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A.CALL 
MOTION 
SPEAKER
A.CALL MOTION SPEAKER is a product which 
provides people with a virtual practice platform to 
improve their verbal speaking skills, body language, 
and active vocabulary in different scenarios.
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KEY ROLE 

Design Research
Product Design
Visual Design 
Branding 
Video Editing

THE CHALLENGE

Customize people’s 
needs and assist them 
to improve their public 
speaking skills

THE OUTCOME

An out of box experi-
ence design including a 
product, website and a 
future concept video 

* ** *** 

A Speaking Partner 
for Sharing 
Your Best Moment 
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Discover 
I interviewed 6 people, including students, an actor, and a pro-
fessor. Some are good at public speaking, others are not.
Based on people’s needs, I did secondary research about new 
technology and how that technology was utilized before. 

• Quickly capture key information from speech 
• Report insights, patterns across data 

• Recognize audio and video

THINGS I CONSIDERED

VOICE INTERFACE
INPUT AND OUTPUT 

Voice interface uses voice as the 
platform for inviting action from 
an automated process or service; 
instead of the human understanding 
the computer, the computer needs to 
understand the human.

TUI HAPTIC/ TACTILE 
TECHNOLOGY 

Haptic interfaces are devices that pro-
vide force and tactile feedback to the 
user as they interact with objects in a 
computer-generated virtual world. 
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I always feel nervous 
when I present.I always 
stand up to practice 
more and more.

Henry Yan

Senior Engineering stu-
dent at Duke

Don’t worry about your 
mistakes. I believe truly 
connecting with people is 
learning how to be your-
self and trusting yourself.

Ariel Kayoko Labasan

Actress

Make sure you fully use 
your body language, 
and eye contact to 
interact with people.

Kristian Simsarian

IXD Chair at CCA 

” ” ”

PRACTICE

The more practice you 
have, the more people you 
talk with, the more confi-

dent you will be.

INTERACTION

Voice, gesture and eye 
contact are useful skills 

for public speaking. 

RECORDING

People feel it is helpful to 
record their words or video 

the speaking process.

Key Insights
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How might we  
encourage the practice 
of public speaking by 
enhancing interaction 
with different audiences 
multiple times? 
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30 IDEO Concept Innovation Sheets

“Cheat storming” process

I brainstormed with 3 peers.  We 
found some existing brands, and 
printed them on paper. After that, 
I brainstormed how these brands 
satisfied their customers’ needs and 
used their approaches to come up 
with new ideas for my product. 

This brainstorming process is called 
“Cheat Storming”. 
It helped me to generate concepts 

quickly. 
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A.CALL SPEAKER

A. CALL Speaker helps to record 
your daily conversation. Once you 
wear A.CALL speaker, you can adjust 
what you are talking about based on 
where you are at the moment. The 
recording will automatically sync 
to the cloud, which will save in the 

A.CALL motion(projector).

A.CALL MOTION (TINY 
PROJECTOR)

A. CALL Motion is a tiny projector 
that provides you with hundreds of 
speaking topics. It customizes the 
speaking topics based on recordings 

from your A.CALL speaker.

Design

Model-making variation

12
Packaging Design
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Virtual Platform
Practice
Feedback
Reward

Launching 

Choosing Topics

Project the projector wherever you want. Other 
users and virtual audiences interact with you while 
you practice. The establishment of feedback sys-
tem helps users improve speaking skills and build 
more confidence.
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Practice&Feedback 

Speaking summary  

Accomplishment  
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THE
VERGE

The Verge is a future modular train system, which will 
get passengers to their destinations on time. They 
will arrive on-demand, and they will diverge above 
ground and converge underground to take people 
through the city more efficiently.
 

SPONSERED BY 
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KEY ROLE 

Design Research
Behavioral Design
Futuristic Thinking
Storyboarding
Video editing

THE CHALLENGE

Envision the human-cen-
tered vision for the 
future of mobility eco-
system in San Francisco

THE OUTCOME

Futuristic concepts and 
scenarios for future 
modular train system 

* ** *** 

Existing technology within transportation has largely neglected 
the opportunities for human connections. As a team, we were 
tasked with exploring what a train system of the future (2025-
2030) might look like in a city such as San Francisco.
 
