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ABSTRACT: The work aims to explore the interactive experience model and design strategy of cultural heritage type AR
application based on the experiential learning theory, and to propose new design ideas and practical references for the in-
teractive design of the current cultural heritage AR application. Firstly, the experiential learning theory and its application
were investigated. Secondly, the status and development trend of cultural heritage type AR application were analyzed, and
the interactive experience model and design strategy of cultural heritage type AR application based on experiential learn-
ing theory were put forward. Finally, with the Cantonese porcelain, one of the cultural heritages, as an example, design
practice and feasibility verification were carried out. The methods of experiential learning for cultural heritage type AR
application are proposed. It emphasizes design strategies such as the interaction interface of clear navigation, an interac-
tion mode of virtual interaction, and an interaction process of embodied experience, and the shift from content-centric to
user experience-centric. It helps users to better learn traditional culture, and provides theoretical framework and path ref-
erence for relevant researchers and designers of cultural heritage type AR applications.
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Tab.1 Competitive products analysis of cultural heritage type AR application
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Fig.2 German Ceramics Museum application
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Fig.5 AR application for experiential learning of Cantonese porcelain
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