sol 1 oJAlelek. ol

ol

-0,
>,
—|ru
P
lj\l
o
Mo
me
&

o G
)
N
:<|>I:,
ofl
g
o,
et
ofy
»

o
o,
rir
i,
ox
)
ro
o
[-40
5

28517 = jitt,

EoloflA AFeRe o3 4= gitk. AR o] FollA AFdt Aul=
A Fufi(a conceptual pair)oltt. =olgks R34 5ol 2t
Aule] A= ez 7 vHE AFE 2|<&sH= Ao] Erlbsluz
te BAZoR AR AHYEE olFsHA Hrt
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Ao} gL Ault ohijet AFAAE Aol () Ut %W} g
A g AARE A, Al P ARgen W
. ollo] AYE 4HIE % WA HES Aoleh, Elolol AL
2E W)L A o] At 20

[e]

>i

Eol9] 7|& o] of7|ofA A} Arls FYs] AHE ¢ glo
o, ol At AFFo= HPH% e Bttt Ot AR
Auods wre R o|gshr] HFof| FAHoR HYE= BE

form of affect)o|tt. Xl—r%@ Zohf7] QA Al =ole] ¥ &9
£ ov] AFgoR o|gstE= W3te] Y7t =olo] V|’ YHo=w Z
Sote Zolth2l) (RmAy], 37F) AT w9 GIRA EolE
F5otal, oM Tte= 2o OME} Auiel FA LEotEA =olE
A&sH gt wolg Bl AFE ot Alkole AAY Aulol
Al AFFo R o|gstE= 7130l IHZHEJE}.

2. HHR AY x X[Fg

ol AR]9] digeetozA HHe AP AuiE obdzl AFe] A
Ad"olc} ukek tff @2ko] o] X2 A=A Yo Ao}
ulE AgARRichal 7S, JE|a Sofe] @ Akglol] Fofshe thF
T B AT AT ARbe 27T BEeE Mz =0] 7
= AGHeR JNdsital ok, ot Jdf 2o AlAEN &
HlHQ Aol ATt AAgoR FEE FEE[OoF sk olR7t
A7 FETE, HHe AYE ZHA =ol7h ofyzt HFEY
239 55 Bl wA" A =olo)r] wiEeltt &, vHe AY

—IH_E

20) McGonigal, ].. Reality is broken: Why Games Make us Better and How They
can Change the World, New York: Penguin, 2011, p. 55.

21) A7 Amekar), ARSRAE Sag ARke] Hek Alo] Selol] R A, 2
b ARk She 9, A3k (o), SALR, 2016, 375
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2 ‘AFE 71&o 98l wWi7hE® Eol(computer-mediated play) °]tk
o] wi7ZiH l“‘o]oﬂ*ﬂ Ht e AJY EFojol= ozl /34 I
E9lojo], 32 A AT A(distance)7t Ert. o] A= Ed0]
o} -,T_,]Zﬂ el AR S HTo =N =5 A7 LAY

gl tolole}. (HUKFIFA) Alejze} 2wt
B2 e A osEe) AAE At 1
m%c@% qel ST A710140] AT Fao] AR ThE St
o gt =, vt AUl Eeolole] AR AHQ Aol
Aot A 44, BRI FRolbluce dReiote el o)

1 %ﬂ ujhEl s0] QlofA WS Zolch22) wheha

to
)p

i fli
=,

2, UE
jak)
4 =

0] EHO* WA F RN S Pt BEol= 3 IA I AExrt @
ofd Futo] gitt. FFE &= vi7iE Edoloiet /314 tiidTte] A
27 Eolxl T H¥AQ digEtks Ad, EfdoR HPANE
= Er AR T‘H% | dojdt}. ojd Eojoje}t /314 thHS, HIY

2 ADY AgF7I(distancing)= "7HE =01 AuE WA= A
AlARl 27oIHA Ao AFEgS WIAZITE w7 Eol= Edjo]of
9} 938A A 7k9] AlFAoln AAQl AgS WA =Hid, ol
Edjoloj7} g Aol EAsHA Eol= Aol dojur] el o]
o] AT Edolof7h AHARl F3H EEolA A== AdRolA

dhlsIR|EE, o] st A 23k 71H A9 93] F=S sl WiEsLA

22) Fizek, S.. Playing at a Distance: Borderlands of Video Game Aesthetic,
[Kindle Edition], Cambridge: MIT Press, 2022, p. xiii.
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St 27lo|t}.

