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Abstract

This study is to understand game fandom emerging from a research interest on the
conflict of the digital game textuality and media fandom. In order to grasp the
characteristics of game fandom, this thesis tries to figure out the terms of fandom which is
incompatible with digital mediality such as multimediality, interactivity, virtuality, and
connectivity. This article discusses the supported transformations and shifts if fan practices
in terms of game textuality and digital gaming. It can be seen that digital games are tools
for people to show their fondness, create new stories, express their opinions or cultural
tastes. This appropriation of existing creative work does not fit within the existing fan
culture, and neatly within the social shaping of technology framework useful for examining
such forms. This article shows the relationship between fans and media text has changed

due to the textuality of digital games.

Journal of Game Industry & Culture ¥4



1. X7

o
=)
d

5
:

ot
1>

A A 7P e HEmy o] o2 AR RS v A9k 75Estal itk
ok UAE AU ARE 23 FAORAM 2014 o= = AlolH Aol HEel 24,
Lol #AA Q] als g ANEIL Q= & ARREeFA S0 Al Ald A= ol9rE Al
staL Qi Ao Eiﬂlolﬂiur AL 5782 HAIE Aol UFel FAIA FeolAf AkelA Al
2 22| Aok Kol

olAE HAE AYo] Tt @=fmolA Hlolut AfelEebs] A7 A7 A HAE AldE
Sk Aol F2 Edofo] A thefRl WA S =07} o oI R|AL Sl =& Aol «ids] o

A Al ] Z Aol ER1Al S0 legH o] I G ofel e A el SRR A EAY

=3

O
2
N

o

L
)
=

(Anderson & Dill, 2000; Dill & Dill, 1998), -2 Z19} AR = A|o] A5 2H8-4 5448 4lE 2
= AF2¢) o] 8 AR =0)u]7| = gk} (AA T 2004; Tiongson, 1996). 1710 ole] G& <] A
ojH7} Al wiete] wke} AlJslr]7F ofd Afslimebs] oulE Eslal leAlE Er o= A9

B~ ERkoluf thefet Ao of AR} A|9151 ] ©f T E ofalfstefi= Akt S| o]0l A|aL Stk
(Carr, 2005; Taylor, 2006).

Ty ARRIEAZE E R A Bk dAde] vIHeHA AstH Al Alojmet A|9s <]
A ARRA] Aol A= i e A Al kol A 58] ti o] AL Qlek? TLgl7] el Aol &
ok A, 2 Adsh ol E5she A dEoluy s SO AR =2 o]t oluRt
2 A7)0l ek ARk ofsut o8-k A thEm2ke] Aol Ak ] Ea] Aldlell &
51717t 2h= 2ok oS welsl=tl= eHAI7E ik, et dleflu]d Sefrkel 22 njr]of %L—E—"}
-2} 71 50 2Bfof] GBIl 50k mian| o] o] RRY91E Thed] it o) ) AlSH= 4
AL Feke] RAA aAkER WYk St 2314 91E AHsks Ao JIgho w2y
ntjo] =gt thsf Kok F-53k olsli7} s sl d AA ™, A ] A A Sl AFdeflA]
a7k = Aotk v&o] AlYsthr|9 49 ekt diuAds 8ok AAE :
O] o HolMA 9IAES AFASEAY sk 97| Akl Q17|

2419 A7) E T )2 a8k giek

1) Sol Re|Ltete] R A2l S50 Exl7F 1 0 LigkBrt 425t 2oz Toten QIt 2efol Al S=0f wiE B 0f7 MEQ! YAERAE
Al 20068 52 2 7IAKZ 25t JAS] M=0[Ct B0 Mo A S9MZIXIS Of2I0|Lt F2 MiTH Zt2H °f 24%7t CIXIE /Y 555 # %
onf 05 102%= &% 219 Mg us == OXE AY &5 SM7F &2f6irtn B=6tn QIrt 2|t BEsAV20] 2 H=of
CIX|E ZH=0] 0[8=7} =2 SAl0f, 20f [he CIAE A S=if 22 gel syl ist o8 F== 5t 2oz F58u Ql= Zolrt (HZe
2007, p.118)

28 2008 (T2 19%)



uebA] of ol A= AlYsH] 53l 741%‘011 AZ3710l thel] Ao e stara) ghot, Z1get vy
of g HEsHe 9] T2 e ARk Aysted] EEEE W fandom) =0)5 7O
ol FFsk= Aoy 1 S Tes 1 THEOH S5t v iRl A Am Rl st dlY
H]Z & 720 njAn|t]o]lES IH3] ASsH= Ao R Ao Wiy o]&o| Aelo|el= A5 A4
LEo| dFohe @Al el o dry s = o, I ofd ol A= ZAIE A5}
A N o) P el

o5 flell WA AlG) BIAECSL A7} 2= EESE S4 ofu]E A iar, o]ojx] sligo] o
S =95 Aelg Al o] 7IRte.2 o s AloHr) 2= & o
Sfofl A Aldell Aol oAGAl A 4= o ofd Hofl A AT} 22 HAE njtjole] W

off tish M2 =27} 7Fs A, wolk bR Al ligo] 2= woh4 el F3lQ1A] AljtslaL
AL Rhe

ol

pS
™o
o=

=

|A]

.ﬁ

Ao wolo| 7, 712 W

2. A+ iE
2.1 Hedo| ofaf

W (fandom)-2 *FAIAS S=5l= T UE (fanatic) ¢ W(fan)2} G4 -
(~dom)2] gHJol &, B3 Q=0 Hoks QA% o' Eolsh= AFE s J1Efe ot

otk W 22 W 22 Eob AAES S eE Jeiile] 27] Ao M e L ARIE Stof
& 7 olon ddjAlloA= A R tiewete] wokolAl Uehs A4Sl 2Ele]o
fanaticusoll A efieh M- Ao A Loh= Algholuf AlE A Ask= Seollen) 21 oju)7} Hshd
A ARk S A Alg et o] A ] gROE AU A Qoﬁ’/} 19417101 AZolAf L Axk=o] S
2212 i mE o HAA O gojeh= tho] S my) AJzlsle] Aol o]231 gli=g] WAlof 7
3 Ql

néﬂ%%xmqm;%qa§%%%ﬁq sjef e 1Eﬂ0§m°zﬂﬂwnq

L=
AR

=

=]
Holup Bjol A o] 5] o]t A1 95 7o|x] Y}, ol SE AU BB}, BALE, A

AR T2 A|aL glon ofFe

Journal of Game Industry & Culture [24e]



