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2 ©]H(2017), Telgk RuAES) HEH AY WHE A7, THFAMAAT, 2303), pp.
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489-520.
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pp. 60-83, ¥-27(2023), T =9 AY g3t gt 71aes 1z (FAE 274

vlo] &S T4z |, Fet=Ades), 23(4), pp. 3-14.
4 Espen Aarseth (2006), “How We Became Postdigital: From CyberStudies to Game
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Studies”, Critical Cyberculture Studies (Ed. by David Silver & Adrienne Massanari), New
York & London: New York University Press, p. 43.

5  Espen Aarseth (2006), p. 43.
6  Espen Aarseth (2006), p. 43.
7  Espen Aarseth (2006), p. 43.
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8  Patrick Jagoda & Jennifer Malkowski (2022), “Introduction: American Game Studies”,
American Litereature 94(1), pp. 4-5.
9  Patrick Jagoda & Jennifer Malkowski (2022), pp. 5-6.
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10 Janet H. Murray (1997), “Digital TV and the Emerging Formats of Cyberdrama”, Hamlet
on the Holodeck: The Future of Narrative in Cyberspace, New York: The Free Press, p. 247.
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11 Espen Aarseth (1997), “Introduction: Ergodic Literature”, Cybertext: Perspectives on
Ergodic Literature, UK: Johns Hopkins University Press, p. 1.

12 Janet H. Murray (1997), p. 271.

13 Janet H. Murray (1997), p. 274.

14 Espen Aarseth (1997), p. 4.
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15 Espen Aarseth (1997), p. 18.
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¥

1o

16  Janet H. Murray (1997), p. 284.

17  Jan Simons (2011), “Narrative, Games, and Theory”, Game Studies, Vol. 11(93), para. 5,
https://gamestudies.org/0701 /articles/simons.

18  Jan Simons (2011), para. 7; Jan Simons (2011), para. 9.

19 Jan Simons (2011), para. 45.
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= AR JEE diAshs Blo] ofdet Bk Alolth fEl= A4t
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Ao FFsloretc}. B & g Ho] RFERAXE, o2l FEZA|7}
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F

20 Gonazalo Frasca (1999), “Ludology Meets Narratology: Similitude and Differences
between (Video) games and Narrative”, Ludology.org. (Accesssed 7 July 2024).

21 Gonazalo, Frasca (1999).

22 Espen Aarseth (1997), p. 16; Markku Eskelinen (2001), “Towards Computer Game
Studies”, Digital Creativity, Vol. 1, p. 175.

23 Gonzalo Frasca (2003), “Simulation versus Narrative: Introduction to Ludology”, The
video game theory reader (Ed. by Mark Wolf & Bernard Perron), New York and London:
Routledge, p. 222,

24  Markku Eskelinen (2001), p. 181.
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25 Markku Eskelinen (2001), p. 178.
26  Gonzalo Frasca (2003), p. 222.
27 Gonzalo Frasca (2003), p. 223.
28  Gonzalo Frasca (2003), p. 224.
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29  Gonzalo Frasca (2003), p. 224.
30 EA](1995), TellEe] AR - 1L R0 AA St ) M= Feol 2 =RANE
o R ) FEdstd T, 4, 59 TEsHId T4, p. 124,
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33 Patrick Jagoda & Jennifer Malkowski (2022), p. 5.
34 Patrick Jagoda & Jennifer Malkowski (2022), p. 5.
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o $AH BAL AYE F 48 0|0k Tk o) Y velo)7 4%
WA P gl o F2E M oA FAE RS YT 5 e
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35 Janet H. Murray (1997), p. 71.
36 Janet H. Murray (1997), p. 71.
37 27 7}0]9H2018), o & &, Mol IRk i A7, el E WA, p. 39.

