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the sensation of change

To experience something requires that we recognize an 

alteration to our environment, our bodies, our minds, our spirit, 

or any other aspect of ourselves that can sense change.

Diller, Shedroff, Rhea.2006. Making Meaning.



Experience is a very dynamic, complex and subjective 

phenomenon. It depends upon the perception of multiple 

sensory qualities of a design, interpreted through filters 

relating to contextual factors.

Buchenau, Suri 2000

http://wkstudio.typepad.com/studio/2006/08/coke.html


What is the experience of a run down a mountain on a snowboard?

it depends upon the weight and material qualities of a board, the bindings and your boots, the snow 

conditions, the weather, the terrain, the temperature of air in your hair, your skill level, your current state 

of mind, the mood and expression of your companions. 

Buchenau, Suri 2000

.



The experience of even simple artifacts does not exist in a vacuum but, rather, in 

dynamic relationship with other people, places and objects. Additionally, the quality of 

people´s experience changes over time as it is influenced by variations in these 

contextual factors.

Buchenau, Suri 2000

.



Despite the technocratic and 

materialistic bias of our 

culture, it is ultimate 

experiences that we are 

designing, not things. 

Yes, physical objects are often 

the most tangible and visible 

outcomes of design, but the 

primary function is to engage 

us in an experience - an 

experience largely shaped by 

the affordances and character

embedded into the product 

itself.

Bill Buxton. Sketching user experiences. 2007.





conocimiento

Soluciones suficientemente generalizadas ganadas a través de la 

experiencia.

Shedroff. 2001. Experience design 1.



sabiduría

Puntos de vista y valores suficientemente generalizados que pueden ser 

aplicados a muchas situaciones variadas.

Shedroff. 2001. Experience design 1.



takeaway

What will you remember?

What makes your life worth living?

Shedroff. 2001. Experience design 1.



Concentración elevada y 

enfoque

Involucramiento de todos los 

sentidos

Sentido del tiempo alterado 

(inicio - involucramiento -

conclusion)

Impacto emocional

El proceso es único para cada 

persona y tiene un valor 

intrínseco

Contactar lo real, lo básico y 

profundo.



Vivencia: hacer-interiorizar-ser

Hay un elemento y sentido de 

juego y anticipación

Existe la sensación de control 

sobre la situación

Hay un balance entre el reto y 

la capacidades



Motivaciones Básicas
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individual colectivo

Fuente: Boswijk, Thissen, Peelen. 2006. A new perspective on experience economy



Companies stage an experience whenever they engage 

customers, connecting with them in a personal, memorable 

way. 

Pine Gilmore. 1999. Welcome to the experience economy.