This project allowed us to envision what an environment and its 
technology might look like in the next few years. After painting 
the picture of what the future might look like, I wanted to focus 
in on how the train of the future fits in, and how it facilitates 
daily life, while changing people’s behavior and routine.

Human-centered vision for 
the future of mobility
—Time machine

17



Our team wants to combine the experience only a 
train can provide along with the technology of the 
future to build a modular train system.

Imagine a future where experiences are customiz-
able, services are on-demand, the internet of things 
is prevalent, and autonomy is everywhere.

TECHNOLOGY USED 

Ford has relationships and technical expertise in 

transportation  

Company will benefit by being pioneer in the pub-

lic transportation industry 

There are tremendous opportunities that would 
allow them to lease pods to different services

About the Verge 
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HUMAN BENEFIT  BUSINESS IMPACT 

Giving passengers back their time  

On-demand and customized services

Underground interactivities 

Biometric  (fingerprint)

Internet of Things 

Audio and Video Interfaces- Input 
and output (Siri)

19



Interview 

We interviewed a total of 33 people who all took 
some form of a train. These interview participants 
were strangers we met on the street, at train sta-
tions, as well as students and faculty members at the 
California College of the Arts.

With the exception of 1 student and 2 faculty mem-
bers at CCA, the rest of our participants were either 
BART commuters or Muni Metro commuters. We 
asked our participants 12 questions.

Interview process
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SOME PROBLEMS  

21% 

45% 

57% 

30% 

Participants need to drive to a station.

Trains were frequently late during their commute.

Platforms were overcrowded.

Trains were often dirty.

San Francisco commuter trains are often unreliable, 
crowded, and inconvenient to ride.

21



Interview 

INTERVIEW QUESTIONS 

How often do you ride the train?

How long is your average train ride?

Why do you ride the train as opposed to other 
forms  of transportation?

Where do you commute to/from when you take 

the  train?

What do you dislike about riding on trains?

What do you like/enjoy about riding on trains?

What are the most important issues to you regard-

ing  train ridership?

Please describe a negative experience you’ve 

had on the train or at your train station.

What changes would you like to see on trains, their sta-
tions, their system or infrastructure?

Is there a particular mode of public transportation 

you prefer more than others?

What are some of the inconveniences for you 

when riding a train?

What types of services, features, or improvements 
would increase your overall satisfaction with tak-
ing a train?

22



People take trains to avoid parking 
issues.

“I do it to avoid traffic and especially parking 
nightmares.”

“It’s faster to get to downtown and  cheaper 
than parking out there and other busy areas 
of  San Francisco.”

How might we eliminate the need to 
park at stations?

Trains allow passengers to engage in 
other activities.

“It offers me the opportunity to read, work, 
catch up on  emails, sleep, socialize... It’s 
less stressful than driving  daily.”

“I get to see views of the city.”

How might we make riding the train a 
more enjoyable and memorable expe-
rience?

San Francisco trains are con-
stantly late.

“I will wait for my train to arrive at its assigned 
time and it simply doesn’t arrive or it is 
canceled.”

“I like the Japanese system. I lived there for 5 
years and NEVER had a late train.”

How might we modify San Francisco 
trains so that they are reliable for pas-
sengers?

There are just too many people on San Fran-
cisco trains.

“I don’t like it when there aren’t enough trains 
and they’re  crowded during rush hour.”

They’re dirty, they take too long, they’re 
crowded and uncomfortable.”

How might we transport train riders 
more efficiently?

San Francisco trains are disgusting.

“I’ve seen lots of nasty things happen on the trains  including people clipping their toenails, 
eating gross  smelling food, or people having sex.”

How might we foster a sense of civic pride or etiquette on 
San Francisco trains?

Key Insights
Opportunity Areas
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How might we alleviate 
some of the common 
problems passengers face 
while creating an 
enjoyable experience and 
bring additional time back 
into the lives of passengers 
in San Francisco? 
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Each of us created 20 concept sheets based on 
insights and opportunity areas, and I led the group to 
map them together and generate categories. These 
worksheets helped us quickly document our ideas. It 
allowed for freedom and creativity.

