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Abstract The emergence and dissemination of ciu4jyu5 (trendy expression) are particularly
manifested in the discourses of the younger generation. This study applies Conceptual Metaphor
(Lakoff and Johnson, 1980; Lakoff, 1993) as the theoretical framework for analyzing the cognitive
linguistic use of ciudjyuS. The notions of Digital Natives and Digital Immigrants (Prensky, 2001;
Palfrey and Gasser, 2008) are taken as the basis for describing and explaining the social
technological background of Hong Kong youngsters. Digital Natives, individuals who were born
and grown up in the information age where personal computers, internet access, animation and
video-gaming are daily life experiences, tend to use ciudjyu5 frequently, ad libitum, and in an
innovative and prevailing fashion relative to the Digital Immigrants, individuals who were not
born into the digital era but adopted many aspects of the technology. Besides the knowledge and
skill in using the technologies, the competence in using and interpreting particular sets of ciudjyu5
has been found obviously different between the two populations. This has shed lights on the
cognitive linguistic account of ciudjyuS in terms of the shared technological common ground
among the younger generation. This paper focuses on the cognitive linguistic aspect of the
Gaming domain lexicon in ciudjyuS. Analysis is based on online blog text collected from a
popular Hong Kong blog site Xanga. A conceptual metaphor SOCIAL COMPETITION IS
GAMING is identified through structural ontological mapping between the domains.

Keywords ciuSjyuS, Conceptual Metaphor, Domain Mapping, Digital Natives, Digital
Immigrants

1. Synchronic characteristics of Ciudjyus
The term Ciudjyu5, literally translated as trendy expressions, has recently become very popular
and received much discussion. Ciudjyus$ is slang with specific synchronic characteristics. It has a
popular and prevailing status which distinguishes it from general slang. It is first used by a
particular group of people, typically youngster, and gradually disseminated throughout the
community by language spread. Neologism, trendiness, popularity are the overt features of
CiudjyuS. Ciudjyu5 are coined by the younger generations while adopted by the older generations.
These features can be further explained in terms of three synchronic aspects: (1) The time of the
coinage of the expressions, e.g. sandkapl, oulzeoi2 (2) The time of incorporating new meaning to
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an existing word, e.g. cim4seoi2, dik6éhon6 (3) The time of the expression being disseminated
throughout the community, extending its usage from small group communication to everyday
language. One or more of these synchronic aspects make an expression a Ciudjyu5. In reverse, a
CiudjyuS may gradually lose those crucial features through time and falls to the category of
general slang or “old Ciudjyu5”. Pang (2008) has enumerated a list of 120 Ciu4jyu5 and Tang, in
this volume, has further categorized around 100 of them as “old CiuSjyu5”.

2, The Core Speaker of CiudJyu5
It is well acknowledged that individuals in the younger generation are the core speakers of
Ciudjyu5. To understand the cognitive linguistic feature of Ciudjyus, it is important to seek for an
appropriate description in order to understand the background of the younger generation.

Several literatures have been recently published explaining different generations in Hong
Kong for instances Chen (2005), Han and Zou (2006) and Lii (2007). Lii has categorized four
generations in Hong Kong. Individuals within the 4th generation, who were born from 1976-1990,
are the core speakers of Ciu4jyuS. They have grown up in a materially abundant environment, yet
at the same time, they were concretely indoctrinated with the idea of competition as Lii pointed
out that

AN BEFPR(REF)RRCHBERAS TGN EHEET

zoi6[in] siu2hok6[primary school] zunglhoké[secondary school] (waaké[or]
gang3zou2[earlier]) gaaildyun6[stage] ji3[already|ASPECT] hoilci2[begin] jiu3[need]
keong4litédik 1[intensively] batldyun6dik1[continuously] zonglbei6[equip]

zi6gei2[oneself].
“[the 4th generation] have to equip themselves intensively and continuously since primary
or secondary school (or earlier).” Lii (2007:61)

