Gl TR
G SRR A S Bs)

— R T A EWIE KR F IR ER R AR

£ 75X

=

NARE AeEeRnEXBEREIA. BEREFRAZTRFEXIANENT
B, tENERAFEEHERNEY. ASERFXACXHREAZARNE
HEAARTFE, MEXEG5UE X EXAZTRMARREF T L,
MEXHANBEFRME “HEZE-FFRE-LHIE" ZEFTE
WEME, RXEFERAMERFEEER, BRILE T HHFTE
A, HFERTRFMEAER, FEEHFTRF X—RIFHTLKEL S
B, AR, FETMA A RFREER, BTRN, BAEFEM
WZEEMEATERINMB RO ZE 2 EEHT R HNEEL, Hd
TAGEAZHEMBFEFTEHEAT NN, AESRAZKRNES
PRy MXERFNRE, AMTREIRTFEAMNITAESE, BWEH
CHREBAESR, JT % wm Xk m,

XA FFTEY ANEFY RAZE AEREERHFER RKAEK

FLSC - PLA (Kevin Kelly) $5H1, HIRMAUERKRHFHE 2 0, K
Z:PN NI TN 7 /S Ko ) U M T S N D - RS- D
T ERGE R AR AEYE B AR AR B SR Rt A R

@ () - IUAl: Cegk)y, JagE . #IM L, S MEE, deat: By Tl b ek, 2016
4, VI,
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3 ) A,

PR A B9 NS E B e W e O TR T o ACE IR - Rl A B %2
AWM BIE AR 45 T bt o2 EEAE SR BESCF . Bk, RIS
PR AR A 49 2R BE AR 1 % 1 B B ) E S R, . SR, RS Bl B R R DLk
e e ny 5 s 7 B G e AT A R RER Il AT AL T 5SS B A IR
AW GBS AR S EER R, AATTSETE B GEA AL A B UL i 1 R Do i )
AT IR UL B8 R0 B 5y 5N T B 3 B AATT, S 2 A0 AR i Xk NPC ., AT 2AE K
R, B GIEERRIE

JNUVE B2 b il 35 A T D0 i S 2 M5 B ahie . 475 Bahiessid
AL NGl 5 B S A R MBS RS R, DO S e NSRS
PUISCF ., A RN BRE RIS, RIETBM A, A w0
‘B AT AN IS IGN AF SR R PAH I, AR AR A
¢ (infrahumaniztion) ®. I THASLMLMFF S RGA R, HIETREMESL—, AWM
Mm-S Z 5, WL, APUESN RN P EEGR B £ BRRHIE, 4
K, NI EMFR TSR T AR, 5AZH N R ER e, EAE,
HHR MRS EAE R EA TR, NGEAEREEMANSHEANL
#, BAEEENATS RS ERMNE A, AW E R R Hir 2R s E.
() FARBERITCEEME , TR NS N Z 28 i i AR e @, 5D Y F B AR BR35 5k
A, TERRGIAZIG, —Jri, ZZERBTT E AR, 53—J7H, S —J7
AN, HAFS BT 7 S WX i BB A F o P, 56T 10 1 5 52
B S I e R ME RARRS, &2t —2oE.

FETEX 15, —SSangsH I RIS BT R T AN
IMVE S SRS HA WS AR AT, SIS B e e /iR, 21 it

@ (3 9 - IUAl: Cagk)y, JHgE . #M L, S MEE, deat: B Tkl ek, 2016
4, 5274 3L,

@ Gottschalk, S., & Fuller, C., “De-realization and Infra-humanization; A Theory of
Symbolic Interaction with Digital Technologies,” in Brekhus, W. H., Degloma, T., &
Force, W. R. , eds. , The Oxford Handbook of Symbolic Interactionism, New York: Oxford
University Press, 2024, p. 81.

® Gottschalk, S., & Fuller, C., “De-realization and Infra-humanization; A Theory of
Symbolic Interaction with Digital Technologies,” in Brekhus, W. H., Degloma, T., &
Force, W. R. , eds. , The Oxford Handbook of Symbolic Interactionism, New York: Oxford
University Press, 2024, pp. 92 -97.

