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Design Expression of Game Features

JIANG Qing-ging, CHEN Hui
(Southeast University, Nanjing 211189, China)

ABSTRACT: The paper aims to analyze the connection between the design experience and the game features, the cultural
connotation of the game features in the design experience and the performance of the game spirit in design. Based on the
effective connection between human emotional experience and material needs, it was classified and studied through the
effective response of human product experience and product expression. The research was based on the representation of
game features in modern design. Design was generated and developed as a game in the game. The game features of the
design experience provided more practical ways and means for better design. By analyzing the popular experiential design
and user experience, we can draw the inherent game characteristics of the design as a successful breakthrough for modern
design and satisfying users' needs. The game features can help to explore the deepest emotional pursuit of the human
mind. Designing the game features of the experience can control the user's psychological emotions, and thus reduce the
probability of failure of the design experience.
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Fig.3 Lacquer ware seven boxes of Han dynasty
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Fig.4 Poster of virtual dynamic scene
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