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Classification and Visualization of Interaction Design Methods

XU Xing, LI Min-min, LI Xuan-fei, HU Fei
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ABSTRACT: The work aims to explore the trend of interaction design methods in design process, research paradigm and
conceptual concerns from the perspective of classification and visualization of interaction design methods, and discuss the
possible development trend of interaction design methods in the future. By combing the development process of interac-
tion design and from the perspective of technology, behavior and society, the comparative analysis of conceptual concerns
of classical definitions of interaction design was taken as the research basis, 93 common interaction design methods were
selected as research samples, and classification and visualization were used to carry out single-dimensional analysis,
two-dimensional comparison and multi-dimensional synthesis from three dimensions, including “double diamond design
process model” design process, “quantitative-qualitative” research paradigm and conceptual elements of interaction de-
sign UACM (user-activity-context-medium). The possible development trend of interaction design methods was dis-
cussed. According to the research results, three conclusions are drawn: The conceptual elements of interaction design will
gradually improve; the creative methods of interaction mode will gradually be diversified; and the interaction design
method is more suitable for user experience.
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22 H 1511 ( Interaction Design ), i 455 A IxD,
BN RV E S B RGEAR
S5 TR, 20 4D 60 AEACEEE BN &R,
ZHEITE S UUAMLAZ H (HCI, Human-Computer
Interaction ) MIEZ, VEMIEAMI Z 18 T HE0F
FEER I T AR TP

1960 4, Liklider i1 734 A5 #7352 1]
AIEE S —Fh B & R, 2l APLEEAE ( Man-
computer Symbiosis ) "4, SO BT HL A A
HYHERT . R AMLAS BOCTE R AN 5Ly, JUHZ
58N E . P FE (User Interface ),
P A BAT A IR AL, BT LR T o A
AP, EE AR ZOCTE YR R SR 1 ) 4 55 1 ARL
Ry nr HYERE -, AR S R 2y R
Y FHFNIE S ( Use and Context of Computers ), AR
$#4iF ( Human Characteristics ). TT8 4L & 4t ( Computer
System ). FLIEI45H) (Interface Architecture ) KX FF%&
iF % ( Development Processes ) ),

1984 4, Bill Moggridge #&H T 3¢ H %11 A HE
o HT IR RO R S P Rt g a
T LA 44 94K fi ( Soft Face ) ”, FifiJ5 7 Bill Verplank
fR 5 By 44 s AR R R R
FARMRL, smya$E T ARG DL A58 57K

ELF] 20 tit2d 90 AEAR I, A2 BB I A TAERT
NZ IR B o WF5E EE e, 2R AR F T 1 ( Usability )
A T ( Human Factors Engineering ). B B0
AT AN TR 2R T Al A3 H 282 |
PSR TR S okl A 258, s BT
AL ST IR AT . 1999 4F, EBsbrifEfbd412! (1SO)
RATT VAR e 9 28 B 2™ dh i v B U R Ty #1
J& 1SO13407: Human-Centred Design Processes for
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TUNRHORRITHRE SHESR, & —F i Bt
PERY T, R A0RE B S PR RN, TRl 25 3 1
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ZHRTHRIE T IRV, LU0 &5 245

A THMINAZE AR TR A8 T,

FEE L N PRI 2R 2 u R, WAl E &
JRZ 4, B NAMROHIF I 2R A TR A R 22 Bk
AL S YEWE R R AT T T2 BRI . AR
WA IS — 2 B L, ABRE R —T &1t
2¢%} ( Design Discipline ) ”, 2 H. IR Fif 218
R FERE . AA L T AR A AN R A A
AN, TERARF B PR 55 %, IF Tk
6 i SR AR A T F R AE 5 50

2 RXERHBIXESLESH

L HBTHE L RRTEFAR T A RS —1
e, HESE R W ARRD &, HE N BRI EAE
4, HoE X EEEPLEH A (Technology ).
11~ (Behavior ) #4332 5. ( Social Interaction ) =
AT

ZH BRI ERALEE T AL B, LB AR
SR N EEH, BRI
F PSR T AR BRI REA . R B S BT E X
M FH AR, Fla0 Bill Moggridge ( 1984 4F ) f%
gl a2 B SN, e AT L ARSI
PR G B a5t it, ISCBE AR T M. 5 F
PAF DA AT AT b oA B AR

