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Abstract

Since museum interactive design is increasingly used as an important means to enhance expe-
rience of museum-visiting, the exploration of interactive design based on mental model has be-
come particularly important. The guiding of interactive design exhibition based on mental model
which is to use design to improve user experience is a win-win strategy for museums and tourists.
This paper explores the application of mental models in museum interaction design to improve
the visitor experience.
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Figure 1. “Along the River during the Qingming Festival” large-scale
soundscape interactive art exhibition
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Figure 2. Japan Vision Museum
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Figure 3. Smart Home Exhibition Area of Haier World House-
hold Appliances Museum
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Figure 4. An interactive installation simulating the formation of
craters in Shanghai Planetarium
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