From a social technological perspective, the term Digital Native is most appropriate for
describing the core speaker of Ciu4jyuS in Hong Kong. Digital Native refer to those “who have
access to networked digital technologies and strong computer skills and knowledge.” Palfrey and
Gasser (2008:346). The notion complements Lii’s 4th generation by including individuals who
were born after 1990 and are undeniably considered as the major speakers and spreaders of
Ciu4jyus in Hong Kong. The term Digital Native was coined in Prensky’s (2001) “Digital Natives,
Digital Immigrants”. Digital Natives grow up with the new technology and spend their lives
surrounded by and using computers, videogames, digital music players, cell phones, tools and toys
of the digital age. Digital Immigrants, the relative term of Digital Natives, refer to the population
who was not born into the digital age but fascinated and adopted many or most aspects of the new
technology. Digital Immigrants are in general not the native speakers of CiudjyuS. They learn to
use Ciudjyu5 with adaptability challenges. The relations of technology and Ciudjyu is also
manifested at the platforms of the spread - Computer-mediated Communication (CMC), such as,
weblogs, instant message applications, online forums, and social network service (SNS) websites.

3. Ciudjyu5 — the Language of the Digital Natives
Regarding the digital era as the time point of the emergence of contemporary Ciudjyus, it is
unsurprised to note that a number of Ciu4jyus are closely related to the life of the Digital Natives,
and are widely acknowledged in the internet CMC. The digital era has played an important role to
both the emergence and spread of many Ciudjyu5 favouring CiudjyuS as the language of the
Digital Natives.
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The feasibility of the spread of an expression highly depends on acceptability, which in turn
depends on the shared experience. The digital experience permeating every aspects of life has
created a strong conceptual backbone and communication platform facilitating the acceptance of
Ciudjyu5. The World-Wide Web accelerates the spread in an instant and network-based manner.
More importantly, the Web itself is an informal and “prescriptivism-ignoring” language
environment which has reinforced the acceptance and spread. Digital Natives, who possesses this
digital experience, acquire Ciudjyu5 under a natural and effortless circumstance. The Digital
Immigrants, on the other hand, adopt Ciudjyu5, endeavor to adapt oneself to its usage.

4. The Digital Lexicon in CiudjyuS

Most linguistic studies related to Ciu4jyu5 have been focused on morphology or grammar based
on formal linguistic. This study takes a different approach and addresses the cognitive linguistic
features of Ciud4jyu5 in the Gaming domain by applying Conceptual Metaphor (Lakoff &
Johnson1980, Lakoff 1993) as the theoretical framework.

The term Digital Lexicon is used here to refer to Ciudjyu5 related to or originated from the
digital domain. The lexis is then further classified into three subclass domains as shown in table 1
to 3.

The Digital Lexicon
Table 1. Forum and SNS Domain Lexicon
Forum and Social Network Service (SNS)

+ b sap6bukl 3 X teoilman2

# K cimdseoi2 %L faudseong5
% fanlsanl e paadman2

P hR sai2baan2 # 7K gyun3seoi2
77 2% saalfaat3 .88 dei6zinl
R £ baan2zyu2 #FE baan2dang3
#x laudzyu2 38 ¥ taandzyu2
# E laudsoengb # T laudhaa6

