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Digital Design of Red Resourcesin Rural Culture
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ABSTRACT: With the innovation of computer and network technology, digital technology has become an important way
to protect rural culture, but the digital innovation development and construction of red resources in rural culture is rela-
tively lagging behind. Based on this, the work aims to explore the use of digital technology and means to repackage and
redesign the red resources in rural culture, so that the audience can truly participate in the red culture from the au-
dio-visual context and experience the cultural power of red resources. Based on the rich rural culture in Zhejiang Prov-
ince, the connotation of red resources was deeply explored. The principles and implementation path of digital design were
explored. Digital design means such as panoramic images, virtual interaction and themed games were used to strengthen
visual sensory effects and mobilize the multiple senses of viewers to accept the information of red resources. Digital de-
sign provides a new direction for the innovation and development of red resources. In addition to the political value of red
resources, digital design provides a new direction for the industrialization of red resources, opens up the cultural output
and transmission of red resources, and enriches the form and content of rural culture.
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Fig.5 Design of digital animation characters
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