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[Abstract] Strengthening community education is the inherent requirement of shaping community common
values. The application of game—based element innovation in its organization and management is conducive to
overcoming the “pain points” of the simplification of the current form of community education, the
fragmentation of content, the one—way experience and the loose management, and improving the civilized
quality of community residents from the aspects of ideological and political morality, scientific and cultural

knowledge, aesthetic taste, psychological quality, interpersonal relationship and environmental protection

consciousness, so as to lay a good foundation for community governance.
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