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Interface Design of Gaming Virtual Item Purchasing APPwith High Experience

LI Jun, ZHU Yan-ling
(Donghua University, Shanghai 200051, China)

ABSTRACT: It aims to study the interface design of virtual item purchasing APP. Based on the characteristics of this
APP, and through user interview as well as case study methods, etc., to know about users demands and habits, the ad-
vantages and disadvantages of this APP are studied, and the innovative interface design method is explored. The interface
design of this App should be user-centered, pay attention to the rationalization of the interface design, animation of the
platform image and vivid visual security in the designing process, so as to optimize users experience and enhance brand

competitiveness at the same time.
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Fig.1 Typical user model of game virtual goods trading APP
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Fig.2 Mobile App interface of www.tmall.com
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