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Digital Experience Design for Historical and Cultural District
Based on Gamification Theory

MEI Qian, ZHANG Jing
(Guangdong University of Technology, Guangzhou 510000, China)

ABSTRACT: The work aims to improve tourists' perceptions of the local culture in the historical and cultural district by
applying the gamification theory to the digital experience design of the historical and cultural district, create a positive
tour experience, and achieve the goals of revitalization and inheritance of the historical and cultural district. Firstly, the
relevant concepts of gamification theory were studied. Secondly, the digital product case combing gamification theory
with historical and cultural district was investigated for comparative analysis, and the design strategy of digital gami-
fication experience for historical and cultural district was put forward. Finally, with the historical and cultural district
Yongqing Lane in Guangzhou as a case, literature research method, questionnaire survey method, and observation method
were adopted to analyze the expectations, behavioral characteristics, and emotional experiences of tourists during the touring of
the Yongqing Lane. Then, the digital experience design application with gamification elements called "Collection * Travel in
Yongqing" was designed and the feasibility of the design strategy was verified. By creating a gamification experience
design strategy for historical and cultural district, the inner core driving force for tourists to experience historical and
cultural district at different stages have been investigated. With in-depth tour as the starting point, the tourists' perceptions
of the cultural value of historical and cultural districts are shaped. With expected behavior as the guidance, tourists are

driven to complete the tour experience through gamification elements. With improvement of self-accomplishment sense as the

i EHEE: 2023-02-14

ELWMB: JNTEEALHLLRE “FTZL7 AN 2020 4FERAM (2020GZQN32); J~ & 44 oA 5% 2020 £
ERM—AR B (GD20CYS17 ),

EE® v BF (1986—), %k, ML, #0F, TEMA T AR LI RGERE ZERAR,

BEESE: kx (1980—), B, Mt, 307, TEHMEFT@OAHEEILSE L&,



462 fu, %%

T 7

2023 4E 7 H

goal, a pleasant and positive gamification experience is generated. The study provides theoretical framework and

empirical reference for researchers and designers related to digital experience design of historical and cultural district.

KEY WORDS: historical and cultural district; gamification; Octalysis; experience design
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Fig.2 Digital gamification experience design strategy for historical and cultural district
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