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Design and Application of Cultural Heritage in Serious Games

YANG Yuan-yuan, JI Tie, ZHANG Duo-duo
(Hunan University, Changsha 410082, China)

ABSTRACT: The work aims to explore the potential and direction that serious games may play on future-oriented Cul-
tural Heritage education by analyzing the purpose, gameplay and scope of application of Cultural Heritage in serious
games. The G/P/S classification model of serious games was applied to sort out the relevant literature and cases at home
and abroad and summarize the application status, difficulty and trend of Cultural Heritage in serious games. The design
and application of Cultural Heritage in serious games can be divided into four directions: cultural display and communi-
cation, change of cultural awareness and behavior, supporting acquisition of traditional skills, and construction of
socio-cultural context. The gameplay and scope of applications present a trend of diversification, complexity, and
cross-border integration. By combining cultural inheritance with other educational goals, it is a new trend in learning cul-
tural heritage through serious games to consider the construction of learners socio-cultural context when designing games.
KEY WORDS: Cultural Heritage; serious games; educational games; digital game-based learning (DGBL); G/P/S model
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Fig.2 Application and direction of Cultural Heritage in Serious Games
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