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ABSTRACT

The theme is the core of the work in all media including the games. In order to develop
successful games, it must effectively express the game theme. In order to express the game
theme, it must be able to understand and to utilize the characteristics of the game theme. This
Study extracted 11 characteristics of the game theme through the precedent literature research
and found 4 core characteristics of the game theme through interviews with 11 experts. This
Study conducted a survey about 4 core characteristics of the game theme in Final Fantasy X
of Japan and Skyrim of USA. As a result, degree of an expression about 4 core characteristics
of the game theme received high-rated in common(3.4574.59 / 5). It may become guidelines for
the theme studies in the other games. I will contribute to develop successful games through
understanding and utilizing the 4 core characteristics of the game theme.
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[Table 1] 11 Characteristics of Game Theme

Characteristics
No of Game Theme Precedent Study
1 Emotionality Jaehong Lee(2011),
(F57) 5 a8 -2(2001)
Jaehong Lee(2011),
Svmpath Deokho Kim(2011),
2 i Schell, Jesse(2014),
ene {2 K (2007),
B & —(2001)
3 Concreteness Despain, Wendy(2014),
(2143) e = K &E(2007)
Despain, Wendy(2014),
.. Jaehong Lee(2011),
4 ([i?icﬂt% Changho Song(2015),
e Schell, Jesse(2014),
Brooks & Warren(1959)
5 Originality Deokho Kim(2011),
(534) Eungbaek Lee(1998)
6 Clarity Despain, Wendy(2014),
(4&4d) Jaehong Lee(2011)
Despain, Wendy(2014),
L. ) Jaehong Lee(2011),
7| DI Schel, Jesse(2014),
cee e 2 A B (2007),
B & —(2001)
. Jeongnam Kim(2013),
g | Comsistency |y hong Lee(2011),
(4384) .
Euncheol Kim(1998)
9 Concentration Jaehong Lee(2011),
(k) B 3 2(2001)
Despain, Wendy(2014),
. Jeongnam Kim(2013),
10 P?;ﬂogfgk;y Deokho Kim(2011),
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Jaehong Lee(2011),
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. Changho Song(2015),
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[Table 2] Analysis about the Characteristics of
Game Theme in order of importance
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[Table 3] Priority about the Characteristics of
Game Theme in order of importance

Priority about the Characteristics
of Game Theme
1 Clarity
Experts of 2 Sympathy
academic 3 Directionality
circles 4 Consistency
5 Concreteness, Integrity
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industry Consistency
4
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1 Sympathy
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4 core characteristics of Game Theme

Total Experts

Clarity Sympathy
Directionality
Consistency
Integrity

Concreteness Emotionality

Experts of academic Experts of game
circles industry

[Fig. 1] Comparison about the Characteristics of
Game Theme in order of importance
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[Table 4] Selection of subjects for study

Subjects for study

Game (The Elder Scrolls V)
USA Skyrim
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‘ Study Model

Core Characteristics
of Game Theme

USA RPG Game Japan RPG Game

Sympathy

</
V’ Directionality ‘V

Skyrim

(Game)

Final Fantasy X

(Game)

Consistency

Skyrim
(Advertisement) ‘

Integrity
\v/

Final Fantasy X

(Advertisement)

[Fig. 2] A Study Model about the 4 Core
Characteristics of Game Theme

46| Journal of Korea Game Society 2017 Feb; 17(1): 41-50



—A Study on The Characteristics of Game Theme : Focusing RPGs in USA and Japan —

3.3.3 o7 M

A ZEd AY FAdaold A wrlel 471
x| @4 B4 EHUP AiEzARE 553 diide] o
2o Urolx AE(1¢ 189S AAEh

AD 2ZHET A FFae] gk AdEzAl
A 2z AT e R AAE JE(Final Fantasy
X), "=(Skyrim) Z8]3 GRSk (ol
EAQd o= AAN] APl 2+ A Eﬂ‘j}-i 4

el
74 @A EXo] dul) F FE

o ofdeAE BEE
Fez A EFGH Hx)o] AAHUT

of izl dlolE(intd A, RPGE o=
AAekE A widem AASA Gar = A

W)= Z/“Sli

ARt

of
0
ri

(2016 0512714) A% 534#

3.3.4 g7 Hn}

1_4

AR ZEelA A "ol B digk diEx
+ Final Fantasy X 329, Skyrim 32
gl s AId(H o] ) 43”301913}.

A @RaelA A} HEte] 56 tiE A
%A AE 4+ Final Fantasy X 407, Skyrim
409, dr] 2@ sk AL (H o] E) 4078 o] YT

A Elrke] 471 @A BE4E dvht 2 2 dst
I JeAel e (AT 22, vEE, 1753)
of e d&xAF A¥k= [Table 5] ¢ 2t

[Table 5] Comparative Analysis about the 4 Core
Characteristics of Game Theme
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