a2k 22 % TR
20214 11 A PACKAGING ENGINEERING a7

SR B RIR T 5 T AR

XIEZ, BFRE, BWk, FTEH
(B K2 ZR2EBE, J3JH 215009 )

WE: B WA T EARBERGZITIREZ L AAEE R, A B3 A = )RR P egiE
ARREIHORITERFERALAS , Tk AT ZHFAE T = EARRBRLES>N, B
AR = K o gL AR AR R, SF A dE O AL D AR X R A Bl AT R R EEIE, & AL KAk
HRAER P RIS AT @A RAEZA, FEALRATAGMIRT ., AASAHERG I RA W
Ee, REHRITIAR FAFOREL HXAGT RA0EL, AUt %L, s RFREFHE, &
AT % AL RRAR G, T ERBROUM IR A P, A TFHBA R LRt F &,

KW AL &5 ek s S Otk A

hESZES. TB472 CEKFRIRAD: A XEHES: 1001-3563(2021)22-0047-07

DOI: 10.19554/j.cnki.1001-3563.2021.22.008

Cultural Heritage Serious Games Design and Cultural Dissemination
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ABSTRACT: This paper aims to explore the design system and cultural dissemination strategy of cultural heritage serious
games and provide new design ideas and practical reference for the inheritance of cultural heritage in serious games.
Based on the analysis of the current situation of cultural heritage digitization and cultural heritage serious games, this pa-
per puts forward the design system of cultural heritage serious games and takes Suzhou cultural serious game as an ex-
ample to carry out the design and practical verification. Cultural heritage serious games have their own characteristics and
advantages in user experience and cultural dissemination. It needs to be systematically designed. First, determine the
purpose and function of the game, On this basis, the elements of cultural heritage are refined and transformed; in the de-
sign method, find the best design balance point and carry out diversified integration design. It mainly adopts the method
of user experience centered and context based creation.
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