@ Rafael, S., “Multimodality, Naturalness and Transparency in Affective Computing for
HCI,” in Marcus, A. , & Rosenzweig, E. , eds. , Design, User Experience, and Usability,
Cham Springer, 2020, pp. 521 -531.
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AT BB FE R EARFT AT 7 R0 28 B2y, Sl e ] 3 7 1T X T L 3
S5EF A H A BN RV, X —He T S ERAERNE T, fRE A
A2 SR B N 246 MHAT S HEhZ . BEERORI AR, NS5HE
HIESE | B PR AN BT B8 e AHLESRgE T 1], BRI A
(R B

DT (role-playing game, RPG) JEANSIANFWLBIHPIBHE
o AR, T RPG JiPR SR RS e B | B3I 5 A B 5)
AR A FESICAHIE EL T, B RPG il i Hh A B 25, N5 28 N A HE ARt
R EAEA, ANSEAEREINRZEAR G AL S B R S A A7 e 2 4
HA @ E, H2F EAURA 72 AL RPG iz, ARBR M @
(non-player character, NPC) HNE ek, Wtk s 5 boik biE BeR A7 sh i sh 5748
o Hitl, ATy, ARAWE A 0] 35 28 N A kUL 23 B BB AL AY 77 1]
J&, FERZAA T A AR BRSNSt 2 X 5 ABLE S A RS, A
B, AT LU A i R i R IS SRR AL SR Rl e

ASCULA 3y SR 7 i e —— X — s A BL K A AU, Bl f 55,
FERARREETHARR REAU I A B T7 E R PRl AR —— N B R, RHE
RSO S R e KA B 5 ARl R B K M G Z M L8773, IF 4R Y R 0L 1t 55 e
CANTH RN ZBIMA S, XSk AT 5 RN MRS BB
il AT P 73 o

= MERERIR

(=) H5EFH: MAARK. A2 XEEZHEX

PIAFS A 10 B Bl NSRBI S BRI AR (0 AR5 30 A e B8 bt
2P, R A R BUEY, A SRR L AR S B BN iE (symbolic
interactionism) X —#E & HBHARE - G (Herbert Blumer) EHZEAE (£75 H.5)
i S ) (Symbolic Interactionism: Perspective and Method) W EAHfi$EH . ff
GRIEZBEPRR], R RMAE (ANSH%) (Man and Society) |

@O Gottschalk, S., & Fuller, C., “De-realization and Infra-humanization; A Theory of
Symbolic Interaction with Digital Technologies,” in Brekhus, W. H., Degloma, T., &
Force, W. R. , eds. , The Oxford Handbook of Symbolic Interactionism, New York: Oxford
University Press, 2024, p. 99.

@ Dingwall, R., “The Historical Foundations of Symbolic Interactionism,” in Brekhus, W.
H., Degloma, T., & Force, W. R., eds., The Oxford Handbook of Symbolic
Interactionism, New York ;: Oxford University Press, 2024, p. 44.

98



BT A Rk 6 F A4S B 5

T —R P HTFRIEN, NAVERZE T RE, M) Z M HY, iR
0 BB S RS AT S SRR A TG TP ST S R R IX — (a2

S MRS B B B TR 0 St B b DG T A N BB TS S A A oK
. e E AR, AR, M9 53R ABM B A5 258,
23t B B RAESR AL B, JE R H BTS2, JHE S A AR, BT,
T HEIR AR AN S TN e Bi— S RS, M7
AW LA, #hos 0B, AfErt s agrh i g, &
A NERIZAE RN 2B AR 1% B 1Y, 755 RS AE T A 1 o 7 v 32 3]
PRI S e, JERHAT R MRS . AR FLOHE®), R Fah S o gty &=
SCBUEAR , AAMUE B Sh g 45 5 B ah ik, WREMEAEAT 5 H.sh e ik
At FTIEALSET U, BRI EDY, AR 1 RN N
ek A B STT RS, A7 i E AR — MR S, ek — A
AETL, 7EX NS AW E S hREEA A 52 L. JERifh . it 40, R
T a BRI X B 3 & SO 22 B W) 3= 220G B ah A E =, DU 4
Fhes. 308, D RAEEETAINGY . T G BB SE BN AT B SR AR A &R
RIBRA, Tt =2 DU T B3 250

(=) ERZTZHIIAN: B HBSRABA

FRAE TG A G B E S BAG 5N B3 R AR, BEE SO BOR B & e,
NATTBOR B 22 A B R B R A R, DL BRSOy E s, B
Hh K A5 R GG LA FT7AE L, BORBZ 238 3 B TR R R 1Y B 5)
ST 22 I Z AAFERIZ IR AR o 3X E 24 HE2S A B 5 IR A EAL . 25 18] 73 5
(spatial detachment) JEF5FEEF AR A RE, “tSHMFEME (social relevance)” 5
“ISWBEEYE (spatial proximity)” HAEAVE, BRI T AN 59780 St 270

@© Blumer, H., Symbolic Interactionism: Perspective and Method, Oakland; University of
California Press. 1969, p. 1.