HT 2 Alle WA 44 Are Ad2 AT ulE Av| 4
Ao} Aufiz} opd, Au] ik 7hsSHA sk IRt 202 BN
F 3= 7I3E A ol H"Le AUQ 5E5FF olF(twofold) +
Zo} 11 24 W Ane Ajjolt o] X“ﬁ% % glo]oje} s A
A EdZo|1 AHYA A7t AulE Filol= 20| He= A9t
o] 7oA R|Fgo] Au] Jike] 2o ® AFtl= WAE olsfch=
o] o] Hrt.

HHQ  AQduiAel o]Fd SR ohadt Zoh Zof/8-o
(participation/non-participation), Z-s{actions)/H|-E&(inactions),
A d(representation)/FAFH|o|A(computation), F={attention)/AFt
FHdistraction)e] 17°]t}.23) BH[HQ A= Azt Edolo|d] 55
Aol Eelolgk= ol FHe 714 9@ Largjso] Eolo] ot Izt
Edlojoj9] H]-Foi9] iyt AFHEct. o, HH L A4 ofoldH]
< B9 HEE9] IS Aol F= 5540 Edlolol ot H(E
A EFolE Bl ofelEE ML gl i AestE &
gloj(clo]dlE B3l e FEo] AHoE FHEAY It A)
7t Aol Aok QIxtoll Qs AgE Edlojet 71AIL darElEol s
e Edo] Aol9] 712 EdolofollAl 3l &85tHA TEXHL
2 B3RS @Ak AT EY 20 WE 53 Al AteloflA

AR AR vt e AQ9 AEstE EFololA QIzF Eo]o]
7h ZofskA] Q= 54 EFolof o3t AR o= Qg £429
A & AR

HT 2 AQd9 A&} HFeolde] olF Fxol WAE 2178} Afm] <
Aol A|=gHe] o] Qlrt. HIH Q. AL EdolofolA AL

23) Fizek, S.. “Through the ludic glass: Making sense of video games as
algorithmic spectacles,” Game Studies 22(2), 2022.

24) Caillois, R.. Man, Play, and Games, (trans.), M. Barash, Urbana and Chicago:
University of Illinois Press, 2001, p. 31.
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9] A|(representational images)® A|Z}E|A|gE, o] olu|X|= opdE ]
ojmxjeh= g IR YHE AIAH QoA FE9| AFS Fof HAE
o] Al&Eo]Mo] 7Hs3t AFHolAYE olv]A(computational images)©|
ok HYe AJY AP} HFEe]Ade olF &R ol Edo]oiofA
239 919 {34 g2 AZE Tl Y 7FsS oRAHAl FAlOl
SAH R FEE(control)soF k= olm|A|o]7|= sitt. o] gk ofn|Z|
£ #xAow SPIE stal, AU A wEt 2EES|E S

ol54 E¥o] IHoll= Am|e}t A|Foto] A= o] Sitk. Al EFolof
oA FolX AFErt =2 QELE HYL A A== ol#tt 13T
A Ak, T1Eja 71 Qo] EAfE o] Qle ARRkE & HojgEth vb
o, Athe] HA: BYA B t© A=(Legend of Zelda: Breath of
the Wild)»(2017) AYL Edllolo7}t 71aiA ol X2 A o=E A4
A AIotes 5183tk A g A= EFolojY et 2E
o wet, AY FollA Foixl Rl Aglol R dHus gEi
WS Bl STt AGE AT & Utk AF™ B2 EdFolofe
Arto] wlo] FstHA, AFd HHE A w74 Ads A &
& o Sltt o|wfj9] Ed|ooj9] Ajul= A ofn|A|e} A4kE ofm]]
o] 1% Atolol|lA FEE=t, AT ol=et 11E AFATIA] gL
FAAZ = H 71o4gtet Bl AR AL ofm
o Ho]1 Fo2rg2o|7] ok FHY EHo] A= %94;‘—41 e A
ZF71E BolA, AxF Edlolof7t 1A ¢ 0}3131': of oJsf A4RE olm

Ao B ol AT ¢ Y= AT D= FoiARE 7hsslt

HH 2 AdoA A|F3do] AulE APAiks E Z7o] = A=
(attention)?] EAIAE 22 4 ot IO {34 L5 A+ &
glojojo] 52 FAT gt HHQ AY GA| QI Eolole] 5=
YA AU AAE TEeE EFojoje] AE EofgHith A A
FeF Zojo} w|-ztolo] 11 AEiAE, T Al B4 35, Ak
B4R 2= olF FXE sttt Bre HEd A (FAE 1L

