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�THE COMPUTER CAN�T TELL YOU THE EMOTIONAL STORY.
IT CAN GIVE YOU THE EXACT MATHEMATICAL DESIGN,
BUT WHAT�S MISSING IS THE EYEBROWS.�
FRANK ZAPPA

CONSUMER PRODUCT DESIGN

DESIGN FUTURES

PRODUCT
DESIGN



CHRIS
BORTHWICK

INTERACTIVE ANTIMACASSARS

My major project has been focused on 
interactive design, and more speci�cally new 
technologies used to aid the way we naturally 
interact with products. To add to this focus I 
wanted to take these technologies and apply 
them to typically non interactive or technological 
products, i.e. have an electronic interaction 
where you wouldn�t expect one. This product is 
an intuitive television control system embedded 
in the design of antimacassar covers.  
 
An antimacassar is a small cloth placed over 
the backs or arms of chairs, or the head or 
cushions of a sofa, to prevent soiling of the 
permanent fabric. 

These are typically from the Victorian or 
Edwardian age. I have designed the controls  
to be as intuitive as possible using my 
observations of how users naturally want to 
perform speci�c actions. For example the 
On/Off control is activated when the user 
�rst sits down on the chair. This product brings 
interactive television control into the 21st 
Century, with an underlying Victorian theme 
through the use of the antimacassars. 

chrisborthwick@hotmail.com

ARE WE THERE YET?

Car journeys can be one of the most boring 
experiences for younger children. The aim of 
the project was to create a different but exciting 
game like nothing else in the existing market 
in which children of many ages can keep 
themselves occupied. 

Your in the car and passing road signs 
constantly. What if a new road system was  
created using existing and newly developed 
signs? What if these were used to create  
a story, an event along the way? A make 
believe world in which your imagination  
could get lost in.

MARTIN
BELL  

With this a selection of 30 gaming cards 
consisting of a selection of characters 
each one with there advantages and 
disadvantages to tackle these events for 
gaining and losing points.

This game will give enthusiasm and most 
importantly excitement to a boring and  
monotonous every day occurrence.

Nitram_bell@hotmail.com



KIMBERLY
DUNCAN

SENSORY DECEPTION

�The truth is that our �nest moments are most 
likely to occur when we are feeling deeply 
uncomfortable, unhappy or unful�lled�
M. Scott Peck

We as designers constantly have to be aware 
of certain rules when it comes to designing 
products, among the most important is making 
the product comfortable for the user.  But is it 
not far more interesting to see how the user 
reacts when they are feeling uncomfortable?  
Feelings of discomfort or disgust are the purest 
of our emotional forms, we cannot describe 
why we feel this way, we just do.  Natural 
instinct and personal experience tell us to be 
hesitant around adverse stimuli, and this cannot 
be changed or rationalized.   

This hesitation occurs when one (or more) of 
our 5 senses are triggered in a way which 
discourages us -  some senses are of course 
stronger than others in terms of stimuli - but sight, 
sound, smell, taste and touch are integral to 
how we perceive and react to products.  

My collection of novelty household items are 
designed to speci�cally create mild discomfort, 
without causing actual physical pain.  These 
�nal 5 products cause discomfort by exploiting 
our reactions towards each of the 5 senses, thus 
creating a feeling of practical uncertainty. 

kimberly.duncan@hotmail.com

DISCOVERY STONES � 
MAKING THE SUBCONSCIOUS, 
CONSCIOUS

Everyone has a set of values which they 
might not even be aware of. This is because 
they can be embedded deep within their 
subconscious.  Values are derived from family, 
friends, school and religion to name a few 
and most values are formed from birth to seven 
years old.  Con�ict between people and the 
development of self esteem issues can be 
directly linked to the values a person possesses 
and more speci�cally how a person prioritises 
them.  Most professional life, business and 
executive coaches endeavour to solve con�ict 
and unhappiness within a person�s life by 
discovering what is driving their behaviour and 
which behaviour they are aspiring to. 

STEPHEN  
CLARK  

By bringing a person�s values to their attention 
the answers to the aforementioned behavioural 
questions can be answered.

