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Abstract Based on the theory of interactive experience in children's toy design, this paper analyzes
and explores the interactive experience of education children's toys. Based on the basic elements
of product design, a case study of the popular children's educational toys in the Korean sales
rankings was carried out. In addition, according to the user experience model, a questionnaire
survey was conducted on the popular children's educational toys sold in Korea. The results show
that the top three children's educational toys by sales are smart toys. Satisfaction is highest for
feeling, feeling, thinking, acting, and related experiences. It provides a theoretical basis for the
interactive experience design of children's smart toys. Design experiential toys that are more
suitable for children's physical and mental health and more suitable for children's psychological
development.
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Table 1. Definition of Experience
researcher Definition of Experience
l\(/\]agsé%v experience the state of happiness
Ewert
Hollenhorst Activities, feel a pleasant state of affairs
(1994)
Pine . .
Gilmore Provide consumers with the memory value of
(1998) different products and services
Schmitt Stimuli responses provided by pre- and
(1999) post-purchase marketing, obtained from direct
observation or participation in events

2.3 O2I0] HHH

Aol B0l TS ATEIE ol
AgEIE BAoIT AUZHE F2 ofglolol} welEE
o] 7ML ket BAOE ofAX AT A% AL} oy
FEEE JULL ML rk ofd FURSS 0
SH80R 2ol/|E Wt ERFO S3 ofd BB
5o &9, 94, B YULOR gor, veEEE
Aol F wele] AuEHE 23 = & Urk £l



JARE A Eot QIZto] AAF Al whiRE AP
AEES AT & AT o 11 JARE Ald
o
l

EL ofolSlA] QY FEYS AB =

mok o flo

< Sistth 2] a2 v, o, e 22 A
A SdSETEH weolfth = | A, oJHEY o
HolE2 &, AF, UFE wE 7P 9 ol It
27t e Age Zal =AUHH4L

ofglo] 2 olol Higt FuIE FEATIAL =
olg EeHow APl WA TS ke B
© =45 AR ofle] mie Hlow ARoA
o] ofdlo] A EFoIH(5].

Table 2. Classification of children's toys

Classification of children's toys
Ball mod@l Doll an miniatures
making animal
uzzle steerable electronic eSETr:ﬂ collect
P model toy quip tools toys
ent
big Other (books, movies)
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Table 3. Popularity ranking of children's
educational toys from September
2021 to February 2022

Ranking Frequency
1 Mimi World - Pororo coding 5
computer
9 Mimi World - Pororo Smart 5
Writing Pad
3 smart study - Pink Pong Korean 5
Bus
2 Crayola - Pet Salon Bath Play 5
Set
Hasbro Korea = PLAYDOH (24
5 5
packs)
m’;ﬁ 6 Club Tycoon - Danguni 3D Pen 4
7 Crayola—Mesprit Catchtiniping 3
Donorland - Dislowing Creator
8 3
Set
9 Mimi World - Pororo Computer 3
10 WeCool - Mix Match Slime 3
Super Deluxe Set
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Fig 1. Essential Elements of Product Design
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Table 4. Case Study 1
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Pororo coding
computer

Features

Function

Computer classroom: 8
games to master how to use
computer

-Coding: Learning Logical
Thinking in Coding with 5
Coding Games

‘Korean: Play 4 Korean
games with mouse and
keyboard

‘English: 5 English games
with mouse and keyboard
‘Basic math learning from
adding, subtracting, and
multiplication of numbers
‘Music: music games for
singing, rhythm, instruments,
etc.

-Paintings: coloring and
decorating

‘Games: Improve memory,
concentration, and judgment
through a variety of games

Shape

-Styling: Bionic Design.
Designed with a mouse in
the image of Pororo. Graphic
design using Pororo

-Color: blue, yellow, white,
orange.

Technology

‘Materials: Silicon, ABC, PC,
PET, polyester, rubber.
‘Quality: Smart and
sophisticated.

Table 5. Case Study 2

Pororo Smart
Writing Pad

Features

Function

‘Basics of painting, basic
Korean characters
‘Drawing objects and
animals

-Character picture
-Alphabet ABC

‘Writing English words

Shape

-Styling: Rectangular, smart
stroke font board

-Colors: Blue, yellow,
black, orange.

Technology

-Material: ABS, Silicone
-Quality: smart, easy to
operate, write, learn
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Table 6. Case Study 3

smart study - Pink

Table 9. Case

Club Tycoon -

Study 6

possible.
‘Quality: American painted
professional brand Creyola logo.

