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The 21st century is a knowledge-economic era, knowledge workers are the main body of using and creating knowled
ge. They increase the values of their products and services, offer great impetus to the company's persistent develop

ment. How to encourage knowledge-based employees, and raise their productivity is the greatest challenge. Based o
n the retrospect and analysis of related western research on incentive factors, by using questionnaire survey to make
a research on the incentive factors of knowledge workers, this paper is expected to explore the specific features and
functional laws of incentive factors of knowledge workers and to provide suggestions to daily management. It tumns o
ut that, according to the average score, the first five incentive factors are salary and welfare, harmonious interpersona
| relationship, sense of accomplishment, promotion, and opportunities to exert one's capabhilities and skills. However
this result is not consistent with former ones made by foreigners
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As the leading and mainstay industry, the market structure of Gaming Industry is vital not only to the industry itself b
ut to Macao's development as well. The analysis of this article starts from the economic character of gaming industr
y to the specialty in demand, pricing system and efficiency indicators of gaming industry. Finally, it concludes that t
he measurement of gaming industry’'s efficiency should be the social benefit aim of government, that's the prometion
to society and economy from the development of gaming industry. After research on the history and the DEA analysi
s of Macao's gaming industry, this article finds that the economic performance of Oligopoly is better than that of Mon

opoly
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In recent years, some knowledge-intensive industries (creative industries) relying on creativity and talent are in a gro
wing concern in economic planning and policy formulation for developed countries and regions. China's Hong Kong h
as long been one of Asia's creative hubs, with a wide range of influence. Beginning with the development theary, we

analyze the developing conditions of creative industries in Hong Kong, the development of Hong Kong's creative indu
stries as well as the current issues emerging from the development, and point out the developing direction of Hong K
ong's creative industries in the future
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"M-shape Society” is a term coined by Dr_Kenichi to describe the income distribution of the society. By saying M-sh
ape, it refers that individual earmings notably shifted towards the two ends of the distribution, away from those in the
Middle-income group. On first coming into people’s light, the term immediately aroused a heated discussion in Japan
Korea, Taiwan and Hong Kong. This paper, based on Hong Kong government's investigation statistic. deals with the
debate that whether Hong Kong has developed into an "M-shape Society” according to the three indexes Mentioned
by Dr.Kenichi. From the analysis, the author comes into the conclusion that Hong Kong has a trend to develop into

an "M-shape Society”, although we still cannot judge it in an absolute way
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The transformation of China's society inevitably brings great changes to the Chinese traditional interpersonal relation
ship 77 Chaxugeju. Opinions about this change vary differently. Some researchers thought that the emerging of instr
umental behaviar and the changing of Danwei system destroy the traditional interpersonal relationship greatly, but of
hers argued that this traditional Chaxugeju is still existed. Based on a large-sized survey on citizens dwelling in Gua
ngdong province, this paper finds that the changing of Danwei system and instrumental behavior has greatly affected
the traditional interpersonal relationships. The instrumental interest relationship and the relationship with leaders beqgi
n to be near the center of interpersonal relationship, but family relationship is still at the core due to the longtime trad
itional culture influence



