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Interaction Design Based on Emotion Regulation and Scenario Theory

Bl Qiang, ZHAO Feng, CHEN Jin-liang
(Xi'an University of Architecture And Technology, Xi'an 710055, China)

ABSTRACT: It aims to analyze the general process of interaction design based on scenario theory, and explores the ap-
plication of emotion regulation theory and user scenario theory in interaction design, as well as new principles and me-
thods of interaction design. The concept and usage of each stage scene in the interactive design scene theory, including the
objective scenario, the design scenario and the test scenario, are elaborated in detail. And the user scenarios are con-
structed to get users real needs. Based on that, an important element of emotion is introduced to insight into the user's
emotional needs, and based on Gross's emotion regulation theory, designers create different emotional adjustment triggers
for usersin the product, so that users' emotions are at medium arousal level, so as to ensure the fluency between users and
products. Based on Carroll's scenario theory, it enriches the interaction design process based on scenario theory, and pro-
poses a set of interaction design framework based on emotion regulation theory for user scenario theory, which provides
new ideas and methods for interaction design.
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Fig.1 The interaction design process based on scenario theory
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Fig.2 Storyboard of "Sharing Bike" activity scene
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Fig.3 Interaction scene of "Sharing Bike"
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Fig.4 Gross's emotional regulation process model
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Fig.5 Interactive design model based on emotion regulation
and scenario theory
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