~
it
J
FN
_?ﬂ
Ir
o
]
3

—_
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(Pokémon GO)»(2010)9] A5 AZtaliEAL (AR )= 7H AlIA
9] AT Y= A HEE 2AEE AL, ZAE 7
7S] AIgHS Hol:= Z7)3d4(Augmented Reality) AlYgolth. =upd
2370 =R spHoll= FAH St S E 0] ZARZY] E3o] HAY
7] wZoll, sig AYL Edolol= A =8 XY Ik 4AAF L
2 BAsHHA, TPl AFske AEEE AoAERi ojnf &4
ojoj9] FE2 A4 AACH 7MY AlAlEE F MY WFeR FAE =T,
ojgfgt FEat BAME F:9] olF Aol (ZAE 1) AU Au|E P4k
Sh= wiAYSZolth getdow BAME FRO| AR Ho] Fodzte]
FSS oot SEHEYOEN AT o[ 4= UARE (&
A o9 BARE F52 Q5|8 F59 & A3lstal Au|E P4k
gt ojuf FEit BAME FEOR o op|she A2 AFdtolth
APRRSE Eelolols ATHE HSOA EHobrl, AT ol ZAEL
AR Qobr] AFSAH, EFolol= FA AAY &34 3Kk ]

S M2 7HE Al & ZAES = TR AvE £t

n

f

3. XssiE S0| x X2

st Sl we. AdolA A GEHES ARl 4
Fak Afolek. YA YA, AEokE Sl

o T AESiE Sdele] Ml /b ¥y, & Sefolold
$H9 Holg At £54 Befole] A, Fn 58 ke ¥
o A mYHE Edlo] FHL Selelolst ALY HeHoE W
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2 AHISt e AHIE SusH sheA, e Eet AE AHE
FAIBIAL SHfishaA v Ao A Fete] ZAE skttt
AEste Zdole AlYe v AYe] oA AFete] EAeF A2
ot A, A wgel 495 AEEAL AU BigolA, Asehd
EHole °olF 7Iez W ARIE doke tiFe] ARt Ak A
uQle AlZteE Helehe AlAHoRZ IQMEQILh I A o]F, &
re dgst A, AEAL A5k, HY7] 59 oleviedt o84
disolAl oleAtE AR A Z5H| THEdiek. ZHIQIA o]
FARE M2 7R/l AlRtelAF ARt Alzte7|e ot o] AL &

ot Fe & AWeks lo] Mz olsrlez e AR SolA

we7] AR T ol sl wEe ddel 9 videl e
F74< viRglnh. AY7ieh AR/ AT ofF AS W s
o5 BEHT Y= AEH oIt 2047] o] U A3

A JRIZoA AR “AY Hol(Game Boy) 59 Fh& A7
I a2 At 49 ARk 2=9] Alztez ARdct. T=4 214
7] 2 A9 @A mHo] dAe] I4e F45M Bt A2 olEAdst
19] S0IH. ol &R St tiF2] &0 FHoAX olsdspr]o] dA
19 A2 olsHele Al ooy A FeE 24T 5 U= FH
19712 AR 2 SoME Asskd Eol9] 54 Edol 3
i oJU= 3 Aol wirElsle 2 Edo] ARKY 1
AlZkol 2hd Edjo] B4 ol ARl WA FRAIE WY
2get E9jo] W02 tiFol|A A4l

¢ By AdeY Asshd EF0] Ree AY =F0l EAske A
FE a7shs FAo] fIt AAE HAnh At &0l AY
EFolAE BlYe AP APS A3t el ZFol0d 554
)l =0l o WS 7IAlel HAF7] wWZelH. ot "’ HHL

A
71l

=
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o7 AJfSH ¥t QIth29) Hol-k=FL txE AFF =% 7ked 9
e 2 A 0|9 =59 A (demarcation)”F 2FalEo7tal = tiRE
njto] #3lel AHE AYshs gojoltt.20 §F QIEF FojRl= HH L

AL HollA o 22 Azt A=Zstr] st A AA el Algolds
3oy 2404 FE =2 HA 59 JFE % HAE of=Ht
olE'E W AYZ 7I&F=tl, ol Ao mol-keso sidettia
a5 Stk AsdtE EEolY H&E ol ©e HHEAQl Eol-kE

