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Abstract

This study builds on the field of cross-cultural user experience design by developing culturally
informed design guidelines for Western designers working with Chinese mobile interfaces.
Drawing on theoretical cultural models of Hall and Hofstede and a design pattern analysis of
Chinese apps, a set of design recommendations were created. These developed guidelines
were tested in a design workshop setting, examining their impact on the design thinking process
and outcomes in comparison to a control group. The findings suggest that culturally informed
guidelines can function as both support and constraint during the design process. This research
demonstrates how theoretical cultural models can be translated into actionable design
recommendations.

Introduction

This thesis is motivated by a personal experience that highlighted the profound impact of
cultural differences on digital interface design and usability.

During my exchange semester in Beijing, | encountered an unexpected challenge: the
seemingly straightforward task of ordering food delivery online turned into a puzzling
experience the moment | opened a local app. Despite my background as a user
experience designer and my familiarity with common design principles in Europe, | found
myself confused by the interface that millions of Chinese users navigate effortlessly each
day. What was intuitive to local users felt foreign to me, revealing a gap between my
Western design sensibilities and Chinese user expectations that design knowledge
alone could not bridge.

This personal experience reflects the broader challenge in the field of user experience (UX)
design. In this digital age, cultural ambiguity is increasingly common as more and more people
navigate through life in multicultural settings. While humans eventually learn to adapt,
successful digital interfaces should address immediate usability across cultural boundaries. As
the global village expands, the generalization of user experience design fails to meet the
usability needs of diverse cultures, challenging the general assumption that all interfaces should
follow a certain path and adhere to conventional design standards.

The Chinese market, in particular, continues to grow in economic importance and technological
innovation (Arora & Vamvakidis, 2011), presenting Western designers with the complex task of
creating interfaces that align with Chinese users' cultural expectations and preferences. While
research in cross-cultural UX design has established theoretical frameworks for understanding
cultural aspects in interface design (Marcus & Gould, 2000; Reinecke & Bernstein, 2013) and
subsequent studies by Li et al. (2022) have refined these frameworks specifically for Chinese



interfaces by identifying key elements influencing the interface design — there remains a
significant gap in practical application. This gap is particularly evident in translating these
theoretical insights into actionable guidelines for Western designers targeting the Chinese
market. This research need is not merely theoretical. My personal experience struggling with a
Chinese food delivery interface — that was both technically functional yet confusing in its
information hierarchy and visual presentation — exemplifies how design approaches must go
beyond technical functionality to embrace specific cultural contexts.

This thesis addresses this gap by developing and evaluating design guidelines to support
Western designers in creating culturally adapted mobile UX interfaces for a Chinese travel
application. The research is motivated both by personal experience and by the observation that
Western designers often struggle to navigate Chinese applications — such as Temu or
AliExpress — due to insufficient consideration of cultural preferences, interaction patterns, and
visual design expectations.

The primary research question for this thesis is how design guidelines can be developed to
support Western designers in creating culturally appropriate mobile interfaces for Chinese
users.

This research question will be addressed by systematically reviewing current cross-cultural
design literature and analyzing existing Chinese applications, followed by translating these
findings into actionable design guidelines. The study examines cultural and design principles
that should be incorporated, and how designers interpret and apply these guidelines. To test the
effectiveness of these guidelines, the methodology includes two design workshops testing how
design outcomes differ when using these guidelines versus a control group using conventional
Western approaches.



Related Work

User Experience Design

UX design describes the design thinking process in which a product is developed to provide
meaningful and relevant experiences to its users (Norman & Nielsen, 2018). Rather than
focusing on a singular factor — e.g., user interface (Ul) or usability — the term UX design
encompasses all aspects of a user's perceived experience with a product, service, or website
from the visuals to its usability. This comprehensive approach to design has proven critical as
researchers have begun to quantify the impact of user experience on overall product success.
Empirical evidence indicates that well-executed UX design correlates strongly with user
satisfaction, retention, and commercial success (Hassenzahl & Tractinsky, 2006). Conversely,
inadequate UX implementations often lead to diminished user satisfaction, increased task
abandonment, and negative appraisals during longitudinal studies (e.g., Badran & AL-Haddad,
2018; Rizvi, 2022). Hence, investing resources in UX optimization is not just a matter of
aesthetic consideration but a research-driven necessity. While UX design principles provide a
foundation for product development, their application must consider the specific context in which
users interact with products. Context encompasses numerous factors including user
demographics, environment, and importantly, cultural background. Understanding these
contextual elements is essential for creating genuinely user-centered designs that resonate
across diverse user populations (Hassenzahl & Tractinsky, 2006).

Cross-Cultural Usability

Usability is a crucial part for the "survival" of the product — hence, if a product is troublesome to
use, users will not bother with it (Nielsen, 2012). Usability is a qualitative attribute assessing the
effectiveness of user interfaces. Assessing the quality of a product involves considering their
context of use, which ISO (2024) outlines as a “collection of interacting factors” — such as users,
goals, and environment. Consequently, culture is a fundamental component within “context of
use” leading to a field of research about cultural influence and variability in usability as “Cross-
Cultural Usability”.

Through a systematic investigation by applying the standardized usability engineering process
outlined in ISO 9241-210, Heimgartner (2014) examined the impact of cultural variability and
interactive system design methodologies. The findings reveal potential for cultural factors to
affect principles of human-centered design (Heimgartner, 2014).

The initial focus of researchers and practitioners were centered around visible, surface-level
cultural artifacts — e.g., text orientation, typographic characteristics, linguistic elements, and
colors — due to their tangible, accessible nature. However, this effort showed significant
limitations, failing to encompass the more complex and intricate dimensions of culture — e.g.
assumptions, cultural values, and patterns of thinking that shape human perception and
interaction (Zhu, 2015). These deeper cultural elements, though less immediately apparent,
have profound implications for how users interact with and perceive digital interfaces.



The Influence of Culture and Cultural Models

As a result of the expansion of globalization and localization, digital interfaces, including
websites and mobile applications from around the world, have become universally accessible
with increasing ease. This has shaped the landscape of Human-Computer Interaction (HCI)
across cultural boundaries. In response to this global accessibility, HCI researchers have
extensively investigated the effects of cultural differences on user interactions and design
requirements. The studies include topics such as the cultural impact on user interfaces (Auinger
et al., 2011; Reinecke & Bernstein, 2013), the cultural differences in UX evaluation (Walsh et al.,
2010), and cultural translation of design preferences (Alexander et al., 2016).

These cross-cultural HCI studies highlight a fundamental challenge: defining "culture" itself.
While no definitive or universally accepted definition exists, researchers have applied various
theoretical frameworks — such as Hofstede's cultural dimensions and Hall's context theory — to
interpret cultural phenomena and analyze their effects on usability and interface design (Ford,
2005). These theoretical frameworks serve as analytical lenses through which researchers can
systematically examine how cultural factors influence user expectations and behaviors.

Among the various cultural frameworks available to researchers, this thesis focuses specifically
on Hall (1959) and Hofstede (2010) models. These two models were chosen due to their
complementary perspectives. Hall's model addresses dimensions such as communication
patterns in relation to context that directly impact information presentation in Ul design, while
Hofstede’s dimensions offer insights into deeper cultural values — such as individualism versus
collectivism — that significantly affect user expectations. Hofstede's (1991) dimensions of culture
were also the "most quoted theories in relation to cross-cultural usability" (Smith et al., 2004) —
due to its extensive empirical foundation, covering the largest number of analyzed countries in
comparative models (Zhu, 2015). Table 1 and Table 2 provides definitions and explanations for
each dimension within Hall's and Hofstede's cultural models, which will inform the development
of culturally sensitive design guidelines later in this thesis.

Table 1.
The Dimensions and Descriptions of Hall's Cultural Model. Adapted from Hall, E. T. (1959)

Dimension Explanation

Context The communication style in culture can be distinguished between high-
(High-Context versus context and low-context communication. High-context cultures have an
Low-Context) implicit communication style, relying on subtle nonverbal cues, and shared

cultural understanding. Low-context cultures prioritize explicit, direct verbal
communication with precise and detailed information.

Time The perception and management of time vary between cultures.
(Monochronic versus Monochronic cultures view time as linear, sequential, and schedule-driven,
Polychronic) emphasizing punctuality and structured planning. Polychronic cultures

perceive time as more flexible with multiple tasks and relationships taking
precedence over strict timelines.




Table 2.

The Dimensions and Descriptions of Hofstede’s Cultural Model. Adapted from Hofstede, G.,
Hofstede, G. J., & Minkov, M. (2010).

Dimension

Explanation

Power Distance Index
(PDI)

PDI measures the attitude of the culture towards hierarchical authority. This
dimension is defined as the extent to which the less powerful members
within a country expect and accept that power is distributed unequally.

Individualism versus
Collectivism (IDV)

This dimension represents the degree of interdependence a society
maintains among its members such as whether people prioritize personal
goals or group loyalty.

Motivation towards
Achievement and
Success (MAS)

Formerly titled as masculinity versus femininity, this dimension indicates a
focus on competition and achievement versus care and quality of life.

Uncertainty Avoidance
(UAI)

This dimension describes how comfortable a culture is with ambiguity and
risks. It is the extent to which the members of a culture feel threatened by
unknown situations.

Short-Term versus
Long-Term Orientation
(LTO)

This dimension represents the priorities of a society when it comes to
future planning versus immediate results. It also describes how society
deals with its past while also dealing with challenges of the present and
future.

Indulgence versus
Restraint (IVR)

IVR shows the extent to which people try to control their desires and
impulses, based on the way they were raised.

These theoretical frameworks have been systematically applied to user interface design,
enabling researchers to establish measurable connections between cultural dimensions and
specific design elements. While these models provide valuable analytical lenses, their
application to UX design requires careful translation from abstract cultural dimensions to
concrete design guidelines. The following section examines how researchers have
operationalized these theoretical constructs into practical design principles.




Application to User Interface Design

Extensive research over the past two decades has established significant correlations between
cultural dimensions and UX design principles. Marcus and Gould (2000) were among the first
researchers to systematically connect Hofstede's cultural dimensions to Ul design features,
establishing a foundational framework in this domain. Subsequently, Marcus expanded this
framework through a series of empirical studies (e.g., Marcus, 2002; Marcus & Baumgartner,
2004; Marcus, 2011). Building upon this foundation, Reinecke and Bernstein further validated
the relationship between cultural dimensions and interface usability outcomes in their works
(Reinecke & Bernstein, 2008; Reinecke & Bernstein, 2011; Reinecke & Bernstein, 2013),
making a significant contribution by adopting a user-centered perspective that added new depth
to the field. Following these seminal works, numerous researchers have extended this line of
inquiry: Callahan (2005) examined cultural patterns in educational websites, Mousavi &
Khajeheian (2012) explored implications for mobile interfaces, and Reinecke & Bernstein (2008,
2013) developed adaptive systems responding to cultural preferences — collectively
synthesizing their findings into comprehensive frameworks that continue to guide contemporary
cross-cultural design practices. To illustrate the practical application of cultural dimensions to
interface design, Table 3 shows the key relationships between Hofstede's cultural dimensions
and specific Ul elements based on Reinecke and Bernstein's (2013) influential framework. This
mapping demonstrates how abstract cultural concepts can be translated into concrete design
decisions.

