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Title: Ethics of Mourning in Video Game’s Narrative Mechanics

Abstract: In video games, identification of the reader (gamer) with his or her avatar
redefines the relationship among three ethical identities: the critic, the mourner, and
the mourned. The theoretical foundation for ethical criticism of mourning estab-
lished by Sigmund Freud and Jacque Derrida has changed accordingly. Compared
with the ethical dilemma in traditional literature of mourning, video game’s narra-
tive mechanics have established new ethical views of mourning that respect both the
self and the other. Immersive narrative contrives the presence of both the mourner
and the mourned—which Derrida deemed impossible, paying respect to the lost
other through the logic of compensatory mourning. Multi-run storytelling reconciles
Freud’s contradictory views on death through fluid identities of mourning, teaching
moral lessons on the reverence for life and the pursuit of truth about loss. Non-lineal

narrative encourages gamers to misread the text of mourning, and its emphasis on



916

Forum for World Literature Studies / Vol.15 No.5 2023

the subject’s interests corrects the altruistic tradition of melancholic mourning.
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EEAR LR TREPZEAR, FMARE L. BT R 1)
A SCEAEAR T B EISC TR AR A Rk . Ho NSO LU RGN S
S, AR B RE A T AN SR AT O E I AR BT R R SCAR

TEARAG AL VE T DB ) & 9B 9% 48 (Sigmund Freud) o {58 22 e 1 #E 52
FHR A PUAR A S AL ARE AR A2 X 2 2 B 20 R Bk e anti I 5
. HAASEH S EY)” (“Mourning and Melancholia” 243) [, IEHH “3=
P TAE”  (work of mourning) 434552 R H LI FH BT R LK EFE, K
IO U R O MR e ) BRI AN, 18 RGN RINE, EREEE
IO 24 RTH . 18 1A (Jacque Derrida) NN “HEAATIRE”  (Memoires
for Paul de Man 34) , PR91E A e o0 T e AEY), =IRAT AL EEIH
SRR TR, ARERMTRE. (HIX— RAR G N8 7R 4k
B EE WO IR TE R S5 70, SRIW R E 37 FIASTE I 9 o o 37328 35 1
k" (The Work of Mourning 153) , [ ItMEA AL A GEJE e H 52/ T .

FSCE TR T EIRPRS, JERER RS I SE AR 0 2 A S
B, fEE. BR. RIGEARRTIZEMR R H15 « M« Frali (Peter
M. Sacks) FIZASIN « £ 3L JE (Jahan Ramazani) & ¥, 20 20 DRI DL
B Ol BT BRI, B CAMERI R, IR U
“HUBEAE. 4ERERT, W “HERAY R (Ramazani, Poetry of Mourning
xxi) o R SR « ik (R. Clifton Spargo) f5H, wimixf GELERT
AT RR AR O ZW, =WREEE T H R AETE IS E R A
WHAE R, R A TNAS QIE B AT IR B S PE L 55 o X AR i O (B AN 3 e 46 B
[P VEPE AR TR 50 e 5. #5550 « W (Mark Hayse) XiEkie
FEACVE S )[R0, 3 XK 20 2 B A U AR T YR A A B A 6 Vi X AR ) T
EMFTE. ZH « &4 (Henry Jenkins) 175 H % (Hiroshi Yoshida) 15, k&
L) ABE TR S X T Iu A AR R TE AR 5 S A . X XA B (E 4R
PFEE 7305 “ TR BN NSO R R IS AR FR BRI RS (Nie,
“Ethical Literary Criticism: A Basic Theory” 190) .

WERRAF S AR FBARTRH, B “WEARAE SR 5 xR A~ LR R i) i
XN SCA A BRSO IR GRS 69) , B EFRSCAN e R F

1 2. Nie Zhenzhao, “Ethical Literary Criticism: A Basic Theory,” Forum for World Litera-
ture Studies 2 (2021): 189.
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FILARAT NI 230, 50 50K T X% H AU LA 9 SCAR 3 i R AR 7T o DL(ZE
IRIEALULY  (The Legend of Zelda, 1986-2023) ZRAixk AHl, TR, £
H AEHEZ AL 73 0 2028 1 AR G AR B AR Ve B DA R 320
ReshtE, TR T JhARs I S A SOA AR BB W

—. MEANESFMERE

PUR AN (immersive narrative) 2 B A1 L FRAL S IR LB AN,
RIS AR 55 W ) 52 2 AR R R 2 53 . v T I SEizA v E Ol
FEM, MG HE AR ERIIRE S EIL. 5 HE MR I B ESL T
T, W TT R B 2 AR BOR o 4, B SOK G B « S e okrg B
(Mihaly Csikszentmihalyi) [0S BB |, A28 R S e s
LEBN. S5, BRI R S RS 1 S0 E .