4 taal AHK jandjiu2
Jepost aaklpoul Bpost gaaulpoul

Table 2. Animation and Comics Domain Lexicon
Animation and Comics

OvH oulzeoi2 B+ dik6hon6

=k saamlgaan3 % & din6eel

fpE M jyubzaak6zuk6 F £ % din6celnaamd
% % zaak6naam4 £ 4 zaakéneoi3

Table 3. Gaming Domain Lexicon
Gaming Domain

J& #% watlgeil #2454 ciulbitl

A4 sandkapl 3round joeng6waangl
ftHle singllel #H tiulgeil

¥ 3k daanltiul s #% 4% bitlsaat3gei6
F##% miuSsaat3 3T K# daa2daai6lou2
KO keiloul Game Over gemloulfaad
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This study particularly focuses on the Gaming Ciu4jyuS. In the digital era, Gaming (in the
sense of video-gaming) is no longer restricted to entertainment at game arcades but 24/7 at home,
where personal computer, video (portable) game players or television in bedrooms are common
daily life experience of the 4th generation. Yet, Gaming is indeed not specific to Digital Natives.
In Hong Kong, many early Digital Immigrants do have experience of Gaming in their childhood.
In fact, many Gaming terms, for example JiE #%(watlgeil[suppress][machine], suppress the
opponent) and Pki#(tiulgeil [challenge][machine], provoke a challenge), were coined in the late
80s by the early Digital Immigrants when gaming was mainly a game arcade entertainment.
Digital Natives, however, relative to the Digital Immigrants, have a more solid interaction and
wider shared common ground in Gaming by virtue of their well-off materialized environment.
This assures the prevailing status of Gaming Ciu4jyuS among the Digital Natives. The Gaming
terms has been “evolved” as a Ciudjyu5 alongside to the vast dissemination and intensive use by
the Digital Natives, (cf. the third synchronic aspect of Ciu4jyu in section one). It is also interesting
to find out that most of the Gaming Ciu4jyuS are slang originated from fighting games, providing
a metaphorical potential for rendering and construing a win-lose discourse.

The use of Gaming terms by Digital Natives is conceptually different from that of Digital
Immigrants. At the time of coinage of the Gaming words, they are domain-specific slang. Digital

Immigrants used these slang when elaborating experience and scenarios restricted to video gaming.

Digital Natives whereas have granted the slang a new meaning potential via Conceptual Metaphor,
turning the slang into Ciudjyu5 which are used in their everyday life discourse.

The new generation utilizes the analogy deduced by the Gaming Ciu4jyu$ to explicate their
everyday life experience under their indoctrinated ideology of competition. This also explains why
most Gaming CiudjyuS are originated from fighting games. The battle-oriented terms are very
appropriate for mapping with the competition ontology and can be used metaphorically to
elaborate their everyday life competition. Recognition of the metaphor is effortlessly obtained by
the 4th generation, the Digital Natives.

5. Conceptual Metaphor

Lakoff and Johnson’s conceptual metaphor offers a cognitive linguistic-based theoretical
framework for accounting the covert use of language. This theoretical apparatus has also been
widely used in text linguistics and critical discourse analysis particularly in the study of style and
ideology. Conceptual metaphor explains the use of expression across knowledge domains where a
structural or ontological mapping is covertly and unconsciously embedded. Sometimes, the
metaphor is a part of or a subclass of another wider metaphoric model which is described as
hierarchically inheritance (Lakoff 1994). The two key concepts in conceptual metaphor are source
domain and target domain. Source domain is the domain ontology where linguistic expressions are
drawn from. Word knowledge and World knowledge from source domain are ontologically
mapped with the target domain. While source domain is concrete and have a distributive common
ground among the language users, the target domain concerns abstract idea and is construed by
expressions drawn from the source domain. The following examples demonstrate the well-known
conceptual metaphor TIME IS MONEY:

5 4T ok B ol 183K K48
m4hou2saailsi4gaan3 haanlfaanlloeng3laplzungl
Do not waste the time Have saved two hours

16 = 5 W R AR E4F 1+ % &F R A
faalsaam1nin4si4gaan3doulziké6dak1 zung6jau5sidgaan3zingb

It is worth spending 3 years There is time left
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EFARRTHREMAES L #h £ H1EsE
mé4hou2zoi3taudzilsidgaan3hai2keoi3dsanlsoeng6 sitbzo2loeng3go3zungl
Do not invest time on him Have lost two hours

There are instances that conceptual metaphor is language (and culture) specific. For example,
Adhrens et all, 2004 suggested the LOVE IS PLANT conceptual metaphor in Chinese with the
following examples:

