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Media archaeological research on arcade games since the 1990s:
Focusing on the rhythm action game {Pump It Up)
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ABSTRACT

This article argues that electronic entertainment has continued to this day, contrary to
the existing view that it has been absorbed by digital games since the 1990s. From a
media archaeological point of view, it tracks in what cultural and technical context the
electronic entertainment called "Pump It Up”, which has been popular since the late
1990s, has been accepted and used by gamers. The big trend of ‘Pump took place
through a "performative shift” of gamers’ creative game performing, and the rise and fall
of the Pump’ took place through competitions and interactions between imaginaries and
practices that each subject surrounded the game had. In conclusion, it suggests the
necessity of media archaeological research on various genres of arcade games.
Keywords : Media archaeology(®]t]o] 118}) Performative Shift(5#3% #3}), Electronic
entertainment(2+2.2H), Recursive Publics(AAA &%), Pump it up(B2Z3)
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— Media archaeological research on arcade games since the 1990s:
Focusing on the rhythm action game <Pump It Up> —
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— Media archaeological research on arcade games since the 1990s:

Focusing on the rhythm action game <Pump It Up> —

il

2A A

7F EAYE AER T VE
=

1990Me] Sl EA A Flwel Aol 4%
AR, BEE guHes APdh <>
e A Flwel Aol Aw AuE A u)

B opAel= AYAY CRTEUE
Adel FU%

Ao oMy
o
|
‘

9 A ol deE e

e &
Solgo] The AYSel sl 958 =t
o

AR Ao b
1% A= Felelsty] S zRle] 7t
ARt A= 2ufdlA wAlE SHiE
A Alolmse] wrte] glgla, ® 13] E7
o] Algte] opE] Zeojw F 128-& WA &gith

webd HFEE AdE SHolsta | Aol 9

Ba g elm, olen BAATAY W
LT 2 Azdel gk siets 717
o gl T Aol A YA ANE B9

Q) <AH>, ;A Y} ool H
e Ao o Fegel gtk 19904
9 Fu g BT Aol IMF AR A ofe]
47 AA 3G FolAN L BPH hFE

AdE F8ske FARL Aomse Ade =
TR Wolgo/|W dh= AL ok =&
A2 AR ewel ofs e A o]
Ay, AR @ws] adgd ALEs F
al FA7kE A Aol okdel d#e]
W+ AAE AL Aelve o] tHE 8

(performative shift)©]

o &7 Ty

B2 koHe

)

gl

/\01.

ad A7
ERIEE

dolwrHgl. o]z W
AE e DDROIM%E vehgd dAxozm
Brofel sttt qrA T #AS
2ol ‘e AA'E ol &M

%
o
e oy

M

oo

£ g4 Blolth oldl Hx=
ks A grolA Ao
A3t olF FasHAIN
Al BrebA ar 7te}
fHow 9 bz

o
o
R

9,

R
rr
i

N,
q

=
T

T
5
-

-

rr

el

“
y L

rir
e,

o
&

S

= rlo
o

e o
rlr

0

1o,

o
i
X

il
ol
ko

(

k]
)
I

L
03‘:5,
>
i)
o
k1
frt
=

TR

o,

QL

Q‘L
£
I
T

bl
Koo e we rfr ow

(-

o [¥ Jo o g oo M
2
my =l
o
Mo 4

ST
2
e W
=

Lo
w =
<

(S
o

2
o m

k1

ol [t
2 2ol
rir
wo Mo
Ry
i

N S,

N
N
N
N
inj
ol
fo
St
™

2 59
o
(€l
e
>

32
-
X,

N

gol Aze| WENAE

shAu Azl dele Az

o
e
°
i

2l 7142 2001 EAl SAl 362+ (2 380
o= MBYKXL, S oAH0|= T[Ee £l FEUA

A

i

o
v

N

i

i o

Ol I'HI

un wn r2
10
o I
E]
fjo
a
gl
0
n
N
2
ro
N
30
fjo
N
i
k=3
0z
mn
rr
N
H

H
Zof| bl EW dIMA oil=|QictD sict
stofl CHa M= F22K(Yurchak, 2005: 24-26p)2 A=

rlo

ol 4>
g|=
2
al
o

o2

4
>
N
=
i

SlofAfe] HIE'A HuESE M2 Jix 1 2
SCHD BiCk, D20 2761 0fEf 2 AR S5
iS2i= 22l & Zio] Amjer) Aol Zie| Asns