Disrupt
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Design
After we generated ideas and brainstormed as a group, we found out that 
there was an opportunity to connect people to other transportation. 
 
We propose a modular train which functions off tracks as well as on. 
Autonomous pods will diverge above ground to pick passengers up and 
converge with electromagnetic technology once underground to travel to 
a central station.

Some important feedback that we got from Anthony 
Prozz(From Ford):

• Train as Time Machine 
• How does a train give you back time?
• Focus on the transportation technology that only a train can      

• TRAINS as a component of Ambient Mobility - where the inno- vation might 
offer and its unique experiential design.

not be the system itself, but how it will interface with other systems 
(BUSES, CARS, etc)

29
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Deliver

Atternees:
• CCA Sr Cabinet - Steve Beal, Tammy 
Rae Carlson, Susan Avila, Laura Hazlett, 
Mara Hancock, David Meckel, Jen Stein, 
George Sedano, Becky Ruden, Sheri 
McKenzie
• Ford - Anthony Prozzi, NicoThetard, 
Sam Hamade, Jeremy Malick (Sr Ad-
vanced Designer) 
• Mayor’s Office of Civic Innovation - Jay 
Nath, Krista Canellakis, JulietaCollart
• Continental Tire - Anil Rachakonda 
(head of Smart Cities initiative), and 
Alessandro Manca (Marketing)
• Intel - Rajiv Mangia 
• Assorted IxD Faculty, students, and 
other design folks

Presentation at California College of the Arts

Presentation at Ford Research & Innovation 
Center in Palo Alto

34

The Verge will get our passengers to their destinations on time, 
and alleviate congestion on the road. They will arrive on-demand 
and they will diverge above ground and converge underground to 
take you through the city more efficiently.
 
Our pods modify their features on the fly to suit your mood.  They 
will offer a beautiful underground tunnel experience and cater to 
your palette and your other needs. The opportunities are enor-
mous in the services they can offer.
Most importantly, it will give passengers back the time they might 
have otherwise spent stuck in traffic.

 
Our team presented this project at Timken lecture Hall at Califor-
nia College of the Arts in San Francisco, and I presented at Ford 
Research & Innovation Center in Palo Alto.

MODULAR TRAIN- GIVE PASSAGERS
BACK THEIR TIME

35



SHEARO

SheaRo is a time management service to assist 
you with life and work balance and to help you use 
technology more efficiently.
 

FOCUS ON WHAT MATTERS

36

KEY ROLE 

Group leader
Design Research
Storytelling
User Interface Design

THE CHALLENGE

Create a service for 
people to enhance their 
working efficiency and 
balance their work and 
life

THE OUTCOME

A complete time-manag-
ment service design for 
young people across 
mutiple touchpoints 

* ** *** 

Have you constantly received emails or messages when you were 
working? Have you had a hard time getting familiar with a new 
technology?

Technology is developing rapidly. It has gone beyond human imag-
ination. There are many kinds of technologies involved in our life, 
especially smartphones and laptops. They do benefit our lives, but 
sometimes they interrupt our daily routines as well.
 
As a designer, my goal is to design a new service to assist people, 

and to solve this problem.

A Friendly Method to  
Keep You Motivated

37



Current State

What is your relationship with technology?

% of too much
time, by age

38

16% 

21% 

38% 

25% 

Not addicted/Focused

Addicted/Distracted 

Addicted/Focused

Not addicted/Distracted 

39



Interview Process 41



Affinity Mapping

42

Key Insights

WAYS OF FOCUS

When people feel the urgen-
cy to respond to something, 
it is easier for them to focus 
if they are also passionate 

about what they’re respond-
ing to.

  USAGE OF TECHNOLOGY

Smartphones have be-
come a one stop shop for 

everything they need. Peo-
ple mainly use technology 

productively for work, 
assistance, and self-man-

agement.

HOPES AND WISHES

People desire quality time 
to do more such as have 

more face to face conver-
sations with the people 
in their lives, and have 
control of notifications 

when working.

“I will be in my zone when I 
am focused.”

“Everything is possible (in tech) 
right now.”

“Technology is more about 
bringing people benefits. It is 
about making your daily life 
convenient (efficiency).”
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Martha is trying to balance her school work to be able to eat dinner in a restaurant with her boyfriend.