HHeH F EW B
ngoSdeoi3taaldik10i3ji3zim6zim6zil zoeng?2

My love to her is gradually growing

WA EEREA B HYF
loeng3janddik10i3miudjeoidgan6coidgong 1 mangdngad
Their seedling of love sprouts recently

EREZF G
oi3cingdseoiljiu3sanlkanddik1gyun3koil

Love demands arduous watering

The abstract target domain LOVE is construed through the concrete target domain PLANT,
where the concept LOVE is conceived as a growing object. LOVE begins as a seedling, requires
caring as if watering; flowering and fruiting are aligned with good ending of love.

Conceptual metaphor is applied to account on the wide use of Gaming Ciudjyus. A
conceptual metaphor SOCIAL COMPETITION IS GAMING is identified. The concept
COMPETITION abounds in the ideology of the younger generation and gaming has concurrently
become a shared common experience of the Digital Natives. Extending beyond general
competition for example sport games, the younger generation tends to explicate a wider range of
social interactions as competition such as examination and school life. Participant roles in their
discourse are construed as winner and loser while actions are suppressing or suppressed by one
another. Gaming Ciudjyu5 occurs frequently in discourse narrating these kinds of social
experience.

“The essence of metaphor is understanding and experiencing one kind of thing in terms of
another.”(Lakoff and Johnson, 1980, p.5). The popularity of Gaming in the digital era confirms its
familiarity to the younger generation which consents GAMING as concrete source domain
knowledge of them. The abstract target domain, SOCIAL COMPETITION, which involves the
use of competition in construing youngster’s life, is lexically and grammatically realized by using
expressions drawn from the concrete domain.

Figure 1 below depicts the ontological alignment of the concept entity of the two domains
where CiudjyuS are bolded. Gaming Ciudjyu5 are concentrated in the column of concept
interrelations in the mappings. Linguistically, they are mainly verbs or predicates. If dominancy
occurs in the domain concepts, the use of Ciudjyu5 may be simply a rhetorical use as in the
distinction between conceptual metaphors and metaphorical linguistic expressions. The majority
occurrence in verb highlights the conceptual metaphorical use. Functioning as interrelations
among domain concept entities instead of denotations of the entities, CiudjyuS offer a high
metaphoric potential in domain alignment between the abstract and concrete domain.
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Source Domain Knowledge

Target Domain Knowledge

SOCIAL COMPETITION GAMING

Domain Concepts Concept Interrelations Domain Concepts

(ae / #3%) B () (BT HE ) TRRA
JRE / #A (%) # M / #& /Round
M/ sz i (round) P
Br /B T (R 1 B Bh | ax
BBy # (le) &5x{a / EXP
f£h / RR B (%) Level
%R #) ®& eI | ARl
S KO e A
A/ mK game over @Bﬁﬁfwﬁﬁ /

Figure 1. Ontological mappings of source domain and target domain knowledge.

6. Instantiation of conceptual metaphor in Gaming Ciudjyus
This session demonstrates the instances of using Gaming Ciudjyu5 to construe daily life
experiences of the younger generation. Examples are extracts of online blog contents collected
from www.Xanga.com, a popular blogging website in Hong Kong. The uses of Gaming Ciudjyu5
are bold and underlined in the following examples.

(1) Qiudf A f44Far, 7T LAnext weekst %X Lab report, I Love you ar~~~~ ©
AEM B ]a, ¥ B LA iR = W E4E R % &4 &y Lab Report »
#7383 % > %4 ¥ i#Round la...ha ha~~~

(2) "BhHREH T ERFAKE,
BARAGARE FBE I w @R & I M AT R =,
WRABAAGRETEFEEERFRAR,
.2 8% & A 1400000°H, F 40 i round

Q) RFERS  UTR-LERA ) LFEABHIIHEELE - #E
b SO 4) FHEEL  HRBRIUMEBERMES LRL

An ontological mapping between competition event and [ | (geil, [machine], game) or
“round” is established through the verbs [5%| (joeng6, [allow], make concession) in example (1),
(2) and[ #k ] (tiul, [provoke], challenge to a duel/match) in (3). The two verbs bridge the target and
source domains, using the Gaming event as the predicate object instead of the actual event. In the
examples, the test, the examination and the debate in the three examples were being conceived as
gaming respectively, which implies there are winner and loser in the event scenario.

