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User Interface Design through the User Experience and
Understanding of Desire
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Abstract

This study aims to emphasize the need for the in-depth
experience and understanding of desire as to the User
introduction of the
developed by mixing

Interface Design through the
methodology  which  was
quantitative utilization analysis and qualitative utilization
analysis and to propose the active use of that. The
methodology of this study is significant in that it tries
to identify the latent experience and desire of user and
reflect them in the User Interface Design through the
repetition of 3 staged circular process and exploratory
process related to the investigation category of people,
prototype and product.
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