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ABSTRACT: The work aims to take Taixuquan of Guangdong as an example to study the design path of interactive
products of sports intangible cultural heritage based on embodied cognition theory and provide new ideas and practical
reference for the current research on digital activation of traditional sports intangible cultural heritage. Firstly, the em-
bodied cognition theory and its current state of application were studied. Secondly, the significance and opportunities of
introducing the theory of embodied cognition into the design of interactive products of sports intangible cultural heritage
were analyzed, the embodied cognitive model for interactive product design of sports intangible cultural heritage was
constructed, and the interactive product design path of sports intangible cultural heritage based on embodied cognition
was proposed. Finally, the current status and needs of the inheritance of Taixuquan, an intangible cultural heritage of
sports in Guangdong, were analyzed. With it as an example, the design practice was carried out and the feasibility of the
design model and design path was verified. An interactive product design method for sports intangible cultural heritage is
proposed, which emphasizes the extraction and transformation of cultural content, the construction of user experience
channels and the setting of situations under the guidance of embodied cognition theory, helps to enhance the user's sense
of embodiment and immersion in experiencing sports intangible cultural heritage, and provides a certain reference and
theoretical framework for the digital protection and dissemination of sports intangible cultural heritage.

Fs BEE: 2022-12-25

BEE£WMHE: S THFAAHFAAERAB (56 RAke) BT 7 T &R AR E TAAKI A 2021GZGI279 );
JHRAFESMRAXKTRERRRAB (AT “B2A” "R 369353 LA 0 A S 248 X A5 5400/223152); 4
AR LK FRBEFBARA (A TR RS 63 69 A8 4 X 3 & b 5 b 3 305 B E AP 2 5400/K 22137 )

fEER®N: T4 (1977—), F, Md, sl#%, LEHRF @ARTHERIET,

BEEE: BEE (1998—), &, ME4A, ZIGRTAFERN,



348 fu, %%

T 7

20234F 7 H

KEY WORDS: embodied cognition; Guangdong taixuquan; sports intangible cultural heritage; interactive product; digital

FEARFRARERIEZ | AT, HLL SR D)
JEMRESCALIR 20, RiB N ERIERL, BBt s
Koo FEHASCALIE = IR 564 | s h e Sk s
SR SREIIRTT S, E R ARB A BT I 5 IR 2
SR AL, (EARE T R H AR A AR i SO i 5 R S
FERE PRI, PR A ig (0 7K 5 1L R R S5 T s — 2 1Y)
PRk FRT, SISO IR B A A SO A b
PRI R R TR AR T s L, BREROR L A
P H. | #eor B . SO IR SE AN S & iy AR i B 3™
RS, W T AT B AR T SR FNAE TG 2T 15, ol
R 2 g A0 3 S AL R B B — AT A R i e
Bt HENEIE R AR B RS2 N | o
2 PREERHK IR A 7 1508, R B B NS 5 05 TA
Ris e E 2RARR B 8™ i R, w3
TR R AR A B BLE SR

1 BEHARERHR

F 2042 804E A I LAk , H B IA 1 Embodied
Cognition ) Hie#% E P4 RWF5E & Frde S st
FEAZ 0 WA G T A A AR ) B 4R LA B T\ R 32 R i Ak
F4 S PR AT 5 w25 AATTAO 0% st 5 B A
BALT ZARE: — BN BE, SAZ A
SRR AZ O IE S, LUBAHNE R 5z B R g0 AR I
Bk E e IV N A . iR R =
Py IO =g & Y ST B B | SN Tk 7/ B 0] i
MR RM . BHR S35 = FH s B RS, NFIEE
JETE B R 5 PR 1) B Bl ARAS R R Y 5 R AT
WESiR A, AEEIN RGN — 5, R, &
WS HRA CIE 1), HFE4 SRS A
BJ12E R G, PR G A A 358 ) R A0 o 8 8 A A
SRR B G SRR H

70
SN
PN

K1 ARG Kk, SASHEMEH IR &
Fig.1 Cognitive system: structural coupling of brain,
body and environment

FLB IR S T B PR 30 76 AR 2 5 3
P AR, PR AR R Lk, £
AL R S TP 1) £ 2% B PR 2 0 U, 5
SR . T RS R B
FLE RIS TE R B . AL . KL

INHMERR R = G B4 ke 2 3 S s
G, e FUFRTE T8 B b SR B A5 b i 22 S8 T I Y
RO AEIRET, 1R TP 807 A PR EE i i 58 B 3k
B BT A UTR RS, T4 T2 S 3CR o 1EBE
T, FEEFRITE T LA B ARt O e s B it
SIS S S A ST AT Y LU R | Lk 2k
A58 SRR F A O PR F 26 AR i gl )™ a3 R
BT AT A5 S B AR

