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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.

Keywords: game; addiction; game culture; semiotics
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