@ Blumer, H. , “Social Psychology,” in Schmidt, E. P. | ed. , Man and Society : A Subsantive
Introduction to the Social Sciences, New York: Prentice-Hall, 1937, p. 146.

® Blumer, H. , “Social Psychology,” in Schmidt, E. P. , ed. , Man and Society: A Subsantive
Introduction to the Social Sciences, New York : Prentice-Hall, 1937, pp. 146 — 147.

@ Mead, G. H., Mind, Self, and Society, Chicago: University of Chicago Press, 1934,
pp- 154 —158.

® Athens, L., “The Self as a Soliloquy,” Sociological Quarterly, vol.35, no.3, 1994,
pp. 521 —532; Wiley, N. , “Pragmatism and the Dialogical Self,” International Journal for
Dialogical Science, vol. 1, no. 1, 2006, pp.5 -21.

©® Eliasoph, N., & Paul, L., “Culture in Interaction,” American Journal of Sociology,
vol. 108, no. 4, 2003, pp. 735 —794.
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D, —Se22 AR, BF 2 (B A Pt S A G 5 4 T2 30 R 1) 0 B 2 3
RS AR Ak, DT A 1 FIAL % 1) RAE AR5 Z TOARED . S UL, $ostnt
AR 2 A3 B R R A, WA TS Bl il Ml R iy . IR APEALIZ SR A
FEBRZ BE . TS0 BN BOE T B SR AR R, A B st PR R R ©),
%95 (Rhoads) F5ili, RERNTATREEL T TR SIATE SN, BRATIEL
W ESTEARUATRARES . SITERERRFR, ATV ZAA] A REE S
P, AFHEMATAE AR, FENNERE SRR s S5E 608
THEE© [l A A D% 5 T R A EAT B o RAE IS, W REBERRA S
NIIBE BB Z N A5 R G5

(=) AMRKE: BERFRGFFTLHHLTNA

A5 B, FEX TN B FEAPRMR IR — KT
HEARNGNBIES), J& TR MAVACH, TR EaX S 2 HL A,
T3 ANERNSHEAIRM W E D), BB AN, AR, A STHORRPE R
J, —SEREEAR, Y RS H AR B ORAOCE S AR B AE E Sh 1 [a] @),

@® Rosa, H., Alienation and Acceleration: Towards a Critical Theory of Late Modernity,
Helsingforth; NSU Press, 2012, p. 84.

® Belk, R. W., “Extended Self in a Digital World,” Journal of Consumer Research, vol. 40,
no. 3, 2013, pp. 477 - 500.

® Gottschalk, S., & Fuller, C., “De-realization and Infra-humanization; A Theory of
Symbolic Interaction with Digital Technologies,” in Brekhus, W. H., Degloma, T., &
Force, W. R. , eds. , The Oxford Handbook of Symbolic Interactionism, New York: Oxford
University Press, 2024, pp. 81 —103.

@ Rhoads, M., “Face-to-Face and Computer-Mediated Communication; What Does Theory
Tell Us and What Have We Learned So Far?” Journal of Planning Literature, vol. 25, no. 2,
2010, pp. 111 —122.

® Gottschalk, S., & Whitmer, J. , “Hypermodern Dramaturgy in Online Encounters,” in
Edgley, C., ed., The Drama of Social Life: A Dramaturgical Handbook, New York:
Routledge, 2013, pp. 309 —334.

©® Marwick, A. E. , & Boyd, D., “I Tweet Honestly, I Tweet Passionately: Twitter Users,
Context Collapse, and the Imagined Audience,” New Media & Society, vol. 13, no. 1, 2010,
pp- 114 - 133.

@ Rushkoff, D. , Program or be Programmed : Ten Commands for a Digital Age, Berkeley: Soft
Skull Press, 2011, pp. 35 —36.

