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Design of Interactive Learning Products of Children’s Sinology
Education Based on Augmented Reality
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2.Beijing Institute of Graphic Communication, Beijing 102600, China)

ABSTRACT: The work aims to explore the innovative learning model of Chinese children’s sinology education, integrate
entity and digital design into children’s learning experience and develop intelligent products for children’s sinology edu-
cation with Augmented Reality technology. With three elements of users, products and technology as the focus, various
methods like interview, questionnaire, behavior observation and competitive analysis were applied to conduct compre-
hensive analysis on the requirements and problems existing in these children’s sinology learning and find out design op-
portunities. Based on Augmented Reality and image recognition technologies, multi-mode interactive experiencing prod-
uct --Dudu Bear is established, which changes the traditional sinology learning model and offers supports for promoting
children’s cognitive competence, manipulative ability and affective interaction in the learning process. Meanwhile, the
product also helps children to enjoy the learning process through the interesting, interactive and educational experiences,
thus improving learning efficiency and interest towards sinology. Therefore, the proposed design can be of milestone sig-
nificance for the research on innovative model of children’s sinology education, laying the development direction for fu-
ture Chinese children sinology education.

KEY WORDS: intelligent products; children’s sinology education; augment reality; interaction design

T4 Hr RS E SR T, ok 2SI AU R E A R A, T I
AIZINRE [ 2 200, b DEORIMBL 78] fUHIZM TGS h i m )R AG  ZZAR L 3
EEXTESFHE BB T R G ) o feseat AR, JUHGERRIAAY 2R B — AR 2R

B E: 2019-12-01
HEWH: 19 ABLEZH-S A T2 EH B 24 (035000514119020)
EEBN: 2% (1983—), 4, WA, Hid, LETLRFHIT, AEXLRE Z 2L,



AL A4

B2 ST HSR S 3 1 AL [ L 135

HURAEIRA o JLE [ A H0T 1K R ILZAE S HOT AR
4 [ I AL S E AN BORPE R BB L. I, e
W5 3 SO T B A A4 2 05 505 L 2 X%
G SCAL Y 2] 5 i B BRRTEAY L
#[E = HLBIHT BT, MR LER G, WA 2R
WAL oK o

1 RAREARSERSHN

PABIEAE U7 1 AE 5T 28 D00 ) [ 2 43 Be A K& e s
TR DCE =/, Jd i IE LB 1112 > [
SRR, RIETR T 7~9 B/NEAE 20 44 E2EH
Uit 3 440 R VIR L EREROT . 50 hh i 55
SEVERE R IIOTTE T, T LA E 2 20T A
R A T BT s RN 2y T A Y B AR AR T
LA 1,

1.1 HBB+HF
hEZSGEFHE 2SN TR Toish iz

3l w2 2 > BB AR DT 7 2R IR 2 O T 2 R
B L (1927 ) B R B L AR PR
HSRBLLHOR, DL ERCT /NI BT 1R Sk
TSR EDE PR35 55 2 Rl se e UM B 3B U ik
JLE,

1) $siar T R . T L8 X B < 25 40 1) 3
fift, X R A A A PR RE DT

2) MseeE ) B R AR 2 B IR L&
BY TSN, IR LESHEAED), [y
R NAS . H,

1.2 FEmath

FAT, 2R 1 b a E a7 ih £
Je: Y APP T E AL, A S A B 5
R GORE S T SR AT, T Je S8 7™ S Bl e i, LI 2,

LR BE A LB AT A, 4l APP £
N EAAE R, Bers BT —, G AF I AR
OME o SR TR LI B 5 T AR B A — E B R P
AW ZARAE, A R LS A —E R R SRS

e X \ -
K1 DR B i

Fig.1 User interview & observation classroom
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Fig.2 Competitive analysis of existing sinology product
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Fig.3 Usage scenarios of sinology learning machine
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Fig.5 Interactive device of intelligent sinology learning machine
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Fig.10 Emotional game design of sinology learning machine
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