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ABSTRACT: The paper aims to propose an improved emotional board design method in the field of interface design and
help designers express users' emotions more accurately and improve the designer's efficiency in obtaining design ele-
ments. In the original emotional board design method, the O-order Kansei-concept method was introduced to enhance the
accuracy of the user's emotional expression. For the interface design field, a series of guiding principles based on image
extraction design elements were proposed, to enhance the application efficiency of the emotional board design method in
interface design. This improved method extended the application of the emotional board design method in the field of in-
teractive animation design, evoking user emotions from both static and dynamic perspectives. To verify the effectiveness
of the improved emotional board design method, the designer optimizes the interface design of a piece of auction software
based on this method. The user-initiated verification experiments show that the improved emotional board design method
can help designers to design the APP interface according to the user's emotional needs more accurately, and optimize the
design effect of the APP interface from the user's emotional perspective.
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Fig.1 Improved emotional board design method
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Fig.2 0-order Kansei-concept method
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Tab.1 Obtaining analysis words
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Fig.4 Comparison before and after revision of design
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