710 sk Rolch. AY Eshgle] A sHALe sk

oI} Belolole] AT Bol-LFE HAHND, ol Ll UE B
e Uz AGHomA Soldl W2 Hee wage Tt
iaw Jet AsstE Ede] meolA ARite gige WA
A eoleh. A A BAF 8491 HBAGHT Holo] ¥

*-1% Hagtow ] uhgo] 55Ael Sdo] FHolA ol 2AL
&7 5

& 2rhsl Qe tEolt 554 Eol-wEo] vt
£ Zolo] 7183} sol-wEo] AR Sdolo] AL 4K
A2ge Sets 29E Wik . ojuje] Sdololt At A
=92 An] S50] A oujdd. T AR FolAE A5
o] mES AU ol WAY AU GBIVt S5 Bl
2§ 2703 ol ' ol T & Uk A ge o WA A
7 gged, 250 olv] WAY Ael 24e vzl Ia T AY
AERE Gl ol2igt x|5eto] AT Stk

4. X|=ed Mol ol =

[o

HAE 71z vivlE Asske EFololA Edolole AR YA

l

25) Scholz, T. (ed.). Digital Labor: The Internet as Playground and Factory,
London and New York: Routledge, 2012, p. 2.

26) 919 4. p. 13.
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o sk s, ARG 9jgle] A= G, 1%@.4
43T A} 2o BHel AU AN v, B
B9l Aol Befolole] ATFL Aule Wik FrAS
(nterplay) ARY 90Tk o} IVEOIA X481 ZI&S AR, A4
S

AJelo] AT YAHoE e o) 4, Teime BuEsde
AR Az DAY shiel S wel v, Fxo) e A%
T 2P AE S G2 A g e E OE Fue w
S 23 dige] e,

A3t Aule] Asdo] A5 Seolel Wi A5H BAZ ojstst
7] el o] 2o 114 2ol A WTle A

ol /u]-o], Ad/ARECIAY IFBAE Asehd %EHOH ““E’*’ﬂi
Al AsE E a7 Sl

AEsHE EFololMe Az EFelol7t A3™ Umel {314 S
7EE 7 #xAow viRtEe o] 4] S7IRt. FAISITA|,
AEehe EFole RE EFolole] VIEAQ] o] AFY Hora
(trigger)ﬂ Hol 714 &2 darElse] Foshd F=8 Aok Asst

EH°lE et ol Edolole 239 v 7MY EAlEe
%ﬂi —Eﬂolo}L 7o) ofet e or HigtHE qifoz Q1A
SHA At 734 gidel His) ¢ A=lE 7l ¥xske 734 H
e v vy A Eolot =3t 559 FHie oot 7He
B wRA goR viekEy 334 HEg Heks olo WAL
digu)d AL, FGs} - njtojsl 2 AJZAESH A9] A&l ALt
olgict. Agwt 7MY AA|, Jelm BANe] B YT So] Ttk

Tﬁ

BHe] 238 QoM BAA= 7HIe] omAlEe] 239 wige] dd
Rl fiAshs A P HEA, AR Al Higt ﬁ%‘: &l
SHAle] S5t AgFelth. 7Hg, "AFERE(spectacle) ©ol#hs ol W2

ol B5h GAEel S Bl fosl, £a7 $a1e) wolst
SRe gRolA A7, A, BAC A% 59 FAleh ¥ TRk
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u[) Q. Ae] AESHE Seolold AR BAY @A olejdt
sfolA] AR 2 itk S Selolo] 5491 45 Baol:
Z#oo}7t W (action)sh AREL olo] AAF SHATE A9 4
528 (interactivity)o] Tg FL olsig 2125wt ol
Aot 1 onls AEske o 9lo] 4eAgAoleks ZBAo|n BET
1wultjo] Bolg AMESHA L, Th] HE ulrole] el BHS 43

I e a%et A58k Sefolo] Sdololt 23 9lo] R34 o
4o AW zARoRA AMES HAVHE 25 AY “A(game

fee)28 02 HYEE Edololet AU H2a8A 4l 7MEtE
ojf= Tt 71&A ARSI AAIR vPZolA A WA B
Z4o] oulof tisiA HA] BZs = 7|85 ZA Hoh

I8y o2 gtEog Fujtel2 EREE vy Add & vy
ol EREE I3} DYHIAS ST Aol AE & /it 7o
He, HH e AY2 FoHA vlyoi(optical media)7t o2t AFE|0]A
g AlAEl(computational systems)©]7] #&Eo|th29) HFHO|AE AlA
glof Bofsks Tttt FAAd(agencies)> FHA] AlAH I
20, PRl wet YRt deAgske Wi A AR Wl
gEhRIT}30

