DOI: 10.14100/j.cnki.65-1039/g4.20241118.001 B E &RI[E]: 2024-11-19 10:38:42

IR AR (PrAAE SR ERR)

Journal of Xinjiang Normal University ( Philosophy and Social Sciences )

B AL https://link cnki.net/urlid/65.1039.G4.20241118.1040.002

46 530 20254F 5 H
Vol.46 No.3 May.2025

AR s el " ESHENFRNEREE"  TFESHSTETHR(T)

R IEHFARAE - IR ST Il #1222k
AR S A T4k

WEP AR F AR

CAESCOIm G R B R # e, dbat 100875)

m E:

R HERAC R B TG ah s A A, VAR RAR . SRAREE . AREAGMEAZWA LR, A

HREHR A EME AR R, AR R TR, YA A ERGIRE, REFREN L2 IA

DI A KRG, Bp A ams

ARTE, AR T FAARERKT & &L LM as . REHRA

3 RIENIT AT & I B, RSN TR PR A2 F B A REA A ST
B, AR, REBRMHEDHLEXZSAAANGEE, REMROMERE S AL Z5G BARBI, A
KX 2R RIS RS A ERORIE, TR A M HCT U BARAL PN AR, B
AL T SR RIS G AL B, AR B R E AL, AL IRBE A A 6 AR A TR R A T Ak

KERIA . B BT A LFF; DAO
XEHS: 1005-9245 (2025) 00-0000-08

FESES: G206 XTERARIRAD: A

2021 4, JUFHI (Metaverse ) &8 %S i,
WA BT T S BRI OB Y, B SRR R
BN RG, EWARLCRSHSEEMNERE .
TETCTFH RS B AR T, A B dR 5 i
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(@ J.Huizinga.Homo ludens:a study of the play-element in culture,, Boston: The Beacon Press, 1950 : 13.
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HIPLEHIE 1 5 B R e

TERA R AR T P S, =0 “TEdR
AR B P A T 2 ARk s @, i
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(D DXKelley.The art of reasoning, New York: W.W.Norton & Company, 1988 : 50.

@ AT (L FHRAIFIL 5 TRANANLE), (L AR ), 201855 114 .

@ AT 2B F: (HERARTEAR), Lif: FLRTERF BRAL, 202050, F 127 .

@ HEY | FH (BRI AR TR 2 R X)), (FAAF KK ), 201855 14,

®O® HEW . HEN  (RAERE HERAEX GBS — B AEBRR” 0 H-2iE ), (RFFF)), 2018 F
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@ M. J.Koepp,R. N.Gunn, A. D.Lawrence, et al.Evidence for striatal dopamine release during a video game, Nature,

(6682 ), 1998 : 266-268.

® ZAH: (AP ALRZRHIAA ), LT P T B RRAE, 202080, 8T .
(©® A.K.Przybylski,C.S.Rigby,R.M. Ryan. A motivational model of video game engagement, Review of general

psychology, 2010 : 154-166.

) [£1L - F A ST T4 CERARY ), Bt | Tuefhid, . o AR AR, 201450, % 13-16 T,
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(@ K.Gil,J.Rhim, T.Ha,et al. AR petite theater:augmented reality storybook for supporting children’s empathy

behavior, IEEE International Symposium on Mixed and Augmented Reality-Media, Art, Social Science, Humanities

and Design (ISMAR-MASH'D ), 2014 : 13-20.

® E.Gordon, E.Manosevitch. Augmented deliberation: merging physical and virtual interaction to engage communities

in urban planning, New Media & Society, 2011 : 75-95.

@ T.H.Jung,M.C.tom Dieck. Augmented reality, virtual reality and 3D printing for the co-creation of value for the

visitor experience at cultural heritage places,Journal of Place Management and Development, 2017 : 140-151.

(® S.Deterding. Gamification in management:between choice architecture and humanistic Design,Journal of

Management Inquiry, 2019 : 131-136.
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. WA A RRAE YR AR 55 0C REE AL R, a0
] 1 i PRSI (40, Pokemon GO ) fE#EITHK
BRI TRRI LA G55t 47 © . Hehh, R
A B TIRALIR G R (filtn, ETRRE%) Y,

B R A B SRR, IS H

W s . B SR R 23 (8] 1 22 ] 1
(In-between ), B&[E 2% B 7K PU/R4E Bl (Roger
Silverstone ) fE B AL BRI HEAE G A R s 510
ERALR R, X—id B S BURST AR, [F
RIT R S5 © 0 WA EBE IR, WE
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(D R.Caillois.Man, play, and games, University of Illinois Press, 2001 : 9-10.
@ Fhmets | Fokk | FRA (R AFONEMLET ), (FMTk), 20225558 .
(® K.Vella,D.Johnson, V. W. S.Cheng.et al. A sense of belonging: Pokemon GO and social connectedness, Games and

Culture, 2019 : 583-603.

