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1) Ian Bogost, Persuasive Games. The Expressive Power of Video Games, Cambridge:

The MIT Press, 2007.
2) Al 7, THIEe AR, vEA 9] &4, ARUACIAEL, 2008, 25,
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3) lan Bogost, Unit Operation: An Approach to Video Game Criticism, Cambridge: The
MIT Press, 2000,
4) http://www. persuasivegames, com
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5) lan Bogost, Persuasive Games: The Expressive Power of Video Games, Cambridge:
The MIT Press, 2007, p.vii.
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8) lan Bogost, Persuasive Games: The Expressive Power of Video Games, Cambridge:
The MIT Press, 2007, p.3.

9) Janet Murray, Hamlet on the Holodeck: The Future of Namative in Cyberspace,
Cambridge: The MIT Press, 1998, p.84.
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10) Ian Bogost, Persuasive Games: The Expressive Power of Video Games, Cambridge:
The MIT Press, 2007, p.1.
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12) http://www. mevideogame. cony/
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13) Ian Bogost, Persuasive Games. The Expressive Power of Video Games, Cambridge:

The MIT Press, 2007, pp.84-88.
1) 7%, "epsolg Rotelzh, WgAk 2002, 6%,
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olRt RuAES M52 AY PHE A/ o1HF 499

OHE AFZ0I 3.
B si= ol e
FAL

: EMOINI:INCA'“'H
e T

'
VOUENZE Y.
'

OLAEZ7} 2 HE AR
TANM #EE

(O™ 2) (Y A8 (Papers, Please)) AlY

Zdlolol= AlEd EASES HARIL HiXel] w2 B 5S M-St
o] AFEo] FATAE HelH H g
S} e AFELS EA] Hle g ZEsich BUX7 SAT oo &
glojol= 1 B tfste] A% ng AREStL, Xl% T A 270
W2 JRE ask 5 EZdjolololAl= AEAE AT
= 71387} o, 7HE o= *J‘éXF— ZflojoieflA ldgﬂl S A=
T otk Ejolols S0 R HiEA] A7hRle] ARl &4
T ARSI 2A4E Aojok shal E4%E tha AR B0k
T}, o] AJFof|A] %ﬂﬂow% AAE0] XWE *‘*011 gt A eE
=) gRkxoR
1} o]ofR| = Alg=o]] mowh 0P$ O:IOM HE*%:—__T o} vk=c}
AY &9 st7t e uf, Eglolol gt W AFES Alst
o, HRe k5 Aol ofgh Hae] whet =& ol A, A,
H, 1ejal U] LS 7Pl Bt A B VS 9fR =
S5 A ZRIA ) disl Ardsfort g0 £ w7te] wlEe] oy

A YR AL BT BAS kA ke 5o EA2) He

N
|~

L
%

o

g

o flo
ink
a«
[.

N

1=

»

i

_l
;O

L b o
f

2 =t
lo

.



500 hEAARAT A3 d 35

of ofrm 2710} TAjo] The F7Hs 7ke] Alo]7} ofshle] 7}, o]
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19) Ian Bogost, Persuasive Games: The Expressive Power of Video Games, Cambridge:
The MIT Press, 2007, p.ix.
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oIk, Hlele Ak tha] e 1 He)e A o] ke %

31, BRI A

A4 Al (political games)S 27l wjofl = 1= HH AlZ|oj 7|
Aol 77k AAA AYS AFsHAIRE, o]FA Aoz AFXAQ
AAZ H3HA) SreleE Hlle Age el XA QAR of
WIS S ik MOl slEAo R 1 oo Agle] Akate] 4
ol 77 B4 olul&R7] 8| Y(ideological frame) g 7FA|AL Q1
TRl Hofeh ofgh T o]2igt ojule2r] ZY¢e] Al 8l -
H= WA o] Attt HFsHAl Zpolzh g ol Abde AA R

Jo EH JXA Alee Pﬁ(reinforcement), =AY (contestation),
=(implication) 5 Al 7HA] WHES 538l 71 oJgl&=7] Ze|Yd<= vt
o o) A SR E ok R ol gE
7] seoke A el MR O SR WAIAE Bl
olu], =] A9 FuHel WHolA S ARl et AEelo]
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O] - Al Aol AAA QN HAIAZF AL E=euA] QAR Al
glo] gL FalAl AiIARe] HA A A fT 4 AE oA
ol H S Rty 71 AR AU EFARR ol (T
E H|3E 2 E(Grand Theft Auto)) A|2]Z9] Z2-$- 7idEx}o] o|H|&=27]
ZeolS 5o sod Aol sigETh

=
=

20) Ian Bogost, Persuasive Games: The Expressive Power of Video Games, Cambridge:

The MIT Press, 2007, pp.103-119.
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(a9 3)
(e gZE Q&: Al l=d|ofA(Grand Theft Auto: San Andreas)) A

of Alg|= F 2000t FHlofl ATt 9715 £ (e HZE
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23) www.emogame, com/bushgame. html
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24) lan Bogost, Persuasive Games: The Expressive Power of Video Games, Cambridge:
The MIT Press, 2007, pp.153-157.
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26) lan Bogost, Persuasive Games: The Expressive Power of Video Games, Cambridge:
The MIT Press, 2007, pp.266-275.
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28) Richard Bartle, Designing Virtual Worlds, New Riders, 2003, p.25.
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36) Tan Bogost, “Why Gamification is Bullshit”, The Gameful World: Approaches, Issues,
Applications, Cambridge: The MIT Press, 2015, p.65.
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Abstract
A Study on Persuasive Games by Tan Bogost
Lee, Jung-Yeop(Soonchunhyang University)

This paper introduces the rhetorical methodology presented in the book
"Persuasive Games: The Expressive Power of Video Games" by the game scholar Tan
Bogost. The purpose of this study is to examine the possibility of the rhetoric of
multimedia and the relation of literature research. Rhetoric does not only function in
language-mediated communication, it creates meaning based on various media.

Bogost argues that "games are rhetorically effective media to persuade gamers."
At this point, rhetoric functions as a strategy to expand the connection between video
games and other existing arts, If art such as painting or sculpture tries to persuade
through visual rhetoric, video games can persuade the player of procedural rhetoric.
Video games are structured spatially throughout the objects they want to express, so
that the player can read the messages intended by the developer in the process of
navigating spaces. It is his judgment that a video game is not just an entertainment
medium, but a new expressive technique is needed in order to secure a new aspect
of tension or contact with reality.

This paper examines various examples of political games, advergames, and
educational games to which such persuasive games are applied. In addition, through
the analysis of the situations where rhetoric is applied in video games through these

examples, we will examine the implications of rhetoric in a multimedia context,

(Key Words: video games, rhetoric, procedural rhetoric, rhetoric of failure,
persuasion, lan Bogost, serious games)

=RET9] : 20179d 7Y 10
AAEEY 20179 8Y 4
AF  2017d 8Y 124

S 1 20179 8¢ 149



