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GAMES FOR SOCIET

History that is untrue and not based on text,
and how unconventional features like Nature Social Impact of Gaming

constructed history. since Industrial Revolution;
Environmental History; Historiography; Public “Historical Game Studies”

History; History of Victorian Britain.




TRENDS AND QUANTITY OF GAME-RELATED STUDIES
IN MAINLAND CHINA(1925-2013)
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Data Source: CNKI Database
Full Text Search “FEx&kif 72"
154,965 Scholarly Writing including papers, journal articles, newspaper articles, legal documents, .etc




SUBJECT-BASED GAME-RELATED STUDIES IN
MAINLAND CHINA(1925-2013)
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SUBJECT-BASED GAME-RELATED STUDIES IN

MAINLAND CHINA(1925-2015)
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KEYWORDS OF CULTURE-RELATED GAME STUDIES IN

MAINLAND CHINA

Games and Culture Researches Percentage
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GAME STUDIES
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JExk A (GAMIFICATION)
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SERIOUS GAMING
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UNDERSTANDING THE STATISTICS
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= A little bit of history
= 80s chinese FC /NFHFEF ML

: 19808 -2014

= 1999-2001 A series of online games getting popular: CS, Ultima, KOK,
Stone Age, Legend of Mir (% #7)

» 2002 Blue-ray Netbar Incident (i )3 X NE Z44)

= 2003 SARS; “{§2,

3 ik £ 457 Game into 863 Plan

.\'I |

= 2004 Suicide of Zhang Xiaoyi(ikii &) & “internet addiction”

= 2005-08: booming game industry: World of Warcraft & e-sport ; Zxxs(%
Zim)

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

= 2009 WCG 1n China; 40 hours=internet addiction
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HEATED

AREA OF RESE

ARCH

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

= 201 lonwards:

= 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.




GAME “EDDICTIO!

= Research from Psychology, Sociology, behavioral science
= “Scientific” or “Cultural” ?
= Interconnected with therapeutic researches of Games

= The changing attitude since 2015




GAMES AND EDUCATION

= 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

= A little bit of history:

GAMIFICATION THEORIES & PRACTICES

| REALTY
g 3

§ BRKEN
;: I R 1

* Continuation of educational games

= Reality is Broken

)

» Heated area of research gain popularity: 3678 papers in ..

past 5 years

= Case studies abounds, lacks theoretical framework




WHAT DID THE EARLIEST WORKS FOCUS?

= 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.
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Dewey visited China in 1919,
And was influential to the key
literati of the time



THE “CHINESENESS” IN CHINSE GAME STUDIES

= 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 20085s.

= 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 C_hj



Secrete of Success

o Successful games in common:
Combat + Strategy

Unsuccessful games in common:
somewhat hardcore + combat + strong reliance on teaming up

Data

o Chinese Games 1n common:
storytelling + showing off

o Popular Gamification in common:
Social + Luck + Strategy

Appearance Conformity

Social Competition @




1. The Data Rules:
guantitive 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




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.

2 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.

Un-gamefulness ,

INn popular Chinese Games

N




COULD THIS HAVE SOMETHING T0 DO WITH THE
CHINESE CULTURAL ATTITUDE TOWARDS GAME?




PROBING INTO THE CHINESE CLASSICS

» Investigate The 24 Dynastic Histories ( Z—-+P458 ) that covers over
2,800 years for an overview

« Analyze Zizhi Tongjian (Chinese: & & 18 #; literally: "Comprehensive
Mirror in Aid of Governance”) as it was the political guidance for the

emperors
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GAME in Zizhi Tongjian & ;a1@f

Search “ifFxk”, 21 results ;
“I=” 29 results ;
“3%’ 383 results ;

uﬁ'gﬁu

- 42 results ;
“Ir’, 236 results

. 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




IN CHINESE, WHAT STANDS FOR “GAME™?

Chinese characters are logogram (1BZ = ) 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)

Ancient Chinese Modern Chinese
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CULTURAL BIAS IN THE WORD

Ancient Chinese for “GAME”

W M, TR

ay; moc theatre wréstle

B ME, %#ﬂﬁﬂﬂ,ﬁﬁkiﬂ:g, TR

romp , mock
- B ME, TEA; TR WE (D s B kRS 5.
play; mock; enjoy; neglect ; amateurish

- T M, MZE, NG FR RS FE ) it 1
play; play with(sword) ; tease; display; gamble

Games = rule-based Play = free form

structured play




THE “CHINESENESS” IN CHINSE GAME STUDIES

= 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 20085s.

= 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.




WHERE’S THE FUTURE?

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

= Continuing serious research on the ontology of games and
on game literacv throuah collaboration and support

Background

Game studies exist in the Chinese regions, but
scholars are typically scattered and unaware of
each other. China, meanwhile, is currently the
biggest game market. Hence, Chinese DIGRA was
establish to cultivate game studies in the region.

Chinese DIiGRA is one of the 11 regional chapters
of DIGRA (Digital Games Research Association).

Established during the ‘(Chinese) Game Studies
Conference’ at the University of Nottingham,
Ningbo, in April 2014

Focuses on game research relevant to Chinese
speaking countries and the surrounding regions.

Chinese DIGRA is run by a board comprised of
academics in the fields of Chinese games research
from Mainland China, Hong Kong, Macau and
Taiwan.

"AHEARH RS LARS, EABRRGRREL

#rik 5 BHME. XKk, EidHR, PR "

GAMES FOR SOCIETY NGO

» a newly founded nonprofit
organization aiming at promoting the
positive social impact of video games
through game studies and
gamification practices.

» Currently located in Tsinghua Tus
Park.

» Ongoing projects including City
Hunter series( gamifying traditions),
The 24 Solar Terms interactive
picture book,and various education
projects with international kinder
garden, elementary schools and
highs schools.
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Games as a form of History:
~ Druid Revival Through Video Game
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Felania Liu

PhD Candidate, Tsinghua
University

Vice President, Chinese Digital
Game Research Association

Linkedin Profile

ASEOCIATION
OF

INTERNET
RESEARCHERS

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

Theories

-“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 MOOCSs like Popsoft(X
MREXE), Offline(B 4L : FF1aExK),
Zhihu Daily(%1F B1R) , thePaper(Z#
#7/8), etc

ARLILT FhRAANIEFSEPR A - INFEAE IS EAZ 1FE liu.felania@gmail.com =ANATT

Gamification Practices

EDUCATION :

MANAGEMENT

ACTIVITY :

PROJECT :

PRODUCT :

CONSULTANT:

-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(#7 £ %
)on Gamify the customer flow, Doer(
#TE1JK) on time management;
Renovation App; Gamified Runner
Community “Let’'s Run”(ZJ 2
);Gamified Healthy Eating Habit APP




