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Humanistic Practice Between Virtual and Real: Analyzing Humanistic Value and
Implementation Paths in AAA Game Digital Spaces

Hengran Yang1

1 Graduate School, Kyonggi University, Suwon-si, Gyeonggi-do 16227, Korea

Abstract: The swift advancement of digital technology has led high-profile AAA video games to dominate
entertainment while their detailed virtual worlds serve as crucial media for delivering cultural and historical experiences
along with emotional narratives. The digital environments in video games now serve as spaces with deep humanistic
significance through their accurate representations of reality and creative design. This paper examines "Humanistic
Spatial Practice” in AAA games which involves deliberately incorporating humanistic care alongside ethical
considerations and meaningful depth into virtual space design based on theoretical perspectives of "Place" and "Space"
from the humanities. By analyzing representative AAA game cases such as Black Myth: The research examines spatial
aesthetics and environmental storytelling in Black Myth: Wukong along with the Assassin's Creed series and Ghost of
Tsushima to understand how humanistic values are expressed within virtual spaces through the creation of meaningful
places. AAA games demonstrate substantial capability for cultural transmission alongside historical consciousness
formation and emotional resonance stimulation because of their distinctive interactive and immersive characteristics.
AAA games encounter conflicting interests between business objectives and humanistic values while needing to balance
historical precision with personal authenticity. Through this paper we summarize different approaches to achieving
humanistic value within digital spaces while stressing the need for interdisciplinary work together with experiential
learning and ethical analysis supported by digital humanities practices to serve as guides for future game development
research that seeks deeper humanistic insights.

Keywords: Digital Space; Humanistic Practice; AAA Games; Spatial Aesthetics; Virtual Reconstruction; Sense of Place;
Environmental Storytelling; Cultural Transmission
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