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PUFIERE: WD SRR »

XiE EH

W

WE BRI FMEANKRLZEERIABERNOED, LB F A5 “£F BRAMAREHN RN
AR ey A BERT REFAMAR LI RE R GBHEFEAME, XA THERGBIE A, KHak
BAEBIHLEX, 55 AEA “EIE” ORFF (narratology) FEX AR “BM” 89 #% % (ludolo-
gy) X, RBFE “RE” 5 AN 246 “BEGHE Bk, WEETHHEFEENINRRFF &
W, K REMET (procedurality) AL R AFANE, SFESL “BREGHE L-BOBMAIT BT B
MREHEFEX, PRRAGE, £ 82 38 3 i A0 B A AR AL F AR 769 ook i 33T, A B B
RHEBNHEHRHTHE TR, BER T, BHEFEXTHRARLG P AR I AAEZANF @, 583
THANBRPGENMNFA GHERSERNEFGEBT P BFXRELNEFEHF LD, ©
SRR R ARG, B REN RS GG IR, ARG GHeRENT, ERA
i ERILA = A0 T HRARE | RN F NI E CZARFET, 2R RERE M EFEM,
3R55 4 AREIMBEI BT T AR B 69w ALH

KSR AERATR AUIRER, RN, BAKE, FLER

MESHES G206 XEARER A

BE NiEF, BhRFHMEEBE R, A7 M 510632; RXKFHRELRFRZ T SHART, ¥
KR 430072; LB RFEELEBAR PSR, LiE200433, T4, B RPHEA S EBFRE
AR A, FFEFTAARIT REVURBERARL P SFFEE, RSN 510632
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—. 3IE: 1EABEITERIFR

R FP YRR IE . ZERE . B A& ATy, TR X I ) S
TSR Pt —F Sk, WPk ABIsh, ARFIHMKSATES, Bk
RS EEREAT AN S, S A2, S HES
S5, 7 R (5 R 2 T0 B SO ARSI SR o] S A TR AR B
TERREAT R, AT B A BT B R A7 PRI - A HTRE (Tan Bogost) & B
“OTBEMEZS A" (possibility space) X—M4&, #ifE THERAFFT AR, K&
AR 55 SCAHR IR IR 2 s ) S LT R, (HR IR TG EE R X Fp P REME”
TR, PriER CJCRRTTEE” fEVE AR B oA A s B R . HAROR
Ui, TIERGGER R P (board game) , 2 PLTTFHL A A 57 i 40 451 17 X%

DAEAR HEALHRFEEERAA WEEHFOER F kS BAMR(17ZDA290).,
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(video game) @, %B%Lﬁﬁﬂ@i%@%ﬁ%ﬁ@qjﬁﬂ
A CHRMEAS A, B “Brgmad RN
e i fs 5 R 80, IR WA Br B i —1
FEH AR BRI AR S A R A A ] P T S
AN FHEEFFS AN WERE” 8 2
B, WA B BRIt R E S E R R
5, IRERERE XSS T Rk
27 ARG, FIIER SR AT 5 5L T
K ERBCAR—F “2 58187, BRIkl
fopar i Aeh, BCRNUR A R " AR
Bk, BT SFRRA, R AR BES
WEFERTE AR E S 545, 55k
FE IR . TETE . SO RIS 7 b 2R 7
WOk HM, AURBEHAOST SRR E LR GH
ZIMWAER E AR ENER ., B8 B8, 7
Wi 7 —NE R FE R “ATREEssE”, HE
XERERHHKSE “GWE M.

SR, WAV T AT, HLT
AEMP “RIAT, 8 “AIRetEas R 2 b
RER EF WL, HZ “Wmfge” LK
“FTLAATRR” SRR O BRI T IR R
R EEE . flin, ERgEDr L BA
XM RRER S, T LR ER R E” RISk
fEEH T, mhESRAPR BT (T E
“RRT) GERIXAS R RERAEE ERE CEATL
M7, XSFBEECREPRBE R " 1
i SRS A e IRA A AT, ZIRTA
e e b e e L R AE A B3, Bk e “vT gk
Weasial” R R, JSFERA 2R L B “E
BIPE” (agency) , K82 B A Bl 0 e 00 0 BT S I
i sk, MAFERRPEA A AR “frizil
b7, —E B EBdRa B BE NS SUE RS
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o, a2 LARG I 8 R 7 2R O 9 i — A
ORISR — PO S AR R I
ARG, MEPHE, “AELIWE" 228k
PRI G A BT o 30 Rt A ) T T
SCARBERET, RZIIEAR A Hd A B A [ SCAb AL
Tz,

HY A 7 A T —MF e —— W — 7 T 4 1
T HBER TSR, R TRER B h:
B, 07 TR BHE TR FUHN
F, AYIRE T AME B LE, kRis
PR AW E B iR BRI
CHIAEAATE, WERRI & B RIS S ) fnge il
Jio BMORE, WERAREE S E—ERFPRS,
I AP IR B IRFR AR B g FI sl
FARES “AEAAT TR MRS T
FARE Y, I H I 58 B R T 1 B RAE M .
W4, PR AT FE TR BREELE B JR B R BOR
FEJy, AR RS EET BRI
QIR FE LA HAY “KJEHEA" 7 SR
VP R B RESCA R TR IR R, RO XK A S g
Meb 75T AN Z IR s b It S £ B
—REEMF Y RETEI LS B TS ey . 98
R EANNTIE R . B F kSR T
FRERAIRACR, IF BAFTEE K AR IE /7 58
SRR, LA T 2200 5 2 KA - i
(Johan Huizinga) 7£ QHEXRAIAY HEH T “AR
HIEEA SO R A" R EEIBHT . DIk E i
AT ST B0 T 0 7 22 BB R v, T i
— A IR IR e, WA BEA 12 23t
BRI M2 B B - T4 I Rr (Tan Bogost) o
e R 1 IR PR ER . FLAR I AR 3R
1)

(Persuasive Games: The Expressive Power of

DA FHEREATBEOREZRE T oRFHEE  AALLLEBENRR B MIHER AR AKITHET 4, 0465
& #% 5% (digital games) ALIA 3 % (video games ). B F # 2 (electronical games). & Jii #F % (computer games) . F AL i# & (console
games), WALHE K (TV games)F . & & B G de & 095 AR 3 K02 8F 3 EAF 214" (Digital Games Research Association,
DIiGRAME ) 3 F 3 88" — 38 R o & A AT FALB AN P Aeh 3% 4 KBRS @) T4 R ISR k" — 38 | B 4 38 P
CHF BRI o T R, e AR T AR B0 T RCF R w7 AR AL
BRI e AR AL A F AR X AR A T RBERFARAOEL R LS T BREME, LT ER S TR
PIR A FFrEdm Lok T IR £ IR £, M BT HR T RAR L AL ARSI E TR m 5 “AAER |
RERREATHBE FRORS A EWAE, L HBEGEZTRCERBE SR TEN LD HR , RBERTEINE

