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Overview

You are to apply your design skills to create a positive user experience. This experience, which will take the 
form of a toy, will reflect your strategy for creating a compelling product. The goal is to have you experience 
and exercise:

•  Ethnographic observation, analysis and interpretation 
•  Strategies for establishing structure 
•  Human perception and strategies for conveying information 
•  Basic principles of experience design 
•  Narrative and metaphorical strategies 
•  Scenario-planning and user-testing 
•  The nature of positive user experiences

Details

As with any design project,you’ll begin with research and brainstorming. The aim at this stage is to develop 
an understanding of our experiences with toys. You’ll observe and analyze how each toy design succeeds or 
fails to create a positive user experience. You’ll compile and interpret these analyses, and attempt to establish 
strategy that answers the question: what is fun?

Part One

Please bring, beg, borrow or steal (OK, don’t steal) one or more toy from home or elsewhere to class next 
week. Our definition of a toy is as yet undetermined, so feel free to challenge our preconceived notions. The 
only restriction is that the toy not be something that you already have in your bag (i.e. not your cell phone).

Part Two (During Class):

You will exchange toys with your colleagues, and play with as many as you can. Rigorously observe at least 
two people playing with your toy. During this time, you will:

•  Take detailed descriptive notes of what you observe. 
•  Where possible, capture your partner’s views of their experience in their own words. 
•  Clearly separate description from interpretation. 
•  Include in your notes your own thoughts, feelings and related experiences. 
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•   Analyze your field observations by distilling them into a series of answers to  
today’s fundamental question: “What is Fun?” 

•   Record these answers in a text document on the computer. Include an image  
of your toy in this document. Include the transcript of your field observations,  
edited for grammar and clarity (but not content length). 

Begin to generate ideas for a toy of your own. You should have a minimum of six independent ideas for 
toys in a sketchbook or on paper before you start narrowing things down. You are encouraged to develop 
variations on, and mash-ups of, existing toys: don’t fixate on originality.

Part Three

Develop three detailed concepts for toys, tailored to a specific target audience you have identified. Each con-
cept should include notes detailing how the concept is perceived as “fun” by the target audience. 

Solicit feedback on these concepts from your colleagues, and deliver feedback to them in return. Your feed-
back should consider how the concepts respond to our notions of what fun is, how they can be specifically 
calibrated to appeal to your target audience, and how the course material presented to date can be used to 
improve them.

Part Four

Narrow your concepts down to one toy, and produce a working prototype. The prototype need not be exqui-
sitely constructed, but should be robust enough to survive user testing. You will not be permitted to explain 
your toy, so any required instructions should also be prepared in prototype form. With your colleagues and 
guest experts, user-test your prototype.

Part Five

Create a formal proposal that details your final toy concept. Your proposal should include three sections: an 
overview, your observation notes and your toy’s criteria for user satisfaction. It also must include visual repre-
sentation of your concept, as well as a written description of why your toy or game is fun and how its design 
employs course concepts presented to date. Your proposal should incorporate improvements derived from 
user-testing. Your proposal should not be longer than one 8.5” x 11” page.
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Deliverables & Due Dates

Six (6) unique toy ideas, available in your sketchbook .................................................Tuesday, October 8

Three (3) detailed toy concepts (turn in via email) ........................................................Friday, October 11

Documented Feedback on your 3 toy concepts from your colleagues ...................... Tuesday, October 15

Prototype of one (1) toy concept, suitable for user-testing during class .......................Tuesday, October 29

Formal proposal of your final toy concept ..................................................................Tuesday, October 29

Evaluation Criteria

Six independent toy ideas ..........................................................................................................................10

Three detailed toy concepts .......................................................................................................................10

Feedback on your partner’s concepts ........................................................................................................20

Prototype (robustness, usability, “fun-ness”) ..............................................................................................30

Formal Proposal (quality, clarity and convincingness; synthesis of course material to date) .......................30

TOTAL .....................................................................................................................................................100
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Examples: In-Class Observation Notes
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Examples: Preliminary Detailed Toy Concepts & Prototyping
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Overview 

The toy I created is a toy that caters to the TU student body, as well as 
all other adults. It is meant to be a toy than can be kept forever and be 
a challenge for a wide span of generations. It can be used occasionally 
to pass time or to create conversation and therefore would be kept in 
places like an office or work studio. Although the prototype created for 
this toy was made out of found objects, it clearly demonstrated the toy’s 
objective and proved to be a challenge for its entertainers.

Observations

Most people in class initially passed by the toy and didn’t pay much 
attention to it. Once someone gave it a try, they found it to be quite 
challenging. Others then saw the frustration the first person was getting 

while playing with the toy and they then became intrigued. Most classmates didn’t pay much attention to 
the toy, but those who did found themselves returning to it. I noticed that many people struggled to see 
inside the ball since it was half transparent and half pink which caused a problem since it made the toy more 
difficult to accomplish.

User Satisfaction Criteria

The toy needs to be able to satisfy several factors for its entertainer:

• �The�first�and�most�important�factor�is�the�‘fun’�level�that�the�person�ex-
periences�while�playing�with�the�toy.�This is a toy that can be played by most 
and is very simple to understand. While doing the prototype testing, most people 
figured out how to play with it without any instruction. The fun level caters to 
those who like a small but satisfying challenge. While testing the prototype, it was 
observed that no matter what the level of focus the person gave to the toy, they 
kept returning to it. 

• �A�second�factor�includes�its�practicality;�it�encourages�a�person�to�con-
tinue�to�use�the�toy�over�time, instead of using it once or twice and putting in 
storage. This toy is meant to be something that can be played with, but also can be 
put on display and kept for a long time. 

• �The�third�factor�is�that�the�toy�is�visually�pleasing. Initially, the idea was to 
make the toy out of a clear plastic and have the four balls inside different colors. 
This, however, would not have catered to most people. The final toy idea is to have 
the outer sphere to be a clear glass and having the inside balls and their sockets 
made from a light but durable wood. If the materials used are kept simple and 
organic looking, the toy would be gender and age neutral and by making the toy 
out of glass and wood, it is simple and timeless.

Examples: Formal Proposal


