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Abstract

This study deals with the analysis of metaphors that can be used in digital games in order to induce
diversification of game methods and help in deriving new game platforms. On the table metaphor that
expresses the virtual world on a monitor as a metaphor that can be used in digital games in research,
Immersive metaphor that blocks participants from the real world, Through the window metaphor where the
virtual world is presented beyond the window, and separate displays for glasses, etc. The magic lens
metaphor that overlaps the real world and the virtual world projected through the device was analyzed. In
addition, the characteristics of each metaphor were systematically analyzed and application examples were

presented so that game developers could obtain new inspiration for the game method in game development.

Keyword : Digital Game, Metaphor, Virtual Reality, Game Play Method, Game Platform

1 Department of Game Contents, Kimpo University, Kimpo-si, Gyeonggi-do, Korea [Associate Professor]

Vol.9, No.4, December (2020), pp.341-349
http://dx.doi.org/10.29056/jncist.2020.12.02

e-mail: playjack@kimpo.ac.kr

* This work was supported by Kimpo University's Research Fund.
Received(October 27, 2020), Review Result(Ist: November 24, 2020), Accepted(December 7, 2020), Published(December 31, 2020)

© 2020 The Authors. Published by NCISS.

This is an open access article licensed under the Creative Commons Attribution-NonCommercial 4.0 International License.
To view a copy of this license, visit http:/creativecommons.org/licenses/by-nc/4.0/.

341



A Study of Metaphors for Digital Games

1. ME

T AYAHES 1990E0] EEHEE ZQE PCAY EHES 7IEICE 2000ECHO| pc22tR! A
Y EAFCE QUZ HOSIEHL| 2010HCHO| SOIAM = AOE £ Fo| ZHY A Y EHES
2 ME AHEo 2t ot 20| 108 F7|2 TIE AY SHEQ Tzt Ao CHst 7ieE
Mot of22 MER SAB0M H35t= ALYME XSHCE SHAIZCH, AY MY WEE
2Ho EUE T3t AL CHot Kot Z-2 ALY &S 0|l HMRPICE &
5104 RECE [1].

oot 20| AAtRlo] KI&EOl Hslels Sa| Aol EHUWAN QojMs = A AHlo]
2ROl MEUT0 O 190ESE HAIIA pco BUE ZS Ante Zo| EX| A3pO

L]
8}

2 AY W 4g2 UEESI= HEFZ(Metaphor) HAIS 15t Tt Ol= HY ZH= Lol A
Het As Z2olols 20| HAHdS R Rote HY 20| A2z M2 AH AT
oo|Lt A 2UE ST Miledez HEStL QUsh, A2 pc AYM CHE HENE
(Metaphor)S X{&St VR/ARA Z2 2efolit 2IEt0ls AASIN A fs S|05ts MZ2 A Y
YAS ZEY22=N ST SA0 AY S 0lofe] X|oysh AdS 2D UM 2j= A0l 2 &
50|7| = Stk
= 7= I AY MY SFINYS EISOLED 4K MYAFY AlCH7F TFED A= A
OlA =L A Lol XBstn A= o2ZS EtOfstn XM 108S 22 2 MZ2 AY 2
HE0l EH3J TIXIGH DEOIM ARSI, CIXE AYoM 28 & A= HELZO CHSH A7
HHE*XNHHI MZ2 AgYA HEY = A=F dEHL IYS M2 =2
i

2. HHAR

QI7to] AFEHIL &8 Tt HHOILL HHMES ofiet HAlo2 QIX[StA & Zilvtol| Ty
QXN 42aE ZHEZ OEFE(Metaphor)2t SH0, HIEFEZE TH MA| LHOIA ZdE - e &
SAEol Heot HEHE AFst= 20| T[22 HCh HiEtRZ0 Cfst A7 VR SHE 20kl
FrHoz Hdg|n QCt [3].

JejLt CIX[E AlY 2okel MiEtzol Ot Mi7e RECHAO] 25y, 2 AE2[2d A
ot QIHIo|A ZHO| Ai7lof X1 QIck O FHH A2 2gde AY AEZPANM &
A MEIZER 285 Mol g AFOIM Mol HEES St QOTEol Cfsty ATE
TEst ot Qom (4], BMUFE MBMEIZ O|2Z 7|8to2 o O|CjAE2[HE 9| Suto|z|of
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et A7 MEE ZEHO| 0|23 HIE2R HF HEE 7|9E A7E Mt 8t A (5]
Lot ZEA2 HMD?|E 7Hd e FPSAHY QIEH|0| A0 HEIE R =4 A7E TAsSHo] AY
OIEH 0| AS &3t LtEtLtE MEIE Rds ==¢ Ht QAL [6].

