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Abstract: As one of the key platforms of
modern digital technology, mini-programs
have displayed significant application value
across various fields due to their low
barriers to entry, broad audience reach, and
high interactivity. From the perspective of
cultural heritage, this paper analyzes the
digital innovation of mini-program games in
terms of their functionality and technology
and discusses their role as a medium for
cultural preservation in the digital society.
The study takes the mini-program game
"Catch the Goose" as an example to further
demonstrate the potential of such games in
promoting digital social development from
the viewpoint of cultural heritage. Through
this analysis, the paper aims to explore the
positive role of mini-program games in
driving the construction and development of
a digital society, with the hope of providing
new insights and references for the deep
integration of cultural heritage with modern
technology.
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1. Introduction

1.1 Research Background and Questions
In the past two decades, with the rapid
advancement of digital technology and the
growing maturity of multimedia, the pace of
life has steadily accelerated. This has led to
significant changes in the media landscape,
with daily life increasingly filled with
fragmented information, making fragmented
time an indispensable part of modern living.
However, within this wave of fragmentation,
traditional culture is at risk of being
marginalized or even disappearing, creating
an urgent need for new pathways to
preserve and innovate cultural heritage[1].

Against this backdrop, WeChat mini-
programs, as a new form of digital media,
offer fresh opportunities for cultural
transmission due to their unique
functionalities and broad user base.
This study focuses on the role of mini-
program games in the context of cultural
heritage, using the specific case of the mini-
program game "Catch the Goose" to explore
how these games contribute to digital social
innovation and development. With their
lightweight nature, ease of use, and wide
reach, mini-program games provide new
channels for the digital dissemination of
traditional culture. Additionally, by
incorporating gamification, these games
allow users to naturally engage with and
understand traditional culture in an
entertaining way, significantly enhancing
the efficiency and effectiveness of cultural
transmission. In this report, the term "mini-
program" specifically refers to WeChat
mini-programs.

1.2 Significance of the Research
In the digital era, digital technology has
become a new form of cultural display and
dissemination. The preservation of culture
relies on memory, and digital technology
offers improved conditions for recording,
preserving, and transmitting human memory.
Presenting memory in the form of digital
games can attract a wider audience and ensure
more lasting dissemination[2]. As a notable
example of digital technology, mini-program
games have shown significant potential in
cultural preservation due to their low entry
barriers, strong interactivity, and rapid spread.
This study aims to examine how mini-
programs can aid the creative transformation
and innovative development of traditional
culture from various angles, including
technology, market value, and practical case
feasibility. The goal is to explore new models
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and pathways for cultural heritage in the digital
socialization process, allowing it to adapt to
the changing times and effectively meet the
growing spiritual and cultural needs of the
public.

2. Research Review

2.1 Challenges of Cultural Heritage in the
Context of Digital Technology
On March 8, 2016, the State Council issued
the "Guiding Opinions on Further
Strengthening Cultural Relics Work," which
emphasized the need to revive dormant
cultural heritage. Active cultural heritage is
significant for the transmission of excellent
traditional culture, meeting public spiritual
and cultural needs, and showcasing national
image. However, with the progress of
globalization and modernization, traditional
methods of cultural dissemination often
struggle to keep pace with the rapid changes
of the new era, leading to the gradual fading
of many historical cultural heritages from
public view. The main reasons are as
follows: First, the accelerated pace of
modern life makes traditional cultural
experiences, such as tourism, difficult to
access due to high time and economic
costs[3]; second, traditional cultural
information is too scattered, making it
challenging for the public to quickly and
systematically grasp and connect relevant
knowledge; third, the lack of interactive
information and in-depth cultural content
and emotional experiences fails to stimulate
public interest and resonance, leading to
limited public awareness and acceptance[4].
Therefore, it is crucial to explore how to
use digital methods to efficiently store and
display cultural information and how to
leverage the characteristics of the
fragmented era to effectively disseminate
digital cultural resources to a broad
audience, especially the younger generation.

2.2 Application of Digital Technology in
Cultural Heritage
Digital social innovation from the
perspective of cultural heritage involves
using digital technology to enhance the
transmission of traditional culture. The
"Notice on Building the National Cultural
Big Data System" encourages cultural

