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INITIAL BRAINSTORM:
Below is the brainstorm I made to visually organise my inspired ideas from the inspiration board and exploration of existing ideas.

ONGOING EVALUATION:
After branching out my ideas visually, I have realised that there is a large emphasis on maintaining attention span through how entertaining and 
interesting the product is. As a result of this, I will need to make the focus of my product entertaining. Likewise, the competitiveness nature of humans 
may assist me in creating a potential product that could harness this motivation. For example, a product that could give users an opportunity to unlock 
their phones earlier if a certain puzzle or activity is completed within the set time frame.

INITIAL SKETCHES - THUMBNAIL CONCEPTS
After completing the brainstorm, I had a few different concepts in mind but didn’t know what could come of them, which is why I created a few thumbnail 
sketches for each. Each one is evaluated according to the criteria for success.

MECHANICAL PUZZLE CONCEPT

General Description:

All four sketches are based on a mechanical puzzle concept, whereby the user will have to solve a type of puzzle which will in turn unlock the lid, 
allowing them to retrieve their phone. Each thumbnail sketch reveals an array of different types of mechanical puzzles which may be incorporated into 
my final design.

Positives: Negatives:   

 3 An array of mechanical puzzles can assist in maintaining the user’s 
attention

 3 Majority of the designs would cover the phone entirely, reducing the 
temptation of reading off the screen or unlocking notifications

 2 Can only be used once without getting bored
 2 Emergency release of phone won’t be allowed
 2 Loose pieces can cause difficulty in reusing the product

Functional Criteria: Aesthetic Criteria:

• User engagement without a phone Y • Visually appealing N/A

• Interactive for the user Y • Clear communication of how to use product Y

• Sense of problem solving Y • Cohesive aesthetic N/A

• Desire to keep using the product after initial use N

PROJECT DEVELOPMENT AND REALISATION

1                          2                   3                 4
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SOUND AND SENSOR CONCEPT

General Description:

These sketches revolve around the concept of having an alarm or sound being played to alert the user if they have attempted to retrieve their phone 
earlier than their chosen break time. Each one differs slightly in terms of how the sensor could be activated. Some of the sketches also play on the idea 
of having a soundproof interior to block out the vibration and notifications of the phone.

Positives: Negatives:   

 3 A loud annoying sound will be played to discourage the user from 
taking their phone out before the time is up

 2 Emergency release of phone won’t be allowed
 2 Batteries or electricity will be needed to charge the electric timer and/
or speaker

 2 Cannot be used in a public setting such as classrooms or libraries

Functional Criteria: Aesthetic Criteria:

• User engagement without a phone Y • Visually appealing N/A

• Interactive for the user N • Clear communication of how to use product Y

• Sense of problem solving N • Cohesive aesthetic N/A

• Desire to keep using the product after initial use Y

TIMER CONCEPT

General Description:

These sketches play around with the idea of having a timer, whether that’d be an automatic timer, or the user in competition with another user as the 
hypothetical timer. Some of them explore the idea of having an opportunity for the user to release their phone earlier than the given time if a problem 
is solved in a certain amount of time. Others play around with the idea of having a sensor attached to the timer, and if the sensor is activated, the time 
will be extended.

Positives: Negatives:   

 3 A loud annoying sound will be played to discourage the user from 
taking their phone out before the time is up

 3 Family members/friends can share their phone breaks by being 
competitive in a game that requires problem solving

 3 Combines interactivity with patience

 2 Emergency release of phone won’t be allowed
 2 Batteries or electricity will be needed to charge the electric timer and/
or speaker

 2 Problem solving games can be played once without being bored the 
next time

Functional Criteria: Aesthetic Criteria:

• User engagement without a phone Y • Visually appealing N/A

• Interactive for the user Y • Clear communication of how to use product Y

• Sense of problem solving Y • Cohesive aesthetic N/A

• Desire to keep using the product after initial use N/A

ONGOING EVALUATION:
From the thumbnail evaluations, it is clear that the mechanical puzzle concept is great for user engagement, in terms of an effective distraction from 
their phones, however they can only be used once without boredom. As a result of this, I will need to amend my product to be engaging whilst having 
the ability to regenerate its problem solving objective. Likewise, the timer concept is effective for maintaining consistency throughout each break, 
however sounds and sensors will need to be powered by batteries and/or electricity which may repel my target market from using the product more 
than once. Furthermore, if my product were to be used in public spaces, the sounds from the alarms would be distracting for everyone and thus 
causing disruptions to others’ environments.

PROJECT DEVELOPMENT AND REALISATION

1                        2                   3                 4

1                          2                   3                 4

NOT FOR R
EPRODUCTIO

N



23

ROUGH SKETCHES - DEVELOPING MAIN CONCEPT
In this section, I refined my initial concepts into one idea through sketching out more diagrams combining one or more of the previous ideas. 

