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A few study trips and an epidemic

Art Exhibition APP

During the COVID-19 pandemic, the Internet played 
a vital role in crisis management, livelihood support, 
and economic sustainability. Digital technology has 
since transformed sectors like art museums, driving 
discussions on enhancing visitor experiences. For 
me, museum digitization goes beyond online 
exhibitions, intersecting with sustainability, 
education, entertainment, behavioral economics, 
and communication. Inspired, I aspire to curate an 
online exhibition.

I am from Jingdezhen, Jiangxi Province, renowned 
as the porcelain capital. Famille rose porcelain, a 
low-temperature overglaze decorative style, 
originated here during the late Kangxi period of the 
Qing Dynasty. 

Last May, retracing the Silk Road with my teacher, I 
explored remarkable ceramic collections, 
particularly in the Forbidden City, which deepened 
my passion for ceramic culture.



Positioning and exhibition Market Research

To explore an APP model for the online display of 
Forbidden City famille rose porcelain.  

Purpose

A blend of cultural creativity and exhibition design. 

Using the APP as a platform, the exhibition integrates online display, 
cultural innovation, interactive engagement, and product sales.

Exhibition Structure-

Exhibition

Creation

Communication

Cultural and 
creative sales

Combining pictures and texts to introduce 

exhibits and related cultural knowledge 

Audiences can use the materials collected 

earlier to recreate on this page

Audiences can display their own works in 

this area and communicate with others

Using the patterns created by the audiences to 

make cultural and creative products 

I find *Night Banquet* and *Yinzhen Beauty Picture* align well with my vision for 

a museum app and offer valuable insights. However, it's essential to emphasize the 

unique features of my app to ensure it stands out.

Analysis of Similar Products
We analyzed the relationship between knowledge levels, independent choice, 

usage duration, and interaction frequency across various apps to design a more 

efficient app.

User analysis
After reviewing survey data from museums, I found that young and middle-aged 

audiences dominate, while minors and the elderly are fewer. Most visitors cite art 

appreciation as their primary purpose. Therefore, my app should cater to diverse 

needs, age groups, and intentions.

Gender ratio

Young people

Minors

Old people

Purpose of coming to the exhibition

Appreciating

Learning

Researching
60 %15 %

25 %



Thoughts Feature design APP  		

If audiences passively receive too much information, 

they may feel overwhelmed and lose interest. 

If the app demands too much time, audiences may 

feel fatigued; if it requires too little, the knowledge 

conveyed will be fragmented.

If cultural and creative products lack educational 

value, they fail to satisfy users' perceptual needs.

Cultural Commodities


Commodities are classified as "economic" or "perceptual." 

Cultural industries belong to the latter, emphasizing the need to 

enhance relics' value while preserving their purpose, making 

cultural creation more impactful.  

Content Duration


Attention spans vary: children average 15 minutes, teenagers 

about 50. App content should remain concise and engaging. 

Museum Education


Museum education includes teacher-student, scholastic, and 

Socratic approaches. Combining the latter two provides both 

standardized knowledge and personalized learning.  

Conclusion

Balance standardization and individualization, 
simplify content, and enhance the cultural and 
creative value of cultural products.

Challenge

Fatigue

FragmentationEntertainment

Sensibility

Rationality

Learning



Interface design  		

Logo design

Elements and Background  		

When narrating, I aim to go beyond merely presenting basic exhibit information. 
Drawing on Alois Riegl's idea from *Stilfragen* that new patterns often evolve 
from original ones, I intend to incorporate this concept into the exhibition. Each 
pattern will feature one or two concise sentences, initially hidden and revealed 
only when the user clicks on the pattern. For instance: *The moiré on this 
ceramic evolved from a double comma and a corolla in a tangled lotus pattern. 
Derived from plants, it was once considered Ganoderma lucidum.

Narrating——Take the lotus pattern as 
an example



Outcome  		



The game follows a narrative, with a voiced 
dialogue system allowing visually impaired 
players to immerse in the story.Story Progression  

Level Puzzle Solve

Chase Sequences 

The game features puzzle-based levels tied to 
the story, offering diverse interactions and the 
thrill of solving mysteries.

Chase sequences, with simple interactions and 
responsive feedback, enhance immersion and 
enrich the players' emotional journey.

Murals in Disarray

Core Gameplay

壁画迷途 中式解密冒险游戏
Chinese-style puzzle adventure game

Won the second prize in the 2023 CCF Technology Hackathon for the public good.​



The protagonist is drawn into a Dunhuang mural, 
disturbing a guardian beast that begins a relentless chase.

While escaping, the protagonist falls into water but is 
rescued by the Nine-Colored Deer, who reveals how to 
escape the mural and return home.

The path is lined with guardian beast challenges, requiring 
the protagonist to solve puzzles with intelligence and skill.

Solving puzzles often alerts the guardian beasts, 
requiring players to skillfully evade their pursuit.

Interaction: Swipe left 
or right on the screen.  

Feedback: 

Switching sound effect.  

Interaction: 

Shake the phone.  

Feedback: 

Sound effect.  

Interaction: Double-
tap with both hands.  

Feedback: Vibration 
and running sound 
effects.  

        The guardian 
beast's proximity is 
signaled by footsteps, 
with headphones 
enhancing spatial 
sound perception.

Partial Level Interaction Design

1

3

2

4

Interaction: 

Swipe up on the screen.  

Feedback:  

Correct Answer: 
Success sound effect.  

Incorrect Answer: 
Error sound effect.  
















