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MODEL OF TRANSFORMING TRADITIONAL CULTURAL SYMBOLS
INTO DYNAMIC VISUAL IMAGES IN THE DESIGN OF MUSEUM MOBILE
APPLICATION INTERFACES

Amid the digital revolution, the rapid proliferation of mobile technology has opened up new possibilities for the
digital transformation of museums. As vital platforms for user experience, cultural dissemination, and public education,
museum mobile applications use digital interfaces to deliver rich cultural resources to a broader audience. Against
this backdrop, dynamic visual imagery with its unique expressiveness and interactivity, has become a core element
connecting traditional cultural symbols with user perception. Through the use of animation, video, and other dynamic
visual techniques, these symbols are infused with new vitality, significantly enhancing the aesthetic appeal and artistic
quality of the interface. At the same time, dynamic visual imagery creates immersive interactive experiences that
stimulate users’ curiosity and interest in learning, while evoking emotional resonance, thereby enabling the reshaping
and continuation of traditional cultural symbols within a digital context. Consequently, this study focuses on the
innovation and optimization of museum application interface design, exploring how to transform traditional static
cultural symbols into vibrant dynamic visual imagery. Starting from the principles of symbol transformation and
combining literature reviews with case studies, the study systematically distills three key principles: cultural identity,
narrative immersion, and emotional resonance. Building upon this foundation, the study innovatively constructs
a design model comprising three layers: the Aesthetic Expression Layer, the Technical Interaction Layer, and the
Emotional Experience Layer. This model serves as a systematic, interdisciplinary design framework grounded in
semiotics, interaction design, and emotional psychology. It establishes a design pathway that progresses from the
visual translation of traditional cultural symbols to the dynamic activation of interactive mechanisms, and ultimately
to a deep emotional connection with users. It provides systematic theoretical support and design insights for the
dynamic transformation of museum application interface design.

Key words: Museum Mobile Application, Interface Design; Dynamic Visual Imagery,; Transformation of Cultural
Symbols, Interaction Design, Emotional Experience.
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MOJEJb TPAHC®OPMAIIT TPAIUIIMHAX KYJILTYPHUX CUMBOJIIB
Y IMHAMIYHI BI3YAJILHI OBPA3H VY IPOCKTYBAHHI IHTEP®ENCIB
MOBLILHUX TOJATKIB JJIsI MY3EiB

