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Etymology

experientia

ex peri

peritus

entia

latin: a trial, proof, experiment, knowledge gained by repeated trials

latin: out of; 
according to

greek: around, about, beyond

latin: experienced, tested

latin: action or 
process

prefix sufixpreposition
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Etymology

References: Merriam-Webster Dictionary; Cambridge Dictionary

experientia

ex peri

peritus

entia

latin: a trial, proof, experiment, knowledge gained by repeated trials

latin: out of; 
according to

greek: around, about, beyond

latin: experienced, tested

latin: action or 
process

prefix sufixpreposition

das Erlebnis
(plural) die Erlebnissen

die Erfahrung
(plural) die Erfahrungen

one event that affects or involves a 
person

(knowledge, skill or wisdom 
gained through) practice in some 
activity, or the doing of something

noun

noun
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Fashion as experience narratives

References: Bertola & Teunissen (2018), European Commission (2021), Lipovetsky (2009)

digital factor

Customizable interactions

High performance body interfaces

Individual-centric Fashion-tech
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Methodology

User Experience (UX)

Human Centered Design (HCD)

Interaction Design (Ix
D)

References: Benyon (2014), Hassenzahl (2011)

Literature review

Framework iteration

Exploration

Construction

ANATOMY OF EXPERIENCE
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Components of experience

6/8



INTRODUCTION TO EXPERIENCE THE ANATOMY OF EXPERIENCE DESIGN FOR THE EXPERIENCE

References: Hassenzahl (2011), Desmet & Fokkinga (2013), Benyon (2014)

Components of experience

INTERACTIVE SYSTEM

AGENT

6/8



INTRODUCTION TO EXPERIENCE THE ANATOMY OF EXPERIENCE DESIGN FOR THE EXPERIENCE

References: Benyon (2014), Dourish and Bell (2007)

Components of experience

SPACE

intangible

INTERACTIVE SYSTEM

AGENT

Phygital space
Physical space Digita

l s
pa

ce

...an infrastructure through 
which we experience the world.

Dourish and Bell, 2007
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References: Shaleph O’Neil (2008), Benyon (2014)

context

tech

sender

MEDIUM

audience

Components of experience

SPACE

intangible

MEDIA

tangible

INTERACTIVE SYSTEM

AGENT
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References: Benyon (2014), Tan & Jansz (2008)

Like post
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TYPICAL 
ENGAGEMENT 
ELEMENTS ON 
SOCIAL MEDIA
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Components of experience

SPACE MEDIA

ENGAGEMENT

intangible tangible

INTERACTIVE SYSTEM

AGENT
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References: Jakob Nielsen (2020), Interaction Design Foundation, Nielsen Norman Group

AESTHETIC-USABILITY EFFECT

form and function 
should work together.

Kate Moran, 2019

Components of experience

AESTHETICS

SPACE MEDIA

ENGAGEMENT

intangible tangible

USABILITY

INTERACTIVE SYSTEM

AGENT
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References: Norman (2007), Seymour (2008), Spurrett & Brancazio (2023)

Components of experience

AESTHETICS

SPACE MEDIA

USABILITY

ENGAGEMENT

intangible tangible

INTERACTIVE SYSTEM

AGENT

AFFORDANCES MEANING

Our design philosophy is based 
on the notion that garments 
are the immediate interface 
to the environment and thus 
are a constant transmitter 
and receiver of emotions, 
experiences, and meaning.

Sabine Seymour, 2008
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Components of experience

AESTHETICS

SPACE

AFFORDANCES

MEDIA

USABILITY MEANING

ENGAGEMENT

EMOTIONAL RESPONSE

intangible tangible

INTERACTIVE SYSTEM

References: Norman (2004, 2013), Desmet & Fokkinga (2013)

AGENT

Visceral response: 
first impression

Behavioral response: 
during use

Reflective response: 
memory
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‘The information flaneur’

References: Benyon (2014), Norman (2013), Dörk et al. (2011)

ANATOMY OF EXPERIENCE SKILL CARD

THE INFORMATION 
FLANEUR

By adopting this curious, 
creative, and critical approach, 
designers can broaden their 
focus from mere problem-
solving to the creation of 
rich experiences. Like the 
information flaneur, designers 
rely on human-centered 
perspectives to comprehend 
and address the cognitive, 
perceptual, and affective 
dimensions of design.  

INFORMATION
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CONCLUSION

Design is about the future.

Bill Buxton, 2007
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