BRI AL HIRITIRE ( Second Wave HCI) "2
AT MG s A =", DU Y i LT AN R, Bl
WA FNBR3E ( Theories Of Cognition ) iy 32 5 ) Jy v
A X — B Bof AT M BRSAE A Bk T At
TP A, A TR PR N NG ST R i —
4o IEAN Jodi Forlizzi #1 Robert Reimann 4 H! 28 H.
VO, B B RIFER T8 XANTY . M
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HF5ZH WA AR R 5 =
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BEANHBRF g BEaE X, e c 48
TR IR T AT A IR B k= i NS5 A
RS R, LAkt 238 Bkt (Social Interaction
Design ) NS BB 2 T )2 S
K5 anag B iy Je K Z — McAra-McWilliam
SR E , 22 B BT BB, AL A0 R 5
W] U s, e g U SERBE (2011 4R ) 2
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Tab.1 Comparison of concerns of classic definition concepts in interaction design
K r
A il X
" * T T
1984 4 Moggridge XF 7 B IAT S AR S5 i AR I AR A 1 £5:%/ NI U EE S I TRV
REHRTT, DS E AR i m] P A RS PR
Gy TR, DL AT A S A i 15 2454
i HAR
1997 4¢ Winograd NS A28 B A5 (R i A — — 23 (] i
2002 4 Sharp Bt — Bl S HL Y ok SRR AATTHE H A TAE S 7 il S
pogers R AR A 3 SR B 1k i 3
2004 4 Lowgren ERAFERART, h—PEREAE BF | B ey —
Stolterman FAEE SR TR E RO ) T A i E2eR s 7 i
T A A B (2548 Thag . e R e 3 g
M) mad e K
2007 4 Cooper B AECE A B R — Sk it 7 i ZH.
IR 55 Y 52 W5
E34
iz 55
2007 4 Reimann KTHENGEY) . MRS 1T A wit — NiEY) FRE
RV R Rk E280
E34
2007 4¢  Gillian T O S g N AR Bk A TAE 2 B B I [6]
Crampton 5K PR 9 1 IR P
Smith §
PRI
2010 4¢  Saffer JERT K, BT Gn o] 368 3o At ] e N — i 7 R AR
FHBY 7 it RIIR 5555 HAd ™ A= 3k & 255
2014 4 Alan Cooper FTEMAI AR E AT A —  Arohoral B = L7 AR
WRIXFPAT 9 1Y B ROE 3 sl
2014 4F Benyon LB, BAABHAER R A EEIR FR R% @R
1458 HL AR GEFI T i 7 i briEy
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HIEEAMEREE R, A3 AR R BRI A 4R
YERBIEA R LE R . R HE BT A S R
3.1 BEFWEHEHERER 5 EN-RUWLEE

VORI AERERT LA T 2005 4F 3¢ 5 #1Hh2s
( British Design Council ) $2H 09— PE 3 iR #E
“SUEG TR P A ( Double Diamond Design Process
Model ) "POUG U4~ FE LB . ¥R ( Discover ), &
X (Define ), 7% ( Develop ) 122 f} ( Deliver ), ¥
HAF R 53 Fbr R

LHRTEEIE AN E . AR TR iHE
BLBME BT A, IRBhIE RS, ORI, 1728
AT, ARSI AR A ST, B SE S ikt
Ui BT A AP 50 1 L 55 26 L PN 2, TG g 1 BRI 115
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W, T ERITH T H AR SR,
3.2 ETXERIMEERI UACM4E

WS ER B BRI AR SRR, BTt
TENZEH BT 8 SO F7 2% 0 )5 T o 38 5
LER S R BCNE 2%, David Benyon (2005 4E ) ¥ A
NIAT R 7= il 3 5t 5 SR T o I BOR U 2R
I RGN H R 4 (Interactive Systems ), fif
FrR PACTRT, fEUL R G, S HW A AR L T3
st MEOR Z B R . BSR PACT WAL T 28 H %I
TR, (AR 2 Tt . Mt G5
ZEH BT

AT H 38 B3 T G i R A O AR R
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AR SHE SR, UL 178 s iR
R BT MR BT S A TRk . PRt
I a0 22 BT U LB AT RN RIS, R
e HAE 1 T A SCI A i, $2H5 DL UACM PUFP 5
B RAS H BT AT A& e T, B LA e
AN RS I W sE BT A R R

U HUH P ZER (User ). NEZRIENZEH T
FE SCHIRE S ZERZ I8 W K, — 1 H—S R Bl 28
Higitr & fE Lz, ZE<LUH P iyt
JEOU], K 22 B N ARE i PR B e M SR B T S 53¢
B P A S A H A ZEE

