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ABSTRACT: The work aims to explore the guiding role of persuasive design theory in the design of cervical spondylosis
prevention products and guide the user’s behavior to let the user develop the habit of actively exercising cervical verte-
brae, thus preventing cervical spondylosis. The existing problems of cervical spondylosis prevention and treatment prod-
ucts were analyzed to explore the design opportunity of cervical spondylosis prevention products with persuasive design
theory as the main line, and propose design points of cervical spondylosis prevention products. Gamification design was
used to improve user motivation, set the action of cervical vertebra exercise within the scope of user’s ability, and trigger
user behavior through tangible interaction. Arduino platform was used to develop product hardware and Unity 3D was
adopted to make games, to actually complete a prototype of cervical spondylosis prevention product, match head move-
ments with game content, and control the content of game operation by head rotation, so that the user can effectively move
the cervical vertebra while playing the game, alleviating the pain and fatigue of the neck. Using the actual developed
products to verify the possibility of combining gamification design and tangible interaction provides new ideas for prod-
uct design practice to prevent cervical spondylosis.
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user behavior
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Tab.1 Analysisof existing cervical spondylosis prevention and treatment products
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