i %ﬁ.ﬂ %%Iif ';!’. Theoretical Studies in Literature

Theoretical Studies in Literature and Art and Art
Volume 43 | Number 1 Article 3
March 2023

The Double Labyrinth of Concept = A Study of Video Games
within the Framework of Metaverse

Chao Guo

Xiwen Geng

Follow this and additional works at: https://tsla.researchcommons.org/journal

Recommended Citation

Guo, Chao, and Xiwen Geng. 2023. "The Double Labyrinth of Concept = A Study of Video Games within
the Framework of Metaverse." Theoretical Studies in Literature and Art 43, (1): pp.12-20.
https://tsla.researchcommons.org/journal/vol43/iss1/3

This Research Article is brought to you for free and open access by Theoretical Studies in Literature and Art. It has
been accepted for inclusion by an authorized editor of Theoretical Studies in Literature and Art.


https://tsla.researchcommons.org/journal
https://tsla.researchcommons.org/journal
https://tsla.researchcommons.org/journal/vol43
https://tsla.researchcommons.org/journal/vol43/iss1
https://tsla.researchcommons.org/journal/vol43/iss1/3
https://tsla.researchcommons.org/journal?utm_source=tsla.researchcommons.org%2Fjournal%2Fvol43%2Fiss1%2F3&utm_medium=PDF&utm_campaign=PDFCoverPages
https://tsla.researchcommons.org/journal/vol43/iss1/3?utm_source=tsla.researchcommons.org%2Fjournal%2Fvol43%2Fiss1%2F3&utm_medium=PDF&utm_campaign=PDFCoverPages

The Double Labyrinth of Concept = A Study of Video Games within the
Framework of Metaverse

This research article is available in Theoretical Studies in Literature and Art: https://tsla.researchcommons.org/
journal/vol43/iss1/3


https://tsla.researchcommons.org/journal/vol43/iss1/3
https://tsla.researchcommons.org/journal/vol43/iss1/3

TTFHEEERAB XX

A8 BF X

l~

MESHNEERE

#H E.TF % (metaverse) $9HEA T 1992 4 KB, 2 2% A5 T 2021 HF B #4%.“ B F” (Facebook ) Fo ¥ A /&
% (Roblox) & sF L 69 IR F m Ak “ EH A", BAMBKMGREAAE (MR)FFH R B8 EMIE” (VR B A HY i
HARK ,HER( AL AL TFHR) GRARFTET AR ZIAFFH P A mRANTE REE, KR F, L7
(meta-) BP“ABA” | “F 5" (verse/universe) M| A nt1a]  ZH G ELS, AXLBAFHEREIAIRL THEBMET I LTHF
IR AR e de M, FEAR A IRIR A HERAEAAL T GO A —F @, AR A 3R R sk AR A
AU Fo it AT S gt 2B A AT HOARMM G — 5 @, R REFR T IR E R R
FHOFATE AR RE", Bk, AT HFHHERL, N IR A ARERGHAR S, HEROLTHFSEZIANA
) AR AR 8 K 25 M R R AR 2 BT ARG AL S T T S EAN R B S A A ]

(@R ATE; AM; sE; 2N 8K Il

EEBN 8, T2, PLXFPEETLFRARE) I, T2NFHIMERE KX EFHFR, ©-FIRH
guoch28@ mail. sysu. edu. cn, KA L, P LUKFFEHESTLFA(RE) AL, TEBRNEFBRALHR., x@%ﬂbfiyra-gengxw
@ mail2. sysu. edu. cn, BRMHE: R ERETERERFHR2 TP LRFHRERR FPEEST IFEA(KE),519082,

Title: The Double Labyrinth of Concept: A Study of Video Games within the Framework of Metaverse

Abstract: The concept of metaverse was raised in 1992 by Neal Stephenson and was rediscovered in 2021 due to the appropriation
of Microsoft, Roblox and Facebook. As Microsoft’'s MR and Roblox’s VR are related to video games, it is only natural that games
(‘especially video games) are brought into scholarly discourse as a potential means to the advent of metaverse in the Cyber Age.

