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Tactile Panel (2002)

1) Trial manufacture of a touch panel that
stresses tactile sensation. Touching the screen
activates a motor that moves the entire screen,
thereby giving the impression you are pressing
a real button. We are also attempting to mimic
the sensation of 3D forms by having the screen
respond actively where it is touched.

2) Advanced development.

3) To emphasize the screen and suggest what a
product that incorporates the technology might
look like. Also, to adjust screen angle and other
operability tests and to develop a structure that
can accommodate add-on options.

4) We wanted to demonstrate tactile features
that could not be fully appreciated through ver-
bal explanation and illustrations. We would like
to engage in further tactile design with this ma-
chine as platform.

5) Takeshi Hoshino, Interaction Design Group,
Yujin Tsukada and Takeshi Minemoto, Informa-
tion Solution Design Department.
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Escape (2003)

1) Home cinema concept

2) Concept for the Italian furniture company Fe-
licerossi. Milan furniture fair 2003

3) Escape lets you do things that you couldn't at
an ordinary cinema. A playground where you can
be naked with popcorn all over your body. A place
where you can get together with friends and es
cape into the world of cinema with hard areas in-
tegrated in the sofa for all the necessities. All the
technology is hidden behind the projection wall
The lightspeaker combines back speakers with
light sources that make them easy to place with
the natural function to light up a room

4) In the project we wanted to focus on why
people want to have a home cinema. Consid
ering the prevailing values we believe that the
big advantage is that you can be yourself when
watching your favorite movie. Instead of focus-
ing on the actual equipment we paid attention
to creating an area that provides everything that
the typical theater cannot.

5) Jonas Bergfeldt
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