
Fragile gameplay - Yang

This work is licensed under a Creative Commons Attribution-NonCommercial-NoDerivatives 4.0 International License.

Battlefield 4 : 

Fragile gameplay: A case study about engagements with 
Battlefield 4 in China

Siyu Yang
Graduate School of Core Ethics and Frontier Sciences, Ritsumeikan University, gr0330sk@ed.ritsumei.ac.jp

Abstract

This paper discusses China's governmental restriction of the 2013 war video game Battlefield 4 published by 
Electronic Arts, and Chinese game players’ responses to the restriction. Chinese government temporarily 
prohibited not the sale of the game itself, but all activities pertaining to the game, including sharing information 
and building players' communities due to the game's 'smear' depiction of China's national image. To purchase 
and play it outside the restriction, Chinese game players coped with non-technological ways: playing and discuss 
about the game under aliases, as well as the use of online game platform. Eventually, the case of Battlefield 4 
developed an offense-defense relationship between the governmental restriction of the Chinese mainland and 
players' countermeasures in the players' community. This article analyzes the case by examine the cases both 
within the game itself and its Chinese player community and compare to similar cases in Animal Crossing: New 
Horizon. The analysis shows how players' communities are repeatedly destroyed and re-built by countercharges 
by government and players, and how players struggled to protect this newly born communities by giving it 
flexibility to avoid censorship. In conclusion, the research suggests a new form of relationship that game players 
create with non-players outside, especially regulations, in their game community.
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