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A} (procedure) 9F "1 F ol g AL S ApAS] A 5 A
te A ATel 8t A A 7S =3t} 2 o] 9ok st &
S Ao E WHERAG FEEAE BAT SEixld YR ThAd
ADe] mp: A S T B 2
gk oobug} o] AujAQl 2 2 EEE] FHS A TeEdr
o 3ol gk 7|5 8he n (AR Az vl &d)E FAHOE, T
Fe AFEo] WY Folrt

HIY 0 A AF-9] giF-gtar o]olr|d 4 e oA SAle Te-ge
oG 2AEUA|Ho] HA=7}h Alo|H ATl A Al AT7HA] (How We
Became Postdigital: From CyberStudies to Game Studies) 2= 2ol 4 t}F3t HiT]
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A-AAR EFZE 5 Arkal AFeeh?t SAl] m2H, “Felolo] A2
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1 Al 021), THAE AYe] diFmh ol 2ar A AT -ES 2P P99 14
AET7),, FREAZ G R 106, pp. 96-132.
2 ©]H(2017), Telgk RuAES) HEH AY WHE A7, THFAMAAT, 23(3), pp.
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489-520.
3 FEIR-YEEH2005), THAE ARG v A e s e $d, TAIIA A, 10,
pp. 60-83, ¥-27(2023), T =9 AY g3t gt 71aes 1z (ZAE 274

vlol &GS FHow ), Pk AIUE)3], 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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o & 24935 2l M2 0] Janet H. Murray) 2} |23 S-Al(Espen Aarseth)
1997'd0)] L33 Ho A 7E AIZHE ATk, Wlo| o A1 =9 o] F,
Z2 kA THGonzalo Frasca), PFEFE ol 272 Wl (Markku Eskelinen), |2~
L (Jesper Juul)ll oJ3f AJZHE HelE2 A8} FEZAY] =0 F HT Q.
AL A7 A AFE 5= A HY A A9 o]dEH ti|
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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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= AAEE JEE diAshE Blo] ol Bk Alolth fEl= A4t
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o] T4 BAL AAH Hyriel e 71e4 RS ZE3E e By
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Ao FFsloketc}. B & g Ho] FERAXE, o2l FEZA|7}
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Aol @l Aolghal Al & zefag) oA dle v

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] A" - 11 w0 AA 913t o) M= Felol 2 =ANE
o R ), FEdstd T, 4, U TESHIA T4, p. 124,
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31 =T (1995), p. 125,

32 Patrick Jagoda & Jennifer Malkowski (2022), p. 4.
33 Patrick Jagoda & Jennifer Malkowski (2022), p. 5.
34 Patrick Jagoda & Jennifer Malkowski (2022), p. 5.
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o). 24 Flolstel] mt=w, £t gRjahs Holt A% 7 ol
WA I ZEE 98] Mol wolo|th¥ 18] wge] £ =
ST A ABEOIE D hsimantho 7} AR T4 AR B A4
o $AY BHS AP 5 9182 olop|ek® o4 velolrt A
AAERE golt olFRE MY A XRS AT 4 g

ulshd Ee oled FREo R A9E 98 £3) AHEHAG. 18w
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35 Janet H. Murray (1997), p. 71.
36 Janet H. Murray (1997), p. 71.
37 24 710]9H(2018), o) E o, Mol o) 17k 7PAT} @Y1 Z, Bl ETAL p. 39.

38  Gonzalo Frasca (2003), p. 227.
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g FEATIe AadE 2HEke Al 23t Bt Ruse=
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39 lan Bogost (2006), “Introduction”, Unit Operations: An Approach to Videogame Criticism,
MA: The MIT Press, p. xii.

40 olt HIuAEE= wlEl StoldlA, T#o]qy shit, ukHs Av|ex}, TEa & v
= A Alf-EE(new material)o]2}al E2]= F 201d7F A Al AehA &
ol hg A3 Foldth AfFER e nldoly 2l Aoy Hlo] 2 &
o] HAo] of]7] wjel], & FelA= el s zio] Al A gtk AREE
o] i3k 728 Christopher N. Gamble, Joshua S. Hanan, Thomas Nail2] “What is New
Materialism?” & ﬂi’@' A, ol&e] AFEE Uigh e A= E QB AE 9 34|
rEAes )+ S e 134\% FEES T80 AAlsta JdehE A
A

