
1. Creating a Need to interact
2. Making Curosity > Interaction-Barrier
3. Creating an Effortless Convenience
4. Reducing the Learning Curve
5. Providing Incentive / Gratification

1. Barriers
2. Curosity 
3. Breaking Barriers
4. Conversations / Exchanges
5. Bonding / Relationships

Interaction Design: Analysis Framework

1. CAPTURE :Capture the attention and keep it captured.
2. ENJOY :The engagement should be enjoyable, not lead to unsolicited stress/cognitive load.
3. CONTROL :The engagement should provide the user with the required sense of control.
4. ENGAGE :The engagement should not give a premature closure while maintaining the required curosity.
5. CLOSURE :Closure should be cautiously designed. V
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 a. Hierarchies: Attention, Operation, Stakeholder
 b. Imersive v/s Addictive
2. Congruence in Sensory Stimuli leading to congruence of Sensory Experiences
3. Dynamically Random and Randomly Dynamic nature whether required, If YES, does it satisfy the need?
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Bariers are strong as when kept upright 
the hollowness and therefore weight of 
the metal cannot be gauged. 

Curosity is increased by the shape of 
the handle and fed by the barrier to 
check the assumption.

BreakingThe size of the bell and the 
ergonomics of the handle help in 
feeding the curosity and overcoming 
the barrier.

Conversations happen when the 
movement of the hand results in the 
audatory experience.

Bonding with the bell occurs when the 
interactive experience is enhanced by 
using it for PURPOSES that we can 
relate to.
E.g. prayers, assistance, etc

CAPTURE
The shape and ergonomics made for 
the hand held comfort with the metal 
bottom attracts the attention.

ENJOY
The sound by the movement of the 
hand and multiple ways of holding it 
makes it enjoyable.

CONTROL
One can control the intensity, tempo, 
frequency by varying the speed of the 
hand movement.

ENGAGE
The activity of using the hand 
movement and control gives an 
opportunity to keep us engaged at will.

CLOSURE
Once the movent stops, the sound can 
fade away with One slow bang after 
stopping.

Interaction Design: Analysis Framework Application

1. Need to interact : Medium

2. Making Curosity > Interaction-Barrier: Effectively

3. Effortless Convenience: Average

4. Learning Curve: Low

5. Incentive / Gratification : High

1. Interaction Dilemmas
 a. Hierarchies: Attention, Operation, Stakeholder
 b. Imersive v/s Addictive : 
2. Congruence in Sensory Stimuli leading to congruence of Sensory Experiences: Congruency in the metallic sound and look. Touch is wooden.
3. Dynamically Random and Randomly Dynamic nature whether required, If YES, does it satisfy the need?  Not required but effectively and positively    
                   available
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