38 Gonzalo Frasca (2003), p. 227.
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© et HAFEE B3l WEoX tAE wjAHE S Ashi] ARSS
“AAFA (procedural) 0] 2= o1& WHAA AL, = LareFE 2 1F 9
el 7198 oldle=r14 L2l FAEE 23 S sidfstaat Al
] (proceduralism) Th= &1 & At} M-yl es#old: BT QA H|%
S $18+ WH 5 (Unit Operations: An Approach to Videogame Criticism)| A1 B.31.2
ET HHAYE "8RS e EAHT JFER ofopr]sH, H]W
I} At (computation) 2] WHeo] B &3S WY 1= vid stolH|IAE A
Mgt Zellold shuke] A JdE ARdle] o] 7 BrelH, 7]
A3 =og 233 O d7Ee] D i xRk @9
g FATIe AadE 2HEke Al 23t Btk Ruse=

(o3

39 lan Bogost (2006), “Introduction”, Unit Operations: An Approach to Videogame Criticism,
MA: The MIT Press, p. xii.

40 olt HIuAE= wlEl stoldlA, T#o]qy sk, ukHs Av|e}, TEa & v
= A Alf-EE(new material)o]2} E2]= L 201d7F A Al AehA &
ol g AL Foldth AFER e nldoly 2l 4oy nlo] & &
o] HAo] of]7] wjel, & FelA= el s zio] Al A gtk AREE
o] i3k 7§28 Christopher N. Gamble, Joshua S. Hanan, Thomas Nail2] “What is New
Materialism?” & ﬂi’@' A, ob&e] AFEE Uigh e A= E QB AE, 9 34|
rEAes M)+ S S 134\% FEES T80 AAlsta Jde7hE A
A

41 Ian Bogost (2006), “Unit Operations”, p. 13.
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ok A AR AR B A5 293 284 A3 elsh)
Sl8 BIAET} AGHE Gojolth® mIAE

3} o] FABKICE, “AAH FARE AR A0

42 Ian Bogost (2006), “Unit Operations”, p. 13.
43 Ian Bogost (2006), “Unit Operations”, p. 13.
44  Tan Bogost (2006), “Cellular Automata and Simulation”, p. 106.

45 Ian Bogost (2007), ‘Procedural Rhetoric”, Persuasive Games: The Expressive Power of
Videogames, MA: The MIT Press, p. 5.
46 Ian Bogost (2007), “Procedural Rhetoric”, p. 2.
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2 AbeE A 5 A GaYEe B BeoloE A5E 4

HuAEE vgo]e] AAAE Sall X ESO 11 A7} o]n] #-A
2} ohjeh 2mesle] Ve WS wEollls FuAFOR o] oA
SATHIL BFRIT*8 o] wiTol] A} AlAage " -7k Bdo 2% ¥
HEolitt # thE A ESolERTE T B AT AESkaL o
= e HIH e AIYS 5% Ao AT
H8-& HEolWaL T A S-S HY LAY EloojEo] Edols)
© A EY] Aol &) 20 ol Ft WA HYeAdS 27}
A Bl o] FAH RS "HA e A Bl Sdlolo]dl Al e
T e iAo, EHlelol= ArHEe] AT FHER 3l 1
S0l 2Estal = AlAleh AR o]Flo] dAlF=2]e] vy AYd A+
HREeIth =g HlY A A7Af o] PS HAUAES] =)o) v
I} ZEo] 73Tt "o|Qt RAUAEE () HH @AY o] &8 AFolv 43}
A AH2E 3] 7Fsetal, Aplwhe] H21AR1 “FeA 8 Hrhetoric) & &
3 719 ool A R M2 2 FAe vhdIthd, vy
ALY wiAA FApgo] AHET L & 5 k. o2 F S-S viEe
2 vy eAde] A3 AEA BHstaAt AE Aol HuAES o]
2har & = Qi

o)X 8 HxFol= vt LAY AHE= Zyojojiit o} vy

eAGolERE wiAlEARE FAITHE] ARS AR Aol dIdE e

47  Ian Bogost (2007), “Procedural Rhetoric”, p. 3.

48 Ian Bogost (2007), p. 4.

49 Ian Bogost (2007), p. 4.

50 Tan Bogost (2007), pp. 44-45.

51 ©]4(2017), Tolet RuAES] HEZ A WHHE AT, IFAAAT, 23(3), p. 492.
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A4 =5 Fugd = e YHEIASNE Beka, ultd A7}
E (Miguel Sicart) = BIAES] “Ax1"2 231 v 2 A|¢)o] Tk A Eo)
71 Qe S AHE, RUAEES H| 23 AapFoREo] vy QA