Table 3.
Relationships between Hofstede’s Dimensions and Ul Aspects. Adapted from Reinecke, K., &
Bernstein, A. (2013).

Dimension Ul Design — Low Score Ul Design — High Score
Power Distance Index Non-structured data Structured data
(PDI)
Friendly error messages Strict error messages
Support is rarely needed Provide strong support with help
of wizards
Images often show the country’s Images often show people in their
leader or whole nation daily activities
Individualism versus Traditional colors and images Use colors to encode information
Collectivism (IDV)
High image-to-text ratio High text-to-image ratio
High multimodality Low multimodality




Colorful interface Monotonously colored interface
Little saturation, pastel colors Highly contrasting, bright colors
Motivation towards Allow for exploration and different | Restrict navigation possibilities
Achievement and Success | paths to navigate
(MAS)
Uncertainty Avoidance Most information at surface level, Little information at surface level,
(UAI) shallow hierarchy of information more layered hierarchy of
information
Nonlinear navigation Linear navigation
Code colors, typography, sound to | Use extra cues to reduce
maximize information ambiguity
Short-Term versus Long- Reduced information density Most information at interface level
Term Organization (LTO)
Content highly structured into Content can be arranged around a
small units focal area

While these frameworks provide valuable design insights, it is important to acknowledge their
limitations. Cultural dimensions represent statistical aggregates that may not account for
individual variations, regional differences, or evolving cultural norms. Additionally, the direct
mapping between cultural dimensions and design elements sometimes risks oversimplification
of complex cultural phenomena. As Kamppuri et al. (2006) note, treating culture as a static
variable rather than a dynamic process can lead to stereotypical design solutions.

Chinese UX Design

Chinese UX design exhibits fundamental variations in information structure, and user
engagement approaches compared to Western UX design. Understanding these differences is
crucial for Western designers, as conventional Western design principles often prove
inadequate when applied directly to Chinese markets without cultural adaptation. This section
examines the key elements defining Chinese UX design through its mobile-centric evolution,
traditional cultural influences, core Chinese values, and systematic differences from Western
interface characteristics.

Mobile Technology Adoption in China

Research by Zhang and Crompton (2021) and Lee (2021) provides compelling evidence
regarding China's accelerated adoption of mobile technology, highlighting a distinctive
preference for mobile devices over traditional computers. Since 2013, China has experienced a
significant increase in mobile technology usage for educational purposes, coinciding with the



widespread adoption of smartphones (Zhang & Crompton, 2021). Lee (2021) discusses this
phenomenon through the concept of "leapfrogging," suggesting that China's "stage-skip" of
personal computers for more economically accessible and convenient smartphone technology
led to China's current mobile-centric usage patterns. This technological context is essential for
understanding the unique parameters within which Chinese UX design has evolved.

Traditional Chinese Cultural Elements in UX Design

When examining Chinese UX design, traditional Chinese elements have a considerable
influence on the design approach and aesthetic considerations (Long, 2017). These elements
include cultural values, metaphors, and distinctive cultural representations such as Chinese
calligraphy and ink paintings. Empirical evidence supports this claim, as demonstrated by a
comparative study of a personal digital assistant incorporating aspects of the Chinese cultural
concept of "Guanxi" (3% &, relationship-building). This culturally informed design outperformed
similar products from other countries in all aspects within the Chinese market (Marcus &
Baradit, 2015). The integration of cultural values into features and interface design has been
shown to enhance user engagement and satisfaction among Chinese users, demonstrating that
culturally informed approaches yield measurable benefits.

Traditional Chinese Values

Romeo (2016) identified three predominant traditional Chinese values that significantly impact
UX design effectiveness. The first is "Guanxi" (3¢ %), which refers to the establishment and
maintenance of social relationships through personal, particularistic ties between individuals.
The second is "Rénging" (A 1%), encompassing the moral obligation within Chinese
communities to reciprocate favors and observe established social norms in interpersonal
interactions. The third is "Mianzi" (Ifii+), representing social "prestige" or "honor" that individuals
accumulate by adhering to societal expectations. Understanding and incorporating these
cultural values into UX design has become increasingly important for both domestic and
international companies targeting the Chinese market.

Comparison of Chinese and Western Interface Design

The information architecture and complexity of Chinese digital interfaces present a stark
contrast to Western interfaces. Marcus and Baradit (2015) characterize Chinese interfaces with
a high content density, consisting of "hundreds of items (images, links, buttons, text)" within a
single display. This observation highlights the fundamental differences between the Chinese
design philosophy of "More is More" and the Western design philosophy of "Less is More"
(Qing, 2022).

Alexander et al. (2017) and Li et al. (2022) substantiate these observations through their
comprehensive research on Chinese-Western website design comparisons. Their analysis
yielded several consistent findings: Chinese interfaces consistently feature higher element
density and more interactive components with high use of links, demonstrate a statistically
significant preference for bright traditional colors such as blue and red, and frequently
incorporate imagery associated with authority figures and ceremonies. Conversely, Western
interfaces show distinctive characteristics, including more extensive use of footer sections,



predominance of whitespace and visual hierarchy, and imagery that typically depicts everyday
scenarios of daily life or nature.

Table 4 presents a comprehensive comparison of these design characteristics based on Li et
al.'s (2022) systematic analysis. This comparison not only highlights surface-level design
differences but also reveals how deeper cultural values manifest in visual presentation and
information architecture choices.

Table 4.

Consistent Differences in Web Design on Chinese and Western Websites. Adapted from Li, Y.,
Karreman, J., & De Jong, M. (2022)

Category Chinese Websites Western Websites Cultural Explanations
Layout Denser with more items PDI; LTO; Chinese
ideograms
More (floating and UAI; high/low context
clickable banners)
Navigation More footer navigation Monochronic/polychronic
time perception
Links Links opening in new High/low context;
windows Monochronic/polychronic
time perception
Font or color change to Underlining links Chinese ideograms
mark links
Multimedia More pop-ups, videos and High/low context; UAI
animations
Color More use of red and blue | More white High/low context
Low saturated colors High saturated colors IDV
Visual Images often show Images often show PDI; IDV; MAS; High/low
Representation | leaders, families, individuals, daily life and | context
ceremonies, iconic nature
symbols,
accomplishments and
monuments




Research Approach

Building upon the theoretical frameworks of cross-cultural interface design (Reinecke &
Bernstein, 2013), Chinese-Western Ul pattern differences (Li et al., 2022), and Chinese cultural
values (Romeo, 2016), this research addresses the practical challenges faced by Western
designers when creating mobile interfaces for Chinese users. As mentioned in the related works
section, there are significant differences between Chinese and Western UX paradigms — from
information density (Marcus & Baradit, 2015) to visual elements (Long, 2017). While extensive
research exists on cultural dimensions and their implications on Ul design, there remains a
significant gap in translating these insights into actionable guidelines for Western designers.
Current research predominantly focuses on identifying cultural differences in UX design rather
than providing practitioners with specific strategies to address these differences in their design.
Furthermore, there is limited empirical evaluation of culturally informed design guidelines in
controlled design contexts, particularly regarding their effectiveness for Western designers
creating interfaces for Chinese users. This thesis aims to bridge this gap by investigating how
cultural dimensions manifest in Chinese interfaces and how the designers can effectively
incorporate these considerations into their work.

Design guidelines broadly serve as frameworks helping practitioners make informed decisions
throughout the design process (Hartson & Pyla, 2018b). Within the context of this thesis, these
guidelines are specifically defined as structured recommendations that translate theoretical
cultural knowledge into practical design considerations. Unlike rigid rules, guidelines are
intended to be adaptable principles that inform the design process while allowing for creative
interpretation based on specific project requirements. They function as a decision-making tool
that assists designers in making culturally appropriate choices regarding interface elements,
information architecture, visual design, and interaction patterns when designing across cultural
boundaries.

The primary focus of this thesis is to develop and evaluate design guidelines that support
Western designers in creating culturally appropriate mobile interfaces for Chinese users. The
following research questions guide this study:

1. How can design guidelines be developed to guide Western designers in creating
culturally adapted mobile UX interfaces for Chinese travel apps? This question
addresses the methodological approach to translating cultural theory into practical
design guidance. The focus on travel applications provides necessary scope limitation
for research feasibility while offering a domain with rich cultural interaction patterns.

2. What cultural and design principles should be incorporated to support Western
designers in adapting mobile UX for Chinese travel apps? This question examines the
specific content needed for effective guidelines.

3. How do designers interpret and apply the guidelines when designing for Chinese users?
This question explores the practicality and implementation of the guidelines.

4. How do design outcomes differ between designers using the guidelines and those
without it? This question evaluates the impact and the underlying usefulness of the
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guidelines by comparing the experimental, culturally informed design approach with a
conventional Western approach.

To address these questions, this thesis is split into two distinct stages. The first stage focuses
on the development of the culturally informed design guidelines and the second stage evaluates
the effectiveness of these guidelines through comparative design workshops with Western UX
designers.

Development of Design Guidelines

The vision of the guidelines was to develop a set of culturally informed recommendations that
serves as a reference point for designers seeking to develop contextually appropriate mobile
interfaces for Chinese users. These guidelines aim to bridge the gap between Western design
paradigms and Chinese cultural expectations by providing the cultural context necessary for
creating meaningful and engaging mobile experiences.

The methodological approach to developing the guidelines is divided into two complementary
phases. The first phase incorporates findings from existing research in cross-cultural interface
design to establish a theoretical foundation for cultural adaption. The second phase conducts a
design pattern analysis of existing apps within the Chinese market, analyzing interface patterns,
and visual elements of these mobile applications. This approach ensures that the resulting
guidelines provide both theoretical insights and practical applicability — maintaining academic
integrity and professional relevance.

The guidelines are composed of four key components. First, they establish a foundation based
on Hall’'s and Hofstede's cultural dimensions framework with specific attention to dimensions
relevant to the Chinese cultural context. Second, they incorporate descriptions of cultural values
unique to Chinese society and articulate their implications in design. Third, they identify
interface preferences based on existing research and the design pattern analysis findings,
highlighting elements such as information density, and interaction patterns. Fourth, they provide
recommendations for design approaches that resonate with Chinese users' expectations and
behavioral patterns.