Ha mni yugpposoi pesonioyii cmpimke nowupents MoOIIbHUX MEXHON02IU GIOKPULO HOBL MONCIUBOCIMI OJisl YUPPOBOT
mparcgopmayii myzeis. VY MobiibHux 000amKax my3eie sk 6anciueux niamepopmax st 3a0e3nederts KOpucnys8aybko2o
00C8I0Y, NOWUPEHHSL KYIbIYpU Md 2POMAOICLKOL 0Cimu, SUKOPUCMOSYI0Mb YUGposi inmepgheticu 0ist HAOAHHS bazamux
KVIbIMYPHUX pecypcie wupokitl ayoumopii. Ha ybomy mai Ounamiuni 6i3yanvhi 00pasu 3 iXHb010 YHIKAIbHOK 8UPA3HICIIO
ma IHMepakmuHIiCmio CMAanl Kio408UM e1eMeHmoM, Wo NOEOHYE MPAOUYILHI KYIbMYPHI CUMBONU 31 CHPULIHAMMAM
Kopucmyeauig. 3a60AKu UKOPUCMAHHIO AHIMAYIL, 8i0e0 ma IHUUX OUHAMIYHUX 8i3VATbHUX MEXHIK Yi CUMBOIU HANOBHIO-
10MbCA HOBOIO HCUMMEBOIO CUNOTO0, WO 3HAUHO NIOBUYYE eCemUyHy NPUBadIUSICMb Ma XYO0XHCHIO AKICb iHmepgelicy.
Boownouac ounamiuni izyanvhi 06pasu cmeopioms iMepcusHi IHmepakmuehi 8PANCeH s, Wo CIMUMYIIOIONMb YIKAGICMb
ma inmepec KOpucmysauie 00 HAGUAHHS, BUKIUKAIOYU eMOYIUHULI PE3OHAHC, WO O036015€ NEPEeOCMUCIUMU MAd NPOOO-
BOICUMU MPAOUYIUHT KYIbIYPHI CUMBONU 6 Yudposomy Konmekcmi. Bionogiono, ye 00cniodicents 30cepedrcyemucs na
iHHOBaYIAX ma onmumizayii OusatHy iHmepgelcy My3euHux 000amKie, OOCIIONCYIOUU, K Nepemeopumy mpaouyiiHi
CMAamuyHi KyIbmypHi CUMBONU HA ACKPABI OUHAMIYHI 8i3yanbhi 0Opasu. Buxooauu 3 npunyunie mpancgopmayii cumeo-
Ji8 Mma NOEOHYIOYU 0210 Nimepamypu 3 KOHKPeMHUMU NPUKIAOAMU, OOCTIOHCEHH CUCIEMATNUYHO BUOKDEMIIOE MPU
K008I NPUHYUNU. KYIbIMYPHA I0eHMUYHICIb, 3aHYPEeHHs 8 Hapamue ma emoyilunutl pe3onanc. Ha yiti ocnogi y docii-
0oicenni chopmMoBano iHHOBaYitiHY MOOEIb OU3AURY, WO CKIAOAEMbCI 3 MPbOX PIBHIB: PIGHS eCIMEeMUYHO20 BUPAICEHHS,
PiBHs mexHiuHOT 63aEMO0IT ma pieHs. eMOYitiHo20 00csidy. L] modens ciy2ye cucmemMHor MIHCOUCYUNTIHAPHOK OU3Ali-
HEPCLKOK OCHOBOK, 3ACHOBAHOI HA cemiomuyi, Ou3atiti 83aemo0ii ma emoyiliHill ncuxonozii. Bona eécmanosnioe uLnsax
Ou3aiHy, ujo NPoA2ae i0 8i3yAIbHO20 Nepekaady MpaouyitiHux KyIbmypHUX CUMB0Li8 00 OUHAMIUHOT akmueayii inmep-
AKMUBHUX MEXAHI3MIB i, 3peutmoro, 00 21ubOK020 eMOoyiliH020 38 A3KY 3 Kopucmyeauamu. Bona naoae cucmemny meo-
pemuury niOMpuMKy ma Ou3atHepcovKi ioei 011 OUHaMiuHOl mpancgopmayii Ousatiny iHmepgheicy mMy3etHux 000amKie.

Knrouosi cnosa: mobinbruii 000amox 0jisi My3ero, Ou3atin inmepgheticy, OUHAMIUHI Gi3yaivbHi 06paszu; mpancgopma-
Yisl KYIbMYPHUX CUMBONIB, OU3AUH 83A€MOOIT; eMOYitinuLl 00C8i0.

Problem Statement. With the continuous tivating visual experience (Yang et al., 2025). How-

advancement of digital media technology and inter-
active platforms, visual communication has gradually
shifted from static presentation to dynamic expres-
sion, and the way traditional cultural symbols are pre-
sented on digital interfaces has evolved accordingly.
Users of museum mobile applications are no longer
satisfied with static images of artifacts and one-way
information delivery; instead, they seek a sense of
participation and immersion through digital interac-
tions with the artifacts. Dynamic image art design is
an artistic practice that conveys information, emo-
tions, or concepts to audiences in visual form through
the medium of moving images. It transcends the limi-
tations of static imagery by introducing the dimension
of time and motion effects, thereby providing audi-
ences with a richer, more multidimensional, and cap-
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ever, existing research still has certain limitations, as
most studies focus on one-dimensional analysis and
lack a systematic research framework. For exam-
ple, research that focuses solely on the decorative
effects, technical feasibility, information transmission
efficiency, user engagement, or specific emotional
responses of dynamic visual images often results in
fragmented findings. This limited research paradigm
not only hinders the deepening of museum digital
interfaces in terms of cultural dissemination and user
experience but also fails to touch upon the core of cul-
ture. Against this backdrop, the question of how to
transform traditional cultural symbols into dynamic
visual imagery has transcended the realm of mere
technical or aesthetic design, evolving into a con-
temporary challenge concerning the preservation and
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transmission of national cultural identity. Faced with
this challenge, designers are committed to conduct-
ing systematic explorations ranging from symbolic
extraction and visual reconstruction to interactive sto-
rytelling and emotional resonance striving to achieve
the creative transformation and sustainable develop-
ment of traditional culture within digital interfaces.

