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Abstract

With the improvement of people’s quality of life and the development of information technology, the
attraction of traditional agricultural cultural heritage tourism development mode to tourists has
gradually weakened, and the development effect is not good. This paper aims to apply gamification

TESEE .

SCEG| R, wT. TS A S P e B BT ). BT, 2023, 8(3): 1867-1875.
DOI: 10.12677/design.2023.83224


https://www.hanspub.org/journal/design
https://doi.org/10.12677/design.2023.83224
https://doi.org/10.12677/design.2023.83224
https://www.hanspub.org/

A, mT

theory to the cultural tourism development of agricultural cultural heritage, so as to improve tourists'
understanding of the history and culture of agricultural heritage and their understanding of agricul-
tural technology. By using the methods of field investigation and literature analysis, combined with
the pain points and difficulties of tourism development of agricultural cultural heritage at the present
stage, and referring to the framework of octagonal behavior analysis and the characteristics of cul-
tural tourism experience, this paper puts forward relevant gamified tourism development strategies.
The intervention of gamified thinking will help improve tourists’ immersive tourism experience, in-
crease the correlation and interaction between tourists and tourism site elements, and reshape tour-
ists’ cognition of the history and operation mode of agricultural cultural heritage, so as to complete
tourists’ self-satisfaction and sustainable “break the circle” of agricultural cultural heritage.
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Figure 1. 8 core dynamic models of gamification
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Figure 2. Gamified tourism development and design strategy of agricultural cultural heritage
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Figure 3. Gamified tourism design site of mulberry fish pond in Huzhou
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Figure 4. Gamified travel experience design process
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Figure 5. Task interface of gamified tourism APP for Huzhou Sangji Fish Pond
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Figure 6. Interactive interface of gamified tourism APP scene of Mulberry Fish pond in Huzhou
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Figure 7. Design effect
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