K - W SN R B IR LS T A, oS 7 A R
P X RAE A E Z ) B G R, AR EEOC R & HE ARG 16 2
SCEACE SRR OB T 0. 2 AR G R A AR, Wk SO N R
BTE T, ACHRCVPE VR SL B S5 E Sy, WA F 52 5
MR, TrRe TR S ) R A A DR AT AR A X Ui AR e
WEZRTR R TN EKIHOTEE B 5, SBAEAERE B BT B RIS
e WIER, BRI S A ) R e B R A 2 TR E A N TR B R
g5, AILSSE R TR R X S E R TG R, R I RN 2
TRPESLER B R . 52 MHREE, ERFHERY, —UEdEARE S
IR AN R A WETER, IR DS ) S0 T 7 = RAEAE
R ABWIERDN R I, R F A AU S A, i 2B
PR R R PRI, AN AR 8 W T 2k 0 R AR TS HE N R 40T R S
B, EEFEAE NPC (non-playable character, FER[Irffi(h) B EX 7k FEE
SEMPETE RS IR, #HRAEE /I WX R RETE, W s
(1) 5 0 SR T B R 4DLAE A I B LA SR T R o AN, DUIRAE A A R i B X
AAERRAR H O NI K& R E MR EEE, EELE S5
HPRE PR AT IR B, AR A OSSR Bk, U
X ) R AR BB N TGS HUETE E R AR R, Do DAl ORSEAR A T AT
XTH SR ARAT NI RGBSR H AL (8] Y ) S AT AR B SO B iR
R W R, R ) B R E s B RN R L S oy U B T A

1 2 Jenova Chen, “Flow in Games (and Everything Else),” Communications of the ACM 4

(2007): 31-34.

2 2%l Nie Zhenzhao, “Ethical Literary Criticism: A Basic Theory,” Forum for World Litera-
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(2022) : 563-568%F1E 3.
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H IR, Oy TR R AN RE .

RTINS BATIEARER LT 5, W S R AR, KRBT
MR, Brx 21 RR HIFRIE A Z . Jir ko i Ae BAF DUSOLIN SR
A TIeR - 15 B ikIE, BOSMER FE BT, Sisi 5 A fsi R4
RERMILSLASLSR . B S TR 373 248, LRl m iR A 2 B
W 54 FAE, (B0 EATC R A R A B B AT SRR R4 R
X BIZIR, TE ELE A B B 6y 3E N3 Bl A7 A2 B R T 5, TR kv
HHa bt im M ILSE B G KB R RN BATEZW DI, ik
S SEEL T HOEE SRR s, fEOR B BLSE B BRI RIS, e A
AFFAERIE, BeWT. BEARIFERSIAAT R BRI A Al i

G 5 RSN G (R I AR 37 1 (g AR R S s (R [RTIS S  th R R A J X
S DLAE AU 2 T AT B HLIA AU A S 2 Oy 2 R AR L B YE . i T
P XS T 2 AT U T 5 AN RS54 38 WA B b i, RS 4 ) B 4 M Y
R, DL (R RPN, KBRS BOE N EE
BREECK, Wt AR, IFRRIUN 26 8 A0 S BB B JE ), 5K
L EMRGESE. XN EEESRATCERE. KA T, KBRS 5E
BBk SRAFED . FENERMRIE, 2~ EWEE £SO AABLE AQ
NG S B i 2 Fob, 2558 i — TR ZAE 55 7 Re TR A9 3L &
G, MM TE R FEBEARS I K. Bk, REAERE —E2H3%, H
FEF LRI, AR “HE” i R, Husii g ik E2E
BN IR AE IR, BB s AR R IE A R BRI, HESh I R R 15
FE A2 F3RBUN S 45 R o

BEE I RS, Du AL S IRAILSE, 5 A PR 2 T e R A B
TR FEEACONTE R S BARIRIR, TR KX RS F1 R amii& i 1 x5 4E
LS X BRI . 148, Bua vl L E el “ 27 A EE .
U AR, (RIX st — Dl 7 2 Bk B 104 d 5 S 5P B S A i 1) £ ok
G W AE B ST F o D i xR K R DO AR BEREAT IR, 2 A H A AL
i R ) )

