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Abstract

The policy of deep integration of digital industry and cultural industry, which has been vigorously
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promoted in China in recent years, has created conditions for campus cultural creative design in-
novation in domestic universities. The combination of cultural and creative design with digital de-
sign can solve the problems of traditional campus cultural and creative products with single func-
tion and lack of innovation in product form. Based on the situational storytelling method, this
study proposes a user-emotion-oriented design process, which locates users according to situa-
tional development; taps user needs through contextual communication; outlines product func-
tions in the form of writing a script; summarizes and carries out product design to shape a unique
campus cultural style. Finally, taking City University of Macau as an example, the digital culture
creative design practice is carried out on the basis of campus characteristic culture, exploring in-
novative ways of digital culture creative product design in colleges and universities, developing
digital culture creative products with unique college campus characteristics, forming sharing and
interaction, triggering emotional resonance, better spreading college culture connotation, and al-
so providing strategies and references for digital culture creative design in other colleges and
universities.
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Table 1. Design strategy of digital cultural creation app of city university of Macau based on scenario story method
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Table 2. Representative elements of city university of Macau
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Figure 1. Transformation design of APP visual elements
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Figure 2. Product architecture diagram of digital cultural and creative app of city university of Macau
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Figure 3. APP part interface
E 3. APP B RE"

3. &ig

AT R, DA T K A A [ € SO AL SR b AT R SR B S B 5
SR DU PSR SR, IR R R P BRSSP R DRSS R R
TR, 55 Y R B K SO B i o B ST APP B S 9 52 R P K A AT B R 2 A8 A3,
T4 RS P AL, R SO R AT . B AT L, SRS A A B T AR

DOI: 10.12677/design.2023.83212 1762 Bk


https://doi.org/10.12677/design.2023.83212

S

PG SCBIF7 S DIRERE — . PR B Z BT SR R A, RSB A ARG, RSOt S EE), Gk
THEGENS, A MERR RSN, By H Al A S Bl SR SR 2%

T B

OF 1R AHFLES
@ 2 KR AWITLEL
OB 1 KH: AWTES
@K 2 KR AHTFLES
OK 3 KR AHTTLEZ

&5k

[1]

(]

(3]

(4]
(5]

Aedeh. B TR AL BT SOOI B BT AL —— LIRS O I [3]. 26416, 2021(5): 136-137.
https://doi.org/10.16272/j.cnki.cn11-1392/j.2021.05.032

XN, HFER, TULH. T B 5 iR I S 228 st AL [9]. B2 TR, 2019, 40(14): 273-278.
https://doi.org/10.19554/j.cnki.1001-3563.2019.14.46

AR, Bh/R32. FET BN R M SRR S & 7= ik [J]. S EvE g, 2022(7): 133-137.
https://doi.org/10.19362/j.cnki.cn10-1400/tbh.2022.07.027

RS, B AR SR SOOI SR TR AL —— LU 2 =BR[], BT 2 =R sEIR, 2023, 40(4): 64-66.

FUH, XYERG, R, ZERR ST RIS Hey SR App BB ER]. SRS S R, 2023, 30(2):
56-61. https://doi.org/10.16771/j.cn43-1247/ts.2023.02.010

DOI: 10.12677/design.2023.83212 1763 wit


https://doi.org/10.12677/design.2023.83212
https://doi.org/10.16272/j.cnki.cn11-1392/j.2021.05.032
https://doi.org/10.19554/j.cnki.1001-3563.2019.14.46
https://doi.org/10.19362/j.cnki.cn10-1400/tb.2022.07.027
https://doi.org/10.16771/j.cn43-1247/ts.2023.02.010

	基于情景故事法的数字文创APP设计研究
	摘  要
	关键词
	Research on the Design of Digital Creative APP for Universities Based on Situational Storytelling Method
	Abstract
	Keywords
	1. 前言
	2. 研究方法
	2.1. 基于情景故事法的高校数字文创设计方法
	2.2. 基于情景故事法的澳门城市大学数字文创设计实践
	2.2.1. 产品定位和用户需求
	2.2.2. 视觉设计原型元素提炼
	2.2.3. 产品架构
	2.2.4. 产品设计


	3. 结论
	注  释
	参考文献