Degloma, T., Brekhus, W.H., & Force, W.B., “Introduction; On the Wonderful
Complexities and Varied Directions of Symbolic Interactionsm in the Twentieth-First
Century,” in Brekhus, W. H., Degloma, T., & Force, W. R., eds., The Oxford
Handbook of Symbolic Interactionism, New York ; Oxford University Press, 2024, p. 16.
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WAL HL, BEEBFEARNKRE, KRBT HER, AfEEeHO,
B BHARBETHIRAME - PIER (Jaron Lanier) $8H, MECFHAIF LA R EH—4
Y, BORHPB S N—FS5HENCER, MTHSE R R AN SEER EHE—AECh
EIMTRTD, B2 R IMERBA “UEHiS (preferred encodings)” )&
P, s T —EME AT, BA SRR AT BENE (manipulated
probabilities) " ®, TN T EN], AMFRTRERMSEK, BE . AA ST R
@, PR FRBE T AR RIFT.

WEE TR IR R, 75 L P EORIZRANEH 242 Tt i AR e fE
LS B NSRRI AR . WA I TR EIRF, AN A
NHIFRE RS fre i, AETE S ACH. . 178 S HL AR I RE M AMIEZS 1 AR BLAT o (4 A 0
Py HRORRIIREAN TR RE, 1EihS L IIfe L HARERAARPIE; ARk
) NPC, fEifHCH. . f1ahsc B R AMIUE S B BATE B A A AR s AR
A e R S A HAT BSRALE R, #RAERTRENEAD, MU AR NI AR
B KR AR A RS RN TR REBD

ALES, B BRI AT S i RS A T IR ZIR AR, N
HNZEMEBIEORSE IS, BA e, EREEANS AWEE, mAS%E
NFRZIE SN 58 i T A5 NS AT, ABLE SIS b g 8er
TR HA P—piafriite. ATESHLAE3h P RE W R BUHALE , A% X
—RAR N TN 20 T A B3, 75 ahE/b . BERE 9 13 MR 87 i Xk,
HEEANTHEGE., YL ANFER M, AHoRBICE I HS A C LR R R EIER
No WEPRVURSE TEAR NG NE SR AR AL, IBANE H i3, ik
REBCF AR B TS NEE AR B ZEANEL (quasihumannization) . fE AHLE. B 5L
e, “HPERS A—FSITRPIECE” B B,

k1 ONBSESEHGEN SFER

5 EH R Redm 55 R A AR
& A4 & 3 3EHT AR FA
RIEHARIAGALF) BAAAT AL RA

@® Dator, J. A., Sweeney, J.A., & Yee, A.M., Muiative Media: Communication
Technologies and Power Relations in the Past, Present, and Futures, Cham: Springer, 2015,
p. 109.

Lanier, J. , You are Not a Gadget; A Manifesto, New York: Vintage, 2010, pp. 4 -5.
Bauman, Z. , & Lyon, D. , Liquid Surveillance, Cambridge. Polity, 2013, p. 79.

Gillespie, T. , “The Stories Digital Tools Tell,” in Caldwell, J. & Everett A. , eds. , New Media :
Theories and Practices of Digitexuality, London; Routledge, 2003, pp.2 -21.

® @ ©
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T EFHER Bedm 55 R G L AEACAR
AL R R RBAR A LS WP AR PR,
ALETREHRIARELS) IR 3 EHT A% A

Rl ESCRIZRE, AR SCHIBIRE R 2 E M T 9 Rl ikes, RIEASTHR
PLE ST S B85k, EHORGIAJG, XAFS B aid Fe B Ot o8 £ 28 X AF
50 B R AR S LA S BBl kA AR e ISR AT S RS AT S B PLEl . A
e, ATLAAT S EBSCE R IR S ) - A5 RS - Wl = REMIE . (L
B 1) fEANLESNES T, A5 i ERAAR, X— “IEZEnE - 555 258 -
HEPLH" RSB, X — &0 T, E O T SR AT B
WA S, o i B S SERR AT 5 B ARl nT RE A AR

T, ASGAEMEFAEARRE N &, RS HINME ER 256 £75 R
Gt HHLH T HHT A, DTG i A S AT RO PRE T EA 8 % kg T 14
P H R

Bl H5ashRAe=E%H

=, AEMEERBTFIER

EEX ik, ASSCEE A @I EIECF IR TIA . RIS — 35 18I
HEAUTE S P, NSAR R M AKX — 2R A B RAFT5 H B,

RPG Jiptl B A CA B AE — A tarh, DX — A A il i 5 F S
HoAh g o A BT R 7Y . H b4 80 ARARIEAE 4, RPG R T BUA XK,
e 53R R BN RV, FEAAFREERA . R IR SRR
VST FE R AL

