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Our target group
Originally, we were looking

at creative logistics, now

we are going for digital
natives designing their own
spaces.




P D V 1 ” C | I dy [empathy maps in Appendix]

We met... Cindy

- Programmer, digital artist, physical
artist, and digital nomad

- Loves making products that
combine physical and digital media
with cultural themes.

We wonder if this means... that Cindy
feels that Al is a collaborator, it doesn’t
replace collaboration.

*We were surprised to notice... that
Cindy truly believes Al has a place in
artistic creation.

It would be game-changing... if every
artist can look to Al as a collaborator.

Key takeaway: Al doesn't compromise
Cindy’s process. Instead, she uses it as
atool to help her do some light work

during creation.




POV 2: Alex

We met... Alex

- Aspiring architect with interest in
designing sustainably.

- Experience using tools like
SketchUp and Autodesk

We wonder if this means...

-If amateurs in the field feel
intimidated by the complexity of these
tools

-If professionals take the complexity of
these tools for granted.

We were surprised to notice... even
after passing the learning curve on
multiple tools, she desires a simpler
experience.

It would be game-changing... to
flatten the learning curve for complex
design tools.

Key takeaway: Alex had to learn lots of
hard digital skills to reproduce
processes that are much simpler in the

physical world, like using SketchUp
instead of sketching.




POV 3: Picasso

We met... Picasso

- Curator for a child’s art biennale
- Head of the art department at a
Turkish university.

- Artist

We wonder if this means... that
creatives in the art world are worried
that digital tools will replace their
world.

We were surprised to notice... how
much Picasso talked about the
skepticism around digital tools in the
art world.

It would be game-changing... if we
found a product for which there’s a
need, but no job to replace.

*Key takeaway: For older users in the
art world, translating from the real
world to the digital is not fully

accessible—full of uncertainty and
hesitation.




TU p 3 H MWS [n = 46 total HMWs in slide notes)

HMW position Al as a collaborator in HMW support amatuer digital users in HMW unify different types of media
the user’s projects? (Cindy) design and architecture spaces (Alex) like blueprints, photos, and mockups in
the design process (Picasso)



Top 3 HMWs from Cindy

HMW position Al as a collaborator in HMW lower the barrier to entry for HMW integrate inspiration platforms
the user’s projects? physical artists to use digital like Pinterest/Instagram/Cosmos?
platforms?



Top 3 HMWs from Alex

HMW support amatuer digital users in HMW consider sustainable approaches HMW integrate budgeting tools in
design and architecture spaces for design creative workflows



Top 3 HMWs from Picasso

HMW use technology to enhance HMW unify different types of media HMW make digital design tools more
creativity in art, not replace it like blueprints, photos, and mockups in accessible for older or non-digitally
the design process proficient users



Solutions [brainstorming pic in Appendix]

Solution 1

Collaborate/mentor
user-to-user scheme

- Multiple possibilities

- Design as a collaborative

process

Solution 2

APl integrations to creative
platforms (Insta/Pinterest)
and Marketplaces (IKEA, FB
marketplace)

- Low bar to inspiration
- One-stop shop offering

Solution 3

Agentive frontend for
low-creativity tasks (Eg.
budgeting)

- Retain creative agency while
outsourcing minutiae



Prototype 1:
User-to-user
collaboration

Participants: My suitemates Lolo,
Sawsaw, and Sasa. All are young students
in creative fields. Lolo was the user and

Saw/Sa were collaborators.

Results: Seamless communication +, two
pictures at once -, Flow of ideas for +,
maybe too much noise -.

Valid assumptions: collaboration

smooths out the learning curve

Going fwrd: adopt a user-to-user

collaboration scheme

From feedback form: “It was helpful to have another perspective to see how the art looked in
different places. It was also useful to to have people suggest new ideas | hadn’t thought of”



Prototype 2:
Marketplace
Integration

Participants: Talented artist, designer, and student

Dominique. Extremely creative and extreme user

of physical and creative design tools.

