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INTRODUCTION TO 
EXPERIENCE DESIGN 
GDES 1B26 
SECTION 10 
 
Working solo, design and 
build an evocative experience 
that incorporates metaphor 
and ample use of feedback  
 
The experience should be 
interesting and evocative; 
engaging and/or challenging.  
 
NOTE: For this assignment you 
have the option of working with 
digital interactive media 
including Web programming 
(HTML) and/or Adobe Flash.  
 
Schedule: 4 weeks 
 
Feb 12 
Exercise 2: Feedback object due 
• Bring in ad demo the object 
• Post to the blog a text plus one or 

more images describing three 
alternative purposes for the 
object 

• Exercise 3: User scenario 
assigned 

 
Feb 19: Study week 
Work on Exercise 3: user scenario 
 
Feb 26 
Exercise 3 User scenario 
Due – post to blog. 
 
March 5 
Project2: Experiential prototype 
Due. Present in class for user 
evaluation and video record.  
 
 
Grading: 25% of final grade

PROJECT 02  
Build an evocative prototype that  
highlights metaphor and feedback 
 
Project Description 
You are to design and prototype an object or environment that uses metaphor in 
one of two ways:  

1. Metaphor as part of the form to indicate intended interaction modality 
2. Metaphor summoned through evocative characteristics, tone or “feel” 

 
The prototype should: 
 Provide ample feedback that is useful or interesting in response to user 

action or input 
 Be evocative. This could mean engaging, clever, or even challenging.  

Try to create visceral, behavioral and/or reflective responses in the user and 
the audience  

 Operate reliably. It does not have to be “pretty” – but it must work!  
 
Important Considerations: 
 Remember, a metaphor is “a rhetorical trope in which a comparison is made 

between two seemingly unrelated subjects” 
 Your prototype will be enhanced by the use of multiple of sensory modes in 

both input and feedback 
 Gestures to initiate feedback can include: pushing, pulling, clicking, lifting, 

turning, dragging, spinning, speaking, kicking, jumping, waving, etc.  
 Think about how the feedback might appeal to multiple senses:  

E.g. : Touch + smell… Sight + vibration + audio…  
 An element of surprise can help  
 
Students will operate the prototypes in-class, and we will engage in user testing 
with the ‘think out loud’ method of reporting our findings.  
 
Purpose 
 Practical application of cognitive mapping using metaphor to indicate how 

the user should engage the experience, or to capture the essential feel of 
the work 

 Realization of “good experience”: meaningful and pleasing results arising 
from user action create the interaction – thoughtful, evocative, provocative, 
humorous, poetic, or all of these.  

 Create user scenario documents  
 Engage in user testing 
 
Marking Criteria 
Use of metaphor 
Use of feedback  
Behavioral performance (does it work?) 
Quality of experience (is it evocative?) 
  
Materials 
You can use any combination of materials that will aid in the creation of a “rich 
sensory experience”. However no more than 50% of the experience should rely 
on pre-made or manufactured components.  
  