Positives: Negatives:   

 3 Charging port allows users to 
charge their phone whilst on break 
from their screen

 3 Cogs allow for interactivity

 2 Puzzles are fixed and therefore 
only allow for a one time use

 2 Charging cord limits the user 
in looking at the box at all 
angles

Functional Criteria: Aesthetic Criteria:

• User engagement without a 
phone

Y
• Visually appealing

N/A

• Interactive for the user
Y

• Clear communication of 
how to use product

Y

• Sense of problem solving Y • Cohesive aesthetic Y

• Desire to keep using the 
product after initial use

N

MECHANICAL PUZZLE BOX WITH CHARGING PORT

General Description:

This design consists of a mechanical puzzle box, whereby users will have 
to unlock the lid through turning different cogs. The idea of the product 
is to make the user place their phone into the box prior to solving it. As 
a way to attract my target market I have included a hole to potentially 
charging their phone as they solve the box.

ONGOING EVALUATION:
I added a charging port in the hope of attracting my target market, only to realise that it would limit movement and exploration of the product. For this 
reason, I will remove the port in the second sketch and draw on the idea of socialisation in order to attract my market. Furthermore. the cog locking 
system where the top of a cog will stop the lid from opening, is too difficult to maintain in the case of it being too weak to hold it down. As a result, I will 
change the locking system of the lid.

Positives: Negatives:   

 3 A range of puzzles are evident in 
this design, increasing interactivity

 3 The way the lid is designed, allows 
for the scale of the box to be larger, 
potentially locking tablets away as 
well as phones

 2 Numerical padlocks can only 
be unlocked once without 
players having an advantage 
the next round

Functional Criteria: Aesthetic Criteria:

• User engagement without a 
phone

Y
• Visually appealing

N/A

• Interactive for the user
Y

• Clear communication of 
how to use product

Y

• Sense of problem solving Y • Cohesive aesthetic N/A

• Desire to keep using the 
product after initial use

N

MECHANICAL PUZZLE BOX

General Description:

This design consists of a mechanical puzzle box, whereby users will have 
to unlock the padlocks holding the lid down. They will obtain the codes 
to the locks through a series of logical puzzles which are located on the 
sides of the box. 

ONGOING EVALUATION:
I have removed the charging port and utilised that side of the box as another puzzle, however the puzzle itself remains to be of one time use. For the 
next sketch, I intend to add a feature to the product that will eliminate this issue, whilst also achieving a cohesive aesthetic.

PROJECT DEVELOPMENT AND REALISATION
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Positives: Negatives:   

 3 Interchangeable sides allow for 
variety in gameplay, allowing users 
to use the product more than once

 3 The board game storyline adds to 
the teamwork aspect of the task, 
improving social wellbeing of users 
and increasing the lifespan of the 
product

 3 Due to the nature of the board 
game, the box can be scaled larger 
to fit tablets and other larger 
electronics 

 3 The padlocks will be unlocked by 
keys, which can be hidden where 
ever the puzzle master wishes to 
hide them within the side puzzles, 
allowing for variety each round

 2 Loose pieces may be involved 
and thereby may cause 
difficulty in future uses of the 
product

Functional Criteria: Aesthetic Criteria:

• User engagement without a 
phone

Y
• Visually appealing

N/A

• Interactive for the user
Y

• Clear communication of 
how to use product

Y

• Sense of problem solving Y • Cohesive aesthetic N/A

• Desire to keep using the 
product after initial use

Y

MECHANICAL BOARD GAME

General Description:

This design involves having a mechanical box as the base of a board 
game. Cards and spinners can also be utilised as a way to further push 
the socialisation aspect of the product. The objective of the game is 
to unlock the box and retrieve the phone/s before the ‘puzzle master’ 
(a player who will set the game up) solves their set of logical puzzles. 
If the team finishes before the puzzle master they will be allowed to 
retrieve their phone and switch with the puzzle master. Likewise, if the 
puzzle master finishes their set of puzzles before the team retrieves their 
phones, they will have to remain in the same roles for the next round. 
Each side of the box will be interchangeable with different mechanical 
puzzles, or pieces that will be interchangeable in positions around the 
box.

ONGOING EVALUATION:
This design of the product allows for future uses of the product without users having an advantage the next round. This will allow for consistency in 
break times from their phones. Additionally, the board game aspect of the product will improve social wellbeing due to having to work in teams and/
or having at least two players participate; the puzzle master and the others. However, I have realised that if there are interchangeable sides, loose 
pieces may be of issue. To reduce this issue upon the lifespan, I may have to implement a storage system where the spare pieces may be stored without 
destroying the electronic compartment. 

REFINED IDEA - WORKING DRAWINGS
After deciding upon one concept, I drew up some more accurate sketches to represent the idea I was going to take forward into appropriate research and 
experimentation.

