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ABSTRACT

This study examined the themes and methodologies of 89 game studies published in
the fields of media studies, youth studies, and psychology. Youth studies and psychology
have mainly covered the theme of game addiction and negative effects. Game research in
media studies have covered game use and experience, effects, addiction, regulation, game
production, game space, discourse, governmental mechanism, game play as labour, etc.
Game research in the fields of youth studies and psychology have mainly relied on
surveys and experimental design. Game research in media studies included survey,
experimental design, in—depth interviews, participatory observation, data crawling, etc.
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