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An Observation of the Social Power
Relations Shown in the Verisimilitude in War Games

Shin Soon Chul / School of Communication Arts & Science, Handong Global University

One of the most distinguished trends found in modern U. S. history is that the historic flow is
filled with numerous wars and, consequently, the press has pursued superficial stimulations of
wars rather than the profound analyses or reporting of them. which causes a misleading
phenomenon of taking wars as a form of entertainment. According to Aristotle, verisimilitude
is a necessary elements in understanding any form of work of art which contains a narrative.
As long as a game has a narrative structure of its own, it cannot be free from the necessity of
verisimilitude. Moreover, due to its characteristics of a digital medium, game can stimulate
more motivations from players than any other medium does. Also, game industry relies heavily
on the pentagon for the informations of realistic details depicted in the game; technological
inputs and outputs; and even profits. The verisimilitudal aspects of war-game is a production

of the relationship between social power blocs such as military and industry.
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