The guidelines specifically target mobile interfaces, reflecting the documented preference for
mobile technology among Chinese users (Zhang & Crompton, 2021; Lee, 2021). The guidelines
serve as recommendations intended to function not as rigid rules but rather as culturally
sensitive considerations that can assist designers when creating adequate user experiences for
the Chinese market. The following sections detail the development process for each component
of the guidelines and present the resulting recommendations for cultural adaptation in mobile
interface design.
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Theoretical Foundation

The theoretical foundation for the design guidelines are based on Hall's (1959) and Hofstede’s
(2010) cultural models and are further enhanced by incorporating research findings from
existing mappings (Marcus & Gould, 2000; Reinecke & Bernstein, 2013; Alexander et al., 2017;
Li et. al., 2022) and Chinese cultural values (Romeo, 2016).

Cultural Dimensions and Chinese Design

Hofstede’s research has quantified cultural dimensions across over 100 countries, providing
scores ranging from 0 to 100 for each dimension (Minkov & Kaasa, 2022). As visualized in
Figure 1, China exhibits distinctive patterns across these dimensions that influence user
expectations and preferences. China’s high Power Distance Index (PDI) score of 80 represents
how society is more susceptible to a hierarchical order and are generally more receptive to
leadership and initiative. In Ul design, this manifests in the form of clear hierarchical structure
(Marcus & Gould, 2000). The Individualism (IDV) score of 43 depicts China as a collectivistic
culture, where Chinese people’s self-image is defined as a group rather than the individual. This
collectivist orientation influences design preferences towards community values rather than
individual achievement (Reinecke & Bernstein, 2013). The relatively high score of 66 in
Motivation towards Achievement and Success (MAS) reflects a society driven by competition,
achievement, and success — qualities that are reinforced through recognition and status
elements in interface design (Li et al., 2022). China’s low Uncertainty Avoidance (UAI) score of
30 indicates a culture comfortable with ambiguity. This cultural characteristic manifests in
interface designs that may incorporate more implicit navigation patterns, hence, relying on their
users' ability to discover functionality through exploration rather than explicit instruction
(Alexander et al., 2017).

Figure 1.

China’s Scores in each Dimension of Hofstede’s Model

BO

Mativation
Fower tow

ds
) Individualism o 2 i :
Distance Achievement and Avoidance Orientation

Uncertainty Long Term
¥ 2|
ndulgence

12



While Hall (1959) did not quantify his cultural dimensions with numerical scores, his qualitative
classification of cultures provides valuable insights for understanding Chinese communication
patterns. Hall categorized China as a high-context culture, where communication relies on
implicit understanding, common cultural knowledge, and contextual cues. This contrasts with
low-context Western communication styles that prioritize explicit, detailed information exchange.
China’s high-context communication is reflected in the Chinese language itself, which often
convey meaning through context rather than explicit statements (Fu, 2021). China exhibits
polychronic time patterns where multiple activities occur simultaneously — a stark contrast to the
monochronic patterns typical in many Western cultures. In design, the polychronic orientation
manifests in multimodality of layered interfaces and flexible interactions that allows users to
engage with multiple functions simultaneously (Zhang, 2020).

Figure 2 illustrates how this information is presented in the guidelines, showing the definition of
each dimension, the connection to Chinese culture, and a general characterization in design.
This serves as background information for the designer to gain a deeper understanding of
Chinese culture. For the full guidelines, refer to Appendix Guidelines.

Figure 2.
Snippet from the Guidelines — Cultural Dimensions

e Power Distance (80)

o This dimension measures the attitude of the culture towards hierarchical
authority. Power Distance is defined as the extent to which the less powerful
members within a country expect and accept that power is distributed
unequally.

o China has a high power distance score, meaning Chinese individuals are
influenced by authority and are in general optimistic about people’s capacity
for leadership and initiative. Visuals are being used to reinforce the sense of
authority in Chinese apps.

Chinese Cultural Values and Their Design Implications

Building on Hofstede’s and Hall’s cultural dimensions, the guidelines are further enriched by
incorporating traditional Chinese cultural values that shape design preferences (Romeo, 2016).
Research has identified China’s culture of abundance (Wang, 2024) as a key influence on its
user experience design. Hence, the design philosophy of “more is more” plays a central role
(Qing, 2022) in Ul design. Thus, Chinese interfaces often feature high information density and
dynamic elements. This display of abundant information and options reflects the collectivist
nature of Chinese culture and aligns with its low uncertainty avoidance, which enables Chinese
users to navigate complex interfaces with ease.

The three traditional Chinese values according to Romeo (2016) have significance for interface
design. First, "Guanxi" (32 &, relationships) influences the prominence of social features in

Chinese applications, where relationship-building is often an integrated functionality across the
user experience rather than compartmentalized (Marcus & Baradit, 2015). Hence, with China’s

13



collectivistic nature, user comments and popular topics within the community are often
highlighted features in Chinese applications. Second, "Rénqing" (A 1#, moral obligation) shapes
interaction patterns in interface design, such as social features and community engagement
mechanisms (Romeo, 2016). Third, "Mianzi" (Ifi -, face as in social prestige) manifests through
features such as allowing users to display achievements and social status, reinforcing users'
social standing within their community (Li et al., 2022).

The functional scope of Chinese mobile applications often follows a holistic “everything-in-one”
approach (Romeo, 2016; Qing, 2022). Rather than modular apps focusing on specific needs
and tasks — as is typical with Western apps, Chinese users favor convenience in the form of
multifunctional platforms with a broad range of functionalities within a single platform (Romeo,
2016). This approach is consistent with China’s polychronic time orientation of multitasking.

These cultural dimensions and values provide the theoretical foundation for developing the
culturally informed guidelines. The following section will examine how these cultural factors
manifest in specific interface elements through a design pattern analysis of Chinese travel
applications.

Design Pattern Analysis of Chinese Travel Apps

A pattern analysis of Chinese travel apps was conducted to identify culturally-specific design
patterns that inform the guidelines. The decision of working with travel applications was made to
establish necessary boundaries for research feasibility — by focussing the analysis on a defined
application category rather than attempting to address all possible interface types across all
domains. Another reason is the versatility of this domain since travel applications typically
incorporate a diverse set of interaction patterns — from information browsing to transaction
completion. This range of interaction patterns yield a comprehensive overview into the cultural
design differences between Chinese and Western travel apps. This focused context also
enables a more controlled comparison between the participants’ design outcomes in the
subsequent design workshops.

For the interface analysis, four representative Chinese travel and lifestyle apps were selected:
Da Zhong Dian Ping (KAxs5.3F), Féi Zha Travel (K3 Jik1T), CTrip (#:F24Kk17) and Mé&i Tuan (3
[41). These applications were selected based on their popularity among Chinese users and their
comprehensive feature sets that exemplify Chinese design approaches.

The analysis focused on five key interface segments — representing the core steps of the user
journey of a travel application — landing pages, community content, browsing interfaces, search
functionality, and event detail pages. These segments were selected because they encompass
the primary interaction patterns users engage while also providing a comprehensive overview of
cultural design differences. For each segment, the analysis examined visual elements — such as
layout, color, visual representation —, navigation patterns, and interactive components.
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Screenshots of each application were systematically captured and organized by interface
segment — an example can be seen in Figure 3, refer to the Appendix Design Patterns Analysis
for the complete overview. The visual elements were compared to identify recurring patterns
and distinctive features that appeared consistently across the applications. Each pattern was
analyzed in relation to the cultural dimensions and values discussed in the theoretical
foundation to establish connections between observed design elements and underlying cultural
factors.

Figure 3.
Example of Organization of Browsing Segments
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Key Design Patterns

The analysis revealed several consistent design patterns across the examined applications that
reflect Chinese cultural preferences. These findings are organized by interface segment and
presented with visual examples and their relation to the theoretical foundation.

Landing Page Design — Content Abundance and Categorization

A prominent characteristic was the representation of content abundance through
comprehensive category visualization — usually in form of icons — on the landing pages, see
Figure 4. This extensive content was consistently complemented by an infinite scroll
functionality that directed users into either community-generated content or trending events.
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Figure 4.
Category Icon Grids on Landing Pages
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This design approach addresses both content discovery and social connection priorities
simultaneously. The extensive category display reflects China’s cultural orientation towards
abundance (Wang, 2024) and aligns with the “more is more” design philosophy identified by
Qing (2022). The high information density observed in these interfaces corresponds with
China’s low uncertainty avoidance, implying that Chinese users are comfortable navigating
complex interfaces with multiple options presented to them (Alexander et al., 2017).

Community Content — Collective Preferences and Social Validation
The collectivistic aspects of Chinese culture are evident in how community consensus and
popular content are emphasized across interfaces. Trending events — often titled as “hot trends”

(“#%7]") and presented with colored highlights and/or extra added labels — and community posts

receive significant visual prominence within the interface hierarchy, as shown in Figure 5.
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Figure 5.
Trending Events and Community Content
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This prioritization of collective preference indicators aligns with China’s collectivistic orientation
and cultural emphases of Guanxi (3¢ %), where social validation play an important role in the
user’s decision-making (Romeo, 2016). Labels such as “KZK#{{E31", translated as “Everyone is
playing (doing) this” — the label is seen in Figure 5 on Fei Zhu Travel — further substantiate the
importance of group affirmation within China’s collectivistic culture (Hofstede, 2010). The
prominence of user ratings, and reviews reinforces the importance of social validation in
Chinese interfaces.

Browsing Interfaces — Exploration Emphasis

The analyzed applications consistently emphasized browsing capabilities for the user — evident
by the prominent placement of category navigation and curated content sections (see Figure 4).
This pattern reflects a preference for exploration, allowing users to discover options they might

not have explicitly searched for. When the search bar is present, it frequently presents
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suggestion prompts, displaying the popular searches — see Figure 6. This encourages users to
engage with community-validated content, aligning with both the collectivistic mindset and

Guanxi (K R).

The browsing emphasis aligns with China’s polychronic time orientation (Hall, 1959), where
users might engage in multiple activities simultaneously — e.g., browsing across several
categories — rather than having a single search task.

Figure 6.
Search Bar with Suggestion Prompts
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Notably, Chinese applications frequently incorporate alternative search input methods, with
camera and voice search icons prominently positioned alongside traditional text input fields.
This design pattern enhances accessibility for users across different technological comfort

levels and aligns with research by Xie (2005) indicating that older Chinese people often struggle

with text-inputs.

Search Functionality — Contextual and Location-Aware
The search functionality is consistently supplemented with location-based parameters — such as
a location tag or icon for easy navigation (see Figure 6). This pattern reflects the practical
considerations of travel applications but is implemented with particular emphasis in Chinese
interfaces. The search bars have integrated location parameters as contextual information. This
aligns with Hall's (1959) classification of China’s high-context communication style — meaning
users expect the system to understand and incorporate information rather than requiring explicit

input.
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Event Detail Page Design — Information Density

The event detail pages across the analyzed applications characteristically showcase dense
information presentation. This typically begins with a prominent image gallery followed by details
— such as a description, price, address — and user ratings (see Figure 7).

