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Innovative Visual Design of Martial Arts Culture Based on Embodied Cognition

LUO Zhe-hui, HUANG Yong-zhao, CHEN Zhi-yuan
(South China Agricultural University, Guangzhou 510642, China)

ABSTRACT: The work aims to explore new visual design ways of martial arts culture from the perspective of embodied
cognition, to provide new ideas for getting out of the inheritance dilemma of martial arts culture, and to make martial arts
culture better integrated into people's cultural life. First, through analysis on the characteristics of martial arts culture and
the status quo of visual design, the deficiency of the tendency of "departure” in the research of traditional martial arts
culture visual design was found. Then based on the embodied interaction and visual experience of the theory of embodied
cognition, the visibility of martial arts culture information—boxing skills (behavioral layer), martial arts situation (ma-
terial layer) and invisible information—cultural concepts (cognitive layer) was analyzed and translated in terms of visual
experience to form an interactive technology-driven and visual experience-oriented visual design idea of martial arts cul-
ture. Finally, design practice was carried out with Taixu Boxing "The Way to Infinity" as an example. Through the design
practice of Taixu Boxing "The Way to Infinity", the comparative experiment method and the System Usability Scale
(SUS) were used to experimentally evaluate the two methods: traditional viewing and visual experience. The result shows
that the visual design of martial arts culture based on embodied cognition is more vivid. It can not only visualize the ab-
stract concept of martial arts culture, but also enable the martial arts experiencers to get an "immersive" experience.
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Fig.1 Generating elements of embodied cognition
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