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ABSTRACT

21st century is the new era of digitization. Because of the progress of function and structure, the development of communication and

internet technology, play games, listen to the music, receive and dispatch E-Mail, utilize GPS to navigate, watch YouTube videos. It

can all be finished on the smartphone now. As to smartphone various services and functions offered. If there is development of space,

it is theme which we research and analysis. So this research regards digital life as the starting point, probe into behavior of user

demand for smartphone. Look for the harmonious relation between people and smartphone. The purpose of this research is to

explore function and future trends of smartphone. Research methods and procedures are categorized into three stage: The first stage

are contained reference collection and studies. In the second stage, user demand and preferences of smartphone are investigated.

The result of analysis will be turned into the element of smartphone design. According to literature and survey, proposals designed

smartphone in the third stage. The proposed design results are then verified. The final results is a concept smartphone that can be

transformed to tablet PC. It has different functions according to different life situations. According to the survey results, it is roughly

identical that user demand and preferences of students and salariat use for the smartphone. It is different with function and design

style. The completion by this research is summed up four points design recommendations: Large size, intuitive, integrated and

personalized. It can be used for future reference and design.
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