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Scene Theory in Product Interaction Design

WANG Yu-mei, HU Wei-feng, TANG Jin, LI Shi-guo
(School of Design, Jiangnan University, Wuxi 214122, China)

ABSTRACT: It aims to research classification and application of scenarios theory in product interaction design. By de-
scribing the meaning and application of the objective scenarios, the target scenarios, the real scenarios in the interaction
design stage, the use value and meaning of scenarios is explained in the interaction design. It puts forward the dynamic
thinking: the scenarios design is a circular design process; the primary and secondary thinking: grasping the main scenar-
ios, the overall situation of the main scenarios. Dismantling of thinking: a complex and large scenarios are made from

many small scenarios composed of three major scenarios based on the theory of interactive design thinking.
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Fig.1 User scenario type and its design process
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Fig.2 Story version of "Quick taxi" target scenario
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Fig.3 Interaction scene of "Quick taxi"
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Fig.4 Dynamic thinking of scene design in interactive design
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