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Abstract: The advent of the digital media economy era has driven disruptive transformations i-
n the field of art and design. The application of technologies such as virtual reality (VR), arti-
ficial intelligence (AI), and blockchain has restructured the creative processes and expressive f-
orms of art and design. In the realm of product design, users' demands for interactive experi-
ences are increasingly diversified and personalized. Traditional design models face challenges
such as inefficiency and a lack of innovation. The rapid development of artificial intelligence
technology offers new possibilities for addressing these issues. Generative Al tools (such as D-
ALL-E and Midjourney) can swiftly generate design sketches or conceptual plans, saving desig-
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ners approximately 40% of their initial creative time and injecting fresh vitality into product i-
nteraction innovation. Currently, the application of artificial intelligence in art and design has
achieved certain successes. The Dutch digital fashion brand, The Fabricant, utilizes AI to gen-
erate virtual clothing designs, with its work Iridescence being sold for $95,000 on an NFT platf-
orm. In the field of architectural design, Autodesk's Dreamcatcher system optimizes building
structures through algorithms, reducing material costs by 15% and shortening the design cycle
by 30%. However, in the field of product interaction design, the application of artificial intel-
ligence is still in the exploratory stage, with issues such as unclear application mechanisms a-
nd insufficiently deep integration with digital media art and design. With the rapid developm-
ent of industries such as consumer electronics and smart hardware, product interaction innov-
ation has become a key factor in enhancing product competitiveness. Users are no longer sati-
sfied with simple functional implementations but are pursuing more emotional and personaliz-
ed interactive experiences. Artificial intelligence-assisted digital media art and design can orga-
nically combine artistic aesthetics with interactive functions, achieving innovative breakthroug-
hs in product interaction. Therefore, studying the application mechanisms and practical paths
of artificial intelligence-assisted digital media art and design in product interaction innovation
holds significant theoretical and practical value.
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