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Interactive Experience Design Mode of Cultural Creative Products
Based on Paleontology Museum

WANG Peng, FENG Lei, ZHANG Wei
(Lanzhou University of Technology, Lanzhou 730050, China)

ABSTRACT: The research aims to explore a new design mode of cultural creative products in paleontology museum from
the perspective of interactive experience design, in order to improve the current situation of consumers’ passive accep-
tance of cultural knowledge of paleontology, and to provide effective support for consumers’ independent participation in
design of cultural creative products. Based on the study of the dissemination characteristics of palacontological culture
and the design mode of cultural creative products in traditional museum, the relationship among people, objects and fields
in museums was reconstructed by interactive experience design method to build the design process of palacontological
cultural creative products, establish the load relationship and knowledge base of each link in the process, and put forward
a new design mode of interactive experience oriented cultural creative product for paleontology. Taking Gansu Hezheng
Paleontology Museum as an example, the feasibility of the new mode has been verified. The design mode of interactive
experience cultural creative product for paleontology provides a new idea and path for museum culture dissemination and
design of cultural creative products and the new mode is more in line with the cognitive needs of paleontology culture in
the new era.
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Fig.1 Traditional design mode of palacontological cultural creative products
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Fig.2 The relationship structure of paleontology museum based on interactive experience mode
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Fig.3 Construction flow of cultural creative product design under interactive experience mode
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Fig.4 Design link-load relationship of cultural creative products under interactive experience mode
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Fig.5 Designer’s tasks in new mode
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Fig.6 Building framework of design field material library under interactive experience mode
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Fig.9 Extraction and processing of design elements of kubanochoeres fossils
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