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ASSUMPTION 
& EXPLORATION 

• Identify the hierarchy between senses in informing one’s 
cognitive perception through interactions

• The outcome to inform certain interaction design 
decisions based on the interaction’s objective



RESEARCH DESIGN



PREPARATION

Audio
• Spotify playlists for User A and User B

• Mild music / sound effect

• Extreme music / sound effects

Touch
• Collected objects with different surfaces and 

interactions

• Sharp, unrecognizable, triggering textures

• Neutral, familiar textures



TEST 1

• “Tell me the first three words that 
come to your mind” 

• – after every input 



ANALYSIS

• Labeled every output as “audio” 
and/or “haptic, emphasizing their 
dominance with a bigger dot

• Aim was to quickly visualize a
pattern for each user’s perception 



FEEDBACK

• How/what does your A/B testing inform the 
iterations of your prototype? 

• Hard to control other senses

• Giving one user two different control/variable group 
is confusing; no pattern



ITERATION

Test User A same touch 3 different audio

Test User B same audio 3 different touch



TEST 2

• “Tell me the first three words that 
come to your mind” 

• “How did the experience and 
perception change when the input 
changed?”

• “Why?”, “Please elaborate.”



OUTCOME &
CONCLUSION

• Depends on the user:
Subjective; influenced by 
personal memories, 
traumas and physical 
conditions

• Depends on the music:

Frequency, 
neutrality/extremity effects 
the dominance
• Depends on the texture:

Extremity, mildness of the 
surface effects the 
dominance
Users can recognize the 
object


