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Abstract

“New Chinese Aesthetics,” based on traditional cultural resources, has gradually become one of the
important expressive paths for Chinese game art design. Game character design is also gradually
shifting from the direct borrowing of traditional cultural visual symbols to a comprehensive expres-
sion of historical context, cultural memory, and aesthetic connotations. Therefore, this paper takes
the domestic AAA game Black Myth: Wukong as an excellent case study, systematically and appro-
priately analyzing how elements such as the patina of time on material textures, the digital transla-
tion of traditional sculptural art, and the somber and nuanced use of color and light in its character
design collectively construct a visual appearance with a sense of authentic historical weight, and
how it, based on the original text and folk customs, endows the characters with a philosophical depth
of tragedy and destiny. The research shows that the character design case of Black Myth: Wukong
provides a valuable practical sample for exploring how game character design within the context of
New Chinese Aesthetics can extend from visual symbolic expression to the construction of cultural
meaning.
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