IN THIS EDITION, WE CONTINUED TO DESIGN DIFFERENT EXPERIENCES FOR
CobDE LITTER AND BEGAN NARROWING THESE CONCEPTS FOR THE FINAL
PROPOSAL.

DESIGNING THE EXPERIENCE, PART 2

At the beginning of the week, we brought one concept to advisors meeting to
discuss its pros and cons. After this point, and considering the ground guide-
lines for the experience set last week, we further brainstormed and created vari-
ous concepts considering a wide span of approaches.

As we analyzed each proposal, we found common key elements to build upon
leading us to two final concepts. These concepts will be presented to the client,

which will be the deciding factor on what to develop for the rest of the semester:

“‘Depth” is a fun free roaming underwater experience that allows up to three
guests to act as an underwater cleaning team. Using a wheel, guests will control
a submarine to clean and explore the ocean floor. Litter is picked up using the
two joysticks, which control th ight arm of the submarine. Sea crea-
tures occasionally get cc S
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