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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; 

“Historical Game Studies”
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年份 论文数量
1925 1

1937 1

1956 4

1957 5

1958 11

1959 14

1960 9

1961 1

1962 8

1963 9

1964 8

1965 3

1966 1

1973 1

1974 2

1975 1

1978 7

1979 28

1980 37

1981 63

1982 90

1983 99

1984 109

1985 126

1986 153

1987 192

1988 168

1989 157

1990 209

1991 188

1992 213

1993 225

1994 366

1995 403

1996 491

1997 566

1998 635

1999 869

2000 1270

2001 1781

2002 2773

2003 3748

2004 5160

2005 6597

2006 8570

2007 9951

2008 10778

2009 10991

2010 13034

2011 13554

2012 16567

2013 19918

2014 19931

2015 4869
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论文数量 No. of Papers Published

论文数量

Data Source: CNKI Database
Full Text Search “游戏研究”

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



学科 数量 占总数比例

＊游戏与教育 EDUCATION 35.5

教育理论与教育管理 337 13

成人教育与特殊教育 23 0.90

学前教育 277 11

中等教育 116 5

初等教育 153 6

*游戏与文化 CULTURE 22.6

外国语言文字 104 4.1

中国语言文字 51 2.0

文化 13 0.5

心理学 130 5.1

社会学及统计学 64 2.5

新闻与传媒 45 1.8

数学 19 0.7

体育 151 5.9

＊游戏与经济 ECONOMY 11.9

宏观经济管理与可持续发展 21 0.8

信息经济 202 7.9

企业经济 48 1.9

贸易经济 32 1.3

＊游戏与技术 TECHNOLOGY 29.9

计算机软件与应用 650 25.5

互联网技术 85 3.3

电信技术 28 1.1

总数 2549

Education
35%

Culture
23%

Economy
12%

Technology
30%

Percentage of Subjects related to Game Researches

＊游戏与教育 *游戏与文化 ＊游戏与经济 ＊游戏与技术

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

教育理论与教育管理 成人教育与特殊教育
学前教育 中等教育
初等教育

Foreign 
Language

18%

Chinese 
Language

9%

文化
2%

Psychology
23%

Sociology & Statistics
11%

News and 
Communications

8%

Math
3%

Sports
26%

Games and Culture Researches Percentage

外国语言文字 中国语言文字 文化 心理学

社会学及统计学 新闻与传媒 数学 体育

Data Source: CNKI Database



>> 心理学 130 利用游戏进行心理学试验、成瘾心理、玩家心理

>> 社会学及统计学 64 成瘾研究为主

>> 新闻与传媒 45 情感传播、斯蒂文森、游戏传播、形象再现、人际传播

>> 宏观经济管理与可持续发展 21 玩家意向（忠诚度、需求等）、市场研究

>> 数学 19 博弈论、数学模型、数学游戏

>> 文化 13 符号学、游戏的人、语词研究

>> 外国语言文字 104 游戏翻译、外国文化、外语教学

>> 中国语言文字 51 利用游戏教学

>> 体育 151 竞技游戏

Data Source: CNKI Database
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http://search.cnki.net/search.aspx?q=%e6%b8%b8%e6%88%8f%e7%a0%94%e7%a9%b6&rank=relevant&cluster=Type&val=F102
http://search.cnki.net/search.aspx?q=%e6%b8%b8%e6%88%8f%e7%a0%94%e7%a9%b6&rank=relevant&cluster=Type&val=H123
http://search.cnki.net/search.aspx?q=%e6%b8%b8%e6%88%8f%e7%a0%94%e7%a9%b6&rank=relevant&cluster=Type&val=I141
http://search.cnki.net/search.aspx?q=%e6%b8%b8%e6%88%8f%e7%a0%94%e7%a9%b6&rank=relevant&cluster=Type&val=J145
http://search.cnki.net/search.aspx?q=%e6%b8%b8%e6%88%8f%e7%a0%94%e7%a9%b6&rank=relevant&cluster=Type&val=A002
http://search.cnki.net/search.aspx?q=%e6%b8%b8%e6%88%8f%e7%a0%94%e7%a9%b6&rank=relevant&cluster=Type&val=F090
http://search.cnki.net/search.aspx?q=%e6%b8%b8%e6%88%8f%e7%a0%94%e7%a9%b6&rank=relevant&cluster=Type&val=F085
http://search.cnki.net/search.aspx?q=%e6%b8%b8%e6%88%8f%e7%a0%94%e7%a9%b6&rank=relevant&cluster=Type&val=F084
http://search.cnki.net/search.aspx?q=%e6%b8%b8%e6%88%8f%e7%a0%94%e7%a9%b6&rank=relevant&cluster=Type&val=H134