B3 RPG Wtk A B AT 328 561 RPG Jiptk it S0, e ark ., 4

@® Bowman, S. L., The Functions of Role-playing Games; How Participants Create Community ,
Solve Problems and Explore Identity, Jefferson; McFarland, 2010, pp. 11 —32.
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IR SR RN R S . SRR . iR B E T 5805V, BiE RPG
WExR R A e Je, SRR 2227 G K DI 54T . iREREA #ESY, BsOfA
UK NPC AL g, T2t NPC AN R B SR A2 A, JFRB i [5) B
HROE WA CRY, BT RPG IR E IR AR T AR F 0 M 6, AR
JGTE RPG X 52 o A RN A M@, (RS I) BRI 2 N AELe M B 2
A% (massive multiplayer online role-playing game, MMORPG) ) H 3 5 XUEE, ffisZ
T LIBCFIER i N5 N Z R B8, AlHE RPG Jkre P B0l 2 78
AR F ) Bt fefr 2 5 AT O TR T80T e A SCARAZ 8 LA R 507 Tl e v 4 25 S0 Ak
(RARE , AN DG T 5 FE Yk AT S A T 25 SCA AR 4G 5 SCAR A ©, B0k v i D sl S
AR AN AAT S Bl A BRAR AR OG0 D7 s e 5 SO R IR D, DL BB T Mo e s AR 1 4
WXL SR R )

AL, VR, AR S8R B e, —SefiEx ) p T 46 22 1l HB R il £

@© (3€) BRNHERE - W50 (R Eat) , VLR, dbat. UM i, 2017
B, BV -VILIG wmgdy. (R 5iEkes: 21 229 vh oy 8o i w58 v iy ie
), CRETHRR R 2 e dl (FESBERR) ) 2011 4E26 13 Y5 Wardrip-Fruin, N., &
Harrigan, P. eds., First Person; New Media as Story, Performance, and Game,
Cambridge ; MIT press, 2004, pp. xi — xii.

®@ Harth, J., “ Empathy with Non-player Characters? An Empirical Approach to the
Foundations of Human/Non — human Relationships,” Journal For Virtual Worlds Research ,
vol. 10, no. 2, 2017, pp. 1 -25.

® Milman, D., & Mills, D. “The Relationship between Parasocial Friendship Quality with
Non-playable Video Game Characters, Gaming Motivations, and Obsessive vs Harmonious
Passion,” Telematics and Informatics Reports, vol. 10, no. 100057, 2023, pp. 1 - 8.

@ Bowman, S. L., The Functions of Role-playing Games. How Participants Create Community ,
Solve Problems and Explore Identity, Jefferson: McFarland, 2010, pp. 127 —178.

® Ducheneaut, N. , et al. , “ Alone Together? Exploring the Social Dynamics of Massively
Multiplayer Online Games,” Proceedings of the SIGCHI Conference on Human Factors in
Computing Systems, 2006, pp. 1 —10.

© Consalvo, M. , Atari to Zelda; Japan’s Videogames in Global Contexts, Cambridge: MIT
press, 2022, pp. 15 —17; Bernal-Merino, M. A. , Translation and Localisation in Video
Games : Making Entertainment Software Global, New York: Routledge, 2014, pp. 101 -
154.

@ Gee, J. P., “What Video Games Have to Teach Us about Learning and Literacy,”
Computers in Entertainment (CIE) , vol. 1, no. 1, 2003, p. 20.

® Cerezo-Pizarro, M. , Revuelta-Dominguez, F. 1. , Guerra-Antequera, J. , & Melo-Sanchez,
J., “The Cultural Impact of Video Games:; A Systematic Review of the Literature,”
Education Sciences, vol. 13, no. 11, 2023, p. 1116.
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RPG Jigxk, SORPHEARRAZ Tz, DR ABCAIER A RIERCR, LU
TR LA DL R UTIR IR B O, — ey xR B HIm RIS K AE T8 12 AL HIVE%L
FUERE T REYERG RIS, Xt 22388 AT HAR SRR BCF I R T @,