B R AR,
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Videogames) — Rk ) T T e R R g
ILABESE, N O R R BT (expressive
power) A BRI X BRI IRSCR , MR
) BRIA T R AR GG B WA IR [ R L5 ] b
AR ITRRTE COLBIE AR A IR 2) P B2 R AH 3
FERE T PR SR pMB e AR T P

U AT 90 A A BB 2 ) DG BRI X
AREARA A IR SRR — e —R
JPAEEE (procedural rhetoric) o 44 H8 AR i g U
o, BRI EEE XM Sl AR T R
SRR SCSHE B AN E O B B AT B S R AL
TEREIARL, Pl i AR R A T IR T I IR 52
B WEAR CRRIT B REIR R AT B R AL R R
TR AR b B ) R, MESE R
HERNEHR. 07 BGRUEESHERZ RS
BESCER P BT RN ERET RE. 2 b, RIPBRE
I HES R “REFEE” (procedurality) , HEN
CEAL | RREECE PSR (process) BT W,
{5z, BPBRER T —FRr A LR,
HRR R BRI AR B A B B R, TR
Jp J2 T A i AR A R AT S M BT RN, LA
IRBIFFPRIR AR B A RCR

S AE A e SR R R PP MR B AR A T v R 4
WESIER, HE AR IR 8 K15
BARFE, WER IR AEEARE X, M,
PSR At BOTHRAE’
AT SRR M RIER R, R
ik WRSUA MBS AR Z B el TR E
FPIRER" . PP CBOTHRAE” SRR XHE
T SRR . IS AL THES LA, 1
BRI, R R — TR A —FR T R A
T HEHIMIE RS (configurative system) , AT L)
AT — ORI & R el e, PR
CHITIRAET AT gL IR R LR E CoT R
VB ZIM RS s, JFimefer Bit g X i
388 Qe S B P B A R M I A AR B, TE 4[]
AW B DNA SRERfE A iy . fb4 18 BT 3R 3
AL BN o

AR, AT AR AE BEALE Y B AR TS £ 0T,
s T 25381 (embedded institution) | ¥

(unit operation) , #%

I3 (genre) FIMEZE TR M (authorship
elements) , MOV a2 0 A . S S
BT EhHLE T LA B B E e SR T SR A A,
{H E PRI AT PR UL FEP RN, BrLL,
MXANE X FRE, BP BRSNS T
T RRP R BT LR A O REIE T, ]
B T SCHE R . RS LA A R A T — b
B RHESL , AR R LA R MR R T
P BRI N, WA AT I T W i 1w
2EOLEF, [HRARARAG B 1) R S — 2 [l i
B, WP o] AMEREEE, I RT B
FEAE N ERAERERR ST A% OB 8, SESETE IRt
FEMI TR TS 2R A B T A AR R B, B
“FIPBET XA CHET WREER R R
fta? S5, SrRFEFERE I &N HIREE,
EATRETLIAE “Est” B mER R 5 g
FE2Ea sy RS — BT, A FRATAnfar
k2 a2 AL R T T [ e SR
ASCE Fe BRI B AT, RIS TE
filh EHOT RPN g7 TR SO R R
IR AT A, o Jim IR BB TR 2= T e
FEIY U B AL O R R

= BRHRMERZS: MEFHHRF
RUE 22 R T ST IR R i AT AE—RE o
B, AH— A A T UL ARIEIEARIE S
FHEA A, PRI 2L R T PR ARIL ]
R, o3 R AT G BRI ST i B
FEFEA (Simulation Community) FIERAETLITEML
oy W R A R B R A R AT S LR AR (Video
game studies community) . "5 ELILFEATE 5 Ap
72 1970 BT I E B B AN A2 (International
Simulation and Gaming Association, ISAGA) , Zih4e
QI TP AT 2 M2 R P (07 FLAE AR
(Simulation & Gaming) o "R I XK A 57 3 ] 14
WEAR HY AR R 2 2003 4 ST Y B0 i R Y
(Digital Games Research Association, DiGRA) , %
oI T ARSI R A AR (S
WG 22248)  (ToDiGRA) o BvAh, faFA
W AR TT R 2 SR LA 3 [ B 0 B Ol 2R AT 50D
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e

(Game studies) VHISJE T HIMIEEZE R 2y (Com-
mittee on Publication Ethies, COPE) ) {4 53¢
1F)  ( Games and Culture) tHF5 2 R4 3k [ 44
AT

WA, 2000 £ LU, ERBEARIE S 28
LR Iy < R = M 11373 S e S
BB I AT IEAE Jmy o ] T TR ML AR X AT 98 7
SRR S LR R AR L T R AR . — 2
AT X AR BT TG 20 SR (Formalist
group) , 2 EE B K A SCAR I B A AR R
(Situationist group) s "ETIBIE R F LAk, FEZ
e HBLE R ) Rk SCAR 0T (game analysis) FlIAS
RIEArHT (ontological analysis) FIZEE, 1A
RFT —FANSCE SN BEABTIEEAR , SRR
A5 R A2 [ " DOE 5 3 L2 IR
TR BUAR 5 AT LA B A 9 T 14 U5 4 S
BT, HORERIFE “Hr R A 2 TR,
MR AENRTT 5 At 2B R 5 0efst . e
FLL T - BRI (Thomas Malaby) Frg H AL,
1858 2 SCAMBTE A T SO RE i AR TE A FI2E 51 v
fRHEEE, MRASERER LSS, YEE
Z, TR ARSI Y 2 I AR A A2 T B =X
SIBTASCARBEGY, WAE G 32 IR N 2O
AR B H SRS BRI . AHRIHL, AT
RO R 2R, BT IR E R
WA, FEAERREEDHT . S SRR
PRI SCA A ORI s AFE 32 SR IR A R
BRI RS A B T LY, 998 (0] 2] B
REPE. RS SIE R B E RS, wid
TEF 58 03 BT S BRA VPR 75 7 Y X ) S B2 7AW 5
AL o FERRAT TR A ARBRER AN 1 TR

B
[ )

WAk
oy

X
oy

B AR R R

(—) BT AR B

AH S TR AR XA 58 B8 35 SO IR S
B S PR 22 0 R A A J22 T ) Bt PO
g, SR AT IA OIS R B, A A Sr
WARHE R BIE IR, B 2T SR Y BB A B
TRRW A, AH R AR BT A A i i e
FE HET, BT IR AT Y, T
AFTEPIAD LR A0 — BRI “RIE”
IR AE2E  (narratology) Y220, —E5RIE “H
R R (udology) EFo XU Fpge S
WRAE, N1 R AR T, SRR 2]
WA 28 73X R B

ARG TS M B, A L2 3
PR AL A 1A D3 B A ——20 {120 90 44X
AR o AT AIRLAR I IEAL T M 2D K 15] 3D i R%
WAL, —E IR R, HUER A (Nin-
tendo) MNEJF M, AR HLE I X i 1
b W —AR) R, HInZim (EA) {5
F38 SR AL, A 18 TR L SE AR AL . I R R
SRR JZ A B TS ] AR R, SRR SE )
I DR TE YRR AR 7 4 AU ] R AT U ) R, K R
WHIE TN BRI B, BIVE AR A A%
AR AN AR, HAREMER “ARIE it
SEUEAE TR “RUgE” U A PR
IR BERZ AF, DAEB YRR - B (Janet Mur—
rary) [ (EEFRERSEERER:: s
B AR 3E) (Hamlet on the Holodeck: The Future of
Narrative in Cyberspace) FIEHTE - PI/RKEEHT (Espen
Aarseth) BYGESCA : 8T SCRFIFLA)  (Cybertext:
Perspectives on Ergodic Literature) .