4) SREH AR EHM
B % o /) B tenses~~{P #4 £ d notes{#{E~—~
E45BRHITFiBF A haha o~
HETRERA HE T~
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(5) TFHEiE4Rstrain A, LR F — R H hpresent la......
BARAAR R, F @R T AT 5o,

HRAKREERGEL. .
wise3% T 18 A B 46 3 b B — 18 5% 1R B3k,
e A AR ey

In (4) and (5), a job duty or a task is conceptualized as gaming where the opponent is not the
competitor but the event itself. It has to be highlighted that in video Gaming, besides versus other
players, one may game against the computer opponent, i.e. the game itself. This makes video
Gaming a very suitable source domain for the conceptual metaphor.

In many discourses of the younger generation, it is commonly found that the task or the
participating event is conceived as the opponent. In such cognitive context, the frequently used
Ciudjyus predicates are Pki#tiulgeil[challenge][machine] and ¥ #kdaanltiul daanltiul[single]
[challenge]. Pkiftiulgeil[challenge][machine] refers to “taking the initiative to battle against”, as
in (4), the challenge denotes the duty of being a tutor. ¥ $kdaan1tiul[single][challenge] similarly
refers to “taking the initiative to battle against”, supplemented with an emphasis on “the solitarily
in challenging the opponent”, as in (5), the challenge denotes the duty task of doing a presentation
alone.

It is predictable that Gaming Ciudjyu5 is used in discourse related to contest. A contest is by
its nature a competition, i.e. a hierarchically inheritance of conceptual metaphor. In example (5),

(6), (7) below, scenarios such as playing snookers, football and drinking are narrated through the
same conceptual metaphor.

(6) B 8R4 B O A ERBICHAME~

(7) o%ox it A XM AHmE,E5%dYE F A LR RdH %K,
Erod ARk G A E DB T, B RBEMN S FHitla,

8) BREMUBLH AMEIB, B TE L — G Mt~ Ed~ BEKTHE~EHRE
WEE T 5~ BE4B~0TF!? #t s — FHF!1?
#.°5 Bround=h~E 4k R Ar G M o, & — X B4 F —EIMR~

The above three examples demonstrates that concrete contests are being construed as video
gaming metaphorically. Whereas, the scenarios in examples (9)(10)(11) below hold an abstract
competition context. Instead of a setting of a contest, it would be more appropriate to describe the
following events as bullying the weak or challenging the strong.

(9) % _ER&Eng carnival"#Jill+42 42 % F. 147 % 3k
SHob"E XD EARMMEFERAIXDD BMRER R
(10) MBIFREKE—KR > BBR—KR ' ARFEH %K
rydept head R A BILME < FREF
Opinion about today's lucky draw for XXX50
Dear Prof. XXX,
Please allow me to say a few words about today's lucky draw.

(1) F8—FTAmEXE
(LA EREH
HARF B AIM 2K
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HA"RREZBR"+RBAFIRM P HEE TR L
RAEMAAFHE= =