Figure 7.
Information-Dense Event Details Pages
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The information density on these pages reflect the “more is more” design philosophy (Qing,
2022) and complements China’s low uncertainty avoidance, suggesting that users are
comfortable with processing complex information displays (Hofstede, 2010).

Visual Summary

Figure 8 is a series of low-fidelity wireframe illustrations created to summarize the recurring
patterns identified across the analyzed applications. These visualizations showcase the
consistent structural elements and visual hierarchy. Each wireframe represents the typical
arrangement and prioritization of elements highlighting the common design patterns reflecting
Chinese cultural preferences.
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Figure 8.
Synthesized Wireframe of showcasing Common Design Patterns and Visual Hierarchy
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These identified patterns along with the theoretical foundation form the basis for developing
culturally informed design guidelines. This combination of pattern identification and cultural
interpretation doesn’t only show what Chinese interfaces look like, but creates a deeper
understanding of why they are designed that way.



Design Recommendations

Based on the theoretical foundation and design pattern analysis, this section presents specific
design recommendations for Western designers when creating mobile interfaces for Chinese
users. These recommendations are organized into key areas that emerged as significant in the
theory and pattern analysis. Each recommendation is grounded in the cultural dimensions
discussed earlier and supported by observations from the analyzed applications. The
recommendations aim to bridge the gap between Western design approaches and Chinese user
expectations by providing culturally informed suggestions that can be applied in practical design
contexts.

Content Abundance and Information Density

The analysis of Chinese travel applications revealed consistent patterns of high information
density and comprehensive content presentation. This finding aligns with China's low
uncertainty avoidance score of 30 (Hofstede, 2010) and reflects the cultural preference for
information-rich environments. It is advisable for Western designers creating interfaces for
Chinese users to embrace content abundance over minimalism (Wang, 2024). This approach
involves designing interfaces with higher information density than typical Western applications,
limiting whitespace in favor of displaying more features and options. Landing pages benefit from
showcasing the variety of functionality through comprehensive category displays, as observed
in all analyzed applications. Grid layouts with an abundance of information at surface level are
preferable to overly layered information hierarchies (Reinecke & Bernstein, 2013). This
preference for immediately visible options was consistently observed in the design pattern
analysis and represents a significant divergence from Western minimalist design principles that
emphasize reduced cognitive load through information hiding through nestled design elements.

Exploration and Browsing Patterns

Chinese applications consistently prioritize browsing capabilities over direct search functionality,
reflecting the polychronic time orientation in Chinese culture (Hall, 1959). To accommodate this
preference, Western designers are encouraged to place category browsing options prominently
on landing pages and to incorporate trending content and community recommendations in
browsing interfaces. It is recommended to create nonlinear navigation to support exploratory
behavior rather than directing users toward specific goals (Reinecke & Bernstein, 2013). When
designing interactive elements, color cues are more preferable to underlining as indicators for
clickable elements (Li et al., 2022). This recommendation stems from the visual nature of
Chinese ideograms, where underlining can interfere with readability (Li et al., 2022).
Additionally, designers could accommodate parallel browsing behaviors by designing interfaces
that support multiple simultaneous activities, potentially with links opening in new windows to
maintain context.
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Contextual Awareness and Input Methods

The analysis revealed that Chinese interfaces consistently incorporate contextual elements,
particularly location awareness, into search and browsing functionality. This aligns with Hall's
(1959) classification of China as a high-context culture, where communication relies heavily on
shared contextual understanding. Design recommendations include integrating alternative
search input methods such as camera and voice options alongside traditional text search.
These alternative input methods enhance accessibility for users across different technological
comfort levels, including older users who may struggle with text input (Xie, 2005). Search
interfaces benefit from displaying trending searches and suggestions to encourage community-
aligned exploration. Additionally, search functionality should preserve contextual information —
such as location — throughout the search process, minimizing the need for explicit user input.

Visual Communication and Multimedia Elements

Chinese interfaces demonstrate distinct visual communication patterns characterized by
dynamic elements and higher image-to-text ratios than typical Western interfaces (Li et al.,
2022). This reflects China's high-context communication style and collectivistic orientation.
Interface designs may include attention-grabbing elements like animations and pop-ups, which
are more readily accepted in Chinese interfaces due to lower uncertainty avoidance (Hofstede,
2010). Imagery containing themes relevant to collectivistic values, such as families, ceremonies,
and community activities are favored over individualistic themes common in Western interfaces
(Reinecke & Bernstein, 2013; Li et al., 2022).

Social Validation and Community Integration

The pattern analysis identified significant emphasis on community consensus and social
validation across all analyzed applications. This directly connects to China's collectivistic culture
(IDV score of 43) and the importance of traditional values like “Guanxi” (3< &, relationships) and
“Mianzi” (1fii+, social face). Recommendations include displaying user reviews and ratings
prominently within the interface hierarchy and highlighting trending or popular choices to
facilitate community-influenced decision making. Designers are encouraged to incorporate
indirect social bonding features, such as gifting mechanisms or shared rewards, that build
relationships between users (Romeo, 2016). Gamification elements that bring users together for
collective achievements align with Chinese collectivistic values and gaining social face within
the community. Ideally, interfaces provide various opportunities for users to share experiences
and contribute to the community knowledge base.

Transaction Processes

While not directly observed in the interface analysis, transaction processes represent an
important extension of the cultural dimensions identified in the theoretical foundation. China's
lower uncertainty avoidance and rapid adoption of digital payment technologies have created
distinct expectations for transaction interfaces (Romeo, 2016). Western designers should
consider integrating QR code payment options, which have become ubiquitous in Chinese
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digital ecosystems (Vescovi, 2018). Interfaces may be designed to accommodate biometric
authentication where appropriate, reflecting the greater acceptance of such technologies in
Chinese markets.

While these recommendations are grounded in theoretical cultural dimensions and pattern
analysis, their practical effectiveness for Western designers requires empirical validation. An
experimental study was designed to evaluate whether these culturally informed guidelines help
Western designers create interfaces that better align with Chinese user expectations compared
to conventional Western design approaches. Through a comparative workshop methodology,
the experiment investigates both the outcomes of guideline application and the designers'
experience in interpreting and implementing culturally adapted design principles.
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Experiment

The second phase of this research was an experiment to evaluate the effectiveness of the
culturally informed design guidelines developed. The experiment addresses the third and fourth
research questions: how designers interpret and apply the guidelines when designing for
Chinese users, and how design outcomes differ between designers using the guidelines and
those without them. A comparative workshop methodology was employed to directly observe
and measure differences in both process and outcomes. The primary objective was to evaluate
the usefulness of the developed guidelines in a realistic setting. The participants were tasked
with designing screens for a travel application, maintaining consistency with the domain focus
established in the guideline development phase.

Participants

The experiment involved six participants divided equally between experimental and control
groups. All participants were female designers between the ages of 22 and 28, with
backgrounds in UX design and proficiency in Figma. Each participant had prior experience
designing mobile interfaces in a European context but had no specific expertise in designing for
Chinese users. This selection criteria ensured participants had sufficient design knowledge to
complete the tasks while controlling for prior experience with Chinese design patterns.
Participants were recruited through an open call, with the only requirement being experience in
mobile interface design. This recruitment criterion is relevant, since the guidelines were
developed under the assumption that the reader possessed fundamental UX design knowledge.
While the sample size is limited, it aligns with common practice of a small design team in a
realistic setting.

Materials and Setup
Both groups were provided with identical design briefs and resources, with the experimental
variable being access to the cultural guidelines. The following materials were prepared:

1. A comprehensive design brief detailing the fictional client scenario, tasks, objectives,
and expected deliverables. The brief included a description of the target Chinese user
group and two personas representing this audience, with cultural information embedded
in their characteristics, pain points, and needs — e.g. wanting to share their trip on social
media, or reliance on visual cues due to language barriers.

2. A prepared Figma workspace containing reference screenshots of landing, event, and
booking pages extracted from the TripAdvisor mobile application (December 2024). The
workspace also included a style guide with font styles and color specifications, an icon
library, and basic Ul components to facilitate efficient design work.

3. Cultural design guidelines (experimental group only) providing recommendations for
designing interfaces aligned with Chinese user expectations and preferences.

For the complete documentation of materials, the design brief is included in Appendix Design
Brief and the Figma setup in Appendix Figma Setup.
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Procedure
The experimental procedure was structured as follows:

1. Participants received the design brief one day before their scheduled session to
familiarize themselves with the task requirements. They were explicitly instructed not to
conduct additional research on Chinese users or interfaces to prevent external
influences on the experimental conditions.

2. Participants were assigned to either the control or experimental group. The experimental
group received the developed guidelines as an additional resource, while the control
group worked solely from the design brief and personas.

3. Each group participated in a 90-minute design workshop and was tasked with creating:

o A user flow diagram detailing the user's journey and expected interactions
o Low-fidelity wireframes with design annotations

4. Following the design session, both groups engaged in a semi-structured interview about
their experience, design decisions, and challenges encountered during the process. The
interview protocol is documented in the Appendix Interview Protocol.

All sessions were video recorded with participants' informed consent to facilitate detailed
analysis of the design process and decision-making patterns.

Data Collection and Analysis
Multiple data sources were collected to allow a comprehensive analysis:

1. Design artifacts — user flows and wireframes — produced by both groups

2. Video recordings of the design sessions capturing interactions and verbalized thought
processes

3. Semi-structured interview responses providing insight into participants' design rationale
and experiences

The analysis approach combined visual assessment of design artifacts, thematic analysis of
interview transcripts, and comparative evaluation of design processes. Specific criteria for
evaluation included alignment with Chinese design patterns identified in the previous chapter,
incorporation of cultural considerations into design decisions, and differences in information
architecture, visual design, and interaction patterns between the two groups.

This experimental setup enables both process-oriented and outcome-oriented evaluation,
providing insights into not only whether the guidelines produced more culturally appropriate
designs but also how designers integrated cultural considerations into their design thinking.
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Results

This section presents the findings from the workshops, documenting how each group
approached the design challenge. The results focus on the design processes, decisions, and
outputs produced by the experimental group with guidelines and control group without
guidelines, revealing distinct patterns in how cultural considerations were integrated into the
design work.

Experimental Group

Design Process and Approach

The designers of the experimental group approached the project with a strong focus on cultural
adaptation, particularly emphasizing abundance and collectivism as suggested by the given
guidelines. Their design process began with mapping the user flow across three key screens —
landing page, event page, and booking page. The full overview of the user flow can be found in
the Appendix User Flow (Experimental Group).The designers then added relevant sub-pages to
complete the flow. During this mapping process, which took approximately 20 minutes to
finalize, the team simultaneously sketched potential layouts — as seen in Figure 9 — that would
achieve the information density recommended in the guidelines.