SRR B, SRR A ] Y BT DL 9 2
— AL R A, ROV T T S Y B R
VE——2A8 - s (Johan Huizinga) F 1938 4F
HR QI A)  (Home Ludens) —45, B4R
PRIFRY BRI, JEH R 5 U A i
BV AW, W E S TR E AL
B AR T B A R VR . R B R XK Y

O Ryt —AZ LA TAR T AT AE A ARG LTI RARIERAG,
@ # B EHREAT L% H) % A :Nielsen S E, Smith ] H, Tosca S P. Understanding video games: the essential introduc-

tion (3rd) [M]. New York and London: Routledge, 2016: 12—13.
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AR BRSSPI A EEARIE . — R B A RBsE
MM Bl RS, TR EA — i M SR
Ny, AR, i SRR IR R R,
i I A B P AT B 2 B R ST TR AR AT 5 J R
AEAY AL R, 105 3 U 32 %2 (] Ry A 2 4
AR U T T R DU T e ey 22 M ) 9 KK~ Pl
RIFWES AR, AT L, AT 98TE 20
90 AEARH BURI PR 5 2 kA%, B~ R0
Mg, RAERTEIG T 60 FEHTCF Ik &
HAEPRE M T TAPURE SRR R T,

(7)) SRISRAEAI AL

ALGE BRI 1 2 AT AL A 1 AL
Wk, WerkMEIL B RO T A T RS 7 IR
TR A TR7 5 b B A AL X s I ) B R
T B T, IR H IR TR
I ARTEAUTAE R BT REMERIAR R Ty o IE A0 B
FARUE TN A RO BT TR
AFIELS, W PegEsim” 2 A ks
T, SRR R IUER, B
HEWRUE TR S LHRERR, Wit
BB Z TR 3 2 SO 2 b bR —
G —FhARMIRR . —FhESvER S R SE.

fi {83k - 5575 7K (Brenda Laurel) 1 il XA
FEMFANE ARSI, SefnEA (AT iTE
PLEY B3 4] R ge kit
Computer-Based Interactive Fantasy System) . ({2}
BB ML) (Computers as Theatre) 25 E 1,
FRGEHVT T W NS RIER R, 5,
PRt - 2R (Janet Murrary) #RFIEY TiX—1&
g8, WA EALI N — BB B A, A
“THEPLE—F T BELIAEPL, BEAB AT A BES T L
ik PR ASCHI R, —WIE URLEHA R
RAARFLSL , 3 ML A BERITE 2= AR X
A, EREQE RS A . W E BRI
W P SRHERE AL, PIEHLRETT LAESE 2
RISCARER L SE, Wil RIME A —FP4 A B
THIAS (addictive sensation machine) BAEENF R
A, BRER S, EFIHEILRS RGN
A IERT A R A BETE U B L ERARAE 2k
A, A A 22 90 D X R 2 B B A T, 9

(Toward the Design of a

CTEWERG (HPTER) ORI S A AL BT LA
AR &R AR E A IE
ST VU = e bW 0F T35 7 TN 4
R IR B T A BA R G IR, YRR
— BB PR SIS S A RIE RS,
BRI AR AR TR . ., A
WIBER EARN . FH] -8l (Henry Jenkins)
AR, PR A I AT RE A R
LY EhE" (cut scenes) AEE T —Fh AT
WHEA, P

EARTTE, BRAE 2=y, M
THREHL IR B A A i b RS —FPBT i
B, EHRE TS RIREE IS DAURIA,
YR F 2B T RIS, L HIELE T4
TR REEAR, XEARIRE BT TER
BALHR, AR T B A SCARHE PR 285 S A a9 1Y
CRLRERRET BL CRRER )T AR, HSZ, WEsC
AR TGRSR 2 M RERE AR, Al
NN ox i pr S ol o115 N DR e
H AT IR A G2 AR A 70 JR A 2 AR i

(=) SRIEHL AR

it — BB GRS, SR - TR B
e (BOCA: s SCRA) —BhglAT —
EMIEEME, SRR S iR,
HH B R A W MR AE A o i i
ok, BRI AFTEE ., £ . BRI
APA TR, IEWPIREEArgE:  “RA A
AR AR B A XA, TR 2 2 T P
ARFUEHE,” Pt “HCA”  (Hypertext) M4
ARl B, IR R AR BE A 4005 X
AR ARG B 3Ry A B R B U
KR A S VRS Sy — R SOAS . TR U B A
Z ALK TR LR AR S5 M, BRRAE PR
B B BRI A BWRE QG T PR R,
T HAE R HEA TSR S AAERA “Hhihaits”
(topological structures) » JEHLFR T LA HH 45
¥ b AT I AR, SERR B SR 2 25 R
“REBEAT R BRI SRS . PR BETRE X
A7 AR A A A R B3 AT A, T P AT S BT B
R SCAS 2 ik e

(Ergodic literature) -
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N Tl

iz HE BT R BT AOOL A,k 3 SCAS S ik AR
GYEAE, MR SO FURIXCMIE R SRAE . I,
TR G B, PR T A, U — b
IRR R T SCAS AR AT S A O TR R 2 A
S BEASTEH Br A S B T A ARAR IR . R
BT/R BT T RSCAR” X — AR A A A R
ML KoUESE R RE, RGN EESE T
AT TE B . W5, IR -JURK (Jesper
Juul) 5N SCHE— 2T R b 1T 2GR
o PURRE R U R I 4G TR P -
LA T (Markku Eskelinen) . X =% - 47
+ (Gonzalo Frasc) %8,