Experience being narrated in these kinds of context often involves an inequality of
competence or social status, as if the knowledge concept “Level” in the Gaming ontology. In such
context of situation, the “taking the initiative” in the sense of Bki#(Tiulgeil[challenge][machine])
is mildly concealed while manifesting a disparity between the powerful (opponent) and weak
(self).
The competitions in the metaphor are often self-determinated by the writer,. In example (9)
and (10), the settings of competition are virtual and the opponents are non-volitional. The
opponent is not competing against the speaker from the opponent’s perspective. In example (11),
although there is an actual activity - hiking, which is mapped as a competition event, it takes a

virtual opponent which is the speaker himself.
In example (4) and (5) previously, a task can be construed as an opponent under the

conceptual metaphor and the task takes the Patient semantic role in the event scenario. Examples
(12)-(14) below show that a task as opponent may also take an Agent semantic role, competing or
even wining over the writer. In (12)-(14), ##(miuSsaat3, [second][kill], kill in a second) and
JE #(watlgeil, [suppress][machine]) denotes that the event task is too difficult to the extent that
the writer, acting the role of Patient, is deeply suppressed and hopeless in winning the competition.
It is also noted that if the Agent is the competition event instead of a participant opponent, the
Gaming Ciudjyu5 predicates are typically realized in passive voice grammatically.

(12) 4B 3 xlistening!!!#& £ T !~~~
(13) SR&ENFRT, &R, 2L,
EARARME R ==
(14) UERH k%R M- -
K [Eh="=

The passive voice in (12)-(14) marked the inanimate competition event playing the semantic

role Agent, an ideology of passivism looms in the narration.
This is especially found in EXAMINATION IS GAMING conceptual metaphor in the

discourse of the younger generation. The use of these Ciudjyu$ shifts the blame and responsibility
on the difficulty of the examination, as if it is a too powerful opponent. In the discourse, the failure
of the writer is construed as led by an unfair great disparity without taking account on the lack of

preparation or effort paid by the writer.
When a task is construed as a competing opponent in the conceptual metaphor, the wining or

conquering Ciudjyu5 predicates are mapped as accomplishment where completion stands for a
victory. In (15) and (16), the Gaming CiudjyuS KO(knock out) and # % (miuSsaat3,

[second][kill], kill in a second), in the context, both refer to accomplishing a task.
In (17), the participation of advanced-level examination is aligned with the Gaming Ciu4jyu$5

¥T Kt (daai6lou2, [hit][big][boss], fight against the big boss) manifesting the degree of difficulty
of the task.

(15) 4k B E#eRdsh R T ..
B &kox — FmAB 4!
H T ARG £ Fulu...
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(16) ZARR R Rt Goh! LRI K B3 HE...
RE TR EE .
"ReKALRMFE |, TREr X, TRRBEE, .
TRBERAR, "REBREE ) "HEF—AE .
PTEAAFIACK ) TRkkEN ) TraEmLeEiad, ...
FompRk--Fa: THEE P&
PR R: T EE oA
FompRkE-A TAEREER

(17) B8 4#a level &y A & 41,

Features in Gaming such as ##24(ciulbitl, [super][must], super special move) or L
(bitlsaat3gei6, [must][kill][skill], special move), Fle(singllel, [rise][level], level upgarde), are
also widely used CiudjyuS. The former two construe the strength of a competing participant and
the latter refers to the competence or status of a competing participant.

(18) ARMHBE=ZX, AMBITESFLHHE, RET
BREFMBEFHER, KEZTRY.

&R L, BFFE

REABHOHERABERSE (ERPDEEXHBL, LREL)
(19) —32:@. 51, 5 $11hrs. 5k B ZFH#H 7538 SATB- -+ 5] $%chord..

scaleff 14 & AB4L..  transposeR(E3%)5 €44,

Ak oy Bkrules#R A 7/8 54, AuiE HAb 3R BRAEE @ AR B

In (18), the conceptual metaphor is WRITING COMPOSITION AS GAMING. The adept
ending is metaphorically realized as W #% %% (bitlsaat3git3mei5, [must][kill][end][tail], a special
move ending). A special move, in fighting games, gives great damage to an opponent. The
conceptual metaphor here creates an analogy that the adept ending used can certainly score points
in the essay homework. Similarly in (19), the scale part of the music test is narrated as #81
(ciulbit1, [super][must], super special move) of the writer. The writer is confident that he can gain
high scores under the conceptual frame that the test is the opponent and the writer can give a great
damage to this opponent by his special move.