—. SR ENEENERTH

“FHE” (Lo, run) fRIFEREXRKKE. 28 HFH (multi-run
storytelling) "R} 75 B@ ik 2 VO I W R A b A HERE I DLy L, DAELE
HIRMAAMESEN, B R EH, R LR MU RAARE . TiRD T
PGB IR T, WAL B T o, B 7 T E 2 BRI AT I

1 X2 HMERN Lo B EEZ. &80 78 77 5 8 5 B H g I R 5 2R 40
(time-loop storytelling) FIVElE, HLL (MAilH)  (Hades, 2020) NACE ) rogue-like 54k
CLE M 1 I TS PR RS, DRI e AL % 62 multi-run.
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RHRAR, B M LA € R A EEOB AR 30 e xR HHE T, DB R LA i e 200 B
A RWER . BEEREBRITE, IR GBI A NG i g 4T
W) RN PR, A A Ve i TR &R O TH FE A, Xt U0 AR A
VR Z AR BOCHR . FR BT ANERZ —.

o 00 AR i 1R 52 0 RN R HOLBE T T [ SR I T B AR S AR B
i, ECEL EAZ MR “BRMEAE” MMM, WR4EE (Bid)
1) B AR VR AR S A v R B B, R MRS AR (A
Ja %) JEEAMARRBES . IR, AN B T e ) B s
B, WRAEMERFZREZR T “BE” FEAEDJKBEHZE, HHIERD
H HEERAE TR K E PR Hik, 2 RN E RS 33k
RIEANET MEREART, MEUMEREK - HE S MAFERHERT, B
YRR ABE T S BB T B R R

FEHR H IR SMAREIR R AR, R EE T T O T4 T AT
(I Z%)  (“Thoughts for the Times on War and Death™) , & H NS KH% %% 7
M FE TR AR A BE: — T R SE KA AR TS . BAGKAE, 5 —J7
FELE D BN ACNSE T IS K J7 e XA e “ AT 2 2 NFEL B
WiFE” WF CAHEARRE . SRR, EEIIRARRE B R “ A RE R
HIRWETT” (298) o EHIE KA BB IEH S JE B iR S 71X —
MWER, FIRWE ST W SEIUE R B M E0a T fe . | T R AARER M IE L2 )
FAEREFFR . LT AN 1, ek 2IE “ DORHRE” fpe, (R
FEULY RANM EME B SHPIRFRAN T IERIE T .

ZJE HAHAIE T X — AT ) B, R Iu o DL 4 B R 77 U
R RACE R, BRI NI F AW K5 7 B s B — A B ki &
PRI SRR, PRl SE T BB A, B4 3l 2k A Bl B AR R
BRI, DL (ERIE LU Kz 502 55)  (The Legend of
Zelda: Oracle of Seasons and Oracle of Ages, 2001) |, BuIR i ) 5 -+ 420
FEPIAS T 73 I REL “IEOCEAE” JE MG, ARt E B,
Bl OB RRA EM RS . (FEREAU: EERMMEImY (The
Legend of Zelda: Majora’s Mask, 2000) Wg¢ihBr @it 504 H =k, RE4S
ORI TERLE M. X “HE” R RIS FE U RS S =TT
(1) AL A i A AR, JCHR A 4 T B A TR MG S B ALK AR L S
MILFE, 5 T EERAT OB BE — R 32 ) T ISR T, AT | 1 I %K 1 2
JIA A () fR 5 RIS RE DL AR i ) SR I R O E SR T (Rl I, B
] DAAS BB 4004 56 B S BB AR A IR AT B, TR S ST R AR T A
MBI RE -

1 2, Nie Zhenzhao, “Ethical Literary Criticism: Sphinx Factor and Ethical Selection,” Forum
for World Literature Studies 3 (2021): 392.
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Do A S 3R IR AL & 94T R, BP0 R ) =
I (self-mourning) ME& ', H i 5 mx REN— &, T s
FHS RO FRL 0T 3 e R IR B S ARV I 2 A B R 2 18 B iR 18
FIEE D —ME X s S, @i m e sy, TRETREM L
— & B R A R R R SRR E A, AR EASE B R E
CEAMNHE . LR SR MR E w2, LR EH
X H B EERHES, K B#2E I (AR E—FHRREAITA, ¥
Mot HE M (meta-mourning) & .