Figure 9.
Potential Layout Sketches for Landing, Event and Booking Pages (Experimental Group)
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Information Architecture

Categorization emerged as a key discussion point, with the designers conceptualizing browsing
as the core user behavior rather than searching, directly reflecting the guideline
recommendations. They structured the browsing experience to include an extensive list of
categories and filters — such as date, time, location, price, and rating — ensuring users are able
to explore multiple relevant options. In the follow-up interview, the team disclosed that their
design decisions were influenced by their understanding of Chinese e-commerce platforms,
particularly Temu, which they regarded as a prime example of the industry standard for the
“more-is-more” approach described in the guidelines.
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The designers prioritized creating an information-dense interface by incorporating infinite
scrolling in both horizontal and vertical directions and presenting numerous options on the front
page. Their wireframes utilized lorem ipsum text fillers to save time while they concentrated on
experimenting with information layout to achieve the recommended density.

Social and Community Elements

Community integration was a significant focus area, with designers explicitly questioning, "How
do we bring in the community more?" This inquiry led to the implementation of a popularity
rating feature for events, derived from the persona trait indicating a preference for discovering
popular venues. The team also explored gamification elements, including discount features like
"share to unlock" and "spin the wheel" as engagement mechanisms that aligned with the social
validation principles outlined in the guidelines.

Cultural Considerations

Accessibility considerations were prominent in the team's discussions, especially given the
guidelines' emphasis on cultural preferences for talking over typing and browsing over
searching. The design incorporated visual elements, with inclusion of icons prioritized due to the
target group's presumed visual preferences. The designers deliberated extensively about which
icons to use and how to make the interface more visually engaging and intuitive. For transaction
processes, the designers unanimously agreed on incorporating the most common Chinese
payment methods, such as WeChat Pay and Alipay with QR code integration, directly following
the guidelines' recommendations. They also weighed the effectiveness of incorporating
urgency-creating elements such as "3 tickets left" or "25% off now”, which they ended up
implementing with the reasoning being: “It means a lot of people are doing it, showing
community favor.”
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Control Group

Design Process and Approach

The control group approached the design challenge in a very traditional design thinking manner.
Their process began with a thorough discussion of the design brief, careful examination of the
provided personas, and cross-referencing of tasks with the base interfaces. This systematic
approach allowed them to identify necessary screens and features for the user flow. The
mapping process was more extensive than the experimental group's, taking approximately 35
minutes to complete. An interesting observation was that despite the designers' cultural
background not matching the target group, they frequently referenced their own experiences
with travel applications to guide design decisions, asking questions such as, "What is our own
experience with travel apps?" This reliance on personal experience informed their decisions of
feature priority and implementation. Rather than using placeholder text, the team incorporated
content from the brief, demonstrating their approach as a realistic scenario.

Information Architecture

The team structured their user flow by dividing it into three main sections: landing, event details,
and booking. Their discussions about navigation styles and interaction patterns included
considerations for sidebars, footnotes, buttons, and category filters. The base interfaces were
thoroughly analyzed, with a strong focus on the priority and relevance of features in relation to
the given objectives. While interaction patterns like an infinite scroll were initially considered,
uncertainty about its content led them to keep their design more contained. Hence, the team
decided to integrate their design within the base interfaces rather than creating an entirely
separate structure. Features were first sketched on separate post-it notes — potential feature
sketches shown in Figure 10 — and then rearranged to experiment with different layouts for the
most intuitive user flow — the full user flow can be found in the Appendix User Flow (Control
Group). In the follow-up interview, the team mentioned how they consolidated the information
architecture rather than breaking the process into separate steps — e.g. the booking process in a
one-page design instead of step-by-step — due to the time constraints. The designers expressed
a desire to separate those information chunks and declutter the final design if given more time.
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Figure 10.
Potential Feature Sketches for Landing, Event and Booking Pages (Control Group)
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Social and Community Elements

The personas served as the control group's primary reference point for understanding the target
audience, with the team continuously consulting and cross-referencing them to ensure
alignment with user needs. Both personas suggested an underlying need for community and
desire to share experiences, which the team translated into an emphasis on reviews and the
inclusion of social media elements. However, in the interview the designers expressed
uncertainty about the appropriate level of social media integration due to their unfamiliarity with
the target culture. The review and social media posts in the event details became highlighted
features, directly extrapolated from the personas. The review layout was initially based on the
designers' personal experiences and familiar mental models, and after thorough discussion,

they finalized its structure. Event-related hashtags were incorporated to subtly introduce social
media elements.

Cultural Considerations

Visual communication was emphasized to address potential language barriers, with the team
incorporating "heavy visuals" including numerous icons and graphical elements to help users in
orientating and navigating themselves in their design. Color choices were presumed to be
"universal," with red indicating high demand and green signifying availability. The team explored
Chinese apps for inspiration, but they did not gain much insights from this due to their lack of
touchpoints with Chinese mobile applications. For transaction flows, the team initially
considered QR codes for the booking process but ultimately deemed them redundant with the
reasoning “they [the user] is already on the payment screen, the QR code is useless here”.
They chose to add conventional payment methods familiar to them instead. Despite expressing
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some uncertainty about whether their design was optimally suited to the target audience, the

team relied predominantly on familiar design patterns, ultimately creating what can be
characterized as a conventional European design approach with increased visual elements.

Summary of Key Differences

The workshops revealed several in both process and outcomes between the experimental and
control groups. While the experimental group directly applied cultural design principles from the
guidelines, emphasizing information density, community integration, and Chinese-specific
interaction patterns, the control group relied primarily on Western design conventions

supplemented by limited cultural inferences from persona details. These contrasting approaches
produced notably different design artifacts that reflect divergent interpretations of the same
design brief. Table 5 summarizes the key differences observed in both process and outcomes.

Table 5.

Comparison of Design Approaches between Experimental and Control Group

Design Aspect

Experimental Group with
Guidelines

Control Group without
Guidelines

Information Density

High density interfaces with infinite

scrolling in both directions; “more
is more” approach

More contained design with
conventional information
hierarchy

Navigation Approach

Browsing-centered with extensive
category options

Traditional navigation with
familiar patterns from Western

apps

Community Integration

Social features with popularity
ratings, integrated social media
sharings and user reviews

Social features mainly in form of
user reviews and social media
posts

Visual Elements

Heavy emphasis on icons and
visuals based on guideline
recommendations about visual
preferences

Visual elements added primarily
to address potential language
barriers

Payment Process

Chinese payment methods with
QR codes (WeChat Pay and
AliPay)

Chinese payment methods
(WeChat Pay and AliPay) with
other payment options;
considered but rejected QR
codes

Design References

Chinese e-commerce platforms
(Temu)

Western travel apps

Time Allocation

20 minutes for user flow; more
time on information architecture

35 minutes for user flow; more
time on design brief discussion
and persona analysis
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The differences summarized in Table 5 are further evidenced in the final wireframe designs
produced by each group. Due to the 90-minute time constraint of the workshops, participants
created low-fidelity wireframes supplemented with detailed design annotations that explain
intended functionality and interaction patterns. These annotations are crucial for understanding
the full scope of the designers' intentions beyond what is visually represented in the basic
wireframes.

Figures 11-13 present the key screens designed by the experimental group using the cultural
guidelines, while Figures 14-16 show the corresponding screens from the control group. While
the visual fidelity is intentionally limited, the design thinking and cultural considerations are
evident through both the structural elements and accompanying annotations.

Figure 11.
Annotated Low-Fidelity Wireframe of Landing Page (Experimental Group)
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Figure 12.
Annotated Low-Fidelity Wireframe of Event Page (Experimental Group)
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Figure 14.
Annotated Low-Fidelity Wireframe of Landing Page (Control Group)
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Figure 15.

Annotated Low-Fidelity Wireframe of Event Page (Control Group)
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Figure 16.
Annotated Low-Fidelity Wireframe of Booking Pages (Control Group)
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Despite their low-fidelity nature, these wireframes and their annotations provide valuable
evidence of how each group approached the design challenge. The experimental group's
materials show explicit consideration of Chinese design patterns through annotations
referencing information density, community features, and browsing-oriented navigation.
Meanwhile, the control group's annotations reveal their reasoning based primarily on Western
conventions and personal experiences. These artifacts offer comprehensive insight into the
impact of cultural guidelines on design thinking process and its outcomes, which will be
examined in greater detail in the following Analysis section.

35



Analysis

This analysis was conducted by gathering all the findings from the results, notes from the
interviews and grouped into themes for in-depth investigation — the organization of data for the
analysis can be found in Appendix Data Analysis. The objective is to examine how access to
cultural design guidelines influenced the designers' approaches, thought processes, and
outcomes. By analyzing the experiences of both the experimental and control groups, a greater
understanding is gained of how the guidelines functioned as tools for cross-cultural design and
address the research questions regarding guideline interpretation and design outcome
differences.

Experimental Group

Design Process — Cultural Adaptation

The experimental group was able to form initial ideas quickly based on the recommendations in
the guidelines. Their design process was guided by the motto "l [as a user] want to see
everything," reinforcing the guideline principle that users should have access to as much
content as possible. In the follow-up interview, participants revealed that this approach was
drastically different from the Western minimalistic design trends they were accustomed to,
indicating a direct influence of the guidelines on their design thinking.

The group's discussions primarily revolved around the information layout and density rather
than focusing on the specific details outlined in the brief. Notably, the personas, though
available, were only considered after initial discussions about cultural design patterns. Instead
of the conventional approach of “What does my user need?”, the conversation shifted towards
“How do we bring the culture into the design?” The designers frequently paused to ask, "What
else is in the guidelines? What cultural aspects have we not yet considered or incorporated?"
These questions demonstrate how the guidelines redirected their attention from conventional
user-centered design approaches toward cultural adaptation considerations.

This guideline-centered approach represents a significant departure from conventional design
thinking processes, which tend to focus on user personas and task analysis. The shift in focus
provides insight into how cultural guidelines can fundamentally alter designers' approaches to
problem-solving (Clemmensen et al., 2009), addressing the research question of how designers
interpret and apply guidelines when designing for Chinese users. This shift is notable in actions
like favoring lorem ipsum texts, despite being given dummy text to work with within the design
brief. Despite the general low-fidelity nature of all the wireframes, the landing page is
significantly more elaborate than other screens such as the booking. When asked for the
designer’s rationale for this disproportion in details, the reasoning was that “The booking
process is very straight-forward, while the landing page felt like a whole other entity [from what
we are used to]. So, we put more attention to that.” This decision shows in the discrepancy in
the design and feature details across the three main screens — Figure 17 shows a zoomed-out
view of the wireframes, visualizing the obvious imbalance in detail.
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Figure 17.
Overview of Wireframes with Obvious Imbalance in Details (Experimental Group)
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Mental Models — Design Challenges

The experimental group experienced significant cognitive dissonance as they attempted to
implement design patterns that contradicted their established mental models. In several
instances during the workshop, the designers would make comments like “this is intense to look
at”, indicating that they are working outside of their comfort zone. In the follow-up interview,
designers reflected that one of their key takeaways was the realization that "everything can exist
design-wise." This insight reveals how the guidelines helped them recognize their "unconscious
restrictions”, shaped by familiar design patterns they had internalized over time in a European
framework.