Aot Edlolo] ofshes A= Ikt Edolol® oyt 7eF
E4s, "dAd FEE ZeRith v 9Fo] w2, fAgd EYo|7t
BAA = 239 919 =0l #HL TRt PRIl Folstke Ad
olu]x]Eolt3D) = tAE AYS ok ot FARE A X

27) Couldry, N.. “Transvaluing media studies,” Media and Cultural Theory, 2005.;
Kellner, D.. Media Spectacle. London and New York: Routledge, 2008.

28) Swink, S.. “Game Feel: The Secret Ingredient,” Gamedeveloper. 2007.

29) Fizek, S.. Playing at a Distance: Borderlands of Video Game Aesthetic,
[Kindle Edition], Cambridge: MIT Press, 2022, p. 1.

30) Parikka, J.. “New materialism as media theory: Medianatures and dirty
matter,” Communication and Critical/Cultural Studies9(1), 2012, p. 98.

31) Fizek, S.. Playing at a Distance: Borderlands of Video Game Aesthetic,
[Kindle Edition], Cambridge: MIT Press, 2022, p. xvii.
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g T2 7Y (Object-Oriented Programming)oA1e] 3 A(Class)

IAEIA(instance)& AAok= T2 E(instantiation of rules), TE=9]

A, Sdolole] XAl AAHA HIE, Telw Heole] Eejxal
HFSHECH, Seglel THE Az ASEE AdEt AY =& o
Eelolg 2Yske F H)5S AR tXY Sdolo] BAY, £

A5k EdloloA AdT Edlolofo] TAIR}F Edlo]of] IAGLE I
T =olof ¢3 ETt PRI AFE o] QulglEofof qtrt. o]Hgh
AHERZ2 fAd AHERE(digital spectacle), 2 T FAFCOZ:=
djE% AmlERE(algorithmic spectacle)o|th32)  E|gd AH
EEogks A Edo]9] AN olnRA e 8l FHAA
ity AEEh AFsskE EdloloAY Qxk BIQIZke] E24 AHY
&of AUt gAE AHERES A 5518 AFAE RN Agd
BIE AR

A5k Eeo]9] "R AgERZo] WAtk Aul= A5 &
o] AdErZO] Au] B4k P} [FARE SHo| UA|TE LS

At 7Hg, okt AY THEY WA RPGE A= S0lEA &5 F
e ZlojA Z2H40] EYolE BFAoA vt = Pl AT
715 &l Ao AniE ARt S ALY AAE S5 4
Ao|al AAARl At Aol Iofsh= WdolA siErh diAl
7710 A Folots Ag 9 HA=olgs tiEds BoiA A=
dF 9 A 7]8 A)S AlEEeldsta, Ay d&stH, 1 9
| gorgojd AL 7ItistiA 734 it 9 Edlol2ke] AlA1A A
ol Al AU(mind play)ell it T12u dzFo=
7371 W9 4ol T 4 glom, —‘L'ﬂ | 7kl ofwet g
3 & Qlth of7|olA =53t AF9to] AL St W &5
AL AN ALE Hea, AU %S #xsta +EE &

(e]

A_

j

2 U )
Oglzoﬂm —[l‘l

o, H1 oy ©
mi”°

N
19

32) Fizek, S.. “Through the ludic glass: Making sense of video games as
algorithmic spectacles,” Game Studies 22(2), 2022.
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A5ake G319 2] Aag

e PAYS TS 1ol 1 AYT & P whel, Aol A%
o U)d 2 Qe S5 TR BES ogke] Lagt AlEl Qhedt
s 2|25 24 4712 VIS =t o), BET AQde] 2EAQ

¥ 47 A g2 1 5 22 o] BE ASL JRseh) s mrt
DUl AFFE BFo| £ AUl hh BEST 1AL Sl Qe
AzolA] HiEE 2% 47 Bl glold Bk 2 AR #
Z3} AY Aelo] Wolzl AzelA] 712kt o] AYES B BES &

]

