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Interaction Design Flow Based on User Scenario

LIANG Kai-wen?, LI Yan-lin*
(1.Xiangtan University, Xiangtan 411105, China; 2.Politecnico di Milano, Milano 20156, Italia)

ABSTRACT: By analyzing the application of user scenarios in interaction design, the interactive design flow suitable for
Internet products based on user scenario is concluded. The types and elements of user scenario are analyzed and the in-
teractive design process under the guidance of user scene is constructed based on the concept of interactive design and the
existing interactive design flow. Based on the existing interactive design flow, the interaction design flow and design
method based on user scene are proposed and the model is set up. Finally, the validity and feasibility of the theoretical

method is proved by applying the flow to the design example of Internet products.
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Fig.1 The relationship between motivation,
behavior and the users
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Fig.2 The process of Interaction design
based on user scenario
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Fig.3 The way to extract the demand from objective scenario
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Fig.4 Define the product with the target scenario
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