I, WA R T E AR
AR FITRAE SR, T2 22 XMl XA B i R
ZEPAR I APRIE A1, DA O IR e e i 2
R By, I E MR S I I i A A2
PR E AR "7, EEHAMPR PR
BT ARSI RIS P 2 T 3 X 25 5 L
¥ “Ludology” X —FE AP TIE Ludus (BLEE) 0
logy (%) “HB” 1 Wk (Ludology) #E
&, PRy CEEhEET mEAE Pk, DUEZR
X —yE U A K, R —Rh e B
HIRLAD,, MR — BB SRIE A B .+ IR Rk
W, WA B SCSE B RUR A H AR,
NGB HR VT ™9 Wk A ML 2
WAL, iR — M — B, kR
T —BHME. NP, EREE. YE. #
BHLAE, IR R — AR, w2k
B AR TR, M1 B R ATITRAE
kA" PHRIEES - A (Rafaello Bergonse) W7
T CWERRAEA R R 3R T A B AR
B PURTE] T HAL R ISR, RS Ak Y ARy
ZAETF N F XS TR RS, Rt
A T —M S SR AR

WSS, o T AR A 2 A R
TR RIE ARG, I ELA e A

SOITEF SRR AR TR, DI 3 0 mT A AU
RGBS AL I SR o AU 5 I i X A
S e SRS i DpS L g WA LA N S5 0
BAET, A FURATRDE, MEFEFHN (Ludic)
PUR— AR R, ©

FU I R 2 AR B T 3 R 5 32 ST
FERIPIRPILAE N, (B, A X IERE AR
SERNASFE, RAE T PR R AR R3S
ERAEX—T 5T, RPBRA — P i e
TRIEIERS “H37”, H IR Ry dkor Fia
FRAE A SR . B AURIN, R ERER
IRFTTT T U MM BT TR R FRT L, (HHIE R
A 5 7 X S B AR ES A AT, i AFR TR 28
AR R IE X 3 IR 85 . P

=, BFE&HED “Hin” SHEXMEmEEF
5

M2 SRS, fERARE
] T o R0 A0 4l R i 9 22 B0 e — A f B 1 1Y
“TAET (dichotomy) , W{HIXAR “TUMET e
2R I TR o U S R A B .
2019 4, Bl JR B B 4TS SR AE W T35 (X B9 I 1 5 1)
X5 R AR AS B ) DG, AR XX 48 1 5%
o B — WPt AN T S5z ke ) 335 00 e R A
TSR S e . 252 B, AR g
B RG2S, ERpERE Y Zhr, b
BE T I S AR 22 A PR BB RRE I ey
AR IEA " B, (R DGR F dnfer ABEIE 2
W A A VLG G AR, M SEI AR AR A
PR, FCAIEIZRTE -8 (Jesse Schell) JIFisi:
“fdE (Story) FIITEE (gameplay) Aptiz2—Ik
gy e

(—) —LF B4 Iie 24

R TP BXGEVAKKAE RS,
MEEBES TR 2R, Kb, JURITER
“PEI” (half real) PRI R,

D #HFHE TR EE THELO AN EEEA, AR AT EE AT B AL R EEa4E A Ludic (5
BYRABETHLARN SN EF RGO AR, Ladic —F d TUAAIL R H L F O mER F —F G0t AI B3k g
#FEE %, F R Lodic 815 4 734 B SR A A IAE R X A BRI R AT R E AL
03X — 5% F B85 3 5% Bk k35K Ludic, 24 & % Bk AR AERE
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JO IR TS A U0 R A 114 SRR P e A Y
—URPT, FRELAE ARy “RESET wi PR
17 (half fictional) , BUMHEAILATFAR AR A 8 1 2L
R S O6RBOR — R R —FP R SE TR A,
VLI A BRI B At (HLRD 25 A A A 51
TIREE,

22 P (Anders Legvlie) B2 k2
SRR, BIPTE CRIRHEA, LR
B -4 T4 (Andreas Gregersen) WHLH] T 58
SRR, BIANE CESCRENT ., AR
SRV, — N, LR EIACHTE R A A RE R
AR, ANATAEAE JCHE W4 X 70 B SE 575
PR TR PRIBRE GBERM) xR
b /NIRRT RN R AR, A ALY
B H M A D E PG A A v Lz A 2R U
BIFARERE, W, R RO R (U
— RS, AR B XA A 1
R, R AU RN SE Y 1 AR A MO AR, B
REAUFNIL SR 73 A B e %2 /. 73— T,
W& AR BRI TERL I 3 Hh LS AR A B A HLSE Y
TR, B Ay 3ok S R ARy p AU SR R A To s
MERES RS, BNHREC mEF T EU
. B AR S5 AL AL A BT okl
WA — R B—— P& B X Bl TR O Y
RATAHIGERY BRI (allowed) , TG4
KRR 2ZE R “FIREM”  (possible) . BHft
ATEE, LA b el A A A U T
BT B E R, ARG A
RTFHEN S (avatar) TEHFRHBRER, Ak
ST ICEBRER , BRAE Bu A 8 el x A 0
PR RS, BT LARLAR A BT i 1 2 AT A HE
SN RVF . MRS, thandh ELR
B “HEHT, HIE T LIRFESER", &%
F T XM E A B, BET
Wi SRR B AR . AT L, TEABSEIEA T,
TC N e il e, R BEBUR SE AL Lo 2 T
REAY, HF 23X LLFAE ] ER LB . TEAR AR AR
Bk, WU AL R AP S I 3 Y X U i
RN DFEMNER”  (simulated laws) , FAE
AN LS 5 A iy A A2 45 B ARRLA i e R,

R E T E SRR, BT AR MiE
W, WARRWME VPR JEE. PRI AY HL
NI FRE Gy, — BNt e 22, 4k
Sl UG TESE B AR FETE A s XM B
AR ER, BRAFMEEUR i i R i
TEAS FEAS DR B, PUATE SRARAS A FLS AR
EATE R A AR E LA E EE, HE
—FET “TREME” EEERY “PFEER”, HAMR
AN

L, ESE R RARAE T R — A
TG, B LS A R T R R 0L A R, {HLBE A LA
WAt 2 R P B B R, DL B A it X R U B 5
A, XAHEEIF AR BT, K
A A e 25—, SR THEZ M
AwEE, HXF KB ARARIRESN] S
CERFF Bl REE T mE MR LR,
HT VRS, WS - il R RITEmAT,
MBI MR 2 G HSER AN, BV RZ
TR IRAIFARRTE W], BRSO A R R A
RARRRE, BrLlliseid “wE TR A RMOCE
A2 LR IO BB, AR TES5H
MEREREIR” W, S, AR A
5 HLAE 2005 4F B BO7 0 W AT 5K & BRIA
WG IT FIIHABAT Ao A 20 2L AT TR E SR S R —
ke, ARFRMEE, mE— N2, FHEdt
W2 5 R ik, S5 R, ik
U B N BT /R B2 o A b T IRz, LS
LRI R R 1 2 AR 22 BT IR Utk 2 RAR A2 i A
HIgk,” ©