t)

As “meta-" etymologically refers to “beyond” and “verse/universe” consists of the dimensions of time and space, we define
metaverse as a matrix of space-time beyond the logic of the real universe and examine the potential of video games as metaverse on
this basis. “Ludo” suggests that the internal time of video game is static and can be infinitely divided, leading to a possibility
beyond linear clock time. However, the narrativity of game is framed within human perception and digital program. As a result,
immersive experiences only construct a set of “virtual monument” which remains derivative of or subordinate to the real universe.
Therefore, narrativity makes video games a performative field that reflects the micro-powers of modern culture. Metaverse should
manifest the subjectivity of individual and resist the control of cultural industry through the de-structuring potential of video
games.
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FIOC) B2 51 B ECR - 22 5 S I ( Marshall
McLuhan) (35855 , FR B R 09 A2 T T4
Z N (discarnate man) (55| H3ECF 18), U
R BR” R A AT BUA Y SE I, & e T Ui
DTS ) T AR A X T B 1 R AT (HFL
RS AN T 3B T Bt KT T E O B B B R
(embodied Internet) ( Zuckerberg) , F4% H 7 “ ie
57 (Facebook ) Bk 4t 1 4y “ 767 (Meta ) HU& HE
BB, AT B B B Ry a4y,
H TR A8 A B LS A i B LRz
N B AR B i) AVE R T 2B W BT AR SCAE T
MV ABE S 38 (appropriation ) iy JTF | " Al K Y
“Wexk k" (gamification) fEHL, “ Ak 45 1) 2
A7 IR AL ] AR A AR 0 B, B Al o
PEANBUR AN B HAR” (255 174) ——HEXS Y
BIFARZ N0 500 S 0 A TS . S
BT (Mark Poster ) BB I HA X & 1y 47
TR HTATRE” , PR (56 R v A B S Rk 25
FREPE” (83) o SRTM, WR T T il R IF 4’ T
PR HE S R4 5B 0B 2, kAl 98 3 1) R AR
S XK B EGUL” IR A R
R B SR . 28 W BEAS (Y SCAE Tl
e ARAS TS N 0L, NS0T T - G R AR
Jl—OEAL™ 1 W 248 ™ T T i X B B i, A S
W R E R (JUK 124—125) , foiltn
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Bz 7)) %< 55 S R RK” B TE A W) % 7R 25 3
Ak GEAKG Bl Y U AT HE B ] 5% ) (R
FREEIT" ) SR UiE xR AL 1 SCAb/ G AE B2 A (A
HEAUSE S A T H) 5 i X 18 SR 1 SCb/ RAE
ARG A T LA L B 5O G B A2
IR 27,

NSRRI T R 15 Z g =, ikt
FHER L T IR #1287 5 Mok 45,78
JE At -+ 1EH (Guy Debord ) JRBEAE A S , B
T Ay FEE A S Ak P 1 1 AR Tk (7 ,14)
Wekil - #97%E B Y ( Jean Baudrillard ) & F7 48 R
3 JE SR B KT AR AU — AR, AR
XL A T AN FEESL” T AL A A
PR R 22100 T B e, S LRI TR AR BT 4 A
(12—14) . 452, R R P i
TN BRT K, Wt B A BT T i i
T AN SO RS o G i R Y )
B S S R R T S B I
A 015 DU B B J 1 XU < 4R 5 T8 i o S AR
FLALER e, AR S AR S TR, 4l
el T 3 B 19387 (Baudrillard 6)