Analysis of research. In recent years, research
on application interface design has explored, from
various perspectives, the positive impact of dynamic
visual imagery on enhancing user engagement,
improving navigation intuitiveness, and optimizing
the interactive experience. At the theoretical level, this
study draws on an interdisciplinary framework com-
prising semiotics, interaction design, and emotional
psychology to systematically analyze the design logic
behind the transformation of traditional cultural sym-
bols into dynamic visual imagery in interface design.
Discussions regarding dynamic visual imagery in
application interface design can be summarized under
the following aspects.

First, from a semiotic perspective, relevant
research indicates that dynamic visual imagery serves
as a crucial element in the visual expression and func-
tional communication of interfaces. De Souza et al.
(De Souza et al., 2001) provided a semiotic founda-
tion for user interface research, shifting the percep-
tion of interfaces from mere vehicles for functional
operations to media for the transmission of meaning
between designers and users. M.Wang and J. Wang
(Wang and Wang, 2022) note that dynamic image
design not only enriches traditional modes of infor-
mation expression but also enhances expressiveness,
presenting information in a more vivid manner. This,
in turn, promotes the diversification of aesthetic
expression within the context of digital media. Chi-
nese researchers Y.Hou and P.Ren (Hou and Ren,
2025), drawing on Morris’s semiotics, point out that
cultural symbols in design can achieve the reproduc-
tion of meaning through dynamic translation. Digital
visual forms such as dynamic particles can construct
interactive narratives imbued with cultural metaphors
by deconstructing and reconstructing traditional pat-
terns, thereby enabling cultural symbols to embody
multiple values including visual expression, func-
tional communication, and cultural dissemination
within a digital context. Yuan (Yuan, 2024) identi-
fies motion graphics design as one of the mainstream
trends in visual communication design. As a compre-
hensive visual form, it combines various visual ele-
ments to create works that blend creative imagination
with flawless execution.

Second, from the perspective of interaction
design, relevant research indicates that dynamic
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visual imagery is a key design strategy for enhanc-
ing the vividness of information presentation and
the user experience. Feedback, transitions, and con-
textual design are used to increase user immersion
and engagement. Dessart et al. (Dessart et al., 2011)
found that animated transitions help improve users’
understanding of and trust in the interface adaptation
process, but overly long animations may also create
a sense of delay. Tian (Tian, 2020) points out that
augmented reality (AR) technology can be used to
create scenes with greater depth and realism. Static
images, enhanced with dynamic effects and sound,
improve the visual interactive experience. This not
only adds interest but also attracts audiences and
generates positive feedback, thereby enhancing
communication effectiveness. K.Boyd and R.Bond
(Boyd and Bond, 2021) demonstrate that microint-
eractions serve a purpose far beyond mere decora-
tion in user interface design; they make significant
contributions to enhancing users’ perceived usability
and overall user experience. Optimizing the design
of microinteractions can effectively improve product
usability and user satisfaction. Ge et al. (Ge et al.,
2024) point out that animation fluidity is a critical
factor in the user experience of smartphone appli-
cations and examine the impact of click response
latency, animation duration, and load completion
time on perceived fluidity.

Third, from the perspective of emotional psychol-
ogy, relevant studies indicate that dynamic visual
images are key factors influencing users’ emotional
perceptions and experience evaluations. D.Park and
J.Lee (Park and Lee, 2010) point out that dynamic
effects in user interfaces not only enhance the digital
media entertainment experience but also play a signif-
icant role in shaping the emotional characteristics of
the interface. Pei et al. (Pei et al., 2022) found through
eye-tracking experiments that dynamic images yield
better visual cognitive outcomes and higher visual
search efficiency than static images; however, users’
emotional experiences are significantly influenced
by display duration, indicating that dynamic effects
not only impact cognitive processing but also affect
users’ emotional perceptions. Shu (Shu, 2025) notes
that dynamic effects are a key factor influencing the
visual impact of interactive interfaces; they not only
serve functional purposes but also influence users’
psychological and emotional experiences.