41 Jan Bogost (2006), “Unit Operations”, p. 13.
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3} o] FABICE, “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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A Bl o] FAH RS "HA e A Bl Zdlololdl Al e
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S| #Estal = AlAleh AR o]Flo] dAF=2fe] vy A A+
HREeIth =g HiY A A7Af o] PLS HUAES] =)o v
3} ZFo] 73T, "o|Qt RAUAEE () HH A o] &8 AFolv 43}
A AH2E 3] 7Fsetal, Aalwhe] H21AR1 “FrA 8 rhetoric) & &
3 71E9] ool FHeHA R M2 22 FAe vhdthd, vy
ALY wiA A FAp o] AHETAL & 5 nk o2 F S-S viEe
2 vy eAde] A3 AEA BHstaAt AE Aol HuAES] o]
2har & 4 Qi

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

eAGolERE A=A E FAITHE] ARS ALY Al 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 WPHE AT, IEAAAT, 23(3), p. 492.
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o] it e AY e BE SHol7t o] F 3 dargfFe oste] 24 s
= AXY HolA gtial nlgeit), 187 wio] Al7IES HH oA dS
A olald of, 12| olut A7} obd Al L AA=A O] EellolE
FES FQ97} Qls-S FARIT) nheof Zejjo)rt 4 Aol oS Ay

%Xﬂ%r/}‘?i Ade] FAJAA G i 7P T87, "Eolol e A

o] 8T, ThE ol Felo]-F41F2]9] §Jgorts:

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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54  Miguel Sicart (2011), para. 30.
55 Miguel Sicart (2011), para, 31,
56 Miguel Sicart (2011), para. 46,
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A% 7Fs e MESIL Yk & Felo]-FHFE Wl EuAst 2Ee
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LARE SV Edlojole Felols dA}, 52 A A dddo] uty
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oJHH A= ZESS AR @ueHE 3 AAE A=
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9, Eeo]-FAF = ol AT Al o8 ARE 5 glen,

o] 2 AR FefAolH, A rlE wheold 5 gli= Ewolole o
ok ARt FAATE ol T Aol WERA e} FE2A7} HH L
Aol FRNA el g AL ol ATk, dAF2jeh Fello]-F4
Folo] g AL WHe oM vueAde] vlg 7h= 9
A thF hHIRle o]FHK HIT e AYE Eeld = ¥ W) g
A7) E T APES T TA WHERAG FE2A9] fHe
2HE golu et HES AT 5 Qe 7He S dolFoint 1oy

57  Miguel Sicart (2011), para, 46,
58 Miguel Sicart (2011), para. 55,
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o0 T2 Qs Hle) vl AL oAE 74 HlEeg o
HEzAd 2EA0) YT AAFsl Seol-F4F09 dPe
) BEER Ao 42 B, osld oldd tdse W eslel
ol Bz Aol & gl BIA AT M98 Felgi, 123
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5o of|l A0z Wt eAYe AFsok SH=xlo] TR o2 oloiA
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Qe “AFE R 20 ARBH A eleks T o] FsaAa 7%

H

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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AEY-Z 712 284 Z2ALE B3 AA=Z, ALty Z2AA7
HTbeE AT 2P FE o] HASE, EAR, "HAS (Sl sl
HIZRA AR 2 A A7 ek A7 olopr|stalat 9tk 1Y) wiE
o] Y=g -ZF21L 0] (data) 9} Z2AH| A (process) S X o2 AT R
ol Y=g-ZRRe w2, dlo|H et TRAAE B3 HE e
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J8]ar o7 A AE-S A s wol HEE 22} =] (operational
logics)©|t1%8 12|31 %9 ofef 7}elxl o] 2% =& el Bl Y=
-2 7lo] JAZE HAfolr}, "HolHut H o= ow|g Z"RTh= T A
g ujto]E e ALFE S A2 HIEY BEul' 24 23 =2 E A

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.



368 <QlEE=F81H 4T 2024. 11. 30

r o
Sk
)
kKl
e
tlo

d

TFEol U= AN A4S wiA =4 HAFE s 7AE =
g Zlo] Z1AIm A &) A o] k80

wbH zpachel wam AT AEE P ol A Ao FA)
© JEH-ZF0] " olga AFF A U %

H
=Y-meels) AHAY £, = AW BASE vt ATAE

A= th=2o) gz Aoz Aol #go) (Soraya Murray)% HgeAY o
T} 3 AT Atole] AjEs B3l vt oAl o] Aldsh= A, QIF, A
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AR Ao B & Qrks o] vlelols] gJgelct. Aeto Heo]
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AR oleist wetel A Mt oslele g5 Tela e AulAel ol

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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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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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

Independent Researcher
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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



