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THE FUNDAMENTALS of EXPERIENCE DESIGN by Stephen P. Anderson

“Designing for experiences is fundamentally about people, their activities, and the context of those activities...”

THE CLIFFS NOTES VERSION:

This started as a simple phrase to explain what it is we do when we design for experiences: (15t person intro)
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participants, then the “people” portion of the
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Context here is defined as any information that might affect the activity being carried out by a
person. External contexts are those things directly affecting the activity itself, and might include
D E E P E R C O N S I D E RAT I O N S the environment, social groups, historical patterns or simply the constraints of particular device.
Internal contexts are those things affecting the person’s behavior or mental state, such as the

recent loss of a job or being elated by a kind deed. From this perspective, it’s worth noting that the

extreme external context will include the business and technology environments, as well as the

larger social and cultural context in which activities occur.

...but given a series of activities, the model
could “fan out” to support this scenario.

HOW IS THIS USEFUL?

As a way to understand different input tools, activities and artifacts? As a way to organize questions for project kick-off meeting?
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