Qo] BT SRl olop| & 4 9= A HASS “Belo]'E 5

o|AF T AIFIEE HApFole] whE tjEF <l vy A A
FApoltt, AFLEE TAx}FE ] A5 | (Against Procedurality) EHE AR
o] =RollA HIY Al g A7 ofy et AT AL SHellA A
Hj A Q1 ool iste] AW O = v HFt) AFFEE ST oA A
A2 AL EFAdS EAA TS Aot RS Kol e &
& ARE ot deS MRITE? ATLEE AR T A EA
AE G AR ZA AAAA sFAvs Ae A
o & Qlate] AldE olafstal A3k Aol 24 "2 ko] F Qa3 o
ARG 330 HIAETL AldEolet FololE HA (e A4,
process) QPO Al WAYSH= Z1 02 W YTHH AFLEF= HIIAES] o] gh 7
ol it e AY e BE SHol7t &4 33 dargFe oste] 24
= AXY HolA gitiar vlgeit), 187 wio] Al7IES H|H oA dS
A olald of, 12| olut A7} obd Al L AA=A O] EellolE
FES H97} QS-S FARITh nhef Zejjo)7t 4 Aol oS Ay

%Xﬂ%r/}‘?i Ade] FAJAA G R Mg TR, "Eolol e A

o] AT, ThE ol Eelo]-F41F2]9] gt

52 Miguel Sicart (2011), “Against Procedurality”, Game Studies 11(3), para. 3.

53 Bernard DeKoven (2002), The Well-Played Game: A Playful Path to Wholeness, Lincoln,
NE: Writers Club Press; Miguel Sicart (2011).
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AZIE= ZE ¥ E-(Rodvik Humble) 2] (A &) (The Marriage, 2007), A 0]
Z 2 (Jason Roher)2] {Z)(Passage, 2008), Z=LHE E-E--(Jonathan Blow)<] (E.
0] =) (Braid, 2011)9F 22 ol F F3l AAF)7} Hv| Aol tie A
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54  Miguel Sicart (2011), para. 30.
55 Miguel Sicart (2011), para. 31,
56 Miguel Sicart (2011), para. 46,
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AFFEE A SJn)7} whEel A Ao] ohd “Ewo] i A o]t
dha)n, Zejolis whes) Aol Aol ja) AREAY F& AR
ool o8l TEoI A Zio] opde BHjs) WTES 2 AL ZHolo)

NEAH B& HolRE ee X 2T Selole AR & ok
Ao] ARFe)o] Wrfaks Eajo]-FAl7 o]}, o= Erjo]-AlF7]
o mer, Teols 1 A A oJule AdshiE, gelHoln A
AR AL T Q). & Belol-FAR L Wl ERA 9} 25

Ae] Aol 3 o Yot A 2RH S9E 5 Qs Eellol 1A
A} 7FeE SR oJAY ATIES ofEEke} ZEAS Y =
oE e Eejolofe] EelolE AA3 AA A= Nt S v
2AE 27 Edolofe] Eallol= AA}, 52 AR ALY dddo] whyg
52 AlEdolE vy e Ao Anabdahs FaetA it

oAH AAFE FEE AT LuaH = T3 A AHE
AH7E FAIHE A 2E BBE whEoflls Froletar ek, vt e
Ao wsy 7hE A 23S kol Al sl
A, FHol-FAFE Felole A5 Aol o] 242 -+ glon, 29

o] ZL A= FejFolH, Agle] ofulE wheold 5 )l Felolole] 1
3k AL T ol F AN WelERA st FE2A YL
Agte] FRIA A tiF EALA digolithd, AA5-2]e} Eeo]-F4l
Fol9] e AL didS dolA videAe] vk 7= 79
AAell it oIk o] HHeANS Fed £ o We iy
A7 B UE AYEE T2 Bl WelEeAe 2248 dije
25 gy tf g Hes AR 5 9le The S dolFint 2y

57  Miguel Sicart (2011), para. 46,
58 Miguel Sicart (2011), para. 55,
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Aol o} 2Y|o]-FAF e & o ¥ Uiy Bt AY At ¢
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AR, A e AR EAR 7Y, oS E gES OE e
T igE 9ol sl dolok, 7] AR ] EA ok AR ] A= BT L
A ATE WS LS HolA BAA 22]a &8F EAZA &
& SAle] Y AIYNE o] FaL Sl ZIAIA A F 1 5Fe] AlAIRS] A
A7 Yelzitt,