(® B.Wang,L.Taylor,Q.Sun. Families that play together stay together:investigating family bonding through video

games, New Media & Society, 2018 : 4074-4094.

® EZHRA (BAEEA TN WA Hdy: A BEE BT ), (FHE5EEMIT), 201855 50,
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Wia, ATZ#HE T IR E AL (Deep
Gamification ) J& I RAL AT 2, BT (G.Iwan )
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FUIEN IS SRR
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WEBIIREE , S 5 S AR ] M B
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(1 H R MRS, W AR bR PR 3R AR R 2
U

TEF SN TR, AT A
0 LAY R PR, A B T AR TR
BT R, VR B A B T IR A (1 T
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(D Andrzej Marczewski.Thin Layer vs Deep Level Gamification, https://www.gamified.uk/2013/12/23/thin-layer-vs-

deep-level-gamification/.

@ I.Gurjanow,M.Oliveira,J.Zender, et al. Shallow and deep gamification in mathematics trails, In Games and Learning
Alliance: 7th International Conference, GALA 2018, Palermo, Italy, December 5-7, 2018, Proceedings 7 ( pp. 364-

374 ), Springer International Publishing.

(® P. A.Santos. Deep gamification of a university course.In Conference Proceedings SciTecIN ( Vol. 15 ), Melville,NY,

USA: AIP.

(®) H.Sébke,J.Londong. Towards integration of deep gamification into formal educational settings,In European

Conference on e-Learning, Academic Conferences International Limited, 2019 : 519-XVII.
(® J.Huizinga, Homo Ludens. Hamburg: Rowohlt, 1956 : 236.
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Uife X Ie 28 F1AlE B 8 ff 4. ( Non-player Charac-
ter, NPC) JEREEIEARAAT S R, 1
DA TR B3 AT ST — MRl B, THk
Wesh i fs BA—Bh NPCY. AN, R4 X 11
NPC H 25 T BE P & PP R, IR B E h
NPC At F 2 &R 7 5 OF R ORI ESE, H
IS B IO R 5 s A FERUAT 55, A L),
MR GEMAESF IR E “H A L,

TE R B A AL AL 23 3 10, ORLAL S 40k
BRI HE N TR IR 5t 2 . i
e NPC 7EAE N TR BESFHOAR Y INRE T A Be
FHYREREBN B, TEIEXNALAY A7 5 31 A 5T T
MEZIRRET), MBI R I —JC it 2
S, AN, Wtk BraiE i e A tE ST S
NPC #4758 H., fEX R Bl AR 1k
SRR A T LA AL, J A 8 AP
F, B AE B NPC 3% 42 75 8o W] i HoAt B 2008 i
BUHRNGIESCFR M2 o i TR B i AR Y B 2 S B
AMRBERE ST R H B, A ARG . &5F
S50 RAKY

2.DAO M X P o Lita, HAMEE X A
Liata 250 A RAN

VR WA (2 E T R 5 R IIE IR, #
IR B AR 23 NPROCZ A I AL . 72Tl
SCHIIAR, AR LAFT T AA 1Y i RO U At 23 3
a7, R T DT T R EAERR, EAA]
ISR AAT BN FE 0 o IR EE AR AL LA A2
WY SR ANTAGT RS, IS
B S TR BAL A rh XAt 23 I R OC R S BB 3
BER, o e P IR T AR 2285 5 R AL
KRR,

e B i A AL 2, A 20 B S
( Decentralized Autonomous Organization, DAO ) £
IR RE LS F AN (B AR 22, AT B AG T
SRR HEATE 0 BN, LAk A g3

O B (HFASTHREAESFRAKIL), (PEARKXFEFIR), 20225534,
@ wEY | S (FTEARG X R BRARAERARWRE G KAL), (BRXFFR (FFALHFR)),

2023 5% 54 .

@ A | HE : (DAOKA : IE3h R kAL H R AABMH AN, (IR ERFFR (B Fibofs

B)), 20255 1 40 .
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