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ABSTRACT: The work aims to expound the importance of scene interaction in innovative interaction design method
through the interpretation and analysis of scene theory and scene interaction, and then discuss the significance and value
of scene interaction design. The development basis of scenario theory was discussed, the characteristics of scenario inter-
action were put forward, the types of scenarios were divided in detail, and the concepts of each subdivided scenario were
expressed clearly. Combining with the process and method of general interaction design, the design method for each scene
was proposed, and the scene was constructed throughout all stages of interaction design. The detail scene, activity scene,
information scene, interaction scene and evaluation scene were proposed. Combining with the characteristics of each
scene, the design method of scene interaction and the meaning of scene interaction were proposed and discussed. Scene
interaction design is an attempt and deepening in the field of interaction design research, which makes up for the defi-
ciencies in the process of interaction design. It penetrates the scene theory research into all stages of interaction design,
promotes the improvement and innovation of interaction design process, and provides some new thinking directions for
interaction design research.
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Fig.4 Scene classification in the field of user experience design
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