O FHHGlon] o WEL el B thiz, FAlgo] Aolsl $JRT EAIEeleh QA=
o}, mut o et e FAIA) Bt AR Atels] Mok B veo] Akjo] wiEolul: Zefoh 18
Selt chopsl thEREE ARES QIS AR E FA415] dnlsit Fulgkael ultie] Anjxjeb
SJl2 FGSlgte, A) o $L AL o1 213 %;%ur. e WA Aol o
SR ERSERE S R S 7}

2 9100} 2L 5 A el 1] 1] 9 1.ﬂ T
obie ST EASRE oA} Bt UKo T duehs o, AR U /)

2]

2k w52 ou|A7E ol 5ol Fef o it A i

Eejzlo] At 52 9IS SH= 528w %
w5} teolollA] Wt WELS Ax AAPHe| APl WAOR oA 24 Sile (154, 1999

pp.222~223).

s WS Folofar, ofH mjr|o] =827} glo] | A AQ] w9}4]
& ok AR 5 Mt WS ofsfstel= go] SN EAA o R AJA
EJA] o=t} (Harris, 1998, p.4). Bielby 51999, p.36)2] 1ol wzw slof| tfjgt 3HE2] 1=2]7} 7|
Al sHAlo] EAA O & Uz AR 2121990 SofebA ot 199 7
ol digh ofe] A5 (Brower, 1992; Tulloch, 1995; Wakefield, 2001) 3-8 th=at 5]A)#}o] 7]
U g3t d4e] B4 /0 WAkl Q= EA R 26kA] o=t o] A
A0 & tFEIE Afols FAR, 555 B AW sREskE sl Qs wekA] At
S Bl 3 aEof theh =g AJZbe AolFit,

l%iihﬁ olf thEE OHME— WO AT = =7 Tes] 54 DMOi Olﬂoh

%01'
Pri_:‘
O,
}_,
O
E
PD
—n
)
{o
il
ﬁ
mﬂ
n
pacs
rlr
pasy
flo
o
v
£ %
L.
8
o
5
28
o
)
IS
[‘I[‘
ﬂ.l H
E
ol
E
4o
e
s

oo
2
oZ
o
D)
1o
12
)
)
2 A
ol
Olv
_a
g o
i :
rlo
HH
<t
o)
f
El
Sl
_O|L
}_

2) A2 AJS|HeZ =eho] & Hf Y= AME 0] CHEXO! Al2at & ZI0]C) AIMHE SOHE AEIS] AIMEPS FAfols BES
XOZ AEIO| AMOtS e YE0| BISEBA SIUSEO| AZ7} E7I= ol 0f2] ZIX] Eaf ApE 0j2{ZICk B (SB
mEi=w ALA Si= 0f0/S | 2008, 10, 25K} EiZ)

C/) HJO
E
mo
B9

30 2008 (T2 19%)



okt tpgo] A2 ARt A
e 4 S 5 e o4 1 Mo}ﬂq CHE QAP O] 2E PshEA R ol
- le]ojeh el o] $ha] Hitatiidt BT, o F Sol B4 e Setutel M 49 AR
2 U] 918 2 GATE o|SHIL A2gshe, ek A s S old e WA o
9h5) AZal|S vl oleleh MEA AR UBlA0E LR Alo] e uiE Ao of

Folrlomn) uto] BIAES & 5o] molslr)] Hick, 1L Mol 4 HE-L EAES] AR oju]

>

oo} thedh 4ulxp7t of] e} Aol ojgh Uele 20 Fick Fofshs s vjg A, A
A, 7] FH& M5o] 2= 7V 719l axlole} 3t 4= ook, A% Bt Blaso] g Qi
Q150] 9] ok X417 ek AL il o] obd ARIES THaks Fagt 7o) | 4
ol

WEL WAES [ZEHo|5 YA OB A0 MR BlAE0] oJuS HohlAL Ak

715 gk}, Fiske(1992)00 E}Em] u]ﬂo{ I AE= iAol SAA 02 whEolul= Flo] oftet
Ao Bt T= o]t ARl HHE E 7] fFL

Aefstar =t 1 A A7 } 7| %84 AAFY (semiotic productivity)©]tl, 04 H50] AFAl0]
A7] AR 9AES °]°1LH AAE NEE ouE A

Aot le %) okt 1A

= Sl omyu U ARt SR

J (discoursive productivity) 2.2 G-E8FAT}, npxuke E—liE@ KA (textual productmty)ﬁi
Fofol= HAEES 7[Hto R T tfE HAES Axsils s UIlth W oFE (fan art), WA
(fanzine) 508 A== 719, &4 wislel 72 thofet A 0] Bata] YiAET) HIAE A YA
O AAkEo|t,

SHH WES A o' njroje} gl A B Jefels fiALSH = Al 7| R, a2 Sl
2R oFfAfoll 1A= Ao ofdel =2 Hgt A5 717l AlgEo] A& ddiste] 223k F

Heho. = fiSe] oj7int QS WA el Aolth Selule ARS T} Wako R niEuA 51
U E o] ol s W RIS KEAYIA Al QRS Ash 5 mlclo] BlaE Aa)
oAl 0.2 oS HolFaAl T} T go] elejyle] wlstu g WEE oldmrt 417 255}

AL A 4= Q= Aol AR, o] & Bl e R Tes] ME 22 3 Frohe ZlollA Bloju s

o] Folsh EAES /IO R I T AES AN/ 3
k. ol Fiske(1992)7} S15H3E AME) Al 711 291 5 BlAEd A e Ahele] Aoz, 5