(7)) R HIAAER R PR

BARPIAL R N R XT e Tk,
BB fif LT % g R A R k2 A Y
57 JE SRR IT MR BT SO AR A (A%
Wy, CPIIRER 2N T X AR S AT R
MERIATEY) (EFEIERR) b BT i A7 7 i R 1
FEENIE, B DL AR AZ O 0SB S A TR fE—1
B AIERL, 5 BRI IE L (ludo-
logical forms) W2 52| FRAE 1YL 72 (proeess of
representation) 2T, BERM ) AR 2006 D
2007 FEHGRE T —FIER, 2mGIAT R
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;JR
AT
Y=
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i
N
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JPIERE" BIRES, CUCHIFR T LI AR AR A
FAOE, AL HAE R TR 2 R
duality) AT, TR PR AU AR A3 )
fE, XTERFPRBE FZMT A" 1 OHN”
ZAr . TR B BRI AR AT Y A OB 1) T
e R HZE IR R P R, H el R T R AT Y
JEA 2 AR o, 0

b, EARITR T AR I R R —
WIS FEF  (Processes) , BUE VLW, MR IT R
MRS, BAORBE, “BRFT BITIgEtEL
PR OE sl e e, HAEARWE 1 BITR S
MR BORFIREE . MR KR st
RGN R—MERTEZ RS, BET L2 Tl
PRI AL E R Gy, WA LU . R
G ARG, IR LR BB S 4E B
BWERSE. HEZ, TR O 2k
THAEGUE, BPEICEATE, bR b, 30 2R
ToZ HE ARG RETT, #RET — R0 s iy
TP RSE, AR SRR BE T3z
FTRREIE . B, 458 BN R . IR TR
ML, MBIRARZ RS, AR 2N
PR PR R 1, TR AN AR SR e . WA
TR UEA IR T STl BRI Ay
T 2 R T X AR AT A R A Al e 4
GRS (McDonald's Videogame) 2—
AT BB R G, a2 .
By, BEMEHDSLE, RIS .
B E . FHEEIEMASEMSVWFEE, h T
BRAAMV LA, 75T 52 KR D 0 I T 3 A o
AR IREE | RIS BOMN . TR R LA EEE
MIPRE . ARSI AR At AE R E— R
5152 FRAL 9 AR LA B 55 B 2 it e 1k . 5l v s
IR T RERPAR I AR 7 T I, AR
ANASCRT L3 O LA BRI R Al ) LA 3 e Y
AAVE A, LT LRI A R XA SCAE

(proce—

HEE, BUA. oS e M EEE B
WAL, CRPBEEET XM AT LR
BB RAD R, BREDCHI LA
FREREPHE (proceduality) , BITFEAL “PtT—F 7T
FN PR )" . MERIRER IR T X ARTE,
(AR EAE (AITHRAE)  (Unit Operation)
— R R T R I FR PR e, R
(PG RERL G 7 4 i BRAR RO IRAE S, fbiA
BRI EE R — MR IR RS ST IR £
AR, R T LUR SRR b A BT B 1T B
A", WRE |, RIRXFFE R AE YR
Hp e A L R A O ) U A L b AR
B e A, WS TR AT G R
BT AR RO R IR IR, Y H R A
W {5 A (simulation fever) X—F H
FEHIS “R4ZHA”  (archive fever) MRS, AT T
FE AR R B S SR AR S g i BR A
A, “DFEH XS 0T ARE O BRI
FRIRARRAT 4, HEBRI SCR AT WX s
i — 2D R MR N T7E 5 ST X 1) 18 B SC BR B
AU BRI E LI AN TIRER, BN
KA B oI B 2 IR S N A .
MMEZ, BIPBEN By E7fEgE
GRS e B e A4 e e W I DIV 3 ' 1 i o |
PUE R PR A RIS M, W RRIPBREm S,
FESR AR P BT — RV e e 1 &, A4
B T8 1Y b T HER L O B 4B A A
DMRZ TR, I HXF R EAGEH T
PR3k, B RAT R 15 LLBFT R 2B 5,
Foh, WP IR R R IE MR RAE, BIRTENF
X LA A AT AR S e e A LA A A R DA B R 32
{HASE PR 38 RAE DR BN 1 R A B LU RR it 2k,
XA FR G AR I BT M) 2 5 2 4 B3
M, B RN R AE ., T, FEP R —
L2 BB 2RI RN E IR &, FTH T —

@D #2 45 # (procedural rhetoric) /& iX B AL 7 vAik 32 fF 4 i AR5 8 A2 R F B S A0 B X A0 RE AL R AR AL | RS
kR FEMEATH R ET S T AREARFEHENTFE AW, GAEERHEA T, % R procedural rhetoric 47 & X # 4
VR AL AR B B A S AR R B R SR AT B3 B,

@ (& % %o M # & Yy (McDonald's Videogame ) & — K X A T 2006 ¢ Hash & L% AR AR ERMNGHEH T 2

(Molleindustria) .
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ATFRIPHE N HIRERE , TR Bk i e b 55 03 11
—PEEHIE,

() BRE2EL SR~ R P R

VER—PREP LA AESR, BIPBREE—
ERE LR TSRz g, B
HEBEN R, BIPERHER TSR AL
B2 - URSEETHIRERE. RITZHL
PR E FAERE I NN L S 5, N EER
Jert B 2 D] SRy 4 R I ML AT e ke A0y 1 o i Ay T S P At
A, s, PR SRR, Pl R
WK, JEHBE. BUESEW TR LU E
A Jgeit, T EIPRIT R E F A
PRFEE 6.5 {2 NI, AERIERV A 52
g, R ElEsmB gl A—Y, IEREX—
TE T, kSR ELERME, 2FhE
WEH . BE BT SR A BERAERN
—3k “BEREMARS” BT H FAEE R fRR
PHHEFIRARIEAS, MRIER—FESMN . B3
PRI BPYER R 2 T ERE . #E .
JTEEGUR. Bitl, SR IZ N T AR
KRB —FERBAEEM . BRI ol AR 32 AN
W —F R

YEMEREFIE N ILOMES, BT IR
“HT BRI R TG B R R, L
WA AR IR A NN B ERE I X 4
W, SXICEEIN R T AEIEEE (visual thetoric) [
BEEXN . BRIFEREAN G NI BRI EE
T A2 AR P P R 4 SR8 T 2R e A R s rh ]
RERAEMI N RVE o QiR “ RARIEA XL 3 5
SUAITH PR AR E A7, (15— R AR
PURHE W AR P ER B AR AL T, T s 3 L |
BT — A BB, WA ATENE
MebFor ek, ACHE A LA I — R 2
=, B—UCEWALRARTE, H—PER T —1
AT BCEL . IARARRIAEE, AR B E B TR THY
PSR NE, I HAE A R UL A 7 2 A AR
FARMAFSE . PTLAUG, (oS Bk iR i
Wexk: PRI R RN B RHNZER
1, WRTERE/R-E4EH (Gail Hawisher) . P4 1 -
E =i (Cynthia Selfe) . YETW % ALY (Victor Vitan—

