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Interpretation of the Game Addiction from Cultural Semiotics

ZONG Zheng
( Bustness School ~ Sichuan Unwversity Chengdu Sichuan 610064 China)
Abstract: Game addiction has become a serious problem nowadays which is received highly attention from media groups experts and public around the
world. None of Game studies can afford to ignore this problem. In front of the complex phenomenon of game culture the semiotics of game doesn’ t critici—
zing it as a variation of social psychological phenomena but tries to find the answer by recognizing the form of the game and the player’ s identity.
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The Rise and Fall of “Skeuomorph”: Semiotic Rhetorical Evolution of Mobile Phone’ s Interface

HE Yi - jie
( The College of Literature and Journalism Sichuan University Chengdu Sichuan 610064 China)
Abstract: The “deskeuomorph” is not only an alteration of design language it indicates a process of rhetorical evolution and historical information.
Skeuomorph is a concept that can be date back to the very beginning of human history thus the discussion of skueomorph in design language of mobile
phone put this concept into a much smaller scope which concentrates on the function visibility and semiotic noises. The fall of skeuomorph is actually the
decrease of skeuomorph noises. This process belongs to the evolution of Four Master Tropes and it might give us a chance to look into the future.
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