production institutions to fully utilize
cultural big data to create culturally
engaging products that are visually
appealing, audibly resonant, and suitable for
modern online dissemination, thereby
showcasing the charm and essence of
socialism with Chinese characteristics.
Through digital storage, preservation,
narration, and presentation, cultural heritage
can break free from the constraints of
physical dissemination, offering new
possibilities for permanent preservation,
comprehensive interpretation, and
widespread dissemination[5]. Additionally,
digital technology can stimulate cultural
vitality, uncover cultural meanings, and
improve the protection of culture by
reducing the use and wear on physical
artifacts, ensuring the long-term
preservation of cultural memory.
Among digital technologies used in cultural
heritage, digital games are increasingly
surpassing other cultural industries, such as
film, in terms of production capacity and
influence, becoming one of the most
popular forms of mass entertainment[6]. In
the article "Analysis of Social and Cultural
Phenomena of Digital Games," scholar Feng
Yu highlights that the cultural attributes of
digital games are reflected in their strong
sensory experiences, high interactivity, and
significant cultural expansion.
Cultural expansion refers to the interactive
mechanisms within games that can
encourage participants to engage in
prolonged and in-depth discussions on
shared themes, leading to the natural
formation of communities or organizations.
Furthermore, games not only serve as
entertainment but also act as catalysts for
ideas, with discussions and reflections often
extending beyond the game itself, thereby
generating broader and more profound
social impacts. In terms of culture,
transmission relies on discussion, reflection,
and dissemination. Mini-program games, as
emerging digital media on the WeChat
platform, have unique advantages in their
expansiveness. Currently, mini-programs
are highly active across various industries.
This study will further examine, from
technical and market feasibility
perspectives, why mini-program games are
an ideal medium for cultural heritage,
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thereby supporting the innovation of
cultural transmission in the digital era.

2.3 Mini-Programs and Mini-Program
Games
WeChat mini-programs were officially
launched in January 2017 and are
lightweight applications built on the
WeChat platform. For developers, the
primary programming language for mini-
programs is JavaScript, which is relatively
easy to learn and offers flexible coding,
broad compatibility, and cross-platform
capabilities[7]. Developers can solve almost
all development problems by applying for a
mini-program account, installing the
developer tools, and configuring projects[8].
The unique technical structure of mini-
programs not only retains the advantages of
fast loading and a secure development
environment but also significantly reduces
development costs[9]. The flexible coding
requirements enable developers to quickly
respond to market demands and introduce a
variety of game features. Compared to
traditional apps, mini-programs occupy less
storage space and offer simple and diverse
access methods, users can enter and use all
the functions of a mini-program through
various channels such as scanning a QR
code, using "Search," pulling down the
WeChat chat interface, friend sharing, or
jumping from public accounts[10], without
needing to download or install anything. In
addition, as a strong social tool, WeChat’s
virtual community often has a solid
foundation of trust among friends in real
life. Therefore, mini-programs built on the
WeChat platform naturally benefit from the
advantages of a strong relationship network,
resulting in better communication and
interaction, and more effective
dissemination.
Mini-program games, as an integral part of
the mini-program ecosystem, typically
feature simple rules, short play durations,
and strong social attributes. Due to
WeChat's storage limitations, most mini-
program games are designed with
straightforward, easy-to-learn rules, and
shorter play times, significantly lowering
the learning curve and entry barriers for
players. Additionally, mini-program games
integrate with the WeChat friend system,

allowing players to easily view friends'
game activity, compete in rankings, and
share game links for incentives, thereby
enhancing social interaction with WeChat
contacts[11].
In summary, mini-programs effectively
meet the needs of the fragmented era
through low usage costs and high social
attributes. Game-oriented WeChat mini-
programs, with their ease of use and
playability, rapidly emerging as a
significant part of connecting people and
enriching daily life.

2.4 Market Feasibility of Mini-Program
Games
According to the "China Game Industry
Report for January-June 2024" and related
industry data, the revenue from China's
mobile game market in the first half of 2024
was 107.517 billion yuan, marking a 0.76%
increase from the previous year. The
number of game users reached 674 million,
up by 0.88% year-over-year. Tencent
Holdings' Q2 2024 financial report indicates
that as of June 30, 2024, the combined
number of monthly active accounts for
WeChat and Weixin reached 1.371 billion, a
3% increase from the previous year. The
daily active users (DAU) of mini-programs
have surpassed 600 million, reflecting a
growth of over 30%.
A survey by scholar Dong Wenxin,
referenced in the article "User Choice
Research from the Path Dependency
Perspective: A Case Study of WeChat Mini-
Programs and Apps," shows that casual
games are the most frequently used type of
WeChat mini-program. Similarly, the "2023
Annual Mini-Program Internet
Development White Paper" published by
Aladdin Research Institute reveals that
since its launch in 2017, mini-program
games have served over 1 billion users, with
an average monthly active user (MAU)
count of 400 million. Mini-program games
account for 21.8% of the total usage time
among all mini-program categories, making
them the highest category by usage. These
figures not only indicate a strong user
interest in mini-program games but also
suggest their significant potential as a new
platform for cultural heritage.
From a developer's perspective, the "2023
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China Game Industry Report" notes that the
revenue of domestic mini-program games
reached 20 billion yuan in 2023,
representing a substantial 300% increase.
On April 24, the WeChat Mini-Game team
reported that the number of developers had
exceeded 400,000 in the first quarter of this
year, a 100,000 increase from 2023. This
figure reflects the active and creative nature
of the mini-program development
community and indicates the growing
maturity and diversity of the mini-program
game ecosystem[12]. At the 2022 China
Game Industry Annual Conference, Zhang
Jiaxu, founder of the mini-program game
"Sheep Go Boom," revealed that the game’s
revenue had exceeded 100 million yuan.
The team had expanded from 10 to 20
members, with development costs
amounting to only 500,000 yuan[13]. This
highlights the potential for mini-programs
to achieve high returns with low
development costs in the digital era.
Considering the vast potential of the
Chinese game market and the increasing
demand for cultural heritage, the high
popularity, broad user base, and strong
growth of WeChat mini-program games
undoubtedly provide a more convenient and
efficient means for cultural heritage in the
digital society.