(persuasive media) , ¥

za) HENTHESI RS “GR BT (a
slow digital turn) T3¢ FRIFAT. PULAN, THIE-IR
i3 _ 2 A (Noah Wardrip—Fruin) |EH (G
PR . RS /NE . HUBR IR AR SE) AR
AR EER B, WA BRI T i B2
T B T EEAE

a2, AP BRI ENMPIEE, &
AT IR AR R R S s dre el T
B2 A Em-P e, P ERICsEEX
PL“BHUHAY RS RE A B Sl AR A A
ZHBAUR R TN B R 5, IR T 1B
BRI T AT R e, O
RAE T —HEZER BRI RITIT S

M., EEFEXTRHRTERN RS

FEFP BT A A JE L R AE T Bt | A iU
AR T i, AR LA A A M S B
FifRtlt T — AR E AT TR, T HAE £
P JUARIRL, AR S| B8 21 22 38 SQTE i
ARHT SRR AT, AT AR P I R AR &
MG TR ARV SR ] AT B HE— A5 Y B v A R
B HI, BSLIERE AT PRI R AR,
— AT AR B AR E R R hOA
DR p Y i 0 iE1E, BITE R SR i G
AR RRATF B R

WA R P I R AR S B v i 7 IR
A BEELIEAR B RV SR a7 B2 5 G B . A
TR TR W E mmBer X, &
PR MR R LA R =AN e B —,
SRR R R 2 AT B R R T M TR 5
Setk, MRS S W R T R BRI UE S
FEAE, AR AT BT S0 A U (A B Ay — T T A
HHE= (Operational language) s BT, TR
OB TR ST AR, MU AR T 6T
SRR AP —F ‘S 5EET mAE “WE#
7, XAE R TR B BT T 7 SR R U
R IR BRI ERE SRR S
Fh B, ATBREA T A R — R B
1ERENIRBAEREA R AR, WAL “ Rgeli
B 5 R AL e T RS
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XTGBT HANA S SR IR AN 72

R I, A M B 20T BT ST A TR
FRI 07 T 2 B AR A T ) AR Y
T R R R A, i BETE
e 3 S BRI XA 5T —Fh B AR A AT 1
Bk, 5B B B #E A A T HAb e # 58
AR, R U RO AT Y, T LA
BEES . BEORNE . BRESCER . BARILIT. 1B
AR VDA, DABA ST T R B AR i
AT T [ s . — R ABREE S 4EE AT
ERRRIN (R, R AR IR S 4R AR P B AR iR
THAE, = R RRSL Bt B R 7 1% 5ol [
DU B R TP B R P I R (R A, TRt
B PRAE R B R TR

(—) (BHFE S YRR AR I BRI [

B BEE S B W R BT i 2 SR ™ BL R
)R, S Ao 3 2o i X R U B R 5 LB TR
PR P PERMEREE S, AR R i SO
& P, FRFREENES, BAARRL
Z IR SE RAE S HESI A A Re e 2 I A W 1 &
SCEATT, M SR B AN L S B R UEGA . ()
R, TR BREIR A AR 1 T HRAE, LIE
FEHRN ) RAE B 45 i 1 366 1 A e e OB B 22
. ARG, P B ERE T T BRI — IR
W HrESR, BB o 22 5. 1
AL HREMIBER BRI, AL RIR RS
REAIEERE . AHLL ESCRBIN G2 297 Lt
Xy R, TR A IO S
S, DRI TT LR XA A PO R RO,
BT N AR LA — B R MR,
—k, XGRS R R P
P BAMSL IR T, B YT
ATRIE R4 “H PR B SCA

TEBWEAE, B TRAFEFENEIE,
WA A B I —F WG A, WA
RSP E AR, T
—im 2 H 7 FETAEE ergon (TAE) 1 hodos (B
7)) HBRBMR, B eSS AR T
2 (cybertextual process) , FIF P 2 e e
ZHEEE B — A SR, XA

(ergodic)
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P P SCA” W, miilie,  SEBTT, fEA
—MMEL | BRG TR RA S, R
TR E RS R, RO (&) s
I WAR], PSS R R A . AT,
38 i A BA AR AL SO M A IR A

BN FPAE TR e s — A, AR RIS
A R, (AR EREEsR WE “ES
YERE BRI RE R SO A AR, REOR UL, X
M CTETT I BT NS T AL B A
A SR PR sl 2 o 0 R ) AR PR E
T G G5 LI ), AR B i R L
I HLRE S B I TR, AR T I L B R il
PERIH U B AR, XS Bo e it
ARER WA, IR IE LUK, T
W 2R R R L R 2
M, BRSP4
— BRI, MRITFIELXRER PR, Wekor
Z ez LA SR o0 I BOIR DL AN R R A o 7R3
B, XA N E 1% T IR AR
TR P, BRI ERE A “TE ST R
Bt 1 PSR MR . AR, PREE T
SR MERER 5 R RTB R — I E 2 IR,
AR DA A MR 22 R T X ATT 5 T B S TR T A
SCAR T IR AR

() RS B AR B R R A

TE e SR 15 ] O R 1 e ) T S A 7= AR
[FO R, i 3 A T 90 X ) F) R T K i a7
HEE. SR B g NE S5
JEE-YARE S5, TR RENSEASNR
ESERRRY, PR PR T B R AT 5
R SEAE TR, R A= 7= 38 0 ol 5 i o)
RS IR R BB ORI it WEsEITR
MZSHEMNFRR . T2 k™ B,
BERBEIT B BR T SRR AR E . Motk . HBh
Y. ULRME . DMEMEERA BRI Z AL, R
TR PR AR Rk T, PRIE S 2 BuARE
RS 5H P, Xt RS ER 2
REFERAZESR . AT, — AR R
— M SCERFRANTG T SCARRIR A AT BEMF 5
B Orma it (RERRE) hRREER



TR, WP g R s Ak, —EEWE
PRCTE T A b TR ME RERLAR , dealie T oy L%
PIRIBS BB A &S, REST AC RS
SEik, P LURGEEEE, AP A
B, R ZEEE— AFRG - EAR (First Person
Shooter, FPS) 1, ILfl (A:ArfH) M2 —FhE%E
2 L RAR RN T, fe B i (R R A
TR B R 28, Wik 5 Bl 5 e,
MERER 1R, Rl BTk, =28 “H#E
PO 2% XA RIT I “ERIERR” Z AT
T, MEIASHIEZGIH 25T
BBz KA R R, AR Af S g6 & FPS
W N AZITFE , B i 08 S5
SANETE . IE2 B F X R R P T ok
WG, WK ZEIRE R R, XA
TR FIFBuR 2 T B SR AR