524 EFolof7F o} ¢EHo|ARt A=Hog TS 7 AT
2A 7334 gt ARl Bl E71HA Aju| APitol roigitt.
Asskd  EZ9ol9 433 WAF E2UY  AYRole-Playing
Game, RPG)Q] HAE AHEEL ojmd7y? Asstd Edolg 54
Htg 28R WAF RPGE AVE A% HEE 7|22 Al5os 4+
o (Z2IFA FAE(Progress Quest))(2002)= A3t Q471 S
He gl oS AR 221 2299 AYMassively Multiplayer
Online Role-Playing Game, MMORPG)S gt st WAd E=9Y
Adolet. o] AdL Edoloi7t MY ol FF, AlE 5= 275t
1, FARIE A 5EAE AlRT Folle A dSAsol gotd A
FE AYSILE AT (ZEOHA HAE)= o9 W2 HHXF
RPGY thga} 22 A=24 HYZ AR HAF RPGY Edo]oj
Ae AEd A%, 571 A9, 718 9§ 43 5ol disiAet Ay es
554 Edol7t s18EY, {9 Z2 27| Aol Eud AA AF=
SE fAo| TAA FdE ol Alolty. EFolol: 7MY ARE
7195t ok AAA WA AFS FRiE ALY AHEE AH

79



Y73 AJIESTRANS-HUMANITIES

AL 2ABIAY SHOA ol717] {3 BT HAYS Avei] 2
the ZF AHoRoA 9 JE ARE S olE7] it AlFAREE A
gfos R8skl HiA|SHH L}UV] 3 7A == A
(alea) 330 T7HA H2H & Fetet. wEbA AsskdE &0l
ool 2% +84 Edl°l ”'QJ*’ﬂ FO|AE, o2 Al 554
Aokt wxpsEo] = 714 9 dalglsd Edolg seder I
she olFAY EdlolE S

AEstd &80l Holl Yeiues HAE AHERES] JffolA AFeol
Awe] Aite] AAsks WAL ofdz2l AFEEI FAR] Eel.
2t Edlolots HAE/AIEHIA onAEE T JIEHEE mjHo] o]
o] A o|m|AE wiEtER #Estal . U I /54 o
F= T WiAe © ol 1 ol olAEE Hil £4 wWek 2A]
2ot HAE FE¥(digital spectator) & SEACIHAE FEHOE
o] omAEE #ESPL FF5ke Aotk o] sEACIHAE FEAA
oz P99 WS ASAle A2 VA " °*1al%4 EH°lE

= U7 Edlolo AFgoleks AEA AHolH. REEA 554

OE A SFolt AARE Ak AT

M & 82z Aeshd Edlol9] Eolo]
© Fojot Hl-3o, A8 v-Ae8Agde olgehd F=olA &
Aol FEHor EYolE 5 AuE =7|aA} gt

ol
sl
o
E
=
H
ﬁ
|:|0II

33) Caillois, R.. Man, Play, and Games, (trans.), M. Barash, Urbana and Chicago:
University of Illinois Press, 2001, p, 18.
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Ak Yo7 skAgE, AMAT 7|tk A7 EololA] HhEA]l
a3t oty AFS Hols AYY A, ofgE1 AlelE HAE
ol Fhof Asiglo], Aol Sdole ¥l @A Hdsk] A
Sl HEA T AZto] HHEA] a5t 34)

gAg Zdo|l2A AHeskE Edo] gA] 7|t ARS U8R ke
Eolty. g AYEst A7AE olFdt AYY AEE VdEe AY
(waiting game)'390& TgsH7|% sttt ol= AU EFoloi7t 5%
Aoz ZHolsty] felAE WAske AIRE ti7]ske AIRRS AAok st
7] gigolch. ti7] BEoA= Z|AZE 17k Edolole] EHolE YUl
A Eol-lego] Fogitth. o7lofA I EdolE tAlsks 7|AES
EAEA Zolld YA AHEEel ZaId 3, TE9] AjH 1
AEC] Fofoks oo AAHE FPARE BF ZI3c) of7]o Hf o
gAY AR QlIE|Ho|A} Al WHEIE FA] ol V|tElE =
ol9] ARAR}S A x3ttt. Edolols 7|t AYE Bl Aulet A
T3] 0|34 o AE(interplay)oll AFHt. § QIER FofArt EA
= Dok Hhe AY (WE oxH|(Neko Atsume))(2014)2] 3¢
o} 19 —Eﬂ | A8 *E‘uiix}

[¢]

S oEg S WA Hors s Beolole] BUS B Aol
SIS A A A FE AT & 5 e M
o Aol Seolot SEHoR 24 4 gl Hhioly, mee

WE 7% =0 AW Fo) ABH 24 thyeld. of ool
B7] SRAE 9 AZES Jlckelel sked, U dY] Alkle] A

34) Rodriguez, H.. “The Playful and the Serious: An Approximation to
Huizinga's Homo Ludens,” Game Studies 6(1), 2006.