Journal of Game Industry & Culture

31



Eoup wah 520 AMHIS Yo BSo] 7|20 BlAES WalsAL AR o.RA B4 A)
o 21 2 ol Ui 24 SEateh, BE-L ©Ju]o] ko] T Hlo] ohle} Bl Hel Blas
o ARl YA 17112 FIERe Slolc, o IgelA] AR Ae) b e AL Folt
el o kit Afel4le) A WSlol AL thE MET w2 951 9Iet 2] Fag
o}, olefgt WSS WSl A} 2wt 7he] PES BB = Flolet & 4 9k
Jenkins(1992)% TES] 442 Zvlo] Mt WS Holsh 7V S0t roleta Lok
MO 2 WES MR MESHL ATIAS Uit THol A ol S8 BEA A LA e
1 TP Bl AR R AR FRES 7P Ik ojslet BAIThE Hlgo.E 3 A0,
2 WEC) A RS ZRsal Bk Qo] B W BEAY] FAE mek 4 S5

1, P QIR Plok ol o] 59| Aok THE-S T AHBATFORA W AL FHA AR B

ofehi frnlc]oje} BlAE S} Thelsto] B 741 oge
S0 AY WaolAle 282 o= vk, 52 L2t =9 oo A% 74]%
o = ik

= =

HES WO T 4 YTt A BAESL e FRF AAH SHES WIS ks Yo
=N
[€)

ol el £A|0]ALE: Aglo] ThE nlclolial Hhe] ol gA0] Hols AR Sz A Atg BAE
o]7] uhizo] A]91S Fhkis AL A WA 24 b ATH E T2 39]0] ol W9} B
o14)7] uhttol A7|5le}, B go] etelAelat o nlcio] BAE A7} ol A1) AAAS HAI
Sl 29 B4 BlAES ASaths 212 ofu] Tkt Alo]mo] 247} wAle Zlolehs Aol Al B

OS24 Ao o] EAgre] Fepd 4= Q7] wizoh,
2.2 AUHAES} AYUSI |

HAE AYe Heju|t]o] (multimedia)®] 44, 7H34 (virtuality), A2 (interactivity),

274 (connectivity)?} 2> E4& 2H=t} (Raessens, 2005, pp.373~374). HEJu|t]o]3 &

gz

g2 A 4, 59 T HE ARE Foo Atk tAd Ao E4of 7Ieks Aow,
t A mjrjojof A thekel ujtjo] o] FGFAS M S2elahiA] FAlo] 11 HE A S s 4
A k= &/dolet, dEjn|t]ol ] &Adof| 7|Rlsto] tiAd A|9) AA] TLef ), F9, 5 F = B9
Ao Felsh= 5 71E nYolY] 2EPAS 5402 A7l (remediation)stal Ut HAE
AL A Eetult g3te] A2 EAS ot PAA SHollA= G A =& T

32 2008 (T2 19%)



7F 5T e Axshe Alake gl oot ko] 1k EAskAT e e ® ke of
SR A)e] Ml vjtjoir} 7} vy ol A7bsES Sdslal, SR de Axsiiv
njtjold el 7S SR A 53] Al AT EE ] s R g el A
5to] =5 HzRekA o] Aok 7hs sl Btk

7PES HAE Aol AF0] AZFAQ] 7M1t (virtual spaceye O =M WASIOAL: =
& AR o] FolA= ArE wiA) AfruFleld ARellA e AFe 7HEEA Aol Zhs st
B 53] Aldke Fol 7P AR AL s 3D o] A Ao ® HojRl= Flo] ozt A
o} /4t gtoll EAeh= At -2 AR (presence)S FHolgith, 7|9] YAf ult]ol7} 7HEkrt
SRR TS Ko Aol lek 3D 1 Al M = Sholl A G/l ofuet Aol
7P uR-AE oA 2ASH o] whet thE AR AEE A = ok HAE A Al e
Ao upet AlE A2 S 42 S = S0V oA Zhs Rt AAIA R G =
= =YAA Y= A ol Al MRS SHEATIE AolAt Sl Y-S Ee
Aol WMok 7PARtTE 22 AYE sitjeie Alojwuitt ufi thE Aol A= = 7] whie

ofet. tAIE Alolm= 3 Yihs A OR 83z Ao] ofet Ailo] Yokt AR ¢
wglo] whsofd 4= Qlet. olefet S AloH R sfofm 550t b Fihas 7o
3l Ql=d] AY ARt AYSIE vlte GAez A2t MAYY} (machinima)’7} 7L ARjo]

A2 BIAERA 7)) gato] AYAA

J
d
rO
-z

A FHHE HAE Aol A 2284

(interactivity)o|th, T2/ Al9l9] YIAEARL Z& Aljlsl7 & dsht A 5 7]
o]9] =83} As] thE A OR a0l T SAolth 7 0 Ao AEAe vt
of o] &2z} A ARl -

HAES of2 WA 07 sk ko] oyl g 52 A& (representation) AHAof] 2Ju]Ql
A0 & ofah= AT 0 AJofufRl vl Qleh tx g Al)l9] o] 84} 5 Ao 2 ARl HIAE

O W5 ofd Ao s 20ROl dish AZQl kS Frofk2 Zlojoh, 3t fAE

N
=

2
1o
)

(r o oo O

p
off
2
il
N
N
m U
a
s
tlo
tlo
1o
=)
ofr
rir
pay
lo
il
(@)
Q
=)
D
=
(@}
=8
—
[{e)
O
_C)‘l
=)
w
@
lo
2
ﬁ'
o
ox

3) oiilmachine) st AJLioHcinemalol 81012 2lafl BiAILIofS 19944 oyl IDAZESIO{O] 3D A2 (Doom)SEHEf AFEIItE 8 4 Sirk
Doomyol AOIHSOIA A2 20|18 =88 + QA 511 1 =528 BRE + USE NMSIPUSE AOIHSS AP LISS pigst 22 22
! 9IKI0) UREZE 71A2 B DIAILIOIE S| AIRIZHCH (Carroll & Cameron, 2005) OJEf8! DIAILIDKS S XIESIol THRfC/E2 0/ofx]
£ 5 Jlepio] & 4 Qs SXIOI HAEE M5 Ak

Journal of Game Industry & Culture Y]