Results:
e Easyto assess options from different
marketplaces
e Quickened decision making and widened

options

Going fwrd:

e Evaluate digital user interaction

e Understand marketplace dynamics



Prototype 3: Al frontend
Integration

Participants: Marta and Al, who are budget conscious students

but still like to have their space feel like home.

Results:
- Liked that they could tell give their budget and get back a
list that stayed within budget
- Thedesign vision wasn’'t met in some of the pieces selected

at cost budget

Valid assumption: Agentic tools within products make process

more efficient.

Going frwd: Agentic tools should be implemented to make a
product flow better, but personalization of choices should be

prioritized.




What's next?

Which solution (or combination) will move forward?
- Collaboration. User enjoyed collaborative process, said would have “suffered greatly without”
- Integration of other products to have everything in once place

- Agentic tools for assistance with tasks that are small but take time

What are the ethical implications of these solutions?
- Dataprivacy

- Responsible use of platform and Al tools

Who does it serve? Who might it leave out?
- Itleaves out non-digitally proficient users

- Serves people who enjoy collaboration and are not skeptical of Al



Appendix



SOLUTIONS BRAINSTORMING [Oct 8]
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Extranea from Prototype 1:

Pics/Videos of prototype process

Oct 9,2025

Alias: (.
Prototype feedback form

Why, if so, was collaborating with another user helpful?
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With what mindset did you approach your collaboration?
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Ultimately, did you achieve your goal?
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ack

If no, why not?

From 1-10, how much collaborating with a user than approaching the problem alone?
W

‘
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Feedback form


https://docs.google.com/file/d/1fKMyJkIFnQAGVEE8DNGi_E4FVWsanvu7/preview

Extranea from Prototype 2:

Oct 9, 2025

Alias: Dom
Prototype feedback form:

Was your designing experience enhanced by experiencing multiple marketplace experiences at
once?

Yes! | thought it was very helpful to visualize options against each other at the same time. It let
me compare different sites at the same time which helped me decide quicker.

Were there any difficult parts of the experience?

- In general, not really. But | just wish it was easier to navigate the sites at the same time, as
-~ rs ;;7 functionally it was easier to search the same thing on all sites.

Would you like to see this experience again in digital form?

Yes, I think it would be interesting to see it. | would definitely like to experience it.

She eliminated the option from Amazon, but she had all of
the different marketplaces to look and choose from. That

Pics/Videos of prototype process gave her a better idea of what'’s out there! Feedback form



Extranea from Prototype 3:

. $184.99

— $193.99 : $76.99
$449.98 IN YOUR BUDGET!!! UNDER 450. UR BUDGET!!! UNDER 450.



https://docs.google.com/file/d/17GpVpP-MSlId2h0hPwU-4BslUmUbTPic/preview
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S a y Autodesk has
so many

Alex feat:;elz it's
EITIIJElthY confusing.

Map

SketchUp
doesn't even
have the IKEA
table | want.

Ishouldn't
need multiple
tools for one
small project.

I need something
faster and more
intuitive for quick
visualization.

I wish it could
automatically
find matching

my budget.

products within

Maybe VR or AR
could make this
process more
immersive and
interactive.

Manually
imports floor

plans and
Deals with adjusts layouts
frequent crashes piece by piece.

and restarts
Takes photos projects multiple
times.

of real spaces

and compares
them to

renderings.

do

feel



S a I'm constantly turning an idea Technology .
S into a physical should The art world t I n
dinatin ’
O i Sometimes, | just moves :
} experience is a | ; I'm tired of
between artists, logistical horror sketch floor plans serve slower with
builders, and on paper because creativity tech switching
sponsors Id love a tool it's faster than between
that combines using the If I could predict
planning, 3D software. issues earlier software.
visualization, wrong
and storytelling dimensions,
We use a Our visualizations delays, I'd save
diff . ys,
ifferent look good, but I'm afraid weeks of stress.
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