35) Hjorth, L., & I. Richardson. “The waiting game: Complicating notions of
(tele) presence and gendered distraction in casual mobile gaming,”Australian
Journal of Communication 36(1), 2009,
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© e A93 BAfoltt

AEskE EFololA ZgEle AR EFolofolAl AFeE FEH
ot 7] et Aol ARlE AL, APgehal, wEskl, BAE
Fal, F2 BAE O] AdRelA Aol Ao s BHY el /Y
ke > 584 &l ud, EFololrt A=A | o) &
T e E2 ot Eojols E Rlolal vRt JE TSl
SRS AY BS £k AM2e Aol
oltt. £9, 7ItEle AYelM 7Hele ARRE Hule o] mhd A%
g A2 ofytt. ©E Zlthde] dg%el, o" AZ 7Idskal 7o
+ ARE iR AAY 2714 ofd(EoldBelMs falstkal 42) o
F= 7t AR wRERE ARMRS oiyn, wlge AR g 7]
FHom IRt AlZto]l H7|= . (HIE ofzH)7t AjulE Biske
FAE ook Zrt. (MIE otz 3 Al gel MHEHE
tEle dfe Ave S8ttt o, 7InE Holl 2= BEA2 AE
o2 Aulg A siEd. ol &2 84 Edol & 2 WA AR
e} ATk of AlY EFolel ot Fagvt Aju] Bike] 230,

AY ZHFEe=2A 7Igele AU AW Z2A(in-app purchase)]
e ABSIEA E8ololt s sEA]d &0l B 7IHEe Al
e A 7188 EHal FEYH. dE SolEAL B4 EFolele
Asotd Edlo]l REOA ske OVl A msHAU E°le
Ad=ste, 12 F d¥= I8 5] {8 7170] oA #RsEe
A S ARt gele ARMYF O o] @4dE ARYE =
Ao s sush s Aot 2, 7Ivde ARE =2 1gsh
22 Ao AR ARSle] vho] £319} 7]Eold Mz EekaAd>
ottt F solsite] WMAE EdY fRE(YouTube) ZUY A
HlA 52 =5 § @Wol AT Al 7IHEe A AAReEHA

rr
he
o

I
o rfr do e

|
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A2 A7ME £Y & USS &3ty RS ABloA] A7 =
o2 3t 7FssHThar ol AA] E AE]F oA dA| s1ER ¢
HEojAE oF 57| fiEolct. AEshE Zdo] REE AFshs 7|t
£ AYolA Y ZA| AlA"2 Z|thEls ARE WA ARE glo] HlEA
o2 AY JYoz Hold = QA siEt oz, g AR FHofA=
akd AQle] wig g FY oS A&t HolHAl, AW AAL
Aadol=o] B2 A7k BEABHA] A sfiEH, 1& % J=E A&t
A 3t 2 Jto] JltElE ARRS Ao 5 9 A
ZAE ARSI PA] ARS 2= AL HE”%P—E— Zdo At E

2 R oA Ak Edlo] REVF Qe HHtY-E AlEH 0l

5 AL B (Every Farm))(2022)2 E8°let A= SHotd
A AY b vEE k= AR IS Z1Es7 e ich (dlEEE)
oA EFolol 7MY BRES skl Auiste] 7] A4S Tk
£ B0-e5S oA H=tl, dEY #ol Hofshr] fsiAe 71
AZto] "ty ol Y|tk AYS st A AU QoA
ofet AY HpZe] gAollA F7HHoE JtEls A7k EARS|oF

ol FIE i (o

i)

walgEslE kel AN ARe BARL Jotels AR
zow sk AR Yelo] ABolelRrs, Hlde A SHo]
o l::@xaowm 0142 551 Saolo] AEsfoln, A2eHE Al

AAre] xR RE SZA)7|E Aol A Eol9] AEskE w7
AZE dollA, EHlolole o ol AR e Au| AYie] xzie=

ARSI gk, AY Q- Hgel FEG AL, = £t A B4
| gke © oith A e AN ] W, AR SR
Esh ARIS) A4S § aolok @ Al Wefs gRom YA
of Ajm] A THO] Bmgl RiER AFEol Mt