Table 8. Case Study 5

Hasbro Korea -
PLAYDOH (24
packs)

Features

Function

‘Ultra-light clay touch game
- Strong tactile experience

=ajo| s 24w

Play/Doh 24 Pack

e
W) etes™@( @’ | Shape

-Shape: boxed, small and
simple, easy to operate.
‘Color: 24 colors

g.‘h (D;am »colnrs §
-

Technology

‘Material: Eco-friendly material
made of pulp material with high
safety.

-Quality: Soft and lightweight.
Non-toxic, no preservatives.

Pong Korean Bus Features Danguni 3D Pen Features
-300 voices
-37 English nursery rhymes ‘There are molds, fill planes, and
Function | Six-stage learning mode Function become 3D three-dimensional.
(words, word phonics, finding ‘Tendency to concentrate
fonts, letter shaking, light -creativity
games)
- Shape: Simulation design, ‘Shape: Bionic design, carrot style
Shape modeling design of car Shape modeling
-Color: blue, yellow -Color: orange, green, blue, yellow.
‘Material: Environmentally
L?;?dslzfgjsm material with -Materials: carrot mud 3D pen,
Technology e . filament 2M9 weight, manual, 3D
Quality: Smart, 38 LED light physics 10 weight, pattern 6
buttons, 10 theme song buttons, Technology | weight, power cord USB.
letter album ‘Quality: Smart, easy to operate,
there are various pattern books
for 3D pens.
Table 7. Case Study 4
Crayola - Pet
Salon Bath Play Features = o =
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Technology Direct contact with skin is
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Sensory
Experience

Emotional
Experience

Related
Experience

3 Thinking
.~ Experience

Behavioral
Experienc

Fig 2. User experience system of Bernd Schmitt

Table 10. Basic elements of a user experience system

Element content
Sensory Sensory experience through sight, hearing,
experience touch, taste, smell
Emotional Instinct layer, behavior layer, reflection layer,
experience emotional experience related to feeling
Thinking Consumer intellectual ability and
experience problem-solving experience
. for lifestyles and interactions that motivate and
Behavioural . ; .
; inspire, Produce behavioral experiences that
experience
affect the body.
Related A socially oriented experience that connects
Experience individuals to their ideal self and culture.
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Table 11. Basic information for children
Question Options Frequency Percent
3~4 86 28.7
Age 4~5 97 32.3
5~6 17 39.0
Total 300 100.0
boy 137 45.7
Gender gir 163 543
Total 300 100.0
Game and yes 254 84.7
educational
experience no 46 153
Total 300 100.0
Number of times 1~3 73 243
playing with toys in 3~6 106 35.3
a week 6+ 121 40.4

Total 300 100.0
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Table 12. Sensory experience

Question Options Frequency Percent
Pororo coding computer 63 21.0
Pororo Smart Writing Pad 54 18.0
Sensory Pink Pong Korean bus 61 20.3
experience  pet Salon Bath Play Set 32 10.7
PLAYDOH(24) 43 143
Danguni 3D Pen 47 16.7
Total 300 100.0
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Table 13. Emotional experience

Question Options Frequency Percent
Pororo coding computer 78 26.0

Pororo Smart Writing Pad 56 18.7

Emotional Pink Pong Korean bus 43 14.3
experience  Pet Salon Bath Play Set 52 17.4
PLAYDOH(24) 25 8.3

Danguni 3D Pen 46 15.3

Total 300 100.0
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Table 14. Thinking experience
Question Options Frequency Percent
Pororo coding computer 60 20.0
Pororo Smart Writing Pad 69 23.0
Thinking Pink Pong Korean bus 51 17.0
experience  pet Salon Bath Play Set 40 13.3
PLAYDOH(24) 23 77
Danguni 3D Pen 57 19.0
Total 300 100.0
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Table 15. Behavioural experience
Question Options Frequency Percent
Pororo coding computer 51 171
Pororo Smart Writing Pad 49 16.3
Behavioural  Pink Pong Korean bus 64 213
experience  pet Salon Bath Play Set 4 14.0
PLAYDOH(24) 55 18.3
Danguni 3D Pen 39 13.0
Total 300 100.0
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Table 16. Related Experience
Question Options Frequency Percent
Pororo coding computer 67 223
Pororo Smart Writing Pad 56 18.7
Pink Pong Korean bus 54 18.0
Efpf;'fifr?ce Pet Salon Bath Play Set 48 16.0
PLAYDOH(24) 31 10.3
Danguni 3D Pen 44 14.7
Total 300 100.0
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