Despite conscious efforts to embrace the abundance approach recommended in the guidelines,
participants acknowledged that "they still felt their execution was lacking." This sentiment
reflects the challenge of overcoming deeply ingrained design conventions, even with explicit
guidance. Their struggle manifested in questions like "How much can my user actually
process?" — revealing the contradiction between their existing mental models of cognitive load
of Western users and the guidelines' recommendations for information density for Chinese
users.

These challenges point to an important aspect of cross-cultural design: merely providing
guidelines is not sufficient to fully overcome established design thinking (Gray, 2016). The
experimental group's experience suggests that truly adapting to different cultural design
paradigms requires not just knowledge but practice and exposure to overcome internalized
conventions.

Confidence — Self-Evaluation

One of the most notable insights was the experimental group’s struggle with confidence and
self-evaluation throughout the design process. The designs felt "messy and counterintuitive" to
them, challenging their existing patterns and habits. Without their familiar evaluation criteria,
they found it difficult to assess the quality of their work, leading to uncertainty about their design
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decisions. The designers mentioned doubts like “| now understand that in theory this could
work, but it’s just so different.”

This lack of confidence is significant because it indicates that the guidelines disrupted not only
their design practices but also their frameworks for evaluating design quality. When asked about
it, the participants presumed that without the cultural guidelines, their design "would have
followed a more minimalistic, Western approach," suggesting an awareness of how deeply
Western design values influenced their intuitive sense of "good design."

Despite these challenges, participants reported that the session broadened their perspective,
reinforcing the idea that “what may seem counterintuitive to them is simply normal in another
cultural context." This insight addresses the research question about how designers interpret
guidelines, suggesting that guidelines can function as tools for cultural perspective-taking even
when they create temporary discomfort.

Control Group

Design Process — Information Sources

At the beginning, the control group experienced some disorientation due to the limited
information about the target group and the lack of user research. However, they quickly resorted
to familiar approaches — employing a straightforward design thinking process. They extracted
information from the brief and personas, relying on these traditional UX artifacts to guide their
decision-making.

Unlike the experimental group, the control group's discussions centered around which features
were needed and how to group them rather than how the design should look. This focus on
functionality over cultural adaptation reveals how, without explicit cultural guidance, designers
tend to prioritize familiar aspects of the design process. Their approach treated the task as a
typical design session, suggesting they did not perceive cross-cultural design as requiring
fundamentally different methods or considerations. While the experimental group got fixated on
layout possibility during the initial user flow sketches — for comparison refer to Figure 9 and 10,
the control group focused on sketching features to move around and experiment with the layout
to fit the brief requirements. This conventional approach provides an important contrast to the
experimental group's process, highlighting how cultural guidelines can shift designers' attention
toward considerations that might otherwise be overlooked. The difference addresses the
research question about how design outcomes differ between designers with and without
guidelines, suggesting that the differences begin at the process level rather than merely in final
execution.

Mental Models — Cultural References

The control group demonstrated limited awareness of how much Western design conventions
have shaped their design thinking. Despite having a lack of research insights of the given target
group, they were able to rely on the safety net of “universal” design principles — where they
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made design decisions with the assumption that the “universal” design principles translate
across cultures. This belief of universality represents a significant difference from the
experimental group's recognition of cultural specificity in design.

Their selection of inspiration and reference points further illustrates this limitation. While the
experimental group looked to authentic Chinese e-commerce platforms like Temu, the control
group referenced TikTok as an example, associating it with Chinese origin despite it being
highly Westernized in terms of Ul. More authentic Chinese interfaces like those of Temu and
AliExpress were not being considered due to their limited exposure to Chinese interfaces. This
indicates how, without culturally informed guidelines, designers may not recognize the full range
of cultural variation in design. This limited cultural reference frame addresses the research
question about design outcomes, suggesting that without explicit cultural guidance, designers
may produce outcomes that are only superficially adapted but actually remain within Western
design paradigms.

Confidence — Assumptions

In contrast to the experimental group's uncertainty, the control group did not experience a dip in
nor a lack of confidence but rather had trust and confidence in their existing mental models and
the belief that universal design works. This confidence stemmed from their reliance on familiar
design patterns and evaluation criteria, allowing them to feel "comfortable with the given
material."

The control group's comfort with the TripAdvisor interface as a reference point enabled them to
integrate their designs into the existing base interfaces with ease — creating a coherent design
on top of the base interfaces. This is a stark contrast to the disproportion in design consistency
of the experimental group. Their statement that with more time, they might have designed more
elements from scratch instead of relying on the existing interface suggests some awareness of
potential limitations in their approach. This confidence in universal design principles stands in
stark contrast to the experimental group's recognition of cultural specificity. It suggests that
without guidelines, designers may not only produce less culturally adapted designs but may also
be less aware of their own limitations — a finding relevant to the research question about how
designers interpret and apply cultural considerations.
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Key Insights

The analysis of both groups reveals several key insights regarding the function and
effectiveness of the developed design guidelines:

1. Shift of Focus: The guidelines fundamentally altered the experimental group's design
process, shifting the primary focus from conventional user-centered design toward
cultural adaptation considerations.

2. Mental Model Disruption: While both groups operated from Western design
backgrounds, only the experimental group demonstrated significant awareness of these
biases and attempted to transcend them.

3. Confidence Paradox: The guidelines created a confidence paradox wherein designers
with more culturally appropriate approaches actually felt less confident in their work due
to disruption of familiar mental models and evaluation frameworks.

4. Design Reference Expansion: Guidelines expanded the experimental group's design
reference frame to include authentically different cultural patterns rather than relying on
Westernized approximations.

These findings suggest that cultural design guidelines function not merely as prescriptive rules
but as tools for perspective transformation. The experimental group's experience demonstrates
how guidelines can expand design thinking beyond ingrained Western conventions, though not
without creating discomfort and uncertainty. Meanwhile, the control group's experience
highlights how, without explicit cultural guidance, designers tend to fall back on supposedly
"universal" principles that may actually reflect unconscious Western biases. This analysis
addresses the research questions by showing that designers interpret guidelines through the
lens of their existing mental models, requiring conscious effort to truly adapt to different cultural
expectations. The guidelines appear most effective when they explicitly challenge designers'
assumptions, prompting reflection on design conventions that might otherwise be taken for
granted. The differences in design outcomes reflect not just surface-level stylistic choices but
fundamentally different approaches to information presentation, user agency, and social
validation — all aspects directly addressed in the cultural guidelines.
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Discussion

Impact of Guidelines

The guidelines were developed as a comprehensive resource, combining theoretical
foundations with practical design recommendations for designing Chinese interfaces. This
section examines the impact of the guidelines on the design process and outcomes.

The experimental group faced significant challenges in translating abstract cultural concepts —
such as collectivism and polychronic time perception — into concrete design choices. The
participants struggled to operationalize the theoretical concepts from the guidelines into design
decisions, particularly when confronted with culturally unfamiliar design patterns. The designers
found different components of the guidelines to be of varying levels of usefulness. The design
recommendations and image examples were deemed as particularly valuable in making
abstract concepts — such as information abundance and everything-at-once approach — more
tangible.

Conversely, the more theoretical elements received less attention. The Hofstede dimensional
charts, intended to provide cultural context, were perceived as less useful. The participants
indicated that the numerical score data lacked sufficient context to translate into meaningful
design implications. The designers noted that the theoretical information, although insightful, felt
insufficient because there was no explicit translation into practical design implications. Despite
the guidelines offering both research insights and design recommendations, the designers felt
they needed more practical content — such as tables with do’s and don’ts, color meanings, and
more concrete references. Design recommendations and image examples helped bridge the
gap, making concepts like abundance and everything-at-once more tangible. The guidelines
only provided a general overview of the cultural dimensions — as seen in Figure 1, a snippet
from the guidelines showing the format — hence, the link from theory to design implications
seemed less obvious for the designers.

Rather than engaging with the guidelines as a comprehensive resource as intended, the
designers exhibited selective engagement patterns. The experimental group demonstrated
selective attention to practical elements while minimizing consideration of theoretical
background. Only one of the designers noted that they still went to the theoretical section of the
guidelines during the design process, while the other designers only wrote down key phrases —
such as culture of abundance and “more is more” — and used them as a reference going forward
after their initial read through of the guidelines. Designers demonstrated a pronounced focus on
immediately applicable suggestions and actionable recommendations, particularly those related
to information density and visual organization.

This selective engagement significantly influenced the design process and outcomes. The
designers frequently referenced specific keywords and examples from the guidelines during
their discussions while sometimes overlooking relevant information in the design brief. This
selective engagement with the guidelines shifted the focus of the designers from conventional
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user-centered design toward cultural adaptation considerations. This shift is evident in the
decision of extensive use of placeholder text (Lorem Ipsum) throughout their designs over
engaging with the details given in the design brief, suggesting a prioritization of structural
patterns over content-specific design decisions. As one participant acknowledged, "This is not
how we would normally approach a design process." This behaviour aligns with Gray's (2016)
research on how practitioners adapt design methods to fit existing mental models rather than
fully embracing new paradigms.

The most significant insight gained from the experiment is the paradoxical function of the
guidelines as both support and constraint. While providing cultural insights that expanded
designers' consideration of alternative patterns, they simultaneously disrupted established
workflows and potentially limited the designer’s creativity and discouraged problem-solving
attempts outside of the given guidelines — a stark contrast to the control group. The
experimental group's preoccupation with the guidelines recommendations led them to
unintentionally disregard some key principles in their user-centered approach — such as
consolidating needs and pains of the personas into the design decisions. During the follow-up
interview, participants primarily requested improvements regarding the practicality — such as
tables with do's and don'ts, color meanings chart, and more visual references — rather than
discussing how they might have integrated cultural insights with their existing design expertise.
This gave the impression that the guidelines have potentially limited the designer’s creativity
and discouraged them from problem-solving from their own point-of-view. This tension between
the guidelines’ role as support versus constraint of creativity suggests that as a design tool they
can simultaneously expand possibilities while imposing certain constraints on thinking. The
experimental group's experience indicates that while cultural guidelines can broaden design
considerations beyond Western paradigms, they must be carefully structured to avoid becoming
prescriptive rules that disrupt designer’s workflow and creative problem-solving. These findings
directly address the research question regarding how designers interpret and apply guidelines,
revealing the complex relationship between cultural guidance and design practice.
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Conclusion

Significance

This research contributes to the field of cross-cultural UX design, particularly in the context of
Western designers creating interfaces for Chinese users. By developing actionable cultural
guidelines and examining how they influence the design process and outcomes, this study
addresses gaps in existing cross-cultural UX literature that mainly focused on theoretical
frameworks.