This study selects three representative museum
mobile applications as the core subjects of analysis:
1) The National Museum of China’s “Essentiality of
Beauty” Mobile Application; 2) Shanghai Museum
Mobile Application; 3) The Palace Museum’s “Daily
Palace Museum” Mobile Application.
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Purpose of the article. This study aims to provide
an innovative model for the dynamic translation and
application of traditional cultural symbols in digital
interfaces. To this end, the research objectives include:
1) Distilling and defining the fundamental principles
of symbolic transformation through case studies; 2)
Developing a practical and actionable design model
for dynamic transformation.

Presentation of the main material. Based on lit-
erature reviews and case studies, research indicates
that dynamic visual imagery in interface design pri-
marily involves three dimensions: visual expression,
enhancement of the interactive experience, and the
establishment of emotional connections. Therefore,
this study identifies three core principles for imple-
mentation: The Principle of Cultural Identity, The
Principle of Narrative Immersion, and The Principle
of Emotional Resonance.

The Principle of Cultural Identity. The principle
of cultural identity refers to the integration of spe-
cific cultural elements into design, enabling users
to perceive the museum’s cultural characteristics
and distinctive visual identity through visual, inter-
active, and content-based experiences. Specifically,
when extracting, reconstructing, and animating tra-
ditional cultural symbols, designers typically focus
on the museum’s regional culture, the artistic style of
its exhibits, or its cultural themes, emphasizing the
preservation of core formal characteristics, typical
pattern structures, colour relationships, and intrinsic
cultural spirit. These symbols are presented through
design transformations, allowing users to accurately
identify their cultural origins and symbolic meanings
during use. At the same time, this approach avoids
design issues such as excessive simplification, arbi-
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trary collage, or overly complex forms that could lead
to distortion of the symbols. Through the interface,
users experience the museum’s cultural atmosphere
and historical depth, thereby gaining an initial under-
standing of the culture.

For example, the “Essentiality of Beauty” mobile
application by the National Museum of China
(Fig. 1). On the “Eagle-shaped Pottery Tripod” inter-
face, the artifact’s form, structure, and textural details
are precisely replicated using high-precision 3D mod-
elling technology, ensuring the authentic reproduction
of the original artifact’s characteristics in the digital
translation. Colour calibration technology renders the
reddish-brown clay body of the pottery tripod on the
smartphone screen with a texture close to that of the
physical object, while the play of light and shadow
further enhances the material’s realism and visual
appeal. On screen, the Eagle-shaped Pottery Tripod
performs anthropomorphic actions such as slightly
turning its head, blinking, and soaring, endowing the
artifact with a dynamic beauty as if poised to take
flight. These dynamic effects are not arbitrary anima-
tions but strictly adhere to the pottery tripod’s aesthetic
form, imparting a sense of vitality while preserving its
original morphological characteristics. At the same
time, a first-person voiceover, synchronized with the
dynamic movements, bridges the gap between users
and the artifacts, allowing these cultural symbols to
engage with users in a personified manner. Addition-
ally, users can select their favourite artifacts based on
personal preferences and interests to generate per-
sonalized posters, and these custom creations can be
shared on social media platforms. This design expands
the reach of cultural dissemination and attracts more
cultural enthusiasts to participate in the interaction.
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Fig. 1. “Essentiality of Beauty” Mobile Application, National Museum of China, Beijing, 2025
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The Principle of Narrative Immersion. This prin-
ciple refers to the comprehensive application of
digital technologies to transform museum content
into a narrative process with a plot progression and
depth of experience through various media, such as
images, sound, animation, and games. It allows users
to immerse themselves in specific cultural contexts
while using the interface, thereby enhancing the sense
of immersion and exploration. In interface design,
content is enriched through storytelling, application
scenarios are expanded using multimedia technolo-
gies, and the experiential journey is driven by interac-
tive actions. Users explore and engage with museum
information through operations such as clicking,
swiping, rotating, zooming, scanning, and path selec-
tion, thereby deepening their learning and experience
of museum culture.