Aglo] A AFEA g e Alolulol Al Al Bl FAo] AHAOE Hole 4= A FHozA 1)
Flof B Ee} 4-g40] 1A WabA Ak AR TAE AelA] Aolmi 2w A7) A
o, SIS s, AQ) BAES WEHI 4 ok AY) BAEES QIS A0 R B2 Al
MO R 0§38 4 9l EA|To] Foslo] gli= Aolch, BE ofel Haisto] Manovich2002)% 4
SAGA AL ZRIO] Hi1elE Clel AR 55 219 Boln], Z1ejulo] oJ5) A 3
o]7] uhtto] Alo]me] Ao} EAIRL: Shatel Butsieia vlgieic, Tejh 7)) vjv|eops

o

o] 79 o] EAaE L hefet SAR BAE R AT O AE Agle] 4% o
of Aleh} 2ol 51 Gachs ol 4 1 21712191 d4olet & 4 ol
it opjet tlXe AGle] A5 o187 A B g20] A9 UGl Tofaeks HollA] Agl

AloJul7} FARHE Hi2kolut 7148 Al9lo] AAHR) a0} Bl Ao]nS SlAEtsIaL A slshs

715 & thE o R Agkst 2 =
oft e} 4= g o] Alo|w 7} g gl bz FIAET E Alot), 53] 1A o] 7]Rtel= 2}l
A1el - A AA7F AlolmE 1He] ARaRE AAE Skl Qlom 11 s AR A
2 SEAE s E R, AR Fu ) S o 2 59 2eRRIAIY A Aldde] 7F
7 Soluk MEA] §haL AT AAlE o] S AY 4 A5 Holaal ik, el o
(Baym, 2000; Wakefield, 20012 QIE|Hlo]eh= YELAZ2] YEL A7t i /o
THARE=AE AR HE o), 1A/ o m Qs Tk 2|0} 2 ME0] Eso] JIEUlE VHEo R
o, WY, SHEs Aol drke Zojrh Follohe QlEUle MH o] AR 7HA (social
visibility) 5 SEFAIZT. A2} Wl o] 2ok 7|24 o= dAa/do] WA o] Sl 2eklA
AL EAETE MW O] t b0z A of ofulzt Ql=A], Z1Alo] M o] S0l o BA A5 &

M= FAE Al7I8lF== o] 7] &= s,

[¢]

4) HiZto] gl of Bale YRk Al ot SZOIUE Hi2g £ SZC2 Holt MEtS AlSolof A2 ARSI Aotn AIRA0 F2tS LiE
Wt ool of =Bl ojs&=E MM QIE EEHE S 2ESIRCH M8 ofet biglg £5010 Ci+o| €715 Eofs 2&0] 2 St &
QUL 0 2lol= 71X 27t Ag M0 MEfS2 SMIIAIE HI2to| £2 Mefs AMEHDT It RY 2559 MEFY 7] 55 Sl Yee2 0f
7171 01249] Hol= AlYg &2l 01 X2 RHGICH (hiip://ko.wikipedia.org/wiki/ ECHIE%EA%ECKIA%IA%ED%99%98)

34 2008 (T2 19%)



CIXIE A o 23t A

o4 Ao] S5 Hs

I
N

4 EAL T AARE FAAS AU e BEo] ojoh s
A oJul7} ol HAE ARk ub7 A = WL n]Ejol e 4881t Qo] =847} A 45
e FESHE 7M1 Bolrt T8t AI)E WAL vrjo] BlAEo] ofn) XH?L*JS}E CRES
= ATAQ) g Aeks B BE 2L ke 7H) 84157l rjolAa Hebae) 2 5

0% e Wl £ WE walg el oot alglel A4E WSkl W
(Harris, 1998) AFS195} EARO.RA WELS Sito] 7ieieh oo 5o of2sfal 4= gick, &
3 7110] o go] A4 ATl A 9)7]of 7] 7] nlclofolA]o] ¢)7|2} 2:7]0f e 2jelel
s A, TRolE M o] 28 7|uko 2 A Ao, A%
ule]o] o} 89] ALBlEalA] $H)5 ofsfshat] oj|olis #7450l
g ek oLz} gy o]a% 7)20] F8} o] 20| glojehs Yrulr]o] el Ee} ofw) Es) 43t

Sh=AlE Hoja= Sn| 2.2 Aldo] 7] wj&to|c},

ol
o
~N
i
K

X

ol
o
rlr
oy
flo

=)

o4,
2
=)
[>

3. AlYst7 |2t W
3.1 Moz Af| Aol
3.1 30 ARt |

CAE A9 At 2 Ratiele] 9o m AR, Al BHISIEkE o] FolAulA o
Aol 2154 Skarel M WARES SHIAIZITH WA A9)e] Alel2] 24 W4l wststact. A

QL& ol 1 afofit sl o] ohfet Wil £7] 4= Q= Al ez Wsfat Aol Aelo]
aleu) e Bl FAE, A9 o] MRS o Sl EAl, 13 FHsks elzowA 54
of Wil 7] 4= 9l Fel=e A A0l] 94 B8 EelalAlct, el wat o] Tl Aol mx

5, 2 Aolm, A9 A7let 2o Al el AEALSe) 247 FARRIA? %a g2 7o]oio]
FAP} Akl 7l Aol Aol dio] HwAl EAlo] oSS Skl AgEel 24
% g SR B TR AoluE ek

a
ujof A AT} it Woo] SRt Aol of2igt H AL

wN

5) Aolg Eeflt|Fie] 2 2N} MBCAIY0] A2 SHE AIRRICn, ZTV, F=afTV, H/ |6 & Ct510f 22 S STV, TU DMBOIAE ZIgs
76k LIt IEZ0]o{o] Cigt #42 19985 ZEA0[0f AltiE & A= 0714 ZE+ 59 Ho|0E SHOZ AXERen, geett 22 &
0| SHS L)0[oi7} AEP E 2 QIEE SIRINFHZFRICE 0] ZFFoIM Bt ’33’38/ Y BE 2o FYEACT o + QI