4. wjAIRI7F A7 71 A A L] ZA 2k A ) A

ol A HE QAL ‘ol @ Rofw 9| ¢ o 2
o0 T2 s Hle) vl e oAE 4 BlEeg o
HEzAd 2EA0) YT} AAFsl Seol-FF0d dPe
) BEER Ao 4 B, osld oldd tdse W eAlel
o Sz Aol & gl B AT M98 Felgi 122
oleldt A91e] ol ut el ThET] Sla) o EAIZL 2 7E =R
5o of|l Aoz Wt oA AFsok SH=xlo] TRk o2 oloiA
o} Y Aachsh AU BEmaslE v AFEES FHOE 3 F
dlo)-F419] gaol] nH 2 A Ae) Pk FsAo] Ao, 1
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59 Patrick Jagoda & Jennifer Malkowski (2022), p. 5.
60 Espen Aarseth (2006), p. 45.
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61 Jagoda & Malkowski, “Introduction: American Game Studies”, pp. 5-6.
62 Jagoda & Malkowski, “Introduction: American Game Studies”, p. 6.

63 Noah Wardrip-Fruin (2009), “Introduction”, Expressive Processing: Digital Fiction,
Computer Games, and Software Studies, MA: The MIT Press, p. 1.
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Z3 3 Aehal HRlnkst Tela uEg-2eelo] AFHE F
Aoz A" A s)A5l7] 93 E2 193 o7 ‘mEAY T2 A

7" (expressive processing) ] C}.
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AEY-Z 702 284 Z2ALE B3 AA=Z, ALty Z2AA7
HTbeE AT A FE o] HASE, EAR, "HAS (Sl sl
HIZRA A QL 2 A A7 ek 7S olopr|stalat 9tk 1Y) i
o] Y=g -ZF21L 0] (data) 9} Z2AH| A (process) S X o2 AT E
ol YEY-ZRRe w2, dlo|H et TRAAE B3 EHE e
(F)(PONG) T} 22 ek 14 BT e Aol AR E B4 o 2R 3

£ A Z2AA7HA] s SdlololE@as)e] 48
ole]gh WAl s A2 AL oA, thr, HHE B e
EAoz Q3 71E9 AFA viAEY TS HFH, S AL A
o] WpAlo|t} 86 T} o]y st TRAAE ST A Eolo] &2
Aol Ak Aol ot o]& FaalF= slo] vtz HFEeo|H, ol
93l Zglolofet BAEC] AHE A F A siFE 247 = 29
(surface) O T}, FEWERE o} A7), HUE, A T B (Zeolof)
o] AL o] ®AN ATFTH= Zlo] Yug-ZFle] B} = #
o] o A-g 52 Foi7t glvkd, tAE wtos EAE = gltt

J8]ar o7 A AE-S A s wol HEE 27} =] (operational
logics)©|t1%8 12|31 9 ofef 7}elxl o] 2% =& el Bl Y=
-z 7lo] X7 HAfolr}, "HolHut H o= ow|F 2" Rl T A
g uo] & e ALRE S A2 HIEY BEul' 24 23 =2 E Al

m

64 Noah Wardrip-Fruin (2009), p. 3.

65 Noah Wardrip-Fruin (2009), p. 3; Noah Wardrip-Fruin (2009), p. 4.
66 Noah Wardrip-Fruin (2009), p. 9.

67 Noah Wardrip-Fruin (2009), pp. 10-11.

68 Noah Wardrip-Fruin (2009), p. 13.
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=Y-msels AHAY £, = AW BASE vt ATAE

