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Abstract: Digital games are a combination of factors of traditional arts,games and information technalagy in b E-mail Alert

specific historical conditions. After the development of more than half century,it has become an important part of » psSs

culture industry,and provides theoretical researchers with many new research subjects.In recent years,experts
in western country have analyzed digital games from their history,external relations and internal categories,and

the thearetical achievements are warthy of being taken adwantage of, P RRE
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