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1. The analysis of product and marketing relationship.
2. Design planning & Proposal.

3. Concept development and evaluation.

4. Mockup sample and color planning.

5. 3D modeling & Rendering.

6. Appearance mockup sample.

7. Display design.
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4340 EF R (Inform)- 1dea Brainstorming

4340 ET R (Inform)- Competitor/ User Needs

4340 ET R (Inform)- Key Scenarios/Storytelling
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43¢HET 5w (Create)-Create Key Flows/Screens

10 7 432HETEm (Create)-Paper Prototype

11 # 4r4HET 5w (Create)-User Testing and Validation(1)

12 A 432HETEm (Refine)-Refine Key Flows/Screens

13 7 432HETEm (Refine)-User Testing and Validation(2)

14 3 432HETEm(Documentation)-Visual Exploration

15 432HETEm(Documentation)-Ul Flow/GUI Look and Feel
16 7 432HETEm(Documentation)-Ul Flow/GUI Look and Feel
% 17 3 HPRSr SRR

% 18 # HPR SR

A

A

X

7
© 00 N O Ol A W DN -
(B [ B B E E

i

BET
Vabes

LT
il

=ML
5]

\

~

KRR HRE , B0, SR

(MEERE & ER T ~ IRIEEE (BY N BRI EH ST (C)RE I R
o& O e e AR E (D)EH A e iie s | sREER |, BIF
(B2 F1 H s/ A BB E (C)RERI SRR A A hn o MBS Y RE ST (D)
WEhis R BHER s | s o BIF

(A)3D ARG RL (B)3D HMNE s Tt B R BE A iG A 1 8t (D) ARG
fRaxat , reHEtEm  BHIF

(MRS &P (B)ES 2D faissig |, mrdlalem  BIF

3




(AseEtE (CRedIbFI SRR aEET |, HIFESE | JIF
(BEIAAMEIHE (C)RE BRI ~ WIFtE B AERIEAVAE ) (D)
ArHEMIERAERGT | HIFE®  BIF

O St |, BEEs , SmmE

(B)EFTaca R (D) —PEEbamgBipl Reyass | BeRERIL |, SREEIH
(AEREIE & iatsE (B)EIRATL B et AV E (C) s
S ERIRES] (DY NEFLEFGSE ~ BRsidaest | rdllatam . SEEwS
(AEREGT B)REMWEEFEIITE | BRI, BGTHEUE

fEEHE

FE4 ¢ Interaction Design

YE3& : Jennifer Preece, Yvonne Rogers, Helen Sahrp
£5  WILEY

Hfry 1 2002

ISBN @ 0-471-49278-7
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1.Designing Gestural Interfaces, Dan Saffer, O'REILLY

2.Mobile Design Pattern Gallery Ul Pattern for iOS, Android and More, Theresa
Neil, O'REILLY
3.8, O EhEkET %R, The Principles of Interaction Design in the Post-digital
Age, Hiffiz

4.Scott Weiss, Handheld Usability. Usable Products Company, WILEY
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