WAL AT S, BPRMNIRIES B3
FEFP LRI AL R i T h S APeE, Wk
AP TS R — I 2 I 22 DAL gL 2
P2, PAfE-BLKH (Richard Colby) BreH)emE,
P B RET 5 TR B e b S 2 I, SR 2
R A AL M FISE R . I, YAk
PG E B 22 0 B AL T VW REAS U I By S5,
228 T E MmN s, “m&R
FIRNBE AT BN BRI HRIP R, MR T
PR SRR A T H.” Ok, ¥R - RSO
(Michael Evans) RAFTRITIWE S W3, A
JE L H RO L R (phronesis (L5
AR SR . DAEE (arete) (REZFIE
1) HIEEREM (euncia) GBEFICEMTAR) o M
AU, BRI T e R P B R s T A 52
AR THEE RN, It EEE TIRERNS S
JreNFEBhEE M, (A IE b R A2 T sl W
SN AT RIEE, BRI R T R A R EE
KHWSOR B EMIEA . EE SN, f%
SRR AL R 2 B3R . A s . BIUBA.
SRS EZ TR TERE SR, WA REmm
TR HAT R B T2 T IR S B SRS R R

() (GRS B R PR B 5] n)

IR B B LS IGTE RS, ] AR IEEE

SERRAEFE LA AR . UL SRR 1 SO R
AR ALY, AR SE R 2 R B S D AR
F2 LA N A SCAR X SZ AR I SAE T, X
— I EE MR EN I E T E SN, R
PRI Ry — R LUBEA WA A HOIVRIE R . B2,
WA TG HA 1 TR AR, XAShEK
(BRI AREEA 2 L E 2 AR) W2k BT —
E—— LR AR RS SHER, &h
WR S5 R SRR AFEAE N o AR A I
A 3CA, RAVRMEGAFE— D0 1 . A SE i
WA, BARAFIRER “mp” &R, M
REHBAL BT B T A R SCARSE B . B, HA S
JRIERG SO maRRE, A REEIEEERF S
FEYERE Tt i

AR FIRARBEA B Z T E SR &
‘T, B EEELREINS BEWR S — 2
TP “3OR” B, 2 ) W YT #
AR IORT Rz, IEHBORIER SR
M —r s ORTENERL SRR R, R EEE
BOGEA MR BHEN, miAEE GkiahE)
AR WERRTEA) ZHAE B B s s
PEFS . AERRERE SO BRI R G AR
R Z 5, BuAR I 32 A A R A 7
FPABRE S W AZ O i, AR TR 5 A
“DFEMAE”  (simulation gap) X—H, ZHT
“TEFHN AR A “BRR FAE" Z R R
PREVIRRR . PURACRE, AT ARIA S R )
NIRRT JRIBR, AEABATTAYAT Ao 2 Hh i AR 0T 11
FRAEJER . BN, BEE 5 ATk m R ) p 4R
Tt, WIS HEF B T AR 2% 7]y ik I 1 78 1
iR, XMERAR BT A RE A T Ak
AT A ARCHIIER “BRRAT, JFETER
W 25 AP 2 £ 5 R W —— L RIS )
A 7RG B IR

R I, R RS p O R HLE)
OGRS BRI AR BB S i A b, R
MR RRFBE, WNTRTAE RS BRI ST %
DR, BESRHLMIFN B0 - T AR I = #RAR 2
= B OGRS 48 7 RS AR e A A HE
SRR A A LB, IR T B R ER, |
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R TR RAT WO R . BN RN R b A —
LR BORBEY, AN “Welny— > EE A
BT LAV SRS ek A R A ok
IS, BHBA, B2 AN At R R R 5%
TGRS, FrLL, BRI SUARARS, MR
A B AT N 51618, W RN T E
FESE R B EMIN A . OIS TR i AR A 9 T
W T AU TR 5. — BRIK 2 &Vrar
FUPRBN ; BB P BRI E T RIS
], F5EE, BRI N A F IR
SRUET P AR AR A, AT 7 AR Z2oufb iy el 32 4L
W7 Ok, KRR -TURAE (Miguel Sicart) $2H 1
“AEETTE”  (instrumental play) X — 5t 2 f ] Y B
W, BIEAER—F B S A R
157, HABRESLIRE L LTIRERLE /R T “& &%
HBZRBXE", IR, ke R TR
MSmAWES): —J5E, HRE T HEkss
WA RRIE A SIS Ji—FH, MABAEL D
MRRR) 7 20N E T — A iR as A . i dn e
R MR Z N Bl XS 51R
EARE, DA RS RN A B R, W B R IT
TR SE BB oY ) SR A A

(DY) ABEFALIT 4R R B AR P AR [ R

IBREL PP B A T R B U TR TE S IR,
FEBREE X R SORIRZ AU, Rl
BASHEENETIE AN, “55 BRI
BOTEBRNZITT, BITABTEHIT % 0 ) 2
AR TR U] R FEEREDIRERY . ANHIR
fi-R7E (Gerald Voorhee) AN, WEXRIIALZR TR
FRLSE TR A M P RAE”
representations) N i% K5 [FEMEFHEM .. ©H4t
8- 153 (Todd Haper) WITARy, 80 FAUS#B R
AT B SO E . B, BRITBEEL
P A [ 2 R0 ) A = 5 T A2 ]
HLFEEER, —HRUMERFER, U
FEO EHLE T HE TR SCE R . A - XS
(Jeroen Bourgonjon) EEUUK BT B4 e - 1A
7% (Kenneth Burke) BB HIEZEBE (dramatis—
tic pentad) YER 7, BT HAPEE R Z R4S
KT RFH B SUARWME R IR R, AR

(procedural
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Wt — A5 TS IR, TR, X4
PR AEEE T R A Z0 R S e T S A
FRFEERERER AL, FHFUREE A IR
BRI IPAE R I LLEE S BT FR W, SR S
TP B REAL T B FE BRI AR IR 2 AU 22 58 S
RS, SRR BT g b, BPAER—
FRREHE 1 . A IE AR TT R A AL TE I O IR
P, R R0 R P TR Y R sk A R BT &
FEWIME RS, R B L RATH T
MM A HEFILET

TR B REAL A BE (UOUm BTl MU AR AT
TR R P 4B 0 IR s A8 2 Pl DG T Y I A ]
B, TR R AR AE R h A A, B
HAE R HERE oAt 2 UL 28 1 o 5% i)
B AR, Z R TR A L A Y R
e R, R R B AGETE A R B 1 R
FEPLG, BRI E LR AT Z BT . YT,
TR ABREAL DT (4 5 1 4L T 320 W7 DA 3t 5 1) 43K
T 6 98 2 AR TE 15 TR 2 B R I B0A T T B F AL
B, SR EMZES E 3 . SRR EE 4R
AL WRBERERFET . R B H RS,
“O11" G, EEREEIL—FRI A
LA /INIERE , IR B Ry — B Al i ik 2 E
WEAIBE T Be o 1E [ e el LA — s o Bk 1
HRESH THEARFGHES RN EN, A8
HEKT, Bl AR BEiEa Bk
BRI A R EZRRIE, BN “HTERE—
B ERESIEE AT, 7