Discourses from blogs of Hong Kong youngsters show an ontological mapping between the
domains of social competition and gaming. The Ciudjyu5 concepts, attributes and interrelations in
the conceptual metaphor are listed in figure 2, the structural concept mappings are depicted in
figure 3.
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/ SOCIAL COMPETITION IS GAMING \

World Knowledge — [ competition | Word Knowledge — [gaming]
Concept Attributes and Interrelations CiudjyuS Predicates
participate a competition T H
participate a tough competition TR
suppressing or suppressed by, T
(competition participants as Agent)
where

suppressor is in advantage of
great disparity of competence

Being suppressed, lose or fail %R
(competition event as Agent) #%... KO
where . A

success is suppressed by
difficulty of the competition

Relinquish, make concession #round
Provoke a competition He Ak

Provoke a competition of one-on-one duel B

Participate a competition solely Bk

Play one’s best card. Exert oneself to win (4ol #x 3%/ A8 b
Win or Accomplish KO

Win or Accomplish, effortlessly or promptly Fax

\ Lose or Fail __game over /

Figure 2. Relation and Attribute mappings in SOCIAL COMPETITION IS GAMING

SOCIAL COMPETITION IS GAMING \
Domain Concept Alignment
- COMPETITION EVENT IS GAME
- TASKIS GAME STAGE
- SPEAKER IS PLAYER
- COMPETITOR IS OPPONENT
- RULES & REGULATION IS PROGRAMMING ALGORITHM
- COMPETENCE IS GAME CHARACTER’S LEVEL
\ - STRENGTHIS SPECIAL MOVE J

- SERIOUS TASK IS STAGE BOSS
Figure 3 Structural concept mappings in SOCIAL COMPETITION IS GAMING

Example (20) below shows a discourse related to examination comprising three consecutive
blogs which demonstrate the metaphor EXAMINATION IS GAMING - a very common
conceptual metaphor in the discourse of the younger generation.
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(20) (day 1) (day 2)

ZBiTKbatk % A A th¥Fsad -N-

LS8t A H £757 what?? s %

{2 t4.. A B3TEEH, #aE—M,
GAME OVER! R koL EN!

1% v B ITEM.. S HBET A& A H R luncky
BE e X # relaxed!!

B4FSRAE T HATRMITRATIR TR

(day 3)

4 B B4 31 Zfirst term exam.

B o 5 o [+ #K-3-"

FEN BARE. LA B BAEF
BREREERGH L ...
Fhmb! K. 73+

Merely reading the blog content of dayl, the information is insufficient to establish a
conceptual metaphor, a direct interpretation of playing video game still sounds. With textual
cohesion and coherence of the blog content of day 2, the conceptual metaphor foregrounds. Under
the conceptual frame of gaming, the expressions ¥T#fif#(daa2sai3lou2, [hit][small][guy], against
a small boss) and #TK{&(daa2daai6lou2, [hit][big][guy], against the big boss) in day 1 text
indeed metaphorically refer to attending different examinations. T 48##%(daa2baau3geil, [hit]
[explode][machine], finish a game) therefore should be interpreted as completion of all
examinations of an academic term. Since the whole examination event is conceived as gaming,
each examination is thus ontologically mapped as each game stages in a game, which is expressed
as [#(gwaanl, stage) in the text of day 2.

In the text of day 3, the conceptual metaphor is textually materialized saliently. The
predicate[ T 5E first term exam Japplied the source domain verb while preserving the target domain
object.

7. Conclusion

The prevailing use of Ciu4jyuS among youngsters is sustained and developed on the basis of
the shared digital experience of the Digital Native. The shared experiences or collective-memory
in the digital era are applied as the conceptual source domain for construing experiences in other
social aspects.

