FUTURE DESIGN STUDIO PROJECT
with Logitech

Alisa Kolganova - 22341625
Vesta Babonaite - 22299025
Rob Lynch - 22351272



Table of Contents

> Project Brief
» Timeline_ _ _ _ _ _ _ _ _ _ _ _ _ _ _ ________
Ideation

Concept Development

Testing

Concept Finalisation

Final Concept



Theme

* Future Design Studio

* More dynamic and physical collaboration

« Envision collaborative design tools/environments
* Inspire Innovation

 Move away from static screens

Objectives

« Hardware solutions that promote physical collaboration
« Explore software incorporation

« 5-10 year feasibility

Deliverables

* Detailed presentation of concept proposal
« Sketches, renderings, prototypes

« Visual output

« Short description

Design Brief

Evaluation criteria

> Innovation + originality

> Practicality + feasibility

» Quality of presentation + communication
» Future trends + tech. considerations




Timeline

Week 7

Monday

Tuesday

Wednesday

Thursday

Friday

* Unpack Brief
* Ideation

 Visit Logitech
in Cork

* Choose Concept
« Develop Concept

Prototype
Finish presentation

Presentation
T1lam -2pm
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Brainstorm
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Ideation
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Chosen Concept



Concept Development

Chosen Problem

“Breaking out of the zone"”

Our product will:
Increase levels of productivity
More understanding in communication between workers/ teams

Unspoken rule - headphones
Putting rules in place

Design Criteria

Hardware

Easily noticeable
Not distracting
Moveable
Customizable
Option to opt. out

Software
User interface easy to follow
No. of each colour lights displayed
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Ideation
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Concept Development
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Concept Development
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Testing



Testing

Experiment with prototypes

We made some low fidelity prototypes
and handed them out to others in the
studio to test out our idea.

We simply used coloured paper to
imitate each light. The words were
there for people to understand what
each colour meant.

Feedback

« People found it useful enough
that they want to keep it.

« System works if all respect and
understand how it works

« Liked different colour options to
choose from

 The words make it easy to
understand, should be kept
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Concept Finalization
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Concept Development
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Concept Development
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Concept Development
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Final Concept



Product Story

/

2

¥ 5oz voc_ P Ly
[3:-40
T —— A—/'
P .| ToucH
o SRR T RASE

To ACTIVARTE

INTERACTIVE
PROJECTION MODES :

! — - —/

Fuor pLan G 2 3

eo e

L'H TTeszes

cLock
FUNCTION

OD e
20 °

- J

SEE ALL SYNCED

HGQHTS o
FLooRrR DPAN

) —— e — —

| © Foun SauitH [ SoHN SMITH ALaopt
‘_ . ’ __> | ®poneT BsTURR

& )

SERRCH NAME SHOWS STATUS

INTERRKCTIVE PROYECTION

- 30



* Neutral * Green - Orange * Red
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