Design #tit, 2024, 9(4), 646-650 Hans XM
Published Online August 2024 in Hans. https://www.hanspub.org/journal/design
https://doi.org/10.12677/design.2024.94518

E TR DS o

Tk BRHT
B RO R 2 A SCRE SR 30, YT B

Woks H . 202447 H11H; FHEM: 20244F8H15H; KA HIH: 202448 H23H

HE

FEERARHRE R R, MEWFRENAT . MHEIPRERINEE, MUESHABRRE, B
B A EBLARNATR IS AR MR 2B FE At 5. TR B B & RS0 R T3 iR E
BRIAR, DAL S HERHIL. (EEERE T 6N R NS IR, 465 R/NERIA FRE,
71 Bz R EE R MR S . AXFEFEBINIROERI Y, WARRERFS 77 A T2 PR
SOSLAEFRIRER, DLRIET XM RBOR TR RIS H R M. FIRRERF 5 FE R iR on R
R RRSEN, NTTRERSFHMEES. RS PRI ST, FIAZMHERT
RIEEEAFETEE, ERIFIORIE RSB R R

E3: 45
%Xﬁ’ i)ﬁl%ﬁi?ﬁ, L, Mﬁﬁ%, ?@*&)&ﬂ-

Analysis of Poster Design Based on Game
Psychology

Xiaoyu Chen

College of Humanities and Social Sciences, Nanjing Forestry University, Nanjing Jiangsu

Received: Jul. 11%, 2024; accepted: Aug. 15", 2024; published: Aug. 237, 2024

Abstract

With the rapid development of modern science and technology, online games emerge endlessly.
Behind the development of online games, it not only shows the development of science and tech-
nology, but also implies the spiritual world of modern people’s real life in games. The visual sym-
bols contained in the game are all the media that convey the game information, so the visual sym-
bols also imply reality. The author chooses 6 different classic mini games, combined with the dif-
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ferent characteristics of classic mini games, trying to use poster design to create new visual sym-
bols. Through the analysis of game psychology, this paper hopes to explore the relationship be-
tween games and real life from the aspect of visual symbols, and seek solutions to practical prob-
lems through this relationship. At the same time, it analyzes the interpretation and reconstruction
of game elements in poster design according to semiotic theory, so as to form a new visual lan-
guage. Explore a variety of possibilities in visual symbols, use classic game elements to convey the
philosophy of real life, and convey a unique visual while maintaining the game style.
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Figure 1. Game psychology poster design drawing
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