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ABSTRACT

The increasing interest in digital leisure with virtual reality has led to the emergence
of digital based urban theme park. Since there were some game type based digital theme
parks, which ended up failed in Korea, we analyzed game and space factors for game
based digital theme park by drawing upon Maslow’s need theory and the hero’s journey
by Joseph Campbell. We anticipate our research for analysis of game based theme park
provides important groundwork on designing various digital urban theme park.

Keywords : Game based Digital Urban Theme Park(AI¥7]%F =414 tixg gvlal=),
Gamification(Ale]n]T] Alo]A), Maslow Need Theory(ml&=2 & o]&),
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[Fig. 1] The Hero's Journey
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[Table 1] Narrative Structure of Space

Step Concept
This space is to announce the
beginning of story, and audience

Prologue | .
e listen to the structure and get
tasked with a mission of the story.
Beginni | This space is for dropping a hint

ng about development of the story.
Audience can get stability from the

Develop | continuous pattern of contents
ment based on derived movement flow in
this space.

This space is like a square where

Convers . .
. audience can bump into each other
ion
and also get led to another space.
This space is for sensation of
speed and discrete rhythm, and
Accelera . .
. audience could have an experience
tion . . .
from interactive contents which are
main elements in theme park.
This space is for relaxation with
Climax | fulfillment of grandeur after coming

out of the acceleration zone.

This space is for providing view of
End stepping back in story and space
about its past.
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— Factor Analysis for Activating Game Based Digital Urban Theme Park —

[Table 4] Analysis criterion of Game Design Elements based on comparison between Narrative of Game

and Space, Game Elements, and

maslow's hierarchy of needs

Narrative of Game Game Elements Narrative of Space Hierarchy of needs
Return with the Elixir Self-expression
Altruism End Self-Actualization needs
The Resurrection Accomplishment
Rank
The Reward Score Climax Esteem needs
Present
The O'r deal Conflict Acceleration
Approach to inmost cave
Competition
Tests, Allies and Enemies Cooperation Conversion Love and belongingness
Learning needs
Crossing the Threshold Self-Motivation
Activity
Meeting with the Mentor Decision Making Development
Refusal of the Call Goal Saf d
The Call to Adventure Rule alety needs
Virtual World i i
The Ordinary World Prologue B19log1?%l and
Property Physiological needs
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