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Application and Meaning of Ethnic Cultural Elements in Chinese Style Indie Games

YE Ling-hong, TAN Xue-lian
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ABSTRACT: It aims to study the application of ethnic cultural elements in Chinese style indie game works, to provide a

theoretical basis that indie game can create positive social influence among teenagers. The case study method was used to

analyze ethnic cultural elements and ideology contained in Chinese style indie games from three aspects, visual design,

script writing and interactive design. The effect and significance of indie game in ethnic culture heritage were summarized

and explained. The penetration of ethnic culture in the "Chinese style" indie game shows the beauty of ethnic culture and

art in visual design, and reflects the charm of ethnic culture in narrative and interaction. Indie games can be interesting in

expression, creating an immersive cultural atmosphere, so as to stimulate the audience to learn about ethnic culture. After

abandoning violent and vulgar elements that are common in commercial games, indie games can better play the media role

of video games, to share emotional experience and perspectives with audience. Thus it plays a positive role in the spread

of ethnic culture and deepening the value of ethnic culture.
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Fig.1 Part of Chinese cultural elements in indie game "Frightmare"
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Fig.5 Analysis of UI Function in "Saying Sword"
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