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Abstract 

Some previous studies on tourism have compared “locomotion and perception” in traveling with those in games 
and vice versa. In addition, game tourism, a kind of content-induced tourism has become well-known. 
Considering these parallels between game and travel, this paper develops the analytical frame for “locomotion” 
in digital games using the interaction between players and simulations (representations through dynamic models). 
This study examines Lev Manovich’s theory of new media with a special emphasis on “navigable space” or 
“navigation.” Further, this study applies his ideas to the famous FPS game “S.T.A.L.K.E.R.: Shadow of 
Chernobyl,” and this frame does not work well in describing locomotion design for users’ experience. Thus, 
Manovich’s aesthetics of locomotion or “navigation” in gaming is revised by replacing his arguments based on 
“Doom” and “Myst” with Tim Ingold’s concepts of “transport” and “wayfaring.”    
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