A JBATHER (Activity ). 502 7= i F2 43t
MY AEH., LA K™ db ey o 1R P A A TR R A
Ko ZiE BRI P AT 7 ACRR L, W T e X
WE S BARRY SGE N A . RIEE, A7 WX n 17t B
w, =B AERER, 7T hARE, ZHWHA L
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C R ZL R ( Context ). HEH5E A BT I 937
AFER LRI S (A R, 2 & P
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Tab.2 Classification sample of interaction design methods

i Witk (3) Itk () i JE Rk
1 AEIOU AEIOU HR Btk fih
2 Affinity Diagramming SR FE S Fift A
3 Artifact Analysis EERER WE Jrigtd B
4 Automated Remote Research A SE AR5 WR RE Th
5 Balance Score Card BSC “FAiit 4~ TE S i A
6 Bodystorming B LR H i Jpigte HFA
7 Brainstorm K v K2 Tk Fift HIF
8 Card Sorting R % 7E X BA HFA
9 Case Studies eI K& Fift HF
10 Clickstream Analysis et R} pah] ik HFA
11 Cognitive Mapping TAHTB S5 WR Btk HE
12 Cognitive Walkthrough NI (i) A rigta I
13 Collaborative Walkthrough PrREIZEH A itk TR
14 Competitive Testing 55 AT RA HIF
15 Concept Mapping HE & B i a Fift WA
16 Conceptual model WE AR AT itk A
17 Content Analysis WSS AT 7 XL Btk A
18 Content Inventory&Audit N2 BRI Y 25 % AT RE HFA
19 Context Analysis s m 7E X itk B

20 Contextual Inquiry Jok 415 25 R igia H P
21 Creative Toolkits BlE T HA Vi 2 Jrigte WA
22 Critical Incident Technique A R RA TR
23 Customer Experience Audit FH PR 56 9 % AT itk A
24 Desirability Testing AR E I3 AT RE HFA
25 Dynamic Effect & Sound Design IR SRR Tk BE A
26 Elito Method Elito J5 % TE L Fife BAr
27 Emotion Measurement i ) £ WR BE T
28 Ethnographic Interview RFEFVIR WR Btk HF
29 Evaluative Research PEAGPERF 5T sin) ik HF
30 Experience Prototyping 25 1y i Al AT g4 A
31 Experience Sampling Method 250 U WR Fift TR
32 Expert Interview LBRUTR R Fift HFA
33 Eyetracking R 2038 % A w1k P
34 Fly-on-the-Wall Observation P2 BE Btk Th
35 Focus Groups B/ WR Btk HF
36 Front-end Software Development CIECE SEe s AT ik A
37 Generative Research i H AT i Fift HF
38 Heuristic Evaluation Ja BAETEAL A RA TR
39 High-fidelity Prototyping e DR L R i) Jrigta WA
40 Information Architecture Testing 15 BAR R 5 4 s A wmik A
41 Interface Component Development S A IR AT ik A
42 Interface Operation Process AR E Hk ik A
43 Interview ViR WER Fift HIF
44 Kano Analysis KA 7E X Fifk HFA
45 Key Performance Indicators S i€ A =ik T
46 Lateral Thinking 1 ) R FE Btk A
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T Witk (3) Btk () i JE R
47 Layout Design Rt Hk it A
48 Literature Review SCHRERIAR WER Fift i
49 Market Segmentation DiE7E By WER Fift HIF
50 Mental Model Diagram AR E 7E X itk HIF
51 Mind Map B S WR it LUy
52 Mouse Tracking FUbRid sk AT ik HIF
53 Navigation Design SeRan Tk Btk A
54 Observation U 27 WR Btk Th
55 Online Activity Tracking P 2847 Ry BR B AT RE 7h
56 Organization System Design HARGWIT Hk it A
57 Participant Observation Z 5 WER ih
58 Participatory Action Research Z 575 R T
59 Persona i REN A iin FE X Th
60 Physical Testing AL 3R I A HF
61 Questionnaires BES3LES BR H
. . J] ‘* = .
G TenamaEvamion Nvacert it s
63 Remote Moderated Research I R R At it I
64 Role-playing Vi Rk iatd AT g4 Th
65 SCAMPER Checklist Method SCAMPER i #% %k Ik Ra D
66 Scenario Description Swimlanes 1 Sl AR Ik E E i itk B
67 Scenarios i ik i Fift B
68 Scrum Scrum A BE B
69 Search Engine Optimization RGN A BE A
70 Simulation Practice T4 25 ) At Btk Th
71 Site Map Sl o5l ] Tk Btk Th
72 Site Search Analysis vl NI R M At RE H
73 Sketching User Experience FH P AR50 R i3 g4 MR
74 Stakeholder Walkthrough ] 35 FH G2 B ZAF itk HFA
75 State Transition Networks R M % k& RE A
76 Sticker Vote I ARAR 5 FE S BE A
77 Storyboards [T i itk A
78 System Wireframe ARG LRIER VA2 itk A
79 Task Analysis 1255 #r WR i A
80 The Label System Design bR R G VA2 BE A
81 Think-aloud Protocol A DY AT RE Th
82 Touch Point Design e fih St % Fitt Th
83 Unobtrusive Measure AT MEI R it h
84 Usability Report AJ R AT RE A
85 Usability Testing CIREERERil=Y AT RE I
86 User Feedback FF R s e A BE HF
87 User in-depth Interview FH PR E VTR BER itk HF
88 User Journey Maps & PR DR H % itk T
89 User Response Analysis FH e ;43 7E X BE A
90 Value Opportunity Analysis IR IR A Jrigte HIF
91 Web Analysis PR35 43 A AT ik A
92 Web Style Guide ST XA 6 FE Btk WA
93 Weighted Matrix T R ST RE A