TR B, AT LA N oK (metagame, It 3% i 4K AU RRD 10—
FRAETE, AT T e Ao 1 B T AR e A R DLt 5 2 [B) 38 DY Tk~ (1 %%
71, JERCT UL S A AP IR o 03 P B R B 3K LU IR xR AL B S S8
BERET AT R, 3X — Ik A 0 0 Ik B St S e i A e D) AR S S
A, ARG B E AL S AR vk 4 50 NIRJE H B
. Bk, 28 H RIS E mPk AL 1 TR AU 4 1) 56 35 R 1
PR IR, L2 M AR N, 5550 500 3 2k A AU s 0 O% il
NEFZHEMIG IR G, = RAE e R FAF G R 1k 2 =S
NS AR R, ook [ AR AE LR A B W B AR R 0 A, (BAE & A B 3R
(5 B IE 7 H oA ZMAHEE TR R X 542K 308 « IR/K%F (Tony
Walter) FIRi[ {8 B 27 « F£/R (Adrian Kear) 28 \7E 822408 F 40 ik tH s W82 2 1)
AARIEWAT NRE R — 8 B RN O — Rl A
i, RN R RO B R AR AR H AR, R
PN RAE LTS K AE LIRS R S i sl AT B 1 A2 SR B i, N
[ 732 7 BRI AT S, R A AR AW 9t & T 5K 1 e
Yesko 28 Bk b i o = A7 9 [ AR 2 15 B )T R o R s, (H
) B I B 10 S S Sy SR U A B, R B SE &E
I NHEAUBEES Y, DT R RS ) (10 3 e A TR A

T8 I ) B S R AR B R R AREA, 2 E H AUH AL E T OCE SE T
MR, IR E SRR RS 7oA E S0, HHSH 7 m s SR
0T SR B S A B AT e IR PE ) S O N RO R T B 3RS A TR R
2, WAL TS LR, R TR A R e R S A R (HE
R A I AR BRI LR BRI AN 1k Tk, FERE A TS A B AR R
XIUERH I, WSO H S WIF 6 B & A E I .

=, FLURENFSUERE
PEBE T SEALAF 6 FOS AT B 32T, ORI (K T XRAE T a6 22l B

1 2 Ramazani, Yeats and the Poetry of Death, Chicago: University of Chicago Press, 1990,
137.
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R R AR oL, AR H P AT 5 48 SO AR A D5 B IR ET A
T, TR T AEZLYEAEE (non-lineal narrative) . R R FHAEF AT
R G IRAFAESC TG KT s Bug 0l 2560 G W0 JBe A 2 PR D 42 A 58 |90 I
M= A2 5, JEIE R R A N S K SEPR O A A . BL (ZE/RikfE
Y. W2 EY  (The Legend of Zelda: Breath of the Wild, 2017) Jyf5|, T
A FREE W R P 5 B 3AME AR, LUER P8 [ 2R PR BT 44 It Py AT £
M &4, BAE B R FDZ TS 2 A B E AT R O R S
K. (2, B2 BERRA FAES 591 FIuaK BLH 2R 17 75 f0 38 I 4
TR o TR I AR TR 8 T 4% AR 7 EAT IR R, Bu sk ] DU B th (&
fEIX T HBEN 2 Em R, LR DAEARZHE ., B ILIZmE T E
PR BE . Rh A, TR BT A R R AT O . A T
B Z PRI R AR (1) IIEAEEEA T s ERE T FTHOE
BE: () IFRELAF, (ERIRFTICR SR i (3D xR EE A
FEHE, G RET WO PRRCE B M A, Yo MCTRBE T iR Rt . AR T
PIFEOL R, X WO IEANTT A EE R BRCE P EFEY, R 5w
AR IB LG B b BRI S5 B =P 100 U0 U e 6 4 o TIOR FR BRARDIR S,
A R A F AR L R . ARZRPEA AL TS B 28 —AMMe B fa ML IE
TET R W SCARA e, RIFRATICIEIA IR B 1335 10 Do o #2231 — B AL
HEE, Mok R IR A R = AR EE T

W TIT K AR BRI — 8, Jfat T 2MMoIrs. |5k, Uit
RPN B BIFHEAIGY , AR R G 2 AR F B, DUBA
S B o oK B A R B W S B BInAE (ZEORBAL U EEZED
(The Legend of Zelda: Tears of the Kingdom, 2023) 1, #F1CAZHIE S5 25720
HH 2R —AME B BTt )RR ENPCHF J3, NPC2R7R I S 5 N ic 121
FERIFY 2 Ja A 01 fE 564 3 AR AR 2 k. Fook, TR S sk At
A T R 56 12 Ok B AR A% 48 i S AT WO E RIIE OG0 58 o B AR A
o, R FRIEIE N 2 A A LS TR, R IEARIRE — AN H S
W, RN AR R R R BE T R — 2, R Y NS,
R WBARZ F 2