6) hitp://cate.daum.net/yohwanfan

Journal of Game Industry & Culture TS



of qlo] ZA th= 7] ¢F
Al ST AN HAE AAE S715L Folole Alolm o] EAfet & 4= Qlrt, &8] i
T30 Alo]H (hardcore gamer)@t Aut Alo|H (casual gamer)2] F-EoA SH=30] Alo|HE W
U712 BREaLo] Alo|m= Al o] W ARS Au|gic) ghH Al9S AJXFsHH Ut
ok sjlo] $hHa] FAlE Hr R EEeks P Bt 17 HollA shEate] Alolw = 7]
oAl A elstar Qli= WMo UAARl 24, & YA O& v An|t]ofgof| H5ok= 5
**171'“ A Hld}, ey Alo]m o) fodo] ARt HA] AHl}lol dofish= Al
MO A o] Ao E Alh & ot 4= §lrk= ZAIAN 7|7} o] Fol ] AL Qe
AlE2Fek= Al (Parks Associates, 2006)0l41= AlolH o] 73S of Al 7= A
bk M HAE AYE skl =& Aleske Aol (power gamer), AI9E ol 81 4=
O] wE HH 07 Sli= Ao (social gamer), A AlS ol sHANE A AlYE FA0R
o7HEE5 Bk Ao (leisure gamer), Al¥E FoFsHARE ofg] AAdg 9] o= A%
Aol w2 A7 SoffslA] Jrsl= Alo]n] (dormant gamer), AU 81714 AT Ao
27| Hrs o) 255l A Hlolur] 98] sH= Alo]H (incidental gamer), HFA|RFOE o HT}
7HE A& 8k AlelH (occasional gamer) 50| “LAlO|t},
olg]gh Alo]m o] AR FP 52 Aol W2 A Fgste e Alle ofH K8 OR sh=A] 1
olfet F71of whet 7|0 WY oo AW 4= Ql= Mo RA Alo|me} 1] ok Alo|m7}
CHA] i = Qlek= AlollA] oml7t ik, Aol dgsietar ‘ETPO% AR A A3 Alo] L o]
7k AlolwE Mo jlato] Wrl= oy}, W EA teidlas A714oR il AR
FEFIAL B Zlo] of7] whiZolot, gk W2 wjAu|t]o)l S EAH 0% 0]§5)y] Kk 11 A
AE Ausl=tlA /== o)) ot
o) Frh= 212 TLefet 4834915 ok SE o= gtfjelal, 11 le-tahEol gt 237t
1, 350 IAARE 7R FRE Aol Zelshk= Aol ‘%0}7} oA
e BHEe] A= AFAANH A RS A=A = aT, E}EW HIAE Q7] HAHOR HAE 2

7|52 o]of A Aatoll= 8171} 47| ek= o] kA E7 s sl Xt (Jenkins, 2006).

ﬂJ
o
Ir
i

o

o M

ox ﬂl?ﬂ

ain mk‘l 4

N
1o
£)
ri

o]

ok
>.
O
o2
1>
tlo
rﬂ

=
o
i)
ol
H—I
)
[ o

RS
©
=
il
i
Awf

X

1
z ]
-

Fiske(1992)0]] wh=H iy} sHo| opd AREE: hidl= 523 7 59 s Za8b4 Apitke] =
A (capital accumulation)o|th, Aol HFdh= AoIHES Ll AR &9 AY 71&S 8|
TLefgt P9l WA O & o|Frof Xt o] oA Alom= Alat Tt oheket A A S &

36 2008 (T2 19%)



ﬂ&ﬂﬂq“g %ﬂ%cﬂﬂﬂwlkﬂéﬁﬂqpﬂ HRE 2412 &2 ol =R e R

1o
—Ll
ﬁ
ot
1o
e
nﬁn
r
=
>
>.
o
ol
_>‘:
>
=
pav
N
EY
)
12
QL
rir
olrt
e
o
o
rC
>
e}
<
afr
flo
o2
4
£Q
rir
B

A& 23k, Teiu E“ﬂﬂHW Jiﬂom Aol st el ARle) 29 A 4
AIZFE: T3] Aol Tk 7] gLt Bl 2ol dhat A4S k=] LX) 943 Aol A 5
AT 910t 914, B 4ehe Al Aol BALS Rofslgo K Ao|n|g Apasfait

‘]

41 A1%) AN EILE f12) B4, ofolglol chak Al o8l Al AEL 4ol chgh e o)
%) ol et 0 Aol q 3 AQ] Ak £ B4 5 A%e] 5§5H= HEAE
of tigk o3} 1] mhlbAjole}, ROl T Acke et daelE sol TR ALy
ol LA A ol A8 A 8 é—mﬁol ek, Wk ofuje) T A 4

ot Aglol thet ofshel 412 Aolule] BHA AHIoIA] XA ki, TRk BlAESS AT
S/ el AALS A FsHe ARUA MO RIA ofolAitt, Agke AEAOR & 51
U, A o4 4 gl dholuE AR A1, el A9) elAE L AU gl ok
ol Al At 2o i A=A Aolme] Bt RS FA2) A2 Tl
et
Bielby 51999, p.35)& M3k 411 4-82fe] T8 T2l Yook Al Ysle] Hol2 41y
8191}, o] Sol uEnl Seflul A Eeful APgchs 2 A0 R AelHel Aglolxa, Hol |
L7l A9l AR RIS ol thpet Bl Fofsto] deluld Sefule] tjejelHel e 7
A o1 2] H)t= Flojekan isto] Migstar gl
ootk HollA] 2w, Aojulzt Alglel ok choket ok AL ZAsle] TAL HiFOR Bl
24 a1y