Video gaming though exist in the childhood of many Digital Immigrants, the use of gaming
lexicon does not develop in such prevailing fashion in their language use. This can be explained
by the change of life style in the digital era. There are great differences in Gaming between the
Digital Natives and Immigrants including popularity, acceptability and time coverage. Gaming is
not a luxury leisure activity for the Hong Kong 4th Generation as most Digital Natives own a
(portable) game player or PC. Internet also promotes the popularity of Gaming. In the digital era,
Gaming is an in-house activity but not an arcade activity, where game arcades in the past, have a
stereotypical image of gangster concourse. Acceptability of Gaming is relatively higher now. Life
in the Digital era is 24/7. Gaming experiences are cumulated in an incomparable scale relative to
the past.
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In fact, Gaming is not the only digital experience observed in Ciudjyu5. Visualized scenarios
are also commonly found in the discourse of the younger generation. Emotion, as an abstract
domain concept, is grammatically construed with experiences acquired from visualized dramatic
scenario. The Ciudjyu5 i#%iT(dikShon6, [drip][sweat]), —=Fi](saamlgaan3, [three][lines]), OFH
(oulzeoi2, [O-shape][mouth]) metaphorically refer to scenario description or psychological
description of astonishment, surprise, embarrassment, speechless or helpless situation. The
experience of visualized dramatic scenario is very common and accessible in the digital era.
Digital Natives have more TV channels, they grow up with multimedia web services for example
YouTube and Flickr. Leisure visualizations such as comics, cartoons, animations and computer
graphics are free on the internet. Visualization is their daily life experience and there are even
discussions concerning the emergence of the age of picture reading (78 [&fF {8 (duk6toudsiddoib,
[read][picture][time][era]). Digital Natives, through their shared visualization experience, they
have a consensus of the scenario and the emotional status represented by i T (dikShon6,
[drip][sweat], a drop of sweat on the side-face), = [H](saam1gaan3, [three][lines], drawing three
lines on the forehead) or OPH(oulzeoi2, [O-shape][mouth], exaggeratedly opening one’s mouth in
an O-shape). Digital Immigrants without such visualization collective-memory can hardly infer
the experiential mapping.

Life and experience in the Digital Era is not merely shared by a small group of people with
common interest but shared by nearly the entire younger generation, where the internet is the
platform of socialization in the Web 2.0 era. Ciudjyu5, as a language reflecting the experience of
the youth, do have a strong correlation with this new era. Knowledge or experiences in the
information age becomes a source conceptual domain and metaphorical linguistic apparatus for
construing real life experience.
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aﬁqﬂﬂ’%/ﬂ%ﬂ“(ukoffand Johnson, 1980. Lakoff, 1993)fE A ¥ iRHESE, HHEFEEAT T,
TR RE MRRANRE . ASCIRLL 8L R AEAR ] (Digital Natives, 7558 [ B4R R | )EE [
PR ] (Digital Immigrants) (Prensky, 2001. Palfrey and Gasser, 2008), HBEHFEBEFT KL
HEgREHEE R, iﬁuﬁffﬁﬁﬁ%maﬁﬁu%ﬁi o B RAERZERBERBERRENRR, B
AEGKEHAEMEAER. EBE. EKEE. ETEERSERREEEMN. TBBR]
R 30 A A & AR B LART, E&EM{&E{%THB’JH&M&& ERFERAER 7, T8
PLRAER ] FEFEEPEARER [BABR ] 8%, f1T, ERTEIBRAIH KRRk,

WA AR Z R, BT &R a8 R B Re LS, %ﬂ&’\ﬁﬂ PRI F K AR AT e D IRRE
SR R 183 B AR TE B AR B SL TS BB AN B SE AR A E A . AR AR St
T ol SR SRR B Rl e 3, G SR B HE VAL T AR B H RS A A Xanga WU K8 SCEEAT 3T .
B 2 RS SR R 38 AN A B B AR H R R I SE AR A R AR I h AR RS, IR LA A= R BRI
AHHEFHRBESTIBSER [HHeHRF & #B] (SOCIAL COMPETITION IS
GAMING).
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