2k 1 Zto| HEtRO| et A7l= AE2|RY0| IotE oS 7KL ReBER = AFs

o

1§ HOLE AY AFEARL 7k MAE YZot= ARED0l dH2=2 2YstnA} ot
3. CIXIE A2l HIERE (Metaphor) &4
3.1 On the table Metaphor

On the table metaphor= AFEAIZL O|83t= 7Hed MAIE AMEALZE K|S SAHMA Ll HO|S
QIO FRAStE A OITE AY LA FHEl= 7Hdel MAZE HOIS ?19f pcet ZUEE &3
of ks A22 19728 O|=70|A “Pong™Ol2tE HIC|R A Y22 CIXE A Ol Sg=te| 25
it O|£ 2 JkE 2obA d2|d 71y ZHESHA ZHEMAIE Hoto| fI5H0] 28&l= YAOILt

Pong2 XZ0= OHHOI= HY7[Z FHEUL & 7P3E TVeH HEBl= “Home Pong"Z T
SILEAM 7hgez TYstes 1FgE Sot0] 24H22 AY W 7td MAlE HOolE /oM 73
E[7] AESIRon, oot R 1990H0 pC AY & 7HFEE 2EAY S0 F SHEQ H
SE AXls WIAME Al 7HY MARL AY Z20101E O[0{F= HEf
2| ZAH EIRAC.

On the Table metaphor= 7t MAZ7t HAQ| YRECE KMA|Z[=H|, Ol= HOIZ /0] 20 X|
= B2 2MA 25 3o S35 272 pc ELHE 310 7f NAZE 2O K= Aoz AY
S20[0]= pC ZLIHO| HMAIE 7k MAL 2MAS SAIO AASHA ECh J2{Lt A MA <2
HOIE ?l0l= pC ZLIES| ZFSMA Qo 2AMAC B2 AHet 29 2322 pC 2
Mets A et & T OfLIE} 7k A
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(b)
[J2l 1] On the table metaphor®| 2UEHE HEH(a)2t Virtual Workbench(b)
[Fig. 1] On the table metaphor's general type(a) and the Virtual Workbench(b)

3.2 Immersive Metaphor

Immersive metaphor= 7} MA[0| &HOJSt= E20|0E o1 MAZEEH XMEHSED HMD(Head
Mounted Dlsplay) 23 otd 52 S5t 7t MAE EoiFs HAez, o HAMM= HH A
Ao EXots QLEMELL HMA 2 2Z0| Z[O|0f0|AH AKX gE+F 7HMAM = st=
o =2[stct.

SATIA] 7HL =l Immersive metaphor A2 X HRY Encumbered YA Z JHA MA 0| &S

t
= ZY0|0{0f|A Body suit, Glove, HMD 59| EX HX|E A}238|7{L} BASI= waloz (12l ]
= 0O|A|Z CHERe] VR AO|A Encumbered HAOZ HAISH CHAESH HEFO| VR HA|E HOIFD
ALCH [8]

(28 2] OJA[ZE CHSte] VRUTATZE MAISHE Encumbered HA12| VREA
[Fig. 2] Encumbered VR devices presented by the University of Michigan Virtual Reality Laboratory

F HM= CAVE SM2Z2 F(Dome) O|Lf F2RH X THIZHO| Xt FYS FARSH
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of 74 MAEZE HMAS
Sh= Unity 3DE &8

- e

[32 3] Unity 3DE 289t CAVE 24| Immersive metaphor

= gAez I = [(AF 312k 20| ZHY AY HEASO| Bo| 28
o
=

[Fig. 3] Immersive metaphor of CAVE method using Unity 3D

IOl A HAIBH Immersive metaphorZfAl2 On the table Metaphor 410 H|SI 30| [HE H|E

2 =2, 7t MASE 2H MAZE ATHEZN FORA Zhy MA et 2€Es Sths
g QAChs FO| A2, HZo= AHC HNE AlLEY HAYHoz MDE HSH2ZM
7t MACl 2gdE Fojots YAz Tsistd Ut

3.3 Through the window metaphor

Through the windows metaphor ZAI0[AMQ| 7t MA= A MAQ &= HHOl HMA[ECH =,
R MAL FWindow)2 7IE22 B2 WHe= HMA 22|1 Fof 2f= 7t MAzZ #2&
Ct. 2k Through the windows metaphor HAJ0|AQ| HANA Rt 7N A= SLsH MAS| Qtaf B
Olgt= AYE RAISHD A=, o218 LA HEXH Alg2s HY=E