y
ﬂﬂ%@Eﬁoﬂ“&ﬂEEQ*ﬁoﬁﬁi%ﬁ%ﬁiiﬁi
&

—~

Journal of Game Industry & Culture YA



oo T
. o 9u K| =
oy oF X oH i = < B =
eﬂm&oﬂﬁa AJW%.a@o#ﬂ%JL
B % ok e - R R 2 T A o o T l
T e ® T oo s e R T W T T omoa R T T o T
X Br o) = :.L —_ = oH O# = =o ™ ﬂuﬂ EE E‘_ 0 N 3 E_ —
it} T i X - = 2N oo " T o T = wjr 7o N
oMMmeMWﬂ wﬂ%iﬂ,ﬁ:_&oeﬂﬂmﬂwﬁfr%,mrk mobﬂﬂmﬂ
o0 o B0 T W w0 )N e Dlo =~ o = 3 o e m oY)
Eﬂ.éiﬂ% %M%%%ﬁd#ﬁnworﬂqﬂﬁ#ﬂ@ﬁ jmuﬂﬁ
R @ra%ﬂolduueﬁso]_:ﬂlr%ﬁ&wv ol = W =
e 2oz B of %ﬁé&ﬁrxaﬁnﬂ%?} Kooy N R G
= o = ™ o8 = = X X P o Ho = o w R T o ud WD or
= e = T 2o R = oy No oo W <~ go o % W oo ™
=< 5o og T = T 2O . oW o o oo oBE B 5 o N it
mnoLvToﬂu% %%Mﬂﬂiixﬂ%mfd]a_e%% z o N
= Jo " % 2 = EA ~ m_wm o o i = Mﬁ 1oru ME T b = % m — ol W ol olu 3
wjr & il % ok B o i o7 T o o == O TR
Eeie_muu,7 H;&_mﬂmgl_éoﬂu@%mro#ﬂxolmﬂmaﬂmﬂ B Yo w
wp e ( 8 og e s X S o R o X OAr o= K o~ moX
Am o 3 g8 M Lok o o W B oo TR o) U BNl
LW m EE s Aﬁwgmomﬁenqw@%amj@ﬁ_ém e E o
- P = o 5 8 T A WX E T < B | 2 T T W o O o J| dl
S ) N =z o ~ S L T o T T
v LN S i o 5 ~ n A = T Te N =
ER m__a - S g F o o =M e 3o Yo n T H ooy B R
S m S 5 % W B o = o w___ 5 = W A2 @ R e R
I (e _#OL%L_LE:ﬂﬂJﬂHmzgg@o_eﬁog R e i
=1 a5 = Lo = 3 E|E (I To- =0 I e MA_W o= 2 iR o =) T o mo N
T g = & = OB g - ® T o SO A Moo g
L_LWHULHBUr.mﬂgeﬁTfml ﬁEﬁoﬂﬂu@rqﬂ%ﬁﬁ@,_o% o) T — &
To ~ = o ‘WAH 27 OC F J) ob = S oo ! AR 5 Nfo WA it N Nr
oo o = OE JauM%%wnﬂ Q. = o B B m W o W
D‘_ o 1D| S ,_T_mu N ) B < o ﬂx = - o 1_ﬁ|\_ ~ © BN __OL =] ‘%A.VH b ) N 01_
T o T f B o © kX D = BT oo g a = aroHoRT
.Aw* )AL fadil ﬂuﬁ 1o HL m_AuO jatisy 7A1_ N >AL N Mﬂ ° o =r . ﬂﬂ EO _.El ~ lo ‘Ijr./| ll
ESINGs o . T oz W R0 ol b B2 oo ﬂm 5ox o e L
o - il < o 5 _ —
wqﬂ;Ahwﬂo@@@w%w;émwﬁ@o;E%gm L
— 0 ! ﬁ e} ! ¥ o ! > X _ f ) — ~ —_
| S o|J —~ ooy | — B =y N BN o 2 N T o4 2
~ B s 44zl h Wy g o 4w
a B2 e mawm;aw_bmw_Jigﬁ@mwmjm Tz L
ar H_ol o L1D|| - m ,__/ﬂu L.f CUENcT oF o7 W H.l/l — 17r1_ bl MAI 0° 2w Wﬂﬂ Njo % m — T2 N
& oof op op ¥ IR e T oE Lo g F 2w Xo© g 2w
2 o oH F O P o o M X F ﬂ R g ® OB o e Xogo AT OF
R w@ozd%omﬂéﬂ%%1%@@%@@@% R
[RRe] o) ~ N = o~ - ' ! ~
™ o) =< = A3 D K = N =0 X My o < Eo L]t Al E_. SURON op X ) q_#ol
~ ol :.L T = 9 = —_ Ee ﬁo < W ) o= O
P~y Ll e X = o X LE oy L W o ) = - T AR T T°
5 TR N RO B o B X % o o w 2 o o U [T o ze o AF
<M e TR = o NS T o= 5 T B B B 7 ic}
XO W] < W 53 B B SO
Wom o R iﬂmimﬁ%%ﬂ@%ﬁi TE ]
o Y m WP ~ .ood oy
oW W OGH W Lul.mauwrm

2008t (T2 19%)



2249 71910] 49wl 2lglo] MR AL o 4= ol o) 71101131;3 A Al
A Aol s AP, AR Q8 ZISE I A BAoR AR O 9 ¢

= [€]
A HAESS sl AlolH e Al WMl ART VAR AARE 7158kl HARRS.

_£ | [ A‘l

Aolme] 749 o ¥ ~J+ D}W}ZIE HFEAHE ﬁé*é’é‘}ﬂi ekl 7|Rko 2 3 FEAIE st
E A7} F5AIE 7o R skl E £4

S SR 0] gl ofEol ] m0le]d 5 Stolc, A0 T8 Lelel £ A
wy

F

Jo
N
ok
rir
pasy
12
>,
:{o
_ﬁ
=)
=
o
Ju
2
o>
_Q
[
i)
i
~
ch

Ao S A Y S I A2 rMeE A IR A e ® whEolRith Al e] W A7t
SAAE 7] ol vAES ek | e slAIRE, 2etelA| el A E o] e AEAd AR7EA
o E Httelol= o] EAsH| whol.
22 AY HAES o] g5, Aol hgsh ARt WE oF D2 Fe Al 7159 W
Se A2k of® ol FARSIAL I o ol A Apol7F EA =71 olE= W Fe AR Hold = 3
717 & 2EAY ol Al7Isks S83 ARSI

2ol o} 45 1A WIS AB1H HEAGOR Lot HolRatE Astek: A W
o] F03 54 20| stolch, M FEAL AEe Bt BE0| BE A4} AFo] shi 3
Avls LoR ME WO PEojil Fast Aolojth B2 W FEAL W] thajo] Hi= Bl
ES qupiE 243 4 Glekal ek, A0 Mo o] Bl 2EE BE-E FX5HL o
u] W 2] GulE ol golE Bska SAHE FEAVL EASH: 5 W FEAL shtel E

SR Aok Aoleh ol Aol B ek vifel ALAE Sl e

Journal of Game Industry & Culture

39



o

8

ARt Aol ZL2RE iZiZE H ke W ole HIsstt FE A 2L Qs ARre] Wi

2 ofopr|7h & golal ofsfel it F/dol 7hs sl v ofH AHel A Foks = Gl

o A
&S Al =70 (s, 2004, p.239).