3. The Role of the Mini-Program Game
"Catch the Goose" in Cultural Heritage

3.1 Application of Mini-Program Games in
Cultural Heritage
Currently, mini-programs, as lightweight
and highly flexible digital media, are widely
utilized in the fields of cultural creativity
and tourism. This trend extends beyond the
digital enhancement of traditional functions
such as exhibitions, tours, and shopping
guides, and into the deep exploration and
creative presentation of cultural content.
The "Digital Forbidden City" mini-program,
co-developed by the Palace Museum and
Tencent, innovatively incorporates various
digital services—including but not limited
to online ticket booking, exhibition
reservations, and on-site shopping—while
preserving the core visual art of the
Forbidden City. This initiative not only
greatly enhances the convenience of in-

person visits for tourists but also further
enriches the Palace Museum’s cultural
dissemination and service model, achieving
a seamless connection between physical
tours and digital experiences. The advent of
mini-programs has brought unprecedented
vitality and potential to traditional culture.
In promoting cultural heritage in the digital
society, mini-program games also possess
significant potential. By leveraging the
technical characteristics and market
advantages previously mentioned,
developing mini-programs into culturally
rich and engaging games can stimulate
users' interest in exploring culture.
Moreover, the strong social features of
these games can accelerate the
dissemination and popularization of
traditional culture. Mini-program games
align well with contemporary society's
fragmented entertainment needs, making
them a particularly efficient and smart
method for cultural transmission. This study
takes "Catch the Goose", a highly
representative mini program game, as a case
study to analyze the reasons for its
popularity in 2024, and explore its role in
cultural inheritance.

3.2 The Popularity of "Catch the Goose"
In January 2024, Qingdao Lanfly
Interactive Entertainment Technology Co.,
Ltd. launched the WeChat mini-program
game "Catch the Goose", as shown in
Figure 1. Following its release after the
2024 Spring Festival, the game quickly
achieved explosive growth in popularity in
the following months. According to WeChat
Index statistics, on April 25, 2024, the
keyword heat for "Catch the Goose" peaked
at 2,232,621, with an average of over 5
million daily active users. The game's
mechanics are similar to "match-three"
games, where players must match three
identical items from various scenes, such as
a supermarket, rural area, jade shop,
dressing table, and dessert shop, into one of
seven slots at the bottom of the screen
within a 10-minute limit to win. If the slots
fill up with items before they are all cleared,
the player loses. Additionally, "Catch the
Goose" features a motion-sensing system
that uses the phone’ s gyroscope to detect
"shaking" movements, causing items in the
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scene to shift, which aids in completing
matches.

Figure 1. Figure Interface of the Mini
Program Game "Catch the Goose"

As a lightweight mini program game on the
WeChat platform, the rapid popularity of
"Catch Big Goose" can be analyzed in depth
from multiple dimensions. Firstly, "Catch
the Goose" offers simple game mechanics
and short play sessions, aligning perfectly
with the modern desire for quick
entertainment and challenges during brief
periods of leisure. Secondly, the game
includes an online leaderboard and an item
collection system, which cater to players'
social and psychological needs. The
leaderboard displays player achievements
and completion rates, providing a sense of
honor and satisfaction with each success,
thus stimulating competitive and
achievement-driven behavior. The item
collection system rewards players with
"geese" in specific scenes, which not only
satisfies their collection urge but also keeps
the game fresh and engaging through
ongoing updates and new rewards.
Moreover, the promotion of "Catch the
Goose" heavily relies on user-generated
content (UGC). Players, driven by
competitive urges and achievement
satisfaction, share their game experiences
and strategies on social media platforms
such as Weibo and WeChat. This social
network-driven viral spread has
significantly enhanced the game’s visibility
and influence, making "Catch the Goose" a
highly popular mini-program game across
the internet.