游戏研究 （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



游戏产业（GAME INDUSTRY）

internet game industry & 

Education

streaming, movies, LOL



游戏化（GAMIFICATION）

entirely on education



GAMIFICATION

entirely on higher education



SERIOUS GAMING
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Data Source: CNKI Database
Full Text Search “游戏研究”

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





 A little bit of history

 80s chinese FC 小霸王学习机

 1999-2001 A series of online games getting popular:  CS, Ultima, KOK,  
Stone Age, Legend of Mir(传奇)

 2002 Blue-ray Netbar Incident（蓝极速网吧事件）

 2003 SARS; “健康游戏忠告”; Game into 863 Plan

 2004 Suicide of Zhang Xiaoyi(张潇艺) & “internet addiction”

 2005-08: booming game industry:  World of Warcraft & e-sport ; Zxxs(铜

须门)

 2008 Internet Addiction Rehab Center & Electric Shock to “cure”

 2009 WCG in China; 40 hours=internet addiction



中国大陆对“网瘾”态度的转变史

3月，杨永信就任临

沂中网络成瘾戒治中
心主任

2008

7月，央视播出出《战

网魔：谁把天才变成了
魔兽》，媒体批判游戏

2009

4月,中国青年报报导网

瘾中心真实情况，引起
争议，媒体批判网瘾中

心

7月13日，卫生部叫

停杨永信电击疗法

2010

1月20日，《网瘾战争

》发布

2011

8.2.广西戒网瘾少年

死于网瘾戒除所

如何看待网瘾/游戏上瘾？

2002

6.16蓝极速网吧事

件

9月，国务院颁布《

互联网上网服务营
业场所管理条例》
，整治全国网吧

游戏：负面态度

网瘾所：负面态度

游戏化传入中国

游戏：倾向于积极态
度

国内游戏研究转向

国内游戏研究
专注于网瘾

2013

10月，新闻联

播报道民族网
络游戏



 1990s-2010s: Game Addiction/ Player Addiction

 2011onwards: 

 1.Educational Games, Gamification and Therapeutic 
Research of Games

 2. 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.



 Research from Psychology, Sociology, behavioral science

 “Scientific” or “Cultural” ?  

 Interconnected with therapeutic researches of Games

 The changing attitude since 2015



 A little bit of history

 The earliest literature on 
gaming were all somewhat 
related to education.

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

 July 1987, Game Research Team 
Formed

 Major Techniques: game 
centered/ gameful activity 
centered

 Case Studies abounds, lacks 
theoretical frameworks 



 The really early literature on games…are mostly related to education 
and training, while some are related to games and culture.

 one 1924 literature said “culture is game, while profession is work”. 

 A 1925 work translated John Dewey’s piece on “cultural education and 
professional education” and basically implies that games are more 
intrinsic.

Dewey visited China in 1919,

And was influential to the key 

literati of the time



 1.The major discussion and literature taking place at popular magazines 
like Popsoft prior 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 “internet addiction” in 2005s.  

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

 3.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.

 4. 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.

 5. 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

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

 Does Culture have a say for the popularity of those games?

* “China” 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(mostly♀) 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?





 Investigate The 24 Dynastic Histories（二十四史）that covers over 
2,800 years for an overview

 Analyze Zizhi Tongjian (Chinese: 資治通鑑; literally: "Comprehensive 
Mirror in Aid of Governance”) as it was the political guidance for the 
emperors 



史记 6条

汉书 13条

后汉书 5条

三国志 7条

晋书 8条

宋书 5条

南齐书 1条

梁书 3条

魏书 1条

周书 1条

隋书 3条

南史 5条

北史 3条

旧唐书＋新唐书 4条

旧五代史＋新五代史 2条

宋史 2条

元史 1条

明史 7条

清史稿 3条

CONTEXT

Instruments, musicians,

Tyrant, courtier,

Hermits, Eight-Diagrams

PLAYER

Tyrant, courtier,

Servant, concubines,

Childhood of the great ones



GAME in Zizhi Tongjian資治通鑑

Search “游戏”, 21 results；

“嬉”，29 results；

“戏”，383 results；

”耍”，42 results；

“玩”，236 results

B.C.403-A.D.959

negative

Yet the result lapses with the 24 histories: the 

players are sub-cultural creatures of desire, 

and the settings they play/game diverted them 

of their work/real business



 游戏、游玩、游乐

 嬉戏、戏耍

 玩乐、玩耍

Chinese characters are logogram（语素文字）as opposed to phonogram like 

English.