The story of how Martha’s misuse of technology ruined her anniversary plan. K a r e n  S o n g

•  Check the BART                  
     schedule 

•  Notice there is a 
   BART delay 

• I need to go to school on time.

• I need to know when BART is 
delayed. 

• Take a uber 
instead 

• I have a conflict.

• How can I manage my time 
    to get my assignment done
    before 8 pm?

• Gets the 
notification from 
Google classroom 
for new assignment 
(due 8 pm)

• Starts to write 
    the essay

• Ignores phone 
call from friend 
Shelly  

• I need to focus on my work.
 
• Is there anything to help me focus 

without getting disruptted?  

• Check her phone 
for a break& 
messages with 
Shelly 2 hrs & 
gets disrruption

• Gets phone call 
from boyfriend 
and reminds her 
the reservation 

• I totally forgot the schedule!

• Is there any way to remind 
me next time? 

• Orders take out 
instead(Food 
Delivery) 

• Make a reservation
    on her phone 
    (at 08:00pm)

• Wakes up with 
iphone alarm

• I still want to sleep! 

Bedroom 

Martha

Boyfriend

Uber app

Bart app

Open table app

• Check emails 
&Social media 
during breakfast 

• Today is my one year 
anniversary with my boyfriend.

• Which is the fanciest restaurant 
with the best reviews?  

T
h

in
k

in
g

E
m

o
t

io
n

• Misses the 
reservation 

• Should I make          
    make another 
    reservation now? 

• Picked up by 
boyfriend to 
home

• Food delivery is too slow and expensive.
 
 • My food is getting cold.
 

Frustrated

Happy

neutral

Incident

Managing time 

Climax

Getting interrupted Living

Struggle Resolution

Working 

Google classroom

Laptop

Food delivery

Social media 

Mobile device

“We are in a world where people can not 
live without technology.”

“Technology is more about bringing people 
benefits. It is about making your daily life 
convenient (efficiency).”

"I will be in my zone when I was focused"   

“Technology should help people connect with other, but I 
think the result goes opposite.”

“Technology should help people manage time and stay away 
from disruptions.”

“People need to have more self-control.”



User Archetype 
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CUSTOMIZATION

BALANCE PRODUCTIVITY

JOY

How might we create a 
friendly service to help 
people do their work more 
efficiently as well as 
connect with others?

47



Storyboard 
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Design-Touchpoints
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MANAGE TIME 

Using SheaRo Apps you can start 
managing your time by setting up your 
agenda.
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FIGHT DISTRACTION

After you set up your agenda, fight dis-
tractions by blocking your contacts and 
social media apps.
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STAY FOCUS

GET REWARDS

Keep yourself focused 
and productive by con-
necting your 
Spotify playlist to the 
Ro speaker!

While completing your 
projects, you and Ro 
both can evolve into 
a stronger bird, er uh 
human.
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WEBSITE

You can download SheaRo 
apps and purchase Ro 
Speaker to in
SheaRo website. 
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NEXT STEP

• Prioritize & clarify app functionality
• Being clear about distinction between  desktop and mobile interfaces
• Define the more functionality of physical product 

User testing with the CCA Graphic design chair User testing with the Adobe Product Manager 

User testing with an Adaptive path Service designer User testing with an Adaptive path Service designer 

User Testing
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CUBO

Cubo is a Particle Photon based electronic 
product, which provides couples with a new 
way to communicate with each other and en-
hance their quality time over distance.

OBJECTS AND SPACE

56

KEY ROLE 

Design Research
Storytelling
Modelling 
Coding
Electronics

THE CHALLENGE

Prototype a connected 
object and create different 
narrative storyboards for 
an extreme couple that 
knows each other well

THE OUTCOME

A particle photon
and IFTTT based proto-
type and storyboards for
the future state  

* ** *** 

Since technology is drastically altering how we spend time with 
those close to us – in both positive and negative ways – we must 
invent new ways to spend “quality time” together. Hinging on poten-
tially the most intangible phenomenon, “time”, this project opens up 
the gate to bring people a nuanced connection through design.
 
My challenge is to prototype a connected object and create different 
narrative storyboards for an extreme couple that knows each other 
well. It enhances their connection with one another through time 
and tailors to their relationship needs.

