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Consistency of Multi Screen Interactive Experience Design

CHEN Ya-dan, LI Shi-guo, LIU Yuan
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ABSTRACT: It aims to study how to make users get a consistent experience in multi screen interaction. It studies the
corresponding relationship between the user experience factors and mental model, and explores the method of construct-
ing a consistent experience by using the actual case and literature research methods, according to the characteristics of
multi screen interaction and its influencing factors, based on cognitive consistency theory as the starting point. Through
the study of multi screen interactive design, combined with the consistency theory and the construction of the consistent

experience, it proposes a method to construct multi screen interactive consistency experience from the micro level to the

macro level and the emphasis on the use of scenes.
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Fig.1 The relationship between user psychology and multi
screen experience
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Tab.1 The status of common device screens
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Tab.2 Common terminal control mode
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Fig.2 The corresponding relationship between the user expe-
rience factors and mental models
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Fig.3 Method for constructing the consistency of micro men-
tal model
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Fig.4 Taobao web design with different screen sizes
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Fig.5 Method for constructing the consistency of macro men-
tal model

TEYIREJR M AR 4 — Bk 2 5, W 5 i AT
FE, T AR S A PR A LB P R A
e P %G B s, A BT ROIR i — U A
Ho EVREEICTEA R L 22 5 W 6, A Bi4E L

&) TIREEH
W REEHR

B £i2

PR 3
K6 ENREICTENIR L i) 25 52
Fig.6 The difference of evernote at different terminals
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