ASCHEFE RPG X — 0 %, FER THARBAMNEY L BEZE S RRFA
KIEHI RIS oo ARG ESCHZER, WERIEAMEW KT RS, RPG ifik
H ) NPC ZEXF N L3 JAE 5 . 1730, APEZ AT, BAREAN YR E &
HResh k8 55, (B8 RS RER L, FE L, Tvgidxk - B I/K (Jonathan
Steuer) #EIEH, FFAMERIIRSE A 3 a2 BRI R R G0 A ) Iz i 21
LI e I X R RGO, MAEEAR R R, 410 2 A WXk A\l 78
RPG JipkfilfEZ rh 25| A AL, VR, AR S8R, DI AEw i ey o ah ik 5
DR, HEBMITFHMRZE, DOYTHEARERERE, KAV AN SuFH i
FE NALE BN MRS 5 A AN 7 ) L 25

M, ARFE: ETEFEENARAH

T RIPERE (procedural rhetoric) [HLA, A5 BRECT e 3k b Bo K Ak B
HAEmE A AR TS B, e B, AU T M o 2
Mo AT HA b7y A BT A28 FARAGTE R, X — etk 2 B P T 5 kg 40 1
FIFS HANE DL

AL B I T o KRS W T A& B F LR i () o 2% CD Projekt
RED JF &1 PC 5 AL (R 32 2077)  (Cyperpunk 2077) | HAI I Fi
ZTAEZ (Larian Studios) FF& R PC 5 EALRL I (HEZ 1T 3)  (Baldur's
Gate 3) , 36 [ & L A& (Wired) & A5 0 W 5 ™ 5l i x (% I 009 %% A 32 30)
( Cutthroat Capitalism) . PGHESA# B 00 (Journalism + + ) & A7 B W 01 ™ i 3 Xk
(21138 453t) (The Good, the Bad and the Accountant) I ZUiERHE T 04T, 2
JI A BRI e R, S A FEARLPE b, 3 ROk R34 o RPG JiExk, HARA M
SR, BRI PG, FEERE L, X R AT A Rl A s A
AREZR, fEMa . fF5 718, BaLE SRS 583t m s 3R R 3 —
F LS S8 fErmiE 0w, (5 J8 Tk, (FEd ) (s

© EREE: AL web3 XUBE, HAKG H I JiF xkitt 5t7), 2024 452 H 1 H, hups: //
letschuhai. com/aiweb3fengmijishujiangzhongsuyouxishijie, 2024 4F 12 H 26 H .

@ Parvini, S., “Can Al Make Video Games More Immersive? Some Studios Turn to Al-fueled
NPCs for More Interaction,” 2024 —9 — 25, hitps: //apnews. com/article/ai — artificial —
intelligence — video — games — npc — ¢1327bb9130136d0a5{658f44176¢5€7, 2024 — 12 - 26.

® Steuer, J. , “Defining Virtual Realities; Dimensions Determining Telepresence,” Journal of

Communication, vol. 42, no. 4, 1992, pp. 73 - 93.
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Z113) @EHT PC S5k EN, (ERESHEAREL) FSIHRST) 8T M
X, FEAMTE T RPG Yk iy £ ZEaumis ISR, HAFS B a2 [F SOF IR P 3 —
A ih AR a7, (R (R ZE 2077) (HfEZ1]3) )&
TRV, (RESMHEARTE L) SR att) & omiek, & A ik
TN Y 5, HAF S B L R 2 IFAE 52 0 3% g e . #E & A s a) J T
CRREEEAR T L) F 2009 A %40, (WFSIFREIE) 2017 %4, (M) F
2019 AFEAII 2020 AT, (FEERA 5 2077) 2020 4E&AT, (MfEZ1]3) 2020
ERATIOSERIRNR, 2023 4EIE kAT, MTHRARNARE, (FEMME2077) (HiEZ
I13) BIRAE, DlLRtE. BaitEEss, S5 ashr NPC 28 APER &,
AWFFER FHHTCH T B 7 %, 1% 1S 4 (Tan Bogost) ﬁﬁﬁﬁt{ﬁ?iktlj
AR BRI D, BRI SRR A S — A 30T, IR A 45 5
PR B S EATIFOE @, 76 RS Rt i T o M et b, AW SR A %é’%’[ﬁ
WURE 52 A ENRIFERFEUERHE PSR, NEK (enttes) | 3154
(meters) , HFp (goals) . Btz %M (player and control) | L]l (mechanics) | 3y
J1% (dynamics) | 2% (aesthetics) LAFHATHINS, CHPFR T, BITHIT
FEMNGFR A MAFERIS (code) T g it 1Y i) 78 BV i B 5843 (the interpreted
components) W7 HEAT 0 Mo it EEALFE AR, THEER . HAR. BUR AR
BURIFASITTH , MRS FEAFE ) 12, K%, £@ (theme)
RIEAFRER, RO EEINEEAS L, miEmRER S
NPC H.Zeal, B, A4 TR T ARG 5 i i U0 4K g L 1> 7
1o RT3 FE SRR 2 WU S BRI . e A ERAE LR
WA AR REXT o e R ek rp L SE . Wit . Bl SR EE@, s )28 Kt
%5 NPC W HZ, SESNMRFER TS RY0, FMEZCETR S . W

@ Bogost, 1., Unit Operations: An Approach to Videogame Criticism, Cambrige: MIT press,
2006, pp. ix —xv.