N
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6. YSEXIt XI=e

AsotE Eglolof|A XFgto] Au] Jike] A0 E AESHA] o=
Aol dish Z= © AAIs] AwEZ] s IxF PR F=E
(attention)?] ¥ BEAS g7} Uk

FABIHAI, As2kE Edol= 53 EdololH, old 53
Edlo] BollA EFolofollA] 8 E = A2 554l o7t oid 1=
9] F&olt}. At EFol= Ukt Edoloje] ‘Erfg= 554% 3
9l Qloj= =Y H AAHFS] FHA YolA EdolE XPAIE 55
g wiA ERAES 7T AY daEsol o't AAsskE EEoloflA,
Edlolol= Al EFo] ol FofshA] far=, A St olFA|
I Qitk= AME Aol 95 712 EH AulE FRSHA ek

9 shd ‘FE A7 =olof Qo] ‘FEH'Z /I P90l EFskL &
Pok= X Edlo]of] QIAA Aotk ARt =3 BEo], /3] A
259 AAle o 22 At EFolole FES olFo] WA gk
=9 A= QXto] ofEet {3l & duht AlFeR TS
71€0]al AFE & AL At & AgE duAE FAES B4
ok AQ7EY] EAIR dZEO ot HYe AU 585F EdolofA,
IZE Edlo]o]Y] F=O| W2 A AACIA 7MY AARZ it H
He Aol AzsHA 52 &80l A% AY HPZIAE AY Al
Al siEEo] Sl 4 UATE 1™ wjRA 17} ThA| H&ESHA] o
AY AAE wu2 Id2 JHAAY ARReR SopriHEh vhd,
A5k Ed019] 454 Eololxe Edeloirt A Hpdol EAE
22t A oA Hojx= F34 P9l gt 119 FFo] FA|EA
U =7 e gk 27t SPES BHA] @2ar, Al AlA0] FeshA] g
g A AAY Aol AlXZEZE WEtstr] wizol], o]Ao] A v
A AFsks Edolole] IS A&H R FojgXIth ojdf 59 9
YAIE ARESh= IE B9 &80l Aol ofd wiolk Edold] 4l

Fd

L 0
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B 2= UAF B (cognitive overload) Aol Rt} @A AlA
AFSHAA L 7] AlAl FEsk= ol=fet @A, shtY] wiAlel 4l
24 uAE &= ‘4L FE(deep attention)©] oYz} ‘BMNA F
I (split attention)°]&} AHkglof 7174t} 36)

vt e AdL AFEHE R {314 Fojet #HS fegith 11 7t
2HoME AsstE EdFlol= Ed|o]o]] AHAl ol ofyz}t {5
A S He PR B5Folx] k2 aEARl RIS g%
olgfgt 4 wjiZo| AFsstE EHolE Aok AYE WITRE A
A(background game) ol2tal A|Hs}7|% qt}. WL AlYPL
oloj= E 7}A| UFE A® T F A4le] Y Itk 8= F

_4

ol Edjo]oj9] mhg FHH W A3t A AP LS AL AF

7] wjigo|tt.37) Wk E Ao AU % ‘351 A5t EFo] A

= FAck= w1784 F<9l(an ambient act)387F FE o|F E}
19909t 5L ofXJo} Y A9 Had E l lofollAl A

A I7E ERY AAAY (A (1996)= YL AY Edo] W
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Abstract

Automated Play and Boring Systems: Focusing on
Automated Play in Video Games

Lim, Yeon-Kyoung (Ewha Womans University, Research Professor)

This article argues for the role of boredom in video games, a popular
form of technological play in the age of automation, and analyzes the
relationship between video games and human players mediated through
it. Automated play, also known as passive, self-running play in video
games, brings the issue of boredom in video games to the forefront.
The experience of boredom in automated play is diversified by the
spatial, temporal, and psychological distance between the player and
the game. In the tension between the twofold structures of participation
and non-participation, representation and computation, attention and
distraction unique to the video game medium, boredom and fun are not
binary opposites, but interplay. The problem of boredom in automated
play helps us understand the material-affective dynamics of the playful
relationship between human players and games. This will ultimately
provide an opportunity to reflect on the meaning of play and gaming in

an age where play is being automated.

Keywords: video games, automated play, boredom, automation of play, affective systems.

=2 279 20234 09¥ 17¥
AAF 2E: 20239 10¥€ 12¢
AR gL 202349 10¥€ 18Y

97



WWwWWw.KcCi.go.kr