For example, the Shanghai Museum mobile appli-
cation (Fig. 2). The “AR” navigation feature in this case
study is based on centimeter-level visual positioning
and 3D spatial reconstruction technology. The com-
plete process from the user’s tap to the AR real-world
feedback forms a coherent spatial narrative, allowing
users to gradually build a holistic understanding of the
museum’s spatial layout as they explore. Precise tar-
geting of exhibition areas, cultural and creative shops,
as well as service facilities such as rest areas and water
stations, completely eliminates the problem of “get-
ting lost.” Through comprehensive analysis of visitor
profiles, historical movement patterns, and real-time
congestion data, the application provides personalized
exhibition route recommendations for different user
groups. This significantly enhances the visitor expe-
rience and, to a certain extent, optimizes venue opera-
tional efficiency, enabling a smart touring experience
where users can “pick up their phone and start explor-
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ing, viewing, and listening immediately” (NetEase
News, 2025). Additionally, the virtual tour feature
offers panoramic viewing services for online exhibi-
tion halls. Users can take virtual tours based on specific
cultural themes, completing a cultural journey without
leaving home. The online exhibition hall is equipped
with floor plans, 3D views, search, and sharing func-
tions. By clicking on artifacts displayed on the screen,
users can examine them up close and access detailed
explanatory notes, enhancing their sense of interaction
and immersion. Furthermore, the game module creates
diverse narrative themes and scenarios, guiding users
to freely select and combine cultural relic elements
of interest to create their own artistic works, thereby
achieving a perfect blend of entertainment and edu-
cation. Users can save their creations and share them
on social media platforms to showcase their creative
expressions, which further enhances their sense of cul-
tural participation and engagement.

The Principle of Emotional Resonance. The Prin-
ciple of Emotional Resonance refers to the organic
integration of exhibit information and cultural mem-
ory with users’ emotional needs. Through visual
expression, narrative construction, and interactive
experiences, it aims to evoke emotional responses and
foster a sense of shared values among users, thereby
cultivating a deeper sense of engagement, identifica-
tion, and cultural resonance during the user experi-
ence. Specifically, dynamic visual design, combined
with appropriate personalization, a sense of ritual, and
a warm, human touch, creates emotional fluctuations
and memorable moments for users during the inter-
action process, thereby facilitating a transition from
cultural cognition to cultural identification.

For example, the Palace Museum’s “Daily Palace
Museum” mobile application (Fig. 3). The interface is
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adorned with symbols of traditional Chinese culture,
creating a unique cultural atmosphere specific to the
Palace Museum. This visual language not only pos-
sesses aesthetic appeal but also subtly instills in users
a sense of respect for and identification with histor-
ical culture during use. At the same time, by utiliz-
ing daily scheduled push notifications, the app inte-
grates cultural transmission with daily life, fostering
a sense of cultural ritual and creating anticipation for
users in their daily routines. Each day, the applica-
tion features a curated artifact, with Arabic numerals
and cultural elements ingeniously fused into graphic
designs, enhancing the visual appeal and engagement
of the cultural content. Users engage through various
actions such as clicking, swiping, saving, and com-
menting; each interaction triggers dynamic changes
in the interface content. In particular, clicking on a
graphic opens a cultural relic display screen, complete
with rich historical context, explanatory narratives,
and classical-style background music. This creates
a multi-sensory cultural narrative space that piques
users’ curiosity, effectively lowering the barrier to
understanding cultural relics and making cultural dis-
semination more engaging and relatable. Addition-
ally, the application features personalized recommen-
dations and interactive functions. Users can not only
select content based on their interests but also save
their favourite artifacts, leave comments, and share
them, thereby deeply integrating personal interests
with museum content. This design philosophy which
emphasizes everyday relevance, a sense of ritual, and
personalization brings traditional culture into daily
life, breaking down the barriers between traditional
museums and the public. It fosters a closer relation-
ship between the museum and its users, transforming
the museum into a cultural companion. Through this
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interaction, users not only gain knowledge but also
deeply experience the unique charm and emotional
value inherent in museum culture.

Based on the analysis of the aforementioned
transformation principles, this study has developed
a three-layer dynamic transformation design model
comprising the aesthetic expression layer, the technical
interaction layer, and the emotional experience layer.
These three layers interact with one another to form a
systematic framework for the creative transformation
oftraditional cultural symbols within digital interfaces,
providing theoretical support for museum application
interface design that integrates cultural authenticity,
interactive adaptability, and emotional resonance.