() EREACTRYERE e e 1B SR ) R

AU PR — xR X — AR S e
FREANIR” DAL, AR A A R R B
SRR ST B FE L, AR AR R A Y R
TEAIN RIS, 25 “XOIREE” B mit 5t Se
AT —MEREAT IR, BPIEREI I S AL
{02 Rk R A5 LA o (R PP SR ) R, B2
R R PRI AR “RPIE L [,
rvte X B U] P AL TR AR L R TS T Y 1 [ AR
TFARFRAE A 2 T () PR AR O B AL R RS 45
B - FEFER (Jens Seiffert) AN, Nk AT H
PR R ITA R B, kA vl e G —Fp e il



SR AR AT B AL ST, dhiR S5
FOIL TR A R FE TS T, ™

MESET S, P I HF A ) R 97— Ty TH %2
KW TETEAEFE DI EAFIS . 3 s WAL
A I SR G R0 BRR B, 5 — )y TH B o
R AR FE (72 B 1. RUSE R IR g
SR E SN LEEN BRI A, fln, s
B ABTE D4 (Christian Lundberg) B Y
T ARG B TSR 2 Y X il 3 Pk 2 U )
H A SRR R T IR R 4 T IR Bk —
TSR, UL, R I AR T R L B
RGBT, FREFR AR PR L, Wk
o —SE P AR IRk, T D oA 2T g R R
W, XAEREER T 7" (presence) 5
“BRFE” (absence) BURUFAHFH—AMIH . F
2, Bk P A4 3 BE R A 5 SR A (W B 1A
FEFENMER, HREHE IS EPmR LT
NA S RS R . Tk, FRATATA
FEFRIT B TR0 BB ST A% O IR RE G Dy . SR AT
LNER YT W AP AR BB 7
U 5 CBUET ZREGAEREE S EAA
AR MR ERE SCRUMMIRE T R 5
“ERRET Z IR AR

I, 4 BEFERTMRHMALE
BT, Pl el 2Rt
PR B AT AL AR PSR PRt Lk
HIREREWE A B B B ST 5 52k MR il E
BT LS, TR REAS DU R T
HRER RN TR LOER ‘AT 5 N
Z4, FFEATIF T —1LL BT A RIES
FOTSTERERT A AT ERIE T2, E—2 U, 42
RPN L, DU RN A S i
FUOLIE, ¥R TR i RIE NG, R O
BRI RRFMET SN T BRSO RIAZ O
B, R TR ENE AL, AR LT
WERE T iR TRTRIBT TR, AN, (EREY:
TR I XIS A TR A B A T T
FEE T AR R R RO, R4t B2
RO . BT SCRR A B R P B R B B)

(R, B REL TP AR B R B AL A B (e
PRYERT ORISR BRI AR . AR, X TLRIAIRER
F T LAREFPERE A2 O BTG AIT SE AU R

TEFPERER B T — Ml B RIE S . R
ERESLER ABRHIITE . IR TR AA B RS,
T B IR R« XK RIS ]
MRS U4, B VLAV E R PR
MR S ERTFRE LR, Wt AL
7o HNT BB TR, IR
FRBR B S R AT (half real)
RS, WERRNIZ WAy — R SR I R L U
XEHEI AP e T By “ =R (three-body
SRR BN E R SCE AR
&, HEhd=rms (REEE =P
MTEE) BHAE S R LRI J1 5 R

ISR UL G A5 T 2R S8 “AUE]
R ORL CHENITRIRE” RIT B, A8 3075 R S p it
VIN:OR-RS O S S [P N DR S ey A K (B
H—MERIESEE K “WHCR”, R
By “=REET X —RICAA, B BT
WHARE “RUFERE" FT RN R W 45 8
ERPAVUE A E, ISR B R A% O HR
5k, BR T W AR BT AR B R
AR, M0 “ AR R s R
TR RERER R, W BRI
WER P A SSRGS E . SRR, —4
P ACH AL / SCIRFR IR BB 1 i xR SE BRI 215
5, [RE ARy — MO R A TR S P E T
GBS Z R ME T T, FROTAT RS
BIE] 2 SRRBURR P AERE I RIREEH
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TR

LK
Ttk

e
{Eaci

(e any
g/

B2 BREGCHAANLIREN

47—




|

-y
e

3
=
‘ »

_—
v

CHFESRD 1SSN1007-2438 2021 FE5 15

Y
he
3

’

TERIP BRI ARG, =8 JFER
BN XEER . WRR, mRE A AW S
MRl Te] . RH R bt IR B T A R B8 i A AL 1
HZ, WMdEs MW" “AEE” f I
FR” ZIa i R . IR R SRR
FRATAT LA W e i 2 A R AL . Bar, AR
FVERIERE 2020 AR LR PR PR 2R A, B
“UTHERIWERE”  (came of progression) A1 “ZRELAY
J3%”  (eame of emergence) , ORI 5L F5 B0 I AH
XPECER . BT F IS AR XA 55 1 R 30 28 i
W CEOIR” WERG s R 3R U A X AT B
£ RILTY DS K N O e L AN Ui
PRI . Al AT LA T WA Rk
M CRPBNPERE” Z A AR RIS Sy “IRA
R, HAR S R4 T IR — &R IG5,
HIEAC “QUE” IR S PERIE
N SV A /i 55 7 = Ul il [ ) B2 2 =
AT AL, A ERECE =R Z R
SERYORFR T e B ——" W B A AR
KR CBUEERT PR R AR
AT EARBLAERIE RN e IR
BRI A BB R BRI R
M, Wik, FEFRFERAAHESR, kA
o AR — I T HERALEE R
IR =R, =T NEREME
FEEH L SRS R ST R I R T =R Y
TREpL
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Procedural Rhetoric: A Rhetorical Paradigm in Game Studies

Liu Tao , Cao Rui

Abstract: How do games show their great magic in terms of people’ s desire, and how do games "suspend" the
procedural system to create a seemingly free "fantasy world "? These questions essentially are related to the rhetoric of
games. For a long tirme, there have been two kinds of research paradigms regarding the form and structure of games,
which are narratology emphasizing on "representation" and ludology emphasizing on "rules". Procedural thetoric, a
theory that tries to ease the debate between narratology and ludology following the epistemology and methodology in the
tradition of rhetoric, points out the dominance of procedurality as the nature of games, developing a rhetorical paradigm
in game studies. Within which procedural rhetoric mainly refers to the rhetorical behavior and practice of achieving the
established game goals through strategic design of game rules and their symbolic representations. To sum up, the
research areas of game research within rhetoric are mainly in five aspects: the procedural rhetorical rules in rhetorical
language, the procedural rhetorical designing in rhetorical strategy, the procedural rthetorical interaction in rhetorical
practice, the procedural thetorical critics in thetorical criticism and the procedural rhetorical morals in rhetorical
ethics.
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