This research contributes to the understanding of how cultural models (Hall, 1959; Hofstede,
2010) translate into a practical design context. While previous research has already established
correlations between cultural dimensions and interface preferences (Marcus & Gould, 2000,
2002, 2004, 2011; Reinecke & Bernstein, 2008, 2011, 2013), this study provides insights into
the cognitive process of designers interpreting and operationalizing these cultural frameworks.
The finding that guidelines function paradoxically as both support and constraint challenges the
assumption that providing cultural information automatically leads to more culturally appropriate
designs.

For design practitioners, this research offers valuable insights into the challenges of cross-
cultural UX design adaptations. The experimental findings demonstrate how Western designers
struggle to overcome ingrained design conventions even when presented with explicit cultural
guidelines. This suggests that effective cross-cultural UX design requires more than
informational resources — it calls for a deeper level of design thinking. The study also provides
practical direction and suggestions for developing more effective design guidelines that balance
cultural guidance with creative flexibility, addressing the observed tension between prescriptive
rules and designers’ autonomy.

Methodologically, this research demonstrates the value of comparative design workshop
approaches for evaluating cultural design guidelines. By observing how designers with and
without guidelines approached the same task, the study revealed insights about design
processes that might not have emerged through analysis of finished design artifacts alone. This
methodology provided significant findings needed to understand complex design thinking,
hence, can be a relevant approach for future cross-cultural UX design research.

Limitation
While this study provides valuable insights into the effectiveness of cultural design guidelines,

several methodological limitations must be acknowledged when interpreting the findings. These
limitations reflect the exploratory nature of this research.

The most significant limitation concerns participant sampling. The small sample size of six

designers limits the generalization of findings. Additionally, the homogeneity of participants — all
female designers with junior-level experience — restricts the diversity of perspectives in the
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study. Future research would benefit from larger, more demographically diverse participant
pools that include varying levels of design experience and cultural backgrounds.

Another important limitation involves the language aspect of culture. For feasibility reasons, this
study conducted experiments and produced wireframes entirely in English, despite language
being a fundamental aspect of culture that shapes mental models and perception (Hall, 1959;
Norman, 2013). This limitation potentially underestimates the complexity of designing truly
localized Chinese interfaces. Future studies could incorporate language as an explicit variable,
potentially including bilingual designers or translation steps in the design process.

The time constraints of the design workshops are another substantial limitation. The designers
had just 90 minutes to complete the entire process, from user flow development to wireframes
creation. In a professional setting, this process typically spans over days or weeks to allow for
deeper exploration during the diverging and converging phases of design thinking (Gray, 2016).
The tight timeframe likely limited designers' ability to freely explore creative solutions and for the
experimental group to fully engage with the guidelines. This limitation may have exaggerated
the perceived constraints of the guidelines on designer creativity, as participants lacked
sufficient time to integrate cultural considerations with their established design approaches.

Finally, the absence of usability testing represents a methodological limitation that affects
validation of the designs produced. Without quantitative usability data from Chinese users
interacting with both sets of design outcomes, the study cannot definitively establish whether
guideline-informed designs would perform better than control designs in actual use. Cross-
cultural usability assessment is essential for validating culturally adapted designs (Nielsen,
1994). This limitation restricts the study's ability to make strong claims about the actual
effectiveness of the guidelines in producing more usable Chinese interfaces, as opposed to
merely creating designs that incorporate more Chinese design patterns.

With these limitations in mind, the findings should be interpreted as preliminary insights into the
role of cultural design guidelines, rather than definitive conclusions. They also provide valuable
direction for future research that could address these constraints through expanded
methodologies and resources.

Future Work

This research offers several directions for further investigations that could address the
limitations of the current study.

Future research would benefit from conducting usability testing based on Jakob Nielsen’s
(1994) five quality components: learnability, error rate, efficiency, satisfaction, and memorability
with Chinese users from the target group. A future methodology might involve developing high-
fidelity, clickable prototypes based on the delivered user flows from both experimental and
control groups. Recruiting a diverse pool of Chinese users, ideally from mainland China, with
minimal exposure to Western mobile app design would provide valuable validation data. These
participants could be evenly divided into two groups with group A testing the prototype from the
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experimental group and group B testing the prototype from the control group. During the testing,
researchers can consider giving the users scenario-specific tasks to test their interactions with
the prototype. During the usability testing, screen recordings could be made for subsequent
analysis. Key metrics such as error rate, task completion time, and number of clicks could be
measured to evaluate the usability of the designed interfaces in the analysis. Follow-up
interviews might help in assessing user satisfaction, using methods such as a SUS (System
Usability Scale) score. Analysis of these collected metrics could potentially reveal whether the
guidelines have a measurable impact on the final usability of the wireframes in comparison to
the control group.

Expanding the participant samples could be further researched. More samples could be
gathered, and additional design sessions conducted to identify patterns and similarities across
different participants. An important factor for future investigation involves diversity in experience
levels. Since this study primarily involved junior designers, the results may not be representative
of how senior designers would approach the experiment. More experienced designers might
rely more on their professional background and find different ways to utilize the guidelines.
Comparing how designers at different career stages interact with cultural design guidelines
might yield insights into how design expertise mediates cultural adaptation processes
(Clemmensen et al., 2009).

While this study focused on lifestyle and travel apps because they are widely used by both
European and Chinese users, making them a suitable entry point, future research could explore
other app genres. With further refinement of the guidelines, expanding into other app categories
— e.g., delivery services or financial applications — might provide deeper insights into cultural
design adaptation.

A valuable future research step could be to focus on reworking and improving the existing
guidelines. The findings suggest that a restructuring is necessary to enhance their effectiveness
and usability. Further research is needed to determine where the guidelines are most effective
and whether a complete overhaul is required.

Ultimately, the evolution of cultural design guidelines represents an ongoing negotiation
between theoretical knowledge and practical application. Future research in this area has the
potential to transform how designers approach cross-cultural UX challenges — moving beyond
simple awareness of cultural differences toward tools and methodologies that enable
meaningful cultural adaptation while respecting designer creativity and expertise. By continuing
to refine both the content and structure of cultural guidelines, researchers can contribute to
more inclusive digital experiences that honor cultural diversity while maintaining usability across
global contexts.
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Guidelines

Background

The guidelines use Hofstede’s and Hall's cultural models as a base. This research links the key
insights to the cultural dimensions defined by Hofstede. Here is an overview of China’s scores in
the cultural model. The graph below is a visualization of the score in each dimension for China
in the Hofstede model.

Mativation

Fower

- X jards Uneertainty Lang Term
Individualism ndulgence

Distance Avoidance Orientation

Power Distance (80)

This dimension measures the attitude of the culture towards hierarchical authority. Power
Distance is defined as the extent to which the less powerful members within a country expect
and accept that power is distributed unequally.

China has a high power distance score, meaning Chinese individuals are influenced by authority
and are in general optimistic about people’s capacity for leadership and initiative. Visuals are
being used to reinforce the sense of authority in Chinese apps.

Collectivism (43)

This dimension represents the degree of interdependence a society maintains among its
members such as whether people prioritize personal goals or group loyalty.

In collectivistic societies such as China people's self-image is defined as “we”. Visual
representation and imagery used in interfaces often show families and ceremonies to represent
the community.

Motivation towards Achievement and Success (66)

Formerly titled as masculinity versus femininity, this dimension indicates a focus on competition
and achievement versus care and quality of life.

China is a decisive society with a high score on this dimension, meaning that the people are
more inclined to be driven by competition, achievement and success. Success in this context is
described by being the best in field - a value system that can be seen throughout their daily life
— already starting in school.

Uncertainty Avoidance (30)
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This dimension describes how comfortable a culture is with ambiguity and risks. It is the extent
to which the members of a culture feel threatened by unknown situations.

The Chinese are comfortable with ambiguity. The Chinese language reflects this sentiment,
where it is full of ambiguous meanings that can be hard to follow for people of certain cultures,
who generally score higher in uncertainty avoidance.

Long Term Orientation (77)

This dimension represents the priorities of a society when it comes to future planning versus
immediate results. It also describes how society deals with its past while also dealing with
challenges of the present and future.

China has a very pragmatic approach. They show an ability to adapt traditions easily to changed
conditions since they believe that truth depends very much on situation, context, and time.

Indulgence (24)

Indulgence versus restraint show the extent to which people try to control their desires and
impulses, based on the way they were raised.

China has a relatively strong control, thus the Chinese culture can be described as restrained.
Restrained societies do not put much emphasis on leisure time and control the gratification of
their desires.

Chinese Culture

The user experience design in China is influenced by their culture of abundance, where the
mindset of “more is more” plays a central role in their design philosophy. Thus, Chinese
interfaces often contain a high information density with dynamic elements. The display of a
wealth of information and options reflect collectivism in Chinese culture. The functional scope of
Chinese mobile applications is often seen as a holistic “everything-in-one” approach. The
collectivistic culture favors multifunctional platforms, where they have a lot of options rather than
modular apps based on specific needs and tasks.

Chinese society has a polychronic orientation, where multitasking and parallel activities are
common. In design the polychronic orientation can be seen in the multimodality of layered
interfaces and flexible interactions.

As a high context culture China has a nuanced communication style, where communication
often relies on the context of shared cultural norms and understanding. There is importance on
building and maintaining relationships — which is one of most important traditional Chinese
values called “guanxi” (3 R). This can be seen in design and marketing with the strong

emphasis of relationships and community values over more individualistic messages.

Here is an overview of some of the most important Chinese values:

HF “Mianzi”
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Mianzi, literally translated into “face”, describes the social “prestige” or “honor” that an individual
can accumulate by following the norms of society

X & “Guanxi”

Guanxi refers to the way people establish and maintain social relationships by developing
personal, particularistic ties between individuals

A& “Renqing”
Renqing describes the moral obligation an individual feels to reciprocate favors and the
observance of social norms

These values are the backbone of Chinese culture and therefore an important part to consider
in the design process to gain Chinese users’ favor.

User Interface Guidelines
Content Abundance and Information Density

Chinese apps really stand out with their dynamic and explorative nature. The interfaces are
designed in a way that encourages user engagement through multiple features. The high item
density represents the “more is more” mentality — by putting all the features on display to show
the “face” of the app.
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In Western UX, individualism emphasizes simplicity and clear hierarchies. Interfaces usually
have clean layouts decorated with ample whitespace, highlighting clusters of important links.
Whitespace is prioritized to aid in cognitive ease and readability as well as to avoid information
overload.

Navigation — Exploration and Browsing

Structure

Chinese users prefer browsing over nestled navigation structures, one of the reasons being due
to their polychronic time orientation. Footer navigation is seldomly used in Chinese interfaces
due to Chinese apps having the infinite scrolling feature wherever possible. The preference is
direct and multi-option navigation — often with as many items/categories as possible on display
to show abundance.

Links

When linking to other pages and/or making things clickable, links should never be underlined.
(Although we are currently working with English as the main language) It is important to note
that the Chinese language is built upon ideograms and due to the visual nature of Mandarin,
underlining text can significantly interfere with the readability of the user. The standard for
highlighting linked items is to use a change of color. When it comes to websites, links open in
new windows — supporting the polychronic tendency of parallel browsing.