Networked Objects & Users: 
Quality Time
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Our team combines Particle Photon and IFTTT to bring the 
concepts to life:
 
When a person within the couple works hard and has to deal 
with too many emails, the partner’s Cubo 1 will glow, which is 
connected to the Internet through IFTTT. 
 
Then the partner can hold the Cubo 2, which senses the hand 
and sends a signal to the first person’s Cubo 1. Cubo 1 will 
change color to remind him that his partner is missing him, and 
making him feel comforted. Also, when one of them is missing 
the other, but does not want to be bothered, Cubo becomes an 
ideal tool for delivering the thoughts.

About Cubo

Combine Particle Photon and IFTTT to bring the concepts to live58

Particle Photon is a tiny Wi-Fi devel-
opment kit for creating connected 
projects and products for the Internet 
of Things. Its principle is similar to 
Arduino. IFTTT, which stands for “If This 
Then That”, is an online service that can 
help users create chains of different 
applets and triggers. 

I created the event named “vergilshika-
rensong”, and I will add this code into 
particle photon code to light up the led 
or neo-pixel. 

In the real world, this recipe won’t work 
in the real time because IFTTT has one 
hour delay. Particle photon may receive 
any of information within a one hour 
period.

PARTICLE PHOTON 

IFTTT RECIPE 
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How do they feel about 
each other?
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BUSY SCHEDULES

Reaji focuses on his 
future professional career 
and school projects, so he 
has a very busy schedule, 
while Austin has a stable 

job during workday.

WAYS OF 
COMMUNICATIONS

Austin likes to complain 
about his boss to Reaji. Al-

though Reaji is willing to lis-
ten to him, he thinks Austin 

should become more mature 
and take care of himself.

SAME INTERESTS

They enjoy exploring new 
things, especially having 

fun playing game with 
each other.

Key Insights
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How might we create  
a pleasant way to  
help them share routines  
with each other  
when they are busy  
in different cities? 
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Brainstorming 

Through feedback that we 
got, we considered more 
about how this product 
specifically tailored to 
their relationship needs.

• Make a simple and 
playful product that they 
can bring and hold it by 
hand and take anywhere 
they want.

 
• Remind each other 
through a toy to enhance 
their experience.

INITIAL IDEAS:

Physical pixel game Emotional bracelet  

Reaji and Austin both like playing computer games, so we 
started to brainstorm ideas that matched their interests. 
So, we iterated some prototypes very fast for testing: 
Physical pixel game/Emotional Bracelet. 
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We want to make a simple and playful prod-
ucts that they can bring and hold it by hands 
to take anywhere they want.  

Modeling in Rhino

A model sketch

Use cases

STEP 1

A ball can fulfill that idea. We decided to make 
a sensitive ball. It’s like a toy, which commu-
nicates from one to another through touching 
and glowing.

STEP 2

There are three parts in this model. I designed 
the middle as a container to contain the 
nex-pixel. 

Step 3

65



Storyboard

How the product enhances the quality of this couple’s time and com-

munication:
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Deliver-Prototypes

Vergil’s code 

Karen’s code 

First, we tried to use Particle Photon to light up the NeoPixel. 
For example, after setting up all the hardware, Karen published 
her coding online, then Vergil used his Photon to subscribe to 
hers through “karenphotoncode”, therefore the Photon can be 
connected online.  

68

3D printed model & A final working prototype

Photon + IFTTT TestingTest a LDR sensor to send signal through Particle 
Photon to lighten the NeoPixel on the other side

NEXT STEPS:

• Push the physical prototyping more and potentially test this out with the users
• Consider the shape of physical object 
• Speculate wider storyboard on more behavior changes for the couple

69
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Karen Song is an interaction designer with fine art and land-
scape design background, currently studying interaction 
design at California College of the Arts.

Her designs aim to bridge human experience with the pow-
er of technology. Using design thinking and imagining and 
envisioning our future world, she desires to create services 
and products that solve current problems and anticipate a 
vision of what is ahead. By using technology to invest in such 
ideas, design can become more powerful and compelling.  She 
aspires to create and communicate a bold direction that looks 
around corners for innovative ways to solve future problems.