SRR Py TR SETR IR AT B T 4
4 TEHGIHEMSEBETRML WAL EAR AR AT WL, S8 7 o AR O

BT BRI =R BB I B R | 2P R
S, R AU =Rk T T RO R
RGBT R PP R B | L T <t Al
— B A B ST A R UACM S R A =4
i B U S R <0 | = W FoF 1132 87 W v e (R <oy
HEREN B EATHIALEE R, JFE T AR ST AT . XL
YERE R =2 LR G

41 XEHIGITAZRAEELT
411 BT TR R OBURE 15 TR AR R A ) A

BRIk

B L, 75 RLBU s AR iy AR S Bl
M — et B AR T, AR A AT
L BT ERRG B IEA . AEIOU, AT
A S BT A ;U B i TiiE A WA
PR RVR T SEAIESE T —Rl BT R BB
MBI ITE A - BRI SRR | RS
S BT TS Y BER S LA O A IR A R
ST BRI = AT ik

XU BET R P A 0 ) — e P B T IR 5 52
B ImER B R, U LSO RSB E (1)
R B B J7 15 FE AR U T B SR TR P F
Tk, BINMREREVIR . oSS . SR BUHEE;
(2) 7 K BEAYI7 ik st o R F o 26 90 M T ik
BlmEME KR R, 278 S
BETEIRRO B, DIWRIE L, 5580t
TR (3) IR B B2 75 1% , il SCAMPER
Bike ik, SRR T BEEIT A0 L AR s 803, Al ks
L SLIBRANZEIT R R (4) BB, P
BN S VAL AP AR 0k A S A% A
WOTEIUA R, Dol PR IR ER 25 R R
IR VR R FE 00 o BT XUBH B e A5 28 4 B 1Y
LHBATIIE WA 1,

RERISERD

R

e

Fig.1

HRmE

&R

TR — AR, W T ARG T B LU

H BB B IS T i, T HAS S TR

SIS FARRT R WK L, TR T A BB R et

Ewilp 3

4.1.2  FET I A -4k B i 52 B it
Tkt

i 1 o3 M T d Al - A A REIT ST IE S 2R Y
LR BT, BT E S 7 A Al i
W3l o3BT AT 55 AT S A T E RO E Ty
TEBA BRZAE VAT, VRIS | R R WA Tt T
M RAENE S E AT A ST | a4
AE R,

“HAL-FUE X PR EAMY AT FEIE G B, 152
RGBT A Y I EE RO R G
TELH RS R, RA TS S E AR 470
AL TR, A RETE AP H bR P 1A
5o Nt A=A 4 8 T LUK BRAS Bt 7, DA 2.

1) WERATT IR AR, BARSSH BRI T
TR AR LU 3 AR 2 U, (2R
PEBFFE 7 i S o5 9 R0 o He 32 2R PO Bt A S AR
N—RhAEE SRR, BT RN E T2 S AT AR
i, WREETRBETER S, B P A BT, AT P ik
HWINEHAT S HAH, JF R Nk h & R L B30T
WFFE B K

2) WEATIERNMIER, BAMTRIIEZTIE,
#ln BSC ~F-firitort . SRS b AR I T HAb
SERMIU, BT A HBETT A P AT o BEA T SR B o)
Bro BEFEMREAR  RBAEEHEOARR B, DR
BB ER . A AT R R S A S i Iz s
A RO T HIER S, TR BB AT
N5 T, AR B A, (ER R XE LT
MR R KA RS B 0y o I, AR
TERIRA I IE b, XEITELE TR A S Bkt

R

e

RN S RS I e g e 2SIV iR NN 4 W ES

Interaction design methods based on “double diamond design process model” dimension
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Fig.2 Interaction design methods based on “quantitative-qualitative” dimension
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Fig.3 Interaction design methods based on conceptual element dimensions of UACM
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