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Summary

Experience Design examines the effects of digitalization on architectural typologies in the contemporary city. The course
questions traditional typologies by focusing on an understanding and re-design of social, geographic, temporal and
emotional experiences.

Content

The seminar UE X - Experience Design challenges students to transcend conventional boundaries and cultivate a holistic
understanding of AI-driven experience design as a powerful tool for shaping future urban environments.
Through the lens of climate emergency, students harness experience design to navigate complex challenges, rethink
urban apps, services, furniture, typologies and systems, and ultimately reimagine future designs for cities that are not just
sustainable but thrive as immersive, human-centered, and resilient habitats.
The course is structured around a series of six independent mini-projects/workshops, each spanning two weeks,
addressing each a unique experience design methodology, and a different design brief, at multiple scale. Fueled by the
use of generative AI (Midjourney or Stable Diffusion) as a versatile co-design agent, the course aims to equip and
empower students with a spectrum of contemporary design strategies to craft experiential narratives that resonate with
the future city's evolving landscapes facing an enduring climate crisis.
The projects will use the city of Lausanne, as a case study or living laboratory for addressing a wide range of experience
design questions, including: How can we integrate the awareness of the enduring climate crisis into everyday life? What
new experiences become possible? How can a digital interface raise awareness of issues such as climate justice, data
privacy, and urban health, as well as promote citizen-involvement and quality of life?
The seminar combines students from architecture, computer science, communication science, data science, digital
humanities and other areas in a truly interdisciplinary process.Groups are formed and re-grouped for each of the six
projects.
The cross-disciplinary groups will brainstorm, critically question, and with the aid of AI, iteratively develop novel designs,
interfaces and augmented urban artifacts as possible alternatives to reconfigure the senses of perception, redistribute
time, and re-orchestrate the configuration of social, emotional and spatial experiences in the augmented city.
The six projects will provide a fertile training ground for learning about and practicing experience design (with the help of
AI), exploring the following methodological nuances:
1. Experience Design by Empathy
This classical experience design approach uses Empathy to define the problem and provide the prompts for speculative
designs. Possible project brief: Urban Mobility - augmented bench (to rest).
2. Experience Design by Decomposition
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A problem is decomposed into subprojects with specific parameters. Morphological techniques enable to interactively
give and remove weights to and from parameters/prompts. Possible project brief: Urban waste circular everyday (to
trash).
3. Experience Design by Analogy
Analogical reasoning and the art of drawing inspiration from a reference image (precedent) are used to estrange and
transcend the ordinary. Metaphors become designs. Possible project brief for Analogy: Architecture office - designing
design (to work)
4. Experience Design by Collage
By exploring the methods of Sampling, Blending and Remixing, students develop the ability to transpose and weave
together seemingly unrelated concepts into holistic and engaging narratives. Possible project brief: Urban parks facing
the danger of heat islands augmenting the outdoors (to replenish)
5. Experience Design by Context
Systems thinking and contextualization as a cornerstone of experience design. By zooming out and adopting different
perspectives, students grapple with designing experiences that resonate with an ecosystem on multiple scales and from
multiple angles. Possible project brief: From birdhouse to migration designing the experience of indigenous birds (to fly)
6. Experience Design by Style
Students engage with the concept of styles as means of imagination and expression in experience design. Possible
project brief: Docs on Wheels - future patient experience in the city (to heal)
-- Final Portfolio
In the final stage of the course, students will compile their journey into a portfolio. This culmination will showcase the six
projects completed.

Keywords

design thinking, generative artificial intelligence, human-machine interaction, empathy, ethnography, iterative prototyping,
convergent thinking, divergent thinking, team collaboration, design genealogy, analogy, style, experience design

Learning Outcomes

By the end of the course, the student must be able to:

• Identify issues of experience design in relation to an actual typology.

• Perform rigorous analysis of the problem space and map the stakeholders, spatial flows, temporal journeys, and
touch points involved in the experience.

• Develop alternative design concepts for future experiences.

• Translate experience concepts into meaningful architectures through iterative prototyping at appropriate scales and
levels of granularity.

• Create convincing arguments and visual evidence for the design propositions.

Transversal skills

• Collect data.

• Design and present a poster.

• Set objectives and design an action plan to reach those objectives.

• Make an oral presentation.

Teaching methods

Presentations, Mapping exercises, Hands-on design activities, Design reviews, Group projects.

Expected student activities

Group discussion, Case studies, Mapping, Sketching, Designing, Design Reviews, Pin-Up, Desk Crits.

Assessment methods
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Grading will be based upon the quality of the six projects in the preliminary workshops (6 x 10%), and in the final portfolio
(40%). Projects will be reviewed and assessed based on their conceptual strength, the coherence of their translation into
prototypes, their narrative clarity and experiential power, and the persuasiveness of their communication, both orally and
through the presented artifacts.

Supervision

Office hours Yes
Assistants Yes

Resources
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Ressources en bibliothèque

• Making meaning / Diller

• Manhattan Transcripts / Tschumi

• Art as an experience / Dewey

• Choreo-Graphics / Hutchinson-Guest

• Experience design / Shedroff

• The experience economy / Pine

• Flow: the psychology of optimal experience / Cziksentmihalyi

• The film sense / Eisenstein

• The Visual Display of Quantitative Information / Tufte

• The design of everyday things / Norman
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http://library.epfl.ch/en/beast?isbn=9780321374097
http://library.epfl.ch/en/beast?isbn=1854903810
http://library.epfl.ch/en/beast?isbn=9780399531972
http://library.epfl.ch/en/beast?isbn=9057000032
http://library.epfl.ch/en/beast?isbn=0735710783
http://library.epfl.ch/en/beast?isbn=9781633697973
http://library.epfl.ch/en/beast?isbn=9780061339202
http://library.epfl.ch/en/beast?isbn=057108575X
http://library.epfl.ch/en/beast?isbn=9780961392147
http://library.epfl.ch/en/beast?isbn=9780465067107