Layer 1: Aesthetic Expression Layer — Visual
Translation of Symbols. The Aesthetic Expression
Layer serves as the foundational level of the model,
primarily responsible for the visual refinement, for-
mal reconstruction, and interface translation of tradi-
tional cultural symbols. This enables users to form a
clear cultural impression and overall aesthetic percep-
tion from the very first moment of interaction with the
digital interface. This layer is grounded in semiotic
theory. Barthes (Barthes, 1987) explored how signs
are formed through the “signifier” and “signified,”
extending this framework to the realm of cultural
semiotics. It systematically deconstructs and refines
the “signifier” (visual forms such as patterns, colours,
and shapes) and the “signified” (deep-seated conno-
tations such as historical implications, cultural char-
acter, and symbolic meanings) of traditional cultural
symbols. Krasner (Krasner, 2013) provides a sys-
tematic overview of motion graphic design from the
dual perspectives of historical evolution and aesthetic
construction. Motion graphic design is, at its core, a
fusion of traditional graphic design language with the
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Emotional Experience Layer

Deep emotional connection with users

...............................................................................

Technical Interaction Layer

Dynamic Activation of [

Aesthetic Expression Layer
Visual Translation of Symbols

Fig. 4. Design model. Created by the authors

dynamic visual language of film, television, and inter-
active media, emphasizing the importance of temporal
organization, rhythm control, visual storytelling, and
communicative impact. Yuan and Skliarenko (Yuan
and Skliarenko, 2025) emphasize that the success of
museum mobile application interface design lies in
striking a balance between information communica-
tion and aesthetic expression, with designers striving
to create a user experience that is easy to read, easy to
use, and easy to perceive.

This layer aims to provide a repository of cultural
elements for interface design, enabling traditional
cultural symbols to be expressed in ways that are
more dynamic and aesthetically compelling, thereby
establishing a clear cultural impression and overall
aesthetic perception for users. Consequently, design-
ers focus on distilling the intrinsic characteristics of
symbols. Using semiotic methods that explore the
relationship between “signifier” and “signified,” and
combining techniques such as visual reconstruction
and micro-animations, they transform the visual ele-
ments within symbols through dynamic processing
into motion graphics that possess a sense of time
and rhythm. Patterns, colours, and forms exhibit
more vivid aesthetic expressions through movement,
thereby creating visual imagery that combines distinc-
tiveness with a sense of cultural belonging, allowing
users to form a clear cultural perception the moment
they interact with the interface. At the same time, the
design must incorporate the media characteristics of
digital interfaces to ensure that cultural authenticity
and distinctiveness are maintained while aligning
with contemporary users’ visual cognitive patterns
and interface navigation paths.

Layer Two: The Technological Interaction Layer —
Dynamic Activation of Interaction Mechanisms. The
technological interaction layer serves as the model’s
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connecting layer, focusing on how user actions trigger
dynamic responses from cultural symbols. Grounded
in interaction design theory, this layer transforms user
operations such as clicks, swipes, drags, and aug-
mented reality (AR) interactions within the interface
into core mediators that drive the unfolding of cul-
tural content, visual transformations, and the progres-
sion of narrative rhythm. By establishing a mapping
relationship between user actions and dynamic feed-
back, and by comprehensively utilizing technologies
such as 3D modelling, virtual reality (VR), and aug-
mented reality (AR) (Zidianakis et al., 2021; Nor and
Razak, 2021), we construct cultural narrative scenar-
ios characterized by two-way participation and real-
time responsiveness. Primarily through visual stimuli,
this approach proves more feasible and effective in
enhancing memory recognition and eliciting positive
emotional responses (Santoso et al., 2022). Kolte
and Rao (Kolte and Rao, 2023) demonstrated how
micro-interactions enhance user experience and cre-
ate engaging digital interfaces by infusing them with
personalization, responsiveness, and playfulness,
thereby providing theoretical guidance and practical
foundations for designing more compelling digital
interfaces.

This layer aims to reshape interaction logic through
technological means, breaking the traditional separa-
tion between viewing and operation in interfaces to
achieve a seamless integration of online and offline
experiences, thereby significantly enhancing users’
sense of participation and curiosity. Consequently,
designers focus on constructing the interface as a
perceptible, participatory, and exploratory interactive
space through multimodal interaction methods, instant
feedback mechanisms, and scenario-based experience
paths. Leveraging technologies such as touch con-
trols, voice commands, virtual tours, and augmented
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reality (AR), users can not only view dynamic inter-
pretations of cultural symbols on mobile devices
but also participate in cultural experiences within
more authentic, open, and exploratory environments
through real-time interaction, spatial overlay, scene
activation, and online-offline integration.

