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Innovative Design of Entertainment Products Based on the Theory of Mind Flow

DENG Wei-bin, LIAO Shi-hui, SHANG Yi-juan, QIU Yu-lei
(Hubei University of Technology, Wuhan 430068, China)

ABSTRACT: Through studying the theories and achievements of mind flow, it proposes a new innovative design method
suitable for entertainment product design, which will seek a new development and research idea for entertainment product
design. This method is based on the theory of heart flow, combines with the characteristics of entertainment products, such
as people, environment and product functions, so as to form a set of innovative design methods for entertainment prod-
ucts. That isto say, there are six elements: clear goals, accurate and timely feedback, unity of behavior and consciousness,
potential sense of control, illusion of time, and user aesthetic appearance. It will guide the design researchers of enter-
tainment products to carry out more deep design exploration. The innovative design concept of flow theory reveals the
user demand for entertainment products based on the accurate and profound understanding of user needs, the designer can
get through the design to provide users more extreme entertainment experience, different from other products and bring
pleasure and satisfaction for the user. The idea of innovative design based on the theory of heart flow is a new design
method from one aspect of functional demand to spiritual demand.
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Fig.1 Entertainment product design method based on the the-
ory of mind flow
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Fig.2 Design method of water cooling box
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Fig.3 User feedback: boot-strap, running & shutdown
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Fig.4 Atmosphere rendering & shutdown state
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