LOGOGRAM—a written character that represents a word or phrase.

PHONOGRAM-a grapheme (written character) which represents a phoneme (speech sound)

• 戏

• 嬉

• 玩

• 耍

Ancient Chinese Modern Chinese

morpheme

=single character

morpheme

= phrase





• 戏：从戈。玩耍游戏；嘲弄；戏剧；角力。

• 嬉：从女。无拘束地游戏玩耍; 嘲笑

• 玩：从王。游戏；戏弄；观赏（物）；轻视；业余参与。

• 耍：从而，从女。游戏;玩弄;戏谑;舞动施展;赌博

Ancient Chinese for “GAME”

play;   mock;    theatre；wrestle   

romp；mock

play;   mock;    enjoy;  neglect ；amateurish   

play; play with(sword)；tease; display; gamble    



 1.The major discussion and literature taking place at popular magazines 
like Popsoft prior 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 “internet addiction” in 2005s.  

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

 3.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.

 4. 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.

 5. 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.



 A more cooperative and inclusive research discussion on 
games and its social impacts

 Continuing serious research on the ontology of games and 
on game literacy through collaboration and support

New friends?
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Promoting Game Researches 
and Social Impact of Gaming



Felania on 

Gamification

Gamification in 

Management: F&G

F&G学术翻译公司“云端赏金猎人”管理体系

Gamification in Education: 

Master Course in BNU

北师大游戏研究与游戏化课程

本幻灯片版权归刘梦霏所有，如需转载请联系作者 liu.felania@gmail.com 侵权必究

Gamification App: Gamify the 

professional aptitude test

职业测评游戏化APP

36

Gamification 

for BMW

宝马－清华项目









Theories

PhD Candidate, Tsinghua 
University

Vice President, Chinese Digital 
Game Research Association

刘梦霏
Felania Liu 

Gamification Practices

-Gamified Courses for Book Design 

and Color Principle at Beihang 

University(BUAA)、Gamified course 

on Gamification at Beijing Normal 

University

-Gamified Management System for 

F&G Company, Gamified APP for 

Professional Evaluation System for a 

HR Company

-Healthy Life Style focused gamified 

activities like “say no to haze”, wechat 

game”The Lost 

Happiness”,ARG”Spiritually Climbing”

-Gamified Behavior Change Project 

for Medical Sales Manager with BTS; 

Mobile App for CIGNA

-BMW-Tsinghua Gamification Project

-Gamified Mobile Social APP “JOJO”; 

Gamified Children Behavior 

Cultivation APP”Buff Star”

Street Corner Technology(街角科技
)on Gamify the customer flow,  Doer(

行动派) on time management; 

Renovation App; Gamified Runner 

Community “Let’s Run”(约跑
);Gamified Healthy Eating Habit APP

EDUCATION：

MANAGEMENT
：

ACTIVITY：

PROJECT：

PRODUCT：

CONSULTANT:
：

Research Interest

-The expressive power of interactive 

mechanisms like digital games and 

landscape,especially its impact on 

forming social identity 

-Ontology of Game and its social and 

cultural implications, especially the 

nature of Chinese Game and Industry 

from Humanistic Perspective

-Social and Cultural History of Games, 

especially Chinese Games

Linkedin Profile

本幻灯片版权归刘梦霏所有，如需转载请联系作者 liu.felania@gmail.com 侵权必究

-“Self-Realization” function of 
games,“Civilization Relic” Theory

-The “Grow”model of Gamification

Book: Game Power: Your First 
Guidebook to Gamification, Electronic 
Industry Press, 2016

Talks in TED, Barcamp, Global Game 
Jam, Tsinghua iTalk, Customer Loyalty 
Program Summit, DiGRA conference, 
GSummit, .etc.

Several papers on the Cultural and 
Social Nature of Chinese Games in 
international conferences

Several articles on Gamification 
published on leading industry 
magazine and MOOCs like Popsoft(大
众软件), Offline(离线：开始游戏), 
Zhihu Daily(知乎日报) , thePaper(澎湃
新闻), etc

40