K=
o

T QUL HYZZ AZY0|HE 87| 0IF W &#F 12|10 HiY A0 mG2s HE 2 40
S EAS

f

SR XY 4 UTE YNl oigo| JH5T ® ofLjzt BA Al Bl

83 4+ YSE O HYTHO 22 FONZID Ut
(13 41= STYZUSBO| SN pa7ol AISHO/EZ el £F2 U A7|H 52 &L
YT 12Tz RUY B YN Aol 43 gt

HHZE HALl= 7t 88 F, N
= MA A2"EZS -GS =Tt [10]. [H2FA Through the windows metaphore 7HY MAIQE H4
MAZt SESICHE ZHOME On the table metaphort FAISILE, 7H MAQ] RLEMEQL S14 Al
Ao @HME 7|' On the table metaphor HAIT= EH2| 74 MAQ &0 w2t A
MA<Ql z= Y2 AEo= SHOM AT X407} UL

= - =

HEAI T}
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[18 4] SESSHS 2| B 747 AIET|OlE
[Fig. 4] B 747 Simulator of National Aviation Museum of Korea

3.4 Magic Lens metaphor

Magic lens metaphor= AA L 7HSMAE CIAEL0] RO S=5510] HAlsl= &4z o
of 2 MAZE FAfe = 7y MALE AASE

A HMD £E ¥ro| C|AB0| BA S £} S o
LHA WAIS AR B0jols 52 HA THS BBIC A MAS AMAT ZYE 3
Pe HEZWH Eo2 RHY SO Yoj2iZ(Wearbl) ZEE WAGN B2 & Y= OjEEY
Alojct

Magic lens metaphor= 7H A|AQE HMAZF AHAEO] UACH= FHHOM= Through the window

metaphor AT FAMEO| oLt F2 NYHYUAMOZ ZHESG= Through the window metaphor g

>

= H2| Magic lens metaphor @42 O|SOIHME SE3| 7k MALH 2MAE AASIH 28
g 4 ATk ZHOIM 22 3 28°90] FOrA[2 AL,

[23 5] The Invisible Train2| A& W &F 25

[Fig. 5] Production and operation of the Invisible Train
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[22! 6] Wearable Computer Lab2| ARQuake
[Fig. 6] ARQuake of Wearable Computer Lab
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4Xt AMASFHO| M2 QIFZX|S (AL Artificial Intelligence)@t 7481 A(VR, Virtual Reality)O|Ct.

CIXIE Ae tHetel7] AlZfeh 19708012 QEX|sS HE2Z 714 MAE 725t 22
02 4Xt AHAEYO| HMURAE RF JRX|[LD QUCt sz FEBICL J2iLt CIXE AY oM +
ALl= ZH MAO CHE 2IA2 On the table Metaphor HAICZE 11785} 5l =l Us} TQU7[0) ECt
Crst Al E2f0] YAl Tt FQIe2 XS0 LY.

o
= AT E O2fet HAS Etmtoto] EOt Cist AY 20| HAS =YY & U=E [
ANE AYAM 28 7hstt ot d4o HEZE ZMotA=t 4 o g

13t 20| Q9f & YCk

[E 1] CIX[E AYoAM 28 7St HEIZ gAol £

[Table 1] Features of metaphors that can be used in digital games

& £
On the table metaphor ALt Fisd, 7150 E= H|IBO| ME, ¥ =YL
Immersive metaphor TH0| 17t H|E, =2 YL
Through the window metaphor | 7Ha M|AIQE HMAS] =2 Sebd, 730| 1H|E
Magic lens metaphor 0|50| #I2, 7HatM|AHIL HAMA S| =3to| O
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7t MA R A MAZE HZSHH CIXE AYS SO0 AN of= Z{0| 74& Hetott
St EMe Ao HEfL B2, ALEXIQ AY Ego| 2o w2t Ct2Eez A 2¥Y =
loLt, O 59 On the table metaphor HAICZE NHBE|UTE A4S & AFOA 2Mot XAERE
ENZ M7ds 20t £ CHE YEjo| CIXE AYS 5™ = U2 A0|H =3t 22 Z3

Z AFRE =g = 2 ZAo|ct

0|2 Z0| A 7HUXto|A 7|EL| CIXIE Al Egj|o] WalS Hojt 22 HAQ| HEtZ
of Cist A8 Zdo =M AY LKA FL2 205t =380 245t CIXE AY
O MEtZ=0f 2ot AE OfM| X7| A Sarsty 250k HHAOf 20522 HF1E So AY

7 o

of M MII ZNO HF 5o UoIKE S TAYL UL 4 Wl QO02 FJt 4TS S}

Of SFS A} BhCY.
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