3.3 The Cultural Inheritance of the "Catch
the Goose" Event: "Hospitality in Shandong,
Delicious Guangdong" Goose Tour in China
3.3.1 Event introduction
This study focuses on the collaboration

between "Catch the Goose" and Southern
Daily in the "Hospitality in Shandong,
Delicious in Guangdong" Goose Tour China
event, which launched at midnight on May
22, 2024. In this special event mode, "Catch
the Goose" features items representing local
specialties from Shandong and Guangdong,
Players need to identify and eliminate items
such as Guangdong’s clay pot rice, shrimp
dumplings, and white-cut chicken, as well
as Shandong’s Lu Ban lock, kites, and
Mount Tai, to earn a themed "goose" reward.
To enhance the immersion and educational
significance of the game, the event pays
special attention to the high degree of
restoration between in-game items and
physical objects. Figures 2 and 3 provide
examples of a comparison between in-game
images and physical objects:

Figure 2. Items in "Catch the Goose"

Figure 3. Items in Reality
These designs not only reserve the original
appearance of the item, but also preserve
the cultural essence of traditional items.
Through the gameplay and the event page’s
introduction to these local specialties,
players can subtly learn about Shandong's
Confucian culture, Qilu customs, and
Guangdong's culinary culture and Lingnan
landscapes. This approach aims to spark
curiosity about these regions’ unique
characteristics, promoting cultural and
tourism awareness.
3.3.2 Social impact
In the "Hospitality in Shandong, Delicious
in Guangdong" Goose Tour China event,
the "Catch the Goose" mini-game skillfully
integrated the regional cultural
characteristics of Shandong and Guangdong
into its gameplay, achieving a deep fusion
of digital technology and cultural heritage.
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Analysis of discussions on platforms such
as Weibo, Douyin, and Xiaohongshu
revealed that the game's popularity
significantly boosted the exposure of
Shandong and Guangdong, stimulated the
public's strong interest and willingness to
actively explore the cultural and tourism
information from these regions. This study
collected 10,392 discussion posts about the
"Catch the Goose" mini-game from Sina
Weibo between May 19, 2024, and June 19,
2024.
The game allowed players to interact with
regional cultures that might have otherwise
seemed unfamiliar or distant, creating a
strong sense of cultural identity and a desire
to share this newfound knowledge. The
game's rapid spread on social media turned
its cultural elements into popular discussion
topics, generating considerable word-of-
mouth impact. During the event, the hashtag
#CatchTheGoose saw a total of 10,392
posts, 1,920,694 likes, and 1,884,407
comments and shares. Posts related to the
game made up 57.9% of all posts under the
#HospitalityInShandongDeliciousInGuangd
ong hashtag, with many posts reflecting on
the cultural insights gained through the
game.
Moreover, according to Baidu Index's
analysis of the demographic attributes for
the keyword "Catching Geese," 82.25% of
users interested in this mini-program are
under 40 years old, with 67.33% aged
between 20 and 39. This data indicates that
the "Catch the Goose" mini-program has
had a particularly notable influence on
younger audiences. This younger
demographic, known for their quick
adoption of new trends, strong learning
abilities, and effective communication skills,
represents a powerful force in promoting
cultural heritage.
This case illustrates how mini-game apps
can effectively promote cultural
dissemination in the digital age. "Catch the
Goose" successfully combined regional
cultural elements from Shandong and
Guangdong with innovative gameplay,
effectively promoting local cultural and
tourism resources in an engaging way. Its
success lies in utilizing the technical
advantages of mini-programs to digitally
store, creatively present, and widely

disseminate cultural content, thereby
infusing new energy into traditional culture.

4. Conclusion and Outlook
Mini-program games, as a key medium in
the digital era, exhibit significant
advantages in advancing cultural heritage
and fostering innovation within the digital
society. This study, using the "Catch the
Goose" mini-program game as a case study,
has demonstrated the potential of mini-
program games to drive cultural
transmission and digital societal
development. These games, characterized
by low entry barriers, extensive user bases,
and strong interactivity, align well with
contemporary social and entertainment
needs. A game that is attractive, easy to
play, and engaging can quickly capture the
attention of modern users[14]. Integrating
traditional cultural elements into mini-
program games allows for overcoming
geographical and other limitations, thereby
helping younger generations engage with
traditional culture and achieve its
preservation and development in the
modern age.
In addition, in the development of mini-
program games, attention should also be
paid to cultivating user loyalty, establishing
a correct cultural value orientation, and
avoid excessive commercialization to
support positive cultural dissemination and
preservation.
This study's findings are based on data from
China and may have cultural specificity.
Future research should broaden the sample
scope, compare the effectiveness of mini-
program games for cultural transmission in
different cultural contexts, explore the
potential of these games further, diversify
the presentation of cultural elements, and
investigate opportunities for cultural
preservation in the digital society.
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