Ty —J7 T, FH B B T U Rk ) 23 4
FG WERVE IO 1« 457 8 & T H
WAk Z o, W LACIR ML) (Minecrafi)
R V& (sandbox ) JE Xk, ® (I T U7 U 4 i
HAHEZR LGN 1 NS AU (3ESCRR 39) , X P
FRTER T UL R Ay it 3k AR T AR ufE B
(PR 55) — k(IR A M5, &
B ek A BRI T B JC B 4 HE S 5 AE
TS B 245 g o Bl S s TR BN o HL s, (R
FEVEAET 9—10 /A B “ B A H
JE T AR AU R AR i D Uik R
BT H ML RS A SO E S AL
SR, IXRREAG Y Ab Kb R L, oAb S 7
(GESCHR ) i A Ay 2 i xR e 230 T 3
B2 o A U, WERR N 6 B
A BB AR A5 U AR e sl AN o T
F” ORI I 5 BIGE OC) W Rg ik 2 B L. Ik
WA - R0 (James P. Carse) §5 Hi 1, “ 47 FR
TR AT A H A, 1 TG B ik DL SE 22 i 66k B
197 (3) ,“ A3 FRIIFRSZ SN A , 1 e PRI RK 32 N
e (8) , NAEWIE—17 " TR . Lk,
PUBSTE 2 Sl s o a/=] T NN [ B

.18 -

AUNEAT Y, -2 i Xk W T o5 B 1Y
PHERRLIEAT I o 3K A SR AL AR 1 JCBR i X
e ARAT TR T A =S 18] 3R AT T
/3 (7 XK ) T 5 A8 9 7, o {6t 9 XK i e B
SEAL )G TS T0 T 1 AV

BATT 2, B AN I I Wi XA D o0 T
IR R, —H A 2R EMEE T T
H AR 5T, W BICHC ) A flOM ARt R 2 ™
BARAL 2 AU 56 28, AT VA SH BRI BEOC 576 13k
WRAARTTRIAR A TR RE . WRIA N I XA A 54X
S I PR TR PE A (A A BT
AR I 2 37 X 0 O 2 (] A A
JRT I 5 S 2, Q0 SR i 0 v ek i) A0 2 ) AL A
JEIIE JO BRI )™ 0 45 14 785 e LA B B S i B
(V32 17 12 58 A1 28 W7 B AR 19 SCAL Tl i 0k 7 R 5
BCTHH A

% &

TECIERE AL AL By N 1 T3 B, Pl A N
BB 5E 38 B E A SO — R, X 2
FATHI AR " (This is not just a story, this is our
future. ) 2585 - BRFHEIG 7 CREX A ) IR
Ll H SO TR W 3K rp A Ry it e 2E &
JeE AR 1" (1) Atk Sy, “ Xk ” (5 H 3 in
B ) e A SR R AR, AR SO B AR
THBECE 2, Pk R R B H 2 B
N Y NN AP S ey a S e S I Ne <o)
R ST B AN A A7 59 B 22 [ R A AR DL B, X
WAl XA AL T T AR B, o R T
“meta-" FIRE BB , RIVES BRI SC T ) I S 2
RZES Wt Tw By I E, WXk my ik
PE R AR R R IF IR SR, — Ty,
R S EL A T AR PR ] SR A T
PR I ] A T 1], WA O S — 1R g 2 T
PE BRAEE 25 3 S PR R ) 29 4 T R < R
J3—J5 L, BRI T U TR A
Lo (5 /i top 15 W 2 R RS N 60 A 7 Y Y B 6|
B2l NSNS EE 7S 3 | 5 7 A -5 (O
PE” &R — RKE O R A0 AL 7, Jork
AEIARHE 2 Y TEOWA Ty, TR0 5 1 I 25 48 35 1)
BRI M 2 T8 FA R A e KR . A L,
ZEWTGEA Y S T 9B AT, 185 T On T
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RT3 A % T RE AR R) SCAR A, DA TN K RS & k7R
Pebpst, NI, WP xk 2 o0 i 8 ) i Tk N 2 0F
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PR B I 25 AR B A2 BRI ROA Ty 6
FRBUPEAN AL 74

E%% [ Notes]
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