
Build an interactive object (ensemble, furniture piece, etc.) that has four states: sleep, 
arousal, attract, and reward.  Each state has some interactivity: for example, when 
when the furniture is in the “attract” state), the object responds to a person approaching.  
Each state also has a “trigger” or “transition”  that causes the object to go into another 
state.  To continue the example, when the person gets close enough, the furniture goes 
into the “reward” state, which it indicates externally somehow (say, by blinking all its 
lights).  And, once it’s in reward, it stays there for as long as the person remains nearby, 
but once the person leaves, it goes into “sleep”.  

Part One of this exercise is to build some electronics into an object (lamp, table, 
dresser, etc.) and program four different interaction behaviors, modes, or “states”.  In 
each state, the object reacts to some inputs: it reads some sensor or switch, and 
performs some action.  (“When the proximity sensor detects a presence, the blue LED 
glows”).  Build four different modes - we’ll call them Sleep, Arousal, Attract, and Reward.

Part Two of this exercise is to link those four states, by defining transitions between 
them.  You can simply say that the object will go from one state to the next, in a cycle: 
for example, from sleep to arousal to attract to reward and back to sleep (see the left 
figure below).   Or, you can make a more complex interaction, where the object goes 
from arousal either back to sleep or to attract, depending on its sensor inputs (see the 
right figure below, for example.)

So now, in addition to the “local” interaction that happens within each mode (that you did 
for Part One), you must define a trigger or transition that will move the object from one 
to another.  This could be as simple as another sensor input.  For example, when in 
“sleep” the object goes into “arousal” when you trip a switch.  Or, it could be timing: 
when in “arousal” the blue LED glows brighter as you approach, but after 5 seconds it 
goes into “attract”. Or when you have pressed a switch three times it goes to another 
state.  Or it could even be random.  

In this exercise we are mainly focusing on the programming aspects, and the 
electronics and physical manifestation are secondary, though feel free to elaborate on 
those aspects as well, so long as you do build the four interaction modes and the state 
transition program as well.


