
RENOVATION IN PRODUCT REDESIGN -CASE STUDY OF DIGITAL CAMERA

洪嘉聯、趙方麟

E-mail: 9018334@mail.dyu.edu.tw

ABSTRACT

LIFE CYCLES OF DIGITAL PRODUCTS ARE SHORTENING IN THE ELECTRONIC AND INFORMATION AGE. THE

PURPOSE OF THIS STUDY IS TO GRANT THE PRODUCT ITS OWN FORM, FUNCTION AND STYLE THROUGH

RENOVATIVE PRODUCT REDESIGN PROCESS. AT THE BEGINNING OF CONCEPT DEVELOPEMENT,

INDUSTRIAL DESIGNERS ARE OFTEN LACK OF GOAL AND SYSTEMATIC APPROACH. THE QUANTITIES AND

QUALITIES OF DESIGN IDEA OFTEN LIMITED BY THE PERSONAL EXPERIENCE OF THE DESIGNER AND THE

HABITUAL DOMAINS IN LIFE AND ESTHETICS. ACCORDING TO SUCH A SITUATION PEOPLE GET USED TO

THE SPECIFIC CONDITIONS, IT'S QUITE DIFFICULT TO GENERATE INNOVATIVE CONCEPTS DURING

PRODUCT REDESIGN. IN THIS STUDY, WE ELECT THE POPULAR CONSUMER PRODUCT --DIGITAL CAMERA

AS A TEST VEHICLE. THROUGH THE REDESIGN PROCESS, THE RULES OF GEOMETRY-FORM AND

SIX-INNOVATE-PRINCIPLE ARE UTILIZED TO GENERATE THE POSSIBLE DESIGN CONFIGURATIONS. THIS

APPROACH PROVIDE A POSSIBILITIES OF FASTER AND MORE EFFECTIVE WAY IN DESIGN TO FULFILL BOTH

THE FORM AND THE FUNCTION REQUIREMENTS. THE QUESTIONAIRE IS CONDUCTED AT THE FIRST STEP

OF REDESIGN. THROUGH THE STATISTICAL ANALYSIS WE CAN UNDERSTAND THE DISTRIBUTION AND

THE INSIDE DESIRE OF USER. THE CORRELATION MATRIX BETWEEN THE IMPORTANT DESIGN FACTOR

ARE ALSO CALCULATED TO INVESTIGATE THE POSSIBLE REASON OF UNSATIFACTION IN USING THE TEST

PRODUCT. AFTER THE ANALYSIS, THE RENOVATION PROCESS IS CARRIED OUT. THE CONCEPTS WILL BE

REALIZED BY COMPUTER MODELING, MOCK-UP AND FULL SCALE MODEL. THEN THE INTERVIEW STEP IS

CARRIED OUT WITH THE DOMAIN EXPERT. THE SUGGESTION WILL HELP TO REFINE THE FINAL DESIGN.

THE POSITIVE RESPONSE PROVIDE THE EVIDANCE OF THE SUSCCESS OF THE DESIGN.
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