REFINED IDEA - OUTER BOX Positives: Negatives:   

 3 All pieces of the game are able 
to be concealed into the box, 
reducing chances of losing 
them

 3 Easy to store after use

 2 Looks boring, but the empty 
sides of the box can be laser cut 
to suit the aesthetics of my target 
market once surveyed

Functional Criteria: Aesthetic Criteria:

• User engagement 
without a phone

Y
• Visually appealing

N/A

• Interactive for the user
Y

• Clear communication of 
how to use product

Y

• Sense of problem solving Y • Cohesive aesthetic N/A

• Desire to keep using the 
product after initial use

Y

ONGOING EVALUATION:
Although the outer design looks dull at the moment, once I survey my target market on what they find visually appealing, I will be able to apply this 
information to the product. I have deliberately left the sides plain for this reason.

PROJECT DEVELOPMENT AND REALISATION
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REFINED IDEA - PHONE COMPARTMENT Positives: Negatives:   

 3 The sandpapered edges will 
allow for the compartment 
to be slid out without a lot 
of friction, this reduces the 
amount of materials needed for 
the final product

 3 The flat compartment allows for 
up to four phones or two large 
phones to fit

 2 The base of the compartment 
may need to have a softer 
material placed in order to 
reduce sound and potential 
damage to the phones

 2 There are no handles or grips for 
the user to pull the drawer out

Functional Criteria: Aesthetic Criteria:

• User engagement 
without a phone

Y
• Visually appealing

N/A

• Interactive for the user
Y

• Clear communication of 
how to use product

Y

• Sense of problem solving Y • Cohesive aesthetic N/A

• Desire to keep using the 
product after initial use

Y

ONGOING EVALUATION:
After drawing the second sketch, I have realised that there were no handles or grips for the user to use when using this part of the box. For this reason, I 
will need to add a handle to the front of the drawer in order for it to be usable. 

REFINED IDEA - BOX INTERIOR & FIRST PUZZLE Positives: Negatives:   

 3 The lid and the interior of the 
box will be used as separators 
for the separate teams or the 
individual puzzle master 

 3 In order to randomise the 
puzzle each round, the dices 
will be shuffled before being 
placed onto the board

 3 The hatched lid design can 
easily be differentiated with the 
storage compartments

 3 All the layers of this diagram will 
already be glued together with 
the box

 2 Considering the current scale 
of the diagram, the dices 
won’t be able to fit in the 
given compartments without 
sacrificing space for the other 
pieces

 2 Emergency keys for the padlocks 
have nowhere to be stored whilst 
the puzzle is on top of the other 
keys, this may cause issues in 
emergency situations where 
the phones have to be released 
before the game has ended

Functional Criteria: Aesthetic Criteria:

• User engagement 
without a phone

Y
• Visually appealing

N/A

• Interactive for the user
Y

• Clear communication of 
how to use product

Y

• Sense of problem solving Y • Cohesive aesthetic N/A

• Desire to keep using the 
product after initial use

Y

ONGOING EVALUATION:
In my final design, I will need to add a place for the emergency keys to be without interfering with the overall puzzle. I have also learnt that the amount 
of dice I intend to have initially will most likely be past the limit of the storage capacities. For this reason, I may have to expand the overall size of the 
product or change the way the cubes are stored.

PROJECT DEVELOPMENT AND REALISATION
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REFINED IDEA - LID & SECOND PUZZLE Positives: Negatives:   

 3 The raised bars will allow for the 
user/s to have a frame to work 
with when solving the jigsaw 
puzzle

 3 The pieces of the puzzle are 
small enough to be stored in 
one of the compartments when 
finished

 2 If the hinges are too weak to 
hold the lid at 180 degrees, a 
supporting design will be needed 
from the back side of the box

Functional Criteria: Aesthetic Criteria:

• User engagement 
without a phone

Y
• Visually appealing

N/A

• Interactive for the user
Y

• Clear communication of 
how to use product

Y

• Sense of problem solving Y • Cohesive aesthetic N/A

• Desire to keep using the 
product after initial use

Y

ONGOING EVALUATION:
Depending on what hinge I choose to take into the final design, I may or may not have to create a back support for the lid. Otherwise, I may have to 
reconsider the material for the lid aspect of the product to be lighter, as having a heavier lid without support would cause breakage.

DEGREE OF DIFFERENCE:
My product will be different from existing solutions due to its board game nature, as well as being the only product in the market who uses the users’ 
phones as the prize/s released. It involves a series of existing puzzle games, as well as the creation of my own one, incorporated into a box that is 
interactive with the user. 

Additionally, my product contains the following features which differs from current solutions:
• In built storage boxes that are apart of the game itself
• A new type of puzzle game that recontextualises the use of dice
• Two puzzles that can be randomised each time it is used, no one holds an advantage at the end of initial use
• A compartment where phones are locked away until one player/s have finished their side of the puzzle

PROJECT DEVELOPMENT AND REALISATION
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