A= g2 gz F oz Aol #go] (Soraya Murray)% HgeAY o
T} E3F AT Atole] AjEs B3l vt oAl o] Aldsh= A, IF, AY
o] AA|ehE A= AFAtolnk. HE ol HY Al o] “AA] M A (the

lived world)¢] A3 7| =25 Ed0]E o 3= FH= ZH?‘*;?{PU}” A
S

A5 PRI R WY AdE #5314 £ oz vt A
Ads AH ez & 5 vk Aol HElole) ot} aeof w0l
= theat 2ol Zeith MY AYE ZHlolste AL AdE R o
(entertainment) 2] FEIS 3 AHE] &%, FH%, = Lol X A
A BAIAA AL 7 = HIA, B, YL VEs HEe T
He AR FrAAe Alstel dAlskE Aolth 7 Tl waiA, Ed|o]o]
= AYE Zelolshar EH-23R1e] §ol& Ly, E9+
Ad d2a-8E sk oI AEH R Feolofe FAEE A
AR}, o2]dh Mol A HlY e AIYS st T12lal w5ke] AufjE <l o]

69 Noah Wardrip-Fruin (2009), p. 13.

70  Soraya Murray (2018), “Introduction”, On Video Games: The Visual Politics of Race,
Gender and Space, NY: 1.B. Tauris, p. 2.

71 Soraya Murray (2018), p. 3.
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He=7|25 8 2EA 0w e, A% JEH7t o)’ 2

HY o= o]& = o] 7153 A& (playable representation), T Uo}7}

A2} F-3} (playable visual culture)2Fal H3HH, BT Al 2]

RIFA I8 23 AT off AEetal dle 8RS BAE et
Ve FAIT o]H R QA Al BT A e] BolF= AEY
EAE BRA 02 B4, AFE Y A AS A HIY e AlY S
el starat & 71 Al A o] A B THE HT S BoET

2?1 Y (Laine Nooney)= "3, Ho] &, 2B E: BT LAY JA}
of|A] HT]e] 11318} (A Pedestal, A Table, A Love Letter: Archaeologies of Gender
in Videogame History)o|A] BT 2AIQL] HAARAT|o| A Algbzl ofAde] z12]
£ 5dap] flal oA ALNEAR W28 L2 Y2 (Roberta Williams) 9
HAE AsfAsh, HY QA Yol A HIZFAIA Q] oA ] Aol thal AjAk
T U= AMEL GARATE ARFEIT “AdEo] 51" vt oA
o] Aatoll A AR oA AR}, o4 JEREe] JRE, TT2lal oA EHe)
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Zhacet B AT = QA EAE v HY B A7AEY
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72 Soraya Murray (2018), p. 24.
73  Soraya Murray (2018), p. 25; Soraya Murray (2018), p. 55.

74  Laine Nooney (2013), “A Pedestal, a Table, a Love Letter: Archaeologies of Gender
in Videogame History”, Game Studies 13(2), https://gamestudies.org/1302 /articles/

nooney, para. 1.

75  Jagoda & Malkowski, ‘Introduction: American Game Studies”, p. 6.
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P vBE P v AFLEY] M-EAFE AT tos)
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76  Jagoda & Malkowski, ‘Introduction: American Game Studies”, p. 5.
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ABSTRACT

A Topography of Ko, Minseon*
Videogame Studies

Towards Possibility of Critical
Videogame Studies

Videogames have become the most dominant cultural industries of the
contemporary period, and the same time, discourses dealing with videogames
are being rapidly produced. In response, videogame studies has introduced
and produced a variety of approaches to videogames since this field of studies
began in the late 1990s. In response, Following Patrick Jagoda and Jennifer
Malkowski’s discussion organizing these approaches, this paper traces the
trajectory of videogame studies, regarding the history of videogame studies as
confrontations between narratology and ludology, proceduralism and play-
centrism, and an issue of media machinery and an issue of representation.
In addition, this paper tries to find the inevitability of these confrontations
into the contradiction between an autonomy and a reflection of arts and draw
a topographical map of videogame studies. It aims to reveal the inevitability
of antagonistic confrontation and to find a placce for critique in videogame
studies through the dialectical relationship between confrontations, going
beyond the external critique that chooses one or the other aspect in the

confrontation. This paper follows Theodor W. Adorno and explores the
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possibility of critical videogame research through the dialectical relationship
between autonomy and reflection, which allows us to intrinsically criticize

and think about the conflicts within videogame research.

Keywords  Videogame, Narratology, Ludology, Procedure, Play, Videogame
Studies, Adorno, Contradiction, Critique, Antinomy, Conflict, Patrick Jagoda,

Braxton Soderman, Critical Videogame Studies



