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Interactive Design of MOBA Mobile Game

ZHEN Zhi-liang, DENG Rong
(Jiangnan University, Wuxi 214122, China)

ABSTRACT: It aims to explore the interactive design method of MOBA mobile game based on user experience. Based on
the interaction design case of MOBA mobile game, combined with the development background of mobile game interac-
tion design, and focusing on the specific needs of MOBA mobile game players, it summarizes the notices of interaction
design for MOBA mobile games. Based on the design principles of mobile terminals, aiming at the characteristics of
MOBA mobile games, 4 interactive design methods, such as improving the efficiency of gesture operation, enhancing

process experience, intensifying emotion, guiding target and flexible feedback, are put forward.
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Fig.5 Fast signal function in Glory of the King
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