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Abstract

In this paper, taking the scene design of gothic style in Alice Madness Return and the scene design of
surrealism in Samorost 1-3 for examples, authors analyze the stylized tendency of scene design in
digital games. The stylized game scene design sends out avant-garde design thinking, which pro-
vides infinite creative potential and aesthetic view to the game design, and makes the game scene
design present an aesthetic concept with rich individual characters and cultural accumulation.

Keywords

Scene Design in Digital Games, Stylized, Gothic Surrealism

I RIS RSE]

— LB KB AN IR SE £ X 9 6

IWME, E &K

LRI R EERN S ZARS B, bR
Email: wanglijun@bjtu.edu.cn

ks HH: 20154F1H26H; FAHHEM: 20154F2H10H;: KA HW: 20154F2H11H

O,


http://www.hanspub.org/journal/arl
http://dx.doi.org/10.12677/arl.2015.41001
http://www.hanspub.org
mailto:wanglijun@bjtu.edu.cn
http://creativecommons.org/licenses/by/4.0/
mailto:wanglijun@bjtu.edu.cn

Bl sk st B U AL ]

 E

SCEDBFIR (RIZHIEEIE) R A R Bt (RIS 1~3) BISEE SCER R
KRG BT PAMESR B, 24T T BRGSO R . AR e R iit, &
BHRER MR S BETR, AWREHR A T R KGR e B XU, EdkmRiit
ERHEFMECEA MR R EES

Xiid
RSO, RUEAL, BRI IISE E X

Tk

1. 5]

MM R BN P ERARE, EGIRRE . TURSE AV T L. R R e, K%
=2 BT AR SR, IS R FUR EAE S S, s MU A R AR e LS — 0
RASHCTHE AT S T, VPB DR — RNFHRE “Hia? 7 “UFFEa? 7, AERK
HRRAE FRLGEPEAE DL O A AR AL . B B i S 0 Dh RE R BB ML B, ML R R IE
o BARXURS GE — AURF i B (1 R AU L SRR 51 Be . BEE R IR A, e R A2 IR %,
L4 1T B — BT R 5 AU 2 AN 2 LA R B K H i 19 4G AR R AT

B S E v B B E R — DN E AL Ry, RIS IR R ERENE A —. B
TR RIS ENAT N, H s B EA N A A A R R I A R, BRI, I R AR R R
Beit A BT B BRI TSROV E I, AR5 B B A B B B B XK
ke, B S BRI 2, DuxEdihE T [ 5 St ROR AR R OB, BTG S
TR AR HEREW S| B IRER I M s it e 2R e e St B U AR BT I B e XURS
MBI %37 55 BE T I H BAT IR MR A

R BRI R . SO AL RCR A AU R R P L B, B £ 0 ke AR At X
1y R AR FUAR AR R s, LR A I Ak B B PR BETE L 55 o 38 K 22 B 1 T i SRR AR A
H A R AR S P SR A AN [ 5 — > B (K A SRR (Gt e, DA (3 B0 v D 32 e s I AR 5
IR S, SRS A, RIS B g AR U, BRI AT RAE M ge i st vt rh A& vk
TEV G R XA R RS AR FELN, R A2 7 R 022 R DU S S 3
B, AL SE SN % 25 AR A BE AL B X A I B B Im LB v, Bt (=[EE) &5, 1B
TR E 1 AR SR MR 1 IR R IR A, AR TR R R A R, Rl
WAL 3 Sl P sl RARRIAZAR, BOVRTHE SRR . TR ITAL
AT AL, KU AL R BT Z R 0 2R B R ARSI RE /1, REMERI SR 3. AR ATIE
HLAE AN E 7375 TR AR BRAE — 58— F UK Hh A — AN B R U

TREARNMGE . KARAL I R B B, HA M — I ZAR M, R AL
BRI BT EARGFIR R, Holieos 20t 5 B B 2R KU A AR, TR RLE T XU AL R 3 X%
S BOH I AE Y R S AL GE LB I AR A% GE R Ml R T 4R BT R IR I R R A v 4 P2
(K1, EATEAT ST AT AR AT IR T BB R GRROR E B SRR KRS, 1 XURS A 1R i k4 s it
R AR R R AR, @I 2R B 11 S A T 2 AR IR HH U R R B PR — Al XUk S 7E

LR B BRI 2 SR 2003 4F ik BT 7T 2 (DIGRA, Digital Game Research Association)fisE f):  “ DA iR
ANFB DR A ARIAT SO R RATAERE L KB 4T R IIERR” o

O,




-k SRt B KU A i)

WeRBLTE . FATRT OB P20 52 5 1 B ZORMGEILSE 3 SCREMA K30 337 57 B ok s AR, 2>
BT — T B ANy i kg 5B A RS AL A

2. (BWLRITET) SEFRAEE 1)

TRk CEZITL2UERH)  (Alice: Madness Return)#& 2011 4F i1 Spicy Horse Games il EA (Electronic
Arts Inc.) 2 ® AT B — 3K BNE B Rk, WM. ORI S iR B R SR 1 AR B |
B EHRF 2R RS . FHREZ R IR 22 B KR, AT BSOS R 5 B S Z AR, 4
I — Bl DL SN F I R MRS, s Y DL B2 N 1) ZE T (R 26 5% O 32 BERRAE, 2 ARELE A . IR
RS SL VPP R T S AR, G TR, A T ZERATEN, BAES. AR ERSR A
WA N IZ 38 B R KRS 58 2 12 18 tHh2drhit 3] 19 g rh it R B tH IR ) “ BRFF N o “AMER

267 PR ot R B B R T S S O R R R, K L R R B RS T R AR R L S0
ke HLESAETT TR SIS 25 T8 (M JE 3B T G BRAT TIILAE T A R B R AR . DA A 2% 4 e
FONFRE, WATREWMAR. T4, BORE. Bamsl, DCHIESS, X A 8HE Kk
P F ZARES PR, Hb, SCESEZ IR R RTS8, Rt AT
b “ERRT XA O] O BIRE AR, O T RO XS AE . 20 4D 80 4
ARG R I B 1 0B R B RR PR VR, IRV 1 & B ZOR R AU T HIm ) Qe VF 2 52 31 BHF
SCE L PRIRRUR I 2R GO X MOt BHRE ZOR ) I 52 SRR AR v, RO USRS A R ES
AW« P (B T]FEEAEY) (W) o (EEARITMAEY . CESEEY . (CBREERRD) SR
FIRAE B Fr, FEER . RS RAMR S35 Bk, a0 H AZ ) | &\ E & R mAT B BRI,
DA CLEFRF ZAR N T8 5 KU R B ik (2 20 B o

Wexk (RN L2AERNE) £ SR EeeiiE MG miE N a2)iReg, FAZWLAMUAR
ARG G A 52 P AR AN I B A D 8%, IAmE 7 R RE fltE A, IR RN AEBEX
SRR P AR SRR B B A e, b A E B — AN RN ek B SR RS R D 2, RABET— K KA

Figure 1. Scene design in digital game Alice Madness Return
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Figure 2. Scene design in digital game Samorost 1-3
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