@ Bogost, L , Persuasive Games: The Expressive Power of Videogames, Cambrige: MIT Press,
2007, p. viii, pp. 28 —46.

® Treanor, M. , Schweizer, B. , Bogost, I. , & Mateas, M. , “Proceduralist Readings: How to
Find Meaning in Games with Graphical Logics,” Proceedings of the 6th International
Conference on Foundations of Digital Games, 2011, pp.115 - 122; Treanor, M., &
Mateas, M. , “BurgerTime: A Proceduralist Investigation,” Proceedings of the 2011 DIGRA
International Conference; Think Design Play, 2011, pp. 1 —14.

@ Treanor, M. , Schweizer, B. , Bogost, I. , & Mateas, M. , “Proceduralist Readings: How to
Find Meaning in Games with Graphical Logics,” Proceedings of the 6th International
Conference on Foundations of Digital Games, 2011, pp. 115 —122.
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SCARSETT BT 3 ZIB ENR S E SRR, e i p AR SO G . %
TAB TR AN IR RZ EEH 5 NPC USR8 &R, BORN W & 805 T
34T

F. RPC EXRHPHIFSEINFF R

(—) BAAZRZEIER. IEZRE GG EH

biigs RPG iAol sa 4 H 25 MU, FeARR Wt L, RPG i Xk e 2 i kg 0L 1 57
H#aUtiR 15, SOy ISR S BRI E A . R URIE TR AR AN S N B35
NS BT HAR 55— DN IR AR I SE N B B, B4 RPG i a2 58 24K
HTECFRAR, NS PR AR AN K NPC 17 H S, FEX—HEhH, &~
AP SIS A 5, WAFTE S ISR 205, EED B FER, 5
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IR F ] A, S UG L i s ik, e B AT sh Ve k L5, S
MAARFEEE “EH” SR L S WAL B AT I R, B A
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ARG EEA GG, @B S AUt 5 B iR, KT R AT 4T
SHE,
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HAOA A RS P ST ] p -5 R RS T B0 e R AR (0L, (LR U PN AT A s
—EARK FaRRET . WRBLE R et WS BRAE A R 2 AT
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O Wkl CHreHARTES TR IR A" iR A S R G—— AT Gl SR 4 A 7
By, (IERCRalE) 2024 4R25 4 391,
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RIS B AGARAL T IS AT 5 BB T i M A, 26 DUk it T

18 RPG figxk, N5 NPC W HAPIA MK, FE . 307, RIG. s
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TEE E R 2 A8 b, BURSEAT RIREAT St 2 45 B R AR A S 5t . RPG i Xk A i)
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R, BFE BRI rp s 1 — e R P

£, Rig

KEFARGIAJGFF S H S AL R 2 E R T, FATPCHE B SR
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@ Belk, R. W., “Extended Self in a Digital World,” Journal of Consumer Research, vol. 40,
no. 3, 2013, pp. 477 - 500; Carr, N., The Glass Cage: Where Automation Is Taking Us,
London; The Bodley Head, 2015, p.137; Greenfield, A., Radical Technologies: The
Design of Everyday Life, New York: Verso, 2018, pp. 1 —8.

