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Abstract

Objective: Starting from the experience of audiovisual synaesthesia and combining yin and yang
culture, we design yin and yang cultural and creative interactive products that can enhance user ex-
perience. Method: Based on the mapping of the three-level transduction, mixed and psychological
experiences of synaesthesia experience and the sensory experience, interactive experience and af-
fective experience in the user experience in the product instinct hierarchy, behavior hierarchy and
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reflection hierarchy, the audiovisual synaesthesia transformation is applied to the design method
of cultural and creative interactive products from the perspective of user experience. Results: The
design is carried out from the instinct layer, behavior hierarchy and reflection layer of the product,
and the design results enrich the form and experience level of the existing Yin Yang cultural and cre-
ative products. Conclusion: The research of this paper can provide a reference for the future design
of yin-yang cultural creation products and the adhibition of audiovisual synaesthesia in the design
of cultural and creative interactive products.
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Figure 1. A CD player designed by Naoto Fukasawa
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Figure 2. A mapping diagram of the three levels of synaesthesia experience and user experience
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Figure 3. “Breathing Wall” interactive device
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Figure 4. Cultural and creative product design strategy based on synaesthesia experience
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Figure 5. Yin and yang cultural and creative interactive product design process based on audiovisual synaes-
thesia
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Figure 6. Simplified Taiji diagram
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Figure 7. Product stereoscopic rendering

B 7. FEE@SFRREC

5.2.2. AR EIRREIFZ~RINITAR

IR 7 (0 e R I LT S ST L AT, RN A5 BT A RO, KR
WERIFNLE S S & RIS & . RSB R— F IEBRR L, 85 IR SRR,
eI RRERRZEREE), RNGZERERRERZI A 8. b Py BRI CrT s 2 RE S K
SRS RIS FIRDETEOREE, & A BLAOSRANAT e ik e A RSN 9, WRIFELE T 2%
BT IR DD 2 b A HBNIAE 1 SeAAr™ i, e RSl 1 AT R I AL I B B S 152 L
W E g 100 fERMRR BT S RS M 7 RS S EOR, /S RIS W\ DTSR
FEREER, TEM B E K. Arduino nano LA HL. led ST Frs ALAFIEHRCHEIAR, T BN
Hs FENL. AP, 454 Arduino IDE %O A4 A2 SEELE AR B AT AL AR B S R AR (L RO RCR . Bk
TP IR e SOB AR, Mg ss 1P AR R AR S B .

Figure 8. The undulations of the mountains
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