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On Violence in Online Games and the Construction

of a Violence Index of Online Game

Zuo Bin'?

Huang Yonglin®

(1. School of Psychology. Central China Normal University, Wuhan 430079 ;

2. National Research Center of Cultural Industries, Central China Normal University, Wuhan, 430079)

Abstract ; Violence in online games and its impact on youth, society and culture, have

become an ever increasingly focused social issue. The paper proposes that violence in

online games originated from views of violence in the mind of game-designers; and

despite the objectivity of violence in online games, it nonetheless violates fundamental

human values and rules of conduct, and exerts negative influences on players and

society. Thus, on the basis of the conceptual recognition and field investigations and

interviews, a violence assessment system consisting of value orientation in the themes of

online games , game rules and potential harms presented in the games is developed to

index the violence level of the online games. This index could provide means for

governmental agency to regulate online games and to launch proper guidance and

educational program for the consumers.

Key words : online games; views of violence; violence index; value orientation; online

game rules
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