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Analysis of Circulating Characteristics of Rumors on Weibo in Public
Health Emergencies: A Case Study of COVID-19 Epidemic

Chen Denghang' Tang Shukun’

( Science and Technology of Communication, University of Science and Technology of China, Hefei 230026 ) '
( Research Center of Science Communication, Chinese Academy of Science; Department of Science and

Technology of Communication, University of Science and Technology of China, Hefei 230026 )

Abstract: In order to cope with the spread of rumors on Internet and the occurrence of gathering
behavior, which may endanger public security and social governance in public emergencies, the
author established a database using the data collected from a Sina Weibo official account "'Weibo Rumor
Refuting' from January 19 to February 19, 2020. Nvivo was used for data coding and analyzing,
by which it was found that rumors circulating in public emergencies bear obvious characteristics of
localization and high reproducibility, and could be disguised as of administrative power. On the basis of
previous studies and taking into consideration the peculiarities of public health emergencies, the author
believes that improving the communicating mode of refuting rumors, regenerating expression strategy of
refuting rumors and establishing communicating mechanism with rumor—involved Web—bloggers are key
measures to be taken to reconstruct social order and help to repair social trust in a risk society.
Keywords: public health emergency; rumor on Weibo; circulation features; rumor refutation;
COVID-19

CLC Numbers: G206.3; N4 Document Code: A DOI: 10.19293/j.cnki.1673—8357.2021.01.005

Review of Science Game Research
Xu Jingran Zhang Zengyi

( School of Humanities, University of Chinese Academy of Sciences, Beijing 100049 )

Abstract: As a combination of science and game, the science game is not only a new direction of
science communication, but also a new hotspot in the new field of game. By systematically reviewing the
research literature on the science game in major Chinese and English journals, this paper first classifies
the materials studied into themes, and then analyzes and comments on the relevant researches and their
progresses from the aspects of theory, design and function of the science game. On this basis, the paper
puts forward the prospect of future research, aiming to provide reference ideas for the research and
development of the science game in China.
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