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Abstract

Objective: To extract the concept of “gamification” from the diversified development of postmo-
dern graphic design, and propose how to innovate and develop graphic design through “gamifica-
tion” in the context of the digital age. Method: This paper explores the concept of “gamification”
and its specific applications in postmodern graphic design, arguing for its role and influence in
graphic design. Result: Through case studies, it analyzes the concept of “gamification”, uncovering
its characteristics such as playfulness, pleasure, and accidentality. Conclusion: It extrapolates
corresponding design strategies from “gamification”, discussing how to utilize these strategies in
the digital age to fully exploit their role in graphic design.
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Table 1. Comparison between modernist graphic design and postmodern graphic design
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Figure 1. David Carson’s design works for “Ray Gun” magazine
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Figure 2. The poster for the public theater project designed by Paula Scher
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Figure 3. International air routes painting by Paula Scher
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Figure 4. Stefan Sagmeister’s solo exhibition “The Happy Show” artworks
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Figure 5. The Pacific Design Center poster designed by Greiman
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Figure 6. The poster designed by Greiman for the Southern California Institute of Architecture
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Figure 7. Album cover designed by Saville
B 7. 4RI EEEE”

Figure 8. “The Swiss Poster” designed by Wolfgang Weingart
8. iRKN - A MFFLITH (GRLigik)

Figure 9. The magazine cover designed by Wolfgang Weingart
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Figure 10. Takashi Murakami’s AR exhibition
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