Browsing

Chinese UX prioritizes letting the user browse, this often has a higher priority than search bars.
Chinese users often prefer using the camera/microphone for audio or image-based searches
over text input. Apps often have the latest trend suggested in the search bar to encourage users
to look into the newest trends of the community.
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In Western UX, navigation is structured in predictable pathways. Footer navigation and
breadcrumbs are a staple in Western interface design. Links are often underlined and/or colored
to highlight interaction and typically open in the same tab, this helps users with a monochronic
time orientation. Due to the one-task-at-a-time mentality, the search bar feature often has a high
priority and needs to be easily accessible.

Multimedia

The collectivistic orientation supports expressive, multimodal communication with a high image-
to-text ratio. Chinese users are known to make extensive use of images, stickers, emoticons,
and voice messages. Due to the low uncertainty avoidance of Chinese culture, apps often use
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dynamic and attention-grabbing features such as pop-ups, animations and videos to create an
immersive experience.

Colors

Color symbolism go hand in hand with traditional Chinese values, applying them in the design
will further enhance emotional engagement of the user. Vibrant colors such as red for happiness
and luck, blue for immortality and health, gold for success and wealth are connotated with
positive feelings.

Images

Imagery is often in the themes of leaders, families and ceremonies to appeal to the collectivistic
culture and bring relatedness to the user. The business culture in China is more relationship-
focused, promoting trust and long-lasting relationships.

In Western design excessive multimedia usage is avoided to limit distractions for the users, the
interfaces usually showcase a high text-to-image ratio. Accent colors are used to decode
information to further enhance readability for the user. Imagery is in the themes of daily life,
nature and portrayal of individuals.

Social Validation and Community

Social validation is very important in Chinese culture due to collectivism and a strong need for
relatedness. Hence why, user reviews and comments are usually prominently displayed in
Chinese apps. Chinese users often feel the need to share and contribute.
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Chinese apps often encourage social interactions through indirect social bonding such as gifting
red packets to other users and gamification elements such as coming together as a community
to unlock a deal. This way users can build relationships (guanxi) and get more face (mianzi).

Western design focuses more on direct communication via messaging and building
relationships through conversations. Western users often prioritize individual choice over
collective influence, which is why user reviews and comments are often secondary and
selectively displayed.
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Trust and Transactions Process

Chinese users prioritize connectivity and community over individual privacy, which is why apps
in China enable broader information sharing across platforms.

China has adapted fully to digital payments with AliPay and WeChatPay being the most
common options. China also has an established and centralized facial scan of its citizens, which
is linked to each individual's personal identification card. With this technology, sometimes all the
user has to do is click pay with face. Thus, transactions in China often occur via QR codes or
facial scan. Chinese users have high trust in the quick online payments with minimal
procedures.

Western individualism and the high uncertainty avoidance leads to stronger privacy controls
resulting in more limited access. Some users may prefer more established and traditional
systems for transactions due to their short-term orientation and high uncertainty avoidance.
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Design Brief

0~
Design Brief

PROJECT NAME: Holland Glow: Design Solution for Chinese Tourists in NL

BACKGROUND

The Netherlands is expecting an influx of Chinese tourists due to a
major event called Holland Glow.

Client is a daughter company of TripAdvisor with a new lifestyle app
for travel hotspots and booking events.

The client wants to expand into the Chinese market and this design is
the first step.

Client has strict budget and time constraints.

OBJECTIVES

Develop an engaging design solution for Chinese adult tourists to
browse and navigate through the events as well as booking them.
Create a user flow describing the path of the user in the app.
Create low-fi wireframes based on the flow that reflects user needs
and expectations.

TARGET AUDIENCE

Chinese adults visiting the Netherlands

Age Range: 25-55 years old

Description: familiar with Chinese apps and social media, sensitive to
cultural symbols and language

Preferences: visually engaging interfaces, localized payment options
such as WeChat Pay, Alipay

DELIVERABLES

User Flow

Low-fi Wireframes on iPhone

Annotated Designs

User Flow & Design Rationale in Concept Presentation

60



CONTEXT

Recently the Netherlands and China have announced an ambitious
cultural collaboration to host a series of fusion events in major cities
across both countries - starting with the event titled "Holland Glow”
in Amsterdam. By merging the iconic traditions of Dutch tulips,
windmills, and canals with the vibrant art, festivals, and gastronomy
of China, the aim is to create unforgettable experiences for citizens
and tourists alike. With the influx of Chinese tourists, the client hopes
to get them interested in other Dutch events while they are at it.

TASKS

Map out the userflow for the following:
e Landing Page
e Event Details Page
¢ Booking Page

Create low fidelity wireframes for the following features:
¢ Browsing
e Finding Events
¢ Booking Tickets
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EVENT DETAILS

Holland Glow: A Dutch-Chinese Light Celebration

Location: Keukenhof Gardens, Stationsweg 166A,
2161 AM Lisse, the Netherlands

Duration: 12th April - 20th April, 2025

Time: 19:00-23:30

About the Event:

Holland Glow is a one-of-a-kind light festival celebrating the fusion of Dutch
and Chinese cultures, set in the iconic Keukenhof Gardens during peak tulip
season. This magical event combines breathtaking tulip fields with stunning
light installations and cultural performances, offering visitors an
unforgettable evening of beauty, culture, and innovation.

Highlights:

¢ Wander through the Tulip Lantern Avenue, where handcrafted lanterns
shaped like tulips, windmills, and dragons light up the night.

* Marvel at the Dragon Fountain Spectacle, a synchronized water, light,
and music show over the lake.

¢ Stroll through night-lit tulip fields, transformed by vibrant lighting for
stunning photography.

* Release your own wishes at the Floating Lantern River or craft your own
lantern at the workshop.

Inclusions:
* General admission to Keukenhof Gardens and all event areas.
e Access to light installations and performances
¢ Free event map and multilingual visitor guide (English, Dutch, and
Mandarin).

Good to Know:
s Wear warm clothing, as evenings can be chilly.
¢ Tripods for photography are permitted but must not obstruct pathways.
e The venue is wheelchair accessible, and special assistance is available
upon request.
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How to Get There:
e By Train: Direct trains from Amsterdam and Schiphol to Lisse, with free
shuttle buses to Keukenhof Gardens.

® By Car: Parking is available on-site for €10 per vehicle.

Prices:
e General Admission: €15
e Children under 12: Free
¢ VIP and Guided Tour tickets available as add-ons.

Optional Add-Ons:
¢ VIP Pass (€50): Includes priority entry, reserved seating at performances, a
complimentary tulip lantern, and access to a private viewing area for the
fireworks.
* Guided Tour (€25): A 1-hour tour with a cultural expert, exploring the
history behind the Dutch-Chinese collaboration.

Cancellation Policy:
Full refund available for cancellations made up to 48 hours before the event
date.

Reviews:
"An unforgettable evening! The tulip fields illuminated by
lanterns were simply magical." - Sarah T.

"The fusion of cultures was beautiful. My kids loved the dragon

fountain and lantern workshop!" - Lin J.
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PERSONAS

Zhang Min 38

o

X

26

ATION  Freelance Designer
Single
Shanghai, China

k& Travelingis all about finding
beauty, both in the culture and
in the little details.

Li Hua ZE1E

34
CUPATIC Marketing Manager
STATUS Single
DCATION Beijing, China

(1 Planning itineraries is
important, | like to be prepared
and know what’s going on.

Personality

Introverted  Creative  Adventurous  Expressive

Goals

« Wants to find visually appealing locations for photography and
social media posts

* Wants to buy unique souvenirs for friends and family back home

Behaviour

« Avoids overly crowded places, prioritizing aesthetic and serene
experiences

* Relies on Social Media for inspiration and recommendations

Frustrations

* Limited ability to speak English fluently, depends on visual cues
and translations for communication

« Concerned about navigating public transport in a foreign
country.

Personality

Practical  Status-Conscious  Detail-oriented

Goals
« Wants to explore the Netherlands’ famous landmarks

= Show off travel experiences to friends and family via WeChat and
Douyin

Behaviour
« Researches and plans most of the trip ahead of time

* Always looks for good deals and values recommendations from
friends and online reviews.

* likes to share his life on social media

Frustrations

* Limited experience with Western apps or payment systems;
relies heavily on WeChat Pay and Alipay.

« Does not like being alone, prefers to be with people
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User Flow (Experimental Group)
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User Flow (Control Group)
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Interview Protocol

e General questions asked to both groups
« Specific questions asked to the experimental group
* Specific questions asked to the control group

Introduction: Thank you for participating in this experiment. The goal of this session is to
understand your experience using the guidelines to adapt a Western interface for a Chinese
audience. Your insights will help improve the guidelines and inform future design research. Feel
free to share your honest thoughts.

General Experience

Can you describe how the overall design process felt to you?

How was designing for an unknown target group?

How did you approach it?

Any challenges? Unexpected things?

How easy or difficult was it to understand and apply the guidelines to your design work?
< In your opinion, did the guidelines help you address cultural considerations effectively?
Why or why not?

R
%

4

Effectiveness of Guidelines

< Which specific parts of the guidelines were most helpful in guiding your design
decisions?

% Were there any sections that felt unclear or less useful? If so, could you elaborate on
why?

% Do you think the guidelines provided enough context about Chinese users' cultural
preferences and behaviors? If not, what was missing?

Challenges and Pain Points

What challenges did you encounter when adapting the interface?
Did the lack of certain tools or resources (e.g., Al, additional research materials) impact
your ability to effectively use the guidelines?

% Were there moments when you felt the guidelines constrained your creativity or problem-
solving? Can you share an example?

Suggestions for Improvement

< How could the guidelines be improved to better support your design process?
< What additional information, examples, or tools would have been helpful to include in the
guidelines?
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< Do you think the format or structure of the guidelines could be improved? If yes, in what

ways?
* |s there anything you would improve in the setup? Anything you felt was missing?

Insights on Cultural Design

e Through this process, did you learn anything new about designing for Chinese users?
% Did the guidelines help you feel more confident in designing for a culturally different
audience?

Final Reflections

e If you were to repeat this project, would you approach the design process differently?

Why or why not?
e If there were less time constraints, how would you improve this?

+ What advice would you give to other designers working with similar guidelines or cultural

adaptation projects?
< Is there anything else you’d like to share about your experience with the project?

Closing: Thank you for sharing your insights! Your feedback is invaluable in refining these
guidelines and supporting future cross-cultural design work.
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Data Analysis

Snippets of Finding Cluster (Experimental Group)
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Snippets of Finding Cluster (Control
Group)
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Themes of Findings

’ Experimental Group
allenges enges in Designing for Unfamiliar Cultures

Design Patterns and Information Density
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Control Group

Design decisions and familiarity I
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