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Temporary User Model of Snow Sports Online Games

ZHU Ran
(Harbin University of Commerce, Harbin 150028, China)

ABSTRACT: The work aims to summarize the temporary user model for online games of snow sports, theoretically pro-
vide research ideas and methods for the follow-up design research of these online games, and quickly understand the us-
ers' needs, enhance the update and iteration of online game products and satisfy users' needs for multi-sensory experience
through the establishment of temporary user model in practice, from the perspective of user experience. According to the
temporary user model theory proposed by Alan Cooper, the users of snow sports games were divided and the temporary
user model was established by selecting relevant factors for user research. Three temporary user models for online games
of snow sports are established, and the test and interview are conducted in combination with the snow sports games of re-
lated themes to verify the temporary user models of online games of snow sports and put forward relevant suggestions.
Relevant countermeasures are put forward by summarizing the research method for temporary user model in the design of
snow sports online games, which provides ideas for the design of follow-up virtual snow games.
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