2 EFRSNABRHEELFEEH

i it S
2.1 EiFmigit e TRk

AR5 Bl i B R T SO SR T AR R 1Y
T, HUIEMSCRE SRR ek . #m . LR E
R e R T T R A R B A%
AR SN - LA, R HR R B
an BB SCHE LR BT, B T — e, n
CSPPETISCAT AR ESRE . (I - AT IR
M RSP B RN R AR . BR BN DL
Sb, AR T Bf 7 b A 5 L R Y O3 P
S BB AR L RS B IR AR T &
Hiz .

e, WIRE AR B 3™ s i DR m R, A
TS | rim e T8 SRR (RERIAT S . K
AWNEIATHEAE ), B AR A B A B
WA LA By S g 11 9 322 2 0o A O 0 AT SCAR AR R S
et o BB NSRS T B AR DR ZE 22 i A
AT S AR, LR BRI 8 S A B TR
[USEEE | Sv ks el i3> aa BUR L iE 3 ViV ARCE 31:9'8
PR 22 0 5 B AR, B e A BRAG I 1] R4S
PRIt BB SO R . IR 2R I8 A B i SO
Ph , SRR T2 5 N)Z AR S SMERR 1 k3
U0, 2 5K H 2 it o B % ) 3 s Bk LA
WE R R, X5 2SI B A B — 3
Pho [, d EE SR T B B R BT iR E e < B
A" BARUR S BB R A B S B A
R AR A A R R R

22 EyFmigiteRBnE

BT HEAHEGE, P AT AT AR H g
FEARRE I, SRS SR E AR S A = AR
WHSRHR . B, Tah™ han T 1 B A I R
W51 K B RAERNZ AT R B A B R S AR
FEBE SR BOHE RN ARRT 5 sdak
JB7 BIRERIZ U . HRTE 5 B R R A b SR AR 10 i A
BRI 2 0 10 1R B T P SR AR Y



B4t 514

BYHE, S BT H SN R 2R 8 B T 349

WHI, SCE WA aR)ZET Rk, WA 1 Wik,
PRI ARG T B AR, SR AR IR 2
HIE . RIS, PR RIS F, WraE il oe A
Z2 AR I O A A SR 5 SRR AT, T U
W 28 B JE R R T 2R AR 38 B0 A R o FERIEAT 5 I
ABERL b, TP AR SRR SR A B E AR T
BB A, sl R B R B3 RS S 5,
FHP B0 BRAR ZS BE AL S 15 95 . PR 3637 53¢ A 728 A i 2l 25
KA N TERF5 1 HEm F I T % B8l 7= 25
Jr B SR B i R T 2R AR g e o A Y B
fifp, LI IE SR ARYE . B2, AP AR E
184512 2 18 B 3L R TR B B, 7 A — Rl e 4
B TR I 5T A ST  A2 A  aed al oR
AP, S AR OF R R IR E AR 15 SO BORE 1 A B
6, MRS, gt . %5 p e ifse, o
HNBRITE L0 )2 | 18 S 250 )2 B NE L2 IRA
RIS A2 | B AR AR L5 =2 IR
RPFRE—MMEEH SR, = ANRRILF i
W — 7 132 Bl A7 0 23 5 P B i ok ) TR 28R ™
AR, SR UE, X — SR O B S 2 e
ARSI RAT , 55— J5 R0 5128 3h A7 3 [R)E
IR LR 5042, B IR 230 TR 2 R ke il 29 B ARy
F MRS N

A R, AR EREA TR F 2 AR

®1

gt Z T, A REH P SRR RE
ZeIR B S SO L SR E TS I AR I R
FaJE— AN BT A TR AL, RIS T BB A AR E 2k
it HL B TR IR R K B R R B )
VRPN E AR e 5 H P L. .
KRN MAETIER TN AL . 1248 5155
1k, B G BAT AR B s st .
DS EMARS s S iEE T, W B h, 5L
S RE AR SR S N A h A5 i, BEAISCHE “3C
FENZ” (REZAER ). “HP” M5 = 4e8,
SEHIRHAR TR ARSI . S RS AR iR
5. NFIRSUR, BT B BRGAER, WE 2,
2.3 EHIFGIEITHERERER

MR I AR SCHE R S T R B AR E 2R
A58 5 B ST AR , AT AR R 2R AR SC N A
PERCS AL . PRI E A | RIS SR E A
BrE:, i 3.

1) RE IR S N AR IS A B . XA
BRI SR T R AR EINT, 8= ik
AR R . MELUHER N, it R
BB MO AT AT S IR R T A T AT,
HIMT R R SR e T i NAE I B AR
ai AL SCAL N 2 O MERG EE DS T B AR E

AR ESHREXEEEH~REITHERTEXBEHN=Z1ERX

Tab.1 Three levels of association between user's body and interactive product
design works of sportsintangible cultural heritage
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Fig.2 Interactive product design model of sports intangible cultural heritage based on embodied cognition
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Fig.3 Interactive product design path of sports intangible cultural heritage based on embodied cognition
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Fig.4 Extraction and transformation of Taixuquan cultural content in interactive product design work "Ruins"
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