FHA 2RRRIAIMONA o] oAl A=Y EW 5o 35l AldE A sk B
RO R Ao Afolu] FgAlolth. Aol Ad ALAEA 54o] of7]ol A= nRT AR 2
Sh= Zloleh A BIAET} AR = Ak Sl AAREC R Al Aol s Allek & = ik &
& ot geAle Tes] 2etjlollAnt EAshs Zlo] ofyel el o kA A7 Sl
5 AlEARlAL P Ao R XIEJ% de HRlrh SERIAYY A A HAE AR o
= gAET) oY glo] A== AAEke HollM H g-sAeh g2 A&54 E4a A4l
AT, TR Al 71;01 ’6‘}71 FIaf 1Ll AloIH S| HetejAa) o] 50 2hg WH OB A=
offith. floll dET AAY 712 W o] 2olld S S HA A ele] ik WA

e}
=
o
N
)
=
=2
>
me
K
32
rlr
18
mo
ol
2
=
o
1o
L

e

O

o

i)
o
H
o
-
)
QL
=
Ty
)
L
=
2
BN
1o
ol

Iy

2Rt 7Is S iR ez A W s A7t b‘a*%j‘é}fﬂ*i AT el e RS ARG
=

1 05 ol - 9= A5l 747} FEE P S R R S T 8 2ol
AQ) A A Ao o]215] WolSelA)7] olel e Al AR O of a1 48
e %1}01 2 4 Qi 13 HolA F FEA SRa ltlele] S8a9] Lol Melo] £ ﬂ%

qﬂlﬂoﬂ ot A5 tfi sk GHs AnX S =] Fu|uhAl o] AL 3]A8A] 0]
#3347} ohleh BAR Bote NS ;

olaistaLat st Aol HA] AlYGeleh= vl

40 2008 (T2 19%)



2 IRRE AR GAES Y Uil AR aFohs SAE Kol W MiE Ay :
A W2 YA vjrolel digolehs 7 o] whd o= s A2 ofrfolu, ofE HofjA i

o] EABR=AlE CEMW A= HollA 2u|7k ek, Eok Al ﬁﬂ%% AR} 2= A

Eﬁ*ég XﬂﬂonE} ‘%0}7} A% 3t ol MHOl 01“711 A8 8} A=A A ERyES e
ot

EGE A Mol el =) ofw] QIEUlE 7whew g efel Aglo] QlEulnt Wy o 2
o 25} CJO5 A=A HofE ZAT™ HAE Al) MRS vlt]of @io] Zh= 3He)E o]
4= Sl et MacDonald(1998, p.132)0ll Wk 22kl ARy Alol A ddat ujrje] sligo]

0

.

—(g‘ T
A o Abe)A, skA] P e 2l o] 7 9 Wt AulA A e 7R AIA | digt Ao
7Fs/dE HoF7| igoletal gtk
A A A i) SAIA AR w8 SRS AASHL QAL & 4= Qi) Ao
%ﬁH of27}E2 T17l0] offl vl FAlS wEl toll Brpds) Holgtth, AlYe U AAE
A ESLE w] AU LefERA HA ARl A E ARAAL AN Wil ol Ae A T
o] dei TS0 BN ARelA -9 Ho] E it @slEet Al A dieweke] Aol A
T A 0.2 e 7] sg7Ee] ol ek, kA AldE ke 2l 2ofeal alfel tie el
& H[shz Zlojn, T1of| High ARRlEeba] H A AYe] F84 ddEE 7hethe Aol HiE
oitt. ZLefut gl 7Rt == Alolw el AUsH S wekA] A Abloll A Zrgehie s oltk
AAIR A Aol gt =)= Alo|HE K vkl AR 2pto g2 Aoiw e AY

=

7], Al ol gufetol thsf] Huh HulA e o S fhtk, AlojH= F|EA o & A lQlof| 575)
of W= 59 FAE A= sl 2A7F o2t A9 9IAES vl 01 glojufaL, s
A Aok Het A52480 we e sk EAS] Aol

F3F A A2 mAYERe) 2 =R dE Wed] 7w ARl MbeR HA] oS oF wat
of|ef 1740] Alomof A Foloh= A= Z3H V= olali e 4= Qe g}, AAl= MAYrk=
Aol E Edle]o] (player)oll A &fm|Sl= P45 st 15 (director) 2] 91212 Aelal3lt=
ﬁ47]*~ "=t} (Carroll & Cameron, 2005). 2= A9 WHE-& HAE ult]o] egollA 3E= &
H o]l TR AQ] vlt]o] o] (intermediality)?}t 2> M2 AJ7HA] olsllE &gst 4= Q=
o)t

HAIUEERR ZHE B2 A R}0] A @F 91| o] BAF=A] Alo|m o] 91 ZA7HA] gHA| A|71RItt, A
of= A HAEE sAlstaL, wiR|shH | Gtk e dol thekRl ofw|x|e} ofojr o] ¥l

N

Journal of Game Industry & Culture [N



B P25 Bl] ARg BAES RSl 24P} H7] uholtt, ol tixe Al 44 o
AZETL Qe viTlolol} BAE HE Eat Poluals Be FAsleh 7ute] Hlct (Jenkins,

910 22 M 1% (fan labor) AL BE A PR HTAEH] BAS vhfat ol50] 1 o
9Jel Al W8-S W17 3 (modding olalg 4+ 9l E& AlgalEeh Bemodding) S 7]

2E 0] U gt ol MRS ZREo R RS BAES UEel: A0, thes] 7]
Ag) e o] -2 Shizol ALt FH A0l MRS s ﬁOI ohet e} BAES] RS 93
MEe)E 5 o2 o Ao w Exmol ni 3} otz A T4

(i
)
s
i)

>
30
rr
N
il
17
Fﬁ
g

g A A7\t e
500l A B4 2o AL o] 1 o] 23} =ole] ok el 2 Sk oA o
u]gl A=/ ik, 12l oA A9 ML ofu] 1 ARlol S Sl AR FA] o 712

