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Expression of Chinese Painting Style in Management Simulation
Games from the Perspective of 'Woyou' — Taking Peach Blossom
Wonderland as an Example
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Abstract Video games, recognized as the "ninth art," carry not only entertainment functions but also the
significant responsibility of disseminating ideas and culture. Increasingly, game developers are integrating specific
cultural elements into their games, aiming to foster cultural heritage and emotional resonance. This study
explores the modern transformation of traditional artistic concepts in the digital gaming field, starting from the
Chinese painting theory of "'Woyou'. By examining game examples, the study analyzes the forms of expression
of 'Woyou' in virtual landscape spaces and how player identity influences the 'Woyou' experience. The findings
suggest that digital games offer new forms of traditional aesthetic wisdom and that Chinese traditional painting
theory can gain modern interpretation in the context of digital game design. This provides theoretical support for
optimizing game visual design and promotes the expansive development of traditional art concepts in the new
media era.
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Figure 2. Game Overview and Mobile Screen Display Area
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Expression of Chinese Painting Style in Management Simulation Games from

the Perspective of 'Woyou' — Taking Peach Blossom Wonderland as an Example
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