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Abstract

Digital games have been a mass-market commercial phenomenon and they are
one of the most rapidly expanding sectors of the cultural industries economically
which become a regular part of life for millions of people. ‘Game generation’
describes the younger generations who grow on the digital age, prefer to use
computer-mediate-communication rather than face-to-face communication, take the
game play as a forum for interpersonal interaction which provides an activity for
friends to share.

This project will explore the game experiences of difference game generations
from the historical social context of Taiwan games industry. In the first year, we had
finished the following works: 1) investigations on Taiwan game industries with the
second-data analysis and the administrators interviewing; 2) interviews with the 10
players and their teachers to understand the relationships between their game
experiences and behaviors at the school.

Key Words: digital game, game generation, pleasure, cybercommunity, reflexivity,
culture of digital game
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No. Title of Organization Name & Title of Interviewee e
1 < F BN Marketing Manager, Ms. 1988 & =& =
Da Yu Game Company Park
2. TRE Industry Analyst, Mr. Hsieh
Il Tze Chiao (Luke)
3. TR Film Division Director, Mr.
GIO Shen Chang Tsai
4, viEg CCI Division Director, Mr.
CClI Chen Fong Tsi
5. A R%E HivpE, ¥4 1989 £ = = » T L gy
InterServ Vice president, Ms. Chang
6. SCIAN FMRE oML R 1995 & = = > RIE A
Gamania Branding director,
Ahbin, Eric Chen
7. W F B HEEEED
Foundation digital Executive > Simon Chang
entertainment
8. bt Bila o T & 1989 # = = 5 PHELHS LA
IGS GM, Mr. Chiang e
9. I EREENFAE Mr. Ke Ji Chen
Jode o] e
Digital content industry
promotion office
10. TR REWZERGIE F3FE | RPN 5 A
Lager Network Project Manager, Jenny
Huang
11. B IR NG | SN 2000 = = o
XPEC Vice President, Wonder Line
12. F oM T KRB LB = A 2 5 1995 & & =
UserJoy Technology Special Assistant to GM,
Nicole Wang
13. By % BEEEPF EER 2003 # = > > MHEHHL A
Easyfun Entertainment Executive Assistant to Vice
President, Howard Chang
14. ¢ I PR 3EAT 2000 & = =

Chinese Gamer

Associate Vice President
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