W Boleh BAI4 £3hE B8 rultle] FARS Hlehul SEvitiold AdEe] BAIS thA @

4. Oi52|

o
re
-4
rir
I )
juin)
2
=
ot
[‘N

B0 0lE YIES S A AU S =ogo RN F
512 olfetel A1) SISt ol e /1ol 15 -olold el -
Sh= B So| A9 Blme} A o) o9 FRBLAS nAst

S FH0R AWHEE HaRt ol §e], AE B ofH §3] Aol

T & AW 5 TAlE w2 712 Hd ol 2l dis] A& Al IsiE. Al
X

N _”_1
i
) anj
lo

[T
o o2
o =

)
juiss
©
i)
rir
ar
=)
il
2
i}
[>
lm

lo
i
)
o
ek

(B e
o o
H o

K

o 1

2

1 o

= 4y o

o =

>

14

2

ro

o

oo

d

jQ

il

2

é

ol

=

s

rr

in}

S

re

s

Ir

ox

H1

1o

_L4

L )
o
=
o,
ol
o
rir
o=

b
o

%74]0‘01 oftieti o] thet A-5-S o8] of ' Algho] Tegl =847t of el o] &
o oold Age WMo Aost Zlx Fof dis) FeolH

T
=]
Sandvoss(2005)+= M, o &7} F3A} (cultist) 5= 3] e 4=

42 2008 (T2 19%)



o] ol ApIFIE bl cheb A0 AEO.EA A5 vielols o] 2 A olali 2
oA sh

e
O

AY "IAE S '}%94 A54, *O&Z”l“ ﬁzﬂ o] W EFE oM e ERdlE

] ASS

Zlof tisf ZAIE Al71sEt, WH> @*EQ} ZWX* S WA WAE WAL Q7] hige] 9AE
ApA|ef ARl W2 EA e 4= §17] whzolk Jenkins, 2006).

A Hgolehs A2 A 2Y3re ofollie Etsal o] dte T3 AE FaL
A AlRloll Zrofshal Sl Aol ES SR T150] 3 oA 1k Mo R A O] Zgof gt HA A =
e Eslal QA Stah7] wliZole), T1ERh WEtoll A 5 Al sHEol] Bk 1= A Alo]Hof
gt AR olsE B2 (=97} Ktk ojof g Zloj),

7
A& 2007,
AR, A HAES] Al A, @l EstE) Al48-5%, pp.188~213, 2004.
Abercrombie, N. & Longhurst, B. Audiences. London, Thousand Oaks & New Delhi: Sage,
1998.
Anderson, C., & Dill, K. Video games and aggressive thoughts, feelings, and behavior in the
laboratory and life, Journal of Personality & Social Psychology, 78, pp.772~790, 2000,

Baym, N. Tune in, Log on: Soaps, Fandom, and Online Community, Thousands Oaks, CA:

Journal of Game Industry & Culture

43



Sage, 2000,

Bielby, D., Harrington, L. & Bielby W. Whose stories are they? Fan' s engagement with soap
opera narratives in three sites of fan activity, Journal of Broadcasting & Electronic Media,
43(1), pp.35~51, 1999.

Brower, S. Fans as tastemakers: Viewers for quality television, in Lewis, L.(Ed.) The Adoring
Audience: Fan Culture and Popular Media(pp.163~184), New York: Routledge, 1992.
Cameron, A. Dissimulations: The illusion of interactivity, Millenium Film Journal, 28,
pp.32~47, 1995,

Carr, D. Contexts, pleasures and preferences: Girls playing computer games, Paper
presented at the Digital Games Research Association Conference, Vancouver, 2005,

Carroll, J., & Cameron, D. Machinima: Digital performance and emergent authorship, Paper
presented at the DiGRA 2005 Conference: Changing Views——Worlds in Play, Vancouver,
Canada, 2005.

Dill, K., & Dill, J. Video game violence: A review of te empirical literature, Aggression &
Violent Behavior, 3, pp.407~428, 1998,

Fiske, J. The cultural economy of fandom, in Lewis, L.(Ed.) The Adoring Audience: Fan
Culture and Popular Media(pp.9~29), New York: Routledge, 1992.

Harris, C. Introduction—theorizing fandom: Fans, subculture and identity, In C. Harris & A.
Alexander (eds.), Theorizing Fandom: Fans, Subculture, and Identity (pp.3~8), Cresskill, NJ:
Hampton Press, 1998,

Hills, M, Fan Cultures, Oxon: Routledge, 2002,

Jenkins, H. Fan, Bloggers and Gamers: Media Consumers in a Digital Age, New York &
London: New York University Press, 2006.

Jenkins, H. Textual Poachers: Television Fans Participatory Culture, New York: Routledge,
1992.

MacDonald, A. Uncertain utopia: Science fiction media fandom and computer mediated
communication, In C, Harris & A, Alexander (eds.), Theorizing Fandom: Fans, Subculture,
and Identity (pp.131~152), Cresskill, NJ: Hampton Press, 1998,

Manovich, L. The Language of New Media, Cambridge: MIT press, 2002,

Parks Associates, Electronic Gaming in the Digital Home, Dallas: Parks Associates, 2006.

44 2008 (T2 19%)



Raessens, J. Computer games as participatory media culture, in Raessens, J. & Goldstein,
J.(Eds.) Handbook of Computer Game Studies(pp.373~388), Cambridge: MIT Press, 2005,
Sandvoss, C. Fans. Polity Press: Cambridge & Malden, 2005.

Taylor, T.L. Play Between Worlds: Exploring Online Game Culture, Cambridge: MIT Press,
2006.

Tulloch, J. We re only a speck in the ocean: The fans as powerless elite, in Tulloch, J., &
Jenkins, H.(Eds.), Science Fiction Audiences: Watching Doctor Who and Star
Trek(pp.144~172), New York: Routledge, 1995,

Tiongson, P. ActiveStories: Infusing Author’ s Intention with Content to Tell a
Computationally Expressive Story, MIT MS Thesis, 1996.

Wakefield, S.R, An electronic community of female fans of the X—files, Journal of Popular
Film and Television, 29(3), pp.130~137, 2001.

Journal of Game Industry & Culture






