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Interaction Design Research Based on Usage Scenarios

TAN Hao, FENG An-ran
(Hunan University, Changsha 410082, China)

ABSTRACT: It aims to explicitly use the definition of scenarios, analyze the interaction patterns of existing products
under different usage scenarios, and explore the user's interactive APPeal and expected interactive experience when using
products under different scenarios to achieve the purpose of exploring new functions and interaction modes. Based on the
use of scenario theory as a basis for research, combined with Norman UCD theory and Norman behavior analysis system,
we understand how users classify and filter information processing in the psychological world and the real world. We
analyze or anticipate interaction behaviors, propose basic APProaches to interaction design methods based on usage sce-
narios, and provide new ideas for interaction design Through the interactive design method based on usage scenarios, us-
ing existing mobile phone product interaction design as an example, the user can extract pain points for interactive ex-
perience requirements in different scenarios, and use the pain points for the users, and combine the user's use demands to
propose innovative interactions, to initially prove the feasibility of research ideas.
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