My major project outcome is a tactile product 
that elicits values thus acting as both a 
communication and deep issue discovery tool 
used between a life, business or executive 
coach and their clients.

sdc-sg@hotmail.com



ISLA
GORDON

U

u	 enabling the prosumer to instinctively 		
	 develop their music listening preferences.
 
u	 is a unique portable music playing device 
	 that enables the listener to take their 
	 personal listening preferences around with 
	 them. It connects to a web-based 
	 community site which learns and up-dates
	 the listening preferences of the individual 
	 while they are on their computer, providing 	
	 the listener an unlimited library of music.  

u	 is intuitively designed by the user for the 
	 user, embodying the concept of the prosumer.  

The player is integrated within a wallet, in the 
same way that the mobile phone successfully 
incorporated the built-in digital camera. 
  
This provides even more choice of style for the 
user to develop their personal requirements.

Thus creating the new way for users to access 
and enjoy their music.  

isla_gordon@live.co.uk

DESIGN FOR DISASSEMBLY

As politicians, the media and social 
expectations are continually mounting pressure 
to reduce, reuse and recycle, there is equal 
pressure on designers to offer solutions which 
easily lend themselves to these motives. By 
incorporating these notions into a design, it 
can become inherently �green�, but also retain 
full practicality, functionality and also adopt a 
subtle, fundamental beauty.

I have focused my design efforts on identifying 
major material groups which are abundant 
in our waste stream and creating a range of 
products which are �designed for disassembly�. 

TIM  
EDGELER 

Utilising eco-materials, simple infrastructure 
and precise design techniques these products 
not only ful�l their purpose but they help you 
reduce your waste footprint. By creating 
objects �t for universal everyday use it allows 
them to be sold via design outlets worldwide 
and will be in a store near you soon.

timedgeler@hotmail.com



BARRY
JACK

U FINISH DESIGN

U �nish Design was created as an alternative to 
mainstream retail outlets.  As part of my original 
brief I wanted to utilise CNC cutting to produce 
a range of furniture.  Using my design skills I 
have developed a range of �blanks canvas� 
furniture which allows the prosumer to customise 
the furniture to suit their own taste.  

The image shown is an example of how the 
prosumer can customise their furniture. 

Simply by choosing the style of lamp the desire, 
the material in which they want the lamp to  
be made from and �nally the �nish/colour  
of the lamp.

www.u�nishdesign.com 
Barry_jack01@hotmail.com

PATTERNS OF FAMILY  
AND SOCIAL NETWORKS

There was a time when your friends and family 
all lived close by, but times have changed and 
now your mother could live 200 miles away or 
your best friend could live on the other side of 
the world.  However if you could have all your 
friends and family together, a meal is one of the 
best ways to achieve this and to socialise. 

I have designed a pattern, which is based on 
your family and/or social network. The pattern 
also represents how far apart each family 
member and friend lives from each other.  

JOHANN 
GRAHAM

I have then applied the pattern across a dinner 
set. The dinner set is designed to bring family 
and friends together, and for those who cannot 
be there, they will always be there in spirit.

johann-graham@hotmail.com



FRANCESCA
LOGAN

WAX

�The words of the prophets were written on the 
subway walls and the tenement halls�- Simon & 
Garfunkles- Sounds of Silence

From early cave men to present day times 
we have been covering the universe with our 
drawings of what we live through. This is a  
way to leave our mark behind and let others 
see what we have to say. Whether it is 
creating a masterpiece on canvas or defacing 
the door of a public toilet, we are making a 
statement to others.  

What kind of mark would you leave behind? 

My project aims to embody this sense of 
leaving your mark by using wax as a medium 
to interact with. Engaging with the wax you 
have a blank canvas to �ll with whatever you 
wish to write or draw.  If however you wish to 
remove the markings, the wax can be reset to 
allow you to engage with the product over and 
over again.

francescalogan@hotmail.co.uk

HEAR.NO.EVIL

For my �nal project I wanted to design a range 
of products to tackle noise pollution in our 
surrounding environments.  

The rising levels of urban stress in our country 
today are becoming more and more detrimental 
to the growth of our society.  

AMY 
KIRKLAND

By creating the Hear No Evil campaign,  
I feel I have given the consumer a means to 
contribute to the solution, instead of being  
the problem.

amy553322@hotmail.com