112



BT A Rk 6 F A4S B 5

TEEHENG NS HBE, TS I L BAe e b SC b ik, ShRAT
S HAN B R R SR R R SO (LA 2) . AN TSRS
fERETHAE S AR, U2 2R iR EZEDY, ANEBRMEMTS 25
Ja, XTSI 2 SCAU RN . S ASE A RSO TSR AR ARE 2Rk B A
AAT IR, O E R LIdERE, JFdt— LB S 25 @, (5 5 ik [H
I, BT . AT BB S O 2 A A REHE SR B B A5 e AN Wi i L 3l kA S
o MBEEMZ DGR XA S HR B, R SCAL i Ry, X
AWICE | BlEEH SO i B SRR A 2 R S O (B
fEREAEZE , AR S B B P AT 5 R, s sCie k. e
e SR E R, lid s FrEE R AR RE . APrfE
A, LR EEJE SRR I, BRI, HOBT Sk, iy oo
SRR AL . NI, 7EB S RS B, SUPEIT T AR RAEZE, 3
M NSNS AL B, (ES R, X0 0555 S B A Bt 2 52 00 B 1 i
FEHESE . tborh Ok 2 09 ANTE S5 N BB M RHESR R A8 I, AHBLAY ST AL
WK AR
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).

@® Mead, G. H., Mind, Self, and Society, Chicago: University of Chicago Press, 1934,
p. 104.

@ Schutz, A., The Phenomenology of the Social World, Fvanston: Northwestern University
Press, 1967, p. 144.
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@ Gillespie, T. , “The Stories Digital Tools Tell,” in Caldwell, J. , & Everett, A. eds. ,
New Media ; Theories and Practices of Digitexuality, London: Routledge, 2003, pp.2 -
21.

@ Carr, N., The Shallows; What the Internet is Doing to Our Brains, New York: W. W.
Norton, 2011, p. 45.
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Electricity is not only a medium but also a medium that drives other media. By
examining the infrastructurization process of shared charging stations, this study finds
that these stations leverage their mobility to weave a mobile power network. This
network coexists with platforms, power grids, and other infrastructures to become the
mobile power infrastructure of the mobile internet society. However, driven by venture
capital and operating under the guise of public goods, the shared charging industry has
sparked a fierce battle among hundreds of power stations, competition for Point of
Interest locations, time business characterized by reverse efficiencyism, and a visual
visibility competition. This study defines the highly competitive nature of digital
infrastructure led by private technology enterprises as “competitive infrastructure”.
Facing global digital competition, the government must regulate the public nature of
China’s digital infrastructure while cultivating its strong competitiveness, enabling the

entities to develop into national champions within the field of digital infrastructure.

96 - Trammelled by Programs: Procedural Symbolic Interaction in Virtuality

- Cui Naiwen

Role-playing games, as media spaces where humans, technology and quasihumanization
agent are highly intertwined, serve as a microcosm of the reshaping of symbolic
interaction in virtual worlds. Interactions between humans and non-player characters—
quasihumanization agent—are programmatic in nature. The player’s embodied self and
avatar, together with the player and the quasihumanization agent, constitute a dual
symbolic interaction. Upon entering the three-tiered structure of symbolic interaction—
comprising spatiotemporal framework, symbolic system and interaction mechanism—
constructed by the programme, the player’s embodied self and avatar programme interact
synergistically to generate the symbolic representation of the player’s avatar. This

representation then acts upon the programmed quasihumanization agent, prompting it to
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provide symbolic feedback. This feedback is received and interpreted by the player’s
embodied self, which then interacts with the avatar programme to generate a response.
Although the three-tiered structure constructed by the programme compensates for the
spatial separation and lack of a symbolic system inherent in the early stages of
technological adoption, the programmatic symbolic interaction between humans and
quasthumanization sagents is asymmetrical. Consequently, humans are unilaterally
influenced by the programme during their interactions with these agents. People may
accept the behavioural logic constructed by the programme, alter their interpretative

frameworks, and thereby influence cultural trajectories.

116 - Adjusting Academic Identity and Negotiating Disciplinary Boundaries: A

Study on the Academic Socialization of Health Communication Scholars in China

- Zhou Yugiong, Gong Baofa

In recent years, the health communication academic community has grown significantly.
Its members include dedicated scholars committed to the field from the outset of their
careers,as well as cross-disciplinary scholars who transitioned in later. Regardless of

43

their initial motivations, all must navigate the “identity-field tension” arising from the

misalignment between their scholarly identity and the practical terrain, alongside the
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inherent ambiguity of disciplinary boundaries at this intellectual “crossroads”. This
study constructed an academic socialization framework for Chinese health
communication scholars, conducting a questionnaire survey of 76 scholars and 15 in-
depth interviews. Findings indicate that both groups are converging toward a consensus,
continuously adapting and adjusting their academic identities through localized practices
while simultaneously negotiating and reconstructing disciplinary boundaries through

cross-disciplinary integration. As Chinese academia seeks autonomy, health

communication provides a “compact yet specific” sample, reflecting the collective will
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