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ABSTRACT: With the mature development of current Internet technology, the number of mobile Internet products rises
rapidly, resulting in the obvious phenomenon of product homogeneity. The work aims to study how to enhance the core
competitiveness of the products via the emotional experience design. Based on Donald Norman emotional design level,
the user's emotional experience process in using mobile APP clients (hereinafter referred to as the APP) was analyzed, and
the key foothold in emotional experience was discussed. Furthermore, combined with NIE information processing and
learning theory, the emotional experience design method conducive to improving the product competitiveness was estab-
lished, and the application of the model was explained through actual design cases. It comes up with the idea that the in-
teraction is the key foothold in user's emotional experience and a three-layer model of emotional experience design in
mobile Internet product is constructed: situational structure, multi-modal interaction and user habits capture.
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users using the APP
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