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Research Interests: Digital intimacy; Human–Computer Interaction; Game Studies
EDUCATION
University of Bristol	Sep 2026– Jun 2030 (Expected)
PhD Student in Sociology							        
Award: Full Funded Scholarship by University of Bristol and China Scholarship Council
Lund University, Sweden	Sep 2024 – Jun 2026
MSc in Global Studies	                                                                                                                                         GPA: Distinction
Major courses: Digital Ethnography (A); Designing Research in Social Science (A)
Award: Lund University Global Scholarship worth £10,400.
Graduation thesis: Traveling Through the Gulf: Tourism Geopolitics among Chinese Tourists in Travel Narratives (Distinction)
Renmin University of China (Top-tier National University)	Sep 2019 – Jun 2023
Bachelor of International Politics	GPA: 85.1/100
Major courses: Communication Theories (89); Introduction of Sociology (93)
Elite Program: Global Governance and International Organizations Talent Training Program, RUC
Graduation thesis: Japan’s “Indo-Pacific Strategy”: Historical Evolution, Characteristics Summary & Prospect Forecast (3.7/4.0)

PUBLICATION
WEI, Y., & Zhang, J. (2025). Silence or Not: Narrative Analysis of Women’s Voices in Cross-border Forced Marriages, The Asian Journal of Women’s Studies. (Under review, SSCI Q2)

RESEARCH EXPERIENCE
The Social Practice of Otome Game Fan Creation: A Digital Ethnography of Love and Deepspace    Feb 2025 –June 2025
Researcher· Supervisors: Dr. Lena Karlsson (Department of Communication)
Examined fan creation and community interactions within the online player community of Love and Deepspace.
	Utilized digital ethnography and qualitative analysis to investigate how players negotiate affective relationships, social interactions, and shared cultural practices through fan-created content.
Explored the role of platform affordances and governance in regulating participation, creativity, and the formation of affective communities in contemporary otome game fandom.

When Frontier Meets Sea and Mountain: Foreign Policy Practices in China’s Border Cities – A Case Study of Dongxing, Guangxi	Sep 2024 – Sep 2025
Second Author · Co-Authors: Junyi NONG (Nanyang Technological University, Singapore); QingZhe FENG (Academy of Social Sciences, Nanning, Guangxi)
Examined how geographical identity and strategic location shape Dongxing’s cultural narratives, local identity-making, and mediated representations of cross-border exchange.
Utilized mixed qualitative methods, including discourse analysis and semi-structured interviews, to explore how border spaces are imagined, communicated, and negotiated in everyday governance and public discourse.
Seeking submission: Cities (SSCI Q1).

Wildlife Conservation Society (WCS), Guangzhou	Dec 2023 – Jun 2024
Research Assistant
Analyzed policy documents, environmental campaigns, and NGO media outputs to examine how wildlife conservation discourse—especially around ivory trade—circulates across transnational publics.
Produced a 20,000-word report integrating discourse analysis with policy evaluation, contributing to internal knowledge transfer and outreach strategies.

Green Development Index of Countries along the Belt and Road, RUC	Oct 2021 – Feb 2022
Team Leader · Supervisors: Dr. Xu LIU; Prof. Qinhua XU (RUC School of International Studies)
Constructed a Green Development Index across 137 countries using 45 indicators; conducted data collection and comparative analysis on national-level sustainability indicators across Belt and Road and OECD nations from 2008 to 2021.
Established a comprehensive database focusing on the Belt and Road countries and published final reports of 23,000 words as first author; presented the findings as main speaker.

INDIVIDUAL PROJECTS
Otome Game Design: Locked Room with Caleb	Apr 2025 – Jun 2025
Lead Designer & Producer
Designed, scripted, and produced an otome fan game exploring themes of player–character relationships, virtual romance, and affective engagement.
Produced and marketed physical merchandise, applying a transmedia model to extend the game’s virtual romance into tangible culture practices, mirroring how players translate digital intimacy into real-world  and materialized engagements.
Managed publicity on Xiaohongshu (RED), attracting nearly 5,000 players.

Desk Pet Design	Jun 2025 – Aug 2025
Designer & Producer
Designed and developed an interactive desk pet application based on an otome game character, exploring how virtual agents can permeate players’ everyday routines beyond gameplay.
Implemented interactive features (e.g., touch-based responses, timed reminders) to simulate companionship and affective exchanges in non-game contexts.
Made the application publicly available for continuous download, attracting nearly 1,000 active users.

INTERNSHIP EXPERIENCE
Intellisia Institute, Guangzhou	Aug 2021 – Feb 2022
Editor
Conducted in-depth research across various international topics by employing extensive literature analysis, data collection, and comparative research methodologies, gaining a comprehensive understanding of global issues.
Authored 20 long-form articles (40,000 words) for public dissemination, translating complex policy debates—such as EU climate policy—into accessible narratives for a wider readership.

Enterprise Green Development Research Institute, China Entrepreneur Club, Beijing	Mar 2023 – Jun 2023
Policy Research Intern
Coordinated daily operations of the Beijing and Haikou Research Institutes, including data collection and support for research activities; supported research on sustainable-development discourse and cross-sector, cross-cultural environmental narratives.
Promoted the annual summit in Haikou and engaged stakeholders from diverse backgrounds, cultivating cross-disciplinary and cross-cultural competencies.

RESEARCH & LANGUAGE SKILLS
Languages: Mandarin (native); Japanese Language Proficiency Test N2 (167/180); IELTS 7.5.
Methods: Ethnographic observation; in-depth interviews; qualitative discourse analysis; quantitative content analysis.
Research software: Python; MAXQDA; SPSS.
Game development: Godot; RPGMaker.
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