fu, % TR 405 5 2430

158 PACKAGING ENGINEERING 2019 4 12 H

ZEEHFRET AP ERERIEIT

=£/ 3 1,2 1,2
Eflglz ’ EEIIJ%

(1YLR R, o8 2141225 27LAAEREIT S AR E SLRE, T8 214122)

FE: B £omtme®Pmib, ¥ “R%E” B0 TSRO X ZFHFET, AR PFOHERE R,
FE TR IC, Fk BRI fo it F R PR R, SR PRI 0B ATE A ¥ B
TN, B RANM G Bk L AEENERETYwm, A I MAR R L&,
RAMB R EFHRAMER, FREARZFHERS, ATAPFHERRBEG X ZFHFRT LA LM,
g BRELSEH N, RENHARAFZRIRAAF T @RS AP ERFHFITRE, AP Sl
BRAKRELGEA P RZESNR LT EX, 2% R ARIGELEHMA, BRAAPFEFKRE,
WA PL R MW RIER,

X FAKES; REZ&; Hasew; HEAAR

hESES: TB472 XEAFRIEAS: A XEHS: 1001-3563(2019)24-0158-06

DOI: 10.19554/j.cnki.1001-3563.2019.24.025

Design of User Emotional Experience under Waiting Status in Interaction
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ABSTRACT: The work aims to combine the theory of time psychology, so as to apply the "time perception” to the inter-
action waiting design of the products, satisfy the users' emotional needs and leave a happy memory. By summarizing the
theories of time perception and user experience, as well as explaining the operating logic and influencing factors of user
waiting experience, it showed that people's perception of time was affected by factors such as emotion, memory and at-
tention. With the development of computer and network technology, the system services could not meet people's needs,
resulting in waiting status in interaction. The interaction waiting design based on user's emotional experience was neces-
sary. In combination with theory and case analysis, a design mode is proposed to reduce the actual waiting time of users
from the aspects of technology and product functional systems, and to shorten the waiting time of users' feelings from the
psychological and emotional states of users, which provides designers with a relatively new concept of thinking, improves
the waiting experience of users, and enhances the emotional connection between users and products.
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Fig.1 The component of time experience
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Fig.3 Intelligent customer service center of Hellobike
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Fig.5 Display of Meituan delivery interface information
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