Layer 3: Emotional Experience Layer — Deep
Emotional Connections with Users. The Emotional
Experience Layer represents the culmination of the
model, focusing on how dynamic visuals and interac-
tive processes permeate and influence users’ psychol-
ogy. Grounded in emotional psychology, this layer
employs design techniques such as animated story-
telling, gamification mechanisms, and personalized
services (Paliokas et al., 2020; Ma & Chen, 2022) to
lower the barrier to understanding complex cultural
information and to stimulate emotional engagement
and meaningful associations. Scholars have proposed
two new concepts of virtual museums: the user-cen-
tred virtual museum, which emphasizes the audi-
ence’s interactive experience; and the content-centred
virtual museum, which places greater emphasis on the
digital presentation of authentic museum collections
and content. They evaluated the overall user expe-
rience in terms of satisfaction, cognitive load, emo-
tional engagement, sense of presence, interactivity,
participation, and potential negative impacts (Li et
al., 2025).

This layer aims to examine the comprehensive
impact of cultural symbols on users’ cognition and
emotions during dynamic presentation and interac-
tive engagement. It emphasizes that dynamic vis-
uals and interactive mechanisms can significantly
lower the threshold for understanding complex cul-
tural information, enhance information perception
efficiency and cognitive clarity, thereby reducing
cognitive load and strengthening the interface’s
readability and users’ cultural identity. Conse-
quently, designers use animation to imbue static
cultural symbols with a temporal dimension and
dynamic expressiveness, enhancing the interface’s
appeal and narrative quality. This allows users to
acquire knowledge and learn subtly during the oper-
ation process, thereby deepening their understand-
ing of cultural symbols; By employing gamification
mechanisms, cultural exploration is transformed
into task-driven and challenge-based experiences,
allowing users to derive enjoyment and a sense
of accomplishment from the immediate feedback
received during interactions such as clicking and
swiping, thereby increasing engagement and con-
tinuity; combined with ritualized design, the cere-
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monial nature and positive connotations of specific
cultural symbols are reinforced. At the same time,
it is essential to adapt to the diverse knowledge
backgrounds and interests of different user groups,
building personalized services and empathetic envi-
ronments to awaken their latent cultural memories.
Furthermore, through personalized customization
and sharing features, users can extend their personal
cultural experiences to social platforms, fostering a
two-way interaction between cultural dissemination
and identity formation, and helping users develop
an emotional resonance with and a sense of value in
the culture through these interactions.

In summary, based on the research presented in
this model (Fig. 4), the aesthetic expression layer pro-
vides visual content and cultural elements to the tech-
nical interaction layer; the technical interaction layer
provides interactive vehicles and perceptual pathways
to the emotional experience layer; and the emotional
experience layer, in turn, informs the design optimi-
zation of both the aesthetic expression layer and the
technical interaction layer. This also provides design-
ers with a theoretical foundation and methodological
support for constructing dynamic visual expressions
in digital interfaces that integrate traditional cultural
connotations with contemporary aesthetic sensibili-
ties.

Conclusion. In the context of digital media, this
study explores how traditional cultural symbols can
transcend the limitations of static displays in museum
interface design and achieve a transformation from
static to dynamic visual imagery. The study proposes
a three-tiered design model comprising an aesthetic
expression layer, a technical interaction layer, and an
emotional experience layer, and elucidates the design
logic of “visual translation — interactive activation —
emotional connection.” The study indicates that the
digital transformation of traditional cultural symbols
is not merely a simple overlay of animation tech-
niques, but rather a systematic process encompassing
the distillation of cultural connotations, the transla-
tion of visual semantics, interactive narrative con-
texts, and user emotional experiences. Future research
will further explore the applicability and scalability of
this model across different types of museums and cul-
tural contexts. By integrating emerging technological
trends, it aims to expand the expressive dimensions
and application scenarios of the dynamic transforma-
tion of traditional cultural symbols, thereby providing
a solid theoretical foundation for the sustainable dis-
semination and innovative expression of traditional
culture in digital media.
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