R B B T R SO IR A R R, fRAE T 48K %
I FAE R R AT MOEBE S, AR BN ) 23T B R = Fh 2R AL
AR ARUIRAS o HIX DS 1 5 — AN R AU T & B A M E A ) R, B Y
N B SR ERAE B EIEAAAEA S, MR R T BB R, TLEK
SR DLAEIXAS R L 4R SR 0 B i e, BB F iR Bk Pk, =2
Shibr MR TAEAS A MAMERIB R AR A A X, 3E 1T S5 B0 ko=
PR H R RS LA . B i 5 1 a] DOANBR RN £, Rk Kz
2[R R AT B 46 w8 — Wk 1A, DALl 2 3 A SE B s B R PR R
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o RGN R EALTER AR N EEPARRMSR” , ZRAFEN R EHE
R e M E R IE . 8T TR PRGAMERGE, ELPRiFBikiR Sz 1
T TARIRIAT PR 24 T R RGRE D, T i b 77 G 45 B £ T 1 O B B
PR WTIE SR B, FTE AR KK AT RE -

MG BGE G A R, ARLRAERUE TR ML T i, L A R 13
AR Z . B, WERIRH T R FAR R 2 ML AT RE, T e A
FIL LA G 4 (a2 AL s LR, 58 R FE AR SR B 5K 4 I 2450 B 1
WK, REREACRM S ES o, T REAME R s U A 28
THRAMMAR, FTHEEON = TR A &, TR ARM
AMERIR BRI 855, 4K SR Do e DR KT B A e ik I R TE AR AR, 5 1E T B U
FEAEACRS JZ T T R A I . Bus N B I RE AN R ST 4R, A
THIABR AR S, msI 7 ASHE S R W a U0E . anfroF
FIRGE B A N i AU EE ?

KALLKR, ZAe@BEO L —BEARE “M¥F” Ma, HEMEAED
HATREED, e b AU Atk N 0 e BB X Gk TR e A R e K
B, SNE S L E AR A o R SRS BLRSOZ AT 32 2 B
XK BRI AR 77, 53200 R B s B . s 0t R S R b
A AL (BB AR R SR R IS 5, e R0 R AR U 1 2 1
EREETAFAE, PRI A 5 0 48 B O I L 7 5 R et AR g URoR . IE AN B sk
A AAFAELERT LS, T di it T K3 SR SR B SC A7 A2 B 5 LA AN K 2 R i
BT RS, RVFIZOTREMIE A B a0, 20 BRI 26 6 AN S Sk
B A

FEE R, — BB BRI, DR ML g R AT N 2 G
BUSAC B G, Bl Bk & A R RO, RAEMABORIE A E B “ Al
PE” o BRI YR TR M, AR PO ) B R SRR S S B A e A
B BN, SR P A s A A HE S AR IR Y B N o s R i e R A 16
B, 9o TSSO B - BN FINLE], B 5 s i e AL R
AL B (7T S 3 2 A AR AU R S BRI A28, (AN 2 T A e
AR A TS sl S S FHE R T . DL CEERIEAR G 0B
Z R A, TSGR T O RRI AEA, B 7 R I g e R 2R
Sb, A MR LA T HRARIb OO LR L. BT
DYHE N T ARIEE, 2 R RA UK H BRERE B O 415 1 % 7R AR
UKHE, 5NN EREGAME: BORZIE B, ROMEE 2N T 1 RS R
RiGtife. QBRI E, X8 “RE7 BN A2 BEA Rl AR
2, (HE A T A 20 B A AR i s BT 1 2 B R A A A, TR
EUHEBRE, SCNWEHE, AMUBHERRCA, L EEaEmA stk
IS VF,  FHIE IR 13 XSO0 T A% G AR BRIV & (1 20
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PRSI ALFNLE S T AL GE A8 BT SCAC SRR, BETTHR Y 1
WS EE AT B A BRE AR . Do S B AR T RS
DL SRR &, BEMR TR T HE A ROATE I8, PR 4 T O AR 58
WLk, EOCEBL T AR B Qs A e PR R TR, A SOR i R A
BRI B2 W R Bl AT R JEHRIT R 5 Du s [ ) 42 ) A e 428 1 5% &
XA SCAR A T RE I o e R RS AL R R AE AR KRR FE R R 5 i
HEARILFIM IR ER, TP RE AR R 0 & B EAF & B A it
IR SCA, T He 5K ) BLSE BRI 984T sh 2GR0 i Xk BEvH I H O Btk i, M
HEBD I R EE— DAL . 2B R AE AR R I 7E i RSO0 X — WG, 55 01
e (B BARHLA T IR A B .
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