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PROJECT LINKS TO THE SEMINARS & LABS 
The project we worked on is called XR Morphosis. It was an extended reality or mixed 
reality project where we had elements in real life complimenting the elements in the 
virtual reality. The morphosis on the other hand represents the transformation process 
that occurs in the experience and is like the metamorphosis that a caterpillar goes 
through to become a cocoon and then releases itself after transforming into a butterfly 
(Kelly et. Al, 2016).  

During this course we were exposed to a lot of different immersions that we explored 
and some of them like the heating and cooling pads would’ve been great addition to our 
cocoon to enhance the experience with thermal interactions or the servo motors to give 
some sort of vibrating interactions when breaking free from the cocoon would’ve been a 
great addition too as they were a part of our design process and we had intended to 
apply the skills from Arduino and Unity lab however, neither immersions were used due 
to the time constraints. Instead the group decided to work with Unity and create the VR 
experience based on the Unity and VR Lab. In addition, we decided to go with a 
tangible interaction and binaural audio which were achievable in the limited time.    

To make the experience mixed with VR and tangible in the real world we followed Paul 
Milgram’s Virtual Continuum (Grimshaw, 2013) and made the experience a mixed 
reality experience. 

 

ROLES AND RESPONSIBILITIES 
Creative Direction: 

I formulated the ideas and concepts that we concluded collectively as a group and 
based on the feedback we received from the seminars. Then transformed them into a 
story by structuring different phases of the experience starting from the cocoon until the 
butterfly, my directions were to create a horror experience in a cocoon which would be 
in line with the fear of losing control and the constraints with the tangible interactions 
and the concept of using sounds of midnight in a dangerous jungle or forest. Followed 
by the transformation phase and what would the user experience in that phase and after 



being released where the user would feel liberation by flying over a painting or an oil 
canvas based on the perception of what a butterfly sees (Morell, 2016). 

Prototyping 
In order to prototype the prototype (Houde and Hill, 1997), we had to create a prototype 
of the final prototype, which we did by multiple ways. First, we sketched different 
prototypes to find the right fit, then I transformed those sketches into a tangible 
prototype and made it ready for the tangible interaction. The initial prototyping was done 
by using materials that served temporary purpose like scotch tapes and plastic. Later, 
the prototype used Velcro (figure 2) that was stitched using sewing machine.  

 
Figure 2 – Materials for tangible interaction 

 

Tangible interaction designing: 
Designing, constructing, testing and redesigning the physical cocoon for the tangible 
interaction which I created from a fabric to mimic the real cocoon as close as possible 
(figure 2) and to design the experience of coming out of it which I tested using different 
materials. 

 
Figure 3 – Operative Image 



I took the operative image that Michael had created (Figure 3) and used that as a 
reference to create a cocoon (figure 4). At first, I investigated different materials that I 
could use for the fabric. I explored plastic, silicon and then finally the material that I used 
which resembled the look and feel of a real cocoon. 

 
Figure 4 – Cocoon concept art 

To lock up the cocoon I explored materials like straps, tapes and buttons. However, we 
needed something that would help the user escape from it easily but at the same time it 
won’t be too easy to escape or lose that it would fall off. Using Velcro (figure 2) was the 
right choice for it. So, I started off with a patch on top and tested it, which made it limited 
to just one size and only fit on one type of body. I explored further and decided to use a 
patch on onside and a strip on the other side to adjust it on the user depending on their 
body type (Figures 5 & 6). 

 

Figures 5 & 6 – Testing Cocoon on different subjects 
The first prototype I made worked well to keep the user inside, but it had some 
manufacturing flaws. It was too tall which made it dangerous for some users to move in 
as you can see in figure 5, it was difficult to use it in a seated position (a feedback we 



received in one of the discussion sessions), the fabric didn’t fit the user and was flowing. 
Additionally, the Velcro wasn’t stable, and it ripped easily during the first test. 

Keeping the design flaws in mind I had to make modifications to the prototype and so I 
began the redesign phase. I decreased the size of the cocoon, sewed the Velcro with 
triple layers of threads to make it sturdy and repositioned them to fit tightly but 
comfortably and easily escapable while sitting.  

Design, Direction and Production 
Responsible for overall look and feel or the creative side of the design and development 
phase I created the guidelines for the textures, colors, audio and other visual elements 
of the experience. I produced a video that was in sync with the binaural audio that 
Michael produced for the horror scene inside the cocoon. Due to complications in the 
implementation, that video wasn’t used for the final prototype, but it helped give a 
broader vision of what it should look like when the user is in the cocoon.  

I worked with Michael on producing the music that would be used for the experience 
when the user liberates the fear of control and comes out of the cocoon. The music was 
empowering to make the user feel the real sense of achievement.  

 

 
Figure 7 – Branding Logo 

Branding 

I designed the branding for the project based on the color theme that we had used in 
our project; I designed the logo to represent the experience with a butterfly shaped as 
XR (figure 7). 

I was also responsible for directing, producing, filming and editing the video we did to 
demonstrate the project. 

Link to the video: https://youtu.be/pPCxkbUO_nI 

 

THOUGHTS ON DESIGN AND FUTURE DESIGN 
The design process we used, started from a lot of brainstorming to gather inspirations 
for our mood boards which lead to an operative image and then we created a 
storyboard around it. Based on the storyboard we sketched, we developed our tangible 
interactions and the environment in virtual reality as well. 

https://youtu.be/pPCxkbUO_nI


We presented the progression of our design and development phases in weekly 
seminars while parallelly we tested the tangible interactions while working on the virtual 
world and interactions.  

To build up immersions in our experience we explored various techniques that we 
learned in the class like working with haptic feedback, give a vibration feedback using 
servo motors or even some kind of feedback using heat/cold pads. However, those 
immersions were not used due to lack of time and for the simplification of the design 
and development process. If I was to redesign the whole experience I would  
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