00o0oooooog Vol 50 No. 12 2761-2771 (Dec. 2009)

goobobbgooooobod
—uobouogoooood

O o o o' o o o ot?

ooo0ooooOo0o0ooO0o00boOoO0oO0O0oOoO0OO0O0bOO0O0O00O00O0G0000
gdoooooooooOoboOoOo0o0oOoOooooooooobooOoOoOobOOoOoOoOog
goooooooooooOoOoObOOOOoOoOooooooooooOOOObObbOOOO
gooooooooooOoOoOOO0OO000oooooooooooOoObObbOono
go0o0oooo0ooooo0o0o00o000o0oooooooooooooobobooOogg
goooooooooooboboOoOoOoooooooooooobobOOoOObObObOOoOo
gooooooooooooooooobOODODODOOOODOOODOOODDODODOOO
oboo0oO0booOoO0oO0oOoO0o0O0oO0OO0O0o0OO0O00O0O00O0O0000b0O000O0
0o0000O0oO0o000o00O00000000C0O0O00000000BarthesOOO
gooooooooooOoOoobooOoOoOoooooooooooooOOoOObObObOOOo
0000000000000 0O000O000ORPG “DO0OOO0OOOO”00ODOOO
goooooooooooooooooobobooOoooooo

Appealing Structure Analysis of Video Game
— As Application of Structuralism’s Analysis of Narrative

MaHO TAKENOT! and AKINORI TAKADAT2

Entertainment products such as video games, animations and movies deeply
influence our life nowadays. We form sense of values by playing or viewing them
and also live by those values. Therefore the primary goal of analytical enter-
tainment studies is to know what those values are and how they are formed.
Many arguments about analysis method for video games have been made in the
domain of game studies and narrative studies. But there are very few reports
that have methods available for video game analysis in actual use. On the other
hand there are many methods in structuralism’s analysis. The purpose of this
study was to improve the methods of structuralism’s analysis of narrative so
that we can apply them to video game. We examined standard procedures used
with structuralism’s analysis basically along with Barthes’ method, and sug-
gested implementing several changing to those procedures. A sample analysis
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of RPG “Tales Weaver” was presented and resulted appealing structure was
discussed.
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Fig.1 Self-transposition into a confrontation axis and enpathy.
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Fig.2 Self-transposition into a semantic structure.
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Table 2 A sample sequence/schema analysis of RPG “Tales Weaver”.
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Fig.3 Appealing structure of “Tales Weaver”.
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