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Abstract

This paper studies the application of interactive animation in digital media, and analyzes its far-reaching impact on user experience
design. This paper discusses the core technologies of interactive animation, including frame animation design, physical engine
support, and advanced rendering algorithms, and provides an in-depth analysis of the implementation and optimization of user
interface design, content interaction, and emerging platforms such as virtual reality (VR) and augmented reality (AR). Through
specific cases, the article shows how the interactive animation can improve the user’s sense of participation, operational feedback and
information transmission efficiency. The research shows that interactive animation, as a key technology in the field of future digital
media, has significant application value and development potential, and especially provides strong support for digital innovation in
multi-platform adaptation and efficient interaction design.
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