=

Journal of Korea Game Society JKGS |81



— 19901t} o] F o}l = AN thF Hrje] e

)
rO
-
i)
ol
2
=
X,
k2
A
s}
o
3
S
=
c
k)
\Y
tlo
ol
o
o
fu
\

ths 47k |50 eMUE AYSdelE s W F Yt E Aol A & Fo|Hl obE
Aol Qe HEWAE ARol= Aoty 3 2 WEWAE A gEHom molthu @
th b AYEA, b o 95w HWE Aovdl o

A ANe) AEHAE B 55 Ao AdEo ohsl wEwag Hrksts] §1s Shrhu=eA
ool wetyl oo os) AQHAEU ol  E AU od tE $HAEI e R
Pzebs AdelA FvtE ColxitkehE Adel  HuelA AgwE deovu Fom f9@ Al
2E7) WEolth A el AeE 2A 2LF B dF So FA OEHoR AAES} =gu
227t opQla vt WEWUAS dgFor  FYIF ATaF JFIAY wHo] 5& 49
A 5 Qe JEe FASA k7] Wi HE  @icka ok

Wag wa Qe B2 Aolmst 7 #(onlooke olgh e AMIES | 1990t Tell A 2000
PSS9 BEES J|FoR A Futdl 1Y) o el2= Aol AleleEat AdAl <At

of A7l AuEe] HANE A WAt ge AF FAT & ek
deleloz FATE, AYFE AAE TAOR, = AL AYL AW FAse] 1EUS Ao
L AQNAS Fe) Fohetn Azhay) il AWuw 5B AAn AP el ok A
G gk webd ol aldld $54E B4 92 27 @ s FYsugs Fexow
W ASE QAT Belg] BAe] FE S o7 FASHE A, T Wel MR WAL Wob B 4
Lot Ade] HERAE Auels ol ¥ £ oo dvk: S FEAoZ d4d A
#7] wolu, FE/ Bdolss Aol Wzeks AYS AWE
HL Q7L P olHOR AAA AMAl  EThE Aelth

Srepm ol A 20008 192 AFA el Ae] 13 A BolA AolrEst 2Bl girks Bk
gaE Aoz AYAE el AR et S, WA Aoz AdwEde &
Auelst AR WA, FH-FEA WAL S A FL Bl Ak obre A7t ge Aol
Addgel HAE B S5 5008 9, FES 3 SHEE, FAE A AR AL 2 A9
3009 9, 3BEZA 507 A b FEE FQ o ATV BaE AAse dele Be ¥
B ke o] @aaias odle] 1w qwe] F = Aoz ,

MRS AER A Al Alelw 58] ApRAQl o] Fddnta ok A
Z

] A sl Fejstal s 94 AHe = esds 2t eods E e
= dslold AAsifenE FAUR o) And  HZE S slemEdt agdta @ o
of Waw s ANed Bael A b AdHE Bdele dEe] et Aoluse)
4o A4 AFE wA 23 A Aol HA ALAF Aol AonEd A Faugieh
Bz olenh A 2k A wS S sl g ool stoiel AoloiSe TZESHe 45R8E 5
ATk @l aldel 4 122 @Ak EAlel 23] SISt 2SI Ak IS HUBe0lS

= o) 2 72sl= AlRSE 2eleletn e
1

oll
. 3 200041 12 259 A}
gk AXAIZV o= 3] ZUbAbY] e gl & https://sports.chosun.com/news/news_o3.htm?name=/news/ol
A 7 0/200001/20000125s178
7) HZ AO|HI} B2 X[ HA 22tM| cis|of AIIXIE
A AE AR ARE ARgglen], 12 24 % 9/ EFIZ BT 1 Q20N RHEOR thE

AE MM T et oiria|=o]| MESHE Ae2 EIiAL

82| Journal of Korea Game Society 2022 Feb; 22(1): 77-86



— Media archaeological research on arcade games since the 1990s:
Focusing on the rhythm action game <Pump It Up> —
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— Media archaeological research on arcade games since the 1990s:

Focusing on the rhythm action game <Pump It Up> —
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