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Abstract

The period from the 1990s to the beginning of 21st century was a curious case
for the Chinese games industry: during that time, China began to import a large
number of foreign games; the underground market for various game consoles
was booming; the domestic single-player PC games sector gradually expanded,
which include many now classics, and was not yet crushed by the online games
industry; although the games industry has not yet reach its heyday in terms of
revenue, there were many developers, players, and even critics in the crevices
of the mainstream society. As the local games industry developed towards the
eventual domination of online games, the criticality and creativity emerged in
the aforementioned era were gradually submerged by tides of history. Taking
the example of the magazine Game Criticism, which was originally published
in 2000, this paper traces the connections between video game criticism and
the games culture of that era. However, this paper does not aim at a historical
narrative, but rather excavate a certain theoretical confidence ahead of its time
from the diverse writings on video games in Game Criticism: instead of being
constrained by a set of established standards—such as graphics, sound, and so

forth—and, instead of writing commentaries with the mentality of introducing

advanced theories/texts/technologies to a developing society, Game Criticisn
produced new writings, experimental at multiple levels, drawing from the indus-
try, technologies, everyday life, gameplay experiences and texts. Revisiting
these magazine writings is not only for writing games history in general, bu

more specifically documenting an intellectual history in thinking video games.
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