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History that is untrue and not based on text, 

and how unconventional features like Nature 

constructed history. 

Environmental History; Historiography; Public 

History; History of Victorian Britain.

Social Impact of Gaming 

since Industrial Revolution; 

òHistorical Game Studiesó
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No. of Papers Published

Data Source: CNKI Database
Full Text Search ñò

154,965 Scholarly Writing including papers, journal articles, newspaper articles, legal documents, .etc



EDUCATION 35.5

337 13

23 0.90

277 11

116 5

153 6

* CULTURE 22.6

104 4.1

51 2.0

13 0.5

130 5.1

64 2.5

45 1.8

19 0.7

151 5.9

ECONOMY 11.9

21 0.8

202 7.9

48 1.9

32 1.3

TECHNOLOGY 29.9

650 25.5

85 3.3

28 1.1

2549

Education
35%

Culture
23%

Economy
12%

Technology
30%

Percentage of Subjects related to Game Researches

*

Data Source: 2549 papers related to game studies solicited from CNKI database



Edu Theory and 
Management

37%

Continuing & 
Special 

Education
2%

Pre-school
Education

31%

Secondary 
School 

Education
13%

Elementary 
School 

Education
17%

Games and Education Research Percentage

Foreign 
Language

18%

Chinese 
Language

9%

2%

Psychology
23%

Sociology & Statistics
11%

News and 
Communications

8%

Math
3%

Sports
26%

Games and Culture Researches Percentage

Data Source: CNKI Database



>> 130 ̘ ̘

>> 64 

>> 45 ̘ ̘ ̘ ̘

>> 21 ̘ Ǌ̘

>> 19 ̘ ̘

>> 13 ⁸ ̘

>> 104 ̘ ̘

>> 51 

>> 151 

Data Source: CNKI Database
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GAME STUDIES IN CHINESE

2003.11.18 E-Sports 

authorized in China

2002.6.16 Lan Jisu

Internet bar 

Incident

2003.10.20 GTA 

Lawsuit

synopsis on educational 

games



GAME STUDIES

actually game theory

2003 DiGRA

founded



֟ҙ GAME INDUSTRY

internet game industry & 

Education

streaming, movies, LOL



̂GAMIFICATION

entirely on education



GAMIFICATION

entirely on higher education



SERIOUS GAMING
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154,965 Results including papers, journal articles, newspaper articles, legal documents, .etc





ÁA little bit of history

Á80s chinese FC ӟ

Á1999-2001 A series of online games getting popular:  CS, Ultima, KOK,  
Stone Age, Legend of Mir( ᴰ )

Á2002 Blue-ray Netbar Incident Ԋᴆ̃

Á2003 SARS; òó; Game into 863 Plan

Á2004 Suicide of Zhang Xiaoyi ( ) & òinternet addictionó

Á2005-08: booming game industry:  World of Warcraft & e -sport ; Zxxs (

)

Á2008 Internet Addiction Rehab Center & Electric Shock to òcureó

Á2009 WCG in China; 40 hours=internet addiction
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Á1990s-2010s: Game Addiction/ Player Addiction

Á2011onwards: 

Á1.Educational Games , Gamification and Therapeutic 
Research of Games

Á2. Introducing the western game studies frameworks into 
mainland game studies, increasing number of player 
researches(social sciences), booming industry research( 
academia+ leading company like Tencent) and the yet -to-
grow humanities.



ÁResearch from Psychology, Sociology, behavioral science

ÁòScientificó or òCulturaló ?  

ÁInterconnected with therapeutic researches of Games

ÁThe changing attitude since 2015



ÁA little bit of history

ÁThe earliest literature on 
gaming were all somewhat 
related to education.

ÁApril 1985, 3rd Annual 
Conference for Child Education 
confirmed Game as a major 
subject area of research

ÁJuly 1987, Game Research Team 
Formed

ÁMajor Techniques: game 
centered/ gameful activity 
centered

ÁCase Studies abounds, lacks 
theoretical frameworks 



ÁThe really early literature on games éare mostly related to education 
and training, while some are related to games and culture.

Áone 1924 literature said òculture is game, while profession is workó. 

ÁA 1925 work translated John Deweyõs piece on òcultural education and 
professional educationó and basically implies that games are more 
intrinsic.

Dewey visited China in 1919,

And was influential to the key 

literati of the time



Á1.The major discussion and literature taking place at popular magazines 
like Popsoftprior to 2013, and several online platforms like Zhihu, instead of 
the academia. The industry and the academia ceased to have conversation 
since the popularity of the òinternet addictionó in 2005s.  

Á2.The major obstacle being the cultural unawareness of the hostility in 
Chinese Culture towards gaming.

Á3.Generally speaking ,the game literacy of gaming is relatively low and that 
hinders people from seeing the potential in gaming, and thus hinders 
serious game researches.

Á4. Currently, the research is growing, yet still are mostly focusing on 
practical and utilitarian aspect of gaming and highly scattered, without 
paying too much attention to the nature of video games or how to 
understand gaming in an industrial society.

Á5. The Gaming industry is developing towards a monopoly industry, small 
developers are vanishing and indie games are becoming more and more 
capitalized . The social and humane concerns are vanishing.



ANYTHING CHINESE ABOUT GAMES IN CHINA*?

A GOOD RESEARCH QUESTION FROM BMW

ÁWhat factors attribute for the popular games and gamification 
practices in China?

ÁDoes Culture have a say for the popularity of those games?

* òChinaó in this presentation all refers to mainland China



Social Competition

Conformity

Tangible RewardSimplicity

Appearance

Data



1. The Data Rules:               

quantitive system; 

leaderboard

2. Follow the majority:           

distribution channel dominance; 

marketing matters

3. Money Rules:           

Tangible,physical Reward;          

Spend ¥/$ to show off

4. Social Competition Rules:            

use skill and strategy to compete 

in a social setting

5. Simplicity Rules:                    

simple rules,                                  

good on-boarding,                        

linear narrative

6. Appearance Rules:

beautiful, ostentatious graphics;

beauty(mostlyǀ) marketing

2
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Cultural factors does not affect popular games in terms of

game content; Mechanics and subsequent services tailored to

the need of the players contribute to the success of games that

are popular in China.

1

Culture affects gamer behavior and motivation, where Chinese

customers that supported popular games and gamification

practices valued data, simplicity, tangible reward, social

competition and the public preferences of the majority.

2

2

5

Un-gamefulness 

in popular Chinese Games 

WHY?


