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Interaction Design of Mobile Learning Application Based on the Flow Theory
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ABSTRACT: It aims to explore the interaction design approach that enhances the user experience of mobile learning ap-
plication. From the perspective of the flow theory, the three antecedent conditions are divided into specific design points.
Besides, by researching the psychological and behavioral characteristics of learners, as well as the contact points of user
and product during the learning process, it constructs a interaction design method that conforms to the application of mo-
bile learning, and applies this theory to an actual project design. By applying the flow theory to the design of mobile
learning application, it provides learners with clear objective, accurate and timely feedback, learning task that balances

skill and challenge to create an efficient and interesting immersive learning experience.
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Fig.1 Three elements of the flow experience
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Fig.2 Visual targets of Duolingo
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