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Information Construction Optimization Strategy Based on Digital Product Exhibition
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(1. Beijing Forestry University, Beijing 100083, China;
2. Henan University of Science & Technology, Luoyang 471003, China)

ABSTRACT: It analyzes the strategy of product information construction design, according to the digital exhibition en-
vironment. Based on the theory of user experience, both the user cognition and construction of product information are
studied. From the point of view of the user's cognition, the degree of attention of the property information of the product
is summarized through the survey method, and the weight model is established. From the point of view of digital display,
the communication effect of different categories of product information in the virtual interactive environment is analyzed,
and the user experience design strategy based on visual attributes and social attributes is summarized. Based on it, the
methods of product information optimization organization are deeply discussed finally based on the actual case, through
the visual design and interaction design reflecting the people-oriented virtual display design concept. In the digital product
display context, user experience is taking the cognitive information as the core, product information architecture design
should construct based on the user cognitive psychological model, the specific strategies of visual design and interaction
design are also discussed.
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Tab.1 Information structure of digital exhibition
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Tab.2 Evaluation of user experience
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Fig.6 Relevance of interface information organization
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