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ABSTRACT

Semiotics studies the structures and systems of all signs related to human life, thus
being capable of analyzing games. "Playing games” can be deemed as an act of reading
or interpreting games semiotically, which makes game producers "senders,” games
"texts,” gamers "receivers,” and gamers playing games "contexts.” Since most games are
in the multi-variable narrative format, however, it is not a frequent case that gamers
interpret games in the ways intended by producers. This study thus set out to analyze
and interpret the console game <ICO> (2001) remembered as the same evaluation by
many gamers in the way intended by the producer. For analysis, the study defined its
story program by analyzing the plot and sequence. For semantic analysis, the study
applied the Actor Model and the Semiotic Square Model to interpret <ICO>. The process
identified such codes as confrontation, assistance, collaboration, and control and confirmed
that Ico and Yorda, non-subject characters, were transforming into subject ones. That is,
<ICO> tells a story of the main characters that used to lead a non-subject life earning
lives of their own.
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[Table 6] Narrative progress

EN1= confrontation(Ico»Queen: independent
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EN2= support(Ico~Yorda: Ico wants Yorda
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