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Interactive Product Design Based on System Design Thinking
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ABSTRACT: Aiming at the systematic thinking of interaction designers in constructing interactive product designs, tak-
ing the interactive product design model of user experience and service design concept as the research object, this paper
aims to create and optimize interactive product design. Taking the interactive product design in Museum as the experi-
mental sample, the interactive product design was put into the analysis of user experience, service design, scene design
concept based on the idea of system design. The paper illustrated the emotional characteristics of interaction product
based on system thinking, including the user’s emotional demands, product service ecosystem and visual system, and the
relationship between the mental models and the conceptual model. At the same time, it explained the data dynamic visu-
alization of product interaction interface, the gamification of virtual reality, the service-oriented design and other ways.
This paper explores the application of user experience and service design concepts in interactive product design, and puts
forward a comprehensive system mode of “goal-modeling-behavior-experience”, which is conducive to meet the demands
of product managers and interactive designers to carry out interactive product design, so as to enhance the sense of opti-
mal design of user experience and interactive products. Based on the design thinking of system design, it optimizes the
perceptual behavior and emotional experience of interactive product design, realizes guidance conversion and system im-
provement, and improves the efficiency of the design strategy.
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