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Game Products Interactive Design Based on Scenarios Experience

CHEN Meng-chuan, HU Wei-feng
(School of Design, Jiangnan University, Wuxi 214122, China)

ABSTRACT: It aims to study the game products interaction design experience based on scenarios experience. Based on
the cognition of game scenarios by the players, through research on the rational cognition and emotional cognition of
game scenarios by players, it excavates the needs and expectation pain points of the player, provides design basis to en-
hance the interaction design of scenarios experience. By studying the players cognition of game scenarios, designers de-
construct the player needs and expect pain points to enhance the scenarios experience on the level of production design
and development. Interactive design based on scenarios experience can ensure the method of user centered design, which
can meet player needs and expectation. At the same time, designed to meet the players scenarios cognition interactive
system can effectively reduce the cost of the player's cognition about the game production.
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Fig.1 The comparison of scheme one and scheme two

2015 4F 10 H Eternal Arena 7EJb3EHIIX 28, 1R
TR BV A i 32 I AT I X = i, R RO AR B
M, RS S AW RSB, BRI APP store
RSO WA 2. Bra it BN ] T R R A,

POWER 7877 *1034

B AT DL ST R AR AL, A SE RS B AR
S X T2 BB . SRR 2 e, 2
A BB A AR BESO T8 B BRI
WA, Tl RIT A& BB, S E BT AT LS BB

B5% WD sewco FEEE T o737 @ omm

E—

PDF Expert G I | il

7 (]
X

K2 AR FN APP store | ZRA0R
Fig.2 Iterative effect and APP store on the line effect
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